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'Plastic always considered himself 
fortunate to have been young and 
impressionable when the great Cola 
wars of the 1990s erupted on screens 
and in shopping malls. He watched with 
childlike wonder as two nearly identical 
drinks made of carbonated water and 
flavoured with vegetable extracts 
indulged in a worldwide orgy of 
aggressive saturation marketing which 
became in itself a multi-billion dollar 
industry ... Eventually, people actually 
began to forget about the drink because 
the marketing had become the product. 
Young Plastic watched in awe as Pepsi 
and Coke actually marketed their own 
marketing. It was beautiful. The only 
thing more beautiful, the boy Plastic 
thought, was if both companies were 
owned by the same people .. . ' 

Ben Elton, This Other Eden 
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Jaguar 
Everyone knows that 
Atari's Jaguar console is  way 
ahead of its t ime - 64bit 
arch itectu re, 27 M i ps ,  
1 6.7 colour d isplay, and 
more. But its success l ies 
squarely i n  the qual ity of the 
games which you'l l be playing. 
Edge profi les the new beast, tal ks 
to Atari, and meets the big names in the 
software industry to gauge the ir  reactions 

The hard sell 
With both Sega and N i ntendo currently a l locating around £ I  mi l l ion  a week to the ir  UK advertis ing spend, the 
image battle i n  the videogames industry has reached fever pitch. Edge profi les the new breed of sophisticated 
videogame marketing, and meets the lead i ng figu res behind the scenes in  the marketing world 
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News 
Edge has all the latest from the videogaming world. This month, 

. details of the next level of hardware- Sega's Saturn console and Sony's 

Prescreen 

PlayStation-X, 
the i nternational 
launch of Atari's 
64bit Jaguar, the 

MPEG 

This month Edge profiles key programming teams Core Design and 
Argonaut, and sees stunners l ike Creature Shock (above) for 3DO and PC 

6 News 
This month: the first tech specs for Sega's new 
32bit Saturn console, and the first images of 
Sony's rival 32bit console, the PlayStation-X 

18 Charts 
The games that are sell ing best across all formats, 
including Japan's Super Famicom and Mega Drive 

Full profiles of two leading games developers, 
Core Design and Argonaut with an early look at 
newies like Creature Shock, Citadel, and Sou/Star 

34 Release dates 
Here's when you can expect to see al l  the best 
software - including new 3DO and Jaguar games 

36 Atari Jaguar 
Edge talks to the first Jaguar developers - and to 
the industry at large - to find out if Atari's new 
cat wil l cut it in the videogames jungle 

Videogames marketing is becoming more and 
more sophisticated. Edge talks to the image 
makers and finds out how it all works 

57 Testscreen 
Edge rates the best of this month's releases, 
including Rebel Assault (PC-CD), Captive 11 (CD32), 
Crescent Galaxy Qaguar), and Stellar 7 (3DO) 

82 An audience with Braben 
David Braben is the man behind Elite, and more 
recently the sequel, Frontier: Elite 11. Edge sent 
a reader to talk to him about his life and work 

86 Edge recruitment 
The best job opportunities around in the 
videogames industry. Do the write thing . . .  

88 Subscribe 
Play it safe. Have Edge delivered every month 

90 Letters 
Tests c re e n Letters by you. Answers by Edge. 

A packed Testscreen section- includ ing Sam & Max Hit The Road (above), 
Cannon Fodder, Stellar 7, Liberation: Captive 11, Actraiser 2 and Sub War 2050 95 Questions & Answers 

All your technical problems solved. This month: 
bugs in the 3DO, PC Engine RAM, and more 

97 Back issues 
Missed an issue? Here's your chance to catch up 

98 Over the Edge 
Next month Edge explores the world of 3D 
graphics and MPEG digital video. See you there . . .  
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Project Saturn: details of Sega's new system, page 6 ... Sony's PS·X in development, 

page 8 ... Atari Jaguar launched, page 10 ... PCs get first MPEG system, page 12 ... Peter 

Gabriel CD-ROM under the spotlight, page 14 ... 3DO: latest offerings reviewed, page 16 ... 

The very latest news from across the entire world of videogaming 

Project Saturn: 
worlds· apart? 

From rumour to 
legend in one 
small step: with 
the release of new 
tech-specs, Sega's 
32bit Saturn 
system is already 
the stuff of 
dreams ... 

� �::;s 

� generat ion 32bit  

conso l e - codenamed S atu rn - g rows in  

stat u re with the l atest tech specs ,  pi u s  the 

know l e d g e  that a se l ect few software h o u ses 

in  the U S  and J apan h ave actu a l l y  taken 

d e l ivery of e m u l at i on hardware.  An ins i d e r  

a t  Sega J apan to l d  Edge that S atu rn's 

processors are c u r rent l y  on l y  40% c o m p l ete. 

Sega's Virtua Racing coin-op in all its 
glory. Saturn, by all accounts, is more 
powerful. The mind boggles . . .  

Prototype u n i t s  o r  f in ished 

deve l o p ment k its aren't  ex pected to 

be ready for at l east another  six m onths. 

Desp ite t h i s ,  one p r o g r a m m e r ,  who m u st 

remain unna m e d ,  c l a i med to h ave h ands-on 

experience of S e g a ' s  new hardware.  He to l d  

Edge, ' I t ' s  very h ot.  I t ' s  eas i l y  more  

powe rfu l than Ata r i ' s  u l tra-hyped J ag u a r  

conso l e .  Saturn i s  basica l l y  j u s t  a sp in-off of 

S e g a ' s  c o i n-op techno l o g y . '  

T h e  nat u r a l  conc l u s i on t h e n  i s  that 

Saturn is based on S e g a ' s  Virtua Racing 

c o in-op . . .  'Oh  i t ' s  m o re powe rfu l than Virtua 

Racing,' says o u r  man. ' S at u rn,  as we have 

i t  here, c o u l d  eas i l y  d o  everyth ing the Virtua 

Racing c o in-op does and m o re bes ides .  

T h e r e ' s  a l l  k inds of spec i a l i sed c u stom 

hardware that c o u l d  textu re-map the cars in  

Virtua Racing- ma king i t  look a w h o l e  l oad 

more rea l i st i c- without  l o s ing any of the 

speed of the o r i g inal. '  

In fact, the system desc r i bed sounds 

m o re r e m i n i scent of Sega's  new co in-o p ,  � 

An artist's impression of 
Sega's 32bit console, 
codenamed Saturn 



The Hitachi 
connection 
Hitachi, it seems, have 
been instrumental in the 
genesis of the Saturn. 
Last autumn they 
introduced their SH7032 
32bit RISC chip, which 
boasts digital signal 
processing (like in Virtua 
Racing) and high speed 
screen refreshing. 

Hitachi approached 
Sega with the intention of 
licensing their chip 
technology for use in a 
32bit game system. 
Following rapid 
negotiations, Sega and 
Hitachi formed a merger 
in September of 1993 and 
announced that Sega 
were to utilise the Hitachi 
chip in a 32bit system, to 
be available by autumn 
1994, and also to 
research and develop 
64bit chi� technology. 

Some of Hitachi's 
technical staff are now 
permanently based in 
Sega's offices, under the 
auspices of their Saturn 
division. 

Sega Japan 
for CATV 
Sega's cable gaming 
technology is currently 
under test in 500 
Japanese homes. The 
Tokyo Cable Network and 
Kandenko are 
cooperating with Sega to 
produce a game receiver 
for downloading Mega 
Drive games over cable 
networks. 

A similar set-up 
involving AT&T in the 
States called The Sega 
Channel (see Edge two) is 
now expected to take 
place in March '94. Sega 
will first monitor the 
reaction of the 500 
Japanes� families playing 
host to the system and 
then decide whether to 
introduce the full system 
next year. 

Between 50 and 100 
titles will be available and 
the scheme is expected to 
cost between ¥2000-3000 
a month (£12-18). 

Saga's Model! PCB as used in Virtua 
Racing and Fighters. Saturn manages to 
squeeze all this into one console 

+- work ing t i t l e :  Daytona Racing. T h e  

h ardware powe ring t h a t ,  the M ode I 2 system 

board eo-deve l oped with A m e r i can g i ant 

G eneral  E l ectr i c  < M od e l! can be found 

ins i d e  a Virtua Racing co in-o p ) ,  i s  rec koned 

to be com parab l e  with N am c o ' s  S ystem 22 

p o l yg on text u re-mapp ing syste m found in 

the i r  aston i s h ing Ridge Racer coin-op.  

Fantast i c  as i t  sound s ,  s u c h  powerfu l 

hardware does make sens e :  it  puts Saturn 

way ahead of C D32, 3 D O  and J ag u a r  and 

makes it easy to p o rt so p h i st i cated c o in-op 

games a l m ost d i rect ly  to the mach ine. 

S ony ' s  E p i c  team - respons i b l e  for 

generating software for  the new P S -X 

system - have a l s o  e x p e r i mented with the 

S atu rn e m u l at i on h ardware and have 

produced a d e m o  which was repute d l y  m o re 

i m p ress ive than S e g a ' s  own. S ony hopes  that 

by work ing on both syste ms in para l l el ,  

software i s  eas i l y  parted from one mach ine 

to the othe r ,  and t h i s  w i l l  help hedge the i r  

bets over the futu re o f  the i r  PS-X syste m .  

A ' C reat i ve Centre ' f o r  S at u rn software 

deve l o pment has a l ready been estab l i shed by 

Sega, and the f i rst t i t l e s  m o oted inc l u d e  

Virtua Racing, Virtua Fighters, S aturn 

Soccer, Outlanders, Record Of Lodoss War 

( R PG ) ,  and something by the name of Sonic. 

The Latest . 
1nform at1on from o u r  

S e g a  c ontact i s  that there wi l l  be n o  

cartr i d g e  port ,  and as ex pecte d ,  n o  

d ownwards c o m pati b i l ity w i t h  M e g a  D r i ve 

software. Putting the i r  faith d i re ct l y  in C D ,  

S e g a ' s  S atu rn boasts a q u a d r u p l e  speed 

(6 0 0 K/sec ) CD d r ive with a RAM cache of 

4 M b  to cut  down on CD accessing t i m e ,  p l u s  

a sco re/game save system .  

A n  inte resting r u m o u r  c i rc u l ated i n  

J apan when i t  was d i scovered that S e g a  have 

c ontracted J V C  and Yamaha to deve l o p  the 

CD h ardware. W r i teab l e  C D- R O M  i sn 't  

rea l l y  feas i b l e  for  a l ow cost games system ,  

b u t  parti a l l y  wr iteab l e ?  W h atever happens, 

S aturn's  CD capab i l i t i es  s h o u l d  wi pe the 

f loor with s l owcoaches I i ke 3 D O  and C D - i .  

news g 

' I t  see m s  l u d i c ro u s  to offe r so m any 

powe rfu l h a rdware feat u res  i f  you ' re not 

g o ing to inc l u d e  a C D  d r i ve , '  ag rees o u r  

info rmant. ' W h at ' s  t h e  po int of be ing a b l e  to 

textu re-map 3D p o l yg ons in  real t i m e  i f  y o u  

d o n ' t  h ave eno u g h  m e m o ry on a c a r t  t o  

prov ide  a l l  the data you  want m ani p u l ated ? '  

One other v i a b l e  a l te rnat i ve i s  'p l ay i ng 

by w i r e ' .  It is known that S atu rn comes with 

a l l  the necessary adaptors needed to p l u g  

into a T V  cab l e  netwo r k ,  and with T h e  S e g a  

C h anne l u n d e r  test in  the U S  a n d  J apan, 

Sega h ave a cheap way of p u m p ing games 

into Saturn syste m s ,  negating the need for 

cartr i d g e  o r  CD p u rc h ases of any k ind.  

S at u rn i s  very much des i gned with the 

futu re in  m i nd :  c o m p at i b l e  with H D T V  

< H i g h  Def in it ion T e l e V i s i on )  M U S E  

syste m s ,  i t  can d i s p l ay a W i d esc reen ( 1 6 :9)  

i m age and can be used as a c o m m and system 

for inte ract ive H D T V ,  such as q u i z  sh ows 

te l e s h o p p ing and v i deo-on-demand . T h e r e ' s  

even a r u m o u r  of a b u i l t - in  vo ice  recognit ion 

system .  I t  rea l l y  l oo k s  l i ke S at u rn i s  £ 
g o ing to be out of t h i s  wo r l d .  

Saturn Tech specs 
After t h e  f i rst tentat ive techn i c a l  

spec i f i cat i ons (revealed in  Edge one) t h e  

u p d ated s p e c s  are as fo l l ows:  

CPU: H itac h i  S H 7 0 32 32bit  R I S C  c h i p  

running a t  27 M H z  

Custom chips: S p r ite h and l e r; p o l ygon 

generator with texture-mapp ing/shad ing 

Memory: 3 M b  R A M ;  4 M b  cache on 

C D- R O M  d r i ve 

Graphic display: 1 6 , 7 7 7 ,  2 1 6  c o l o u rs ,  

W i d esc reen ( 1 6 :9 )  c o m pati b i l i ty ,  w i t h  

M P  E G  D i g ita l  V i de o  as a n  opt ion 

Animation: 24 m i l l i on p i x e l s/frame 

Sound: 32-v o i c e  PC M and F M  

Release: N ovember  '94 i n  J apan 

Price: $25 0 - 3 0 0  < £ 1 7 5-20 0 )  

When is it? 
lt's the year that Sony 
entered the videogame 
market. Working in 
collaboration with a 
large Japanese games 
manufacturer, Sony 
designed and built a 
powerful CD-based 
system, with potential 
for real multimedia ... 

If the specs and rumours are to be believed, this time next year you 
could be playing a coin-op perfect version of Virtua Fighters at home 
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'Nintendo have made 
their bed and now they'l l  
have to lie on it. They 
have proven to be a great 
toy company but they are 
way out of position to 
compete in the new 
mu ltimedia market.' 

Trip Hawklns, president a n d  CEO o f  T h e  3DO company 

'I don 't expect 3DO to be 
successfu l •.• They know 
marketing, we are 
developers. There's no way 
3DO can beat us on the 
hardware side: it's 
impossible, they don 't have 
the technical roots.' 

James Clark, chairman, S i l icon Graphics 

it is ... 
1991. Sony announce 
that they will be making 
the PlayStation - a Super 
NES compatible 
machine, running SNES 
games on CD. After 
producing working units, 
Sony and Nintendo fall 
out and the PlayStation 
dream dies. Until now ... 

Sony PS-X 
has the 3DGE 

With their 
PlayStation-X 
electronics giant 
Sony have entered 
the videogame 
market with all 
guns blazing. 
Edge runs for 
coverage ... 

I] allowing the 

announcement that 

S ony are plann ing to enter 

the v i deogame h ardware mar ket <Edge 

fou r ) ,  some i m p ress ive details of the 

mach ine have s u rfaced .  

B randed the PS-X < Pi ay S tation X ) ,  th is  

The first software for P5-X is this demo produced by Sony's Epic team. 
With texturiHIIapped polygons of this quality, anything is possible 

C D-only 

mult i m e d i a  stat i on 

is powered by a 32bit  R I S C  

c h i p ,  but  has the ass i stance o f  a 

c u stom g ra p h i c s  c h i p  called 3 D G E (3 D 

G raph i c  Eng ine ) .  R e p o rted as be ing more 

powerful than the 3 D O ' s  g ra p h i c s  eng ines,  i t  

i s  capable of handling 3 6 0 , 0 0 0  polyg ons 

s i m ultaneo u sly and has access to an amazing 

4 , 0 0 0  h ardware spr ites.  

S c reen d i s play i s  standard 24 b i t  true 

colo u r  (16.7 m ill i on colo u rs ) ,  and so 

alt h o u g h  no M P E G  D i g i tal V i deo 

c o m pat i b il ity has been ment i oned,  it  will 

almost def in itely be b u i lt- in or available as a 

plug- in cartr i d g e .  S o und is handled by an 

E D PS M  < E lectron i c  D i g i tal Processing 

S o und M odule )  at a frequency of 44 . 7 k Hz ,  

wh i c h  i s  sl ig htly h i g h e r  than t h e  C D  sam ple 

rate of 44.lk Hz.  

Unde rstand ing the i m po rtance of a 

decent catalog u e  of t itles at launch 

( C o m m o d o re and Atar i  take note ) ,  S ony is 

already busy attracting p u bl i s h e rs and -+ 

An artist's impression of 
Sony's P5-X machine. 
Good, isn't it? 



Namco's jaw-droppingly smart Ridge Racer coin-op is among the first 
candidates for Sony's P5-X machine. Let's hope, eh? 

Project 
Reality- SGI 
respond 
Following Edge's report 
on the possible split 
between Nintendo and 
Silicon Graphics lnc, 
David Bagshaw, vice 
president of marketing at 
SGI, wrote to us: 
'If the industry has not 
heard much from 
Nintendo on the project 
recently, it is because our 
two companies have 
stayed focussed on 
delivering a 'way past 
cool', next generation 
gameplayer based on 
Silicon Graphics' leading 
edge 64bit processor 
technology. 

'Our work on Project 
Reality is proceeding on 
schedule. We are excited 
about the progress we are 
making, and are confident 
that the industry will be 
impressed with the 
resulting technology.' 

So. That's told us. 
However, it still doesn't 
explain why a certain UK 
software house is working 
on 32bit graphics 
hardware for a leading 
Japanese games 
manufacturer. Stay 
tuned, sports fans ... 

� deve l o pers to create games for the PS-X and 

for arcade cab inets conta ining PS· X 

hardware.  T h e  f i rst named t i t l e  is c o m ing 

from S ony themse lves ,  a game eni g m at i c a l l y  

ent i t l e d  Warlock. 

One b i g  a l l y  in S ony's  forth c o m ing batt l e  

i s  N amco.  T h e  two g i ant J apanese 

com panies  announced a t i e - u p  on N ove mber  

15 ,  in  w h i c h  N amco i s  to deve l o p  and s u p p l y  

g a m e s  for the P l ayStation X ,  f o r  re l ease at 

the end of '94 when the P S -X is d u e  to go  

onsa l e .  They wi l l  a l s o  be work ing with S ony 

to a p p l y  S ony's  techno l ogy to new co in-op 

mach ine s ,  in order to produce h i g h-spec,  

l ow-cost units,  to f u rther  the i r  share of the 

industry. Howeve r ,  th is  does not affect the i r  

c o l l abo rat ion with g ra p h i c s  spec i a l i sts E vans 

& S ut h e r l and for deve l o p ing m o re a m b i t i o u s  

3 D  arcade-based projects.  

The Sony deal 
m u st be 

parti c u l ar l y  p l easing for N am c o ' s  boss ,  

M asaya N akam u ra.  At l ast he  has a p l atfo rm 

with w h i c h  to com pete - and beat -

N intendo ,  a c o m p any he desp i ses .  H is  r u l e  

over the J apanese games industry was 

bro ken when he  was forced to s i gn a dea l  

with N intendo ' s  boss Hi rosh i  Yamauc h i :  

without  t h e  Sb it  N intend o mar ket, N amco 

wo u l d  probab ly  have g one b u st .  

N am c o ' s  invo lve ment i s  a l s o  i m po rtant 

for seve ral  reasons: N amco are fast 

becom ing synony m o u s  with 3 D  deve l o p ment, 

having wowed arcade fans with t i t l es  l i ke 

Gafaxian3 and the forthcom ing Ridge Racer. 

Obv i o u s l y ,  these are p r i m e  targets for 

re lease on the P S -X ,  and it a l so g i ves  

credence to S ony's  effo rts: i f  N amco are  

inte rested in  S ony ' s  techno l o g y ,  then it m u st 

be p retty damn good. 

Eng ineers at Sega have a d m i tted that 

S ony's  P l ayStation wi l l  be m o re powe rfu l 

than S at u rn,  a l t h o u g h  both m ac h i nes 

rep resent h u g e  l eaps in  gam ing techno l og y .  

B u t  j u st to make abso l ute l y  s u r e ,  S ony i s  

hedg ing i t s  bets by deve l o p ing software f o r  

news i 
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Highest rated : Uberation: Captive 11 91% 

Lowest rated: Doofus 4% 

both the P S -X and S at u rn ,  so w h i chever 

system eventu a l l y  takes off, S ony are £ 
s u re to be bac k ing the winner. 

S ony PS-X Tech specs 
T h e  f i rst tech-specs f o r  the mach ine have 

been r e l eased by S ony in J apan: 

Main CPU: R 3 0 0 0 A  32bit R I S C  c h i p  

running a t  3 3  M Hz 

C l ear ing capac ity 3 0  M l PS 

Bus band width 132 M b/sec 

Custom 30 Engine: 3 D G E  c h i p  for s p r ite 

h and l ing; p o l ygon g eneration 

C l ea r ing capac ity 66 M l P S  

1 , 5 0 0 , 0 0 0  p o l y g ons/sec ( p l a in )  

5 0 0 , 0 0 0  p o l y g ons/sec ( texture  mapped and 

l i g ht-sou rcedl 

Data Engine: C l ear ing capac ity 8 0  M I PS 

J P  E G/ M  P E G  c o m p ress i on 

Graphic display: 1 6 , 7 7 7 ,2 1 6  c o l o u rs ,  

Reso l ut i on :  25 6X224 - 640X4 8 0  

Memory: 5 M b  inte rna l R A M ;  R A M  cards 

for  statu s/h i g h  score save 

Animation: 3 6 0 , 0 0 0  s i m u ltaneous p o l y g ons; 

M a x i m u m  4 0 0 0  s p r i tes ( 8X8 p i x e l sl with 

sca l ing and rotat i on 

N o  G L U T  l i m it ,  no l ine rest r i ct ion 

S i m u l taneo u s  p l ayfi e l d s  

Sound: 1 6  b i t  Stereo A D  PC M a t  44.1 Hz,  

24 vo ices  

Release: Dece m b e r  '94 in J apan 

Price: ¥5 0 , 0 0 0  

64bit 
cor 64bit i s  l i ke tw ice 
as fast as anyth i ng 
e l se out at the moment 
b l i mey j ust th i n k  a l l  the 
games wi l l  be twice as 
fast with extra fast 
mus ic  th at's it i'm off 
to the shops to get me 
a 64bit c lock to give 
me 48 hours i n  a day 
then i'm gon n a  get a 
64bit pa i r  of tra i n e rs 
and w i n  the 100 
metres in the o lymp ics 
yeah i ' l l  be dead r ich i' l l 
get me a 64bit Ferrari 
that' I I  go 400mph . . .  
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Jaguar bares its 
claws 

The already 
oversubscribed 
video game 
marketplace just 
gained an extra 
32bits with the 
launch of Atari's 
Jaguar. Edge 
examines the 
machine and its 
future ... 

1171 �a;�i� mach ine f ina l l y  h i ts the l..iJ s h e l ve s ,  with 4 0 , 0 0 0  units s h i p ped 

into America,  reta i l ing at $ 2 5 0 ,  and 4 , 000 

units into U I< sto res ,  pre-C h r i stmas ,  

reta i l ing at £20 0 .  In i t ia l  response has been 

exce l l ent: FAO S c hwarz in  N ew York took 

d e l i ve ry of 7 2  J a g u ars - and so ld  them a l l  in 

two hours (a lth o u g h  adm itte d l y  most were 

advance orders ) .  

Ata r i  m a inta in that t h e  reason f o r  the 

e a r l y  but  l i mited s h i pout  is to sati sfy the 

i m m e d i ate demand from the 'ear ly  adapte rs'  

and v i deogame cognoscenti , generate word­

of- m o uth about the mach ine and ,  in  with the 

U I< batc h ,  to com bat g rey i m porters.  

T h e  f i rst de l i very of J ag u ars s h o u l d  be 

avai l a b l e  in  the London area from V i rgin 

M e g asto res ,  H M V  and Harrods.  A fu l l  

r o l l -out  o f  PA L mach ines com mences i n  the 

T his Is Edge's replar spot 
where the best intros and 
attract modes are 

brought to your attention. This 
month, the stan of the small 
screen are Sam and Mu- the 
eponymous freelance policemen 
of LucasArts' arcade adventure. 
These wacky funsters get a 
proper Testscreenlnt on page 
58, but meanwhile sit back and 
enjoy the openlnt shots from 
this animation tour-cle-force ••• 

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

....... .. . ............. ,_ ... ......... ..... .......... ........ .... .......... ...... ...., ........ ... ... .,...... _ ...... ..., .... 
..... 'Y_ ..... ,... _ • ........ ... ..... 

U l< from 

M arch 15,  when 'tens of thousands '  wi l l  

g o  to the maj o r  h i g h street stores such  as 

C o met,  D i xons , Toys ' R '  Us and so on. 

And , for once ,  g arners have reason to 

buy the PA L mac h ine ,  as two vers i ons h ave 

been deve l o ped- one to work on 5 2 5 - l ine 

N T S C  TVs and one to work on the 6 2 5 - l ine 

PA L system used in the U 1<. T h e  PA L 

ve rs ion - unlike the bodged machines offe red 

by S e g a  and N intendo - offe rs a fu l l sc reen 

d i s p l ay and no d i scerni b l e  d i fference in 

ope rating speed.  

T h e  unit  comes boxed with a copy of 

Cybermorph <T estscreen, Edge fou r ) ,  one 

j oypad , a power l ead and an RF l ead for 

c onnecting to a TV. Atar i  wi l l  also be se l l ing 

S - V HS and com pos ite v i d e o  l eads that p l u g  

into t h e  A V  soc ket o n  t h e  bac k ,  a l l owing the 

J ag u a r  to be p l ugged  into compat i b l e  TVs 

for a sharper p i cture .  B oth l eads have R and 

L ste reo outp uts for c onnect ion to stereo 

TVs o r  to external  a m p l i f i e rs .  

S o  far  there are j ust th ree games on 

Cllt tDwlde ...... ....... 
..... .... .. .... .... -

...... ... ........ .... ..., _ 
f/1 ..... .... ..... .. ..... , .. 
.......... ...., .. . 'podl 
....... ...... ...... ....... .. . 
..... .. ....., ........ , .. 
....." . .  ...... 

Stop using 
Lynx as a 
weapon ... 
According to sources in 
the US, Atari's 
distribution policy leaves 
something to be desired. 

Apparently, tactless 
sales reps have been 
giving videogame stores 
an ultimatum: 'Unless you 
continue to stock the 
Lynx and software, you 
can't have the Jaguar', 
they've been saying. 

'Well, in that case, you 
can take your Lynx and 
your Jaguar, and shove it 
where the sun don't 
shine', has been the 
typical response. 

The Lynx is a dead 
system in the US and, 
sensibly enough, most 
stores would rather 
devote the shelf space to 
other systems. 

Looks like you'll have 
to sell Jaguar on its own 
merits, guys.

' 
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Complete Atari 
Jaguar thirdparty 
release schedule 

Publisher Title Release 

Accolade Hardballlll TBA 

Accolade Brett Hull 

Hockey TBA 

Accolade Charles Barkley 

Basketball TBA 

Accolade Jack Nicklaus 

Challenge TBA 

Accolade Bubsy The 

Bobcat TBA 

Activision Return To 

Zork TBA 

All Systems 

Go Jukebox April94 

t- s a l e :  Crescent Galaxy (Testscreen, p66 ) ,  

Evolution Dino Dudes (aka Humans) and 

Raiden. Atar i  hope  that carts wi l l  go on s a l e  

in  the U K  a t  th ree p r i ce po ints: £ 3 9 ,  £ 4 5  

and £59. 

The concept 
of a 6 4 b i t  

mach ine s e e m s  a l i tt l e  a m b i t i o u s  to s a y  the 

l east. Edge spoke  to Atar i 's U I< mar keting 

m anag e r  Darryl Still about the mach ine and 

its prospects. 

' It i s  i m po rtant to 

Darry l  says. ' W e ' re work ing c l ose l y  with 

deve l o pers to ens u re that futu re p e r i p h e r a l s  

get software that does them j u st i ce . '  

W ith t h e  future in m ind , Atar i  a l s o  have 

a VR h e l met p l anned and ,  un l i ke S e g a ' s  

M e g a  D r ive syste m ,  J ag u a r  genu ine l y  has t h e  

powe r to p rocess reasona b l y  c o m p l e x  ste reo 

images.  A price an_d date for  the VR headset 

has yet to be f i x e d .  

There  a r e  f e w  d o u bts s u r round ing 

J ag u a r ' s  techn ica l  com petence ,  but  m o st 

th i rd party p u b l i s h e rs are worr ied  about 

Ata r i ' s  musc le  in  

An eo World Cup 

Kick Off 

Beyond 

Games Battle Wheels 

Beyond 

Games Mechtiles 

Broderbund TBA 

Domark TBA 

OTMC TBA 

Elite Power Slide 

April94 

April94 

May 94 

TBA 

TBA 

TBA 

note that J ag u a r  is not 

j u st the f i rst 64 bit 

conso l e ,  i t  is the f i rst 

6 4 b i t  system of any 

sort,' maintains Darry l .  

' Inte l have  not  yet 

s h i pped Pent i u m ,  

the refore Atari  - and 

the games ind u stry ­

are l eading the 

techno l ogy b oo m . '  

'Every major UK 
software house is 
developing for 
Jaguar - in some 

b r ing ing J ag u a r  to 

what is a mass i v e l y  

c o m pet it ive mar ket. 

' Atar i  has 

m anaged its resou rces 

very carefu l l y over the 

I ast th ree years in  the 

know l e d g e  that th is  is  

c o m i ng , '  e x p l ains 

Darry l .  ' W e  have p l ans 

for a ful l  campaign in 

1994 on TV and p ress 

to l aunch the future of 

h o m e  ente rta inment. A 

E u ropean spend of 

aro und $3 0 M  is in 

Who is it? 
This programmer 
started his own business 
when he was just 16. 
Now, 12 years later, his 
company has entered the 
super-league, providing 
hardware and software 
for the biggest game 
manufacturers in the 
world ... 

(working title) 

Gremlin Zool 2 

Gremlin TBA 

!CD I ne TBA 

Id Software Doom: Evil 

Unleashed 

Iguana Mortal Kombat 

lnfogrames Alone In 

The Dark 

Interplay Battle Chess 

Interplay Another World 

Krisalis Soccer Kid 

Loriciel Tennis 

Loriciel TBA 

LucasArts TBA 

Maxis TBA 

Microids Navy 

Commando 

Microids Evidence 

Micro prose Gunship 2000 

Microprose TBA 

Millennium TBA 

Ocean TBA 

Ocean TBA 

Origin TBA 

Retour 2048 Zozziorx 

Retour 2048 Indiana Jags 

Spectrum 

Holobyte Star Trek: Next 

Generation 

Sunsoft Aero The 

Acrobat 

21st Century Pinball 

Fantasies 

Telegames Brutal Sports 

Telegames Casino Royale 

Tradewest Double Dragon 

Trimark TBA 

Ubi Soft Jimmy Canners 

Tennis 

US Gold Flashback 

V-Real Arena Football 

V-Real Horrorscope 

Virgin TBA 

Williams/ 

Midway TBA 

Oct 94 

Oct 94 

Late 94 

TBA 

July 94 

June 94 

TBA 

June 94 

Aug 94 

Mid 94 

Oct 94 

Nov 94 

TBA 

TBA 

Sept 94 

TBA 

Late 94 

TBA 

Late 94 

May 94 

Late 94 

TBA 

April 94 

June 94 

TBA 

TBA 

Sept 94 

Mid 94 

April 94 

May 94 

TBA 

TBA 

July 94 

Sept 94 

Oct 94 

Nov 94 

TBA 

B u t  with eve ryone 

e l se g o ing 32bit ,  why 

make that j u m p  in 

techno l ogy? ' Atar i  fe l t  

they c o u l d  s k i p  32b i t , '  

D a r r y l  e x p l a ins.  ' E very 

few years the market gets sta l e  and waits for 

new techno l og y .  T h i s  t ime the industry 

t h o u g h t  that the new techno l ogy was h i g h  

p r i ce 32bit C D  m u lt i media:  Atar i  d i sag ree d . '  

N ot o n l y  h a s  Atari  s k i pped 32bit ,  b u t  

t h e y  a l so have a hea lthy d i s regard for  C D :  

' W e  fe l t  that C D  a s  a med i u m  storage m ay 

we l l  work  for the futu re,  but  as of now C D  

software l eaves a h u g e  amo unt to b e  des i red .  

Programmers  need  to l earn h ow to use the 

med i u m  and req u i re h ardware strong eno u g h  

to c o v e r  t h e  p r o b l e m s  caused by C D .' 

Having sa id  that, Atar i  do p l an to 

re l ease a d o u b l e  speed ( 3 0 0 K/sec ) C D  d r ive 

d u ring 1 994 , reta i l ing at £20 0 .  T h e  unit  

p l u g s  into the cartr i d g e  port on top of the 

J ag u a r ,  t u rning i t  into a fu l l y specced 

m u l t i media mach ine - and mak ing it l o o k  

l i ke a to i l et into t h e  bargain.  T h e  C D  unit  

has a l ready been d u bbed 'the c rappe r ' .  

' Y e s ,  w e  have C D  units in deve l o p ment , '  

Cut to extreme cl-p on 
the alarmingly casual duo. 

'Does this - we get to kick 
some puffy, white, mad scientist 
butt?' ponden Max the rabbit. 
Given the duo's predlllctlon to 
vloi8M8 of varying sorts, the 
answer Is, of course, yes. 

Cut b8ck to wide angle. 
With - tre�s leap, 

Max clears the room and Is upon 
the mad scientist before he can 
put his heinous plan Into effect. As 
Sam fiddles with the victim's ties, 
the brutal off-llcreen violence Is 
silhouetted against the wall. 

cases 
three or 
four 
titles.' 
Darryl Still, 
marketing manager, Atari UK 

d i scuss ion.' 

But the b i g  q uest i on mark h ang ing over 

J ag u a r  i s  software.  T h e  f i rst batch of games 

- Cybermorph e x c l uded - are l o o k ing very 

average indeed .  

' Atari  rea l i se very we l l  that software i s  

i m p o rtant to the success of any h ardware 

prod uct,'  says Darry l ,  ' that i s  why, over a 

year ago ,  Ata r i  estab l i shed  a deve l o p ment 

force of the i r  own in order  to ensu re a strong 

software base q u i c k l y  for J ag u a r .  T h e re wi l l  

b e  ten t i t l e s  ava i l ab l e  for the E u ropean 

l aunch and 40 by the end of the year,  

p u b l i shed by Atar i  a l one. 

'We have also put  into force o u r  

strongest e v e r  th i rd party software l i cens ing 

program me. In the U 1< , every m aj o r  software 

h o u se not d i rect ly  c onnected to another  

hardware p l atfo rm i s  deve l o p ing for  J ag u a r  

- in m any cases th ree o r  f o u r  t i t l e s . ' 

S o ,  do Atar i  have it  s ussed7 S a l e s ,  £ 
mar keting and t i m e  w i l l  te l l .  

Roll opening credits and cut 
to Sam and Max's office. 

Cl- up on Max, who 
appears to have eucceeded 

In eubdulng the scientist. In fact, 
his eubdulng tactics - to been 
a little too extreme; but clo­
lnspectlon shows that the mad 
scientist was actually an 
automaton of some description. 

Having kept the head as a 
souvenir, they quickly realise that 
the ticking noise Is not a good 
sign. Hurling the head out of the 
window, the pair eurvtve to accept 
another minion. Game on ... 
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news 

Sigma Designs are 
the first to bring 
the PC kicking 
and screaming 
into the 
full-motion video 
arena. Edge gets 
'reel' with 
Sigma's new 
Reelmagic 
system ... 

it is ... 
jez San. His company, 
Argonaut Software, is 
well known for 30 games 
like Starglider 2. But 
more recently, they've 
been responsible for 
Nintendo's SFX chip, of 
which the mark 11 version 
is soon to appear running 
StarWing 2 and FX Trax. 

Dragon's Lair- the ten­
yeaM»Id non-interactive 
arcade game. Still, at 
least it looks nice . . .  

PCs get FMV 

The Reelmaglc board is a massive beast that'll devour a full-length 16bit slot with ease. 
1t also needs to connect up with your own existing video board - and CD-ROM interface 

D h e r e ' s  a l ot of l a u g h a b l y  o pt i m i st i c  

P R  a b o u t  inte ract ive m o v i e s  aro und 

at the m o ment. A few b l u rry 

sc reensh ots from Top G un and every one ' s  

h a i l ing i t  a s  a m u l t i m e d i a  revo l ut i on. O kay, 

that ' s  a touch cyn i ca l ,  we c onfess :  no-one 

can deny the i m p o rtance of M P  E G -standard 

c o m p re s s i on to the CO- R O M  format - It 's  

what g i ves V i deoCO its ra i son d 'etre.  I t ' l l  

a l l ow d i scs to b e  transfe rred between 

M P E G-compat i b l e  mach ines with ease , and 

i t  g i ves  a l l  the wo r l d ' s  b i g  e l ectron ics  

com panies  the excuse  to try to f l o g  you  some 

e x pens ive new p i ece of k it .  

Anyway , the good o l d  I B M -standard 

Personal C o m p uter has f ina l l y  j o ined the l i st 

of mach ines that s u p p o rt fu l l -mot ion v i d e o .  

I t ' s  a l l  thanks to S i g m a ' s  n e w  ' Re e l m a g i c '  

board- a n  add-on v i d e o  board that g ives t h e  

PC M P E G -standard V i deo C D  techno l og y .  

To g e t  ' ree l ' ,  a l l  you  n e e d  i s  a 3 8 6  PC w i t h  

lSO K/sec C D  d r ive ( m i n i m u m  req u i rement ) ,  

a free lbbit  e xpans ion s l ot ,  and y o u r  own 

c o m pati b l e  v i d e o  board .  Oh yeah , and you  

need  the odd spare  £400 q u i d .  

T h en i t ' s  away you  g o .  S o  what can y o u  

d o  w i t h  Ree l m a g i c ?  We l l ,  f o r  starte rs you ' l l  

soon b e  a b l e  t o  watch that now famous 

b l u rry c l i p  from Top G un in  the comfort of 

your off i c e .  O h  yes,  and you ' l l  be able to p l ay 

inte ract ive C D  games - as and when they' re 

l aunc h e d .  And you can watc h any M P  E G  

standard V i d eo C D  footage o n  y o u r  PC 

monitor.  I m p ress ive ,  e h ?  

The R e e l  m a g i c  b o a r d  that Edge tested 

came with the infam o u s l y  uninteract ive 

Drago n's Lair, not the p r o m i sed M P E G  

ve r s i on o f  Act i v i s i on ' s  Return To Zork. St i l l ,  

RTZ i s  n o  g e m  for inte ract i v ity itse l f ,  s o  we 

made the best of i t  with Drago n's Lair, 

wh i c h  wasn ' t  a bad l i tt l e  conve r s i on,  rea l l y .  

Installation of 
R ee l m ag i c  i s  

fai r l y  s i m p l e .  T h e  board j ust p l ugs  into the 

feature  connector on the PC ' s  own 

v i deoboard , then y o u  have to l oad up s u itab l e  

software d r ivers f r o m  f l oppy d i s k  and 

reconnect y o u r  m onitor .  S i g m a  prov ides  a 

c l utch of demos on a s ing l e  C D ,  w h i c h  you  

can run with two s u p p l i e d  ut i l i t i es- one for  

D O S ,  one for W indows. Y o u  a l s o  get a 

b u i l t- in Ad l i b  sound d r iver - a very usefu l 

inc l us i on,  in fact , as R e e l  mag i c  seemed to be 

very unhappy about o u r  e x i st ing sound set u p .  

Anyone who has had any dea l ings w i t h  

PCs a t  a l l  w i l l  be more  than fam i l i a r  with 

the whole PC c o m p at i b i l ity issue.  W h at I B M  

p l anned a s  the m o st c o m p at i b l e  mach ine 

eve r ,  has recent l y  t u rned into a n i g htmar ish  

mess of conf l i cting standards- Vesa's  Loca l  

B u s  and lnte l ' s  P C I  standards be ing j u st the 

l atest exam p l e  of t h i s .  

A n d  anyone that's e v e r  s pent the odd 7 2  

h o u rs trying to g e t  V i rg i n ' s  7th Guest o n  

C D- R O M  to work wi l l  know e xact l y  what's  a t  � 

:t · · 
- .... 

- ' . 

The best bits of the 
Reelmagic demo CD: 
1 · 3. A Saturn 1b 
blasts-off in FMV, 
followed by second and 
third stage separation 
4 & 5. Escape From 
Cybercity - a short intro 
to an FMV conversion 
of the CD-i game 
6. One three-second 
NFL football clip 
7. Bobby Kennedy doing 
his space talk bit 



How it fits 
in  with the 
standards 
Reelmagic works with 
PC-based MPEG files 
(with the extension 
. MPG) giving 24, 25 or 30 
frames per second 
full-motion video with 
32,768 colours, and 
44.1KHz, 16bit stereo 
audio. Other files 
supported include V BS 
(video bit stream) files 
and MPV (MPEG video) 
files. VideoCD DAT files 
(the usual extension for 
this type of data) are also 
fully supported. 

The demo disc gives 
you simple DOS and 
Windows MPEG viewers, 
but you can also use 
Windows' built-in Media 
Player. For serious PC 
viewing Microsoft's 
excellent Video for 
Windows is a must­
needless to say, 
Reelmagic files can be 
played through this too. 

ljlQ. --_f{J· 
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The MPEG version of 
Return To Zork is much 
smoother, but the acting 
is still completely awful 

+-stake here ,  and what q u esti ons you  have to 

answe r :  W h i c h  g ra p h i c s  board works  with 

which soundboard? Which software works 

with your  Vesa d r i ver?  Have you  got eno u g h  

D O S  m e m o ry afte r a l l  y o u r  d r i vers  (C D­

R O M .  S ound b l aste r ,  m e m o ry m anag e r )  are 

l oaded? W h at about your D M As and I RQs? 

T h ankfu l l y ,  S i g m a  h ave spent t i m e  

m a k i n g  R e e l  m ag i c  easy to use .  T h e  setup  

system i s  the on ly  one  Edge has seen to g i ve 

you  help with f ine-tuning the system 

inte r r u pts and D M As.  And , the d i stu rb ing l y  

t h i n  instruct ion b o o k  as ide ,  i t ' s  a l l  fa i r l y  we l l  

presented .  T h e  on ly  c o m p at i b il ity problem 

S i g m a  have had (or are adm itting ) with 

Ree l m ag i c  i s  Local  Bus video boards. So 

check before you buy i f  y o u ' ve g one for the 

Loca l  B u s  v ideo standard .  

But  what  about the q u a l ity of the  

i mages? We l l ,  genera l l y  the R e e l  mag i c  d id  

p retty wel l .  F u l l sc reen on a 14" S u pe r V G A  

monitor t h e  i m ages  were a t o u c h  b l u rred - as 

with the C D - i ,  t h i s  was m o re p ronounced 

when the sc reen was very fu l l .  But c o m pared 

to the t iny moving i mages PC owners m i g ht 

have seen in var i o u s  e x i st ing inte ract ive C D  

products,  R e e l  mag i c  was very,  very 

i m p ress i ve indeed.  

Remember that as the M P  EG 

deco m p ress ion i s  h and l e d  by the board 

independent l y  of the PC's C P U ,  the speed of 

y o u r  m ac h i ne i s  not an i ssue .  So com pared to 

what you get from e x i st ing PC software,  

R e e l  m ag i c  i s  very b ig  news indeed.  

It 's  never g o ing to be any good for  

watc h ing mov ies  on - but hey,  who rea l l y  

wants t o  watch f i l ms o n  a 14" monitor 

through a £2, 0 0 0  PC? That's  what y o u r  n ice  

b i g  T V  and V H S are for .  But  when you  start 

to t h i n k  of the potent i a l  app l i cati ons for 

M PEG v i d e o  in  PC games and inte ract ive C D  

t i t l e s ,  then you ' re rea l l y  on the r i g ht trac k .  

T h e  C D  d e m o s  that S i g m a  prov ides  with 

the board are a b i t  spartan, with some j u st 

p l a in  d u l l  corpo rate-type offe r ings thrown in 

j u st to pad it out .  St i l l  y o u ' ve a l ways got the 

g raph i c  l ov e l iness of Dragon's Lair and soon,  

Return To Zork, to t u rn to .  And the M P E G  

b its o f  both are t r u l y  exce l l ent. 

But j u st th ink what ' l l  happen when the 

really good stuff starts to g o  the M P E G  way 

on the P C .  T h i n k  about M P  EG in C D  newies  

l i ke Rebel Assault, Saurus, and 

Dragontales ... N ow that's  a l l  starting to get 

a b i t  m o re exc i t ing .  

Reel magic is 
probab ly  j u st the 

f i rst of m any M P E G  syste ms for  the P C ,  so 

i t ' s  a l l  bo und to get bette r ,  and much m o re 

user  f r i end l y .  And cheape r - because 

p r i cewise ,  Reel  m ag i c  certa i n l y  isn't  any 

bargain h unte r ' s  d ream.  At £400 i t ' s  s i tt ing 

pretty s q uare l y  in  the corpo rate mar ket. 

G ames deve l o pers w i l l  need a few m o re units 

out  there before they rea l l y  get into M P  E G .  

B u t  who knows? I n  a few years the 

thought of a bas i c  PC without M P  EG £ 
c o m pati b i l ity m i g ht be j u st lau g h a b l e .  

news i 

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

... 10:30am local time, LondEast News Bulletin 
TV interviewer Ade Royd has filed a 
countersui t against cultural minister Dermis 
Stallimann following last week' s sensational 
announcement that Royd would be held 
personally accountable for his TV interview 
of March 24 this year . 
Royd is one of two ' Combines' (Combination 
personalities) used by the CBBS news network 
in the UK - both of which are still 
undergoing trials . Stallimann filed a libel 
suit after a TV interview in which Royd 
accused him of corruption, fraud, negligence 
and incompetence, backing up his accusations 
with archived data from sources in - it ' s 
estimated - up to 1 4 countries . 
His developers say Royd' s neural networking 
and multitasking let him think and talk at 
the same time. Mor e precisely, in the t ime it 
takes an interviewee to draw breath, Royd can 
find and recover up to 30Mb of data, 
correlating and cross-checking it against 
other sources virtually instantaneously . 

Stallimann has been fighting for compensation 
since the interview, shown on network TV last 
year. His main problem until now has been 
finding someone to sue. Royd' s manufacturers 
claim they simply produced a human- like 
machine , and that its subsequent programming 
was outside their control . 
Royd's tutors, meanwhile, claim they merely 
taught him how to think, not what to do with 

· that ability. Stallimann finally gained a judgement in HullCentral earlier this year 
that ruled Royd himself could be prosecuted . 
And unless this decision is overturned before 
the outcome of Royd' s trial , it wil l have set 
a legal precedent . Ade Royd will become the 
first artificial intelligence to be attribu ted 
personal accountability . 
Royd is unrepentant. In a press conference 
this morning he announced his counter-suit, 
claiming Stallimann had used public funds to 
pay for his legal costs so far, that all his 
(Royd' s) allegations could be substantiated, 
and that Stallimann had approached employees 
of the RandDev Corporation (Royd' s 
manufacturers) and MacroSoft (his 
programmers) , attempting to secure favourable 
testimony and access to confidential documents 
in exchange for undisclosed sums . 
Royd has also announced his intention to 
conduct his own defence. In the face of the 
HullCentral ruling , the judge is powerless to 
refuse . The trial is due to begin this 
afternoon. In the last month, three cabinet 
mini sters have resigned and the government is 
now facing a major constitutional crisis . 
... transmission ends ... 
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Peter Gabriel's 
new CD-ROM 
experience, 
Xplora l, was 
revealed to the 
press at his 
Realworld 
Studios. Edge 
was there ... 

explores CD-ROM 

Xplora !lets you hear all the tracks from US, and view the videos at the same time. If 
you click on the lyrics to the right, the music and video jump to that point in the song 

u l t i m e d i a  cham p i on Peter Gabriel 
has j u st released h i s  f i rst inte ract ive 

C D- R O M ,  Xplora 1 ,  p u bl i shed  by 

h is  new c o m pany , Realworld M ult i me d i a .  

T h e  d i sc i s  p r i m a r ily based on the m u s i c, 

v i deos and art c o m m i s s i oned for  the U S  

alb u m ,  alt h o u g h  i t  also contains samp les  of 

h is earl i e r  work  and of tracks from othe r  

Realworld alb u m s .  T h e re i s  a v i rtual t r i p  

aro und the Rea lwo r l d  stu d i os i n  B o x ,  Avon, 

plus an ins i g h t  into Pete r ' s  personal wo rld 

with h o m e  m o v i e  c l i ps ,  p h otographs and 

info rmat i on on h i s  work  with A mnesty 

Internati onal and the W itness Project. 

Xplora 1 contains m u s i c a l  inst r u m ents 

w h i c h  can be p l ayed v i a  the m o u s e ,  plus a 

spec i al inst r u mental vers ion of D i g g ing I n  

The D i rt w h i c h  c a n  be re m i xe d  u s ing an 

onscreen f o u r  c hannel m i x ing desk .  

A narrative th read i s  prov ided  by a case ,  

w h i c h  you  carry  with you  t h r o u g h o u t  your  

j o u rney. Var ious  sc reens contain items to 

collect,  some of wh i c h - l i ke backstage 

passes - allow access to l ater parts of the 

d i sc. F i ll the case and you  are rewarded with 

a sec ret onscreen surp r i s e .  

Eve ryth ing i s  accessed by a mouse  and 

p o i nter system but the fou r elements of f i re ,  

water, earth and a i r  a r e  u s e d  instead o f  

convent i onal i c ons. 

Xplora 1 was revea l e d  to the press at the 

Rea lworld stu d i o s  and Edge was there to 

speak to Pete r G a b r i el about the p roject:  

Edge W h y  take this approach? W h at are 

you  trying to add to the m u s i c ?  

Peter Gabriei ' I 've  always been fasc inated 

in the other m u lt i m e d i a  formats and I th ink  

i t ' s  exc it ing  t h i s  idea of a l l owing p e o p l e  to  

get ins i d e  the w o r k ,  and not  j u st have to  

rece ive i t  passi vely. 

'I d o  t h i n k  there 's  g o ing to be th i s  

crossover where the boundar ies  between 

info rmation,  e d u cation and ente rta inment 

are all getting washed away . So I th ink  i t  

will be fasc inating to look at inv o l v ing 

peo ple who d o  g re at m u s i cal work  o r  v i s u al 

work  and p r o d u c ing d i scs that will be 

Fill Xplora 1' s case (including US 
condoms) and a surprise awaits . . .  

Xplora 1: 
the facts 
The Apple Macintosh 
version of Xplora l 
contains 100 minutes of 
CinePak compressed 
Quicklime video, with 
around 40 minutes of Sbit 
audio, more than 100 
colour images and a 
whole book's worth of 
text, totalling over 
600Mb of data. 

Over 50 artists from 18 
countries are featured on 
the disc, which took 40 
people over a year to 
make and cost $250,000. 

Xplora l retails at 
£39.95 and comes with a 
lavish book which 
expands upon the 
multimedia work of the 
Realworld artists, 
including Peter Gabriel's 
planned 'experience park' 
for Barcelona. 



Essential 
read i n g  
I f  Edge '.s Virtual Reality 

feature in issue three 

whetted your appetite for 

more from the world of VR, 

Adventures I n  Virtual 

Reality by Tom Hayward 
(publ ished by US publ ishers 

Que) is  the ideal next step. 

The book takes a 

friend ly, step by step 

approach to expla in ing VR ­

from the earl iest 

developments by pioneers 

l i ke lvan Sutherland and 

Jaron Lan ier,  to the latest i n  

commercial VR from SenseS 

Corporation and the U K's  

own Virtual ity Group.  

At s l ightly over 250 
packed pages, this is  

certainly not to be 

considered light read ing, but 

Hayward's balance between 

pedagogical fact-peddl ing 

and easy-going VR chat 

keeps the whole thing afloat. 

And that's before Que 

have even p layed their 

masterstroke - the 

covermounted PC d isk  of 

VR demos - created with 

VR authoring packages l i ke 

Virtual Reality Studio and 

the VREAM development 

system. 

All i n  a l l  it's a decent 

l ittle  i ntroduction to YR. 

Contact UK suppl iers,  

Computer Manuals on (02 1 )  
706 6000, for more i nfo. 

Video footage for The Mindblender ride was generated by scanning flat artwork into a 
Silicon Graphics system. The artwork was then texture mapped and animated in 3D 

'For a number of 
years, I 've wanted 
to be an experience 

designer 
rather than 
just a 
musician.' 
Peter Gabriel 

educat i o n a l  for k i d s . '  

Edge S o  d o  you have a n y  m o re i nteractive 

p r o d u cts i n  the p i pe l i ne?  

PG ' T he re are a few th ings  that we've been 

ta l k i n g  about so the p l an i s ,  over the next 

two months ,  to estab l i sh  someth i n g  m o re 

s e r i o u s  and get it  set off . '  

Edge W o u l d  you  c o n s i d e r  u s i n g  v i deogame 

tec h n o l ogy to add a sto ryte l l i n g  e l e m e nt? 

PG ' Y e s ,  I th i n k  that sto ryte l l i n g  wo u l d  be a 

g reat ve h i c l e ,  and we c o u l d  do a l ot m o re 

with it .  We ' re very m u c h  learn i n g  at the 

m o m e nt.  I 'm not c o m p l ete l y  co mforta b l e  

be i n g  the g u i d e  [ i n  Xplora 1 ] ,  so I th i n k  

there a r e  bette r ways t o  d o  that w h i c h  are 

probab l y  a bit more peppy o r  zappy,  

whateve r the word is .  

' W e ' re try i n g  to d o  an ant i -rac i st game,  

and create a s u p e r h e ro who wo u l d  go 

around  . . .  T h e  French are very much i nto t h i s  

because of t h e  i n c rease i n  rac i s m ,  so we ' re 

try i n g  to l o o k  for peop l e  who c o u l d  do that. 

It's a l ways good to know wh o ' s  d o i n g  

i nterest i n g  t h i n g s . '  

Edge T h e re was ta l k  of you  w r i t i n g  

s o u n dtracks for v i deogame.  Does that 

i nterest you  at a l l ?  

PG ' Actu a l l y  I had a fax l ast n i ght ;  V i rg i n  

games i n  A m e r i c a  sa id  they wanted t o  ta l k  to 

me about a project.  I th i n k  i f  I ' m  g o i n g  to do 

someth i n g ,  then I ' d  probab l y  be m o re 

i nterested in gett i n g  i n v o l ved i n  the p rocess,  

rather  than j u st be a sou ndtrack p r o d u c e r .  

' T h e  work  I d i d  with the P ass i o n  r e c o r d  I 

rea l l y  enj oyed ; that's  someth i n g  I ' d  l i ke to 

d o ,  to create a v i s u a l  w o r l d  that goes a l o n g  

w i t h  that. ' 

Edge Are you happy with Xplora 1 ?  

P G  ' I  sti l l  see t h i n g s  that I ' d  l i ke t o  be 

bette r ,  and I can see what we can d o  next 

t ime.  I was q u ite worr ied about it ,  then when 

I went to a m u l t i m e d i a  confere n c e ,  and saw 

what the other peo p l e  had d o n e  and I fe lt  

much bette r ! ' 

Another strange 
offsh o ot 

of the U S  a l b u m  is T h e  M i n d b l e n d e r  R o c k  

M ot i o n  T heatre - a mot ion  r i d e  wh i c h  

ut i l i ses  t h e  K i ss T h e  F r o g  v i d e o  footag e .  

I ns i d e  t w o  7 5 -foot l o n g  trucks ,  H D T V  

screens d i s p l ay the v i d e o  footage and the 

seats move i n  t ime to the m u s i c/act i o n .  

T h e  v i d e o  footage w a s  d i rected by Brett 
Leonard w h o ,  with h i s  wife and partner ,  

G i me l  Everett , was  respo n s i b l e  for T h e  

Lawnmower M an m o v i e .  

' l< i ss T h e  Frog  i s  n o  o r d i nary v i d e o , '  says 

B rett. ' T h e  f i l m  was c reated for T h e  

M i n d b l e n d e r  e x p e r i e n c e ;  i t ' s  a l s o  the f i rst 

m u s i c  v i d e o  to be c o m p l ete l y  c o m p uter 

gene rate d .  

' W ith the r i d e ,  P e t e r  and I wanted to d o  

someth i n g  d i fferent.  H av i n g  s e e n  m o s t  of t h e  

r i d e  f i l m s  that a r e  out  there ,  they ' re a l l  a b o u t  

dodg i n g  t h i n g s  and a r e  s h ot from one p o i n t  

of v i e w ,  w h i c h  wo u l d  h a v e  b e e n  b o r i n g  for me 

d i recto r i a l l y .  Pete r wanted to b reak some 

b a r r i e rs and actua l l y  have the seats dance . '  

G a b r i e l  l a i d  down tracks f o r  t h e  c h a i rs 

l i ke m u s i c ,  program m i n g  them to move i n  

t i m e  with t h e  f l ow o f  the song  a n d  the v i d e o .  

' I t ' s  g e n t l e r  than m o s t  r i d es , '  e x p l a i n s  

B rett, ' it r o c k s  and p u m p s  you  i n  t i m e  to the 

m u s i c .  It 's  the f i rst m u s i c- d r i ve n  r ide f i l m  

ever made a n d  I th i n k  we ' ve j u st sc ratc hed 

the s u rfac e . '  

T h e  M i n d b l en d e r  i s  c u r re n t l y  to u r i n g  

A m e r i c a ,  and d i scuss i o n s  a r e  u n d e r  £ 
way to b r i n g  it to the U 1<. 

news 1 

Tets ujin 
delayed 
Following last month's 
news about N EC's 
Tetsujin hardware, it now 
lo oks like the Japanese 
computer giant has 
decided to play it safe. 

A delay of at least six 
months has pushed the 
launch of Hudson Soft's 
32bit hardware into the 
last quarter of 1994, 
when both Sony and Sega 
are also expected to 
unleash their powerful 
new hardware. 

The hugely impressive 
specs of both these 
systems has probably 
convinced NEC that their 
hardware wouldn't be 
able to compete. Now 
there are rumours that 
the system might even be 
upgraded to 64bit. 

Next month Edge will 
have more news on 
Tetsujin and screenshots 
of games in development. 
The hardware war has the 
heat turned up another 
couple of notches . . .  
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With scarce 
advertising, poor 
software and 
limited sales, 3 0 0  
has got off to a 
shaky start. Edge 
investigates 

it is ... 
Surprisingly, Britain. 
With a population 
roughly one-fifth the size 
of America's, the UK 
manages to sustain more 
videogames magazines 
than its transatlantic 
counterpart, which 
manages less than half 
the amount 

3 0 0  videogame 
release schedule 

Publisher Title Release 
American Mad Dog 

Lasergames McCree 2 Mar 94 

American 

Lasergames Space Pirates Mar 94 

American Who shot 

Lasergames Johnny Rock Jan 94 

Crystal 

Dynamics Total Eclipse Dec 93 

EA John Madden 

Football Dec 93 

EA Peter Pan Dec 93 

EA PGA Tour Golf Jun 94 

EA Road Rash Feb 94 

EA Shock Wave Mar 94 

EA Twisted Jao 

941nterplay Battlechess Dec 93 

Interplay Out Of This 

World Dec 93 

MCA Jurassic Park 

Interactive Late 94 

Microprose C P U  Bach Oec 93 

Origin Shadowcaster Jan 94 

Origin Super Wing 

Commander Dec 93 

Park Place 

Productions 30 Adventures Oct 94 

Park Place 

Productions 30 Football Late 94 

Psygnosis A. B . $ .  Aug 94 

Psygnosis Lemmings Dec 93 

Psygnosis Microcosm Feb 94 

Readysoft Dragon's Lair Dec 93 

Software 

Toolworks Dragontales May 94 

Software 

Toolworks MegaRace Jan 94 

Software 

Toolworks Space Shuttle Dec 93 

Spectrum Star Trek: 

Holobyte Next Generation Late 94 

Virgin Night Trap Dec 93 

Virgin Sewer Shark Jan 94 

Virgin Demolition Man Mar 94 

For more information, call Krazy 

Konsoles (0422 3 4 2901} who are 

stocking the entire range of 3DO titles. 

d isappo i ntment 

Trip Hawkins' dream machine has already settled into the pattern of poor software 
support and inferior quality titles. Could the dream be over before it's even begun? 

B Ite r  a s u sp i c i ou s l y  l ow-key l a u n c h ,  

3 D O  i s  sti l l  strugg l i n g  to m a k e  a n  

i m pact o n  the v i deogames market. 

The f i rst batch of game r e leases have been 

l ess than b r i  1 1  i ant,  and other non-game t i t l es  

lack  i n novat i o n .  L i m ited a m o u nts of press 

and T V  adve rt i s i n g  has been seen i n  the U S  

and there ' s  even a r u m o u r  c i rc u l at i n g  that 

S anyo h ave canned the i r  3 D O  mach i n e ­

a l t h o u g h  t h i s  has been d e n i e d  by sou rces 

c l ose to the 3 D O  project.  

With  a poor  i n it i a l  l i brary of t it les and 

new games suffe r i n g  d e l ays ,  many 3 D O  

owners i n  t h e  U S  have returned the i r  

mac h i nes ,  demand i n g  a refu n d .  T h e  r e l ease 

sched u l e  for the c o m i n g  year i s  far from 

i n s p i rati o n a l .  I g n o r i n g  the few 'eduta i n ment '  

t i t les ,  a l l  3 D O  owners h ave to look forward 

to over the next few months i s  E A ' s  crop of 

games ,  w h i c h  are st i l l  u n k nown ent it ies .  

Both Mad Dog McCree and S tellar 7 

rated l o w l y  i n  Edge, and Battlechess i s  

u n be l i evab l y  s l ow. I n  fact t h e  m a i n  tro u b l e  

w i t h  a l l  t h e  t i t l e s  Edge h a s  s e e n  i s  t h e  d i sc 

access i n g .  3 D O ' s  d o u b l e  speed d r i ve is a 

c o m p l ete s l u ggard com pared to even the 

most bas i c  cartr i d g e .  

A n d  with the e m e r g e n c e  of detai I s  o n  

new system s  from S e g a ,  S o n y  and N E C ,  

potent ia l  p u rchasers are wary o f  na i l i n g  

the i r  c o l o u r  t o  a part i c u l ar mach i n e ' s  mast. 

Another problem 
with 

with Panaso n i c ' s  FZ-1 3 D O p l ayer  i s  the 

lack  of an R G  B s i g n a l .  This  i s  someth i n g  

that ' s  p revented m a n y  p e o p l e  f r o m  b u y i n g  a n  

i m p o rted 3 D O p l ayer ,  w h e n  o n l y  m u lt i-sync 

T V s  o r  m o n itors c o u l d  be re l i e d  upon to 

produce  a c o l o u r  d i s p l ay .  

N ow ,  a b l ac k  box  of t r i c k s  converts the 

N T S C  S - V ideo  p i cture  to R G B  Scart and a l l  

that ' s  needed i s  a S cart soc ket-e q u i pped T V  

o r  m o n itor  capab l e  o f  hand l i n g  a 6 0  H z  

p i cture .  F o r  m o re i nformat i o n  ca l l 

M D  C o n s o l e s  on ( 0 3 8 4 )  4 8 0 0 4 6 .  £ 

MD Consoles' 5-VHS to Scart box lets 
you use imported 3DOs on a PAL TV 



Konami 
s upport for 
Sony's PS-X 
Sony's PS-X machine -
see page 8 - has a 
powerful new ally in the 
shape of Konami. 

Like Namco, Konami 
are expected to employ 
Sony's technology in 3D 
coin-ops, while also 
generating original titles 
for the PS-X console. 

The interest shown by 
both Namco and Konami 
in PS-X only strengthens 
the notion that Sony have 
some extremely powerful 
hardware lined up. 

3D is a new area for 
Konami, but one which it 
deems important to the 
future of its business. 
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Neo-Geo 
goes 32bit 

N I< i n  J apan has re l eased deta i l s  of 

the i r  new 3 2 b i t  system c a l l e d  the 

N eo-Star - as N eo - G e o  meant ' new 

wo r l d '  so  t h i s  rep resents S N l< ' s  ascendence 

i nto the w o r l d  of 3 2 b it hardware.  

S o  far ,  deta i l s  about the conso l e  are 

sketchy but  i t  i s  dest i ned to be a s i zeab l e  

mach i n e  w i t h  a b u i l t- i n  C D- R O M  d r i ve ­

poss i b l y  c o m p at i b l e  with the C D- i  standard ,  

and a b l e  to r u n  fu l l -mot ion  v i d e o  in  

conjunct ion  with games on  cart r i d g e .  

P owered by a R I S C  c h i p  r u n n i n g  at 

1 4 . 5 M H z ,  it  w i l l  a l m ost def i n ite l y  conta i n  

d e d i cated 3 D  g r a p h i c s  hardware.  N o  d o u bt 

S N I< - I i ke N i ntendo - are worr ied  that 

s p r ite-based games are start i n g  to l o o k  

jaded n e x t  to t h e  l atest p o l y g o n  g r a p h i c s ­

and then there are a l ways the v i rt u a l  rea l ity 

a p p l i c at i o n s  to th i n k  about.  

U n l i ke its l i tt l e  broth e r ,  the N eo-Star is  

fu l l y expanda b l e :  an e x p a n s i o n  p o rt a l l ows 

con nect i o n  to a l l  m a n n e r  of p e r i p h e r a l s ­

i n c l u d i n g  a keyboard and m o d e m  for 

connect ion to cab l e  TV.  This  wou l d  a l l ow 

N eo-Star users  to enjoy  fac i l i t i es  l i ke h o m e  

ban k i n g ,  te l e s h op p i n g  and m u l t i  p l ayer 

games.  It  a l s o  has a much larger  i nte r n a l  

m e m o ry for the storage and m an i p u l at i o n  o f  

the e x t r a  i nformat i o n .  

I nfra-red contro l l e rs c o m p l ete the 

p i ct u r e ,  negat i n g  the need for c l u msy w i res.  

G i ve n  the o u t l a n d i s h  cost of the 

N eo-Geo when i t  f i rst s u rfaced - and the 

s u bsequent cost of games - it ' s  anyo n e ' s  

g u ess who m u c h  N eo-Star w i l l  reta i l  £ 
for .  M o re news as and when . . .  

news 

Datebook 
January 
Consumer Electronics Show, Las Vegas: . Thursday 6th­
S u n d ay 9th J a n u ary,  The Show Ce ntre , Las Vega s ,  Nevada 
U SA organ ised by Consumer E l ectron ics G ro u p  of 
E l ectron ics I n d u stries Assoc i ation , ca l l :  010 1 (202) 457 
8700) .  Former trade-o n l y  event i s  now open to pu b l i c .  
B y  fa r t h e  b iggest s h o w  i n  t h e  games ca lendar ,  t h e  event 
is popu l ated by j o u rnos looking for the l atest exc l u s ives .  
ATEI :  J a n u a ry 25th-27th , Ear ls C o u rt, London . Contact 
BACTA, Regents Wharf, 6 A l l  Sa i nts Street , London . Ca l l :  
(071) 713 0302 . Trade show on ly.  A great p l ace to check 
out the l atest coi n-o ps and a rcade mach i n e s .  

February 
Virtual Real ity '94: Novote l ,  H a m mersm ith , London (071) 
976 040 5 .  Feb 1st-Feb 2nd , Open from 9 .30-5 .00.  
Tickets £10 on the door.  Trade free.  Th is  eve nt cou l d  we l l  
b e  the p l ace to b e  i n  February.  
AOU Show: February 22nd-23rd . Japan Convention Centre , 
M a k u h a ri Messe , 2-M a kabe C h i ba-s h i ,  C h i b a ,  Tokyo . C a l l :  
010 81 (3) 866 9371 . Japan ' s  B I G  coi n-op show: expect 
3D games to be the ta l k i ng point.  
Blackpool Amusements Exhibition : The Wi nterga rd e n s ,  
B l ackpoo l .  February 22-24th . C a l l :  N o rth West Exh i b it ions 
o n  0235 25252 . The N o rth ' s  equ iva lent of the A TEl . 

March 
ACME Show: M a rch 17th-19th . O ' H a re Exposit ion Center,  
C h i cago , US.  For more deta i l s  cal l  the orga n i sers on:  010 
1 (708) 333 9292 . H uge US co in-op show. 
Taiwan Amusement Exhibition: Held at The World Trade 
Centre ,  Taic h u ng, Ta iwa n .  Contact C reative I nternatio n a l  
P u b l i c  Re lat ions Consu ltants , 9th Floor,  2 1  C h u ng C h i ng S 
Road , Section 3, Ta i pe i ,  Taiwa n ,  Repu b l i c  Of C h i n a .  Te l :  
010 886 (2) 393 7 404 . 

Apri l 
International Computer Show: Fri d ay 22nd Apri l-Sunday 
24th , Wem b ley Exh i b it ion H a l l  (0222) 512128 , Open 
10 . 00-6 .00 Fri-Sat, 10 . 00-4 . 00 S u n .  Tickets £7 adu lts , 
c h i l d ren u nder 10 £5.  Adva nce t icket d i scou nt. Good 
p l ace to pick up barga i n s  on a l l  th i ngs computer-based . 
European Computer Trade Show: Apri l 10th-12th . Open 
from 9 . 30am to 5 .30pm at the I s l i ngton Design Ce ntre , 
London . For fu rther  deta i l s  ca l l :  (081) 742 2828 . 

Show organisers: if you r  show isn 't l i sted here ,  

i t 's  o n l y  because you have n 't to ld  Edge about it .  

Do so on 0225 442244 , or  fax us on 0225 
446019 ,  or send deta i l s  to Datebook, Edge, 30 
Monmouth Street, Bath, Avon BA1 2BW 
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>CHARTS< Frontier: Elite 11 Amiga Super Mario All Stars Super N ES Street Fighter 11 Mega � GALLUP 
f1�[ilf!"'OO Drive Night Trap Mega C D  Alladin Super Famicom (Japan) Shining Force 11 M D  

� (Japan) Day Of The Tentacle PC C D-RO M Frontier: Elite 11 PC . . .  

The very l atest c harts fro m ac ross the  e n t i re wo r l d  o f  v i d e ogam i n g  

Am i ga 
1 Frontier: Elite 11 

Gametek (£30) 

2 P re m i e r  M an a g e r  2 

G remlin G raph ics ( £ 2 6 )  

3 A l i e n  B reed 2 

Team 1 7  ( £ 2 7 )  

4 C h a m p i o n s h i p  M an a g e r  9 4  

D ata D i s k  Domark ( £ 1 0 )  

5 C h a m p i o n s h i p  M an a g e r  9 3  

Domark ( £ 2 6 )  

6 E u ropean C h a m p i o n s  

Ocean ( £ 2 6 )  

7 H i  red G u n s  Psygnosis ( £ 3 5 )  

8 A l i e n  B reed : S pec i a l  E d i t i o n  9 2  

Team 1 7  ( £ 1 1 )  

9 G oa l ! Virgin ( £3 1 )  

1 0  S e n s i b l e  S occer  9 2/9 3 

Renegade!M indscape ( £ 2 6 )  

Elite 11 (above) hogs number one spot for yet 
another month, but has it got what it takes to 
stay there and become the Christmas number 
one? Hired Guns is this month's biggest mover 
- but in the wrong direction, slipping down 
from two to number seven. And football seems 
to have found a home on the Amiga 

A real battle -m• to be emerging on the 
Mega Drive chart, and for once there's not a 
splkey blue rodent in sight. As expected, 
Street Fighter 11 (above) has knocked the flash 
but limited Mortal Kombat from the top slot, 
as Virgin's Aladdln makes steedy progress - up 
from last month's number five position. 
Domark's amazingly fast F1 flies straight in at 
number four and it looks like any one of these 
three Is a safe bet for the the Christmas 
number one. Unless Sonic 3 turns up, that is • • •  

M e ga D r i ve 
1 Street Fighter 11 Champion 

Edition Capcom (£60) 

2 M o rt a l  l<o m b at 

A rena Entertainment ( £ 5 0 )  

3 A l ad d i n  Virgin ( £ 5 0 )  

4 F 1  Domark ( £ 5 0 )  

5 J u n g l e  S tr i ke 

Electronic A rts ( £4 5 )  

6 S o n i c  2 Sega ( £4 0 )  

7 U l t i m ate S occer  Sega ( £4 5 )  

8 M i c r o  M ac h i nes  

Code Masters ( £ 3 5 )  

9 J u rass i c  P a r k  Sega ( £ 5 0 )  

1 0  P G A  T o u r  G o l f  2 

Electronic A rts ( £4 0 )  

S u p e r  N E S 
1 Mario All Stars 

Nintendo (£50) 

2 S t reet F i g hte r I I  T u rb o  

Capcom ( £ 6 0 )  

3 M o rta l  l<o m bat A ccla im ( £6 0 )  

4 S tr i ke r  Elite ( £4 5 )  

5 Z o m b i es Konami ( £ 5 0 )  

6 l<ev i n  l<eegan ' s  P l ayer  M an a g e r  

Imagineer ( £4 8 )  

7 S u pe r M ar i o  Kart 

N intendo ( £ 4 0 )  

8 S u pe r B o m be r m a n  

Sony Imagesoft ( £4 5 )  

9 S u per  K i c k  Off Imagineer ( £4 5 )  

1 0  !< r u sty ' s  S u pe r F u n  H o use 

A cclaim ( £ 4 5 ) 

Mario All Stars (above) must represent one of 
the best value for money packs ever. Not even 
the mighty Street Fighter Tul'l1o can dethrone 
it, and it looks like it's going to stay that way 
for quite some time. The only other game to 
make an 'impact' this month is the brilliant 
Super Bombarman from Sony lmagesoft 
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P C  C D - RO M 
1 Day Of The Tentacle 

US Gold (£46) 

2 D rac u l a  U n l eashed 

M indscape ( £ 5 0 )  

3 T h e  7th G u est Virgin ( £ 7 0 )  

4 D u n e Virgin ( £ 5 0 )  

5 R etu r n  T o  Z o r k  

A ctivision ( £ 5 0 )  

6 G reat N av a l  B att l es 

U S  G o ld ( £4 5 )  

7 l< i n g s  Q u est 6 

S ierra On line ( £ 5 0 )  

8 l<y rand i a  Virgin ( £ 4 5 ) 

9 L o o m  U S  G o ld ( £4 6 )  

1 0  S h e r l oc k  H o l mes  3 

M indscape ( £ 5 0 )  

Believe it or not, the CD version of US Gold's 
Day Of The Tentacle (above) will fall from 
grace - one day. Could the blood sucking 
Dracula Unleashed, straight in at number two, 
be the one to do it? Only time will tell, but if 
that fails, then US Gold's other biggie - Rebel 
Assault- looks to be the next best bet 

P C  
1 Frontier: Elite 11 

Gametek (£40) 

2 M i c rosoft F l i g ht S i m u l at o r  

M icrosoft ( £4 0 )  

3 J u rass i c  P a r k  Ocean ( £ 3 5 )  

4 W i n g  C o m m ad e r :  P r i vate e r  

Electronic A rts ( £ 5 0 )  

5 S t reet F i g hte r I I  

U S  G o ld ( £3 0 )  

6 Z o o l  G rem lin G raph ics ( £ 3 5 )  

7 l<asparov ' s  G am b i t  

Electron ic A rts ( £4 5 )  

8 X - W i n g  

U S  G o ld ( £4 6 )  

9 C h am p i o n s h i p  M an a g e r  9 3  

Domark ( £ 3 0 )  

1 0  P re m i e r  M a n a g e r  

G rem lin G raph ics ( £ 3 0 )  

After only one month at the top of the chart, 
Batman Returns falls back to where it's spent 
most of its days - at number two. lt's also 
ironic to see the best game in the whole chart, 
Rnal Rght, playing second fiddle to overhyped 
games like Night Trap (above). Also, expect to 
see Core's Thunderhawk making a dramatic 
entrance in the very near future 

M e ga C D  
1 Night Trap 

Digital Picture (£50) 

2 B at m a n  Retu r n s  Konami ( £ 5 0 )  

3 F i n a l  F i g ht Capcom ( £ 5 0 )  

4 E c c o  Sega ( £4 5 )  

5 R oad Ave n g e r  

Ren o vation ( £4 0 )  

6 S he r l oc k  H o l mes  Sega ( £4 5 )  

7 W o l fc h i l d  Sega ( £4 0 )  

8 Afte r b u r n e r  3 Sega ( £4 0 )  

9 I N X S - M a ke M y  V i de o  

Sega ( £4 5 )  

1 0  J ag u a r  XJ 2 2 0  

Core Design ( £ 4 5 ) 

M o st wa nte d 
1 Total Eclipse: 30 0 

2 R i se Of T h e  R o b ots : A m i g a ,  P C  

3 V i rt u a  R ac i n g :  M eg a  D r i ve 

4 M eg a R ace : 3 D O 

5 T h e m e  P a r k :  P C  

Total Eclipse on the 3DO (above) is still 
managing to whet the appetites of most 
people - as is Virtua Racing on the Mega 
Drive. Bullfrog's Theme Park also seems to 
have caught your imagination. Don't forget, 
send in your own most wanted lists to Edge, 
30 Monmouth Street, Bath BA1 2BW 

SFC (Japan) 
1 Aladdin Capcom ¥ 9000 

2 Ys I V  Tonkin House ¥ 9 8 0 0  

3 P r i m e  G oa l  Namco ¥ 8 5 0 0  

4 A rt Of F i g ht i n g  KA C ¥ 9 8 0 0  

5 W i n n i n g  P ost l<oe i  ¥ 1 2 8 0 0  

6 F ata l F u ry 2 Takara ¥ 9 9 8 0  

7 S u p e r  M ar i o  C o l l e ct i o n  

N intendo ¥ 9 8 0 0  

8 R a n m a  Y, Toho ¥ 9 8 0 0  

9 S u p e r  H Q  Ta ito ¥ 8 9 0 0  

1 0  S u p e r  S tr i ke E ag l e  

Asmik ¥ 9 6 0 0  

Just edging i n  at the bottom end of the 
Japanese chart Is Treasure Land Adventure 
from ex·Konami coders, Treasure (above). This 
is the second slick and colourful platform 
game to grace the Mega Drive from this 
talented team. Gunstar Heroes, their debut 
title, while lacking challenge and levels, 
proved that the Mega Drive could just about 
keep up with the SNES in the graphics 
department. Their next release is expected to 
be another MD platform game 

M D  (J apan ) 
1 Shining Force 11 

Sega ¥ 8800 

2 S t reet F i g hter  I I  

Capcom ¥ 9 8 0 0  

3 S i l p h e e d  

G a m e  A rts ¥ 8 8 0 0  

4 N i g h t  T rap Sega ¥ 8 8 0 0  

5 Leth a i E nfo rcers ( C D )  

Konam i  ¥ 9 8 0 0  

6 P uyo P uyo Sega ¥ 4 8 0 0  

7 3 x 3 E yes ( C D )  Sega ¥ 8 8 0 0  

8 A l d a r k  ( C D )  Sega ¥ 8 8 0 0  

9 T reas u re L a n d  Adventu re 

Sega ¥ 8 8 0 0  

1 0  M i g ht & M ag i c  I l l  C S K  ¥ 6 8 0 0  
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See . . .  just goes to 
show that Mini drivers 
are dreadful. Given the 
freedom to drive 
anywhere, they will. 
PowerSiide is going to 
be a joyrider's dream 

Format:  Super N ES (SFX) 

Pub l isher :  Elite 

Deve loper :  Motivetime 

Release date : October '94 

Size :  4 M bit 

O rigi n :  U K  

I ite S yste m s  are b u sy 
deve l o p i n g  what they 
c o n s i d e r  to be o n e  of 
the m o st rea l i st i c  
d r i v i n g  s i m u l at i o n s  
y o u  can p l ay .  U s i n g  

N i nte n d o ' s  S u pe r  F X  c h i p ,  t h e  g a m e  i s  
p o l yg o n-base d ;  h oweve r i t ' s  st i l l  i n  its 
ear ly stages ,  so  these scree n s h ots are 
decept i ve l y  bas i c .  

' At t h e  m o ment a l l  w e  h ave g o i n g  i s  
a p o l yg o n  e n g i n e  with  the s i m u l at i o n , '  
e x p l a i n s  Trevor Williams, 
deve l o p ment manager with E l i te ' s  
software d i v i s i o n ,  M ot i vet i m e .  ' We 
h ave n ' t  rea l l y  g Q!_ the v i s u a l s  u p  and 
r u n n i n g ,  so  there are n o  n i ce 
bac k d r o p s ,  n o  g ra p h i c a l  spot effects 
and no i n stru m e nts o n sc ree n .  It l o o k s  
m u c h  bette r w h e n  i t ' s  a l l  m o v i n g . '  

I n deed , E l ite h ave conce ntrated o n  
d u p l icat i n g  t h e  p h y s i c s  of a rea l car 
with i n  the S F X  cart.  'We d id  th i s  
together w i t h  o n e  of c o u nt ry ' s  l ead i n g  
spec i a l i sts i n  t h e  f i e l d - a g u y  w h o  
d oes s i m u l at i o n s  f o r  F o r d .  It  actu a l l y  
s i m u l ates how a r e a l  car w o r k s ;  it  ro l l s  
o n  the suspen s i o n ,  y o u  can s l i d e  the 
bac k e n d  out  g o i n g  round corners ,  y o u  
can d o  h a n d b rake t u r n s  a n d  so o n . '  

Apart from a n  instrument panel, roadside graphics, spot effects, game 
mechanics and a twoplayer mode, PowerSIIde's completely finished 

E l ite Systems are u s i ng N i ntendo 's 
Su per FX c h i p  fo r the fi rst i n  th e i r  
series  o f  3 D  s i m u latio n s  

I t  takes m o re than c l ever maths to 
make a decent g a m e ,  but  E l ite are 
i ntent o n  m a k i n g  i t  as p l ayab l e  as 
poss i b l e :  ' It ' s  based l o o se l y  on the 
W o r l d  R a l l y  C h a m p i o n sh i p , '  says 
T revor .  ' W h e n  we o r i g i n a l l y  c o n c e i ved 
the game it was g o i n g  to be F o rm u l a  I ,  
but  ra l l y i n g  i s  far m o re e x c it i n g .  T h e n  
we w e r e  g o i n g  to r a c e  a s i n g l e  car 
a l o n g  stages agai nst t i m e ,  but  that ' s  
fai r l y  u n i nterest i n g .  We wanted t o  
have a two p l ayer g a m e ,  so we ' re 
b u i l d i n g these ra l l y  stages i nto c i rc u its 
that y o u  can race aro u n d .  Y o u ' l l  have 
two cars o n  there , and  i f  it 's head-to­
head i t ' l l  be s p l i t  scree n . '  

A n d  with a 3 0  e n v i r o n ment ,  the 
p l ayer has free d o m  to g o  where he 
l i ke s ,  as T revor  attests : ' W e 've 
c o ncentrated o n  m a k i n g  the game fu l l y 
i nteract i v e ,  so y o u  can d r i ve y o u r  car 
anywh e re over the l an dscape : y o u  can 
d r i ve off the trac k ,  y o u  can 
d r i ve t h r o u g h  the trees - but £ 
y o u r  car w o n ' t  l ast very l o n g ! '  

Credits 
Programmer: Rick Frank ish  

Object creator: Dave Percival  

Producer: Trevo r W i l l i a m s  

'We did 
this 
together 
with one 
of the 
country's 
leading 
specialists 
in the field 
- a  guy 
who does 
simu lations 
for Ford' 

Elite have replicated the physical attributes of Ford's Sierra 
Cosworth, including sampling the exhaust noise on a rolling road 
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Switching among your four viewers (or 'Battlecams') is  essential. This 
way you can search all the various locations around town 

$3 mill ion 
was spent 
on Ground 
Zero to 
ensure the 
fi lm 
sequences 
were up to 
Hollywood 
standard • • •  

Format: Mega CD 

Pub l isher :  Sony l magesoft 

Deve loper :  Digital Pictures 

Release date : 01/02/94 

Size:  1 CD 

Origi n :  US m i g i ta l  P i ctu res are 
once aga i n ventu r i n g  
i nto t h e  S e g a  C D  
m a r ket. T he i r  l ast 
effo rt - Sewer Shark ­

was noto r i o u s  for  
c o m b i n i n g i m p ress i ve d i g i t i sed f i l m  
footage with u n i nterest i n g  and 
s i m p l i st i c  p o i nt and  s h o ot game p l ay .  

Look closely at the bottom right of the screen, the blue highlighted 
number indicates we're on camera 2. Another location, another alien 

ex as 
T h e i r  l atest game G round Zero, 

Texas is st ructu red in a s i m i l a r  way , 
but  h as a m o re c i n e m at i c  l o o k  and fee l 
about i t .  T h i s  s h o u l d  c o m e  as no rea l  
s u r p r i s e ,  as $ 3  m i l l i o n  was spent  to 
e n s u re the f i l me d  seq uences were u p  to 
' H o l l ywo o d ' stan d a r d ,  or so  says , 
Stan O l afsso n ,  the p re s i d e nt of the 
game ' s  p u b l i s hers - Sony I m agesoft. 

Tak i n g  the r o l e  of an u n dercover 
agent ,  y o u ' re resp o n s i b l e  for  
p rotect i n g  an ent i re town from an 
i n c reas i n g l y  d a n g e r o u s  a l i e n  i n vas i o n .  

A l t h o u g h  G round Zero, Texas 

i n c o r p o rates Mad Dog McCree-sty l e  
game p l ay ,  i t  d o e s  offe r a few 
i n n ovat i ve twi sts to t h i s  t i red theme.  

F i rst l y ,  the p l ayer uses fou r 
s u rve i l l ance came ras to m o n itor  the 
acti o n ,  and  u n l i ke m o st s h o ot i n g  
games ,  the targets are sh own o n  a 
ran d o m  bas i s .  T h e  story a l s o  changes  
i n  response to your  act i o n s ,  so  i f  for  
e x am p l e  y o u  are u n a b l e  to save a 
c h aracte r from a l i e n  capt u r e ,  then  that 
c h aracte r c o u l d  ret u r n  as an a l i e n .  

W heth e r  t h i s  w i l l  be e n o u g h  to l i ft 
th i s  from be i n g  j u st another  i nteract ive 
s h o ot ' e m  u p  re m a i n s  to be see n ,  but  i t  
see m s  u n l i ke l y  that the game 
w i l l  eve r rec o u p  its huge £ p r o d u ct i o n  costs.  

Al iens have 
landed. lt's u p  
to you,  and 
you r  Mega 
CD to defeat 
them. Edge 

reports 

One of your four battle 
cameras, complete with 
gun attachment. You 
can view the camera to 
check for damage . . •  

No sign of  any aliens here, or  that's what you're led to believe. Any 
moment now one of those people will suddenly spring into action 
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Escape From Monster Manor 
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What lies beyond the doorway? Will you live to tell the tale? Turn 
down the lights, turn up the creepy CD music, and prepare to be scared 

i thout  even the s i  i g htest 
m u r m u r ,  E l ectro n i c  A rts is set 
to re l ease a f i rstpe rso n ,  

Wo lfenstein-sty l e  s h o ot ' e m  u p  for  
P a n aso n i c ' s  3 D O  mac h i n e .  Escape 

Star Wars 
Fo rmat: Arcade 
M a n ufactu re r: Sega 
Deve l o per :  In-house 
Release date : Early '94 
Size :  N/A 
O rigi n :  Japan 

V 
o u r  £ 1 , 0 0 0  PC w i l l  j u st about 
get y o u  the best  Star Wars 
game o n  any syste m -

X- Wing. F o r  a r o u n d  £ 1 , 5 0 0 ,  yo u ' l l  be 
a b l e  to i n d u l ge i n  the d i g it i sed 
excesses of Rebel A ssault - a stu n n i n g 
but u l t i mate l y  d i sappo i nt i n g  game o n  
C D - R O M .  F o r  a b o u t  £ 1 0 , 0 0 0 ,  t h o u g h ,  

Zooming into the Death Star i s  just a s  smooth a s  i n  the film (left) 
And here's where your stomach ends up in your seat (right) 

Format: 3DO 
P u b l i sher :  Electronic Arts 
Deve l oper:  The 3DO Company 
Rel ease d ate : Late December 
Size :  1 CD 
O rigi n :  US 

From Monster Manor. U s i n g  rea l t i m e  
gene rated 3 D ,  t h e  p l ayer scro l l s  
t h r o u g h  hau nted garden mazes ,  
catac o m b s ,  a spooky g raveyard and,  of  
c o u rse , a m o nste r - i nfested m a n o r .  
Y o u r  t a s k  i s  to h u nt for  the l ost p i eces 
of a ta l  ism an. And without  the 
ta l i sman y o u  won't  be ab le to escape,  
fu n n i l y e n o u g h .  

Of c o u rse , t h e  g a m e  a l s o  l ets y o u  
b l ow t h e  he l l  out  o f  anyth i n g  that 
rese m b l e s  the u n dead.  G h osts are 
h a n d l ed q u ite we l l - the 3 D O ' s  
transparency ha rdware be i n g  p u t  to 
good use in th i s  respect. 

Apparent ly  the game was 
eo-deve l o ped by The 3 DO C o m pa n y ' s  
i n - h o use deve l o pment  g u ys ,  but  it  
seems E A  are m o re wi  1 1  i ng  to p u s h  
t h i n g s  l i ke J o h n  Madden and £ 
Twisted at th i s  t i m e .  

yo u ' l l  s o o n - we l l ,  i n  a b o u t  th ree 
m o nt h s  to be p rec i se - be ab l e  to p i c k  
u p  S e g a ' s  a l l - s i n g i n g  a n d  danc i n g  Star 

Wars arcade g a m e ,  u s i n g  the M ode I l 
g rap h i cs board used i n  Virtua Racing. 

W h e n  Edge saw the game back i n  
A u g u st i n  J ap a n ,  j aws d ropped ­
d e s p i te the fact that it was o n l y  2 0 %  
c o m p l ete . C o m pared t o  the M od e l  2 
powered Daytona Racing, it n atu ra l l y  
l a c k s  deta i l e d  textu re-map p i n g ,  but  i f  
o n l y  for  g ut-wre n c h i n g  speed , th i s  
l o o ks l i ke be i n g  o n e  of t h e  best 
t r i b utes to the f i l m  ever. L et ' s  hope a 
S at u r n  c o n vers i o n  i s n ' t  too far £ 
beh i n d .  We can but d re a m .  

tw tf., t __ ·;- a1·:.> · o J •• ·.lL. ,'r ·: . . . · ,.� -� .:< ! ' � 
The game includes 
power-ups such as extra 
health (top) 
See-through ghosts are 
easily managed by 
3DO's custom hardware 
(above) 

Namco's Star Blade was 
impressive but this is 
something else. Sega's 
Star Wars allows for 
much more freedom of 
movement 

23 



Primeval - Sony's new arcade adventure 
Right: Citadel- Argonaut's new SFX title 

Creature Shock in stunning 24bit colour. 
Virgin's game is expected mid·late '94 

Above and left: More stunning rendered 
visuals from Creature Shock 
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Software 

The Super FX chip a s  modelled b y  one of Its 
creators, earl Graham. Small is beautiful 

ince estab l i sh ing Argonaut 
Software at the tender 
age of 1 6, Jez San has 
landed on h i s  feet t ime 
and time again - with his  
company now one of the 

most prominent i n  the bus iness. 
But apart from Starglider and its 

techn ical ly stunn ing sequel,  it's d ifficult to 
find cast- i ron logic to support the 
company's spectacular success. Some of the 
games that fol lowed were poor, and even 
Starfox's qual ities can be traced back to the 
talents of ski l lfu l  Japanese game designers.  

I n  fact, the harder you look, the more 

Producing 3 D O  and 

PC CD-RO M  games 

for Sony and Virgin , 

and Super FX 
games for Ameri can 

third par ties ­

that ' s the Argonaut 

Software of 1 9 9 4 . 
And al l this while 

stil l in bed with 

Nintendo . Edge 
investigates . . .  

you begin to wonder how they ever forged 
such i ntimate l i n ks with N intendo. And 
where they'd be now if it hadn't happened. 

Anyone expecti ng flashy 
offices and fast cars, wou l d  surely be 
massively d isappointed vis iting Argonaut's 
offices. Located i n  North London, the 
battered and s l ightly cramped bu i ld ing is  
about as u nglamorous as it can get i n  th is  
bus iness - it 's  a smal l wonder that some of 
their programmers j umped at the chance of 
working in Japan. 

Walking around the offices, however, 
25 
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p res c re e n  

Musician Gwynn Jones draws inspiration from 
those mega talents Take That (see poster) 

things start to improve. There's a cheery 
enthusiasm for the m u ltitude of projects 
being j uggled, and reassuringly, there's 
some heavyweight and very long-awaited 
games h idden away in some dark corners. 
Natu ral ly Edge was only too keen to have 
a nosy around.  

At present, Argonaut's Japanese 
connection means that it gets to shape the 
development of a l i ne-up of Super FX 
games, and if rumours are to be bel ieved, 
also to take on the chal lenge of developing 

N i ntendo's next generation games mach ine 
us ing S i l icon G raphics hardware. But  there 
are some things Argonaut j ust doesn't l i ke 
to tal k  about. And N i ntendo's Super FX 
games are s im i larly c loaked in secrecy. 

As reported in Edge th ree, Starfox 11 
i s  cu rrently being coded in-house i n  
London,  w h i l e  FX Trax i s  being handled by 
two temporary Argonaut defectors, under 
the auspices of the game god h i mself, 
Sh igeru M iyamoto, i n  N i ntendo's Kyoto 
headquarters in Japan. That's not to say 
that Super FX games weren't on view at 
Argonaut, though. In fact FX Trax looked 
rather l i ke a polygon ized version of Buggy 

Boy. The game moved smooth ly and even 
incorporated textu re-mapped roadside 
objects, handled by the SFX 1 1 .  

A n d  given that the fi rst Super FX 

Marcus Punter, graphic artist on Creature 
Shock, with (deep breath) Product Support 
Group Manager (Software), lan Crowther 

s imu ltaneous play windows, permitting 
h ead-to-head battles and more depth of 
gameplay. And the graphics are cu rrently 
looking on a par with the original 's - but 

game, Starfox, made such 
an i mpact, much is  
expected of the sequel 
hous ing the n ew 
improved Super FX 1 1  
chip.  Runn ing 
approximately 30% faster 
than the original Mario 
chip (the real name for 
the Super FX), the SFX 1 1  
del ivers about the same 
power as a 386 PC 
running at around 
20M Hz. Whi le sti l l  widely 

'Level one of 
Creature 

Shock has 
already bitten 
a hefty 200Mb 

chunk out of 
a CD-ROM ' 

with a bigger screen d isplay 
and even a mode where 
both players can fly in a 
s ingle fu l l screen window. 

But, whi le  Edge was 
granted a look at both 
Starfox 11 and FX Trax, 

Argonaut were far more 
wi l l i ng to d i scuss the ir  fi rst 
th i rdparty Super FX release, 
Citadel, being coded for US 
pub l ishers E lectrobrain.  

3 D  graphics special ist 

acclaimed, Starfox was only ever criticised 
for its s impl istic shooting nature and the 
fact that you were never given any real 
freedom of movement. 

As al ready reported, the Super FX 1 1  
c h i p  i n  Starfox 1 1  al lows for two 

Maok Johnston, programmer 
Michael Powell  (Sub War 

2050, Powerdrome) h eads the Citadel design 
team and is  confident that this wi l l  be 
d ifferent from Starfox i n  many ways. 

'Un l ike Starfox, this is a total ly free 
roami ng game. You have complete freedom 
to go wherever you want. The 3D system 

Uke Starfox, Citadel (left) places 3D polygon 
graphics over bitmapped backdrops. The 
action allows for complete freedom of 
movement, too, unlike Nintendo's classic. 
Sometimes your robot will zoom into the 
screen (above) - the SFX 11 handles it easily 



has also been improved, and we now have 
added textu re-mapping on some of the 
objects. The main character in  Citadel, for 
example, i s  far more detai led than Fox 
McCioud's Star(ox fighter, comprising 
around 90 polygons. '  

I n  Citadel you have control of a h uge 
robot character that can transform i nto 
d ifferent crafts l ike airborne jets and land­
speeders, each using varying amounts of 
fuel .  Un l ike Star(ox, there's a fair degree of 
strategy to the gameplay incorporated in 
the th ree tra in ing missions and six different 
worlds. it's a far bigger game, and 
su rprisi ngly only a 4 Mbit cartridge too. 

However, fi rst impressions might lead 
you to bel ieve that this is  the Transformers 
l icence that Argonaut are rumoured to be 
working on.  Not so. Takara's game, an 
official ly l icensed Transformers product, is 
also being coded by Argonaut in London, 
but it 's  a d ifferent game from Citadel, even 
if it does look very s imi lar at this stage. 

Citadel is currently I �  years down the 
l ine ,  with around another fou r  months of 
work sti l l  to go i nto the project, and whi le 
it looks basic i n  terms of graphics, 
Argonaut's 3 DO and PC development is  
guarded with almost as much secrecy as 
their Super FX work. Two projects are 
cu rrently i n  the p ipel ine:  Creature Shock, an 
action-based sci-fi shoot 'em up for Virgin ;  
and Primeval, a fi rstperson action game, 
cu rrently at a very early stage. 

You might th i n k  i t  su rprising to 
hear that Argonaut aren't the greatest fans 
of 3 DO. ' it's good at textu re-mapping, but 

p re s c re e n  1 

You'd think that sitting at monitors all day would breed a distaste for videogames. Not so. The 
Sega Dome, in the Japanese Yohan Shopping Centre, is one of the boys' more regular hang-outs 

it's not as fast as a DX2 PC for calcu lating 
polygons' ,  claims Argonaut's 3 DO 
programmer Mark Johnston. 

'The ARM chip (CPU) is  s lowed down 
by the lack of a disk cache and the 
machine's pretty hopeless at creating some 
of the more trad itional special effects 
players are used to,' he adds. ' Because it's 
only got a s ingle screen l i ke a PC, effects 
l i ke m u lti- layered paral lax scro l l i ng are 
v irtual ly impossible to get run n i ng in a 
s ingle frame. In this kind of game the S N ES 
wipes the floor with it, which is  a bit sad 
when you consider the price difference.' 

Well ,  yes it is ,  but for 3 D  sprite­
expansion - the machine's forte - 3 DO's 
no s lacker. And Creature Shock has lots of 
that, reverting between pre-rendered 3D 
wal king bits and 3D space shoot cuts 
throughout its s ix levels. 

I n  the shoot 'em up section the 
action's viewed from behind the player's 
sh ip,  l i ke in  Star(ox. The player fl ies into the 
screen i n  a s imi lar style to the Sega 
coin-op, Galaxy Force 11, with real-time 
rendered rotating sprites zooming past you 
before you meet an end of level boss. 

lt sounds hackneyed, and it is, but take 
it from us, the speed and smoothness at 
which it's a l l  executed is impressive, with 
everyth i ng expand ing without any of the 
blockiness usual ly seen; and that's with 
some of the sprites al most fi l l i ng the 
screen.  ' I  th ink the best aspect of the 3 DO 

While Argonaut moan about the 3DO hardware 
there's little evidence onscreen of the 
shortfalls in Creature Shock's space shoot 
'em up sections - everything whizzes into the 
screen at an alarmingly smooth rate. And 
those stretching squid (above) are great 
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p res c re e n  

The Primeval team from left to right: 
Junior Walker, Nail Gregory and John Woolf. 
Only another year's work to go on this one 

is probably its operating system,  which is  
very easy to use, '  Mark reckons, 'but having 
all the development based around Apple 
Macs makes it a very expensive machine to 
work on.'  

more i nteractive because the video cl ips 
are much shorter, qu icker to activate, and 
there are far, far more of them.' 

Once you reach the rooms, there are 
either large static background screens 
which scro l l  around as overlayered 
rendered sprites with hundreds of frames 
of animation move towards you i n  an 
Operation Wolf-style  shoot 'em up. 

There are also large rendered fight 
sequences, where you have a fu l ly rendered 
animated monster pu l led off the CD 
reveal ing its sprite-masked weak spots as it 
moves. Accord i ng to Mark, 'We're also 
trying to integrate subtle things that' l l  give 
the gameplay more i nteractivity, such as 
smal l  creatu res that attack you if you stand 
i n  certai n  places.' 

Original it a in't, impressive it most 

The other half of 
Creature Shock takes 
place on foot as you r  
space-su ited character 
negotiates 3D Studio­

rendered tunnels in true 
CD-ROM-o-Vision. 

'We're trying 
to use subtle 
things to give 
the gameplay 

defin itely is .  And fun ?  Wel l ,  
o n l y  t i m e  wi l l  te l l  - a t  least 
six more months in  this 
case - but Edge certain ly 
hasn't been that impressed 
by previous attempts at this 
kind of th i ng. 

'Creature Shock started 
out way back when 
CD-ROM d rives were a 
just a poss ib i l ity for the PC,' 
lan claims. 'We're going for 
a straight arcade action 

You know the form 
by now - select you r  
d i rection a n d  a piece of 
video plays, and then it 
stops and you do it 
again.  it's the same 

in  Creature 
Shock more 

interactivity' 

principle as seen in The 7th Guest, although 
natu ral ly, Argonaut reckon theirs is  a far 
more sophisticated technique.  ' it's a bit 

M a r k  Johnston, programmer game beCaUSe We COU ldn't 
bu i ld  in a detai led level of interaction i nto a 
pre-rendered graphics system l i ke this. '  But 
CD-ROM-o-Vision is  sti l l  good for one 

More from the space sections in Creature Shock, In this case, level t:wo. The gameplay alternates 
every level between flrstperson perspective walking bits (right) and these 3D scenes 

Undeterred, Edge tries a novel approach at 
getting screenshots. Now, zoom in . . .  

thing - it sure makes use of a l l  that d isc 
space. 'Cu rrently, level one i n  the game has 
al ready bitten a hefty 200 M b  chunk out of a 
CD-ROM, so we're a l ittle  over budget so 
far in terms of disc space.' 

So much for yesterday's dreams of 
C D  offering l i m itless space. 

Besides the 3 DO and PC 
CD-ROM versions there are possib i l ities of 
FM Towns, CD-i 2 and just about any CD 
console versions of Creature Shock 

appearing. it's the kind of game that' l l  
transfer fai rly easily across, provid ing the 
mach ine can handle the real t ime 3D space 
sequences and flow of data for the video. 

'The I SOK per second d rives on the 
PC are i rritatingly s low,' claims lan,  ' it real ly 
restricts the colour and detai l  we can 
ach ieve on the PC.' And on 3 DO? 'Wel l ,  

Boss creatures are rendered completely and 
use masked sprites for collision detection 



there' l l  certainly be better colour 
resol ution, but it won't necessarily be using 
more colours. '  And the resu lts Edge saw 
testified to that - the 3 DO FMV scenes 
looked less fuzzy than the same scenes 
runn ing on the PC. 

Primeval, the other 3 DO and PC 
CD-ROM project, i s  a s imi lar concept, 
cu rrently about a year away, with lots of 
3D Studio-rendered graphics and gameplay 
that's cut of s imi lar cloth. 

p res c re e n  

At fi rst there were also lots of 
rendered d inosau rs in  the game u nti l  the 
publ isher, Sony, decided to have them 
ditched. ' it's true,' reca l ls  lan Crowther, 
'Sony had obviously been m ighti ly 
impressed with the d inos i n  Jurassic Park 

and was asking for a big lovely CD-ROM 
dinosaurs game. We warned them that it 
would  take about I �  years to fu l ly 
complete someth ing l i ke that, by which 
ti me d inosaur cred ib i l ity m ight have waned 
a bit. But they kept j u mping up and down 
shouting 'Dinosaurs! Dinosaurs! We want 
d inosau rs ! '  and we p lugged on with them. 

Besides software, Argonaut are one of the few companies heavily involved with chip design for 
certain large companies in the games industry. The Super FX chip is only the surface . . .  

' Recently however, Sony decided that 
d inosaurs were old hat so we had to ki l l  
the lot of them. Consequently, we're sti l l  
re'Ju i ld ing t h e  plot i n  t h i s  o n e .  it's a b i t  l ike 
bu i ld ing a house and then having to pu l l  it 
down and bu i ld  a hotel . '  

G raphic artist Jun ior Walker 

explains the basis  of the new plot: 'We've 
since been working on an alternative 
scenario - an al ien who crash-lands h i s  
spacecraft on earth and has  to fi n d  a way of 

getting some fuel  to escape. You r  character 
- the al ien - is the good guy. He's a 
conservationist who tries to save th i ngs, 
particu larly endangered species. This only 
leaves the h u man race as the bad guys, and 
the gameplay might even involve you 
tracking down a deadly criminal while being 
h unted down yourself by the police 
robots. '  The style of play wil l  take a s imi lar 
form to the walking sections in  Creature 

Shock, although with 
more over-layered 

sprites, and 
d ifferent 

perspectives. 

An early 
sketch of the 

main character 
from Primeval 

When not working they're playing - in this case, on their own networked 3D tank game created 
for purely recreational purposes (left). An early intro scene from Primeval pans around (right) 

'We're going for an enti rely real time 
interactive game with Primeval,' reckons lan, 
'there's no waiti ng for the CD to get to the 
end of the sequence, and when we do play 
a sequence, you r  real-time character is  
overlayed on top.' 

it's i ronic  that such advances in  
graphics technology make traditional ly 
establ ished gameplay elements - such as 
d i rect character control - seem so a l luri ng. 

Why should players accept a step back 
i n  gameplay s imply to accommodate better 
graphics?  With the Super FX, there's 
obviously l ittle  to be concerned about ­
the very natu re of the ch ip  determines that 
games can be interactive. 

But let's hope Argonaut don't get too 
bl inded by CD-ROM technology to forget 
about the player with thei r  other £ 
new games . . .  

Credits 
PSG Software Manager: lan C rowther 

Programmer (CS) : M a rk Johnston 

Programmer (CS):  Lewi s  Gordon 

Graphics (CS) : Scott Butler 

Graphics (CS) : M a rcus Pu nte r 

Graphics (CS) : Pete r Day 

Programmer (Ctl ) :  M ichael  Powe l l  

Animation player (CS) : J o h n  Woo lf 

Designer (Ctl ) :  Nic Cusworth 

Graphics (Ctl ) :  A l i sta i r  M c N a l l y  

Music (Ctl) :  J usti n S h a rvo na 

Programmer ( Prvl) :  J o h n  Woo lf 

Graphics ( Prvl) :  J u n i or Wa l ker  
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More Mega CD commitment shines through 
in Battlecorps - a 3D land-based shooter 

Core Design 
Th underh a wk proved the M ega CD 

could do more than simply spin a 

disc . Edge looks at the next wave 

of titles from its creators at Core 

' 

Rather than hack out a Thunderhawk 2 for 
the Mega CD, Core are producing Sou/Star 

Skeleton Krew- an isometric shoot 'em up 
for the Mega Drive, A1200 and CD32 

m 
o-one could d ispute the 
ambition of U K  developers 
Core Design. Certainly not 
after seeing Thunderhawk in 
action.  The i l l-conceived 
bundle of tech nology that 

amou nts to the Mega CD was, and sti l l  is ,  
desperately short of decent software, but 
Core tapped some potential and now they're 
sticking with it. 

Whi le this wi l l  su rely he lp  Sega offload 
more systems onto the undeserving publ ic, 
it's also a fai r  ind ication of Core's 



p re s c re e n  

SouiStat's first mission involves breaching the Mykoid (bad guys) Warpship's defences and then flying right into the ship itself. From here the game 
branches out into three distinct routes, which when combined, deliver 40 different missions - 17 interior sections and 23 exterior sections 

commitment to the Japanese giant. Their  
Satu rn d evelopment is  only a few short 
months away, in fact. 

But Sega's future hardware isn 't 
someth i ng that Core's managing d i rector 
Jeremy Smith read i ly tal ks about. After 
a l l ,  he's got a rather menacing 
non-disclosure contract hanging over h is  
head,  and a vested i nterest i n  the hardware 
onsale today. 'We see the Mega CD as 
being sol id  for us for about the next 1 8  
months',  h e  claims. 

Core's second and th i rd Mega CD 
titles, Sou/Star and Batt/ecorps, both use the 
same custom graphics technology that was 
d eveloped for Thunderhawk. 

Mark Avory, Thunderhawk's original 
programmer, is the man behind the Sou/Star 

project. So Thunderhawk fans wi l l  i nstantly 
fee l  at home here. The game plays l i ke a 
progressive shoot 'em up,  and leans h eavi ly 
towards Japanese ani  me-style mecha 
games. And the 3D sca l ing is  faster and far 
more impressive than Thunderhawk's too. 
Core have real ly got the Mega CD's 
hardware cooking here. 

Project manager Guy Mil ler 

describes Sou/Star: 'You enter a gigantic 
warp sh ip  in  the Sou/Star system and can 
then choose which part you want to go to. 
There are three types of Aggressor craft to 
control - a Strike Craft for l inear shooting 
sequences, a T u rbo-copter for the 3 D  
flying sequences, and a n  Attack Tank for 
the onground 3 D  sequences.'  

But the main d ifference is  that the 
craft morphs onscreen i nto the d ifferent 
rendered forms. The Tu rbo-copter 

sections are the most impressive, with 
some great detai l  on the landscapes and 
gameplay that almost feels  l i ke a ti lted 
version of Gunhed. 

Strangely enough, some great CD 
soundtracks by Nathan McCree have 
been i m plemented even at this early stage. 
' M usic adds a lot. lt helps the development 
of the game along no end,  and makes things 
feel  l i ke they're coming together even 
when they're not real ly', Guy says. 

Battlecorps is  the second Mega 
CD title in development at Core. it's a 
futuristic Battletech-style exploration shoot 
'em up. The Thunderhawk-style scal ing 
rendered floor is  also found i n  this game, 
but this t ime Jonathan Hi l l iard - not 
Mark Avory - is  behind the project. 

Cu rrently about three months into 
development, Battlecorps takes place over 
six separate planets. Rival m i n i ng 
corporations are fighting over a planet's 
resou rces and you're trying to reclaim the 
min ing instal lations.  You play a member of 
the Battlecorps - an el ite group of gun 
jocks who are contracted by the 
I nterplanetary M i n i ng Corp to take out 
Biomech Corp's i nstal lations.  Al l  you r  
enemies are based on insects a n d  animals,  
and are model led as 3D sprites. 

One claimed improvement over 
Thunderhawk's graph ic  engine concerns the 
n u m ber of colours onscreen. Whereas 
Thunderhawk used a paltry 1 6  co lours for 
the whole window, Battlecorps manages to 
use the machine's 64 colour capabi l ity, 

compensating for this by red ucing the size 
of the window disp lay. 

Edge asked the game's programmer, 
Jonathan H i l l iard, how the Mega CD is  
being used in  Batt/ecorps. The terrain 
scal ing - as with Thunderhawk - i s  ach ieved 
by simply writing ten l ines of code to the 
graphics sizing ch ip .  it's effectively a huge 
sprite that scales and rotates beneath you.'  
Core have also used fu l l -motion video 
sequences to l ink a l l  the miss ions.  

And it 's  hard not to be impressed with 

Mark Avory, programmer of Thunderhawk has 
little time for most CD games. 'There's no 
nice way of saying it. They're often crap' 
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p res c re e n 

the resu lts - the prel iminary video for both 
Battlecorps and Sou/Star i s  about as good as 
the Mega CD can expect to see, with or 
without CinePak software technology. 

But does this mean Core are jumping 
onto the FMV game bandwagon?  Accordi ng 
to Jeremy Smith: 'We've got the best FMV 
player on the M ega C D  to date - I defy 
anyone to do it better - but we wouldn 't 
be s i l ly enough to base a game around it. 

'When an intro takes up more time 
than the game, that's when you need to 
stop and th ink about whethe r  you've got 
your priorities right. The M ega CD wasn't 
designed to be used in  that way anyway. lt  
isn 't good enough to rely on FMV.'  

But the Mega CD isn't the b e  a l l  and 
end al l  for Core. M ega Drive, A 1 200 and 
con owners can look forward to Skeleton 

Krew, Core's attempt at an isometric 
scro l l ing shoot 'em up.  it's a s l ick, 
s imu ltaneous twoplayer game which moves 
exceptional ly smoothly, and it plays - in  its 
in itial form at least - l i ke a sophisticated 
version of Planet Of The Robot Monsters. 

'We thought it would  be interesting to 
do an isometric shoot 'em up with two 
players,' G uy says. And natural ly Core have 
some clever stuff going here as wel l .  

Guy explains, 'The main sprites are 
spl it at the waist so they can turn on their 
h ips and fire independently of the d irection 
they're moving in .  And there are seven 
levels, each sp l it into several zones'. 

Battlecorps- a 3D tactical shoot 'em up based around a futuristic war between two rival mining 
colonies. Taking control of a team of three IMC gun jocks, the action is fast and complex 

With so much action onscreen, Mega 
D rive programmer Chris Long reckons 
that the biggest technical chal lenge is  
keeping the frame rate u p  and stopping too 
many sprites appearing on the same l ine.  

As with Core's other games, Skeleton 
Krew wil l  get around six to seven months' 
development in  time for a May '94 release, 
but that's after the whole storyboard and 
script has been fu l ly worked out 
beforehand. ' it's an organic process,' 
accord ing to Guy. 'Plans constantly change 
to accommodate garneplay ideas.' 

So what else can we expect to see 
from Core? Apart from the long-awaited 
Mega CD version of Heimda/1, that is.  

According to Core MD Jeremy Smith, 
'You won't see another platform game 
from us for a good wh i le,  that's for su re. 
The market was satu rated a year ago, and 
now it's just got total ly r idiculous.  But we 
have got Heimda/1 2 for the Amiga, and 
we've j u st started working on a Mega C D  
game in  t h e  style o f  Mario Kart cal led Chuck 

Rally. lt wou l d  be so dead s imple to do a 

Skeleton Krew is Core's lone twoplayer Mega Drive title, but it's by no means less impressive 
than the Mega CD stuff. Robot sprites turn and fire independently of the direction they're moving 

Thunderhawk 2, but at the moment we're 
trying to keep out of that same old 
predictable routine.  The way I see it ,  we' l l  
continue t o  p u s h  for more original 
concepts, and hopefu l ly stay ahead of £ 
the market that way.' 

Credits 
Product manager: Guy M i l l er  

Programmer (SS) : Mark Avory 

Graphics (SS) : Jason Gee 

Music (SS) : Nathan McCree 

Programmer ( BC) :  Jonathan H i l l i a rd 

Graphics ( BC) :  Roberto C i ri l l o  

Music ( BC) :  M a rt i n  lveson 

Graphics (SK) : James Rym an 

Programmer (SK) : Jason Gos l i ng 

Programmer (SK) : Chr is  Long 

Graphics (SK) : H eather  G i bson 
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Wolfenstein 3 0  Shadowcaster Battlechess Super Darius 1 1  Steel Machine Dark Stone C lub 

Drive Tiny loon Adventures Power Monger Young Merlin Wolf Pack Burnin' Rubber Tempest 

2000 Castlevania Rise Of The Robots Mr Nutz Virtu a Racing Bloodnet N H L  Hockey ' 94 . . .  

Wolfenstein 3D, ID Software's violent and 
bloodthirsty shareware shoot 'em up from the 
PC. On the SNES expect to see green blood 

The demo of Virtue Racing that Edge saw In 
Japan back in August was hugely impressive. 
Next month, expect to see a Prescreen . . .  

E d g e ' s  u n i q ue m u l t i fo rm at 
re l ease sc hed u l e ,  c ove r i n g  the  

e nt i re wo r l d  of v i deogam i n g  

Date Game Title Type Publisher Country 

Super NES 
07 January Rainbow Be l l  Adventure platform Konami Japan 
22 January Super Tetris 2 puzzle BPS Japan 
29 January Brain Lord adventure Enix Japan 

January Rockman Soccer adventu re V i rgin Japan 
February Lethal Enforcers l ight gun Konami  Japan 
February FX Trax racing N i ntendo Japan 
February Joe & Mac 3 adventu re V i rgin Japan 
January Rockman Soccer adventu re Virgin Japan 
February Astro Go!  Go! rac ing Meldac Japan 
February M u hammad Al i  sports V i rgin UK 

Young Merl i n  adventure Vi rgi n U K  
Rock ' n  Rol l  Racing driving I nterplay U K  
Wolfensteln 3D shooter lmaglneer Japan 
Robocop V Term inator action I nterplay U K  

January Term i n ator 2 l ight gun Accla im UK 
February C lay M ates platform I nterplay U K  
M a rch C lay Fighters combat I nterplay U K  
March Chaos Engine action Microprose U K  
March Fi na l  Fantasy VI RPG Square Soft U K  
March Gamba League 94 sports Konami Japan 

Mega DrivejMega CD 
14 January N H L  Hockey '94 sports E lectron ic  Arts U K  
1 4  January Power Monger strategy E lectronic Arts U K  

January Gunsh ip  s i m u l ation U S  Gold UK 
February Lost Vikings platform Virgin UK 
February Dune 2 adventu re Virgin UK 
February F1 C i rcus C D  N ihon Bussan Japan 

18 February Electron ic  Arts U K  

February Vampire K i l ler  Konami Japan 
March AX101 (CD) shooter Sega Japan 
March NBA 94 sports Electronic Arts U K  
March Mutant League H ockey sports Electronic Arts U K  
March PGA Tour Golf sports Electron ic  Arts U K  
March Tin Head platform Microprose U K  
March Bubba 'n' Stix (CD) action Core Design U K  

25 March Sprocket & Plug platform Electron ic  Arts U K  
Apri l Sou l-Star shooter Core Design U K  
Apri l Normy p latform Electronic Arts U K  
Apri l Castlevan i a  p latform Konami UK 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
NOTE: Publ isher's release schedules are tentative, ie  unrel iable,  and often wi ld ly inaccurate - sorry 



Date Game Title Type Publisher Country 

PC Engine/Super CD-ROM2 IH=Hucant> 

22 December 
23 December 

January 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
January 

Neo Geo 
January 
U ndecided 
U ndecided 
U ndecided 

PC 
January 
January 
January 
January 
January 
January 
January 
January 
January 
January 
January 
January 
January 
February 
February 
February 

14 February 
14 February 
18 February 
11 March 
15 March 
25 March 

March 
March 
Apri l 
Apri l  

15 Apri l 

Amiga 
January 
January 
January 
January 
January 
February 
February 
February 
February 
February 
February 
February 
February 
March 

Ys IV 
Super Darius 1 1  
PC Cocoroon 
Marble Madness ( H )  
S u p e r  Fantasy Zone 
Strider (CD-ROM') 
Galaxy Force 1 1  
Mega Twi n s  
Hel lfi re ( H )  
N Warriors (CD-ROM') 
Gods 
Emerald Dragon 

Art Of Fighting 2 
Magic ian Lord 2 
Reactor 
Samurai  Shodown 2 

Burn i n '  Rubber 
Pacific Strike 
Wolf Pack (CD) 
Armoured Fist 
The Dig 

RPG 
shooter 
pl atform 
puzzle 
shooter 
p latform 
shooter 
action  
shooter 
action 
action 
RPG 

combat 
action 
combat 
combat 

rac ing 
s imu lation 
action 
action 
strategy 

Tie Fighter action 
Evolut ion:  Lost In Time adventu re 
Raiden 
AI-Quadim 
Starlord 
Star Trek 25th (CD) 
Blood net (CD) 
Ten Year Ann iversary 
Dragon sphere (CD) 
U FO 
U lt ima 8 
Victory At Sea 
Harpoon 2 
Privateer 
Synd icate 
Interactive Movie 
Seawolf 
Werewolf 
Cannon Fodder 

shooter 
action 
strategy 
adventu re 
action 
compi lation 
adventure 
s imu lation 
adventure 
strategy 
action  
action  
action 
s i m u l ation 
s i m u l ation 
s i m u l ation 
action 

I nferno action 
Super League Manager sports 
Forgotten Castle adventu re 

Hudson Soft 
NEC Avenue 
A Wave 
Tengen 
NEC Avenue 
NEC Avenue 
N EC Avenue 
NEC Avenue 
NEC Avenue 
NEC Avenue 
NEC Avenue 
NEC Avenue 

SNK 
Alpha 
SNK 
SNK 

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

U K/Jap 
U K/Jap 
U K/Jap 
U K/Jap 

Ocean UK 
E lectron ic  Arts UK 
U S  Gold UK 
U S  Gold UK 
U S  Gold UK 
U S  Gold UK 
U S  Gold UK 
U S  Gold UK 
U S  Gold UK 
Microprose U K  
I nterplay UK 
Microprose U K  
I nterplay U K  
Microprose U K  
Microprose U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Electron ic  Arts U K  
Virgin UK 
Virgin UK 
Ocean UK 
Ocean I K  
Electron ic  Arts U K  

M r  N utz (A1200) 
TFX (C D32) 

action  Ocean U K 
s i m u l ation Ocean UK 

Dark Stone adventure Core Design U K 
U n iverse adventure 
He imdal l  2 action 
Gunsh ip  2000 (CD32) s imu lation 
Rise Of The Robots combat 
Thunderhawk (C D32) action 
Beneath A Steel Sky adventu re 
Mr Nutz (A600) action  
Super League Manager sports 
Un iverse strategy 
U FO strategy 
TFX s imu lation 

Core Design 
Core Design 
Microprose 
M i rage 
Core Design 
V i rgin 
Ocean 
Ocean 
Core Design 
Microprose 
Ocean 

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

r e l e a s e d a t e s 1 
Date 

Amiga 
March 
March 
March 
March 
March 
March 
March 
March 
Apri l  

Game Title 

Starlord 
I m possible M ission 
Lost Vikings (CD32) 
WWF (CD32) 
Mortal Kombat (CD32) 
James Pond 3 
Elf Man ia  (CD32) 
Theme Park (C D32) 
I nferno (CD32) 

Type 

strategy 
platform 
platform 
combat 
combat 
pl atform 
combat 
strategy 
adventure 

Publisher Country 

Microprose U K  
Microprose U K  
I nterplay U K  
Acc la im UK 
Acc la im UK 
M i l len ium U K  
Renegade U K  
Electron ic  Arts U K  
Ocean U K -

CD-i (DV=Digrtal Video, DVG=Digrtal Video Games) 

January 
January 
January 

Megamaze 
Steel Machine 
Pulse 

January Time Life Astrology 

puzzle 
shooter 
music 
factual 
sport 
s imu lation 
educational  
educational  
educational  
educational  
shooter 
puzzle 

P h i l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
Ph i  l i ps 
Ph i  l i ps 
Ph i  l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
P h i l i ps 
Ph i  l i ps 
P h i l i ps 
P h i l i ps 
P h i l ips 
P h i l i ps 
Ph i  l i ps 

Feb/March Stri ker 
Feb/March Earth Command 
Feb/March Phantom Express 
Feb/March Asterix 
Feb/March Surf City 
Feb/March D imo's Quest 
Spring '94 M icrocosm - DVG 
Spring '94 The 7th Guest - DVG 
Spring ' 94 
Spring '94 
Spring '94 
Spring ' 94 
Spring '94 
Spring ' 94 
Spring '94 
Spr ing '94 

3DO 
January 
February 
February 

Jaguar 
January 
January 

· - February 
February 
February 
Apri l  
Apri l  
Apri l  
May 
June 
June 

Caesar's Boxing - DVG sport 
Ghost - DV fi l m  
Indecent Proposa·l - D V  fi l m  
Beverly H i l l s  Cop - D V  fi l m  
Star Trek 1 - D V  fi l m  
I NXS - DV music 
Lionel Ritchie - DV music 
Bob Marley - DV music 

Shadowcaster 
Out Of This World 
Battle Chess 

adventure 
action 
s imu lation 

Origin 
I nterplay 
I nterplay 

C lub  Drive driving Atari 
Tiny loon Adventures pl atform Atari 
Tempest 2000 shooter Atari 
Checkered Fl ag 2 racing Atari 
A l ien Vs Predator sports Atari 
World Cup Kick Oft sports Anco 
Casino Royal 
Zozzriorx 
Double Dragon 
Ind iana Jags 
Battlechess 

s imi.J iation 
shooter 

Telegames 
Retour 2048 

beat 'em u p  Tradewest 
action Retour  2048 
s imulation I nterplay 

Magazines 
6 January 
6 January 
6 January 
13 January 
13 January 
27 January 
27 January 
27 January 
27 January 
27 January 
27 January 

Super P lay 
Sega Power 
Game Zone 
Amiga Power 
GamesMaster 
TOTAL! 
M EGA 
PC Format 
Sega Zone 
PC Gamer 
Edge 6 

SNES 
Sega 
N i ntendo 
Am iga 
m ultiformat 
N i ntendo 
Mega Drive 
PC 
Sega 
PC 
mu ltiformat 

Future 
Future 
Future 
Future 
Future 
Future 
Future 
Future 
Future 
Future 
Future 

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

u s  
u s  
us 

UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 

UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
UK 
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tec h v i e w :  6 4 b i t 

T he first units of Atari ' s  Jaguar 

console are already onsale , but 

its l ongterm future is far from 

cer tain . Will the Jaguar get the 

software it needs to prove 

itself? Edge talked to Atari and 

to the maj or players in the 

software industry to find out . . .  

S 
oftware sel ls  hardware; 
it's a cl iche, but only 
because it's so true. 
Nobody buys hardware 
to take it apart and 
admire the c ircu itry, they 

buy it to use it. And in the interactive 
entertainment market that means they buy 
it to play games on it. 

The success or  fai l u re of the new 
Jaguar console - i n  spite of its outstanding 
technical make-up - won't be solely 
determ ined by Atari. it's as much to do 
with whether the world's software 
developers back the new system.  

Sure, Atari can create the right 
environment to encou rage success, they 
can come up with a mind-blowing 
marketing campaign and they can bu i ld  
strong relationships with the publ ish ing and 
retai l  community. But  even if they do al l  
this,  they sti l l  can't total ly control the 
Jaguar's desti ny. 

And remember, pitching the Jaguar as 
the next level of interactive entertainment, 
Atari is not only going i nto the ring with 
Sega and Nintendo, it is also taking on the 
super-heavyweights l i ke Matsush ita, Ph i l ips 
and AT&T. And with enemies l i ke that, it's 
going to need all the friends it can get. 

Natu ral ly Atari c laims that it has 
software support in strength and depth. 
The fi rm cu rrently l i sts over 30 firms with 
work-in-progress for the Jaguar. Among 
them are Anco, Krisal is ,  Maxis, Ocean and 

Darryl Still,  marketing manager of Atari UK: 
• Jaguar is not just the lirst 64bit console, it 
is the first 64bit system of any sort' 

US Gold.  it's not a bad l ine-up, but it does 
rather pale in  comparison to the 300 
compan ies worldwide that have signed up 
as 300 l icensees. 

But then, The 3 00 Company put up 
an incredible barrage of  pre- launch 
pub l icity for their system.  And most agree 
that in  comparison, Atari's pre-launch 

' If it had a 
Nintendo or 
Sega badge, 
nobody wou ld 
be in any 
dou bt that it 's 
an amazing 
machine. ' 

lan Mathias. software manager, Virgin 

campaign has been fairly low-key. 
Edge spoke to some of the leading 

names in  the software world to gauge the 
industry's general reaction to the Jaguar. 
And in  general, enth usiasm for Atari's 
super-console was decidedly m uted. 

At Virgin,  software manager lan 

Mathias i s  one of many who bel ieves that 
the Jaguar's problem is not with the 
technology, but with the company behind 
it .  ' If  it had a Sega or N intendo badge, 
nobody wou ld  be in  any doubt that it's an 
amazing machine.  But . . .  ' 

The sentence trai ls  off, leaving p lenty 
of room for thoughts about Atari's poor 
track record. Like their ST that promised 
a lot then died, the Panther - promised and 
never launched - and the Falcon, whose 
launch has been far from overwhel ming. 

Also to be considered is the 
company's peri lous financial position -
Atari lost over $73.6 m i l l ion in 1 992. 

Now you can start to see why those 
developers m ight want to avoid committing 
themselves to the Jaguar - even if it is  the 
world's fi rst 64bit, 1 6  m i l l ion colours, 27 
Mips,  4Kb SRAM console . . .  

At Ocean - despite the fact that 
the fi rm is working on a Jaguar title -
Software development d irector Gary 

Bracey agrees with doubts about the 
company: ' If  N i ntendo was to introduce 
this mach ine and say they'd be se l l ing it for 
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tec h v i e w :  6 4 b i t 

The front of the Jaguar carries two joystick ports. lt's interesting to note that the size and shape of these ports haven't changed since they first 
appeared on Atari's VCS system; but now they have a damn sight more pins to cope with the Jaguar's mammoth 17·button joypads 

£200 we'd be jumping through hoops and 
shouting from the rooftops.'  

Atari's problem is  that it needs to 
convince publ ishers that it can fu nd the 
sort of marketi ng campaign that can put the 
Jaguar's profi le  up there with machines 
from Sega and N i ntendo - as wel l  as 3 DO 
mach ines from companies l i ke Matsush ita, 
one of the biggest electronics 
manufactu rers in  the world.  

As Konami's  European consumer 
manager Pete Stone points out: ' it's not 
about technology, it 's about marketing. 
Coming up with the best machine just isn't 
good enough.' He adds that from what he's 
seen, 'the Jaguar stacks u p  pretty well  
against 3 DO,' but that ' it's c lear that Atari 
haven't got the fi nance or worldwide 
muscle to real ly compete.'  

Jeremy Smith, managing d i rector of 
Core Design. sees Atari letting another 
opportun ity sl ip by: The Jaguar's far better 
than anyth i ng else on the market and 
better than anyth i ng I 've seen in 
development. But there's a tendency for 
Atari to be the innovators who never see 
the rewards for their work. Other people 
seem to take their ideas and market them 
more professional ly.' 

At Mindscape, Eu ropean managi ng 
d i rector Geoff Heath goes even further: ' I  
th i n k  there a r e  two question marks over 
the machine;  one is Atari and its abi l ity to 
market it properly, and the other is the fact 
that the base u n it is a cartridge machine. '  

At Psygnosis, managing d irector (and 
development guru) lan Hetherington has 
s imi lar doubts: ' it's either an over-priced 
and over-specced cartridge mach ine or an 
under-specced C D  machine.  If you are 
going to launch a C D  mach ine you must be 
comm itted to the format and make it 

CD-based from day one. 
' I f  Atari wanted to launch a cartridge 

mach ine  then they should have looked at a 
pricepoint of £75. If they wanted to launch 
a C D  machine then £250-£300 is  fine,  but 
it wou l d  have to offer a lot more than this. '  

Psygnosis,  as you may have gathered 
from these remarks, wil l not be developing 
any Jaguar titles. 'We've had a mach ine for 
about a year and we're not massively 
i mpressed, not impressed at a l l  real ly. 

'If you compare the Jaguar to virtually 
any of the other emerging formats then I 
th i n k  it wou l d  come off second best,' 
Hetherington concludes.  

Back at Ocean, Gary Bracey has no 

' lt 's about 
marketing. 
Coming u p  
with the best 
machine just 
isn 't good 
enough. Atari 
haven 't got 
the muscle to 
compete. '  

Pete Stone, European consumer 
manager, Konami 

problems whatsoever with the qual ity of 
the hardware: ' it's terrific,  the best I 've 
seen. From a purely techn ical point of view 
it's ahead of 3 D O - but we can't let our  
technological judgement c loud our  
commercial judgement. And it has  to be 
said that we probably sti l l  need a bit of 
convinc ing in  terms of its financial viabi l ity. ' 

And that's about as good as it gets. 
Some software houses are impressed by 
the Jaguar - excited by the potential of the 
technology - but most are putting the 
brakes on the ir  enthusiasm due to their 
serious doubts about Atari's abi l ity to 
maximise the Jaguar's potential .  

As Virgin 's  new media manager Steve 

Clarke puts it: ' Marketing always wins out 
i n  the end and you've got to question 
Atari's abi l ity to compete. Virgin is  a global 
company and it's got to look at global 
penetration.  At the moment, who's h eard 
of Atari in  the States? '  

There is  even less encouragement for 
Atari at Sony. Product development 
d i rector Phi! Harrison blasts: ' Nobody 
has spoken to me. They haven't even been 
courteous enough to i nvite me to 
developers' conferences, and I 'm certainly 
not goi ng to spend my time chasing them. 
I 'm not even sure who to speak to there. 
But, to be honest, I real ly don't think we're 
miss ing out.' 

lt would seem that the pub l i sh ing 
commun ity's view of Atari's Jaguar is  
l ukewarm at best. Some firms are obviously 
knocked out by the technology. I ndeed the 
h igh level of enthusiasm for the mach ine 
itself gives some ind ication of  j ust how 
much m istrust of Atari there must be for 
these fi rms not to commit themselves 



t e c h v i e w :  6 4 b i t 1 

The rear of the Jaguar supports the power and RF ports, plus an AV interface enabling users to utilise a composite video or 5-VHS signal - with an 
optional lead. There's also an lfO slot, no doubt for the plugging in of devices such as modems, TV cables, VR headsets ... future proofing or what? 

wholeheartedly to Jaguar. 
I n  this sort of c l imate, Atari is going to 

find it desperately hard to make the Jaguar 
a massmarket proposition and a true 
competitor for machines from N i ntendo, 
Sega and the 3DO camp. 

But let's put any marketing confusion 
to one s ide and concentrate on the Jaguar 
hardware itself. There's p lenty of tal k  about 
Atari's impressive tech specs. Edge met 
Atari's vice-president of engineering, 
Richard Mi l ler, to get the real p icture . . .  

Edge Atari are very keen to stress the 
flexib i l ity and potential for expansion that 
the basic Jaguar offers, but at $200 the 
basic model Jaguar is sti l l  a h ighly 
impressive piece of gamesplaying kit. What 
d id  Atari have in mind when the system 
was being designed? 
Richard 'We d idn 't move u pwards from 
what games machines are today, but 
i nstead came down from the workstation 
concepts Atari had been doing on m ulti­
thousand dollar machines.  We j ust made 
that technology more cost-effective. 

'We gave ourselves a blark sheet of 
paper and asked what would  be the most 
powerful games machine we cou l d  make 
given al l  the technologies we know about, 
from al l  the d ifferent areas of graph i cs and 
audio systems.'  
Edge So what does that a l l  boi l  down to? 
Richard ' Basical ly, it's a 64bit 
m u lti-processor graph ics and audio 
workstation that happens to be extremely 
good at games. it's the world's most 
powerfu l v ideogames mach ine.  That's what 
we want it to be, and this is how we' l l  
make money on it. it's years ahead of 
anyth ing else we know about or have heard 
from othe r  people about.' 

Edge So what can it do, exactly? G ive us a 
coup le  of examples of how advanced this 
technology is  . . .  
Richard 'Jaguar can display 1 6  m i l l ion 
colours.  We cou ld  d isplay them 
s imu ltaneously if we could find a monitor 
with that many pixels. But each pixel can be 
represented by a 3 2bit val ue - 24bits of 
that are used to represent the video which 
is  1 6  m i l l ion colou rs.  We do, however, 
have lower resolutions avai lable which can 
improve the i nteractivity even more. 

'So the qual ity of the visuals i s  
photograph ic - it 's  as good as you' l l  see on 
LaserDiscs, i n  fact better than you' l l  see on 
LaserDiscs. We have a variety of video 

Richard Miller, Atari's vice-president of 
engineering in the US: 'lt's the world's most 
powerful videogame machine .. . '  

outputs: RF ,  composite, S-VHS and RGB ­
so if you have a Scart monitor back i n  
England you're going t o  get t h e  resolution 
qual ity of a computer monitor.' 
Edge it can't get much better than that . . .  

Richard 'Right, the depth of the graphics is 
as good as the eye can see. The h u man eye 
can perceive about one mi l l ion colours.  I n  
an R G B  space y o u  need 1 6  mi l l ion to 
d isplay the one m i l l ion that the eye can 
perceive. We can do this,  so in other 
words you can't get any better. 

'But not only can we d isplay great 
static i mages such as this, we can animate 
them. Jaguar's primary strength - and this is 
someth ing that has never been seen before 
- is that it, can handle real-time rendering 
of 3D shaded polygons.  You wi l l  see in  the 
game Cybermorph that you're flying i n  a 
true 3 D  world .  The world is represented 
by a 3D database much l i ke that used by 
graphics workstations. 

'What Jaguar hardware does is  take 
that database and render the polygons that 
are v is ib le from your viewpoint. This  means 
that games l i ke this are much s impler to 
write; you s imply generate you r  database 
then turn the 3D rendering engine on, and 
the Jaguar wi l l  d isp lay you r  database from 
whichever angle you want, with whatever 
l ight source you want. You are completely 
u n restricted in  where you fly: you're not 
on rai ls ,  you 're not restricted to one path, 
you can fly i n  al l  d i rections and at any angle. 

' it  means that multiconsole games wil l  
be very easy to do, because the amount of 
data that has to be transferred between 
machines is  always very smal l . '  
Edge And at what frame-rate is  this a l l  
taking place? 
Richard ' 30  frames per second.'  
Edge Impressive stuff. So why not go one 
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step further an inc lude a CD d rive in the 
basic model?  
Richard 'Fran kly, for the extra $200 the 
extra gameplay that you get from the 
addit ion of a CD is pretty l im ited. Sure you 
get great audio - you can have a great 
'house' track blasting whi le you play your 
game - but then you cou ld  j ust easi ly turn 
on you r  stereo system. You can have more 
graphics, but only at the loss of 
i nteractivity. The big advantage of a ROM 
cart (the Jaguar has a 3 2bit ROM cartridge) 
is  that there is  no s lowdown whatsoever i n  
access ing sound a n d  graphics in-game.'  

l nteractivity is a very 
important consideration - and it's 
refreshing to hear it from a hardware 
manufactu rer. But putti ng CD-ROM 
technology aside, there's always a tendency 
with developers and programmers faced 
with any new, powerfu l graphical 
technology to put the technology 
immediately to work - even if it means 
chucking gameplay and interactivity out of 
the window . . .  

Richard agrees: 'Yes, there i s  a 
tendency with games developers to 
concentrate on just how real istic they can 
get the audio to sound and the visuals to 
look. When, in fact, there are some 
wonderfu l games out there which don't 
look real at a l l .  

'The problem is  that the h igher the 
resolution, the harder it is to make games 
i nteractive. So typical ly, when you have 256 
colou rs onscreen it uses about I OOK, when 
you have 1 6  m i l l ion colours it uses fou r  
times a s  much - so it takes four  times as 
long to move them around the screen.  This 
means you can't just add more colours -

Jaguar's 17-button joypads (left) give you access to a multitude of 
in-game options - like Crescent Galaxy's many weapons (above) 

you have to add bus 
band width and graphics 

power at the same time: this i s  
why we had to go to 1 6bits and develop 
our own custom processors.' 

But even if Jaguar has tackled the 
hardware problems of keeping processing 
power free to l i sten to the gamesplayer, 
other obstacles in the way of player 
interactivity come in  the form of man 
hours and development costs. 

If background graphics and characters 
sophisticated enough to uti l i se  this 
graph ical technology are to be used i n  a 
game, they take a lot of time - hence cost a 
lot of money - to design and d raw. This i s  

'We've been 
really 
insistent that 
the first 
Jaguar games 
that are being 
developed wi l l  
show off its 
fu 11 potential . '  

Richard Miller, vice-president 
of engineering, Atari US 

a price that developers don't want to pay, 
the result being more l i near and less 
interactive games that min i mise player 
influence on the proceedings. 

'We have been real ly ins istent that the 
games that are being developed wil l  show 
off Jaguar's fu l l  potential' ,  Richard claims. 

But even if Atari's own games won't 
suffer from any such penny-pinch ing 
restraints, it's real ly down to the th i rdparty 
publ ishers to let Jaguar s ink  or swim. 

A couple of Japanese console giants 
may have someth i ng to say on the matter 
too - both Sega and N i ntendo claim to 
have next-generation super consoles ready 
in  the wings waiting to be rol led out when 
the time is  right. They're not going to sit 
sti l l  and give up their stranglehold on the 
world console market without a fight. 

One thing's certain .  The sub $200 
console war is  destined to be a bloody one.  
H ow does Richard fear the th reat from 
Sega and N i ntendo's new mach ines?  

'We look forward to seeing them' 
comes the confident reply. 

So Atari seem confident enough of 
the success of their console.  And early 
sales reports ind icate that the Jaguar is 
se l l ing fast. And that's i n  spite of the fact 
that the big developers aren't exactly 
tripping over each other to develop the 
fi rst games for it. 

Jaguar is  a m ightily impressive piece of 
kit, that - if pitched against the cu rrent 
systems on offer from Sega and N intendo ­
deserves to c lean up.  

But don't forget the Sony PlayStation,  
Sega's Satu rn and N intendo's SGI  system. 
The competition could be about to £ 
get a whole lot tougher . . .  
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1 TV modulator - provides a full screen PAL picture. 2 32bit cartridge connector. The CD unit plugs into this (cartridges then plug into the top of the CD 
unit). Cartridges up to six megabytes (48 Mbits) can be inserted here. 3 Boot ROM chip. The letters 'ATARI' spin onto the screen and a parallel 
projection 3D cube with Jaguars texture-mapped onto the faces rotates for a few seconds before each game is run. 4 DRAM chips. Two megabytes of 
data can be accessed from here, 64bits at a time. 5 The 68000 chip (remember them?), clocked at 13.3Mhz. This is used to boot the machine and 
coordinate the custom processors (Tom and Jerry) which do most of the work. 6 Jerry, the custom sound processor. This is a RISC chip which contains 
SK of internal program/data store, reducing the need to access main memory. lt has 16bit DACs (digital to analogue converters) for sound. lt also 
drives the ComLynx interface which allows Jaguars to talk to other Jaguars - or even Lynxes. 7 The second custom chip, Tom. This contains the blitter, 
object processor and GPU (graphics processing unit). The GPU is a RISC chip with 4K of internal programjdata store which can multiply in one cycle 
and is also optimised for matrix operations. The blitter can scale and rotate images in up to 24bit colour, has Z-buffering capabilities, can Gouraud 
shade polygons and depth shade textures. The object processor can scale images in up to 24bit colour. All in all, one powerful little SOIH)f-a-bitch.. .  41 
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D eve l o p i n g  with  Atte nt i o n  To D eta i l 

Chris Gibb (left) and Fred Gill (right), managing director and technical director of Attention To 
Detail - the UK developers of the world's first 64bit videogame, Cybermorph 

T he f i rst game for  the J ag u a r ,  
Cybermorph, w a s  deve l o ped i n  t h e  
U l< by Atte n t i o n  To Detai l ,  a s m a l l 

software h o use based i n  Warwi c k s h i re .  
Edge s p o k e  to Fred Gill and Chris Gibb, 
f o u n d e r  m e m bers  and d i rectors of A T D  . . .  

Edge H ow d i d  y o u  o r i g i n a l l y  g e t  h o l d  of t h e  
Cybermorph p roject? 
Fred Gill ' It ' s  from the l<o n i x  d ays .  The 
guys who d e s i g n e d  the c h i pset for  the l<o n i x  
d es i g ned t h e  c h i p set f o r  t h e  J ag u ar .  We d i d  
a f l y i n g  carpet d e m o  o n  t h e  l<o n i x  1 i n  j ust 
l l  d ays from h av i n g  i t  from sc ratc h .  I t ' s  a 
b i t  Zarch- l i ke i n  the way the carpet ro l l s ,  
a n d  they I i k e d  that,  so they asked u s  i f  we 
were i nterested in d o i n g  some d e m o s  for the 
J ag u a r  c h i pset. A n d  m o re i m p o rtant l y  at 

that t ime the c h i pset h ad n ' t  been d e b u g g e d .  
S o  t h e y  n e e d e d  s o m e o n e  to f i n d  a l l the b u g s  
for  th e m .  T h at w a s  a b o u t  1 8  m o nths  a g o  
n o w :  we 've had the J ag u a r  l o n g e r  than 
anybody e l se in  the c o u ntry - p robab l y  even 
the h a rdware d es i g ne r s ,  I th i n k . '  
Chris Gibb ' W e  had about 1 2  wee k s  t o  test 
and d e b u g  and to see what the m ac h i n e  
c o u l d  a n d  c o u l d n 't d o ;  i t  was a rea l l y  
p r o d uct ive t i m e  because a l ot of l i tt l e  t h i n g s  
came o u t  of the h ardware a n d  w e  m a d e  
s u g g e st i o n s  a b o u t  th i n g s  we ' d  l i ke adde d . '  
Edge S u c h  as? 
Fred ' T h e re are c o u p l e  of ' b i ts '  l eft u n used 
h e re a n d  there i n  the b l itte r c h i p ,  and  we 
asked them i f  they c o u l d  i n c l u d e  a mode 
where ,  when yo u ' re textu re-map p i n g ,  y o u  
can add a c o n stant v a l u e  to the p i x e l s ,  so  i t  

does  depth-shad i n g - A liens V s  Preda tor 

uses that to good effect. They a l s o  asked us 
i f  we had any i n struct i o n s  that we wanted to 
p u t  i nto the p rocessors a n d  we t h o u g ht of a 
c o u p l e .  I t ' s  n i ce to see h a rdware des i g ners  
l i ste n i ng to software pe o p l e . '  
Edge W h at d o  y o u  th i n k  o f  J ag u ar? 
Fred ' It ' s  a very,  ve ry powerfu l syste m ­
u n de rused at the m o ment.  I t ' s  g o i n g  to take 
pe o p l e  a year o r  two to get i nto i t ,  at the 
very l east. It  has its p r o b l e m s :  y o u  a l ways 
want m o re spee d ,  you a l ways want m o re 
powe r ,  software g uys a l ways want m o re .  
B ut we ' re very i m p ressed w i t h  i t ;  i t ' s  got  a 
l ot of potent i a l . A n d  i t ' s  got two or th ree 
years before the next 6 4 b i t  syste m can c o m e  
out  and  beat i t ,  i n c l u d i ng J ag u a r  2 . '  
Chris ' I  l i ke the fact that i t ' s  got a n u m b e r  
of d i fferent p rocessors that w o r k  i n  a 
var i ety of ways .  W h e n  y o u  c o m e  to s o l v i n g  a 
software p r o b l e m ,  there ' s  m o re than o n e  
w a y  of d o i n g  i t . ' 
Fred ' Yeah , y o u  can t u r n  a p r o b l e m  
u p s i de d own , o n  i ts head , a n d  f i n d  a rea l l y  
e l egant so l ut i o n ,  w h i c h  y o u  can ' t  when 
y o u 've o n l y  g ot o n e  way of p r o g ram m i n g  i t . ' 
Edge S o  what ' s  the best t h i n g  about it?  
Fred 'The fact that the th ree p rocessors i n  
there a l l  h ave sepa rate m e m o ry.  T h e re are 
th ree m a i n  p rocess o r s :  the G P U ,  G ra p h i c s  
P rocess i n g  U n it ,  i s  a R I S C - based p rocesso r .  
I t ' s  g ot its own i n struct i o n  set  and  i t ' s  g ot 
4 1< of i nte r n a l  m e m o ry .  It doesn ' t  have to 
go to exte r n a l  m e m o ry u n l ess it wants t o .  

' T h e n  there ' s  the O S  P w h i c h  i s  the 
D i g ita l  S o u n d  P rocess o r ,  a n d  that ' s  got 8 1< 
of i nte r n a l  m e m o ry ,  wh i c h  it needs for  
decent s o u n d .  So i t  can d o  a l l  the s o u n d  
synthes i s - u s i n g  F M  o r  whatever - ag a i n  
w ithout  g o i n g  t o  m a i n  m e m o ry .  

' T h e  o t h e r  t h i n g  that Ata r i  c a l l a 
p rocessor is the b l i tte r ,  wh i c h  i s  bas i c a l l y  a 
b l oc k  m o v i n g  c h i p ,  but  it can do rotat i o n  
a n d  sca l i n g .  It  c a n  d o  fo u r  G o u ra u d  
p i x e l s  i n  o n e  g o - i n  t w o  cyc l e s  effect i ve l y .  
I t ' s  a l s o  g o t  hardware Z-b uffe r i n g ,  w h i c h  
a l l ows 3 D  shapes to g o  t h r o u g h  o t h e r  3 D  
shapes :  i t ' s  a way of depthc u e i n g  objects . It  
g i ves y o u  to a p i x e l  by p ixe l  reso l ut i o n  on  
how deep a p i x e l  i s  i n  the sc ree n .  I t ' s  q u ite 
u n u s u a l  to f i n d  in a mach i ne l i ke t h i s . ' 
Chris ' A n  e x am p l e  of where we use it i s  i n  
o n e  o f  the e n d  nast i e s  i n  Cybermorph ­

H ead H u nter h e ' s  c a l l ed - and he f l i e s  over  
th is  u n d u l at i n g  te r ra i n  but  then  occas i o na l l y  
h e  j u st s i n ks t h r o u g h  the terra i n .  That 's  
what Z-b uffe r i n g  g i ves y o u .  

' T h e  B i o- B i o bs  a l s o  s h ow Z-b uffe r i n g :  
they're b l obs  o f  gooey stuff that attach 
themse l ves to y o u r  sh i p . '  
Fred ' T h at ' s  t h e  n i ce t h i n g  about  
Z-b uffe r i n g :  the l an dscape i s  d o n e  i n  a 
separate p rocess.  I n  Cybermorph, we d raw 
a l l the objects , and then d raw the l an d scape 
u n d e rneat h .  And the Z-b uffe r i n g  takes care 
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of it a l l  for  u s . ' 
Edge W i th Cybermorph, how m u c h  stuff 
are y o u  s h i ft i n g  aro u n d ?  
Fred ' T h e r e ' s  between 4 0 0  a n d  6 0 0  
p o l yg o n s  a frame , a n d  i t ' s  ru n n i n g  at 
between 1 0  and 1 8  frames a seco n d .  W h e n  
i t ' s  m o v i n g  6 0 0  p o l y g o n s ,  i t ' s  p r o bab l y  
about 1 0  frames a sec o n d - so i t  h a n d l e s  
a r o u n d  6 , 0 0 0  p o l y g o n s  a sec o n d .  

' We h ave n ' t rea l l y  d o n e  any stat i st i cs 
because the p o l y g o n  s i ze s  vary so m u c h .  B u t  
w e  def i n ite l y  rec k o n  we can g e t  a 5 0 - 1 0 0 %  
speed u p  o n  t h e  e n g i ne .  Y o u  c a n  e q u a l  i t  i f  
y o u  d o  f l at-shaded p o l yg o n s :  a 4 8 6  at 
66 M H z with Loca l  B u s  wi 1 1  p robab l y  do the 
same but not with  G o u ra u d  s h ad i n g . '  
Chris ' G o u ra u d  s h ad i n g ' s  a very s u bt l e  
tec h n i q u e :  y o u ' re add i n g a f i xed l i g h t  
s o u rce so mewhere with i n  the wor l d ,  a n d  the 
c o l o u r  i ntens i ty changes across the face of 
every p o l y g o n .  You p l ot the l i g ht sou rce to 
every p o l y g o n  o n  a s h a p e ,  and s u d d e n l y  i t ' s  
got a d a r k  s i d e  a n d  a l i g h t  s i d e  a n d  the 
w h o l e  t h i n g  l o o k s  m o re so l i d  and  y o u  l o se 
the p o l yg o n  l o o k .  A n d  that rea l l y  is the 
h a l l m a r k  of Cybermorph; every terra i n  
makes  u s e  o f  that . '  
Edge W h at about  te xture-map p i n g ?  
Fred ' T h e  two c u stom p rocessors - T o m  
a n d  J e rry - a l l ow y o u  to d o  i t .  J e r ry i s  the 
D S P ,  which i s  bas i ca l l y  for  s o u n d .  
O r i g i n a l l y  w e  were h o p i n g  that s o m e  of the 
p rocess i n g  powe r wo u l d  be l eft over  in  J e rry 
so  that we c o u l d ,  say , d o  the 3D rotat i o n  
c o d e  i n  t h e r e ,  t h e n  T o m  wou l d  start 
rende r i n g  that wh i l e  J e r ry was d o i n g  s o u n d .  
B ut as i t  t u r n s  o u t ,  eve ryth i n g  i s  u s i n g  the 
D S P  to its fu l l ,  s o  there ' s  n o  spare m e m o ry ,  
n o  spare p rocess i n g  power.  

'Tom is  the g ra p h i c s  c h i p ,  a n d  i s  very 
q u i c k  at r u n n i n g  the b l itter because he can 

' lt 's a very, 
very powerfu l  
system - very 
u nderused at 
the moment. 
lt 's going to 
take people a 
year or two to 
get into it . . .  ' 

Fred Gill ,  Jaguar programmer and 
director, Attention To Detail 
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wr ite to the m e m o ry l oc at i o n s  that the 
b l i tte r req u i res very q u i c k l y .  If  you  run i t  
from the 6 8 0 0 0  i t ' s  a s l owe r p rocess.  T h e  
b l i tte r has the capab i l ity to ste p t h r o u g h  an 
i m age in  X and Y c o o r d i n ates 
i n d e p e n d e nt l y ,  and that i s  very g o o d  for  
text u re-map p i n g .  It  was n ' t  des igned  to 
t h o u g h :  the h a rdware d e s i g ners  were very 
s u r p r i sed when they saw i t ,  but they were 
very g l ad .  I t ' s  a s i d e  effect of the rotat i o n  
capabi  I i t i e s  that t h e  b l  i tte r has . '  
Edge I t ' s  n o t  actu a l l y d e d i cated textu re­
mapp i n g ,  so  is it  any g o o d ?  
Fred ' It ' s  not a s  g o o d  as it  c o u l d  b e :  i t ' s  
rou g h l y  ten t i mes s l ower to d o  textu re­
mapp i n g  than G o u raud s h ad i n g .  W ith these 
p rocess o r s ,  there i s n ' t  m u c h  p o i nt u s i n g  the 
t r i c k s  you ' d  n o r m a l l y  use o n  P C ,  because 
it 's  o n l y  o n e  t ick per  i n struct i o n .  You may 
as we l l  d o  i t  the hard way - eve ryth i n g ' s  
l o n g -w i n ded b u t  it  st i l l  t u r n s  o u t  t o  b e  fa i r l y  
fast, a n d  i t ' s  eas i e r  t o  fo l l ow .  

' F o r  i n stance,  you  can s t o r e  t h i n g s  a s  
l o g s  and  l o o k  them u p  i n  a tab l e ,  but  i t ' s  
actu a l l y  s l ower to l o o k  i n  the tab l e ­
because you  h ave to access exte r n a l  m e m o ry 
- than it i s  to do the m u l t i p l y i n g  on the f l y .  
It a l s o  h a s  so meth i n g  the hardware 
des i g ners  c a l l S i sto l i c m u l t i p l y i n g -
mean i n g  heartbeat - w h i c h  means it can d o  
o n e  m u l t i p l y  per  t i c k .  It w i l l  a l l ow y o u  to d o  
t h e  m at r i x  m u l t i p l y  y o u rs e l f ,  a n d  i t ' l l  d o  
anyth i n g  between a th ree b y  th ree o r  a n  
e i g ht by e i g h t  m at r i x  i n  t h e  n u m be r  o f  
e l e ments .  S o  a th ree by th ree takes n i ne 
cyc l e s ,  and  an e i g h t  by e i g ht takes 64 cyc l e s  
- and that ' s  very q u i c k .  

' T h e  two i nterna l  c h i ps a r e  c l oc k e d  at 
2 6 . 6  M H z ,  a n d  the 6 8 0 0 0  is c l ocked at 
1 6 M H z . T h e  6 8 0 0 0  can be r u n  i n  para l l e l  
w i t h  T o m  a n d  J e rry ,  so  i n  Cybermorph we 
have i t  m o v i n g  a l l the o bj ects in the wor l d . '  
Edge W h at s o rt o f  games wou l d  y o u  l i ke to 
see o n  the J ag u ar? 
Fred ' I ' d  l i ke to see a text u re-mapped game 
with C D- R O M  that ' s  i nteract i v e ,  that 
doesn ' t  fee l l i ke you ' re sat watc h i ng i t .  I 
th i n k  d e s i g ners  h ave a l ot to l e a r n  before 
that h a p p e n s ,  u nfort u n ate l y . '  
Chris ' T h e re ' s  th i s  genera l  fee l i n g  o f  what 
C D  can b r i n g  to a g a m e ;  it wou l d  be n i ce to 
try a n d  create one,  o r  at l east move in  the 
r i g h t  d i recti o n .  And J ag u a r  wou l d  be as 
g o o d  a p l atfo r m  as any to d o  that o n . '  
Edge A nyth i ng y o u  d i s l i ke about J ag u a r ?  
Fred ' T h e  th i n g  I w a n t  to s a y  I c a n ' t  
because of J ag u a r  2 - Ata r i  a r e  a l ready 
wo r k i n g  o n  that,  and  they ' re c o n s u l t i n g  the 
u s  about  what they wou l d  l i ke in  J ag u a r  2 . '  
Edge Why d o  another  syste m s o  s o o n ?  
Fred ' T h e  J ag u a r  c h i pset has been th ree 
years in deve l o p ment ,  and they want to h ave 
J ag u a r  2 when N i ntendo h i ts with P roject 
Rea l ity.  J ag u a r  2 w i l l  sti l l  be 6 4 b i t - 1 2 8 b i t  
i s  a b i g  l e a p  to take and i s  very e x p e n s i ve .  

' O r i g i n a l l y  J ag u a r  w a s  i nte nded to b e  
4 0 M  H z ,  and  the c h i ps t u r n e d  out  to be ve ry 
hard for the si I i c o n  man ufactu rers to 
p r o d u c e ;  they wou l d n 't g u arantee them at 

4 0 M H z . So part of the p rocess w i l l  be 
m a k i n g  s u re that J ag u a r  2 is at l e ast 40 
and p r o bab l y  50 o r  60 M H z. 

' B ut there are th i n g s  m i s s i n g  from 
J ag u a r  which they w i l l  be putt i n g  in .  F u l l  
textu re-map p i n g ,  gene rated te xtures ,  m aybe 
we ' l l  even h ave P h o n g  shad i n g . . .  

' T h ey ' re tal k i n g  1 9 9 5  for  a J ag u a r  2 
re l ease , the changes  are m a i n l y  spee d u p s  
and a f e w  h i d d e n  t h i n g s  h e r e  and there . '  
Chris ' I  th i n k  the best th i n g  about J ag u a r  i s  
t h e  p r i ce p o i nt.  W h e n  y o u  l o o k  a t  t h e  k i t  
you ' re gett i n g ,  t h e  p r i ce to power rat i o  i s  
exce l l e n t ;  y o u  j ust can ' t  argue with it . ' 
Fred ' Of c o u rse that doesn 't  mean anyth i n g  
i f  t h e  games are n ' t  a n y  g o o d .  W h at i t  does 
g i ve i s  a futu re p roof mach i n e :  th ree , four 
years down the l i ne ,  we ' l l  h ave J ag u a r  2 ,  
but i t ' l l  st i l l  be r u n n i n g  o l d  softwa re.  

'And that ' s  someth i n g  I ' m  not s u re 
you 've got with N i nte n d o .  I ' ve got a S u pe r  
N E S ,  but I know i n  two years ' t i m e i t ' l l  b e  
dead ; n o - o n e  w i l l  be p r o d u c i n g  £ software for  it . . .  ' 

Cybermorph certainly shows off some the 
Jaguar's 3D graphics capabilities, such as 
Gouraud shading and Z-buffering. And for 
the first 64bit game, it's not half bad . . .  
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t e c h v i e w :  6 4 b i t  

R e b e l l i o n  Software 

Rebellion Software: (from left to right) creative director Jason Kingsley (back), artists Stuart 
Wilson (front) and Justin Rey, programmer Mike Beaton and artist Toby Harrison-Banfield 

dge v i s ited Rebe l l i o n  S oftware i n  
Oxford - deve l o pers o f  two new 
J ag u a r  t i t l es and one  of the f i rst 

c o m p a n i e s  to ta l k  about software 
deve l opment  for  Atar i ' s new mac h i ne .  

R e be l l i o n ' s  c reat i ve d i recto r ,  Jason 
Kingsley, was certa i n l y  very i m p ressed by 
the J ag u a r .  ' I t ' s  s u p e r b , even c o m p a r i s o n s  
with P C s  a r e  favo u ra b l e .  I ' d  s a y  that 
speedw i s e ,  i n  2 5 6  c o l o u rs ,  a 4 8 6  D X 2  
( 6 6 M H z l  P C  w i l l  j u st about match the 
pe rfo rmance of the J ag u ar .  B ut then  the 
J ag u a r  w i l l  p robab l y  be ab l e  to offe r the 
same speed in 1 6  o r  2 4 b i t  c o l o u r  . .  . '  

Edge then q u i zzed Rebe l l i o n  p r o g r a m m e r  
Mike Beaton about the mach i n e ' s  
advantages a n d  rest r i ct i o n s .  
Edge W e ' d  be i n c l i ned to s u g gest that t h e  
g raph i cs i n  A l iens Vs Predator a r e  ro u g h l y  
o n  p a r  w i t h  what ' s  poss i b l e  o n  a 4 8 6  P C .  
H ow m u c h  pote n t i a l  f o r  i m p rovement i s  
there o n  t h e  J ag u ar? 
Mike ' I ' d say y o u  c o u l d  d o  a l ot m o re with 
the frame rate and the textu re-m app i n g  for  
a start. We save p rocess i n g  t ime by m a k i n g  

s u re that th i n g s  a r e  o n l y  d rawn when 
they ' re v i s i b l e .  W a l l s  that are obscu red 
beh i n d  other wa l l s  are c a l c u l ated but  not 
d rawn .  Y o u  c o u l d  certa i n l y  d o  a l ot m o re 
with  the freedom of movement ,  t o o .  

' A s  a c o m p ar i so n , the U ltima 

Underworld games are based a r o u n d  a true 
3D po l y g o n  maze ,  wh i l e  A VP i s  a maze 
system opt i m i sed for  speed . T h e re are many 
t h i n g s  that c o u l d  be i m p roved as we learn 
about the mach i n e .  Our  next p roject,  the 3 D  
d u n g e o n  g a m e ,  w i l l  be a n  exte n s i o n  of the 
g raph i c s  e n g i ne used here . ' 
Edge A n d  what about the n u m be r  of 
c o l o u rs o n screen - how m u c h  bear i n g  o n  
speed d o e s  i t  h ave? 
Mike ' A liens Vs Predator runs in 1 6 b i t  
c o l o u r  m o d e .  T h at i s  6 5 , 0 0 0  c o l o u rs 
o n s c reen at once .  Of c o u rse the mach i n e  has 
a true c o l o u r  mode for  over 16 m i l l i o n  
o n screen but  then  th i s  o bv i o u s l y  eats u p  
p rocess i n g  speed . T r u e  c o l o u r  w i l l  p robab l y  
re m a i n  t h e  p rese rve of sti l l  screens a n d  
i ntros .  W h e n  the C D- R O M  a r r i v e s ,  I g u ess 
i t ' l l  be e x p l o ited m o re . '  
Edge D o  y o u  th i n k  t h e  J ag u a r ' s  a 

Nearing completion is Rebellion's racing game, tentatively titled Checkered Flag 11. 
Comparisons to Virlua Racing are obvious, but the games are pole (positions) apart . . .  

prog ram m e r-fr i e n d l y  mach i n e ?  
Mike ' T h e  mach i n e ' s  s u ited to a certa i n  
sty l e  o f  p r o g ram m i ng .  S o m e o n e  c o m i n g  
f r o m  a P C  bac k g r o u n d  w i  1 1  be f a r  m o re at 
h o m e  with the mac h i ne than s o m e o n e  wh o ' s  
used t o  p r o g ram m i n g  conso l e s .  T h e  reason 
be i n g  that the c h i ps in  the J ag u a r  are 
g e n e r a l  p u rpose ones,  whe reas m o st 
c o n s o l e s  i n c l u d e  c h i ps that h ave defa u l t  
effects s u c h  a s  M o de 7 i n  t h e  S u pe r  N E S . '  
Edge W h at about s o u n d ?  
Mike ' T h e  D S  P i s  as p owe rfu l as t h e  
g ra p h i c s  processo r .  I t ' s  so powerfu l spare 
n u m be r  c r u n c h i n g  can be a l l ocated to h e l p  
o u t  with  g ra p h i c s  ca l c u l at i o n s .  U n l i ke oth e r  
c o n s o l e s ,  there ' s  n o  spec i f i e d  restr i ct i o n  o n  
t h e  n u m be r  of s i m u ltaneous c h a n n e l s  y o u  
c a n  h ave p l ay i n g .  That 's  t h e  beauty of the 
mach i n e ' s  arc h i tecture - what y o u  l o se i n  
spec i f i c  f u n ct i o n s ,  y o u  g a i n  i n  versat i l i ty . '  
Edge W i th t h e  so-ca l l ed ' J ag- P E G '  
c o m p ress i o n  b u i l t  i nto the m ac h i ne ' s  
h a rdware , j u st h o w  m u c h  d ata c a n  be 

Aliens Vs Predator shows that the Jaguar 
can do more than just polygons ... it can 
texture map and depthcue them too 

c o m p ressed onto a 1 6  M b i t  cartr i d g e ?  
Mike ' J ag- P E G  i s  rea l l y  j u st fancy n a m e  
for  the Ata r i  vers i o n  of J - P  E G  - a  
c o m p ress i o n  r o u t i ne  that can c o m p ress d ata 
at rates of up to 4 0 : 1 .  Of  c o u rse , the q u a l ity 
suffers bad l y  with rates t h i s  h i g h  and i n  
A liens Vs Predator we ' ve managed t o  get 
the game c o m p ressed at a rat i o  of j u st 
u n d e r  7 : 1  w ithout  any l o ss in q u a l ity.  

' T h at effect i v e l y  g i ves u s  a r o u n d  1 4  
meg abytes ( 1 1 2  M b i t s )  o f  space o n  a two 
meg abyte ( 1 6  M b it l  cart r i d g e .  Of c o u rs e ,  
with a l ot of stat i c  2 4 b it s c r e e n s  i n  £ 
the game th i s  eas i l y  gets f i l l e d  up . . .  ' 



The sky's 
the l i m it. 

3 D Stu d i o  Re l ease 3 n ow 
br i ngs  profess iona l q u a l ity 
3 D  m od e l l i ng ,  render i ng  
a nd a n i mat ion  to  you r  
d eskto p .  
There's no holding back With 3D Studio Release 3 
you can develop your ideas further than you ever 
thought possible on a PC - in fact your imagination 
is the only limit . 

3D Studio Release 3 allows the PC to become a 
serious contender in the world of high quality 
modelling and animation. Through network 
rendering capabilities,  you can utilise available PC's 
as rendering slaves for scalable, increased 
rendering performance . 

The output from 3D Studio, whether static image 
or animation, is now comparable with workstation 
systems.  Advanced lighting controls allow for ray­
traced shadows and other dramatic lighting effects . 
The M aterials Editor has been enhanced too, with 
a wealth of new options and mapping control for 
limitless materials composition. 

Call 0483-300077 for more information, or the 
name of your nearest Autodesk Authorised 3D 
Studio Dealer for a down to earth demonstration . 

� Autodesk. 





m e d i av i e w 

The 

se l l  
Edge ex pl ores that twilight zone between image and reality where the 

marketers hatch their plans for global domination . Does the H ype 

M achine really manufacture anything of l asting value , or 

is it j ust consuming vast amounts of money, 

t ime and tal ent in a bid to pul l  the 

act: marketing is  crucial 
to success in  the 
videogames industry. 
Fact: the amount of 
money spent on 
videogames advertis ing in 

the UK has risen from £2m to over £24m 
in the last th ree years. Fact: the battle 
between N i ntendo and Sega is  as much 
about image and perception as it is  about 
hardware and software. 

The tangible barriers between the two 
brands are col lapsing. This Ch ristmas both 
wi l l  be marketing Aladdin, both wi l l  be 
marketing Street Fighter 11. lt is  getting to 
the stage where the d ifference between 
N i ntendo and Sega is  the d ifference 
between Coke and Pepsi :  a no man's land 
where the marketers go over the top to 
fight for the hearts, minds and wallets of 
the gamesplaying publ ic .  

And as the competition intensifies, the 

wool over the consumers ' 

eyes? Read on 

techniques u s e d  b y  t h e  marketers' 
shocktroops are becoming more and more 
sophisticated. 

The Sega/Nintendo battle is  the most 
vis ib le element of the marketing war, but 
beyond those two there are more and 
more software companies competing for 
share of a market whose growth rate 
everyone agrees is  starting to subside.  

So the Hype Machine's rol e  has 
changed. Where once it was a case of 
s imply communicati ng information about a 
product and its avai labi l ity, it now has to 
manufacture a good reason why you should 
buy that game ahead of an equal ly good 
one produced by a rival fi rm.  

'We've gone th rough a very, 
very quick evol ution',  says N i ntendo's 
marketing d irector Mike Hayes. 'Statistics 
say videogames are the fastest growing 

consumer d u rable product ever - in  only 
three years the market's grown 3 ,000%, to 
a forecast retai l  revenue market of £700m 
this year. And obviously the brands with in 
that have gone th rough some pretty 
fu ndamental changes from the early days, 
when the product was everyth ing. We've 
now moved in  an evolution of the l ife cycle 
to the stage where the val ue of the brand is  
becoming much more important.' 

And this is  where marketing p lunges 
into the world of the intangible.  Because 
those people who th ink that success is  a 
s imply a case of the best product wins 
should th i n k  again.  Why, for instance, 
aren't you watching fi lms on a V2000 or 
even Betamax VCR, or plugging OAT tapes 
into you r  Walkman ? 

The cyn ics wi l l  ask what, exactly, is a 
brand ?  Isn 't it j u st the name you attach to a 
product, noth ing more? The answer is in 
you r  own minds.  When you go to a 
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m e d i a v i e w 

'We've now 
moved to the 
stage where the 
value of the 
brand is 
becoming more 
important' 

Mike Hayes, marketing director. Nintendo UK 

restau rant, how many times do you ask for 
a Perrier rather than just m i neral water? 

Sega and N intendo are al ready brands. 
They both stand for someth i ng beyond the 
basic specifications of the hardware and 
software on offer. Sega in  particu lar has 
been successfu l in  defin ing itself among the 
core teenage market by embracing a 
rebe l l ious,  m i ld ly anti-establ ishment 
attitude. The fact that Sega itself -
notwithstanding its Richard Branson-ti nged 
UK outpost - is a vast m u ltinational 
corporation whose Japanese bosses are 
about as rebel l ious as M uffin the Mule is  
not important. The image Sega's marketers 
create brings with it its own real ity. 

'The brand is  about innovation -
'Here's the new generation of i nteractive 
entertainment',' says Sega's marketing 
d i rector Simon Morris. 'We have to be 
d ifferent, we can't do someth ing tacky or 
old fash ioned. '  And Morris makes the 
tel l ing point that the marketing, just l i ke the 

'real '  products, has to be conti nual ly 
refined and improved to retain an edge 
over the competition.  

And in  1 992 more people bought 
Sega's marketi ng 'product' than N intendo's 
- a  fact now conceded by N i ntendo's M ike 
Hayes. 'Sega's most successfu l market is 
the UK. Even though N i ntendo has sh ipped 
more product here than anywhere else in  
Europe - Sega have performed strongly.' 

The reason?  Because Sega set 'a new 
standard and style of advertising' that has 
raised the marketing ante in  the U K  to 
levels  previously undreamed of. 

Accord ing to Hayes, 'We'd always 
been the market leader by a long way, and 
then Sega started their new style, which is  
primari ly ' in  yer face',  pr imari ly rebel l ion ,  
and with the launch of the ir  Mega D rive 
they managed to overtake us on market 
share for the period from the second half 
of '92 to the fi rst six months of this year.' 

That success has provoked Hayes to 
look for a new marketi ng product - the 
most vis ib le result of which is the £ I  Om 
advertis ing campaign featu ring Rik Mayal l  
that b l itzed TV screens this Ch ristmas. 

But whi le ,  at the top, Sega and 
N i ntendo have learned the importance of 
marketing, the lessons are sti l l  being 
absorbed by the software companies. 

When ad man Jeff Tawney left 
the agency Ogi lvy & Mather to join T engen 
as marketing manager in  October, he 
ruffled a few feathers by launch ing a vicious 
broadside against the qual ity of marketing 
in  the games pub l i sh ing industry. Most of it, 
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Typ ical  new prod uct 
sa les  c urve 

Time 

Early sales are slow, confined to 'early 
adopters'; as word of mouth spreads, so do 
sales. This accelerates as the marketing 
kicks in, and sales eventually plateau 

he claimed, looked l ike it had been 
produced by 'geriatric baboons'.  

'Sega and N i ntendo have been doing a 
fantastic job, but the general standard of 
press and trade advertis ing among the 
other publ i shers is  appal l i ng, it's a mess. 
There is  sti l l  a fai r  amount of cowboys out 
there who don't understand what 
marketing tools they have.'  He maintains  
there are 'enormous opportun ities' for 
software companies who do get their 
marketing right. 

Trad itional ly, the software companies 
have placed enormous emphasis on 
previews and reviews in  the console 
magazines to push their new releases. 
There are two fundamental problems here. 
The fi rst is  that no matter how hard some 
companies try, the opinions of the 
journal ists wi l l  always be someth ing of a 
loose can non. (Although one marketer of a 

Sega's ads have a high potential for confusion. Hands up everyone who thought there was a new 
Sega game called 'Planet Of The Pigs'? No: it's a pastiche on Planet Of The Apes. Hmm . . .  



Rik Mayall hams it up for the Game Boy Zelda commercial. Over the course of their latest ad run, 
Nintendo are spending £1m a week to bring the word of Nintendo directly into your home • • •  

top software firm ins ists that spend ing 
£ I  00 lunch ing a hack in a top London 
restaurant can generate tens of thousands 
of pounds in  sales by 'preventi ng' a 
mediocre game being thoroughly canned. 
Needless to say, no names were given).  

Second ly, the rapid growth of the 
videogames market means it i s  no longer 
the exclus ive preserve of the early 
adopters and enthusiasts. ' If  you real ly want 
to get out there and be a winner you have 
to take i nto account that a lot of people 
play games but aren't part of what might be 
cal led 'the anorak cu lture',' says Acclaim's 
marketing manager Paul McGarvey. 'You 
can not just rely on the magazines to sel l  
product for you.' 

McGarvey should know. H e  is  the man 
behind a campaign hailed by many as the 
benchmark for futu re software marketing: 
Mortal Kombat . . .  

When Tracy McLeod, Wi l l  Self and 
some fat bloke with a beard spent I 5 
min utes d iscussing Acclaim's Mortal Kombat 

on BBC 2's late n ight arts chat show, The 
Late Show, it was c lear that the Hype 
Mach ine had man ufactu red someth i ng 
more than j ust another straight videogame. 

'You do get i nto someth i ng cal led a 
media sp iral , '  explains Robert Partridge, 

managing d i rector of Acclaim's PR company 
Partridge & Storey. 'Things become famous 
for being famous. I n  the past I 've worked 
with Frankie Goes to Hol lywood, U 2  . . .  
When a campaign becomes sufficiently 
attractive to the media, things start to 
happen even despite you.  The funny th i ng 
to th i n k  about, though, is how on earth do 

you control it then?'  
Of course, Kombat had a major 

advantage in  the media sp iral stakes thanks 
to its now notorious 'death moves'. 
Although no one from Acclaim will adm it it 
on the record, the pixel lated depictions of 
blood and muti lation are a crucial part of 
the game's marketabi l ity. To use the jargon, 
they gave the game a un ique se l l ing 
proposition (USP) setting it apart from al l  
of the other beat 'em ups i n  the market. 

The chal lenge for Pau l  McGarvey and 
Robert Partridge was to use this bloody 
USP to their advantage - without 
provoking a massive media backlash that 
could stop some of the big retai lers l i ke 
Boots and Toys R' Us stocking the game 
(as they i n itial ly refused to stock Sega's I 5 
certificate game, Night Trap) . 

Sega and N i ntendo ad spends  
1991-1993 
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Sega and Nintendo's ad spends have 
accelerated in proportion to the growth of 
the market. This year the total tops £24m 

m e d i a v i e w 

' I n  a sense 
marketing is a 
product to Sega, 
and we have to 
keep up to date. 
The brand is all  
about innovation ' 

Slmon Morris, marketing director, Sega Europe 

That meant a combi nation of a £ I  m 
' l ifestyle-oriented'  TV and poster 
advertis ing campaign, and some 
sophisticated spin doctoring of media 
enquiries about d igitised blood and guts. 

'The posters for instance don't feature 
the game or packaging,' says McGarvey. 
' Instead it's making a statement that this is 
a powerfu l piece of popular cu lture. Yes, it 
was risky, it's been done for movies and 
records but it's never been done before for 
games - they tend to be very 
straightforward: 'Here's the game, here's a 
couple of quotes from magazines, here's a 
couple of screenshots - oh,  and by the 
way, it's out now'.' 

The campaign targeted older 
consumers - 1 2-25 yearold males - as 
opposed to the five yearolds that Sonic i s  
pitched at. But McGarvey adm its that many 
you ngsters may have also been d rawn to 
the campaign because ' it looked so 
d ifferent, so d istinct from the way other 
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'The general 
standard of 
advertising. . .  is 
appall ing. 
There's a fair  
amount of 
cowboys out 
there' 

Jeff Tawney, marketing manager, Tengen Europe 

companies marketed their products'. 
The sheer size of the campaign was 

unprecedented - the typical amount of 
money spent by thi rdparty publ ishers on 
promoting an 'A' title u nti l  then was 
between £ I  00,000 and £200,000. Mortal 

Kombat is probably the first example of a 
game where the marketing budget was 
bigger than the development costs. 

Acclaim were able to muster up the 
budget because the game was being 
launched on so many d ifferent platforms 
s imu ltaneously, al lowing a 'pool ing' of 
marketing resources behind a generic 
Mortal Kombat campaign. 

On the PR front, Partridge had a 
prepared script with which he defused any 
media critic ism. (He has had p lenty of 
practice at such 'fire fighting': two years 
ago the rap group NW A's record company 
brought him in  when the pol ice th reatened 

to ban the group's N iggas For Life album.) 
'We knew Mortal Kombat was going to 

make a good tabloid story, but instead of 
being reactive or  s imply saying 'no 
comment' we were going to be pro-active' .  
That meant getting the grudging approval of 
advisory groups such as the Video 
Standards Counci l  and the Trad i ng 
Standards authorities; putti ng 'Parental 
Gu idance Advised . .  .' stickers on the 
packaging; tel l i ng journal ists that comparing 
this game to real violence was 'trivia l is ing 
violence' and pointing out that at £50 a pop 
five yearolds  were u n l i kely to get hold of 
the cart without a parent buying it for them 
- 'so it i s  up  to them to decide the 
su itabi l ity of the game for the ir  ch i ldren' .  

And it worked. The Hype Mach ine 
ensured that Mortal Kombat soon graduated 
from a videogame to a media event. The 
gore became folklore, but the press 
stopped short of outright condemnation.  
And soon the success of the game itself -
the claim was that it notched up £ I Sm 
worth of sales in its fi rst week, a 'box 
office' take only beaten by J u rassic Park ­
became as newsworthy as the violence. 

Acclaim expects to se l l  500,000 copies 
of Mortal Kombat by Christmas, 
representing retai l  sales of around £20m. 
'And don't forget we ach i eved that i n  spite 
of the special ist press - almost to a man 
they preferred Street Fighter 11 - the 
bastards ! ' ,  boasts McGarvey. 

Al ready other publ i shers are 
taking on board the lessons from Acclaim's 
Mortal marketing masterpiece. Ocean has 
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The battle between the two console giants 
to heighten brand awareness is hotly 
contested: a battle Sega is currently winning 

spent £800,000 promoting its monster 
release, jurassic Park - again benefiting from 
the economies of sca le that a m u ltiformat 
release brings. In some ways this campaign 
will be even more ambitious than 
Acclaim's,  because Ocean not only wants 
to se l l  Jurassic Park the game, it wants to 
promote Ocean, the brand. 
'There's no other youth brand i n  th is  
market apart from Sega and N intendo,'  
says marketing manager Simon Alty. 'We 
want to position Ocean n ext year as a 
youth brand - someth i ng that is perceived 
as hip and happen ing - alongside those two 
[and] create a degree of brand loyalty for 
o u r  products. '  

But others are sceptical, saying that 
wh i le  Sega and N intendo have the 
resou rces to brand themselves as hardware 
and software suppl iers, th i rdparty 
pub l i she rs are better off branding the 
games. ' it's not about se l l i ng Acclaim - it's 

- -- ................. .. .. . . . .  _ lin1ih:d 

"To be this hard 
takes ages" 

\i�;���. ((lo)(b;dler 

Imitation is the sincerest form of flattery: Mortal Kombafs marketing is a pun on Sega•s 
campaign; echoes of the 'Sega does what Nintendon't' ads seen in US games magazines 



in something of a bold move, Acclaim marketed Mortal Kombat without showing any images from 
the game itself. And with £15m worth of sales in the first week, it would seem to have worked 

about se l l ing the game. The kids don't care 
where a game came from ,  they just want it 
to be good! '  says McGarvey. 

I nevitably th is  kind of 
marketing costs big money, money that i n  
t h e  end is  paid for b y  you, t h e  consumer. 
The $64,000 question must be, therefore, 
is  it worth it? Think about this:  What 
wou ld happen if a l l  the companies closed 
down their marketing departments and 
p loughed back the money saved i nto 
bringing down cartridge prices? 

Design and printing 
of pacl<aging 

Design and printing 
of manual 

Point-of-sale 

£4-5,000 

£5-8,000 

material for retailers £25-30,000 

PR campaign 
(including launch party) £5-7,000 

Cost of specialist 
press advertising £10,000-20,000 

Production costs for 
TV commercial 

Media costs for 
TV commercial 

Total spend 

£10,000 

£100,000-£150,000 

£170,000-£230,000 

The answer is that pricing is part of 
marketing. N intendo's M i ke Hayes points 
out that s ince N i ntendo took over the U K  
d istribution from Bandai i n  Apri l ,  hardware 
prices have come tumbl ing - Game Boy 
from £80 to £30, the SNES with Street 

Fighter 11 from £ I 60 to £ 1 40. 
But marketing's basic function - to 

communicate i nformation about the 
products to consumers - remains as 
important as ever. Says Hayes; 'A 
fundamental of marketing is  to let people 
know what it is  we've got and what price it 
is .  Some people might say £ I  Om is  too 
much to pay to do this,  some m ight say it's 
not enough - but at the end of the day 
we've got eight m i l l ion consumers out 
there. If you don't tel l  them what you're 
doing you're kind of dumb. '  

And although the figu res th rown 
about by marketers are mind-boggl ing to 
the man in the street, as a proportion of 
total sales they're relatively smal l .  In Sega 
or N i ntendo's case, marketing expenditu re 
accounts for only around 5% of tu rnover. 

Acclaim's Pau l  McGarvey asked 
retai lers how much he would  have to cut 
Mortal Kombat's £50 price tag by to make 
big sales gains.  'They said making it £45,  
£40 or even £35 won't make any significant 
difference. You have to go wel l  below £30 
beforfl it becomes an impulse purchase. 
And to bring the price down to that level 
wou ld  have cost a lot more than the £ I  m 
we're spending on marketing.' 

So the answer is  that marketing does 
cost the customer money - u p  to around 
£2 on every cartridge. But any short term 

m e d i av i e w 1 

'Our posters 
made a 
statement that 
this was a 
powerfu l piece 
of popu lar 
culture. Yes, it 

. ky ' was r1s . . .  
Paul McGarvey, marketing manager, Acclaim 

benefits for consumer from axing 
marketing costs are l i kely to be outweighed 
by higher costs and - possibly - the 
acceleration of the market's decl ine.  

Sti l l ,  you can get too much of a 
good thing ins ists N i ntendo's M i ke Hayes. 
Like every marketer i n  the world he 
maintains  that the product is  the most 
important factor of a l l ,  particu larly in an 
industry where the punters are as media­
l iterate and advertis ing-aware as this one. 

'The product is  always bigger than 
you r  advertis ing. But this bus iness is  in 
danger of becomi ng over marketed and 
over precious about that marketing.' 

To backup his case he points the 
finger at - who else? - Sega. 

He says that Sega's launch commercial 
for the M ega CD was a classic case of 
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'We want to 
position Ocean 
next year as a 
youth brand -
something 
perceived as hip 
and happening' 

Slmon Alty, marketing manager, Ocean Software 

hyping a product beyond its capabi l ities. 
'That [commercial] was extravagant and 
extreme. lt  was a two and a half m i n ute 
commercial that cost god knows how 
much,  and that sold 30,000 un its - that's a 
bigsvi l le  flop in my book.' 

Ha yes maintains that some of Sega's 
activities - although bri l l iantly staged - are 
coming close to being 'marketing for the 
sake of marketing'. 'For instance I th i n k  
that Sega's management o f  sponsorsh ip  is  
bri l l iant - every pound they put in  they 
match with a pound on point-of-sale or PR. 
But sponsorsh i p  is  about bu i ld ing a 
longterm relationship with the consumer, 
and we're in a very smal l ,  very active 
market where every year we lose a m i l l ion 
buyers (as they grow out of videogames) 
and every year we gain  a m i l l ion. '  

Sega contests both Hayes' figu res ( it  
c la ims,  for instance, that 80,000 Mega CDs 
have been sold) and h is  analysis of the 
market. 'You can over hype and over 

sensational ise but that assumes that people 
wi l l  get bored of what we're actually 
marketing - and that remains our strong 
poi nt,' says S imon Morris.  

'The fi rst of the five P's of marketing is  
product (Edge: the others are pr ice,  p lace, 
promotion and proposition) and that's 
what we get right.' 

But Morris remains acutely sensitive 
to the accusations of hype for hype's sake. 
'We've got to make sure that we don't 
d isappear up our  own arses - and to do 
that we've got to keep our  feet on the 
ground and focus on the product coming 
th rough the pipel ine. '  

M arketing is al l  about creating 
and mould ing perceptions,  and in  doing so 
it can boost the sales of a dodgy game and 
leave the consumer feel i ng l ike they've 
been had. But doing it too often can be 
hazardous to a company's h ealth. 

Take a fi lm l icence for instance, which 
for the marketer is  rather l ike buying a 
ready-made brand off the shelf. In such 
cases the l icence comes fi rst and the 
gameplay a d istant second.  But despite that, 
the game wi l l  sti l l  se l l  because it has had a 
hot commercial property grafted onto it. 

S imi larly some of the most 'creative' 
marketing and promotional campaigns have 
been reserved for the most midd le  of the 
road products. 'At the end of the day if the 
product is  no good you can sti l l  do a good 
marketing job on it and get reasonable 
sales,' says Brad Shaw, a promotional 
consu ltant whose c l ients inc lude Virgin 
Games. ' But when the kids cotton on to 

the fact that it is not a great game, that's 
when the longterm damage is done to you r  
cred ib i l ity . . .  ' 

N intendo's M i ke Hayes says that TV 
advertis ing can demonstrably boost sales of 
any game. 'You can say that a TV campaign 
grows everyth ing fou rfold  i n  the fi rst two 
weeks'. But its effects are far more 
impressive when appl ied to a true 
'b lockbuster' product. 

Mario All Stars, for instance, he 
estimates wou ld  sti l l  se l l  1 50,000 u n its 
without any TV support. With a decent TV 
campaign behind it - say around £500,000-
£ I m - that figu re rises to 400,000-500,000 
u n its, representing additional retai l  sales of 
up to £2m. But if you put the same amount 
of money behind a mediocre title, 'You 
may take it from 1 5,000 to 1 8,000 u n its . '  

Sega's Simon Morris says h is  biggest 
mistake was over-estimating marketi ng's 
abi l ity to shore up sales of a dodgy game. 
'We advertised a piece of software that I 
knew was not a good game. lt was a 
serious under-estimation of o u r  
consumers. I thought good advertis ing 
would  make up for it, we j ust s h ifted a few 
more copies, and the consumers became a 
lot more cyn ical about our  advertis ing.' 

Sad ly Morris wil l  not be d rawn on 
which particular game this was - only that 
it was advertised heavi ly on TV some time 
last year. He promises that it wi l l  not 
happen again :  'You can't kid kids. You may 
get away with it once, but they won't let 
you get away with it twice.'  

The Hype Machine - for al l  its pistons,  
bel ls  and whistles - is  not infa l l ib le .  £ 
Thank god and Amen. 

Behind the scenes of Commodore's CD32 ad. A poor man's version of Nintendo's Super NES 
commercial, the lack of software - only Microcosm gets a look-in - is embarrassingly noticeable 
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The  G e n e s i s  o f  a Cam pa i g n  

Nintendo's latest ad campaign kicked off on Friday 22 October and was created by J Waiter Thompson. The 
campaign contains nine ads which star ex·alternative comedian Rik Mayall and were directed by John Lloyd of 
Blackadder and Not The Nine O'Clock News fame. Viewers are also 'nintroduced' to a new language 

[i r o m  start to f i n i s h ,  the new 
N i nte n d o  cam p a i g n  took about f i ve 
m o nths  to reach the scree n .  T h e  

p rocess began i n  J u ne when N i nte n d o  a s k e d  
f o u r  adve rt i s i n g  agenc ies - J W T ,  B a rt l e  
B o g i e  H e g arty , B M  P D D B  N ee d h a m ,  a n d  
i t s  c u rrent agency P u b  I i c i s - to c o m e  u p  
w i t h  a c o m p l ete l y  new c a m pa i g n .  

T h e  b r i ef g i ven to th ose age n c i e s  by 
market i n g  d i rector  Mike Hayes was 
stra i g htforward : ' To accentuate the brand 

o f  N intendo and present our products in a 

way more re levant to the kids of the 9 0s. ' 

B ut be h i n d  the s i m p l e  p i ece of typed A 4  
p a p e r  handed  out  to the agenc ies  w a s  some 
t u r b u l e nt h i story and a m aj o r  c h a n g e  in  
strate gy.  N i nte n d o  had j u st taken over the 
b u s i ness from the U I<  d i st r i b utors  B a n d a i  
and  b r o u g ht with  i t  a m u c h  g reate r i nterest 
in p u sh i n g its own b r a n d .  M o re i m po rtant l y  
N i nte n d o  was sti l l  ree l i n g  f r o m  C h r i stmas 
1992 when it  came a d i stant seco n d  to Sega.  

'The l ow p o i nt was December l ast year ,  
abso l ute l y , '  says H ayes.  N i nte n d o ' s  s a l e s  
w e r e  far from bad - 5 0 0 , 0 0 0  G ame B oys ,  
6 6 0 , 0 0 0  S N  E S ,  4 0 0 , 0 0 0  S b i t  c o n s o l e s ­
but it was k n ow i n g  that they c o u l d  h ave 
been m u c h  bette r t h at d e p ressed H ayes.  

'As a th i rd party d i st r i butor  y o u  can 't  
f i g ht a man ufacture r-based s u bs i d i a ry.  We 
c o u l d n 't com pete o n  p r i ce because we were 
essent i a l l y  a w h o l e s a l e r ,  we co u l d n ' t react 
q u i c k l y  with new p r o d u cts ,  we were l i m ited 
o n  the a m o u nt we c o u l d  spend on 
market i n g .  I t  was a t o u g h  t i m e . ' 

S o  a l ot was r i d i n g  on the new camp a i g n .  
It n o t  o n l y  h a d  to f u l f i l t h e  w r i tten b r i ef ,  i t  
had to m e e t  the u nwr itten o n e :  that 
N i ntendo is back and t h i s  t i m e  it is g o i n g  to 
be m ar ket l eader .  

T h e  age n c i e s  went  away and spent  m o ney 
o n  research to back u p  th e i r  c reative 

Steve Carter, JWT's account director, reckons 
Sega's ads were too extreme: 'Our campaign 
is an attempt to 'normalise' the market' 

p r o p o sa l s  (a p i tch for  an acc o u nt as b i g  as 
N i nte n d o  can cost an agency £ 2 0 , 0 0 0  o r  
m o re )  and  a l l  fo u r  c a m e  b a c k  w i t h  t h e  same 
bas i c  so l ut i o n :  h u m o u r .  

B y  t h e  m i d d l e  of J u l y  H ayes h a d  m a d e  h i s  
dec i s i o n :  J W T .  Over t h e  next s i x  wee ks  a 
process of c reat i ve deve l o pment  t o o k  p l ace ,  
d u r i n g  wh i c h  t i m e the agency had to f i r m  up  
its l o ose c reat i ve i deas and prod uce 
sto ryboards of ads for  n i ne p r o d u cts.  

It was now that R i k  M aya l l was b r o u g h t  

i n .  B ut advert i sers a l ways h ave to tread 
carefu l l y when u s i n g  ce l e b r i t i e s  in case the 
star becomes b i g g e r  than the b r a n d .  

H ayes s a y s  t h e r e  i s  n o  d a n g e r  of that 
h a p pe n i n g  with  these ad s :  ' T hey ' ve got a l ot 
of p rod uct i n  them and we want t h e m  to be 
h u m o u ro u s  and we l l  branded - R i k  M ayal l 
f i ts t h at pe rfect l y ,  but  t h i s  i s n ' t  R i k  M aya l l 
does  N i ntend o ,  t h i s  is N i ntendo e nterta i n s ­
a n d ,  by the way , we ' re u s i n g  R i k  M aya l l . '  

' C o ntract u a l  o b l i g at i o n s '  p revent h i m  
from revea l i n g  how m u c h  M ayal l i s  be i n g  
p a i d  except t o  say ' i t was worth h i s  wh i l e ' .  
( A d  agency est i m ates vary from £ 3 0 , 0 0 0  to 
£ 5 0 , 0 0 0  ' u p  front '  with the poss i b i l ity of 
M aya l l earn i n g  the same a m o u n t  ag a i n  from 
the re peat fees  that are p a i d  to the art i st 
every t i m e  a c o m m e rc i a l  i s  s h own . )  

T h e  n i ne c o m m e rc i a l s  were shot  i n  l ate 
S e pte m b e r  to e a r l y  Octo ber  and p o st­
p r o d uct i o n  w o r k  f i n i s h e d  j u st a wee k before 
the cam p a i g n  made its d e b ut o n  Octo ber  2 2 .  

J W T ' s  board acc o u nt d i rect o r  Steve 
Carter says the ads d e l i be rate l y  avo i d e d  
try i n g  to c o m pete with  S e g a ' s  anarc h i c  
P i rate T V  c a m p a i g n .  ' S ega h ave g o n e  a 
l i tt l e  b i t  too far over the e d g e .  O u r  
cam p a i g n  i s  a n  atte m pt t o  ' n o r m a l i s e '  the 
v i deogames mar ket and b r i n g  i t  back i nto 
the m a i n stream . '  

T h at tran s l ates a s  ads that even m u m s  
a n d  d a d s  c a n  u nde rstan d - without  the 
d e l i be rate confu s i o n  and e xc l us i v i ty of the 
S e g a  cam p a i g n .  A n d  H ayes b e l i eves t h i s  
c l as s i c ,  textb o o k  approach w i l l  ec l i pse 
S e g a ' s  i m age- l e d  sty l e .  

' W e  want to ret u r n  to g i v i n g  pe o p l e  g o o d  
p r o d u c t ,  g o o d  va l u e for  m o ney and a b i t  o f  
stab i l ity.  T h at ' s  what be i n g  a c l as s i c  b r a n d  
i s  a l l about ,  ca l m i n g  the m a rket d o w n ,  
matu r i n g  i t ,  add i n g  va l u e .  T h at ' s  what £ 
we ' re try i n g  to do w i t h  t h i s  campai g n . '  
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To b e  t h i s  ad ta l<e s Se ga  £l m 

For the last nine months, viewers have been dazzled, confused and bemused by Saga's Pirate TV campaign, 
created by WCRS. The foundation of the campaign was laid by as a series of ads in the specialist press, for a 
new brand of cat food, called A La Cat. The TV ads were then interrupted by the grinning pirate skull (top right) 

e g a ' s  P i rate TV campai g n  m ay l oo k  
l i ke t h e  i n s p i red stream of 
. c o n sc i o u s n ess i m ages of an i n sane 

T V  execut ive but  there i s  method in the 
madness.  

M ost of the footage that we see o n  o u r  
screens was f i l med b a c k  i n  A p r i l w h e n  S e g a  
w a s  putt i n g  t o g e t h e r  that se m i n a l  t w o  a n d  a 
h a l f  m i n ute M eg a  C D  c o m m e rc i a l .  F o r  that 
s i n g l e  ad , over 40 h o u rs of rushes  were 
f i l me d .  ( R u s h : footage that is s h ot and 
p ro d u ced q u i c k l y ,  ofte n used as a p roof 
vers i o n  of the f i n a l  footage ) .  

The  p r o d u c t i o n  costs for  t h i s  o n e  
advert isement a l o n e  tota l l e d  o v e r  a m i l l i o n  
p o u n d s ,  acc o r d i n g  to Hugh Derrick ,  
acc o u nt d i rector of S e g a ' s  advert i s i n g  
agency W C  R S .  ( De r r i c k  by t h e  way , 
actua l l y appears i n  the S treet Fighter II 
c o m m e rc i a l  a n d  as a f l as h  frame i n  Sonic 

Spinba/1 as the b a l d  g u y - sorry ,  person of 
rest r i cted h a i r ) .  

B u t  that o ne-off e x p e n d i t u re h a s  poss i b l y  
saved m o ney f o r  S e g a  i n  t h e  l o n gte r m ,  as 
we l l  as g i v i n g  i t  a f l e x i b i l ity that oth e r  
adve rt isers can o n l y  d ream of. 

' T h e  p l an was for  Sega to use th i s  
m ate r i a l  o v e r  t h e  rest of t h e  year.  S o  
whenever i t  wanted t o  adve rt i se a p i ece of 
software o r  ha rdware i t  c o u l d  take p i eces of 
footag e ,  s h o ot some new l i n k s  with the 
Barber  and  put in  some sc ree n s h ots or 
whateve r , '  D e r r i c k  e x p l a i n s .  

T h i s  ' s m o rgasbord ' a p p roach m e a n s  that 
new c o m m e rc i a l s  c o u l d  be p r o d u ced q u i c k l y ,  
w i t h  t h e  same f l ashy p r o d u ct i o n  va l ues as 
the o r i g i na l  M e g a  C D  ad , for o n l y  
£ 1 0 - 2 5 , 0 0 0  a p o p .  

S o m e  4 0  d i fferent ads h a v e  a l ready been 
c o b b l e d  together from the o r i g i n a l  M eg a  C D  
rushes ,  a l t h o u g h  for  a b i g  c o m m e rc i a l  ( su c h  
as S treet Fighter Jl) S e g a  w i l l  s h o ot m a i n l y  

Hugh Derrick, account director of Saga's 
advertising agency WCRS, actually puts in an 
appearance in Saga's Pirate TV ads . . .  

new m ate r i a l . 
The  P i rate TV format has seve ra l  

c o n s i stent stra n d s - l i ke the weath e r  spot ,  
the i nte rv iew spot ,  the S k u l l  mot if ,  and  the 
demon Barber  h i m se l f  ( re a l  name S teve 
O ' D o n ne l l  and c u rrent l y  appear i n g  i n  
C a s u a l ty a s  a p o rte r ) .  

T h i s  wh o l e  a p p roach means  that s c r i pts 
te n d  to be vag u e r  than u s u a l  - D e r r i c k  
desc r i bes t h e m  as ' s he l l s ' .  I t  a l l s o m e h ow 
h o l d s  together because S e g a ' s  market i n g  
d u o  of P h i l i p  L e y  and S i m o n  M o r r i s  k n ow 

the format and m o st of the o r i g i n a l  footage 
l i ke the bac k of th e i r  h a n d s  . 

M uc h  of the success of the cam p a i g n  I i es  
i n  the ' l o o k  and fee l '  created by the 
d i rectors and  the W C  RS c reat ive  team of 
R o b i n  Weeks and R o b i n  S m i t h .  The two 
R o b i n s  have been beh i n d  eve ry S e g a  ad 
s i nce the agency won the acco u nt two years 
ag o :  ' T hey have an i m age of the S e g a  b r a n d  
that i s  p r o bab l y  c l earer i n  the i r  m i n d s  than 
anybody e l se ' s ' , says  D e r r i c k .  

A l t h o u g h ,  g i ve n  t h e  nature of t h e  P i rate 
TV c a m pa i g n ,  that is not d i ff i c u l t - even 
D e r r i c k  h i m se l f  ad m i ts to be i n g  ' c o nfused ' 
by s o m e  of the ads .  

B u t  he c l a i m s  that u nde rstan d i n g  the 
advert i seme nts i s  not  a m aj o r  i s s u e  because 
they try to evoke the m u l t i - l ayered 
e x p e r i ence of p l ay i n g  a v i deogame.  ' T h e  
w a y  y o u n g  pe o p l e  p rocess i nformat i o n ,  i t ' s  
l i ke a s p o n g e  soak i n g  eve ryth i n g  u p .  If  y o u  
ask them ' D i d  you  u n d e rstan d  that? ' they 
say ' N o ' ,  but  they can then reg u rg i tate it  
scene by scene by scene.  The  ave rage k i d ' s  
capacity t o  rec e i ve i nformat i o n  i s  tota l l y  
u n b e l i evab l e . '  

M arket i n g  d i rector Simon Morris says 
that the cam p a i g n  has been so  successf u l  
that t h e  o r i g i n a l  M eg a  C D  a d  i s  
a p p roach i n g  myth o l o g i c a l  status  with i n  
p o p u l ar c u l t u r e .  

' It o n l y  a p p e a r e d  a f e w  t i mes but  pe o p l e  
sti l l  ta l k  about i t , ' he c l a i m s .  ' It ' s  l i ke h o w  
everyone says they saw t h e  S e x  P i st o l s  at 
the 1 0 0  C l u b i n  1 9 7 6 ,  or how everyo ne says 
they were at W o o d stock - i f  you added u p  
everyone wh o ' d  s a i d  they ' d  been there i t  
wo u l d  b e  3 0  m i l l i o n  peo p l e .  

L i kew i s e ,  i f  y o u  stop a n y  k i d  i n  the 
street they ' l l  say they saw that two and a 
h a l f  m i n ute ad , but  i t ' s  s i m p l y  n ot £ poss i b l e . '  Wel l ,  Edge saw it . . .  





Now into Chapter 3 of Cl}'ing 
Freeman. Retribution serves up 
another ruthless helping of callous 
killing and naked destiny. The 108 
Dragons come under a murderous 
attack from a gang of political 
mercenaries known as the 
African Tusk. 
Crying Freeman must revenge 
the slaughter of his leaders 
and defend the reputation of 
the Chinese Mafia. 

MANGADACIOUS! 
THE RISE OF THE 

DRAGON 
�o O Mf'b 
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llic!llctor plagues the construction work carried out 

to reconstruct Tokyo after the Great Kanto 

Earthquake of 1923. Kurada, the geologist, warns 

that blockages are occuring in the seams of the · 
dragon ore • a life force existing within the earth. 

Only Keiko Tatsumi, the embodiment of the 

Goddess of Mercy, can fight the relentless enemy 

that has disturbed the Masakado's slumber and is 

now controlling the dragon. 
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Sam & Max 
h it the road 

Format: PC 

Publisher: LucasArts 

Developer: I n-house 

Price: £43 
Size: 7 d isks 

Release UK: Out now 

Moving from place to place is a doddle: 
just move the pointer and click. The big 
Burgers are Snuckey's stores (right) 

n th is  cyn ical  and 
corporate worl d ,  it 's easy 
to despa i r  at the number  

of  character re l ated games that 
appear on the market because 
you know they' re just cashing in 
on the name. But we l i ke to look 
on the brighter s ide of l i fe here 
on Edge and so it 's with open 
arms that we welcome our 
buddies, Sam & Max. 

This comic book duo are 
Free lance Po l ice .  They take 
orders from no-one - except thei r  
commissioner w h o  provides 
them with cr imes to so lve i n  the i r  
own i n i m itable (vio lent) fash ion .  

Anyone who owns or  is  
anyway i nterested i n  the wor ld of 

Entering the Kushman Bros fun fair can be a somewhat 
dangerous activity - but then it's even more perilous inside 

the PC wi l l  know that if you want to p lay fi rst 
c lass adventu re games , th is  is the machine to 
own . But these days, PC players want more 
than just a good game; they want some fun as 
wel l  (a very underrated concept,  fun )  and with 
these guys you get more than you r  fa i r  share .  

S a m  a n d  M a x  are on t h e  tra i l  o f  Bruno the 
Bigfoot who has d isappeared from the 
Kushman Bras fun fa i r. To solve th is mystery, 
Sam and Max have to co l lect and use items,  

and ta l k  to  people (or just insu lt them) .  
The  world i n  wh ich  they work is  a bizarre 

rea l ity twist on our  own - and incred ib ly  funny 
to boot.  To make the game less compl icated ,  
Sam is  the  only contro l lab le  character, 
although occas iona l ly you can get Max to do 
his own - usua l ly destructive - th i ng. 

There are loads of beautifu l ly  deta i led 
scenes to explore and i ntricate puzzles to 
solve , and it 's al l  u p  to the LucasArts 

Snuckey's stores contain things you need to complete your task - but poor old Sam and Max possess 
zero cash, so they're going to have to earn some. Questioning the staff is usually pretty fruitless . . .  



t e s t s c r e e n 

1 Sam and Max arrive at the 'World's Largest Ball Of Twine', and ride the cablecar to the top. 2 There's a tiny fish kitchen beneath the revolving 
restaurant . . .  3 And down below, there's a tempting piece of loose twine. 4 Sam and Max look longingly at the string: how can they get to it? 5 At the 
'World Of Fish' park, the duo disguise themselves as a giant trout. 6 Having been caught, Sam and Max wait to be picked up . . .  7 By helicopter and 
taken to the fish kitchen. 8 Max nibbles through the twine which falls to the ground. 9 Closely followed by Sam and Max to escape the mad chef! 

At the fun fair, you can play on the 'Wak·A·Rat' (oopsl Missed) to win a prize. There's also a driving game 
in which Max jumps over signs. lt has nothing to do with the game itself And a good job too: it's dismal 

standard we know and love . 
With most adventu re games, it 's hard to 

fee l  anyth ing for the character(s) you control 
and so you end up  trudging through the game 
in the same logical manner you 've done i n  the 
past, merely to complete the quest in hand .  

Sam & Max is d ifferent. it 's genu inely 
funny, and so you fi nd you rself experi menting 
more than you wou ld  normal ly j ust to see what 
the madcap pa i r  wi l l  get up to next. Edge 
cha l lenges anyone to p lay the game and not 

laugh out loud at least once. 
There ' s  p lenty of cha l lenge to be had and 

some of the graph ica l  effects (3D espec ia l ly) 
are gorgeous.  The puzzles take some real 
working out and give you that satisfactory 
'why-d idn 't+th i n k-of-that-ear l ier '  fee l i ng that 
adventurers love so much .  Sam & Max £ 
is desti ned to become a c lassic .  

Edge rat ing:  Nine/ 10 

The c o m i c s  

Freelance policemen Sam and Max 
are the stars of a series of comics 
from Epic. All the stories are written 
and drawn by Steve Purcell and 
really jolly good they are too 
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t e s t s c r e e n 

Can n o n  Fod d er  
Format: Am iga 

Publisher: Virgi n 

Developer: Sensi b le  

Software 

Price: £30 
Size: 3 d isks 

Release: Out now ( U K) 

here are sti l l  some rea l ly good reasons 
for own ing an Amiga. For one th i ng, it 's 
sti l l  a mach ine that manages to hold 

some of the best game des igners i n  the 
bus iness.  Companies l i ke DMA Design , 
Bu l lfrog, and yes ,  Sensib le Software ,  have 
created some fabu lous 16bit games , and the 
Am iga i s  sti l l  the p latform that fi rst p lays host 
to the i r  i nnovative software .  There must be a 
god up there somewhere, eh Commodore? 

Mora l ly ,  as the name suggests , Cannon 
Fodder might be advanc ing on s l ightly dodgy 
ground .  i t 's  b loodth i rsty, v io lent, and steeped 
in the war motif, but at the same t ime the 
proceed ings are surpris i ngly jo l ly and ben ign . 

lt handles the subject of war in a l acon ic ,  
tongue i n  cheek manner w ith  the t i t le  song 
'War . . .  i t 's never been so much fun ' .  I ndeed , 
there ' s  someth in� very engaging about 
watch ing a group of cute l ittle  so ld iers 
spraying bu l lets all over the p lace.  And 
someth ing equa l ly  compu ls ive about watch ing 
a group of t iny enemy so ld iers scream in pa in 

A finely executed ambush is illustrated by the blue splodges (dead enemy sOldiers) and red 
splodges (their insides). Yes, there are no qualms about such things in this little game 

as.  those same bu l l ets make contact. 
Drawing from such c lassics as lkari 

Warriors and more recently, Syndicate, 
Cannon Fodder also treads on the toes of an 
obscure Konami  coi n-op cal led Jackal, even 
though the des igners c la im they've never seen 
it . The p layer takes control of a p latoon of 
so ld iers and guides them through various 
terra ins ,  tak ing out the enemy and b lowing up 
bu i l d i ngs on the way.  L ike Jackal, there are 
veh ic les to command,  grenades and rockets 
to acq u i re ,  and th is is  a l l  hand led by a s imp le  
contro l system .  Us ing the left mouse button 
you s im ply c l ick  on the l andscape where you 
want to go , and fi re us ing the right mouse 
button .  i t 's  prec ise and i ntu itive . 

And that's what makes the whole th i ng so 

The scene-setting parallax scrolling intro (top). 
Later in the game (above) you'll lind some useful 
accessories. Here, the boys have to decide if it's 
worth taking the Jeep or the 'copter. That's easy . . .  



'Hooray! Guys, here comes the air ambulance! This chopper's gonna pick us all up and take us back to 
base camp. Hang on a minute . . .  WOOOSH! . . .  Boooom! . . .  Arrgh!' Even more death and destruction (inset) 

enjoyab le .  Wh i le  the game never stops playing 
l i ke a great action shoot 'em up, the 
underly ing mechanics are complex and 
reward i ng. For the first five m iss ions or so, 
thi ngs can be tackled without too much 
strategy, but after that you ' l l  need to deploy 
your  men in d ifferent d i rections ,  and take 
thi ngs more s lowly. The tactics requ i red for 
these l ater m issions are considerab le and the 
number of m issions (23, d ivided i nto 72 
phases) make th is a form idab le cha l lenge . And 
of course,  futu re miss ion d isks are probably a 
foregone conc lus ion .  Wel l ,  we can on ly hope. 

Presentation i n  the game is  of a 
consistently h igh qua l ity, too . The graph ics 
themselves are basic enough , but they sti l l  
have a charm o f  the i r  own a n d  the mouse­
sens itive smooth scro l l i ng is  s l ick .  Sound is 

'Seen one igloo, seen 'em all.' 'Yeah, let's blow 
up the other one, too.' Rational human behaviour 
is often the first thing to go in times of war 

great, though . There are effects l i ke runn i ng 
water, j u ngle no ises,  d istant 'copter rotors , 
etc , and the vo lume changes depend i ng on 
where you �re .  And let 's  not forget the heart­
rend ing screams of those dying so ld iers. And 
it's worth poi nting out that there ' s  absol ute ly 
no p leasure to be had i n  s i lenc ing them with a 
few more bu l lets . (Honest . )  

i t 's  hard to be crit ical of  Cannon Fodder. 
There ' s  so much in here ,  and yet it 's a l l  so 
access ib le  and addictive . War is  futi le ,  and 
shou ldn ' t  be glorified .  Here it isn 't ,  it 's just 
used as a backdrop for a damn fi ne game.  
Just don 't  be su rprised to fi nd yourself £ 
p laying it a l l  n ight. And then some. 

Edge rat ing:  Nine/ 10 

Maybe the Jeep wasn't such a good idea. After 
all, if you want sneak up on the enemy the clunky 
engine is a dead giveaway. Uterally, sometimes 

t e s t s c r e e n 

Sens i ble software 
Jon Hare, manag i n g  d i recto r of 
S e ns i b l e  S oftware , chatted to Edge 
about Cannon Fodder and h i s  p l ans  
for the futu re . . .  

Relax girls, this particular officer 
and gentleman (ahem) is married 

Edge H ow l o n g  d i d  the game take? 
JH ' W o r k  began back o n  Cannon 

Fodder in the A u g u st of 1 9 9 1 ,  so i t ' s  
taken  around two years i n  fu 1 1 . '  
Edge H ow m u c h  o f  the o r i g i na l  
des i g n  i s  l eft i n  the fi n ished game? 
JH ' I n it i a l l y ,  we had fa i r l y  g rand i ose 
p l ans for the strate g i c  e l ements,  but 
when it  came to the crunch  we 
deci ded to take a l ot of the deta i l  
out.  F o r  a t i m e ,  the s o l d i e rs had 
i n d i v i d u a l  s k i l l s  and you c o u l d  make 
certa i n  members d o  spec ific  t h i n g s .  
N ow i t ' s  j u st a case of separat i n g  the 
men i nto g r o u p s ,  o r  send i n g  them off 
on the i r  own. As they s u rv i ve 
m i ss i o n s  the i r  com bat s k i l l s  such as 
accu racy , rang e ,  and rate of fi re 
i n c rease . Because the game ' s  so 
act i o n -based there was n ' t  t i me to 
contro l  so many other e l e ments and 
we kept it  a b i t  s i m p l e r . '  
Edge W h at formats c a n  w e  ex pect to 
see the game conve rted onto? 
JH ' W e ' re c u r rent ly  convert i n g  the 
game onto the PC and S T with a 
v i ew to get the game over o nto the 
S N  ES and M ega D r i ve ,  and perhaps 
a few other mach i nes. ' 
Edge A n d  Cannon Fodder 2? 
J H  ' W e l l ,  I ' m  not s u re rea l l y .  We ' re 
best at m a k i n g  o r i g i na l  games and 
yet we get bogged down with e n d l ess 
co nvers i o n s  wh ich  demand a l ot of 
t i m e .  I ' m  not s u re about data d i scs 
o r  even the poss i b i  I ity of Cannon 

Fodder 2 at the m o ment. ' 
Edge A re you sti l l  p l an n i ng to carry 
on deve l o p i n g  for the A m i g a? 
JH ' Yes ,  cu rrent l y  we ' ve got Sensible 

World Of Soccer arr i v i n g  i n  t i m e  for 
the W o r l d  C u p ,  but we've a l so got 
another o r i g i n a l  t it le in the works for 
the A m i ga.  There are th ree oth e r  
secret p roj ects i n  the p i pe l i ne .  One 
for P C  C D- R O M ,  one for the S N E S ,  
and another for the M e g a  D r i ve . '  
Edge Thanks  J a n .  
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K n o c k o u t c h a r a c t e r , 
p u n c h y g r a p h i c s  
a n d a s e r i o u s l y  
k i c k i n g s o u n d t r a c k . 



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

(Nintendo) 
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m Re be l Assau lt 

64 

Format: PC C D-ROM 

Publisher: U S  Gold 

Developer: LucasArts 

Price: £50 
Size: 1 C D  

Release: Out now 

Much of Rebel Assault's appeal 
comes in the shape of luscious 
intermission sequences, which tie 
the whole game together 

The beauty of a CD background means you are sent around this ship time and time again, even if there 
are no guns left to hit. This helpless ride only stops when the two shield generator towers are destroyed 

D here ' s  someth i ng i ncreasingly 
d i sconcerting about C D-ROM and its 
pract ical  use i n  games. And i n  many 

ways , the shortfa l l s  are starting to outweigh 
the benefits . CD games that cou l d n 't poss i b ly 
have been done on floppy d isc or cartridge , 
are fast ga i n i ng a reputation of being ' a l l  show 
and no go ' and Rebel Assault, stri pped of a l l  
its show, isn ' t  a n y  d ifferent. 

But you cou ldn 't deny that for creating pure 
movie-style atmosphere ,  th is  is probably more 
successfu l than anyth ing that's appeared so 
far. The i ntroduction is tru ly outstand ing, with 
some space scenes d igit ised from the fi l m ,  
a n d  some created from scratch with pre­
rendered 3D graph ics .  The LSO ' s  famous Star 

One good missile shot - looking suspiciously like 
a laser bolt - should finish off this Star Destroyer 

Wars score is in there i ntact, too , the sampled 
mus ic  being a far cry from the usua l  bumb l i ng 
sounds that drone out of m id-range 
soundboards .  On booting u p ,  Rebel Assault 
looks l i ke it's go ing to be someth i ng spec ia l .  

i t ' s  on l y  when  you start p lay ing the  th ing 
that C D-ROM fi na l ly rears its ugly sh i ny head . 
Rather than save video just for the odd scene,  
LucasArts have j u m ped on the bandwagon and 
bu i lt the game entire ly aga i nst a v ideo 
backdrop .  Now that wou l d n 't matter if the 
over laying game was superbly i ntegrated,  but 
it isn 't.  i t 's  actua l ly  a fl i msy and unp layable 
shoot 'em up  with few redeemi ng featu res .  

T h e  s h i p  wobbles around i n  a n  
uncontro l l ab le  manner a n d  there ' s  o n l y  one 
weapon - a laser that pumps out weedy l ittle 
shots that you ' l l  have an i m possib ly hard t ime 
connecti ng with the enemy fighters . No power­
ups,  no torpedoes, noth i ng. 

The next prob lem is  with the video itself. 
Granted , LucasArts have done a c lever job of 
convinc ing the player that they' re i nvolved with 
the action - the video d isplay is  s l ightly b igger 
than the window its shown i n ,  so as the p layer 
moves,  the screen scro l l s  accord i ngly. But i t 's  
shame that the qua l ity of the v ideo itself i s  so 
m ixed . I n  some scenes - particu larly the 
rendered , non-i nteractive ones,  the qua l ity i s  



Rebel Assault is split· up 
into chapters. Chapter 7 
(top left) is a frantic 

,... �, ..
. 

snowspeeder flight 
through gloomy caverns. 
Chapter 8 (top right) is a 
one-sided battle as you 
destroy impotent AT·ATs. 
Land the snowspeeder and Rookie 1 
enters an Empire-guarded stronghold 
on foot (middle left and inset). 
Chapter"9 (middle right) follows 
Rookie 1's efforts to battle through 
Stormtroopers in order to find his 
X-Wing (bottom inset). Back at the 
controls, Chapter 10 (bottom) is a 
straightforward dogtight section 

--· 
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great. The d igitised fi l m  scenes and i ngame 
backdrops,  on the other  hand ,  are al l  a bit ropy 
at the best of t imes. Wh i le  it 's u n rea l i stic to 
expect su perb qua l ity video in software on the 
PC, the fuzzy i l l-defi ned landscapes aren 't that 
i m pressive , even if they do move fa i rly 
smooth ly on 300K/s drives.  

The 15 leve ls  and three d ifferent d ifficu lty 
setti ngs certa i n ly combine to make Rebel 

Assault a tough cook ie .  But the passwords are 
on ly issued after completing long sect ions,  
wh ich j ust serves to i ncrease the repetit ion 
and provide end less frustration .  

LucasArts ' previous Star Wars PC game,  
X-Wing, approached thi ngs from a s imu lat ion 
perspective , but inc l uded a proper 3D 
envi ronment,  and - i n  b leak contrast - some 
varied and enjoyab le gameplay.  X-Wing fans 
are not l i ke ly to be over-im pressed with  th is .  

Doubtless,  some people wi l l  be w i ld ly 
seduced with the movie-style pyrotechn ics ,  and 
avid Star Wars fans wi l l  probably be sold 
before the i ntra gets ha lfway through . However, 
if it bo i ls  down to a toss-u p between gameplay 
and graph ics ,  i t 's l i ke ly the decis ion w i l l  £ 
have a l ready been made.  

Edge rati ng: Five/ 10 

t e s t s c r e e n 

Rebel Assault c hapters 
L i ke a Laser D i sc movie ,  Rebel Assault 

is d i v i ded i nto 15 separate 'chapters ' ,  
which te l l  the story o f  Rook ie  1 and 
his fi g ht agai nst the E m p i re .  From 
T-15 p ractice runs through Beggar ' s  
Canyon on Tatoo ine  t o  t h e  fina l  trench 
r u n  i n  the batt le  for the Death Star. 

The story i s  rep resented by th ree 
d i fferent p l ay i n g  modes,  in which you 
contro l your  ship from beh i nd ( o r  
above ) ;  target enemy s h i p s  i n  a fi rst­
person dogfight ;  or actua l l y  take 
contro l of R o o k i e  1 as he i nfi ltrates 
the E m p i re ' s  bases on foot. 

Rebel Assault is all abOut flying and shooting, so it's a pity the control of ship and weaponry 
is imprecise to say the least. Targeting with the crosshair is like wrestling a greased eel 
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test s c r e e n 

Trevor Me  Fur In 

Crescent Galaxy 
Format: Jaguar 

Publisher: Atari 

Developer: I n-house 

Price: £50 
Size: 16 Meg 

Release: Out now 

Shoot 'em ups need end of level bosses, and Crescent Galaxy has plenty of those. Unfortunately, they're 
all so two dimensional that they don't really add anything much - nice use of colours though 

J ust when you thought the door to the 
next generation of videogames was 
begin n i ng to open , along comes Trevor 

Although visually impressive, Crescent Galaxy is a sad 
attempt at a horizontally scrolling shooter. Poor game 
design and weak sound send this title to the bottom of 
the class. The Jaguar deserves better than this . . .  

McFur In Crescent Galaxy, to 
s lam it fi rmly shut in your  face. 
Without doubt ,  the 64bit Atari 
Jaguar - or 'Jagwarrr' as it's 
pronounced i n  the States - is  
capab le of  much ,  much more 
than th is .  

Crescent Galaxy may look 
fabu lous i n  these static 
screenshots , but what you 
can't  see is  the way it pl ays . 
Lurking - h id i ng a lmost ­
behind these im pressive 
v isua ls is one of the weediest 
shoot 'em u ps ever produced . 
i t 's  so feeb le in fact, you end 
u p  fee l i ng sorry for it. 

So what is  it about 
Crescent Galaxy that makes it 
so bad? Wel l ,  the fi rst th i ng 

you ' re go ing to notice is the sound that 
accompanies each shot - it 's so laughably 
weak,  you 'd  be forgiven for th inki ng you 've just 
p l ugged in your  o ld  Atari VCS by m i stake . 

A lso,  your  s h i p  a lso has a d i st inct lack of 
fi repower. Power-ups don 't  he lp  much and the 
spec ia l  weapons aren 't ,  wel l ,  spec ia l .  The 
leve ls  themselves are al l very basic i n  des ign , 
with on ly two layers of para l l ax at one t ime,  
and the whole game scro l l s  on ly  horizonta l ly. 
Nowadays this is  barely acceptable on a 16bit 
mach ine ,  never m i nd a 64bit one.  

Crescent Galaxy has some we l l  rendered 
v isua ls ,  espec ia l ly the bosses ,  but it 's tota l ly 
let down by its badly i mplemented gameplay.  

If  it had more variety i n  the leve ls ,  less 
random enemies ,  b igger and more powerfu l 
weapons to use,  more depth and i nfin itely 
better game des ign , it would have been £ 
a great Jaguar re lease. If on ly . . .  

Edge rati ng: Four/ 10 
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This Is it; the big shoot-out. it's just you and him In a fast draw contest to the death (left). Sadly, he's got 
a six-shooter while you've got an uncontrollable joypad. The outcome Is depressingly predictable (right) [J nyone who ' s  eve r put money i nto a 

Mad Dog McCree arcade machine wi l l  
know what it 's a l l  about. Watch a bit of 

video, pu l l  the trigger, watch some more video 
and pu l l  the trigger aga i n .  it 's good fu n for the 
first few goes ,  but after that it all gets terri bly 
repetitive . it 's a ten m i n ute wonder. 

And the 3DO version is  i n stantly 
knackered i n  a number of departments . For a 
start, there ' s  no gu n .  Qu ite unbel ievable isn 't  
i t? A l ight gun game operated by a joypad . it 's 
l i ke p laying ten n i s  with a cricket bat.  To help 
out you can hold down a choice of buttons to 
speed up the movement of the cursor. 

Even worse,  later i n  the game there are 
r id iculous moments when you have to move 
the cursor the entire width of the screen and 
position it over a d i stant figu re the s ize of an 
ant. Th row i n  some ropy col l is ion detection 
and you ' l l  get just how c lumsy this i s .  

B u t  i t  doesn't  stop there .  W h e n  y o u  shoot 

someone in the arcade vers i o n ,  the delay 
where the LaserDisc pick-up switches to a new 
track isn 't  that noticeable.  On 3DO,  the c l u n ky 
CD d rive just isn 't  cut out for it. 

The bottle shooti ng section is  a laughable 
case i n  point - the glass smashes about two 
seconds after you position your gun over it 
and press fire . And if the outcome an i mations 
had been pre-stored i nto the 3DO's RAM , the 
load i ng times wou ld have probably been 
horrendous for each scene,  s lowing the game 
down to a vi rtu al  standsti l l .  And it's d ifficult to 
see any kind of soluti o n .  

' Don 't b u y  Mad Dog McCree' seems the 
logical conc lus ion .  The C i nePak video qual ity 
is to lerable but once the trickier bits are 
reached , you ' l l  be yanking your h a i r  out in big 
c l u m ps and shouting at the screen .  And £ 
then you ' l l  probably stop playing it. 

Edge rati ng: Three/ 10 

You have a choice of four locations to start from (main). Head for the bank to defeat some desperadoes 
(top right), or mosey_on down to the saloon (bottom right) and waste the local Bridge club . . .  

Format: 3DO 

Publisher: American 

Laser Games 

Developer: I n-house 

Price: £50 ( i m po rt) 

Size: 1 CD 

Release: Out  now ( U S) 

(From top) This sequence shows the 
felling of 'Vertigo• Jake - the 
baddest window cleaner In town 
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D raxo n's Revenge  
Format: 300 

Publisher: Dynamix  

Developer: I n  house 

Price: £55 

Size: 1 C D  

Release: O u t  n o w  ( U S )  

A brilliant cinematic opening 
sequence. Draxon's ship swoops 
through space after deploying all his 
minions. As some compensation for 
the gameplay, Stellar 7 has some of 
the best music yet heard on the 3DO 

A rare actio..,acked moment, a blocky looking Hover Craft looms into view. That transparent ray·traced 
object represents the best visual effect this game has to offer, sadly interection with it is limited 

o there you both are - you and your 
new 300 machine - sitti ng and 
wait ing,  wait ing for the t it le that w i l l  

br ing re l i ef t o  both y o u  and you r  bank 
manager. A game that w i l l  l itera l ly jump 
around the place screaming ' I ' m  the best 
th ing you ' ve ever seen ' .  In fa i rness , it's an 
unenviable task for any software company to 
have to produce such a game,  but the 300's 
success may wel l  be dependant on it. 

Having a l ready gasped at the sheer beauty 
of Crash 'n Burn and chuckled at the woefu l ly 
i nadequate Mad Dog McCree, you ' re th ink ing 
the 300 scene is looking, we l l  - let's j ust say 
the words ' uncerta i n '  and 'errat ic '  spring to 
m ind .  And the newest addit ion to the range , 
Oynamix 's Stellar 7, tries hard to impress , but 
u lt imately fa i l s .  

Now, before t h i s  there were on ly two roads 
300 software cou ld  go down : either Crash 'n 
Burn's ' h ighway' or Mad Dog McCree's ' cu i  de 
sac ' .  But Stellar 7 doesn't  go down either, 
i nstead,  th is  one's on the road to 'med iocre 

city ' .  it's not that Stellar 7 is a bad game , its 
just that it 's so ord i nary. it looks fine and 
sounds okay, but p laying it is  qu ite u neventfu l .  
Remember BattleZone? Wel l  th is is  a 
BattleZone c lone,  and not a particu larly 
outstand ing one at that. 

You ' ve been sent out to defend Earth 

You radar must be usad to track down the 
enemy, or you'll be sitting watching nothing . . .  



lt's obvious that a lot of time went Into making Stellar 7 1ook good. If only the designers spent the same 
amount of time designing more Interesting gameplay, then Stellar 7 could have been the best 3DO game 
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As with most C D  games, the ..,. 
p resentat i o n  i n  Stellar 7 is good.  � 
Before you start the game proper,  
i nformat i o n  o n  D raxon ' s  Armada can 
be v iewed .  S i m i lar  to the weapons 
sel ect screen in Crash 'n Burn, al l  the 
veh i c les rotate o n  the i r  ax i s  and your 
v i ew can be zoomed in and out. These 
i m ages are a l l  beautifu l l y rendered 
and textu re-mapped and actua l l y  l o o k  
better here than they d o  i n  t h e  game. 

You won't need a radar to locate this Sand Sled, it appears the moment the game starts. Your 
radar is situated In the centre of your control panal, and the Icons to the left are your weapons 

The Raven's cloaking device in action (top), and 
here's the first end of level guardian (bottom) . . .  

aga i n st the evi l G i r  Draxo n ,  Over lord of the 
Arctu ran Emp i re ,  and h is  death cru isers .  To 
make th is  task a l ittle easier ,  you ' ve been 
given the most soph isticated and powerfu l 
a l l-terra i n  fight ing mach ine ever made:  the 
Raven .  P i lot ing the Raven is  qu ite easy and 
after destroying a l l  the enemy on one leve l ,  
that leve l ' s  boss i s  re leased - a n d  so o n  
through seven d ifferent worlds .  

Some of the graph ica l  effects are qu ite 
good - especia l ly  the transparent obstac les,  
but there ' s  no rea l  depth to the m .  The 
backgrounds stay just were they are ,  you don't  
at  any stage drive through the m .  If it was n 't for 
the stony floor and the odd obstac le ,  there 'd  
be a lmost no fee l i ng of motion whatsoever.  

One of the most essentia l  i ngred ients ,  

strategy, sadly seems t o  have been tota l ly  
overlooked . Attempts to sta l k  you r  enemy 

often end up in a m i nd less shoot out. Th is  
wou ld  be acceptable if the  act ion was 
consistent, but it's not. 

You r  Raven a lso comes equ i pped with 
some impress ive weapons ,  but they don't  
seem to be i ntegra l to the gam e .  For example 
the jump faci l ity looks qu ite i mpressive when 
used , but there ' s  no purpose for i t :  there are 
no chasms to jump ,  no holes to avo id ,  so why 
did they bother? So much more could have 
been made of th i s .  A fly ing section maybe , 
more land deta i l ,  b igger meaner bosses . . .  

it 's a shame that the fi rst 300 software is  
such a m ixed bunch ,  but  sad ly  Stellar 7 £ 
is an easi ly forgettable exper ience. 

Edge rati ng: Five/ 10 
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Captive 11 = Liberat i on  
Format: Am iga CD32 

Publisher: M i ndscape 

Developer: I n-house 

Price: £35 

Size: 1 CD 

Release: Out now ( U K) 

A typical interior; there are over 50 megabytes of 
pre-renderecl graphics stored on the disc 

I! et's  get th is straight. Th is is not the 
CD32 ' s  ' k i l le r  a pp' . it is, however, one 
of the most remarkable games of the 

year, and just m ight herald the true dawn of 
the CD as the games med ium of the futu re . 

The k i l le r  app l ication w i l l  be the p iece of 
software that can knock you dead from beh ind 
a shop window. MacPaint was one such 
revo lut ionary product,  Sonic The Hedgehog 
another. With the sol itary mouse button ,  or  
the  s i ngle j u m p  move , each was instantly 
accessib le ,  and i m mediately loveab le .  

Liberation i s  an extraord i nar i ly complex 

Most of the puzzles require you to locate an 
informant, and mapping computers often help 

This is how you'll start the game proper. The 
object on the right should give you directions 

Our intrepid team of robots encounter a police car. 
You'll find several such vehicles out 'on the beat' 

fi rstperson perspective graph ica l  adventure, 
with a front end that appears baffl ing rather 
than seductive . The graph ics ,  i n  the i r  sma l l  
'w indow on the  world ' ,  just about manage to 
convey a l l  the i nformation requ i red of the m ,  
rather than making you r  j a w  d rop with the i r  
deta i l  o r  speed . On t h e  surface, i t  p lays l i ke 
any graph ica l  adventure you ' ve a l ready see n ;  

A n  inhabitant of the lower levels; violence is 
the only language they understand 



Each android carries a backpack (top left), full damage monitoring (top right), a video preferences device 
enabling you to change the screen layout (bottom left) and a power control interface (bottom right) 

you move around ,  you find keys and you 
occas iona l ly engage in combat. These are the 
reasons why it i s  not, in itself, the program 
that w i l l  ensure the success of the CD32. 

Anyone who takes the t ime to learn how to 
use the very tricky contro ls ,  though (a  mouse 
makes the game i m measurably easier to p lay) ,  
wi l l  be rewarded with a game whose depth and 
po l ish  m akes other  C D  t it les seem l ittle  more 
than cheap gim m icks. 

Every aspect of C D  techno logy has been 
mobi l i sed and packed onto one disc,  but wel l  
thought-out design h a s  kept access t imes t o  a 
welcome m i n i m u m .  The open ing an imation is  
the  most impressive i ntroduction so far 
produced , with sound and graphics working 
together to fina l ly  give us h i nt of what 32bit 
technology is  capable of. 

Do not be deceived by these atmospheric 
add itions ;  beneath them l ies not, as you wou ld  
expect, a poor  and rud imentary game,  but  an 
adventure to satisfy even the most demand i ng 
of ro lep layers . 4 ,000 separate envi ronments 
are packed with complex characters , p lenty to 
explore and an i nfi n ite number of ways to 
approach each miss ion ,  as the computer 
adapts its responses to fit you r  style of p lay.  

Th is is  a fitt ing end to a year fu l l  of 
prom ises,  of ' next generatio n '  c la ims .  Perhaps 
1994 w i l l  be the year  we start to see some 
resu lts emerging from the hype , and if 
Liberation i s  anyth ing to go by, we have £ 
a very excit ing r ide ahead of us .  

Edge rat i ng: Eight/ 1 0  Excerpts from the animated intro, a s  Trill and his 
droids begin to unearth a sinister conspiracy 

t e st s c r e e n  1 

The d r o i d s  

It 's  i n  the i n novative use o f  the four 
droids as your  eyes,  ears, arms and 
i n deed legs that L iberation real ly  
shows its  depth and attentio n  to 
deta i l .  U sual l y  trave l l i n g  togethe r  
( e ither o n  foot o r  by tax i l ,  t h e  group 
can s p l it u p ,  and you can switch your  
v iewpoi nt between the four pai rs of 
eyes. E l ectron i c  devices, each with 
the i r  own feedback d i s p l ay ,  can be 
fitted to each robot - a bug , for 
exam p l e ,  wh ich  can be attached to a 
wal l ,  character or veh i c l e  and 
m o n itored from any d i stance - and 
numerous upg rades can be p u rchase d ,  
f r o m  codebrea k i ng c i rcu its a n d  
i m p roved l i mbs to a fr ighte n i ng 
variety of weapons ,  each accept ing  
several d i fferent types of ammun it ion .  

The sto ry so far 
O n l y  l oose l y  connected to Captive, its 
n o m i n a l  preque l ,  L iberation casts you 
once more as T r i 1 1 ,  now free,  with a 
group of four andro ids  at h i s  
command.  H av i n g  d i scovered a p l ot to 
frame i n n ocent peo p l e  to cover up 
mu rders comm ited by defecti ve 
secu r ity robots , it is T ri l l ' s task to 
I i berate the scapegoats and expose the 
consp i racy. H is four andro ids  roam 
the c ity l o o k i ng for c l ues ,  try i n g  to 
avo i d  the p o l ice ,  and operat ing  
through  a two-way re l ay to T r i l l ' s 
b r iefcase comp uter. O nce a captive 
has been freed , another c ityscape , 
with comp l ete l y  d i fferent b u i l d i ngs  
and streetnames, m u st be e x p l o re d ,  
and another i nj u stice r i g hted. 
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Format: SNES 

Publisher: Enix 

Developer: Qui ntet 

Price: £65 

Size: 12 Meg 

Release: Out now (Jap) 

Unlike the controls, the first level 
Is fairly straightforward. Here 
woodland beasts try to stop you . . .  

Sunlight bursts through the clouds (main) as an orchestra plays - but this Is just 
the intro. The Mode 7 map from the original has made it into the sequ,el (inset) 

r.J ctraiser is considered by many to be 
one of the most i mpress ive games 
ever released on the SNES, a fact 

made a l l  the more extraord inary when you 
rea l ise that it was a lso one of the fi rst games 
re leased for that mach ine .  Magica l ly b lend ing 
arcade action with some strategic sections ,  it 
was both innovative and very cha l lenging. O h ,  
a n d  i t  a lso h a d  o n e  o f  t h e  most i mpress ive 
mus ic  scores ever written for a videogame.  

Three years o n ,  Qu intet present us  with 
thei r  much·antici pated seque l . But sadly it 
seems that the pressure of produc ing a game 
of equa l  qua l ity has serious ly h indered the i r  
creative ab i l it ies.  Now we a l l  know that the 
arcade sections i n  the origi na l  were good , but 
were they rea l ly  good enough to make up the 
entire sequel? Some of you may reckon this is 
a great idea, but just think about it . . . Leve l 
after spraw l i ng level of badd ies ,  fo l lowed by 
the ob l igatory boss - sounds fam i l iar? Too 
right, and that 's  the major prob lem.  

Whereas i n  the origina l  the frantic p latform 
action was broken up with the ca lm and 

sedate Populous-l i ke sect ions,  here the 
action 's  non stop .  And although that may 
sound l i ke a good th i ng,  it 's not. Plain and 
s imp le  - it just does what a hundred other 
SNES p latformers do .  

H ad there been some twist on the theme,  
or an innovat ion of some k ind ,  then it wou l d  
h ave b e e n  great - b u t  there ' s  noth i ng. And 
noth ing comes of noth ing, as that wise old guy 
Shakespeare once sa id .  

Without wanting to  sound too damn ing,  the 
graph ics are q u ite n ice,  w i th  some very 
impressive sect ions - some leve ls  have up to 
three l ayers of para l l ax - and the bosses are 
fa i rly we l l  designed . We a l l  know that the 
origi na l  had some bri l l i ant music and there are 
some great tunes in Actraiser 2, sti l l  they ' re 
not q u ite i n  the same league as the origina ls .  

But  the  worst feature of  the  who le  game 
has to be its control method.  it 's very, very 
dodgy. One press of the fi re button w i l l  send 
your  character soaring i nto the a i r  and another 
press wi l l  send him i nto a downward d ive . 
Now, th is  m ay sound great in theory but it 's 



The first level is just a walk in the park compared to the weird and hideous creatures you find In level 
two. For the first time your flying abilities (main) are called upon - and this vertically moving section 
(top right) is very nasty. The final guardian (below right) bizarrely decreases In size when hit 

The moment you enter the third level, the webs make 
it pretty apparent that there's a huge spider lurking 
In here somewhere. And there's more besides . . .  

an enti re ly d ifferent matter when put i nto 
practice , especia l ly  when you on ly want to 
cross a sma l l  gap. A sma l l  j ump can often turn 
i nto a d rift ing fl ight to the other  side of the 
screen - not a good thing when there are 
hordes of enemy awaiting you r  land ing. No 
matter how hard you try to get to grips with the 
control system ,  you ' l l  sti l l  get the fee l i ng that 
you r  mak ing ' leaps of fa ith ' rather than 
carefu l ly  judged , sk i l lfu l p latform pounces. 

Many people wi l l  undoubtedly be 
impressed with the sound and the graphica l  
content but underneath it a l l  l ies a fa i rly 
s imp le ,  a lbeit d ifficu lt game to p lay.  it 's a rea l  
shame ,  isn 't  it? Potentia l l y  one of  the  b iggest 
games of the year reduced to just a £ s imple p latform hack 'em up . . .  

t e s t s c r e e n  i 
... 
3 

Actraiser  l eve l s  
A l l  the leve l s  i n  A ctraiser 2 are e ither � 
h o r i zonta l l y  or vert i ca l l y  scro l l i n g  � 
p l atfo rm romps.  S p read across a 
l arge p l ayfie l d  the leve l s  are fai r l y  
stra i g htfo rward ,  but  t h e  game's  
c l u m sy contro l method makes them 
d iffi c u l t  to negotiate . M ost of them 
req u i re you to get  a i rborne - t h o u g h  
t h i s  i n  itse l f  i s n ' t  a r e a l  p r o b l e m .  But  
find ing  a way to stop  y o u rse lf  i n  mid  
a i r  to l and o n  the r i g ht p l atfo rm i s  . . .  

S p e c ia l  weapo n s  
The o n l y  i n novative feat u re o f  the 
who l e  game i s  the way the spec i a l  
weapo n s  are accessed .  H o l d i ng d own 
the fi re b utton for a short time wi l l  
enab l e  y o u r  characte r to re lease one 
of four  spec i a l  weapons .  Depend i n g  
o n  t h e  d i rect i o n  you have t h e  j oypad 
p ressed at that t i m e  dete r m i nes what 
weapo n  is re lease d .  C l ever e h ?  

Edge rati ng: Five/ 1 0  
The third level i s  full of beautiful parallax. U p  to three layers can be seen at one time and 
there's no slowdown. But overall Actraiser Z's a bit of an oddity. The original came on a 6 Meg 
cart, the Inferior sequel strangely enough comes on a 12 Meg cart, but with relatively no depth 

7 7  



'01' en en " 
� 
ro 

;: 
.0 
<I> 

u. 

<I> 
c: 

N 
ro 

..., .. E 
Ill 

I 

78 

t e st s c r e e n 

Su b 
Format: PC 

Publisher: M icroProse 

Developer: Partic le  

Systems 

Price: £45 

Size: 5 d isks 

Release: Out now ( U K) 

Using your viewing panel, you can 
- the damage status of your ship 
(top), or you can access a reference 
library of other ships and stations 
from your sub's memory banks 

ar 2 so 

There's a wide range of views: full-screen 3D, 
cockpit, cockpit, chase, weapon, tactical, 
current contact and flypast (shown here) 

rJ 11 submar ine s imu lat ions have the 
same fundamenta l prob lem:  you can't 
see very far when you ' re underwater. 

Fl ight and ground-based s imu lat ions have 
landscapes stretch ing to the horizo n ,  packed 
with easi ly  recogn isable features such as 
mounta ins ,  r ivers and bu i l d i ngs. Life under the 
ocean wave i s  d ifferent: apart from rocks , a l l  
y o u  c a n  s e e  is  sea. 

it 's a prob lem that SubWar 2050 does its 
best to overcome, with i mpressive ,  co lourfu l ,  
textu re-ma pped seascapes a n d  a h uge variety 
of undersea bu i l d ings, craft and creatu res .  

All the missions are preceded by a very 
impressive, but very brief, animated intro 

The combat simulator helps you learn the basics 
of manoeuverlng your craft, targeting weapons 
and racking up huge points scores 

Even so ,  most of you r  t ime p lay ing Sub War 
2050 you w i l l  struggle to see anything more 
i nteresting than the odd fish (or 'b io '  as you r  
targeting computer c a l l s  them) a n d  seemi ngly 
end less shades of b lue-grey. 

As you ' ve no doubt guessed from the title ,  
the  action is  set i n  the  midd le  of  the  next 
centu ry .  Mar ine technology has advanced to 
inc lude activities such as farm ing and m i n i ng 
- lucrative bus iness ventures which rival 
corporations are determ ined to protect at a l l  
costs . You  p lay an independent mercenary 
sub  p i lot, basica l ly  earn ing cash by send i ng 
riva ls  to Davy Jones'  Locker.  

A l l  the trad it ional  s imu lat ion e lements are 
inc l uded , from p i l ot rosters , th rough tra in i ng 
miss ions ,  br iefings and arm ing screens,  to 
actua l ly  taking on the wide (and i nteresti ng) 
variety of assignments on offer. There are four  
ma in  theatres of  war ,  and  Part ic le Systems 
have made a good attem pt to  d istingu ish 



t e s t s c r e e n m 

Preparing for a mission 

The Command Centre: configure your sub, 
train in the combat simulator, see the 
mission briefing or start a new campaign . . .  

Now it's time to tackle one of the simpler 
missions. The mission briefing has all the 
details, Including this 3D map 

Using 'Conflgure•, you can aHer formations and 
orders, and select appropriate weaponry for the 
coming mission - but precious little else 

View i n g  m odes 
I n  Sub War 2050 the underwater 
seascape i s  v iewab l e  in th ree modes ­
textu re-mapped ( as i n  the screenshots 
here ) ,  wi reframe or with b l ocky 
po lygons.  Y ou ' l l  need a DX2 r u n n i n g  
a t  66 M H z  t o  g e t  t h e  best resu lts with 
the textu re-mapped mode, and if  
you 've g ot anyth i n g  s l ower than a 
3 3 M H z  you ' re i n  for a jerky r ide .  

The mission begins: your task Is to destroy a group of four mining vessels owned by a rival company. The 
wlreframe grid (top) shows the thermal layer - useful for reflecting your sonar. The enemy subs are easy 
to track down (bottom left), but you should get them up close (bottom right) before launching torpedoes 

them a l l  v isua l ly  and thematical ly. 
Geographica l ly,  you can choose miss ions in 
the North Atlantic , the Antarct ic ,  the South 
Ch ina  Seas and the Sea of Japan .  

lt m ight a l l  seem a l ittle d u l l  at  fi rst - no ,  
let 's  be honest,  i t 's  very d u l l  at  first - but  the 
understated sound effects , good use of l ight 
and shade,  and the very subtle texture-mapped 
landscapes draw you s lowly into the undersea 
world they create . it's not so much a world of 
constant v isua l  wonders , as one where you are 

suddenly i mpressed by a surprise attack or a 
new feature . 

Once you have grown used to the stealth 
and subtlety of play, the action i n  SubWar 

2050 is gri pping. i t 's  neither consistently 
i mpressive nor is  it very complex, but the 
mood it creates is un ique .  For that £ reason a lone it deserves your  attention .  

Edge rat i ng: Seven/ 10 

Wireframe mode i s  very basic (top), 
polygons don't look bad, but the 
texture-mapping (bottom) is best . . .  
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David Braben - his first game, Elite, sold 750,000 copies and set him up for life. And he has spent 
the last five years programming the sequel, Frontier. Edge met him at his Cambridge home • • •  

An aud ience with : 
David 

Bra ben 
M aster p rogrammer, 

and Elite creato r,  David 

B raben ,  meets Edge . . .  

nee more an Edge reader 
is  hastened into the 
presence of a top game 
creator, as this month 
Martin R Wilson meets 
David Braben. There can't 

be a being in the whole solar system who 
hasn't played Elite on some platform or 
other. The game is simply one of the most 
enduring classics of the computing age. 

You wi l l  recal l  that in Edge three we 
said if anyone had any questions for David 
Braben we'd give them the chance to ask 
them to the E/ite-meister in person. The 
best questions came from Martin Wilson, a 
29 yearold gamer from Somerset. 

David Braben has a house in  
Cambridge, a wife, two cats, a handfu l of 
tropical fish, a Yamaha Dolby Surround 
processor, and two large terrapins in a tank 
in  h is  front room. On the computing side 
he has an Amiga 4000, 2000, I 000, Atari ST 
I 040 with 4Mb or RAM, and 'an Atari Hard 

Disk which propels itself across the desk 
un less there's a monitor on top of it'. He 
also has an Archimedes A440, and even a 
prototype Archimedes he got from Acorn 
(codenamed the ASOO), plus a selection of 
PCs including his main 486 66MHz and a 
laptop 386 25M Hz. Right then, tea and 

coffee sorted, let's jump into the fray ... 
Words by Edge 

Questions by Martin R Wilson 

Answers by David Braben 

Martin Where did you get the idea for 
Elite from? 
David Braben A very long t ime ago I 
wanted to do a 3 D  space game, and I 
started doing one on the Acorn Atom. Just 
messing around real ly, because I discovered 
you could draw l ines very quickly so you 
could do 3D very easi ly. Then I met lan 
Bel l ,  and it ended up a joint project. The 
trading was added as a justification for it. 
Martin Can you pinpoint any outside 
influence which pushed you into doing a 
3 D  space game - l ike for example those 
Star Wars videos on you r shelf? 
David lt's things l ike that and science 

fiction books. Mostly I wanted to do 3 D  
because nobody had done it. And space is 
the easiest field to apply it to. 
Martin With a land-based game you do 
lots of X and Y but not much Z . . .  
David Yes. We had great fun doing Elite. I 
suppose the sequel Frontier was a logical 
thing to do at some point. To flesh out 
what we didn't fin ish in  the first one. I 
never wanted to call it Elite 1/, but it was 
suggested it would  be a good idea for 
marketing reasons - which is a shame 
because it's a bit tacky just hanging a 



number off of someth i ng. 
I i magine for futu re vers ions we' l l  

probably d rop that. They're a way o ff  yet, 
we haven't even started doing them. 
Martin What was you r  background in 
p rogramming? 
David I got i nto it as a hobby whi le  I was 
sti l l  at school.  I d id  a d egree - physics at 
Cambridge - and special ised in e lectronics.  
Then I wanted to do a PhD i n  computing. 
But they d idn 't want me to because I d idn't 
have any computing qual ifications,  so I 
spent one year doing a computer science 
d ip loma, but then decided I d idn 't want to 
do a computer science degree anyway. We 
wrote Elite whi le we were at Un iversity, 
and that was the hobby. Then it switched 
round and University became the hobby. 
Martin How's Frontier been se l l ing? 
David it 's  been going real ly wel l .  lt was a 
shame that the US release wasn't 
s imultaneous, as it could have been. it's 
always a problem d istributing over there. 
Also Gametek US i s  fai rly separate as a 
company, and getting it printed in the US 
takes ten times longer than in the Europe. 
Martin Are i n itial US print runs bigger? 
David I get the impression that they're 
smaller. Typical computer people don't 
fol low the magazines so much. Gametek 
reckon that PC people are s l ightly less 
aware of the magazines on average than 
Amiga people. 
Martin Did you actual ly write the Amiga 
vers ion?  
David I d id ,  yes. 
Martin And someone else is  converting 
the PC one?  
David Chris Sawyer d i d  the PC version.  

i n t e rv i e w  i 

Martin: 'The Amlga version of Frontier is quite jerky and slow In places. Do you think it would be 
faster if you used line vectors instead of polygons?' David: 'Yes . . .  but it would be unworkable'. 

Up in Scotland.  M ost of the data is the 
same on both mach ines,  so that's why the 
PC version caught u p  so qu ickly. As soon 
as the data was done for the Amiga we just 
transferred it straight over to the PC. The 
PC vers ion was completed a matter of days 
later than the Amiga vers ion.  
Martin What about the ST version,  why 
are you doing that, what with it being a 
decl i n i ng market? 
David Well ,  because one of the su refire 
ways of making it decl ine is  by not 
supporting it! The advance o rders are qu ite 
good, I 'm surprised. L ike tens of thousands, 
not hundreds. it's not that d ifficu lt a 
mach ine to support. it's actual ly qu ite a lot 
l i ke the Amiga i nternally. Especial ly s ince 
th i s  i s  such a long project. F ive years ago, 
who could've told  which wou ld  s u rvive? 
Martin Any real d ifferences between the 
ST and the Amiga vers ion?  
David Not especial ly, no. There are 
certai n  things i n  the ST version which are 
not i n  the other vers ions because they're 
not needed. Like a lot of the early STs only 
do 5 1 2  colours,  maximum, but the game 
i nternally uses a lot more.  So there i s  an 
option on the preferences screen to 
s imulate 4,096 colours by doing adjacent 
shades on consecutive Vertical Blanks.  
G iven that I 'd  written the code I 'm damn 
wel l  going to use it! What I ' l l  do is  see how 
it se l ls  on the ST and if it's rubbish I ' l l  
probably not bother in  the future. 
Martin Are there any updates to the 
software, i s  that sti l l  going to happe n ?  
David Oh yes, defin itely. Hopefu l ly new 

versions of the game which will either be 
whole new games or  add-on modu les. The 
way I see Frontier i s  as a real ly good 
platform for doing science fiction 
adventures. If  you l i ke, this i s  just the basic 
game. Certainly I always have lots of 
miss ion ideas. But what I 'd  l i ke to do is 
take advantage of other machines, and 
probably do somethi ng for the con. 
Martin How wi l l  the con version be 
extended? Extra music?  
David Probably. I ' l l  look i nto that. 
Martin Because real ly the beauty of 
Frontier is it's so compact, you could fit it 
on CD 1 ,000 times . . .  
David I guess we' l l  use it for extra music 
and extra sequences, because the problem 
with d isc-based games is  seek times. Un less 
you've got a real ly l inear game it's almost 
i mposs ib le  to e l im inate the seek time 
because it's u p  to the user where they go. 

One th i ng I thought was sad about the 
3 DO's Crosh 'n Burn was that you get a 
h uge number of seconds of black screen 
right at the beginn ing. I 'm very surprised 
that they just d idn 't knock up just the title 
screen and then do the loading. 
Martin The Amiga version of Frontier is 
qu ite jerky and s low i n  places. Do you 
th ink  it would  be faster and more playable 
if you used h idden l ine vectors instead of 
fi l led polygons, l i ke the old Elite graphics?  
David Yes,  it probably wou ld  have been 
faster, but it cou ld  look very, very messy 
and it wou ld  be unworkable. If you set the 
detai l  l evel to low that's not far off what 
you 're getting now, and it does d ramatically 
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i n t e rv i e w  

David: 'I 've never really set out to be a game 
designer, I suppose' • • •  

improve the speed. 
Martin There are points where you take 
off and the control is very jerky, and the 
frame rate of the pol ice coming at you is  
a lmost one frame a second . . .  
David There are relatively few places i n  
t h e  whole game where that happens, l i ke 
the cities on Mars, cities on Earth and a few 
other p laces l i ke Tau Ceti . lt is processing a 
lot of data and that takes time. If you set 
the detai l  to low it does go faster, and I 
expect that if you've got one of the lower 
end Amigas, particu larly a 500, you' l l  be 
using it on low detai l .  
Martin What about the PC vers ion?  
David Yes,  it 's  qu icker. But PC's are an 
absolute n ightmare, I hate them because 
there are so many d ifferent standards. One 
nice thi ng about consoles i s  that they al l  
tend to be qu ite s imi lar. The CD32 i s  nice 
because it u ses Amiga arch itectu re, and 
that's so painless from a programmer's 
point of view. With a PC you can test 
something and it' l l  work fine, but with a 
d ifferent sort of EMS d river the whole 
thi ng might fal l  down. 
Martin On to the Jaguar. I s  there going to 
be a vers ion?  I mean that could be the one 
cou l dn't it? Smooth, detai led . . .  
David Not planned, as yet. I 'm always 
q uite cyn ical about Ataris because at the 
moment the Atari name doesn't real ly 
insp ire confidence. it's not a critic ism of 
the machine.  For someone l i ke me, getting 
someth ing up and running on con i s  easy 
and any time spent isn't wasted.  The Jaguar 
is  a very d ifferent machine,  and much as it 
wou l d  be great to do somethi ng on an 

exciting mach ine l i ke that, wel l ,  there are 
always new mach ines on the horizon. 
Martin Why have you spent most of you r  
l i fe doing 3 D  games? 
David I 've always been interested i n  3 D  
but I haven't only done 3 D  games. I n  the 
very early days when I was sti l l  at school I 
used to write other games for my own 
amusement. I had an Acorn Atom which I 
dangled lots of stuff off. 

lt was t inkering around for a hobby 
and then I twigged that I could probably sel l  
some of these games. Myself and a friend 
d i d  a demo of Elite and showed it to 
various people inc lud ing Thorn EMI,  who 
were the people that we wanted to sel l  it  
to.  But they d idn't want it so we went to 
Acorn,  who took it. 
Martin But why design i n  3 D ?  
David I never really set o u t  t o  b e  a games 
designer, I suppose. 3D has always 
i nterested me and I 've never really wanted 
to do Super Mario style, fru strating kind of 
games, because they're very d ifficult. Elite 

was more fun because it's not as if you're 
working to a goal or a score, it's more a 
case of s imu lating what happens. With 
Frontier there i s  always a sense of feedback. 
Martin Were you asked to do Frontier? 

David No I started out with lan Bel l ,  and 
we got it to be playable on a BBC Micro 
but we decided that it just wasn't good 
enough to sel l ,  so we shelved it and started 
again a lot later - ju st me by then -
supporting the higher end at the time, l i ke 
the ST and the Amiga. I actual ly started on 
the ST so it just shows h ow long ago it  
was . . .  When PC's  sti l l  had CGA graph ics. 
Martin From that early idea what d id  you 
add to the game? 
David I 'm extremely i nto astronomy and I 
real ly wanted to have a much more 
real istic backdrop for the game. Like the 
fact that planets happen to be moving so 
fast that they're very hard to catch up. I 
haven't seen any other game where the 
planets actual ly move at real i stic speeds or 
with real istic orbit lengths .  
Martin What of  the future? 
David Sad ly the days are over of one 
person writing a whole game, i n  the way 
I've worked on Frontier - working alone for 
three of the nearly s ix years. So I ' l l  set up a

· 

smal l  p rogramming group to do 
conversions to other mach ines and to 
enhance the current ones. I hope to be 
produc ing new versions of Frontier for at 
least the next 5- 1 0 years. There are sti l l  
vers ions of  Elite that haven't come out yet. 
L ike for the SNES for example!  
Martin I s  that going to be vector or  fi l led 
polygon ?  
David Polygon .  

Martin What abut vi rtual real ity clobber? 
Gloves and stuff? Are you going to get 
involved in any of that? 
David I th i n k  that stuffs a d i straction .  The 
th i ng that's important with v irtual real ity is 
not the actual 3 D, but the fact that when 
you move you r  head the d isp lay moves. 
From the point of view of the game it's just 
another input/output device. But this also 
makes it very easy to add late i n  the day. 
Generating the 3D images you j ust 
generate the offset by a small  amount. 

With Frontier the way we could do it  is 
let you look around the cockpit and have 
all the d isplays vis ib le in a v irtual real ity 
way. But that wouldn't real ly affect the 
i nternals of the game at a l l .  

As soon as someone makes a machine 
to do a l l  that, I ' l l  p rogram it ,  but u nti l  then 
it's not my problem . . .  £ Martin Thanks David.  

M o re Edge t·eaders wi  1 1  be 
acco mpany i n g  u s  o n  out·  next two 
i nte rvi ews : with Archer Maclean (the 
man beh i n d Super Dropzone o n  the 
S N E S l ,  and with the prog ram m i n g  team 
at Argonaut Software (the des ignet·s  of 
N i nte n d o ' s  S u pe r  F X  cl1 i p  and the 
p r o g rammers of S tar Wing) . 

A l l  you have to do is send i n  one 
q uest i o n  for e ither one o r  both of these 
i nte rvi ews befo t·e J an uary 2 0th.  And if  
you ask the best .  m ost search i n g 
q uest i o n ,  you ' I  I be the one  to go a l o n g .  

A d d ress y o u r  q u est i o n s  to Edge, 3 0  
M o n m o uth S t ,  B ath , B A l  2 B W .  



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

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

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

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

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

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

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

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

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

SO FTWAR E  E N G I N E E RS 
Our change of direction has led to an immediate demand for Amiga/68000 assembly programmers, to work on the platforms �entioned above. If you have a track record of achievement, we are waiting to hear from you. 
All positions are based in our modern offices just outside Bristol and the rewards will be related to abilities and performance 

alone. We have a significant bonus scheme in operation, a staff restaurant, social activities and company pension scheme. 
If you are over 2 1 ,  send your CV or introductory letter to me 

Rob Groves, H.R. Manager, MicroProse Ltd., The Ridge, Chipping Sodbury BS1 7  6AY 

PROSE® 
S I M U L A T I O N  • S O F T W A R E  



Specialist Recruitment Consultants for the Leisure 
Software Industry 

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

U.K. including; Yorkshire, Cheshire, Derbyshire, 
Gloucestershire, Scotland, Cambridgeshire, London, 

Birmingham, Warwickshire, Surrey, West Midlands and 
Manchester. 

Our clients are currently developing products for a wide range 
of Console, CD and home computer formats . 

Positions available include:-

PROGRAMMERS 
ANIMATORS 
GRAPHIC ARfiSTS 
PRODUCERS 
3D PROGRAMMERS 

£14 · £27K 
£18 • £27K 
£12 • £23K 
£27 • £34K 
£18 • £29K 

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

16 Colleen Road, Durkar, Wakefield WF4 3PX 

+ + Career Opportunities + + 
Are you restless? U nder uti l ised? U nderpa id? Find 
out what opportunities there are on an informal 
basis . Contact us in  complete confidence . 

Our current vacancies include :-

• 

• ask+Roy 
• COftiOie Ploglt1111MD .. Loftdon 

Mill,...." pelt 11 'told (IClll'le 10 ...... 
..,,.,,......�...,." tfiCilll bloc:ldUfllt "'· 

toi3Qk 

• 

• 

The next step is to telephone Justin Hill or 
send your CV to:-

Games People 
Datascope Recruitment, 
36 Langham Street 
London W 1 N 5RH 
Tel :  07 1 580 6068 

Sleuth 
wanted 

Wh i l e  some seem i ntent on greeti ng gamers with c loves of 

ga rl ic  and s i lver b u l lets . others a re offer i ng a warmer welcome . 

Fu lfi l l ing its ro le  as cu stod i a n  of o u r  moving heritage , the British 
Fi lm I nstitute has p lans to e rect a temple to the videoga m e .  

where devotees w i l l  be ab le t o  p a y  it homage . A m u s e u m-cu m­

ga l l e ry  where every game ever made can be p l ayed or d i s p l ayed 

is the a i m .  What the BFI needs is a wa l k i ng. ta l k i ng game 

encyc loped i a  who wa nts a job for three months track ing game 

tit les and h a rdware .  I nterested? 

Contact Tana Wollen . BFI . 2 1  Stephen Street. London . WlP lPL.  
Fax 0 7 1  580 8434 

PRODUCERS • London 

IIM £ Com petit ive 
O u r  c l i e n t  i s  part  o f  a mul t i - m i l l i o n  p o u n d  
international group which i s  a market leader i n  leisure 
s o ftware and h o m e  e n t e rt a i n m e n t . S e g a  i s  a n  
acknowl e d g e d  e x p e rt i n  p r o d u c i n g  r e m arkably 
entertaining leisure forms. The group has a record of 
consistent profits growth and strong R&D . They are 
looking to recruit additional producers for games on 
platforms including 8-bit & 1 6-bit consoles and CD 
formats . These are key positions with a key company 
in the industry. 

Suitable candidates should fit the followin� profile:-

* Knowledge of and enthusiasm for the 
consumer software market . 

* Proven project management skills. 
* Product design or development skills in 

conjunction with technical awareness. 
* Good interpersonal skills. 

If you wish to be part of the industry, please send your CV to Julien Hofer:-

36 Langham Street, London W 1 N  SRH 
Tel: 07 1 580 60 1 8  



WANTED! 
SOME O F  T H E  BRIGHTEST MINDS IN T H E  IN DUSTRY TO WORK 
ON A SERIES OF IN-HOUSE AND FREELANCE OPPORTUNITIES 

* PRODUCERS * 
* PROGRAMMERS * 

* 3D PROGRAMMERS * 
* GRAPH IC ARTISTS/ANIMATORS * 

* DESIGNERS * 
* SOFTWARE DEVELOPMENT MANAGERS * 

* PROJECT MANAGERS * 
(Salaries range from £1 0,000·£40,000) 

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

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

publ ishers based in various locations throughout the U K, i nc luding:  N orth 
East of Eng land, North West, Yorksh i re, West M id lands, East M id lands, 

London, South East and the South West. 

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

technical or managerial sk i l ls. 

If  you are cu rrently seeking alternative employment or j u st fancy a change 
then forward a CV to Stephen Lloyd Davies at: 

Aardvark Swift Ltd (Games Division) 
75-77 Station Street 
Swinton 
South Yorkshire S64 SPZ. 

Alterna tively telephone: (0709) 5 71441, lax: {0709) 586527 

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

will be treated in the strictest confidence). 

/' ANSWERS  
R E C R U I T M E N T  

Specialist Consultants to the Computer Leisure Industry 

Working on behalf of leading Leisure Software Industry games 
publishers we are constantly looking the following : 

.... S O F T WA R E  D E V E L O P M E N T 
M A N A G E R S  

.... P R O D U C E R S  
.... P R O G RA M M E R S  

.... G R A P H I C  A R T I S T S  
Graduate trainees to experienced games programmers and 

artists, across all formats, always needed. 

Please apply in writing with full CV 
or call for a confidential chat 

Answers Ltd, 
Anderson House, 50 Bridge Street, Northampton NN I IPA 

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



Do you 

to see • 

ISSUe 

1 

idely regarded as the best videogames 
magazine i n  production,  the next 
information-packed issue of Edge h its the 

streets on Thursday 2 3 rd of December. 
Demand for this state of the art product is h igh: 

copies sel l  out qu ickly and stocks are at a premium.  To 
make absolutely sure of receiving you r  copy, fi l l  i n  
reservation coupon number I ,  and h a n d  it t o  your 
newsagent, who wil l  then keep an issue of Edge for 
you every month, 'under the counter'. 

Alternatively, fill i n  coupon number 2,  put it i n  an 
envelope with the correct payment, and send it to: 
Edge, Future Publishing Ltd, Freepost, 

Somerton TA I I 7BR. 

Subscrib ing not only gets you a free s l ipcase, 
worth £6, but you also receive two extra issues - 1 4  
for the price of 1 2  - and a pristine copy of Edge 

del ivered to your door every month free of charge. 
Then again ,  subscribing by d i rect debit has the 

added benefit of saving you anothe r  £4 on the total 
cost, whi le earning you 1 4  issues, p lus  the s l ipcase, plus 
free del ivery. J ust fi l l  in both coupons 2 and 3 and send 
them to the address above. We' l l  do the rest . . .  

Reservation cou pon 
To the newsagent:  p l ease reserve for me a copy of 

Edge s i x - onsa le  Thursday 23rd December. 
Edge, pu b l i shed by F utu re P u b l i sh i n g ,  i s  avai l a b l e  

f r o m  your  l oca l  who lesa l e r .  

Name -----------------------------

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

Postcode --------------------------



s u b s c r i b e  i 

2 £DG£ subsc ri pt i o n  o rd e r  

D I want to subsc r i be to Edge , and rece ive 1 4  

i ssues f o r  t h e  pr ice o f  1 2  

Credit card number 

Edge SC/0294 

3 

D £36 U l<1 D £32 U l< d i rect deb ie 
' Inc l udes free slipcase worth £6 

D £63 E u rope D £92 J apan , U S  

& rest of wo r l d2 

Six month's subscription 

D £18 U I< D £42 E u rope 

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

'Overseas subs  are sent by A i rmai l 
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v i ew p o i n t  
Edge letters , 30 Mon mouth Street, Bath , Avon , BA1 2 BW 

What 's  you r  opinion? Write and tel l  u s :  I 

i] our feature entitled 
Game Over argued that 
as seemingly more and 

more new games fall into specific 
styles or genres, the 
development of ground-breaking 
games is drying up. 'The amount 
of real innovation in the industry 
is decreasing year by year', you 
gloomily conclude. 

I disagree, and I th ink there 
are a couple of significant points 
in this debate that you fail to 
mention here. 

Firstly, I believe that the 
constant churning out of 

formulaic established genre 
games serves a useful purpose. 
Just take a look at what's 
happened over the last three or 
four years; the period in which 
you claim this stagnation has 
reached crisis level. Since the 
arrival on the scene of Sega and 
N intendo's consoles, the 
videogame market has exploded 
through the roof. it's made it 
into the big time. 

Is this coincidence? Of course 
not. Consoles have taken 
videogames 
from the 

Edge's Game Over feature (Issue three) stirred up some controversy. Is 
originality and Innovation dead? (See letter from Nell West) 

small-time hobby pursuit of a 
minority to big business, larger 
than the Compact Disc industry. 
Seemingly overnight, Sega and 
N intendo knocked down al l the 
barriers of techno-fear and 
stigma that had previously kept 
the home computer industry 
anchored in the backwaters of 
small-time. 

Their consoles are cheap, 
simple to plug in, easy to 
understand and - as part and 
parcel of this approach - it's 
bloody obvious how to play the 
games. The beat 'em ups, drive 
'em ups and shoot 'em ups that 
you dismiss as stagnating the 
market are the very same games 
that are provid ing the entry-level 
appeal to newcomers. 

I'm not for one minute going 
to argue that Sonic on the Mega 
Drive is a 'better' game than 
Ultima Underworld on the PC, but 
it's obvious which game is going 
to sell the idea of videogames to 
the average guy on the street. 

it's these games that provide 
the first tentative step into the 
world of videogames for a whole 
new generation, a generation 
who wil l - in time - progress to 
becoming more d iscerning cart 
buyers, or PC owners, or Edge 
readers and (who knows?) 3DO 
owners. Mortal Kombat is 
currently doing more for the 
long-term sales of 3DO than any 
of Trip Hawkins' press 
conferences. 

Neii West, 
Journalist, San Francisco 

Point taken. But the fact sti l l  
remains that for the bulk of 
machines, innovation seems to 
be the domain of graphics and 
sound, rather than ingenuity and 

gameplay. But perhaps we've 
pretty much seen all there is to 
see on 2D gaming systems? 
Maybe the next stage of the 
gaming evolution wil l arrive with 
the advent of home YR. £ 
Opinions please . . .  

I have an Amiga CD32, 
and I am a bit sad about 
Edge's lack of 

information and reviews of 
software for this new console. 
For example, where's your 
coverage of Pinball Fantasies, Zool, 
Morph, and Robocod . . .  And I 'd 
l ike to see an article about al l the 
publishers that pledged support 
for CD32 in the news story in 
issue one. 

J Cobb, 
Wisbech 

For starters, none of the 
aforementioned games are really 
worth covering in Edge, merely 
being CD versions of disk titles. 
However, Liberation: Captive 11 -
which is Testscreened on p72 -
has been written with the CD32's 
storage and hardware in mind. 

As programmers/designers get 
to grips with the machine's 
capabil ities and the software 
starts to reflect that, then Edge 
will no doubt increase its 
coverage of the system 
accordingly. 

£ 



A large pile of coln-op PCBs (Printed Circuit Boards) strewn 
haphazardly on a colourful backdrop. (See letter from Lester Brltton) 

I] irst and foremost, thank 
you for the most 
genuinely informative 

and innovative magazine for the 
videogames industry. 

That said, I felt issue three was 
marred by a rather naive article 
about the Supergun.  

To begin with you failed to 
point out that the JAM MA 
standard doesn't support stereo 
sound, a real minus compared to 
the sophisticated stereo output 
of SNK's Neo-Geo. 

But the most disturbing part 
of the whole review was the 
blase approach to the acquisition 
of the Supergun and PCBs. PCBs 
can be very expensive and older 
boards are prone to 
imperfection through years of 
neglect. Copied PCBs freely 
circu late and offer indifferent 
qual ity. lt is my experience that 
operators don't much care if the 
board's graphics are a l ittle 
corrupt and the sound not 
working at al l ,  because they don't 
play them. PCBs are a 
commodity designed to make 
money, so by the time a user can 
afford to buy them, they often 
don't work as they should 
because they've passed through 
so many uncaring hands. 

What should be made clear is 
that buying a Supergun and/or 
PCBs is not for everyone. They 
are just too expensive and 
fraught with pitfalls to be 
recommended to anyone but the 
most committed. 

Lester A Britton, 
Maidenhead 

Edge would agree that the 
Supergun isn't for everyone, but 
then that's why we're here: to 
cover the fringe of gaming as well 
as the more established systems. 
As for the pitfal ls, we'll concede 
that more emphasis should have 
been placed on the varying 
quality of PCBs, and anyone 
considering a Supergun should 
definitely be prepared test any 
games before parting with £ the cash. 

D would l ike to offer some 
suggestions for the 
improvement of your 

already excellent magazine. First, 
I fully agree with your pol icy of 
reviewing only the revolutionary 
new games; there are plenty of 
magazines to cover the rest. But 
I would l ike to see a clearer 
rating system for the games that 
you do review. I would suggest a 
separate rating on different 
aspects of the game, l ike some 
other publ ications use - rating 
aspects l ike graphics, sound, 
gameplay, and summing it al l up 
in a final overall score. 

You could differentiate 
yourself from other mags by also 
including ratings for not-so­
common aspects, l ike 'cutting 
edge technology level' (which 
expresses how advanced the 
game really is) or 'appeal to 
technophiles'. 

I'd l ike to see such a detailed 
rating because people choose 
games based on different factors: 
for one person graphics are very 
important, and he or she may 

v i ew p o i n t  1 
buy a game that is lacking in 
gameplay just to look at the 
pictures. Or l ike myself, some 
may just want to buy a game for 
the leap in technology it 
represents (that must be why 
The 7th Guest is doing so wel l ,  
'cos it sure ain't the gameplay) . 

The trick is to come up with 
some useful ,  but unconventional 
dimensions on which to rate; this 
way you' l l  avoid becoming one of 
the grey mass of mags already 
out there. Please don't ever do 
that to me! 

Reinier Lohman, 
Rotterdam 

While Edge was in the planning 
stage, we actually wanted to do 
away with ratings altogether, and 
let our words speak for 
themselves. However, given the 
l imited space available, this could 
lead to confusion, and so it was 
decided that we'd keep the 
ratings, but keep 'em simple. 

Much as Edge's reviews are 
absolute in their  accuracy, 
they're more a showcase for the 
different formats rather than a 
complete buyer's guide. With 
that in mind, a full rating system 
is i napplicable and would take up 
even more room. 

But we're always open for 
discussion: if you think our 
ratings system needs improving, 
you can either mention it on the 
survey on p93 or write in to us. 
If enough people think we should 
change, we wil l .  it's your £ mag, after all . . .  

D can't understand why 
�eople �re talki�g about 
mteract1ve mov1es, 

because it wil l  never happen. A 
film is a l inear story and wil l 
always remain so. 

The sooner the softies and 
everyone else real ise this the 
better, because then maybe the 
huge potential of CD-ROM as a 
format can start to be used 
properly. CD games wil l be no 
different from games today 
except developers wil l  not have 
to worry about memory and disk 
space, and games wil l on ly be 
l imited by imagination. 

But according to Edge two, 
CD-ROM is too slow. Wel l  I 've 
got one thing to say to that -
rubbish. CD-ROM may not be a 
hard disk but it is faster than 
floppies and with much more 
storage space than hard disks. 

A lang, 
Edinburgh 

Sorry, Mr lang, but we disagree. 
True, interactive movies are a 
complete dead end, but then you 
say that 'CD games will be no 
different from games today 
except . . .  memory and disk 
space, and games will only be 
l imited by imagination.' Which 
bears out our arguments: CD is 
just a storage device for snazzy 
graphics and better sound. But 
having played Mad Dog McCree 
on 3DO - which is a double 
speed drive - CD is  too slow. 
Yeah, it's fine i f  you want to load 
in pretty backgrounds or 
cinematics, but to make a game 
with interaction, CDs can't 
compete with hard drives or 
ROM chips. Sure, CD-ROM 
products wi l l  improve - games 
l ike MegaRace and Dragonta/es 
are already showing that - but 
the real future of interactive 
gameplay is in powerful systems 
that generate complex 3D  
images realtime, not in machines 
that turn your console £ into a video player. 

The CD-ROM argument continues. Sadly, this old codger from Mad Dog 
ltfcCree does nothing to help the cause . . . (See letter from A Lang) 
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v i ew p o i n t  

Admittedly Virtua Racing (above) is better at polygons than the SNES, 
but then it does cost £19,900 more. (See letter form Stuart Deer) 

any journalists are 
sceptical about up-and­
coming CD systems and 

the games that wil l  be produced 
for them. I am a firm believer 
that gameplay is the backbone of 
any game. Yet, if you look b�k -
as you did yourself in your Game 
Over feature - the games of the 
past were very simi lar in design 
to today's, but were graphically 
diabolical. So games haven't 
real ly changed much, but good 
graphics do enhance them a 
great deal. 

I am fed up with my SNES and 
its poor graphic capabi l ity, and it 
annoys me to think that anyone 
can walk into an arcade and play 
Virtua Racing, only to return 
home to boring 1 6bit technology. 

So rol l  on 3DO, Jaguar, and 
any other 32bit (or better) 
machines, because with these 
amazing graphics capabil ities, we 
can hopeful ly see the demise of 
the 1 6bit cartridge machines and 
al l their l imitations, and play 
games which at least del iver a 
'being there, doing it' experience. 

Stuart Deer, 
Kent 

We can't help thinking you're 
being a bit hard on the SNES -
one assumes you're lamenting its 
lack of 3D graph ical potential . Of 
course the difference is that for a 
couple of hundred quid you can 
play games l ike Pilotwings, F-Zero, 
Street Fighter 11 and Super Mario in  
the placid comfort of your own 
home, whereas a dedicated Virtua 
Racing machine wi l l  set you back 
a mere £20,000 for the £ 
deluxe model. 

s an avid spectator of the 
computer industry since 
the early eighties, I have 

seen the incredible advance in 
technology- from the humble 
ZXS I to the formidable 3DO. 

But this dramatic leap in 
technology has fuel led my 
increasing concern for the 
software industry over the past 
few years. Inevitably, as 
processors become more 
powerful and infinitely faster, 
programmers are tending to rely 
on these just to produce startl ing 
new effects. Unfortunately this 
has become something of an 
obsession - to the extent that a 
'better specs, better software' 
syndrome has evolved. 

This continual barrage of new 
systems each claiming to be the 
'future of home entertainment' 
has now reached the point 
where the search for new 
technical specifications has vastly 
overshadowed any investment in 
software development. 

Jt's worrying that it has taken 
just four years to go from an Sbit 
dominated videogame industry to 
one that is now looking at 32 and 
64bit CD systems. There is a 
danger that while the main 
players are busy leapfrogging 
each other in hardware 
specifications, programmers 
don't get enough time to get to 
grips with one machine before 
then next one appears. 

The Sbit systems were pushed 
to their l imit before being phased 
out- there's l ittle danger of that 
happening with the current 1 6bit 
consoles. Already the games 

have become stagnant and both 
SNES and Mega Drive have only 
a few years left in them. 

And the race for new 
technology doesn't look 
set to ease up just yet . . .  

£ 

D 'm writing to you 
because I want to know 
what will be the overal l 

best out of the Phi l ips CD-i and 
the Panasonic 3DO. I 'm also 
worried that as soon as I buy a 
machine l ike the 3DO, 
something new will come out ­
l ike when I bought a Mega-CD, 
the Phi l ips CD-i was launched. 

Andy Ellis, 
Walsall 

Decisions, decisions ... Which 
system to buy? Phillps' CD-i 
(top) or Panasonlc's 3DO? 
(bottom). To be honest, Edge Is 
dubious about both of 'em. 
(See letter from Andy Ellis) 

Both CD-i and 3DO have to 
prove themselves as standards. 
No matter what Phi l ips would 
have you believe, CD-i so far has 
underachieved badly. But then 
it's sti l l  the only genuine 
multimedia machine on sa le at 
the moment- and with the 
advent of Digital Video, its future 
is looking (sl ightly) rosier. 

3DO is a more powerful 
system: Phi l ips cannot deny it. 
But it is expensive. and has l ittle 
software (dozens of US 
customers have taken theirs back 
for a refund because of it) . By 
the time Panasonic's 3DO is 
launched in the UK we should 
have a clearer picture of how it's 
doing- and whether you should 
buy that or a CD-i. Or a Sega 
Saturn. Or a Sony CD £ 
system. Or a Jaguar. Or . . .  

D was scann ing the shelves 
of WH Smith on 
Saturday, and the 

stunning cover of Edge three 
fairly leapt out at me. Fl icking 
through it, I was amazed at the 
layout, the use of graphics and 
colour, and the typography. lt is 
totally un l ike any other 
periodical, with a wealth of detail 
in  the printing and a unique 
identity stamped al l over its 
pages. Truly, I've never seen such 
a beautiful publ ication before . . .  

C M  Rogers, 
Edgware 

Praise indeed. Edge has been 
acclaimed by the whole industry 
for its fresh approach to the 
videogame world. If you want to 
help make Edge even better, 
give us your views in our £ 
readers' survey (right) . . .  



Reader 
survey 

The magazine 
One How often d o  you  read Edge? 
a D Almost always ( at l e ast th ree 

out of every fo u r  issues)  

b D Regularly ( between one and 

th ree in every fo u r  issues)  

c D Occasional ly ( l ess than one 

i n  every fo u r  issues)  

Two How often d o  you buy Edge? 
a D Almost always ( at l east th ree 

out of every fo u r  issues)  

b D Regu larly ( between one  and 

th ree i n  every fo u r  issues)  

c D Occasional ly ( l ess than one  

i n  every fo u r  i ssues)  

d D Never 

Three a) D id  you, personal ly,  buy 
th is  copy of Edge? 
a D Yes 

b D N o  

b )  If yes, where d id  you  buy i t  from? 
a D I n dependent newsagent 

b D H ighstreet newsagent cha in  

c D S u permarket 

d D H ome de l ivery by newsagent 

e D S u bsc r i pt i o n  to the magaz i n e  

Four Roughly how many peop le  are 
l ike ly to read this copy of Edge? 
a D 9 or m o re 

b D 6 to 8 
c D 4 to 5 
d D 2 to 3 
e D J ust 1 

Five O n  average ,  about how much of 
Edge d o  you read or  look at? 
a D A l l  of it :  cover to cover 

b D M o re than th ree-q uarters 

c D About h a l f  to th ree-q uarters 

d D About a q uarte r to a h a l f  

e D Less than a q uarte r 

Six How long d o  you  th ink  you  spend 
read ing or looking at an average issue? 
a D 3 h o u rs or m o re 

Fi l l  i n  o u r  q ue sti o n n a i re ,  h e l p u s  m a ke 

Edge eve n better, a n d  wi n a free year ' s 

s u bscri pt i o n  i nto the b a rga i n  . . .  

b D 2 to 3 h o u rs Twelve D o  you read any of these 
c D 1 to 2 h o u rs magazines regu larly (at least once 
d D Less than an h o u r  every s ix  months)? 

a D A m i g a  F o rmat Seven How many t imes d o  you  p ick  b D A m i g a  P owe r 
up and read or look  at an issue? c D Game Zone 
a D M o re than 1 0  t i mes d D G ames M aste r 
b D 6 to 1 0  t i mes e D P C  G amer 
c D 4 to 6 t i mes f D P C  Format 
d D 2 to 3 t i mes g D Sega P owe r 
e D Once o n l y  h D Sega Z o ne 

D S u per P l ay Eight What wil l  you do with this copy D Tota l ! 
of Edge when you've fi nished read ing it? 
a D l<eep it fo r reference TV and radio b D P ass it on to someone e l se 

c D T h row it away Thirteen a) Which of these TV 
services do you  watch at home,  and 

Nine How d o  you  rate the fo l lowing which one of them d o  you l ike best? 
sections  of Edge? ( Mark out of 10.) Ever watch L i ke best 
a C over /1 0 a D B B C 1  D 
b E d ito r i a l  / 1 0  b D B B C 2  D 
c N ews /1 0 c D I T V  D 
d C harts /1 0 d D C hanne l  4 D 
e R e l ease dates /1 0 e D Sate l l ite D 
f P rescreen /1 0 f D Cable  D 
g Features /1 0 
h C o m petit i o n s  /1 0 b) And how long ,  on an average day, d o  

Testscreen /1 0 you  spend watch ing  TV? 
j Lette rs /1 0 a D 5 h o u rs or m o re 
k N ext m o nth page /1 0 b D 3 to 5 h o u rs 

c D 1 to 3 h o u rs Ten Which sect ion  would you  want to d D Less than an h o u r  
see  b igger  or  improved? (T ick  one . )  
a C ove r D Fourteen a) Which of these rad io  
b E d ito r i a l  D services d o  you l ike to l isten to? 
c N ews D a D R ad i o  1 
d C harts D b D R ad i o  2 
e R e l ease dates D c D R ad i o  3 
f P rescreen D d D R ad i o  4 
g Featu res D e D At l ant ic  2 5 2  
h C o m petit i o n s  D f D Cap ital  G o l d  

Testscreen D g D Cap ital  F M  

j Lette rs D h D l< i ss F M  
k N ext month page D D V i rg i n  1 2 1 5  

D Othe r  c o m m e rc i a l  rad i o  stat i o n  
Eleven What is  the most important 
aspect of the magazine? (Tick one.)  b)  And about how long ,  on  an average 
a Des i g n  D day, d o  you spend l isten ing to the rad io? 
b C o ntent D a D 5 h o u rs or m o re 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
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r e a d e rs u  r ve y  

b 0 3 to 5 h o u rs 

. c 0 1 to 3 h o u rs 

d 0 Less than an h o u r  

Fifteen Which of the fo l lowing 
d o  you  reg u larly use i n  your  home? 
a 0 P e r s o n a l  C D  

b 0 Persona l  ste reo 

c 0 P o rtab l e  rad i o/cassette 

d 0 M i n i/M i d i  h i -fi system with C D  

e 0 M i n i/ M i d i  h i -fi system without C D  

f 0 Racked h i -fi with C D  

g 0 Racked h i -fi without C D  

h 0 H i -fi separates 

i · 0 T V  

j 0 V C R 

k 0 Camcorder 

Sixteen Thinking of the last three 
music record ings  that you bought, 
what kind of music were they? 
(Tick up  to three.) 
a 0 Rave/Dance 

b 0 C harUpop 

c 0 H eavy meta l 

d 0 Rock 

e 0 Rap 

f 0 S o u n dtrack 

g 0 Reggae 

h 0 A c i d  jazz 

0 N one of the above 

Seventeen How many of the 
fo l lowing have you bought i n  the last 
12 months? 

Records 

a 1 0 +  0 
C assettes C D s V i deos 

0 
0 
0 
0 
0 

b 5 to 9 0 
c 3 to 4 0 
d 1 to 2 0 
e N o ne 0 

Money 

0 0 
0 0 
0 0 
0 0 
0 0 

Eighteen Please show us which of 
these bank, bu i ld ing  society and post 
office accounts you have. Then cou ld  
you  te l l  us if you  opened the account  i n  
the last year. ( D on't worry, we  don 't 
want your  money, th is  is j ust to he lp  us 
out with our  advert is ing .)  

H ave N ew in  

account last year 

a B a n k  c u rrent acc o u nt 0 0 
b B a n k  deposiU 

sav i ngs acc o u nt 

c B u i l d i ng soc iety 

0 0 

c u rrent acco u nt 0 0 
d B u i l d i n g  soc iety deposiU 

sav i ngs  account 0 0 
e Post Office : 

G i robank account  

f S av i ngs acc o u nt 

0 
0 

0 
0 

Clothes and Shoes 
Nineteen a) Which of the fo l lowing 
have you  had new i n  the last 12 
m o nths? 
a 0 S h oes/boots 

b 0 Trai ners 

c 0 Othe r  sports footwear 

d 0 J eans 

e 0 S h o rts 

f 0 Othe r  trousers 

g 0 S h i rts 

h 0 Sweatsh i rts 

0 T -sh i rts 

j 0 Tracksu its 

k 0 Othe r  sports c l oth i n g  

b)  And how much money have you  
spent  on  these items in  the past 12 
months? 

S hoes/boots 

T rai ners 

Other  sports 

footwear 

J eans 

S h o rts 

U nder 

£ 5 0  
0 
0 

0 
0 
0 

Othe r  trousers 0 
S h i rts 0 
Sweatsh i rts 

T-sh i rts 

T racksu its 

Other sports 

c l oth i n g  

0 
0 
0 

0 
a 

About you 
Twenty Are you . . .  
a 0 M a l e  

b 0 Female  

£50- £100-
£99 £ 1 4 9  

0 0 
0 0 

0 0 
0 0 
0 0 
0 0 
0 0 
0 0 
0 0 
0 0 

0 0 
b c 

£150 
p l us 

0 
0 

0 
0 
0 
0 
0 
0 
0 
0 

0 
d 

Twenty-one How o ld  are you? (Tick 
the appropriate box.) 
a 0 3 0  o r  above 

b 0 2 5  to 29 
c 0 24 
d 0 2 3  
e 0 2 2  
f 0 2 1  
g 0 2 0  
h 0 1 9  

0 1 8  
j 0 1 7  
k 0 1 6  o r  u n d e r  

Twenty-two a) From which of the 
fol lowing sources d o  you  receive the 
most m oney? 
a 0 Reg u l a r  fu l l -t i m e  job 

b 0 Reg u l a r  part-t i m e  job 

c 0 Pocket money/al lowance from parents 

d 0 Student g rant 

e 0 S o c i a l  S e c u r ity/d o l e  m oney 

f 0 No money rece ived 

b)  And about how much,  i n  total, does 
th is  come to i n  an average month? 
a 0 £ 1 , 0 0 0  p l us 

b 0 £ 5 0 0  to £999 
c 0 £400 to £499 
d 0 £ 3 0 0  to £399 
e 0 £ 2 0 0  to £ 2 9 9  
f 0 £ 1 0 0 to £ 1 9 9  
g 0 £ 5 0  to £ 9 9  
h 0 £ 2 5  t o  £49 

0 £10 to £24 
0 U nder £ 1 0  

Comments I f  there's anyth ing  you  
wish  to say about the magazine,  p lease 
use the space be low (and make it good)  

Name : 

Occupati on :  

Address: 

Post code :  

O nce you ' ve c o m p l eted t h e  q uest i o n n a i re 

( o r  a p h otocopy)  shove it i n  an enve l o pe 

and send it to : Edge Quest ionnaire, 30 
Monmouth Street, Bath BA1 2BW. 

As an added i ncent ive,  we ' re g i v i n g  

away five free s u bsc r i pt i o n s  t o  t h e  best 

v i deogame magaz i ne in the wo r l d  < Edge ,  
d u m m y ) .  B u t  if  y o u  don 't fi l l  i n  t h e  £ 
gaps,  you wo n ' t  get the mags . . .  



q u est i o n t i m e  1 

Can 't te l l  you r  PAL from you r  NTSC? Confused by R G B  and 
com posite? Or  s i m ply want more i nformati on? J u st write to Edge . . .  

m I have been thinking about 
buying a US spec 3DO 
FZ- 1 to run on a 

Hantarex mon itor. However, I 
was put off by your statement in 
Edge i ssue three that the game 
Crash 'n Burn l ived up to its name 
and 'crashed' four times during 
intensive playing. You said that 
this could possibly have been a 
result of bugs in the software or 
hardware. Consequently, I have 
decided to wait for two to three 
months before buying. 

I wish to know if you think I 
should hang on for the launch the 
UK 3DO machine possibly next 
April, or if I should sti l l  buy a US 
machine in a couple of months, by 
which time any bugs might have 
been ironed out of the hardware. 

With reference to this 
question, could the UK 3DO 
machine really end up being what 

you call a 'bodged' conversion, 
l ike the UK Mega Drive and SNES, 
complete with squashed picture 
and 1 7% speed loss because of the 
conversion for PAL TVs? 

If this turned out to be the 
case, would the price of imported 
3DOs rise in the UK? 

Jeremy Dickinson, 
Preston rJ Yes, Crash 'n Burn does 

crash occasional ly. The 
hardware wil l certainly be 

refined to cure this, but as to 
when this'll happen . . .  who knows. 
A more immediate problem 
results from not being able to play 
it on a PAL TV. Currently most 
imported systems are being played 
on NTSC compatible TVs or 
monitors, but there's no real 
reason why the UK 3DO couldn't 
have a fu l lscreen display. 

Does 3DO really crash and bum? Will lt appear In the UK in traditional 
'letter-box-o-vlslon'? 3DO Is still the source of most Edge enquiries . • •  

m I s  there any way of 
connecting the SNES to a 
hi-fi if the multi-out 

socket is already occupied with a 
Scart lead? 

Sinh Huynh, Peckham rJ You'l l need to branch a 
set of phone plugs off the 
Scart lead. Call a company 

l ike TDS (08 1 677 5 1 1 3) for more 
information. m I n  Edge one there was a 

news story about the new 
1 6Mbit RAM card for the 

PC Engine Duo. Is  there any more 
news, and how much wi l l  it cost? 

Alec james, Bradford rJ For those who missed the 
first issue, this is a joint 
development between 

HudsonSoft and NEC Home 
Electronics to further increase the 
Engine's RAM cache for CD 
games. Containing 1 6Mbits of 
RAM, the card plugs i nto the 
Duo's HuCard slot and, with the 
2Mbits (256K) of RAM in the 
Duo, boosts the total amount of 
available RAM to 1 8Mbits (2� 
megabytes). For owners of the 
older PC Engine CD system, it 
looks l ike an adapted version of 
the card wil l  be available al lowing 
you to plug in both system cards -
the new 1 6  meg one, and the 
older 2 meg Super System card 
for the same results. The arcade 
card system goes on sale on 1 8th 
December, at the same time as 
the ·first game to use the new 

· · � · · · · · · · · · · · · · · · · · · · · · · · · · ·  

format - HudsonSoft's conversion 
of Gorodensetsu 11 (known over 
here as Fatal Fury 11) . More news 
as soon as it appears. m Will a US copy of Street 

Fighter 11 Turbo for the 
SNES work through a 

standard universal adaptor or Pro 
Action Replay as I have heard that 
some carts have a reaction against 
such devices? 

Janek and Lenny Banks rJ Adaptors are constantly 
being updated to cope 
with both lock-out chips 

and code, and the whole adaptor 
business is suffering as a result. 
New adaptors come out to solve 
the problem and they're usually 
redundant within a few weeks. 
The situation is the same on the 
Mega Drive, but simultaneous MD 
releases, or thereabouts, seem to 
occur with increasing reliabil ity. 

Buying a UK SNES or Mega 
Drive more or less dictates that 
you' l l  end up playing only official 
releases, because of the hassle of 
area-coded games. 

But if you want to play the 
latest Japanese and US SN ES 
games, then you have to buy a 
60Hz NTSC console. 

And it's interesting to see that 
Atari have gone the opposite way. 
With the arrival of the Jaguar, 
we're promised one cartridge for 
the world. This can only be £ 
step in the right d irection. 

Q A 
S e n d  us a letter  o u t l i n i n g  a l l  

y o u r  g a m i n g  c o n c e r n s  a n d  w e ' l l  

try t o  g i v e  y o u  t h e  answers 

y o u ' r e  l o o l< i n g  f o r .  J u st write 

to:  Q&A,  Edge,  30 M o n m o u t h  

S t r e e t ,  B a t h ,  A v o n  BAl 2 B W .  

A l s o  y o u  can l a x  us  o n  0225 

338236, o r e - m a i l  u s  via 

future@c i x . c o m p u l i n l< . c o . u l< .  

with  a s u b j e c t  l i n e  o f  

'ATT N :  Steve J a r ratt ' .  

S o rry,  we can't  answer  

q u e r i e s  o n  t h e  phone a n d  

p e r s o n a l  r e p l i e s  aren 't  p o s s i b l e .  

3 .. 
110. 
!l) 
N 

::J 
"' 

, 
"' 
CT 

c: 
!l) 

-< 

95 



FuN HousE 
GAMES AND CONSOLES 

UK AND IMPORTS 
• Sega Megadrives • 

• Mega CD • 
• Super Nintendo • 

• Amiga CD 32 • 
• Neo Geo • 

• Panasonic 3DO • 
• Atari Jaguar • 

Tel: O:Z:ZJ 212192 
Mon-Fri 1 1 am - 8pm 
Sat 9 .30am - 6. 30pm 

Unit 1 1  Laundry Lane, 
Cherry Hinton Road, 
Cambridge CB 1 4DH 

ctive 

ATARI MGUAR 
1 GAM11 + £189.95 

We also have available mon�ors, joys�cks, sohware etc. 

CaH for best prices. E.G. lA $o«er for MD £37.50. 
Delivery charges: Hardware £3.50 

�eose make cheques/P.O's payable to MICRO AOIVE and 
send with o r d e r  to: Mi c ro  Act ive ,  Bow House  
Business Centre, I 53- 1 59 Bow Road, London £3  2SE 

• Prices may change without notice • 

Suppliers of_ • • .1£.'V" 
all PC c��-
Software 1""1� 
accessories. V 

PC'S BUILT TO YOUR 
SPECIFICATION 
PC Hard Ware at 

So£t prices. 
.,.. Ful l  486 OX 33 ;;I 
;::; l7��e\�';!:,d �8�� :;; 
- 1 4" s6GA monitor :!:: .,.. UK Standard Keyboard ..,. .,.. 1 Mb SVGA card ..,. 
::;;: 3.5"  floppy drive -- Desk Tap/Mini Tower -
..:. /IV\ S  D � s 6 � a=: Wi n d ows 3 _  1 ..,. 

PRICE INC VAT £999 
Specialise in 486 repairs 

ARCADIA 
2nd Floor, 88 Sandgate Rood, 

• Folkestone, Kent CT20 2AA • 
1!:J :1111: Tel: 0303 8504 1 0  1!:J :iE 

NEw & UsED P.c.·s 
Video Games, for Super 
Gun and Jamma Video 

Machines 
Turtles, Robocop, 

F tnal  F1ght, Golden Axe, 
Carner Air W�ng, 
Bomberman and 

many more ! 

STOCK CHANGING DAILY 

ALL UNDER £1 00 
Ring DELLFERN Ltd. 

0384 444 570 

1· t:1 r� c  rtl 
- · - · - · - · - � * AMIGA * 

* SUPER NINTENDO * 
* GAMEBOY * � * GAMEGEAR * PC * 

* MEGADRIVE * CD32 * rtl CARTRIDGE EXCHANGE 
AVAILABLE 

9 Wilton Parade, Feltham � Middlesex TW 1 3  4BU 
Tei/Fax: 08 1 893 2 1 00 - ·  

.. CD 
B¥TES·N·PC15 53. For.all yo�r aa•lna 0 s. Larae stocks 

e best ga•es .. � aolna. c ••• al••• 
and see for • 

• 
• yourselves. • 
• 
• 

21 2a Higii .Street, • 
• 
• Uckfield 1122 I'RD • 
• (0825) 769103 • 
• 
• 



• 

ISSUeS 

Edge one - 300: the real deal, 
Amiga Cl)32 launched, the 
making of Microcosm plus 
games in Dolby Surround sound 

Edge two - Atari's Jaguar 
console, the truth about CD-ROM, 
interactive TVs. All this plus sex 
and violence, too 

Back issues cou pon EDGB005 

P l ease send me the fo l l owing  i ssues of Edge (t ick  as req u i red ) .  I n c l ude 
payment of £5.00 per i ssue , or  £8 . 0 0  for two . 

D Issue one D I ssue two D Issue three 

P lease send me D Edge s l i pcase ( s l  at  £6 .00  eac h .  

D Issue four 

Name ________________________________________ _ 

Address _________________ _ 

Postcode __________________________________ ___ 

Here ' s  you r  chance to pick u p  one of the 

few remain ing back issues of Edge. And 

what better way to store them than in an 

exclusive Edge s l i pcase? But remember, if 

Edge three - First 300 review, 
Virtual Reality, the Supergun 
home coin-op and 'Game Over' 
for videogame originality 

you subscribe 

(p88) the s l i pcase 

is you rs free and 

you ' l l  never miss 

an issue again  . . .  

£bel£ 

Edge four - First Jaguar review, 
new developments at Bullfrog 
and Cryo, plus a retrospective on 
NEC's classic PC Engine console 

You can't s leep, your life is empty, your 
future just a chasm of darkness and 
despair . . .  Yes, you've missed one of the 
first, totally unmissable issues of Edge, 
haven't you?  But don't worry, there's sti l l  a 
chance to get hold of those elus ive issues. 

A l imited number of copies are available - each costs £5 
(postage and packing are free) or you can cash in and get two 
for £8. And the Edge s l ipcase? it's another snip at £6. 

To order your back issues or s l ipcases, simply fi l l  in  the form 
(left) and send it, together with a postal order or cheque (made 
out to Future Publish ing) to: Edge Back Issues, Future 
Publishing, Somerton TA I I 7BR. 
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