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— ) With the entire video and computer game industry
[l gearing up for a record holiday season, and the
release of Dreamcast happening in Japan probably as
‘ you read this, one company stands in the midst of the

console war — aloof, patient, secure in its place as a

market leader, and above all, quiet about it. Founded
in 1955 to make, believe it or not, children’s rocking
horses, Namco has grown into a dominant force in
videogaming. At least equal to (and sometimes sur-

passing) Sega as the number one arcade manufacturer

in Japan, it has also contributed immeasurably to
PlayStation’s success at home and abroad with con-
versions of its Ridge Racer and Tekken series — con-
versions that are arguably better than the arcade

games they're based on.

But despite its success, Namco has also tradition-
ally been very quiet about it. Other companies like
Sega and Nintendo proudly flaunt their designers like
rock stars, but can anyone even put a name, much less
aface, to the genius behind Tekken? Next Generation
was recently granted a rare, behind-the-scenes look at
this gaming colossus, the very human people who
work there, and what the future holds. Their story
begins on page 26.

Namco, however, owes much of its present-day
status to one game, Pac-Man, and in fact the creation
of this simple but popular character was a turning
point for the industry as a whole, paving the way for
Mario, Sonic, and Lara Croft. Indeed, the history of
gaming is filled with moments when something so
seemingly small went on to change everything forever.
For a more complete look at these moments

in time, turn to page 108.
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. Yest Drive Off-Road 2, the only 4-wheeling {,
experience that’s guaranteed to get you high.

= Hummer* exclusive- The only place you'll drive the world famous Hummer
= Awesome Soundtrack Featuring: Sevendust, Gravity Kills, and Fear Factory
= Dual Shock® Analog Controller support- Vibration so real, you risk whiplash!

= World Tour mode- Blow away your competition in any of 6 different truck classes to open
hidden tracks and buy new vehicles and/or upgrades.

= 12 gnarly tracks in 6 real world locations- Go muddoggin’, spray rooster tails, blow snow,
churn up sand and surf- or bash, crash and smash your opponents into boulders, trees,
cliffs or mud pits.

= Choose from 20 killer vehicles!- Including all your favorite off-road behemoths-
Dodge® Ram, Ford Explorer?" Jeep Wrangler, Ford F-150" Chenowth (FAV),
Jeep, Grand Cherokee, Dodge” T-Rex and more...

i PlayStation| i K

Also available on PC

For your free Test Flight, download the demo at www.accolade.com
To order direct, call 1.800.245.7744

TEST DRIV
OFF-ROAD L.

EVERYONE =

rious air, off insane jumps 0ff-Road mayhem at its best! )
L\A_\Jw by Playstation |

frpriprd
Test Drive Off-Road is a registered trademark of Accolade, Inc. ©1998 Accolade, Inc. All rights reserved. All other trademarks are of their respective companies and are used under license by Accolade, Inc.
PlayStation* and PlayStation logos are registered trademarks of Sony Computer Entertainment, Inc. Hummer” and the vehicle's grille design are the registered trademarks of AM General Corp.
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The secret of Namco’s success

Few things represent Namco's success better than Reiko Nagase, star of the Ridge Racer series. In fact, PlayStation wouldn’t be the
powerhouse platform it is today without Namco titles like Ridge Racer and Tekken to give it a boost. In this rare, behind-the-scenes
look, Next Generation talks to the people who make the games and learns exactly why Namco is so damn good

Moments in time Jim Whims
The history of the game industry is dotted with pivotal events He helped launch Nintendo in the U.S. in 1986, then did the same
that were seemingly insignificant at the time. Here are the for Sony in 1994, Now an independent venture capitalist, Jim

moments when things were never the same again Whims has a few things to say about the looming console wars



Intelligence

Gaming news and analysis, including:

09 Movers & Shakers (business news)
10 In the Studio (breaking titles)

14 Arcadia (coin-op news and updates)

Big in Japan
Pen-Pen Tricelon — a Mario Kart for Dreamcast?
Plus an interview with AM2's Toshihiro Nagoshi

IEEl NG SOFTWARE

Alphas

Intel |igence Featuring Next Generation's exclusive inside
Will an emulator Kill PlayStation? « Women are playing games — guess where » A regort from
the World of Atari show « The Ultima lawsuit gets its day in court « Will Zelda ship on time?

look at Namco's Tokyo headquarters

KRl NG SPECIAL

Moments in time
Next Generation looks at some of the game
industry's defining moments

[128 RN

Jim Whims

One of the industry’s sharpest minds gives us his
take on Sega, Sony, Nintendo, and how the next
generation war is going to pan out

WWW.NEXT-GENERATION.CO

Next Generation Online
The best industry news, previews, reviews, and so
much more, updated constantly

Alphas: 38 i !
phas: games previewed We play all the bad games, then print a review so
Namco (muli; Sonic Adventure (Dreamcast); Star Wars Trilogy (Arcade); Lionhead Studios (PC); you can skip ‘em. It's OK, we get paid for it

‘Shadow Company (PC); Jeff Gordon Racing XS (PSX/PC); Plus, 25 more in Milestones
K38  CORRESPONDING

Letters

Why do we give our readers a couple of pages
every month to spout off? Simple: If we didn’,
they'd hunt us down and kil us

K[l NOW HRRING

‘The industry is growing faster than ever. Make a
call and be a part of it

174 BTG EGEYET

He's everywhere
Never heard of Michael Katz? He worked for
Coleco, Epyx, Atari, and Sega — check it out

Finals: 19 games reviewed Next month
Turok 2: Seeds of Evil (N64); Spyro (PSX); Rainbow Six (PC); NFL GameDay ‘99 (PSX); Madden Next Generation reviews Tomb Raider Iil. Wil it
99 (PSX); NFL Blitz (PSX); M.A.X. 2 (PC); Megaman Legends (PSX); WWF Warzone (PSX) actually deliver anything new?
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Will an emulator kill an aging PlayStation before its time?
Moreover, can Nintendo 64 survive without Zelda?

INTELLIGENCE

Game industry news and analysis

PLAYSTATION EMULATION
RAISES QUESTIONS

Could this change the future of emulation — and games?

magine playing off-the-shelf
PlayStation games with
perspective correction, filtering, and
high-res graphics. The solution isn't
a hardware upgrade or new console
from Sony, but instead, something
you probably already own: a PC.
PSYKE is the most impressive of a
recent crop of PlayStation emulators
for PC that provide a promising look
into the future of emulation —a
future in which the emulator itself
exceeds the quality of
the original

hardware it is emulating. Playing a
game with PSYKE is as simple as
placing a PlayStation CD into a PC's
CD-ROM drive and starting the
emulator.

How good is the emulation? At
the moment, it's more interesting for
its potential than for its actual
performance. Compatibility is hit-or-
miss, and o far, PSYKE can only run
a handful of commercially available
games, although it plays many
demos and most Yaroze games just
fine. Also, as yet, it doesn't support
Playstation audio (but it does handle
CD Audio).

However, in spite of these
shortcomings, the
technology is still
impressive. With the most
compatible game, Burning
Road, the software
renderer produces
graphics that look nearly
identical to the actual
output of a PlayStation,
running between 12 and

50fps on a Pentium Il

233. However, much
more exciting

31 pI
| G e ey~

is the early version of the 3Dfx Glide
driver. The game comes to lfe in
high-res — with filtered textures,
sharp edges, and improved speed
— looking as if it had been rewritten
for a next generation console.

But with all the debate about
the legality of emulation, the
emergence of PSYKE begs the
question: Is it legal? As with most
emulation issues, the answer is
more complicated than a simple
“yes" or “no” (although, if you want
to be on the safe side, go with “no”).
Developed by two anonymous
authors and a few program
contributors, the emulator itself is
only about 1MB and requires a ROM
image of your PlayStation BIOS. In



Burning Road Is the best example of how Playstation games are visually
actual game (top right) pales In comparison

Improved. The

order to get a PlayStation game to
run, you must either disassemble
your PlayStation and have the
equipment to read in the data from
your BIOS chip, or download a copy
of it from the Internet. Downloading
the ROM is illegal. It is also illegal to
distribute the ROM online.
(Needless to say, there are already
dozens of sites that offer copies of
the BIOS ROM.)

Considering that the
emulator is written in Visual C++
and could conform to DirectX, it
would be a simple matter to port it
to Sega's Dreamcast. The BIOS calls
could be reverse engineered to
produce the same results with a
completely original BIOS image, or a
software workaround could be
developed, either of which would
eliminate the copyright issues that
prevent the use of the real
Playstation BIOS. Would Sega be
interested in such a possibility?
When contacted, Sega was not
prepared to make a statement.
However, a spokesperson did
suggest that Sega would have some
official comment in the near future.

One might expect that Sony
would have some comment on the
implications of the emulator, but
when Next Generation contacted
several spokespeople for Sony, they
were oblivious to the existence of
PSYKE and weren't willing to make
an official statement.

Even if it worked flawlessly, the
emulator would do little to harm
software sales, which produce the
bulk of income for Sony and its third
parties. Hardware has long been the
least profitable end of any console’s
business model, and so, from a
financial viewpoint, the emulator
ought to have very little effect on
Sony. However, with Sony firmly
committed to the idea that the
Playstation still has life enough to
last two more years, the real danger
lies, not in losing dollars, but in
losing consumers and consumer
mindshare. The next generation of
competing consoles could offer an
emulator that runs PlayStation

games better than the PlayStation
itself, underscoring its obsolescence
and luring away Sony customers.

S0 what's the long-term effect?
With each successive system
exponentially more powerful than
the last, and the increasing
sophistication of emulation
technology, we may be approaching
the day when every system can,
with the proper software, run any
other system’s games. How this
would affect brand loyalty and
game development is anyone's
guess, but it's a possibility that
companies should consider sooner
rather than later — for Sony
and Sega, it could be critical. C

COMPUTER
ENTERTAINMENT

Very powerful PCs show off just how advanced emulation has
become, enabling multiple sessions of Crash Bandicoot

NINTENDO
RELEASES RAM
EXPANSION

Nintendo has revesled its plans for
the 4MB RAM expansion for
Nintendo 64. According to Howard
Lincoln, president of Nintendo, the
cartridge will be out in time for the
release of Turok 2and will retail for
about $29.95. The cartridge
enables games like Turok 2 and
Rogue Squadron to run faster and
in high-res by allowing textures and
objects to reside in work RAM,
limiting the processor-burdening
task of swapping in textures and
‘models into its current limited RAM
‘space. Imagine F-Zero with &
farther draw distance and textures,
and the result is something similar
to how future games will look when
combined with the RAM expansion.
‘The cartridge, which fits into the
small hatch in the front of the
machine, will no doubt extend
Nintendo B4 lfe span, provided
that future developments.
proactively support the new device.

WHA
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Total market share for Sege
‘Satum in the first half of 1898:
1%. Nintendo 84's market shere:

NEWS BITES
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FAIR PLAY

Are women playing games?
Yes, and you may be surprised where

here’s been a lot of talk in the

industry about how to get
more women to play games. No
one’s come up with the solution
yet, but the answers may lie in
something right before our eyes —
the Internet.

According to a recent survey
by the Interactive Digital Software
Association, females are more likely
to play games online than males:
53% of online gamers are female.
Other survey results may lend some
logic to this statistic.

First, the survey found that 89%
of people who play online games
will not pay to play. This suggests
that women like playing games but
are not willing to pay for them.

David Herschman agrees with this
assertion. As president and CEO of
Virtual Vegas, a free online casino
site, he can tell you why 42% of the
gamers who visit his site are
women. “I think that women like to
play games just as much as men
[do). However, | feel that women are
less likely to go out and buy a game.
When games are free, and you can
win prizes, like in Virtual Vegas, we
have seen that women like to play
just as much as men.”

The other appeal online games
seem to hold for women is the
community aspect. “For women,
gameplaying is more of a social
event,” says Herschman. “Women
like to play with their friends and
compete against one another.”

Julie Kanarowski's experience
supports this idea. As associate

Papyrus General Manager Adom

from that operation's

allout to set up an

product manager at Berkeley
Systems, she can tell you how
popular the company’s You Don't
Know Jack and Acrophobia online
games are with women. In fact,
Acrophobia is split aimost 50/50
between women and men players,
and YDKJ online has 33% female
players. “I've spoken with some
women who play Acro regularly,”
says Kanarowski, “and they enjoy
the nature of the word game
coupled with the community
environment online. At the same
time, these women rarely consider
purchasing a CD-ROM.”

The large number of women
visiting sites like Virtual Vegas and

independ

believe w
to do that.” Has there ever

been a time

Becamse fthie nealt, the Howels e sppoited
e e alers ofthe ok, What hindof
et do they ow ki’

Acrophobia is also partly explained
by the IDSA survey, which found
that females prefer quiz, trivia, and
contest games, followed by card
and board games. By contrast, men
are playing action games and
strategy and military simulations
online, a finding upheld by statistics
at online gaming services like
Dwango (which offers games like
Quake Il and Total Annihilation),
where the clientele is 95% male.
Obviously, the online game
industry has a long way to go
before it matures, but already it
seems to have hit on a way to
draw and keep one very large,
untapped market.

Rbsurdly

self-important quote of the month goes to



TALKBACK

“Hacking is such a tantalizing plum
of & puzzle. And a way to
demonstrate intellectual prowess.
Its the forbidden fruit. And some
people are going to take a great
big bite out of it. And | would have
t0 see whether the hack they did
was a good hack or a bad hack.
But it was a reall lever e, Id
hire him in & mi
— Nolen Bushnels response
asked if he'd ever hire a young
hacker on TheTech: Museum of
Innovation home page
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WHAT IF ZELDA SLIPS?

As Nintendo 64's most important launch
approaches, top brass at NOA remain confident

he product-poor holiday

season of 1997 was a disaster

for Nintendo, allowing Playstation to
gain crucial market share. But one
title — Zelda — has the potential to
turn all that around.

Zelda could be the greatest
game ever released — if it ships.
The game was supposed to ship

more than a year ago. Another delay

could prove fatal to Nintendo 64 in
the US. Next spoke to

Take a good look. Who doesn’t want to play this game?

Peter Main, Nintendo of America’s
vice president of marketing, about
the game and its rush to market.

The Legend of Zelda: Ocarina of
Time could be the most
Impressive game ever, and will
certainly give N64 a boost this
holiday season — If It ships

fed her
And second place goes to
THO for its acquisition of the £

licensed game from N-Space. According to
m, this third-person adventure “will
around the bold exploits of an elite

NG: How important is Zelda 64 to
Né4 this holiday?

PM: The Legend of Zelda is
important for the entire industry.
This game will show the dominance
of this generation of console
gaming. We're projecting to sell two
million copies by the end of the
year, which will put even more
Nintendo 64s in American homes.

NG: With the game scheduled to
ship in Japan just nine days before
the US. release November 23, will
the translation suffer?

PM: We have had people from
Nintendo of America in Japan for
the past several months translating
the game, so the fact that the game
ships in both the US. and Japan in
November isn't a problem.

NG: Some gamers are worried that
the game has gone too far to action
and away from its traditional RPG
roots. Might it be too Mario-ey?
PM: As with all games in the Zelda
series, Ocarina of Time is a

recruited by the top-secret Danger Girl spy
agency and charge ting evil
There is. alas, mor Girl imperils
45 heroines in
jtions against
menacing they use their wit and
charm to fight for the forces of go

Interactive Magic is taking its online

nontraditional RPG. The game is an
epic adventure with RPG elements.
The battles are in real time, as
opposed to the text-window-based
battles of traditional RPGs, making it
much easier to comprehend and
increasing its appeal to the casual
gamer. This unique RPG feature is a
primary reason why the franchise
has always been so popular. Is it
t00 Mario-ey? We hope so. Look
how popular Mario 64 has been!

NG: Because of Zelda's delay last
year, PlayStation got a jump on Ne4
for 1998. How do you expect Né4 to
compare with PlayStation in 1999?
PM: We expect a repeat of the 16-
bit generation. We started strong,
the other guys made a good run at
us halfway through the race, and
we made a good sprint at the end
to beat them across the finish line.

NG: If Zelda 64 slips, how much
does that hurt the platform?
PM: The Legend of Zelda is
not going to slip.

The financial media have been suggesting

that Cendant. is looking to offioad its game
Cendant is a strange, multibusine

all with no natural affiliation with th
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CELEBRATING ATARI

Atari-philes show up to pay tribute to the
company that gave birth to the industry

Public showings of unreleased
prototypes show

his past August saw the
celebration of classic games,
and the company that started it all,
at the World of Atari show held in
Las Vegas. A large group of Atari
luminaries were on hand to share
with the masses their fondest —
and not so fond — memories.

During his keynote speech, Bill
Kunkel, editor of Electronic Games
(the first videogame magazine
ever), called Atari at its peak “a
giant city,” claiming that no other
company to date has even come
close to equaling its size. Judging
from the sheer number of diverse
attendees, Atari had an enormous
impact on many people’s lives.

One big draw at the show was
Atari memorabilia, including original
prints of classic Atari box art. Some

s Woif agan. Shigeru

Miyamoto was looking forward to

of the items, such as a Space
Invaders handheld and the Atari
2600 Graduate computer keyboard,
were one of a kind; they were being
shown to the public for the first
time. Other classic systems were
on hand as well, from the Bally
Astrocade to the Mattel Intellivision.
Elusive collectibles were also
shown. Curt Vendel from the Atari
Historical Society was on hand with
interoffice memos, the Atari
Laserdisc system, the playable
2600 prototypes of Tempest and
Sinistar, and the controversial
agreement between Atari and
Amiga Corporation. Dan Kramer
and Jerry Jessop, hardware
engineers from Atari‘s classic era,
brought some of the most
impressive items, including
Computer Space (serial number
one), Pong, and Cosmos (Atari's
prototype holographic game
system). On the final day, many of
these items were auctioned off.
Away from the chaos, a series
of keynotes were given. Most
notable were speeches by Don
Thomas (curator of the .CWhen
timeline), Scott LeGrand and
Stephanie Wukovitz from 4Play
(creators of BattieSphere), Rob
Fulop (designer of Demon Attack
and Missile Command for Atari
2600), John Harris (immortalized in
the book Hackers as the boy who
lost the Frogger source code), and
Leonard Herman (author of Phoenix:
The Rise and Fall of Videogames).
The show was also a venue

for Lara Croft runs out at the e
ar. And

mpany bos
counting the days. He w

for some new products. The long-
awaited BattleSphere for Atari
Jaguar debuted to an eager
audience, and IcePick Games
announced its first title, Bankheist,
for PC and Dreamcast. Other
members of gaming's elite, from
Westwood Studios to Sony
Entertainment, attended just to pay
homage to the company that
helped build their careers.

The show was so successful
that Keita lida, spokesperson for
the Atari Gaming Headquarters, is
already rounding up support for
next year's event, renamed The
Classic Gaming Expo, in the
hope of attracting even more
classic gaming enthusiasts
and company sponsors.

PROFILE

Name: Eric Fredricksen
Accomplishments: /mperialism 1
and 2

The first game Eric Fredricksen
ever was done on an
HP programmable calculator. To do
the programming, he had to set in
‘magnetic strips and actually print
‘everything out because there was.
no screen. He still managed to
write @ few games, however,
including one resembling Lunar
Lander. “There's not many games
you can do with just & plotter,
though,” says Fredricksen. Things
are different now, however, as he
oversees the Imperialism 2 project
at his development house, Frog
City. “The sky's virtually the limit —
technology seems to have
‘advanced five-million-fold since the
early days.” So what's Fredricksen’s
idea of the ultimate game? "A
world where rules are set up to
create @ universe you can do
whatever in — something more
along the lines of defining the rules
of interaction and physics, where
the game designers don't even
know what's going to happen.”

Host Keita lida poses with Atari alum Rob Fulop (top) while
attendees exhibit Paviovian tendencies over classic merchandise

NB4 and Dreamcast ve
he comes pretty

and | think we'd be

Sensible’s Jon Hare is Mr.
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CYBERfx technology creates a powerful, interactive,
3-D arcade experience. Earphones connect to a PC
sound card or TV, Use CYBER(x with any computer o
video game system including Sony Playstation and
Nintendo. Find us at: members.aol.com/jpiusal 997




IN THE

STUDIO

Bomberman for
Dreamcast? Sure ¢

MicroProse may
have killed

ULTIMA SUIT GETS SERIOUS

Fans will have their day i

Ithough the Ultima Online
lawsit originally seemed

spurious, a judge recently ruled that
the case is legitimate and should go
to trial. If the plaintiffs win, the legal
ramifications for the industry could
be huge. Among other complaints,
fans charge that the game fails to
take place in “real time” while it
incurs unspecified costs and
crashes often, cutting the 24-hour
gameplay touted by Origin and EA.

The lawyer representing the
group, George Schultz of Bauer and
Schultz, has his own reasons for
representing his clients: He himself
is a self-proclaimed “gaming geek,”
with a four-PC LAN setup in his own
home. The case has already passed
its first hurdle, a claim for dismissal
based on the frivolity of the suit. A
judge threw out the dismissal claim
and pointed out that the plaintiffs
did indeed have a strong case.

“Compare it to a car,” says
Schultz. “It's equivalent to buying a
car that didn’t get the [claimed] 40
miles per gallon like they said, or
didn’t survive a crash, or you could
only drive on 70% of the highways.”

Schultz has another ace up his
sleeve: Some of his clients are
actually beta testers, so he should
have little difficulty proving that
Origin was aware of the game’s
flaws. But this case is tiny compared
to the value-size can of worms it

could open. Faulty Ultima software
costs the user time and money, but
how about a buggy Windows 98
crashing a computer and taking a
day’s work with it?

The lawsuit touches upon
qualitative issues as well, especially
regarding packaging claims. Could,
for example, a company be sued for
claiming its (bad) game was fun and
addictive? These matters are tricky,
and probably impossible for a court
of law to resolve; however, if the
plaintiffs win the Ultima suit, it could
be a wake-up call for the entire
industry. Already Schultz claims to

PLAYSTATION’S FUTURE?

have been contacted by several
developers who actually support
the suit, citing that marketing and
sales staff often destroy a game’s
quality and stability by rushing it
prematurely to market.

S0 how strong is Schultz’s
case? If his talks with Origin are any
indication, it's more solid than the
software. “I had the head of
marketing (at Origin], when | took
his deposition, tell me, ‘Well, we
didn’t think anybody would really
believe [that the game could be
played] 24 hours a day,
seven days a week.”




Expldsive Graphics Performance
For Your PC

128-bit graphics engine and dual 3D pipelines
deliver enough power to render up to 6
million triangles and 180 million textured
pixels per second

16MB of high-speed 125MHz synchronous

memory and a 250MHz DAC deliver resolutions

up to 1920x1200 with rich, vibrant color
Play 3D games at resolutions up to 1600x 1200

for stunning visual quality and realism

Custom drivers and display tools provide high
performance without sacrificing stability or
ease of use

Runs great under Windows 95, 98,and NT
and includes support for games, productivity
applications, CAD/CAM, and even DVD

Available now in PCl and AGP models

Need more? Visit www.soundblaster.com/hottestgraphics/ for complete specs and the latest benchmarks.

WWW.SOUNDBLASTER.COM



| HAVE AN ENORMOUS TANK BATTALION.

I'VE DESTROYED BUILDINGS IN MY WAY. 5 O W H Y
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6 Hey hot shot, you're dead because you didn't think. To save the Earth in Urban Assault’
TERGPATOOLS you must manage your resources, upgrade your technologies, control your squadrons, and deploy your troops
Sompatencraphics solgtions using an interactive map. All this at the same time you're shooting everything in sight.

1998 Microsolt Corporation Al ghts reserved. Microsoft and Urban Assault are either registered tademarks ortrademarks of MicrosoftCorporation inthe U . and o ather countres



- 1'VE TELEPORTED INTO MY SATELLITE.

W

I'VE DRIVEN MY VEHICLES LIKE A MANIAC.

| HAVE THE FIERCE AIR FORCE.

+

- | TORCHED A TAERKAST BIPLANE.
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It's the perfect blend of action and strategy that you can make even more

challenging with multiplayer capabilities. So use that gray matter. Or you'll lose it m“" IW
Think yourself over to www.microsoft.com/games/urbanassault \J) | ) ' ~ k ~ ~



ARCADIA

Marcus Webb RePlay

WILL CONGRESS KILL
INTERNET TOURNEYS?

SEGA, NAMCO GO
HEAD TO HEAD?

MIDWAY \W00S
RARCADE PLAYERS

SEGA BUYS BACK
ARCADE SALES

TRACKING

Keeping tabs on the latest
gaming peripherals

Nyko plans to pay homage
1o classic gamers by
releasing its Classic Trackball
for Sony PlayStation. Based
on an original idea by Atari
5200 trackball designer Dan
Kramer, the new PlayStation
trackball will retain a similar look and
feel while providing owners of various classic
game packs yet another reason to love their
Playstation (http://www.nyko.com).

New York-based Wizztronics
unveiled its Lynx Vision at this year's
World of Atari 98. The device
enables gamers to connect their
Atari Lynx handheld game system to
a television for full-screen gameplay.
The Lynx resolution holds up
remarkably well despite being blown
up to at least eight times its size
(http:/Awww.wizztronics.com).

THIS MONTH IN HISTORY

November 1, 1984

November 17, 1992

November 1, 1994

November 24, 1994

Cornerstone, a database program, is announced by
Infocom at a New York City press conference. It
eventually fails and marks the end of an era of
quality text adventures

Sega releases Sonic the Hedgehog 2 on

2sDay” in what will become one of the largest
marketing promotions in the industry’s history

Next Generation is born, with a staff of two (Neil
West and Trent Ward)

Sega launches its second 32-bit system in Japan.

November 27, 1995

November 22, 1996

The Saturn promises to be even more powerful than
the 32X

Next Generation Online officially launches, with
daily updates and news

Nintendo declares a 62% U.S. share of the next
generation game market. The self-tabulated data

is derived from the first six weeks of launching

the Nintendo 64 videogame system in the United
States. Many experts believe the figure includes the
existing share of Super Nintendo systems, already
on the market for years

Next Generation Online and Don Thoma i wisoftware comvicwhen)
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I KNOW WHERE THE POWER STATIONS ARE.

So WHY AM | STILL DEAD?

| SAW A MYKONIAN CUBOID FORMATION.

i
- I'W BEING SHART ABOUT MY MOVES.
Use your map to d!n’luy ynu; lll:llll& and ]I;;YIII
“ into any of 15 different types of vehicles.
I KNOW WHICH SECTORS ARE SECURE. : b
b \' s v

: e 3 By # =
I 2 5
Create your squadrons and Set their level of

aggressiveness to defend, attack, o raid.

ZONE

)
Hey mastermind, you're dead because you didn't get your hands dirty. Battle 5 unique alien and human enemy races.
In Urban Assault.” you have to battle on the frenzied front lines at the same time 3

you're strategizing the entire war. Of course, your years studying at military () e
school will come in handy, but to win, you better warm up that trigger finger /\
Shoot your browser over to www.microsoft.com/games/urbanassault. H k

At reseved.
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BIG IN JAPAN

Next Generation reports from the Eastern

front

Curiouser and curiouser ...

n what is becoming an alarmingly familiar scenario
° m in the run-up to the Dreamcast launch, yet another
odd-looking DC titie has emerged from Japan. Pen-Pen
Tricelon from General Entertainment will be released on
November 20 in Japan, sitting alongside Sega‘’s own
launch titles for the system. The game is a neat (and odd)
twist on an established genre — racing. The unusual-
looking characters, which would clearly be at home in any
one of Nintendo’s Pocket Monsters titles, race over an
extended track that requires them to run, swim, and slide
as they make their way to the
finishing line. It will also be
possible to sabotage the
opponent’s progress. it's
impossible to predict at this
point whether Pen-Pen Tricelon
will become the Mario Kart of
Dreamcast or merely a super-

cute graphics demo. Those who

believe the latter might be interested in knowing that the
team behind it includes ex-Sega consumer talent, whose
credits include Sega Rally and Panzer Dragoon.

1t looks weird, but this cuddly exterior belies what
is, by all accounts, an impressive 3D racing title that
makes good use of the Dreamcast polygon power

Who's in the house?

It's not the best job in the world, but for Resident Evil fans, it probably doesn't get much
better than dressing up as a zombie and being paid to scare the living daylights out of
hapless Japanese otaku, who are, thankfully, unarmed

EI ollowing the continued hysteria that has surrounded
the release of Biohazard 2 in Japan, Capcom decided
°to up the ante with a real-life Biohazard experience.
Biohazard Nightmare opened July in the Expo-Land theme
s in Osaka and features a two-story building filled with
dark corridors, trap doors, and hard-up Japanese otaku
dressed as zombies. Capcom has not said whether
participants will be armed, but Next Generation would
imagine not. After all, it wouldn’t be long before a

runtied zombie, realizing the depths to which his
acting career had stooped, would wrest the weapon from
an alarmed customer and pulled the trigger on himself.




Minitalk: Spikeout Producer Toshihiro Nagosh

ith the arrival of Dreamcast and its derived arcade

board, Naomi, AM2's Spikeout will be one of the
last Model 3 games and one of the first for the new
console. After a year in development, Producer Toshihiro
Nagoshi believes it to be the ultimate street fighting
game. Spikeout offers 20 levels, requires a minimum of 45
minutes to be cleared by an expert player, and enables
cooperation play on four linked Model 3-based cabinets.
Next Generation met Nagoshi in Tokyo and spoke with
him about his most recent creation.

NG: When did you start work on Spikeout?
TN: We decided to start the project in April 1997 —
about 15 months ago.

NG: Who makes up the team?

TN: The team is different from Daytona 2. In fact, most of
the staff comes from the Virtua Fighter 3 and Scud Race
teams, plus a few Fighting Vipers team members.

TOSHIHIB NAGOSH)

NG: Ther
department store, and op
Spikeout offer?

T: In fact, multiple scenarios are offered. After you
defeat the boss, different gates are opened. Of course, it
depends on the stage. There are also some hidden doors,
so players can enjoy different paths. In the three main
stages, there are about 20 different “sub-stages.”

are three main stages in Spikeout: town,
How many sub-stages does

NG: Some Spikeout animations remind us of Virtua
Fighter 3. Did you re-use data?
TN: Yes,we did, but the program content is almost

completely new. We simply used some Virtua Fighter 3

information for basic fighting moves.

NG: What was the most difficult aspect of developing the
game?

TN: There were numerous things. The multiplayer feature
was difficult to implement, and it was also difficult to deal
with multiple enemies. For the previous driving games |

was already familiar with multiplayer, but it was the first
time both myself and Sega had worked on a multiplayer
character system. | have to say that it was very difficult to
build a four-machine network. When you have
characters, you have much more data than you do for
cars — cars do not have special moves! It was very
difficult to deal with

NG: Spikeout is not an entirely original concept, owing
much to Final Fight and Streets of Rage. Why has it taken
this long to implement a 3D version of this genre?

TN: itis a problem of technology but also more a
problem of development time. | think it's easy to imagine
a 3D sequel of Final Fight, but the time you need to
dedicate to the development is huge. It is not impossible
to make, but you need to find an expert programmer to
code everything. And also, because we are in a "nice
graphics era,” we need a good model designer. Apart
from Sega there are few companies in the world who
could make such a game.

NG: How many characters are displayed at the same
time on the screen?

TN: There are a maximum of 12 characters on the
screen at once.

NG: How detailed are the models in terms of polygo
count?

TN: Well, we are not talking about one unique character.
All characters and enemies have a low and medium
model. We switch them depending on the distance from
the camera and the place where the character is
displayed on the screen. Essentially, each player character
has four models — which gives us a total of 16 characters
to design. For enemies, it is the same number of models,
but less polygons. Character design was a very long and
drawn-out process for Spikeout. Basically we use less.
polygons than Virtua Fighter 3 [less than a third], and we
use less textures than for Virtua Fighter 3. Having said
that, Spikeout characters are visually not really different
from Virtua Fighter 3, which is a major achievement. We
developed a certain know-how for designing characters.
that we got from VF3, and we're happy with the results.

NG: For a good player, 45 mi
complete Spikeout. Why did y
long gameplay cycle?

TN: An easy answer would be to say it is not really a
fighting game in the tradiitional sense. Recent fighting
games feature very short periods of play, with fights
lasting just 20 or 30 seconds. Spikeout is a different spin
on the genre. It is based on collaboration. You are not
fighting against the person sitting close to you, but you
collaborate with him against the CPU. You need other
players to defeat the CPU, so we extended the game and
created a more complex scenario. Players have to defeat
S0 many enemies ... We wanted Spikeout to look like a
movie and be as long as a TV program.

equired to
e to offer such a

NG: s Spikeout your last Model
3 board game ?

TN: Yes, | believe it is. But |
cannot say for sure that we are
going to develop on Naomi

NG: Spikeout is a very long
game, ideally suited to

mcast. Did you think about
the possibility of a con
version

mel

e you were designing

t?
TN: No [laugh]. | did not think

about a consumer version before,

and I still do not think about it
now. When the project is finally
finished, the subject will surely
come up. | wouldn't rule it out,
that's for sure.

NEO GEO POCKET
REVEALED

It's unlikely to be the
next Game Boy, but the
Neo Geo Pocket boasts
a clear display and a
fine selection of Neo
Geo back-catalog

titles to endear it to
Japanese gamers

SNK released pictures of
its Neo Geo Pocket
system last month, but
despite the shortfalls
associated with a
monochrome display, it
largely succeeded in
impressing. Though third-
party support for the
machine is likely to be
relatively poor (a factor
that could ultimately limit
Neo Geo Pocket to
Japan), it's hoped that
the Sega VMS
compatibility will boost:
sales. As expected, Neo
Geo fighting fans won't be
disappointed — the first
title available will be the
pocket version of the
hugely popular King of
Fighters franchise.
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High spnd raclny only feet from Collect power-ups and fire Experience the tension, thrills and Only quick reactions and sheer flying
Ppower-downs. speed of an arcade-style game. kil wil soe you through the finish line.
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Anyone can fly a plane in the

open skies. But only a razor-
sharp, thrill-hungry speed freak can
wing it at low altitude through a
gauntlet of canyons, cliffs and city
streets without becoming ground
meat. Crosswinds, down drafts and
a posse of other insane pilots
shooting power-downs up your
fuselage mean this is a race to the
finish! So come hungry. Come low.
Come fast...

Or don’t come at all.

Qo

LT

8/9
211MPF

Plane Crazy A.l. means the better Up to 8 pilots can race over Buy equipment and tune your Sonic cannon accesses short cuts
Pplane’s performance. and creates obstacles.

‘ www.segasoft.com/planecrazy

1998 SegaSoft Networks, Inc. All rights reserved. SegaSoft, the SegaSoft fogo, HEAT, HEAT.NET and
the HEAT.NET logo are trademarks of SegaSoft Networks, Inc. Plane Crazy s a trademark of Inner

5 1998 ings Lid. The Inner i iste
trademark in the UK and the European Union. Windows is a trademark of the Microsoft Corporation.
‘The ratings icon is a trademark of the Interactive Digital Software Association.

Yyou get, the better they get. LAN or HEATN




First, we brought you revolutionary, award-winning, 360° 3D action.

®

Then, we plunged you into the depths to fight robots that stole your weapons,
sucked your energy and worked in teams.

¥ ¥

Now, after years of waiting... there is light at the end of the tunnel.

Y¥Y¥

DESCENT?>3
COMING SOON

AR for more information call 1.800.INTERPLAY

Descent 3: ¢ 1998 Outragge Entertainment, Inc. Allights reserved. Outrage and the Outrage logo are trademarks of Outrage Entertainment, Inc. Descent, Interplay.the Interplay logo,
Tantrum, the Tantrum logo, "By Garmers, For Gamers.” are trademarks of Interplay Productions. Al other copyrights and trademarks are the property of their respective owners.
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Odds of landing this move: 10to 1.

| 0dds of fathering;children afterwards: 1,000,000 to 1.
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Sonic Adventure DREAMCAST Ridge Racer Type 4 PLAYSTATION
Legacy of Kain: Soul Reaver PLAYSTATION Interstate 82 PC

ALPHAS

In-depth previews of the games you'll be playing next

here’s something for everyone this
month — from Sonic to Star Wars.

26 Namco a

Revealed! Ridge Racer Type 4 and more

36 Driver t
Destruction Derby’s creators wreak havoc

It Destrega s
Koei's next 3D fighter shows its stuff

a4 Sonic Adventure

Sonic makes his long-overdue return

a8 Legacy of Kain: Soul Reaver »<x

Kill vampires in this 3D sequel
55 RC Racing M
Acclaim takes the little cars big time
58 Army Men 3D S
3D0’s plastic grunts go all-action
64 Star Wars Trilogy Arcade
The Death Star returns, courtesy of Sega

71 Interstate 82
The sequel to -76 grooves into the '80s

14 Jeff Gordon Racing XS X/P
NASCAR's champ drives his own game

81 Silent Hill a

Watch out Resident Evil 21 This is creepy

84 Shadow Company ‘

Realtime soldiering, strategies included

88 Lionhead Studios
Peter Molyneux reveals Black and White

MILESTONES

SHADOW MADNESS  PiayStacon
PERFECT DARK Nintendo 64 ]
BLOODSHOT ~ Nintendo 64 (]
JETRRCECEMINI  Nintendo 54 88
FIGHTER SQUADRON PC 100
CENTIPEDE  PlayStetonPC 100
PC 02
= PC/Dresmcast 102
Marg 08
EERQUEST Oriine 04
Dreamcest 106
CIRACING PlayStation 106
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A concert goes horribly wrong when the Mysteriously, the evening’s sole survivor is Now she must hunt the killer down —
audience suddenly bursts into flame. Lieutenant Aya Brea, NL.Y.P.D. or become them.
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THE CINEMATIC RPG

[

A chilling new adventure that could only UA
come from the creators of Final Fantasy® VII. SQ RESOFT
L

b

WWW. squaresoﬂ.com
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= Bushido Blade 2
Brave Fencer Musashi
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THE SECRET OF

ng alphas

NAMCO’S SUCCESS

Next Generation gets an exclusive look inside one of the most renowned —
and secretive — game firms on the planet. How did Namco get where

it is today, and where is it going tomorrow?

m amco is responsible for some
14 | of the most innovative games
of all time: Pac-Man, the first game
to feature a character; Xevious, the
first game with prerendered
graphics; Bosconian, the first game
with a continue; Winning Run, the
first polygonal racer. Even when the
company has followed rather than
led, as it did when it released Tekken
after Virtua Fighter, Namco has

excelled, adding so much to the
genre that the Tekken series has
managed to stay fresh while the VF
games have aged. In a world where
today’s stars almost always become
tomorrow’s has-beens, Namco has
produced consistently excellent
games throughout most of its history.
Most of the company's income
still comes from running arcades, but
the consumer software operation is

There will be four car
‘manufacturers in the
'game and four racing
teams for up to 16
car/team combos
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the fastest-growing segment of Namco's revenues.

So as R4, the fourth installment of the Ridge Racer
series, nears release on PlayStation, Next
Generation traveled to Namco HQ in Tokyo to talk
with Shigeru Yokoyama, head of Namco's consumer
R&D division, to learn what makes the Namco way of
creating games so successful. We also got some
tantalizing hints about the company’s console plans.

Most of the stars of the Japanese game
world are easy to name: Shigeru Miyamoto, Nintendo.
Hironobu Sakaguchi, Square. Yu Suzuki, Sega. Tetsuya
Mizaguchi, Sega. Yuji Naka, Sega. But when the list
comes to Namco, there are no names, just the bright
red Namco logo. Why? Because at Namco, the
watchword isn’t star power, it's teamwork.

“Namco’s philosophy,” says Yokoyama, “is that
games are created by many people, by the power of
team play. You know, successful games really aren‘t
designed by just a single star. That is one of the basic
tenets of our design philosophy.”

Most game companies recognize the value of
teamwork, but at Namco the definition of exactly what

makes a team is looser than most. “In terms of
development,” says Yokoyama, “probably the biggest
difference between Namco and other companies is
that while we do have discrete development teams,
these teams can always cooperate. For instance, we
have different R&D teams for consumer platforms and
arcade platforms, but the arcade teams and consumer
teams frequently work closely together, and in that
sense, Namco's way of developing is more flexible
than other companies.”

The way teams work isn't the only
difference at Namco. The definition of product success
is also unusual. Unlike companies that strive to add
features to gain bullet points for the back of the box
or to increase the realism in a game or to use the
latest technology, Namco takes a more basic
approach: “Namco’s philosophy is simply to make
user-friendly games that are unique, fun, and easy for
consumers to get into,” says Yokoyama. Sure, that's a
no-brainer, but the difference is that Namco actually
does it. An analysis of Tekken’s combo system, for
example, reveals an underlying logic to the button and

http://www.ign.com

R4: RIDGE RACERTYPE 4

Can Namco’s next racer steal back the crown from Gran Turismo

FORMAT
PlayStation
PUBLISHER

Namco
DEVELOPER
Namco

RELEASE DATE
TBA

ORIGIN
japan

fter three comfortable years atop

the PlayStation racing heap, the
Ridige Racer series was bumped off by
Gran Turismo, which provided a stunning.
ccombination of graphic splendor and
intense realism. The Ridge Racer series,

at only 50% complete, the game screens alread k fantastic

of course, has always been about fun,
not necessarily realism. While other
racing game makers boasted that their
cars had realistic physics and that their
Al didn't cheat, Namco was content to
let players tap the buttons through

A NAMCO
TIME LINE
1955

Namco is founded in
Tokyo as Nakamura
Manufacturing. It makes
rocking horse rides for
children. The first two
are installed on the roof
of a department store
in Yokohama

1963

The company installs
Roadway Ride on the roof
of Mitsukoshi department
store in Tokyo

1966

The company expands
operations, begins.
licensing Disney
characters for rides

1970 ;
Racer, a nonelectronic:
racing arcade game, i§
releast

1972
The Namco brand is
established

1974
Namco acqires Atari
Japan from Atari Corp.

nameo




ng alphas

In a world where today’s stars almost always
become tomorrow’s has-beens, Namco has produced
consistently excellent games

the control setup supports that. Compare this with the
arbitrary sequences found in, say, Killer Instinct, and
you begin to see the philosophy in action.

This approach applies even to something as
seemingly as a console i
and Namco has produced some of the best arcade-to-
home game conversions in history. To Namco, the
additions a game gets between arcade and home
aren’t just added value, they're absolutely necessary.
“The home and arcade are totally different,” Yokoyama
says. “With the home version we have to let the users
play longer than the arcade. In the arcade, the play

joypad sequences based on punches and kicks, length is not really important — you just want people
thrown from the left or the right, and at a given to put in more tokens. In the home, once the

height. No matter what outrageous move the consumer buys the game, we have to provide enough
character may be doing on screen, the player can fun and features to let the users play a long time.”
often sense the follow-up from body dynamics, and ‘Who makes the decision about what should go in the

unrealistic powerslides, preplace cars
1977 wherever they seemed needed, and, in
Shoot Away,  light gun general, cheat like hell. The result? Most
game, is released of those “realistic” racing games were as
boring as real life, while the “cheating”
1978 2 Ridge Racer has proved to be one of the
Nameo America is most enduring series on the platform.
established. First game 7
inUS: Goe Bee It should come as no surprise, then,
that Namco's response to Gran Turismo.
1979 is not to embrace GT's realistic racing
Galaxian is introduced model, but to strike even further out in
its own direction. “Gran Turismo was
1980 » definitely a good game,” says Shigeru
Pac-Man is released Yokoyama, head of Namco’s consumer
1982 R&D division, "DI‘J! While it can be
‘Pole Position e released. classed as a racing game, our games are
(distributed by Atari in totally different. It is more of a racing
the US) simulation, and what we are developing

1983 :

Mappy is released are good and fun racing games. R4 will
4 have a totally different atmosphere.”

1983 . That said, the company is quick to.

fﬁsﬁmeﬂ:}jﬁm point out that R4 will have more than-
cntﬁ}umr graphics in a L < 300 different car combinations and eight
game , o BN tracks — double that of Rage Racer. And
. ‘ N just as Rage Racer introduced new,
1984 - N elements to the console racing genre
Naimoo begins work on " w : (the extensive car customization and
Famicom (NES) games : N mission structure), SOWillRA.
1986 Most dramatic will be the additions
Family Stadium, the first The color tone of the game Is quite to the Grand Prix mode. Although the.
il different from that of Rage Racer: Iis the Viace bacer—to
of Namco's dominant More subtle, it enables players to eoglintiesene & 1 Rageacey
Japanese baseball enjoy the new sense of speed become the champion driver — players
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home version? “The arcade R&D, the consumer R&D,
and consumer sales and marketing departments
carefully discuss the new features. They are basically
discussed by everyone.”

? Aren’t
departments anathema to creativity? That's another
difference. Although Yokoyama is quick to point out,
with a laugh, that “not 100% of the ideas from
marketing are taken,” he says that the teams try to get
as much feedback as possible before starting work on
a game. That feedback is especially important, since
Namco typically only creates three or four consumer
games a year.

“There are two ways of developing,” says
‘Yokoyama. “One is hiring many R&D people and
making many titles. The opposite is keeping a
reasonable number of R&D people, developing a
reasonable number of games, and getting the profit
from them. We do not want to compromise, you know,
making too many games and shipping them all to
market. We would like to keep a reasonable
number of games and have every one be satisfying to
the consumer.”

Because of those standards, Namco has one of
the harshest idea-to-development ratios in the
business. Most of the 160 R&D employees submit
game ideas on a regular basis. “We probably take one
in 50 and develop it to the prototype stage,” says
Yokoyama. “From there, cne in 10 is developed further
and reviewed by sales, and probably just one title a
year will be done this way."

In the past, namco was asked to do launch
titles for the two most successful home consoles in
history: the Famicom (NES in the U.S.) and the
Playstation. In fact, without Namco and Ridge Racer,
it is arguable that PlayStation would not have
succeeded as quickly or as well. And today,

Tekken 3 is still a showcase title, and one of

the most { advanced PlayStati

games available.

What, then, is next for Namco and PlayStation,
after R4? “In Japan,” says Yokoyama, “I think that
Playstation has hit the peak in the market. However,
there is still a growing software market, and in the
U.S. and Europe, hardware sales are still growing, so

http://www.ign.com
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now will need not only to win individual politics successfully, and expect to get a

races, but also to coordinate with a
racing team and car manufacturer and
to deal with the ebb and flow of the
racing season. According to some
sources at Namco, this element of the

better car. To enable more control over
the environment players face, Namco
will not be licensing any cars or tracks,
preferring to make its own. 1987
Graphically, the game will use many

games, is released
for Famicom

Final Lap, the first

game may be as in-depth as some RPGs: of the techniques that were featured in arcade racing

Maneuver your way through race-team

Tekken 3, although some new traits will

game to feature.
separate-screen
multiplayer capabilties,
is released

1988

Namco goes public,
listed on the second
section of the Tokyo
Stock Exchange

1989
Winning Run, the first

arcade game to
feature polygonal
graphics, is released

1990

Namco begins.
distributing its own
games in the US.,
acquiring Atari
Operations, an
arcade division, from
Atari

1991

Stock elevated to the
first section of the Tokyo
Stock Exchange; Namco

dition to the one-player Grand Prix, there will also be a split-screen, two-player version Europe opens




we will continue to support PlayStation.” And Tekken
47 He laughs. "Well, with Tekken 4, the arcade
version is coming first, and so we have to decide
what arcade hardware system it will be developed
for. The Tekken home version will come after that, so

ng alphas

Without Namco and Ridge Racer, it is arguable that
PlayStation would not have succeeded as quickly or
as well. And today, Tekken 3 is still a showcase title

it is too early to make any particular comments about
what platforms it will be on.”

Is there still power enough to do a game that
looks better than Tekken 3 on PlayStation? “There
is potential to do more on PlayStation,” says
Yokoyama. “However, if we try to exceed Tekken 3
in terms of graphics, we will probably have to put
together many more people and take much more
time, and given the probable life span remaining for
PlayStation, that means we cannot really commit
to saying all games will have far better graphics
than Tekken 3."

And Dreamcast? “Very frankly, its success is really
based on the launch titles. Technically it is a good
machine, but we cannot really predict its success in
the market.” Could Namco support more than one
platform simultaneously? “Definitely.” NG|

Namco opens Wonder
Eggs. an urban theme.
park in Tokyo

1993
Ridge Racer released in
the arcade. Namco

acquires Aladdin's Castle

and becomes the
U.S’s largest arcade
operator

1994

Ridge Recer introduced
for PlayStation in
Japan, Tekken released
in arcades

1995
Tekken released for
PlayStation

Release of Namco
Classics, a sixvolume
compilation of classic
arcade games

1997

Tekken 2, Rage Racer
are released on
PlayStation

1998
Tekken 3is released for
PlayStation

appear. As the screenshots show, the
game should compete ably with Gran
Turismo on looks alone. Specifically,
Namco notes that the backgrounds,
lighting, and shading have received
special attention.

The most important element in
driving will be speed, and Namco
promises that the game will be the
fastest-looking racer to date on
PlayStation. Control, although not strictly
realistic, has long been a strong point for
the series, and R4 should continue the
tradition. It is not known at this point
(50% complete) whether the game will
feature graphical collisions or the same
kind of bumping races as the previous
games in the series, but Namco has

made it clear that it will rely on racing,
not extraneous elements like great
crashes, to sell the game.

As legions of second-rate companies
prepare games that they hope will “out-
Gran-Turismo Gran Turismo,” Namco is
content to do what it does best: Extend
the genre in its own way, always
ensuring, in Yokoyama’s words, “that the
game will be fun for people to play. That
is the most important thing.”
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E WENT 92 YARDS, BROKE TWO
TACKLES, JUKED ONE CORNER AND BLEW
THE NUMBERS OFF THE FREE SAFETY.
C’MON, LET THE GUY DANCE.

Football doesn't get any more real
than NFL GameDay ‘99. This year,
we've given NFL GameDay ‘99 a
stadium full of new features, like
all-new graphics and gameplay,
brilliant sportscasting by Dick
Enberg and Phil Simms, and
Authentic Football Intelligence; a
new innovation which has players
thinking and reacting just like they
do in the pros. NFL GameDay ‘99
by 989 Sparts. Take a few snaps and
you'll see why it's the best-selling

football game around.
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DRIVER

Reflections is emerging from the shadows into the spotlight with a string of new titles

FORMAT
PC/PlayStation
PUBLISHER
TBA
DEVELOPER
Reflections
RELEASE DATE
Q11999

ORIGIN
UK.

hen Newcastle-based Reflections

was founded by Martin Edmondson
14 summers ago, it had two employees —
including Edmondson. After writing games
for the BBC Micro, the developer moved
on to Commodore’s Amiga, for which it
created the Shadow of the Beast series.
Its first 32-bit project, Destruction Derby,
became Europe’s biggest-selling
Playstation titie of 1995. The improved

1997 follow-up faced tough competition,
but nevertheless managed to break the
million-sales barrier.

Now with 40 employees, Reflections
is ready to bounce back into the
videogame arena with three titles, all
currently in production. One is still secret,
the second is Steam, and the third is
Driver. Most people would expect the
latter to be some sort of racing game, but
according to Edmondson, they'd be
missing its ethos.

With Driver, Reflections is looking to
achieve “the closest thing possible to
filming your own Hollywood car chase as
current technology allows,” says
Edmondson. “You're able to create all the
situations yourself, have full control over
the direction, and produce something
that, when you look at it, is as close as
possible to a real film.”

To this end, the game will offer the
most comprehensive replay mode
around, including an impressive array of
zoom and pan options and lens choices,

‘Smoke effects and leaves
will be added to the final
version, and both are

affected by blowing wind

as well as the ability to place cameras
anywhere. The interface is surprisingly
user-friendly, and there’s little to stop a
player from coming up with a sequence
that many Hollywood directors would give
their collapsible canvas-backed chairs for.
But Driver isn't just about interactive
replays. There’s a game in there too, and it
could turn out to be a very good one. It's
set in the 70s; players take the role of a
muscle-car driver for hire and must
decide whether to accept jobs offered to
them via an answering machine. Jobs
range from picking up a bank robber after
a heist to tailing a rival heavy across town.

The game's cities are based on their real-life counterparts, for
Instance, San Francisco’s Chinatown district, shown here




sSony’s Performance Analyzer
will be used to get the best
results for the PSX version

ng alphas

Despite the loss of the more pi

effects, the Play version is

—

close to its PC cousin

The four towns are based on their real
counterparts, so players can, for example,
powerslide their way around Miami's
gridlike streets or test their car's

Reflections is looking to achieve “the closest
thing possible to filming your own Hollywood
car chase as current technology allows”

Martin Edmondson, founder, Reflections

suspension in San Francisco's Chinatown.

The astonishing handling dynamics
easily challenge Gran Turismo's level of
realism. Cars rock from side to side after
sudden direction changes and lean over
as they negotiate a corner. “It's a real

In addition to the player-controlled car's headlights, Driver's streets

will be lined with lamps In the fin:

|

physics-handling model, so it is absolutely
correct. Then you make sure that in being
correct it is actually still playable,”
Edmondson explains. “The new dynamics
engine allows you to throw a car onto its
side or its roof, and it will stay there,
rocking on its roof. There are collision
points all over the car — not just a brick.”

Cities also have a real-world feel.
Cars stop at traffic lights and signal before
they turn. When not chasing the player’s
car, police patrol the streets. Leaves swirl
around in the vehicle-induced air
disturbance, and paper and dustbins litter
dark alleys. And, of course, fire hydrants
are there to be smashed into during high-
speed pursuits.

The inspiration came from
“Hollywood car chases — Bullit, Smokey
and the Bandit, Cannonball Run; all those
films belong to an era in the ‘70s that has
never been repeated,” says Edmondson.

It's tempting to categorize Driver as a
3D version of GTA, but that would miss
the essence behind Reflections' title.
Reflections is unwilling to reveal too
many gameplay elements yet, but Driver
already exudes the ‘70s atmosphere of
Hollywood films that Edmondson is so
keen to capture, and the finished product
should feel significantly different from
DMA's crimefest.

After all, the Newcastle-based
developer has a history of doing

things differently. NS

Reflections Is placing a
ot of emphasis on th
abllity to create highly
cinematic replays, such
as these sequences
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DESTREGA

The 3D beat-"em-up continues to break out of the confines of close-range combat

Fighting occurs at both
close and long range

FORMAT
PlayStation

PUBLISHER

Koei

DEVELOPER

Omega Force

RELEASE DATE

Fall 1998

ORIGIN
Japan

- ng alphas

o the hardcore gamer, the Koei
“ name is virtually synonymous with
the strategy wargame. The company’s
output over the past decade has
encompassed a number of formats —
from MSX to Super Famicom — yet its
creative focus has remained constant
with its war “simulations” (as they are
regarded) enjoying a considerable
following in Koei's native Japan.
Destrega, then, is a diverse and left-
field release for a company so long
associated with a more cerebral style of
gaming. Koel's new fighting game
represents a logical progression for
developer Omega Force, following
previous work Sangoku Musosy —
a weapon-based beat-'em-up that
enjoyed favorable critical reception in its
home market and modest acclaim in the
West under the Dynasty Wars moniker.
Given Destrega's open, notably 3D
gameplay mechanics and multieveled
stages, comparisons with Dream
Factory’s Ehrgeiz are perhaps inevitable.
However, at this early stage, its
development as a PlayStation-specific
title appears to be paying considerable
visual dividends. Its environments are
lavishly textured, and videos that were
presented at Koei’s stand at the Tokyo

They may appear to lack the finesse of the characters from, say, Tekken 3,
but Destrega’s fighters boast a considerable level of detall

Game Show suggested a crisp 60fps
refresh rate. In a straight bout to
determine which eye candy is the
sweeter, Omega Force’s title genuinely
appears to offer aesthetic confectionery
of a higher standard

Intriguingly, Destrega’s combat
system allows players to determine the
speed and power of blows, often trading
one attribute for the other. Although this
is hardly innovative per se — Street
Fighter Il used the basic principle many
years ago — it's certainly a refreshing
alternative to the basic combo-oriented
attacks made standard by Tekken and
Virtua Fighter. Furthermore, Omega Force
is attempting to give each attack its own
individual sound, allowing players to
anticipate blows and react accordingly.
With large environments allowing players
to either fight at close range or snipe with
projectiles from a distance, Destrega
almost appears a union of attributes from
Bushido Blade and Toshinden.

Penciled in for an autumn launch in
Japan, Destrega’s rather unusual
features could endear it to the more
dedicated PlayStation owner, yet
ultimately limit its mainstream success.
Nevertheless, Next Generation
awaits its arrival with interest.

Destrega features a
number of flash
pyrotechnic effects
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NEXT GENERATION

SONIC ADVENTURE

Sega needs a killer launch title for Dreamcast. Is this it?

When Sega finally did get around
to putting Sonic on Saturn in Sonic R,
it was too little, too late

The game’s graphics are |
stunning and should reduce |
any fears that Dreamcast
games will have a PC

feel to them

FORMAT
Dreamcast

PUBLISHER
Sega
DEVELOPER
Sega (Sonic Team)

RELEASE DATE
December 1998 (Japan)

ORIGIN
Japan



Tails, of course, is back,
but now players can

actually control him full
unlike in Sonic 2

The biplane is back, but in Sonic

into a massive fighter

llying point, and Sonic is

an obvious choi

The head of the sonc eam

vhich hasn't mad lic game Since

3), Yuji Naka, was undes

inte

with recent treatm

Sonic R. He

olutiona

the third dimension.

3ut that

s where

The results

impressive, and as

) think that Dreamcast might

said Naka,

3s 10 indic

There are several new ways to experience Sonic’s trademark speed.
This snowboard is just one of them
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The graphic effects of the PowerVR second generation chip are shown to good effect in these shots

and Naka feels the series ultimately
owes its success to outright speed. The
final build of the game will run at 60fps,
and despite its sprawling game maps,
it's undoubtedly a member of the Sonic
family. All the running and somersaulting
of the past ga
but the freedom offered by the open
play area makes old favorites like loop-
the-loops appear refreshed. The team is
aware, though, that more is expected of
games today, and as the title suggests,
there will be more to Sonic Adventure
than simply running, jumping, and
collecting rings.

"We've added puzzle and arcade
elements,” explained Naka. “Sonic can
now talk to other characters, and each
of the six heroes has individual skills
essential to the game.” The result may

nes have been re-created,

Knuckles also returns, and
again he and Sonic have an
acrimonious relationship

As the title suggests, there will be more
to Sonic Adventure than simply running,
jumping, and collecting rings
give an almost RPG-like feel to the
game, with swooping cameras

highlighting conversations and key
linking scenes.

Although the vaditional Green
Hill Zone is gone, it has been replaced by
Mayan ruins, dense jungles, and the
already mentioned cities. The massive
fog- and pop-in-free levels have plenty
of o0 to run in — they were designed
s that at full tilt, it may take Sonic five

minutes to get from side to side. But
running isn't the only thing to do in the
game. There are Mario 64-like 30
exploration areas, as well as some wide,
Crash Bandicoot-like paths that feature a
mixture of running and puzzles. In
addition to the main quest, the game will
provide several replayable mini-games
and the inevitable PDA keychain game
as well

The massive levels enable the
addition of other characters, three of
which are familiar to fans of the series

Tails, Knuckles, and Amy — and two
new ones: Big the Cat and E-102. Each
possesses unique abilities and
maneuvers through levels differently,
and the plot — involving defeating
Robotnik again — is told from each of
the six heroes' perspectives. Another
nice thing about the design is that each
level seems to have a mixture of running
and exploration areas, which would
seem to give players a significant
amount of freedom to decide how they
would like to proceed

in short, Sonic Adventure has been
designed by Sonic’s original creators to
be nothing less than the ultimate
expression of everything the hedgehog
stands for.

Failure, if Sega is to survive, is
simply not an option with Dreamcast.
Although the system still faces many
challenges, based on what we've seen
so far of Sonic Adventure, having a
stellar, marquee launch title will
not be one of them I

Amy (top) returns as the
love interest, although
she looks even less like a
hedgehog than Sonic
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The often long loading
times of the first Kain are
gone, as the world
continuously streams and
loads from the disc

ng alphas

LEGACY OF KAIN: SOUL REAVER

Vampires abound in this 3D sequel to the original Blood Omen: Legacy of Kain

laying the first Legacy of Kain was

not unlike playing Gauntlet inside
the massive fantasy world of Nosgoth
But the addition of the vengeance-bent,
anti-hero Kain gave the top-down epic a
deeper sense of character than the
game's 2D graphics first revealed. The
sequel to Legacy of Kain, however, is
more comparable to Tomb Raider
than it is to Gauntlet. This begs an
interesting question: Will the followers
of Kain get more of what brought them
to Nosgoth in the first place? In a
word, yes.

“The main similarity is the soul-
sucking or soul-devouring mechanic,”
says producer and director Amy Hennig,
who produced the first Kain as well.
“Basically you stun or damage an enemy
and then you have the ability to draw its
soul out of its body, the same thing Kain
was doing with blood.”

However, the player does not return
in the role of Kain, but rather, Raziel,
Kain's firstborn
vampire son. At
the end of the

There's little pixelation within these
environments, which Crystal explains
has to do with keeping color palettes
meticulously similar

first game, Kain has a choice to sacrifice
himself and save the world, but “we
assume he refuses,” says Hennig,
explaining that the world is subsequently
thrown out of balance, and 1,000 years
later, Nosgoth becomes a land overrun
with six races of vampires. When Raziel
grows wings and evolves beyond Kain,
Kain kills Raziel in a jealous rage. But
Raziel is raised from the dead by the
underworld king to collect vampire souls
and ultimately seek his vengeance on
Kain. The plot unfolds from there within
approximately 15 areas. Hennig estimates
that this makes the game about as large
as Tomb Raider Il.

“We've tried not to create scads and
scads of layout because it's very time-
consuming and very shallow,” Hennig
says, addressing one of the criticisms of
the original Kain. Instead, Crystal
Dynamics is attempting to create a world
that entices players to revisit areas when

The fluid, new camera s based on interpreting player intention. It
detects where a player is facing and moving, and at what velocity

No text to click through —
and Crystal insists the
character voice-overs will
be “Disney quality”

FORMAT
PlayStation

PUBLISHER
TBA

DEVELOPER
Crystal Dynamics

RELEASE DATE
January 1998

ORIGIN
us.




ng alphas

they've gained new abilities. For example,
when Raziel gains the power to scale
walls, unreachable areas in earlier levels
become accessible.

The elaborate architecture within
these 3D environments is some of the
best Next Generation has seen on the
PlayStation. On top of that, it morphs in
real time. “The idea is that the world
exists simultaneously in two dimensions,”
says Hennig, “the real world (the physical
world) and then its nightmare flip side,
the spectral plane, which is sort of a dark,
funhouse-mirror version of itself.”

As Raziel cannot die, he reverts to
the spectral plane when he runs out of
energy to exist in the physical plane.
Players can then continue playing in the
spectral plane, only their goal is to recoup
the energy necessary to return to the
physical plane. Also, since the switch
between physical and spectral planes
morphs the landscape, plane-shifting will
be key to solving several puzzles.

And the combat? Like the first game,
it drives the gameplay. Yet, instead of
collecting an arsenal of traditional
weapons, Raziel will be limited to the Soul
Reaver, Kain's all-powerful sword from
the original game. This title weapon has
taken on spirit properties and can be
powered up at elemental forges to incur
a variety of damage. Also, combat will
require some puzzle-solving as well. As
the vampires are immortal, players will

Turning these designs Into
characters should prove
an interesting challenge

The 3D architecture in Kain is so elaborate, the simpler character
models suffer by comparison

combat was barely present in the game,
and the Soul Reaver itself was nowhere
to be seen. still, Hennig feels the January
15 shelf date the team is shooting for is
possible; however, given Crystal has been
extremely late with a number of projects

The elaborate architecture within these
3D environments is some of the best Next
Generation has seen on the PlayStation

866L /20WAAON NOILVYINEO LX3IN

need to stun their opponents and then
find some means of finishing them off, be
it impaling them on a nearby object, like a
lightning rod or fence post, or exposing
them to sunlight or water.

At the time of this writing, the

in the past, Next Generation wouldn't
be surprised if it slipped as much as six
months. And if extra time is needed, so
be it. This team of 26 has the potential to
polish up and ship the best internally
developed game at Crystal yet.

‘The morphed, twisted look
of the spectral plane was
not inspired by Tim Burton’s
film Beetlejuice, but rather,
the same 1920 German
expressionist films that
Inspired Burton
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Real WCW theme music
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RCRACING -

Can a radio-controlled game draw a crowd for Acclaim?

ng alphas

The moody museum track presents
plenty of obstacles, like these full-size
dinosaur skeletons

pits 28 varied cars on 16 tracks set in
eight different environments. One early
playable track is set inside a museum, the
other inside a toy world. Early versions of
these environments display the
developer’s desire to make the worlds
visually sparkling as well as highly
interactive. The museum’s glossy floor
offers a perfect reflection as well as a
slippery surface to race on. The toy world
is a lighthearted course, littered with
beach balls and complete with a section
of track that is a flat toy piano (not unlike
the one from the film Big) featuring
interactive keys.

The early demo shown to Next
Generation already featured a highly
evolved physics model, but many of the
other cars, Al, pick-ups, and sounds had

he most common mantra used by

racing game developers over the
past year has seemingly been “better
physics model.” And seeing as smaller,
remote-control vehicles are the perfect
place to show off these models, it's no
surprise that Acclaim’s RC Racing comes
hot on the heels of Shiny's RC Stunt
Copter and Fox's (admittedly terrible)
Team Losi Racing.

Crossing three platforms, RC Racing

not been However, the
game will offer both racing and battle
modes, and all formats will feature
multiplayer options, with the PC version
enabling 12 simultaneous network
players. The PC game will also include a
track editor.

But is there still interest in the radio-
controlled genre? Well, if the Al and
control can match the high-quality
graphics and frame rate, RC Racing
might prove to be a great, off-beat
gameplaying experience.

‘The colorful toy track (above left, above right) features beach balls, flying model planes, and even some arcade
games. The courses, with their elaborate architecture, stream fluidly — read, there’s no pop-in

320
Qiﬁ

The 28 cars vary from
more traditional RC
models to outlandish
vehicles straight out of a
cartoon world

FO

RMAT
PC/Nintendo 64/PlayStation

PUBLISHER
Acclaim

DEVELOPER
TBA

RELEASE DATE
Q21999

ORIGIN
UK.
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ARMY MEN 3D

“Get out of the sandbox maggot!” Little plastic guys go over the top

sarge’s weapons include bazookas and, of course, the always lethal
flamethrower (which reduces soldiers to puddies of melted plastic)

explains. “When you pick up a new guy,
he’s pretty much a power-up standing next
10 you, adding extra firepower."

There are a total of 25 missions,
divided into three distinct terrain types:
desert, alpine, and bayou (including some
urban scenarios in a city that looks
like New Orleans). There's also

FORMAT
PlayStation

PUBLISHER

300

DEVELOPER

300

RELEASE DATE

November 1998

ORIGIN

u.s.

he original Army Men for PC

received a lukewarm greeting from
critics but was enthusiastically embraced
by the public. It quickly became the best-
selling title in Wal-Mart and stayed at the

top of the charts there for several months.

The PlayStation version is vastly different
in structure, however, and has been
turned into a third-person, 3D action
game, which is more at home with the
console audience.

“The thing is," says Producer Nicholas
Earl, “the PC version wasn't a realtime
strategy game. | think a lot of people who
played it treated it like that. It was actually
designed more as an action game, but it
had strategy elements and it looked like
an RTS. However, [the PlayStation version]
is a real action game and looks like a
mission-based action game.”

Once again, the game follows Sarge,
the stalwart, green, plastic leader of a
group of toy soldiers. Game mechanics
have been kept somewhat simple, and
Sarge is able to duck and roll, crawl, enter
vehicles (tanks, jeeps, half-tracks), and use
a variety of weapons, all taken from
classic Army Men poses — bazooka,
flamethrower, etc. Proper use of cover is
key, and when squad members are
released or rescued, they fall into line
behind Sarge. “You can't give your squad
orders to move around the map,” Earl

a boot camp level to give players a chance
to practice. While the missions vary from
rescue to search-and-destroy, the overall
storyline follows the recovery of pieces to
the portal. “That's the big payoff, the big
surprise at the end,” Earl says. Where does
it lead? “You'll have to play to see.”

The final version will
Include a two-player, split-
screen option, with

and possibly
co-operative modes

The emphasis for the Playstation version Is firmly on action, but it
also takes advantage of the system’s high-res mode
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Intense shooting action In-game cinema sequences

KNIFE EDGE: Nose Gunner

Blast off for revolutionary game play action with KEMCO® Knife Edge: Nose Gunner™ for
Nintendo 64! Knife Edge combines the fast-paced action of a sci-fi shoot-em-up with the thrilling
joyride of an arcade-style flight game. Beautiful 3D polygon-constructed extraterrestrial
environments fill the screen. The pioneer colonies on Mars are invaded and you have to shoot your
way through enemy craft and ground defense placements. KEMCO's innovative game pass
generation system computes the player’s choice of assault craft, navigator character, difficulty
level, and enemy kill ratio to open up new branches and routes through the hostile environments
and introduce new enemy attack configurations. Knife Edge offers a new game play experience

every time. .
Coming Soon On N64:
Coming November

Coming December

Exclusively Distributed By:

!\{licroware

stributing Inc
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STAR WARS TRILOGY

Sega’s legendary AM divisions may be losing talent to Dreamcast, but they continue to push
the envelope when it comes to fast-paced coin-op action and high-powered graphics

Star Wars Trilogy Is the most realistic and cinematic Star Wars game
yet. There’s nothing new about the choice of the Death Star for the
first level, but the textures and complexity of the models put all
previous efforts to shame, thanks to the improved Model 3 technology

t Sega's recent annual Summer game, Ocean Hunter. AM3 also

Private Show in Tokyo, it became announced that at the forthcoming
evident that, despite the recent brain JAMMA show, it would introduce its own
drain to the consumer department, the Model 3 Step 2 title, the sequel to the
world-renowned AM divisions are as popular shooter, Gun Blade. But all this is
strong as ever. set to be somewhat overshadowed by the

Spikeout (previously known as Spike) young upstarts at AM Annex, who have

was there in all its multiplayer glory, with been given the enviable task of creating
four linked cabinets courtesy of AM2; what is almost certain to be the number

meanwhile, AM1 showcased its latest gun one arcade hit of 1999.

FORMAT
Arcade

PUBLISHER
Sega

DEVELOPER
AM Annex

RELEASE DATE
Spring 1999

DillGlN The cinematic CGI sequences used in the Attract mode are in a class of their own
apan




Star Wars Trilogy is only 20%
complete but already playable and
responsible for the lion's share of the
buzz surrounding Sega'’s winter arcade
lineup. Heading up the project is General
Manager Kenji Sasaki filling the shoes of
Tetsuya Mizaguchi, who recently departed
for the consumer department to begin
work on an undisclosed Dreamcast
project.

Sasaki and his team started working
on the title in March, after LucasArts
approached Sega with a view to
expanding its Star Wars franchise into the
arcades for the fourth time. This time,

Where Star Wars Trilogy distinguishes itself is in its wide variety of stages. Here, the player engages in an on-rails
(though not FMV) speeder-bike chase on Endor. Elsewhere, Sega has also included a first-person lightsaber stage

_ ng alphas

|

however, the game release will tie in with
the run-up to the 1999 prequel movies.
But as LucasArts itself knows,
creating a Star Wars game that will pass
the close inspection of the fans isn't easy,
and the pressure is on Annex to produce

a worldwide hit that anyone, from kids to
adults, can happily embrace. Sasaki
understands this too. “We cannot fail,” he
says, laughing. “We must make a Star
Wars game that is better than the
ccompetition, better than all the other
games, and we have to find a good
balance between constructing a
believable Star Wars environment and
building a sound gameplay system. The
pressure is huge.”

He is almost certainly assured of
success in the second goal —
constructing a convincing environment.
Star Wars Trilogy, as the title suggests,
covers all three movies in one game. Each
film constitutes a stage, which is then
divided into smaller sub-stages, all
offering a wide variety of play mechanics.
Despite the X-Wing style of these early
screenshots, it would be a mistake to
assume that Star wars Trilogy is just
another space-combat game. As well as.
the predictable Death Star bombing run,
players can expect a jungle speeder-bike
chase and even a first-person lightsaber
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stage — far more than was on offer the
last time Sega and Star Wars got together,
with the Model 1-powered trench combat
sim, simply titled Star Wars.

Of course, when that appeared, the
whole world wasn't eagerly awaiting a
new movie. Expectations are running high,
as much on the technical front as any
other — a fact not lost on the team’s lead
programmer, Takahiro Kakizawa, who
explains the advantages of using the
latest Model 3 Step 2 technology. “There
are many things in Star Wars Trilogy that
were simply not possible with Model 1
and even Model 2," he reveals, “For
example, it was previously impossible to
produce movie-quality cut scenes —
something that features heavily in the
new game — and we couldn’t have
created the transparency and explosion
effects on the older boards. Model 3 is
especially good at lighting.”

And it shows. The cut scenes are
stunningly realistic and allow for seamless
transitions between the stages, and the
ship models and environments are some
of the most realistic to date, with the most

These realtime story
sequences link the stages.
Here, the Rebellion forces
meet in orbit for battle

star wars Trilogy will almost certainly be the last Sega coin-op to
utilize the Model 3 board, to be replaced next year by Naomi

The space battles feature
a multitude of ships,
including the Star
Destroyers, which can be
attacked at close range

detailed utilizing tens of thousands of
polygons. There even seems to be some
sadness on the part of the team over
producing what will be Sega’s last Model
3title. The board has served the AM
divisions well over the years — games
such as Sega Rally 2 and Virtua Fighter 3
would have been impossible without it —
and despite Sega’s claims, many believe
the Power VR-based replacement, code-
named Naomi, will be inferior.

sasaki is reserving his judgment, but
Next Generation detected more than a
tinge of regret at the technological
changing of the guard. “Yes, for all the
Sega AMs, it is the end of the Model 3
era,” he says, ruefully. “I believe that Star
Wars Trilogy will be the last AM Annex
Model 3 game, and we are already
beginning to study the new board.”

Whatever the impact of Naomi,
however, AM Annex will undoubtedly rise
to the challenge — as will the other AM
departments. They've ruled the coin-op
market in the 90, and there's no reason
to assume they won't continue to do so
as the industry ticks over into the next
millennium. Before that, however, Star
Wars Trilogy, barring a fatal upset, will not
only be another step forward for Sega, but
also for Lucasfilm, which plans to own the

Star Wars Trilogy
entertainment landscape lock, re-creates the
stock, and barrel, in 1999. atmosphere of the

movies perfectly




Welcome to the Microsoft” SideWinder™ Freestyle Pro joystick. Now you can throw yourself into the action.
Literally. Every on-screen movement is controlled with your own movement. It's called motion-
sensing technology. Accurate and highly responsive, not to mention works with your favorite
games. It's programmable buttons and super slick design fits your hand like a glove.
Which is handy when you're throwing yourself from one side of the room to the other.

Microsoft Motocross Madness™ comes free with ""%“}”ﬂg WI MDEK

the Freestyle Pro.

Freestyle Pro

,demarks of trademarks of

Want more? Visit microsoft.com/SideWinder
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THE FIRE IS BACK

The fantastic fighting game, Return Fire, is bhigger, bolder and badder than
ever in Return Fire 2, an amped-up, full-arsenal, total assault experience.

1350 gpm—
© New 3D engine-for fast and furious in-your-face action! \ i
e e AR A » e )N
©  Full support for'3D accelerator boards and all joys i ing force
3 la P K [exe .
® 3 perspectives: 1st person, 3rd person-close, 3rd person-far.

® 16 player action over the Internet, LAN or 8-player direct connect, and split-screen 4-player mode.

@ 6 different vehicles to control: tanks, jeeps, heli y Support i (ASV), PT boats and jets.

® 15 maps with huge terrain and landscapes plus 2 new maps available every month on www.returnfire2.com.

’ Jw ‘Panasonic. % §)§ @

www ripcordgames.com ST www.returnfire2.com



INTERSTATE 82

I o oohes

The past still isn’t what it used to be, as Activision updates its hit to the ‘80s

et in a retro-dimension where the
‘70s never died, Interstate 76 was

a breath of fresh air among the usual
glut of Blade Runner-inspired dystopias
and elf-ridden fantasy worlds. Enter
Interstate 82: “We went out into our
audience and asked, ‘What do you guys
want?" says Zack Norman, director on
both /-76 and 1-82. “One of the
philosophies | had was that if it's going
to be a sequel, it had to have enough
newness and uniqueness to warrant
being called a sequel because in this age
of Whatever Il or Whatever Ill, there has
to be enough of a rationalization aside
from some little bit of tweaking and new
missions.”

First among the fans’ requests was
a high frame rate, so /-82 has been built
around a new, state-of-the
art rendering engine — one that requires
hardware acceleration, is blistering fast,
and supports such niceties as
environment-mapping and (possibly)
bump-mapping. Second, level design is
now based around a notion called the
Large Driveable Mesh, or LDM, with each
level being created whole cloth in
Softimage and supporting both indoor
and outdoor environments. Also, thanks
to “Multivehicle Combat,” it will be
possible for characters to exit vehicles,
fight and interact with the environment
on foot, then enter other vehicles at will.

And, as the title implies, the setting
has been fast-forwarded to the new-

has been updated for
the '80s, with car combat
in both outdoor and
Indoor areas

and outfitting the
have been changed:

Every weapon system now has a
countermeasure, shifting the
strategic dynamics

wave era of the early ‘80s. Expect the
soundtrack to be filled with (ahem)
homages to The B-52s, Elvis Costello,
Flock of Seagulls, and others. “When |
looked back and started doing research
about the '80s, | thought, ‘This was such
an absurd time,” Norman says. “I mean,
the '80s was like, ‘What is the president
of the United States doing? And why
does no one care about this stuff?’ And |
think new-wave music really typified the
sensibilities of that period: It was
disposable, kind of trashy, and fast. |
described /-76 as Road Warrior meets
Shaft — I'm describing /-82 as the Road
Warrior meets ‘Miami Vice."

FORMAT
PC

PUBLISHER
Activision

DEVELOPER
Activision

RELEASE DATE
November 1998

ORIGIN
us.
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JEFF GORDON RACING XS

Can NASCAR champ Jeff Gordon drive ASC’s next game into the winner’s circle?

|| At racks are raced at night. enabling the developers to hocst the visuals with plenty of multicolored lighting

‘m getting spanked,” says Jeff But don't expect to see a replica of
Gordon after his car is crunched Gordon’s number 24 car in this game —
into a high corner by two passing cars. that belongs to EA's NASCAR. Instead,
Fortunately, Gordon isn't at Charlotte ASC and Real Sports intend to bring
Motor Speedway — this year's leading players a futuristic racing game.
Winston Cup driver is sitting safely inside “At the core it's racing,” says
the Ambassador Suite at the Boca Raton Schwartz, “with real cars and real
Resort in Florida, where he’s just started physics.” And while the designers intend
test-driving his forthcoming game with to capture the gritty essence of NASCAR,
ASC. Less than a minute later, Gordon is the presentation and 10 tracks are more
easily sliding through turns, a of the Wipeout variety. One mountainside
consummate pro even behind a Mad track features steep sloping roads,
Catz steering wheel. another cloverleaf track whips players
Flanking Gordon on either side are around corners, then launches them over

ASC Executive Producer Howie Schwartz
and Real Sports President Robin Antonick.

Gordon is closely tied to "
Pepsl, but the glaring Pepsi They've brougm’me latest rev of their
4 o8os are placeholder game to Gordon's home state of Florida,
and they are intently focused on getting

feedback from Gordon. “We take the
responsibility of putting Jeff in the game:
very seriously,” says Antonick. “We've
built a ot of tools and implemented a lot
of elements that we can tune and
FORMAT  respond to his input, which he’s very
_ Playstation gpticylate in giving because he is a
PUBLISHER ~ gameplayer.”
ASC Unlike many other celebrities who've
DEVELOPER signed their names to the front of a game
Real Sports package, the 27-year-old Gordon actually
RELEASE DATE does play games. “I played Grayrj Turismo
Q11999  until | got the Castrol Supra GT," at which
point, Gordon says, “it became too easy
to win.”

The designers intend to give players that neck-and-neck, give-and-

ORI S ISN take feeling of close racing

|
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Jjumps. An early-in-design, Las Vegas-
based track capitalizes on the night
racing aspect of the game, with glowing
casino backgrounds.

Of course, players won't just step
into Jeff's shoes. Through some
bluescreen presentation and voice-over,
Gordon mentors players during the first
stages. Ultimately, however, players will
have to unseat Gordon to win the game.
“Everyone is beatable on any given day,”
Gordon admits, then quickly suggests
that players will need to be almost
perfect to beat him.

But with so many racing games
available and a new Ridge Racer around
the corner, where does ASC expect to
find its niche? Antonick believes Real
Sports can match the competition's
vehicle dynamics, physics, and frame
rates. However, the company doesn‘t

and repair damage on the fly

‘ As this Is futuristic and not realistic racing, the cars will morph

want to build another Gran Turismo Antonick feels his game will excel with
Conceptual art shows
track designs that are a because the consensus is that the game proper racing Al, modeled on neural net
long way from NASCAR should have a pick-up-and-play appeal. technology. “This is what Jeff focuses in

on,” says Antonick of Gordon’s affinity for
smart driving, “so that's where we place
our attention — not in the garage, but on
the racetrack. It's the concept of
retaliation, the concept of an epic taking
place on the racetrack.”

This is not some fast-lap philosophy
for ASC. Having struck a five-year,
multititle, multiplatform deal with Gordon,
this game is the first in what both
publisher and developer hope will be a
long-running franchise. In a battle with
racing veterans like EA, Namco, and Sony,
Gordon’s availability and cooperative
spirit certainly give ASC some needed
turbo. And who knows? He does have a
history of taking checkered flags.

The game's engine Is genuinely impressive — it currently runs at 30fps, even while displaying eight cars and multiple lighting effects

866L 90WINON NOILVHINID LX3N

W0 UONEIaUBB-IXaU MMM/

3



NEXT GENERATION November 1998

http://www.ign.com

N
b

ng alphas

An interview with

JEFF GORDON

Jeff Gordon (right)
discusses track design
with Real Sports
President Ron Antonick
(left). Antonick Is not
only a developer with
experience on several
Madden football games,
but he’s also a
recreational Skip Barber
and Formula Mazda
series driver

tage 27, Jeff Gordon is the two-time NASCAR Winston

Cup champ and current points leader. In Gordon’s
Winston Cup career (178 starts as of press time), he lists 38
wins and 22 poles, and has finished in the top five 50% of
the time and earned more than $20.5 million

Gordon’s perhaps a natural for starring in a game, as

his career in racing started about as early as his love of
games. He began racing at age five, just about the same
time he got an Atari 2600 with Night Driver. In a position to
give some real advice about the sport and racing games,
Gordon tells Next
Generation where the two
meet, and where the line
never blurs.

NG: Assuming ASC
approached you

this

project, what made you bite?
JG: I've always wanted to be
involved in making a
videogame. Every time | pick
up a racing game, | critique it
“It's not real enough” or “It's
not fun enough,” “It's not
ccompetitive enough.” When ASC came along, | said,
“Perfect, this exactly what | like to do." | think there's a lot of
people out there who get involved with games, but it’s not
really what they want to do. It's not what they’re personally
into. For me, I'm really into it, | wanted to be a part of this
and not just have my name put on the cover of the thing,

NG: There are plenty of NASCAR gar
guys took a different approach. Why?

JG: [Pauses] | guess because I'm a young, exciting type of
guy, and I'd like to see a young crowd get into a game that's
more futuristic. You can go way out with the cars, with the
handling of the cars, and type of race tracks ... We've seen
every type of racing game that you can see, and | wanted to
see something a little different, a little newer.

S out the

e, but you

NG: Is there anything missing from a real
that you'd like to see come to your game?

JG: Someday | want to see the feedback from the steering
wheel put into the actual home videogames. You're seeing it
in the arcade games now. But more importantly, | think it's
being able to get that feeling [of resistance] by what you're
seeing on the screen — to have your car sliding through the
corners, and you being able to control that slide and feeling
like you're part of the game because you can feel what the
car's doing.

g experience

NG: Other than its futuristic art direction,
sets your game apart?

JG: One thing that we're doing that | haven't seen is the
really high-banked corners. You can actually run low, middle,
high, and the higher you get up on the banking, the more
speed you can carry through the corners, but the farther
around you have to go, it makes the track longer. But it gives
you other options instead of there always being one groove.

NG: It sounds like there’s some things from your game
you'd like to see in real NASCAR racing, besides more
banking

JG: You know, we're getting more into the aerodynamics.
The cars in the game are very slick and rounded off, with
speeds up to 300-plus miles per hour, which, a long ways
down the road in NASCAR, you might see, but right now
they're keeping us under 200. | think the one thing | really

The only way you’re ever gonna get that true
feeling of what the race car’s like is to feel it
in the seat of your pants

would like to see in racing is to be able to have more
options when it comes to passing. That does lead back to
banking, and what we want is three or four [cars] wide
racing, where you're seeing several cars going for the win
on the final lap. | think that's what the fans, drivers, and
teams want to see.

NG: Do you feel a game will e ture the
NASCAR experience the way t e it on the track?
JG: Oh, absolutely. Someday. There’s been a lot of talk about
it. 1 think the only way you're ever gonna get that true
feeling of what the race car’s like is to feel it in the seat of
your pants, to feel it in the wheel and in the pedals, to have
the screen and you become one. Just as long as we don't
actually feel what it's like when we hit the wall, then
everything will be fine.

NG: But as gamers, if we know we're safe from that wall,
can it ever be as real as when you go out on the track?

JG: Well, | guess you'll never get that real a feel because the
danger aspect of it definitely comes into play when you're
out on the racetrack. If that wasn't there, and there wasn't a
little bit of fear in you, then you wouldn't mind hitting the
walls, you wouldn’t mind hitting other people. That's what
keeps the professionalism and the competition to what it is
— because it is real out there.

NG: Who would win in a fight, Sonic or Mario?
JG: Oh, man! Well, me being the big Mario fan, | think Super
Mario would take him. | don't know, that'd be a tough battle,
but I'd pull for Mario. | think Mario can get pretty mean,
pretty nasty. He's got all those tricks up his sleeve,
all those hidden things that could take out Sonic.
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—
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oy SERIES §
N -— — AGRICULTURAL ROBOTS. PISSED OFF EOAMER
meuonw OF A ]OB THEY VE nm\
v f: |/ ol FROM ygaéifn M8 TO BLOODY FIST II
) " Laecomo TiMe.
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THE SURVIVORS

" AFTER YEARS UNDERGROUND WITH ALL THE

I - TECHNOLOGY THEY COULD FIND, THESE SMUG >
-’ BASTARDS ARE INTERESTED IN REAL ESTATE

e < & o TOPSIDE AGAIN.

Insane units! Lo-tech

51 non-Linear missions. corgeously rendered
mastodons and ciant a complete mission editor. graphics mean that units
scorpions. series g seeders  full-on unit editor. and up to Look Like units,terrain
and weed killers. Wi-tech 8 maniacs can battle over Looks Like terrain and
anaconda Tanks and 20 multiplayer maps.
enforcers.

True fog of war

Lets you set up ambushes
and hide from the enemy.
rAMous facial motion capture
war Looks Like war! brings mission Briefings

to Life.




pig-fart ouered mutants
homicidal agrLcuLturaL robots

and techno-geek' lljarmongers
ALL AGREE...

K.I.KO's AI.

WHAT IS ? = IS TO A.I. WHAT
GIANT MUTANT SCORPION BATTALIONS ARE TO DEER. IS A COMPUTER OPPONENT
THAT ACTS EXACTLY LIKE THE POST APOCALYPSE MUTANT WARMONGER IT’S SUPPOSED
TO BE. IT UNDERSTANDS TOPOLOGY - WHERE TO PLACE GUARD TOWERS, HOW MANY
UNITS TO HOLD BACK FOR DEFENSE. IT WILL ENTER YOUR BASE THROUGH THE LEAST
DEFENDED SECTION. AND DO AS MUCH DAMAGE AS POSSIBLE. IT SENDS SCOUTS TO
SEE WHAT YOU’RE PLANNING. IT RETREATS. IT WANTS TO YOUR ARMIES,

You YOUR DIGNITY. MUTANTS DO IT WITH ... WHO ARE YOU TO ARGUE?

www.melbourne
KKND2 KROSSFIRE © 1998 Beam International LTD. Melbourne House is a registered trademark of Beam International LTD. All Rights Reserved. house.com/kknd2
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“Devil Dice is a puzzle
game that eclipses even Tetris."

GameFan

A High-Speed 3D Multi-Player Puzzle Game for the PlayStation. Game Console

TOTALLY ADDICTIVE GAMEPLAY
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ase

Exe

i’
B

ster

e

| S|
| Playstation |
OVER 1000 PUZZLES TO SOLVE UP TO 5 PLAYERS IN MULTIPLAYER =



SILENT HILL

Can Konami's upcoming horror/adventure steal the crown from Resident Evil 2?

ng alphas

o call Silent Hill a clone of Resident

Evil would be to do it a severe
injustice. That's because the game's
environments are presented in realtime
3D, and the atmosphere it generates may
exceed that of Capcom’s legendary
horror adventures.

The game has players pick up the
role of a car-accident victim who loses
his daughter — literally — following the
incident. Heading toward Silent Hill, a
small, sleepy town from which occupants
have mysteriously vanished, the player
finds a game that's a blend of the
Resident Evil and Tomb Raider series.

Armed with a map of the area,
players set out to explore a town
shrouded by a thick fog — a feature
adopted, presumably, to build
atmosphere while relieving pressure
from the game’s 3D engine. Exploration
in an early build of the game reveals a
variety of shops and buildings — none of
which can be entered but a factor that

A pistol comes In rather handy when dispatching these genuinely odd
little enemies. We think, perhaps, Children of the Corn may have been
part of the inspiration here

could change in the finished game.

Further progress involves
negotiating a series of dimly lit
passageways that require the use of a
torch — bringing some fabulous lighting
effects into play. It's then that the truly
sinister feel of Silent Hill surfaces, the
grim color scheme enlivened by areas
decorated with buckets of gore. When
rounding a corner, players find that the
soundtrack begins to complement the
visuals, as churning, wheezing tones
issue forth before the player is assaulted
by what appear to be zombie-esque
children. On this admittedly limited
evidence, it looks as though Silent Hill
could be the most genuinely chilling
videogame ever realized

Beyond the gameplay itself, which at
this point appears sound, the cut scenes
deserve a special mention. Unlike other
big-name Japanese publishers like
Namco and Square, Konami does not
have a reputation for producing cutting-
edge CGl, and yet the quality of the
sequences in Silent Hill is nothing short
of mind-boggling

The Resident Evil theme is ready to
go real time, and Silent Hill is poised to
explore those avenues with aplomb,

After being coaxed through
this fog-heavy level by an
encounter with an
apparition, the player
‘encounters a message of
warning about a dog

The interior sections
prove reminiscent of a
certain Capcom series

FORMAT
PlayStation

PUBLISHER
Konami

DEVELOPER
Konami
RELEASE DATE
Spring 1999
ORIGIN

Japan
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OT ENOUGH EMOTION
IN PRO FOOTBALL? MAYBE
THAT'S BECAUSE THE PLAYERS
SPENT IT ALL DURING COLLEGE.

There’s nothing in the world of
sports quite like college football.
And there's nothing in the world
of sports video games quite like
NCAA GameBreaker ‘99.This year,
GameBreaker returns with a host
of features its competition can’t
touch. Compete for the Heisman
Trophy, build your own dynasty
with the blue-chip recruiting mode,
and listen to the legendary Keith
Jackson call the action. NCAA
GameBreaker ‘99 from 989 Sports.

It's college football at its best.

o AME
BREAKER
7]
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SHADOW COMPANY:

LEFT FOR DEAD

An early look at what could be Interactive Magic's riskiest endeavor yet

Almost every vehi
the game Is aval

he first time Next Generation

the player, from boats,

helicopters, and tanks to caught a glimpse of Shadow
motorcycles, street cars, Company, we were amazed. The game
‘snowmobiles, and jet skis had the look of Metal Gear Solid,

gameplay reminiscent of a realtime
strategy title, and persistent
environments that looked as good as
any big-budget action film.

Several months later, Paul Meegan,
designer for Sinister, talks anxiously
about the company’s first game. “We
looked at a lot of different games, and
really there aren’t too many games that
compare to our engine. The game isn't

linear. The environment is beautiful, with

real physics on the helicopters and
vehicle suspensions. With effects like
real wind, water surfaces, and so on,

FORMAT
PC

PUBLISHER
Interactive Magic

DEVELOPER
Sinister Games
RELEASE DATE

Q2 1998

you get the feeling you're interacting
with a much more real world.”

The remarkable engine is also what
provides personality for the game’s
characters and the way they interact
with one another. If one of the team
members runs out of ammo, depending
on which character it is, another
character will throw over a replacement
clip. The actions are done without being
intrusive to gameplay. “One of the things
we've seen in other games, like
Commandos,” says Meegan, “is that they
operate in the assumption that enemies
behave a certain way. It becomes a
puzzle game. Our game is more realistic.
Each character has their own personality
because of our AL"

This plays a larger role in creating a
team, as each character has distinct
advantages and disadvantages. Some
act well under fire, some might take the
initiative, and others may cower in the

Players explore a number of locales, which include cloning facilities, infirmary tents, supply bunkers,

OR ll(J;ISN barracks, and command bunkers




shadows. Much of the game's charm lies
in the fact that there are so many
different characters, and the player must
help develop their skills. “You get
attached to them,” admits Meegan. “We
really want to avoid the faceless soldier.
We want you to get to know them and
not just choose what weapons they use.”

All this is great, but history tells us
that when technical innovation takes the
lead, the game and its story often suffer.
But Sinister is taking precautions to
ensure the best overall gaming

At the moment, the plan s to complement the action music for each
locale. If the mission s in South America, the music reflects the culture

Players have access to the typical array of
‘weapons, including pistols, rifies, grenade
launchers, flamethrowers, and an
Unlike In realtime strategy gam

player is unlhln of tagging a vumclo to
take dis -ontrol of it and its weapons.
Tanks offer tht abllity to destroy
bulldings previously traversed on foot

experience, starting with the story. A
powerful political force enlists a group of
mercenaries to take on a mission in
Africa. During the operation, the team is
informed that it is no longer needed.
With funding cut and communications
ignored, the team is lost and left for
dead. Players assume the role of the
team leader, responsible for delivering
the group to safety as well as
uncovering a conspiracy of “X-Files”
proportions. Because of the structure of
the game, there are no set missions. The
situations stem from the players’
decisions. “It is up to you to decide how
to accomplish the mission,” says
Meegan. “It requires real good
assessment of the area to find the oil
refineries, prisons, or anything that could
affect the tactical aspect of the game.
There is a campaign structure, but it is
your discretion how to perform it. It is a
living world to interact with.”

The game certainly has the makings
of being a mainstream success for
Interactive Magic, whose product roster
has always catered to a niche audience.
Likewise, the game could be the
launching pad for Sinister Games’
success. The company has already
alluded to interest in the Dreamcast
platform and future console systems.

At this rate, it sounds as though we'll
be hearing a lot more from Sinister
Games in the near future.

Equipment and tools
Include flak jackets,

scuba gear, starlight
goggles, and more

WI0D"UONEIRUAS-XOUMMM//:ANY




~ HEppacTICED
ON 2 D

TR L AR
(PRRAAS
e




WE TOOK WHAT WAS KILLER AND MADE IT MASS MURDER. MORE NEW [EVELS AND
TOTALLY REDESIGNED EXISTING |

ELS FUSE ALL THE RESPONSIVENESS YOU'D EXPECT FROM THE PC
VERSION WITH EVERY RADICAL FEATURE KNOWN TO NINTENDO® 64 AND PLAYSTATION® GAME
CONSOLE. PRODUCED BY THE MASTERMINDS AT ID, THIS QUAKE II™ MERGES TWO~ AND FOUR~
PLAVER DEATHMATCH CAPABILITIES, FULLY CUSTOMIZABLE CONTROLS AND SAVE GAME
FEATURES WITH MOOD~ALTERING SPECIAL EFFECTS, DETAILED TEXTURES, DRAMATIC [IGHTING
AND AWESOME GRAPHICS PERFORMANCE. TAKE IT FROM US, THIS IS NO REINCARNATION.

QUAKE II

WS

PUBLISHED BY

ACTiVisioN.

u'ﬂmsse o uummz o, Aq.ﬁvqms R DISTHBUTED 5 ACTIVISON, I\, UADES L1GSE, QUAKE® AND THE 0° L0GO ARE REGISTERED TRADEMARKS Of 10 SOMWARE, . QUAKE I,
THE 9 11 LOGO ARE TRADEMARKS OF 10 SOFTWARE, .
£ i ﬂm. g,

RANLE LS "‘ Playstation |

L ls, rs

THE 10 SOFTWARE
5 ACTIMSION? 15 A REGISTERED TRADEMARK OF ACTIVISION, INC. QUAKE 1~ 1S UCENSED BY NINTENDO. NINTENDO, THE OFFICIAL SEAL, NINTENDO 64 AtD THE 3D

996 NINTENDO OF AMERICA. LICENSEO BY SONY (COMPUTER ENTERTAIRMENT AMERICA FOR USE WITH THE PLAYSTATION. GAME CONSOLE. PLAYSTATION AND. THE
ol CoueTER EXTETTRNNENY Nc. AL 01 TRADEMARKS A4 TRADE NAVES ARE ROPERIES O THER RESPEOTNE OWNES-
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last spoke with Peter
Molyneux, he was just
putting the finishing touches
to Dungeon Keeper at
Bullfrog Productions. What
followed was a protracted,
and at times, acrimonious,
departure from the company
he had founded. The game
press was filled with
speculation about what the
man who is acknowledged
as one of the best game
designers in the world would
do next. The answer was
simple: He would start again,
from scratch.

And 50 in August of
1997, Lionhead Studios was
born, and Peter Molyneux
found himself sitting in front
of the blank screen of the
company’s first official
purchase — a PC — armed
with nothing more than
Windows and Word and the
three other people he had
brought with him: Technical
Director Tim Rance, ex-
Bullfrog producer Mark
Webley, and millionaire
businessman Steve Jackson.
And he was scared. At least,
that's how he describes it in
the pristine meeting room of
Lionhead's newly acquired
headquarters in leafy
Guildford, England, as Next
Generation quizzed him on
leaving Bullfrog, the creation
of Lionhead, fame, and the
current state of the industry
he helped to form.

NEXT GENERATION

NG: What were you

scared of?

PM: | had given everything |
had in terms of equipment
back to Bullfrog, s0 | got this
new computer, and the first
day | sat down, it was me,
Tim, Mark, and Steve, and |
sat down, turned my
computer on, and thought,
“What the fuck have | done?”
There was nothing on this
machine, not a single tool,
nothing, At Bullfrog 1 had
entire departments dedicated
10 tools, to code, to graphics.
— all these resources — and
then just nothing. It was
deeply, deeply scary. »

/wWww.ign.com

http:




NG: Why did you leave
Bulifrog? After all, it was your
baby — you created it

PM: | had become
management. | went from
someone who is really just a
programmer and designer to
being a suit, and it was a
totally unnatural thing for me
to do — completely and
totally unnatural. It was the
most nightmarish situation in
the world. I had to ask

myself, was | going to be a
programmer and designer at
Bullfrog, or was | going to be
management? And the
company became just too
big. It got so | didn’t know a
lot of the faces around the
office. | mean, when | sold

it to EA, Bullfrog was 40
peaple, and when | left it
was nearer 150.

NG: Does Lionhead feel like
Bullfrog in the early days?
PM: Well, we have more
money now! And having an
office like this makes a huge,
huge difference. We socialize
alot, and people work late
here, and that's great —
we're all in this together. One
thing that's certainly the
same is that it's very
obsessional, and 'm in huge
amounts of trouble with my
girlfriend. We have this
agreement that she only
stays at the weekends, and
now I'm starting to eat into
the weekends as well as the
evenings, so I'm in trouble.

NG: You mentioned that the
size of Bullfrog was a
problem. How will you stop
Lionhead from becoming too
big? Surely, if you're
successful, you'll grow. »
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originally that

we'd have no than 20
people working here, in total
Now we have 25, but that's

more

game at a time. What we're
doing is kind of Black and

list versions
UETIET]
be done externally.

PM: | hope from Lionhead.
d like to think that. A couple
of Saturdays a month and
during the evenings in the
week, we have this
programming and design
thing, sort of lie a workshop.
We have a kid here now
who's basically learning from
scratch — we're teaching
him how to design and
program games because |
think that if there is going to
be someone famc
they're going to be young.
t's something we did a lot
of at Bullfrog, and it
produced some great talent,
like Sean Cooper, who
worked on Syndicate.

s, then

NG: But you can't really say
hat these guys created the b

citadel, the seat of your power. As in
Dungeon Keeper and Populous before
it, the user is playing God.

‘What Molyneux is doing with Black
and White is attempting to create a
game of simple elegance. A world is
given to the player, and rules are
established. Players can cast spells, but
they need power, and they can only get
power from being worshiped, and for
that they need the villagers. The
villagers, in turn, will provide their own
magic to the player, and each race has
its own type of magic. It should be easy,
except that the other player, be it the
CPU or another human being, needs
those same villagers to increase its.
power. The battle lines are drawn. This is
all fairly standard stuff — exactly what
you might expect from Peter Molyneux.

But then two unique elements are
added to make Black and White
completely engrossing.

First, players can create one
creature to do their bidding. This begins
with the player taking a creature from
the landscape (it can be anything from a
cow to a dog to a human to even a tree
— anything that's living) and placing it in
a pen outside the citadel, where it is
then nurtured, Tamagotchi-style. “It's
Tamagotchi time, but Tamagotchi on,
like, a million times out,” Molyneux says.
“I can pick up this piggy and put him
into one of these pens, and the creature
becomes like your child. It is a reflection
of you within the world, and you can
make that creature as mean and as
vicious and as cruel as you want it to
be, or you can make it as kind and as
nice and as sweet and as innocent as
Yyou want it to be. You can torture your
creature and make him even more
vicious, or you can play with him and
make him happy and give him this sort
of well-balanced upbringing.”

‘The creature grows in the pen until
the player lets it loose in the world,
where it can cast spells and fight on the.
player’s behalf. It even learns gestures:
from the player — for example, if the
player throws a fireball spell by moving
the mouse across the screen, the
creature will throw its arm from left to
right when casting the spell. The
creature is, in many ways, a miniature
version of the player.

“Well, not so miniature, actually,”
Molyneux says, accessing the cheat
menu. What was, moments before, a
creature the size of a bus had suddenly

&y

A

lowing that the
game engine will allow
‘much of it to appear on

A

The creatures morph over time into good-, neutral-, or meshes,
the game defines a number of skeletal axes around which the changes take place. For example, the cow that
you see here (top) lowers its head along a predetermined path the more evil it becomes. The shoulders also
gradually hunch over and the horns grow larger — a fraction at a time

or evil-looking models. Instead of using several




game when so many others
were involved.

PM: No, you can't. | think in
some ways the fame in the
future will belong more to the
producers. When you talk
about fame, you shouldn’t
really say Peter Molyneux,
you should really be saying
Miyamoto — because he’s
just incredible. That guy is
amazing. | mean, we've done
a few little games with some
friends, but he has made a
company — Nintendo. There
wouldn't be a Nintendo
without him. But he doesn't
program, he designs and
produces, and | think that's
where you'll find the next
Peter Molyneux.

ING: What's your impression
of the current state of the
game industry? Is there
anything that really gets

you mad?

PM: | think it's very healthy
in some ways, but what
really, really aggravates me
more than anything else is
that there’s no time anymore
— especially when
developing for the PC.
There's no time to stand
back and to say, “Well, this is
what we want to do with our
game, and this is where we
want to take it,” because
everything changes
overnight. Since we started
this conversation, there have
probably been two video
card announcements, one
audio card announcement,
and somebody else is
thinking of doing a new
console, but it takes time. It
takes time to do really good
stuff. If you look at the
PlayStation now, it's »
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coming out with some really
incredible, incredible games,
and yet the technology is
four or five years old. There's
nothing on the PC that even
comes close to Gran
Turismo, and that's because
the PlayStation has been
around and you get used to
it. We have to jump through
all these technology hoops
every day of the week, and
that really pisses me off.

NG: Which brings us to
Dreamcast ...

PM: | actually think it's very,
very good — and it bridges
the gap between PCs and
consoles. We've been talking
to Sega for a long time
about it, and | really like the
machine. | think it could
have gone disastrously
wrong if it had decided not
to use the Microsoft
technology — that has
solved a lot of problems.

NG: Will Black and White be
a Dreamcast title?
PM: | can't really comment
on that. It's certainly more
suited to a console than, say,
Dungeon Keeper because
there are no fiddly icons on
screen. We make it very
simple to get into. But | do
ole games
* games are very
different beasts, and the
market is different. For
console, everything must
be intuitive and quick, and
incredibly obvious. The next
game | want to do, after
Black and white, will almost
certainly be a console action
title. 1'd really like to have
agoat that.




Two worlds collide In
the search for life.

Only ©ne. will survive.

_"","

{ ¢ s
A“ % ‘)) [
> &

4

-

: 'y Imagine a race of vicious aliens. Hurtling through space. Desperately searching for
——— nourishment. Two worlds. Destined to collide.
Two species. Determined to survive.

Get ready for the most intense real-time battle in the universe. It's a race against time
as you blast your way through 5 colonial bases and 30 brain-crunching scenarios=all in
isometric, retina-frying 30D.

Choose from a variety of characters, each with its own special function, such as
modifying and upgrading weaponry. The likes of which will have an unknown effect on
the alien menace. Go it alone or team up with your friends over the Internet.

If you were challenged by X-COM™, it's time to meet the real enemy.
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For ordering information call 1-888-797-5867
Pre-order at your local retailer today' www.ripcordgames.com

Panasonic



i Experience 12 new warriors, two-handed fighting
now improved with realistic new c! e and more, but remember that a single blow can
weapons and subweapons . be the difference between life and death
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: Includes Collector’s CD
5 with a playable demo of

3 FINAL FANTASY Vil

Musashi, the humorous half-pint hero, runs,
jumps, fights, and solves puzzles throughout
his vast, colorful, fully 3-D world

Challenge ferocious monsters, or use the game’s
unique learning system to master enemies”

techniques and cut them own to size Only on PluySmﬁnn'-\Onlx from

WWW.Squaresoft.com .
‘Published by Square Electronic Arts L.L.C.
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MILESTONES

Next Generation’s monthly update on tomorrow’s games
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ow begins the quiet season, where

most holiday titles have been
finished and developers take a much-
needed break before going back into
their development dungeons. But not
before a glut of titles hits store shelves
in time for the holidays. Here's a
sampling of a few of those games, as
well as a glance at what lies ahead for
the year 1999.

POWERSLIDE -

e fe
engine that supports the best 3D accelerators on the market
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BEAVIS & BUTT-HEAD SHADHW MADNESS Playstation

GT's PC and Playstation
title takes the duo on a
field trip to college in
search of women

Atari Games' arcade
sequel to Area 51 Crave introduces players to a collapsing
continues the story of sl world that features 40 hours of gameplay
hostile allen contact : & and beautifully rendered backgrounds

In the year 2023, a young field operative named Joanna Dark uncovers
a consplracy spread across hundreds of light ye as produced
the first true successor to Goldeneye, with far ibitious game
mechanics and visuals, including a two-player, co-operative story mode




BlnnDSHﬂT Nintendo 64

B o ='rhas

xsz Nintendo 64
=

Bloodshot is yet another comic property to emerge from Acclaim. The
main character Is similar to Marvel's Punisher, but immune to damage

Unlike Acclaim’s other sequel, Turok 2, XG2 does little to Improve over
its predecessor, Extreme G. This game still needs work before release

TWISTED METAL 3 JET FURCE EEMINI Nintendo 64

The Rally Cross team's
freshman effort to pick up
the Playstation franchise
needs just a little more
polish before release

Rare’s epic shooter introduces Juno, Vela, and a dog
named Lupus, who are on a mission to put an end to the
evil Mizar’s galactic reign. The game features realtime
lighting and reflections, while huge bosses exhibit
complex Al unrivaled by contemporary shooters
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QUARTERBACK CLUB 93 FIEHTEH su“AanN e

Acclaim's latest N64
sequel has 31 NFL teams,
six Europe clubs, and the
Cleveland Browns

WAR OF THE WORLDS
A ——

Rage’s realtime PC Intense World War Il aerlal combat Is the theme
strategy game is based for Activision’s latest flight sim. Players are

on the musical version of granted the chance to change history during
H.G. Wells’ classic novel three campaigns across the world

CENTIPEDE rivstatonec

499750 9 91 9 91 90 80 91 9 91 90

sic ‘80s hit Centipede retains the well-
known classic gameplay, as well as Introduces an entirely new 3D
mode that spans across six worlds. In ers get the classic
shooter, a new 3D perspective of the game, and an adventure mode
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URBAN CHAOS - TAISHO: TOTAL WAR +

Like Homeworld, Electronic Arts’ latest RTS lets you zoom down to the

Individual units. One big difference: It's set in feudal Japan, not space

Mucky Foot's 3D adventure title features an Incredibly large and fully
Interactive city with amazing visual effects and character animation

THE REAP AKn I.YTE PC/Dreamcast

There’s nothing like a
shooter to really
demonstrate what
hardware can do. In this
case the game’s by
Housemarque and the
card by 3Dfx

Akolyte, from Houston-based Revenant, uses
a modified portal technology In its third-
person action/adventure. The game promises
25 massive worlds, more a dozen
bosses, and heretofore unseen graphics and
lighting effects. The plot Is based around
Norse mythology — players have to avenge
odin’s death by destroying Lokl

EA's licensing triumph
may fall short on game-
play. With a fall release
date, the Playstation
version shown in August
‘was lacking some snap
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CARMAGEDDON 2

This title may not win Interplay any humanitarian awards, but fans
will certainly appreciate the new graphics and more horrific gore

BOMBERMAN WORLD

Think the serles peaked
on Super NES? Could be,
but that won't keep
Hudson from bringing
Bomberman to

for the first time

989 Studios’ ambitious online RPG should trump
the competition graphically, based on these
3Dfx-enhanced screens, which also show many
of the game's features: weather, vai ized
characters, massive structures, spells, and a
seamless interface. What don’t the screens
show? The protective PK-switch option, for one
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Psygnosis’ Playstation
and PC ode to Jules Verne
takes place in a glant
wer after a crash
inding, where the crew
of an airship must fight
for survival and its
homeland

Next month, Next Generation will have a full preview of
the game, but for now, we'll tease you with these
Iimpressive Images from Climax’s Dreamcast debut title

http://www.ign.com

titles that managed to survive the recent purge of the studio

‘ Psygnosis’ 3D, multiplayer update of its Amiga classic was one of the

g

car Constructors Championship features collision damage that affects
gameplay, realistic lighting effects, multiple terrains, and no pop-in
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gy siiled and
expertly trained, the
U.S. Army Rangers
are the most revered
— and feared —
figg_zing ,E.nit jn ‘the}qud.‘
Wuwt it

~all on the line and be
one of them

ﬁ

£5 ¥

Intensely real, SpecOps: Rangers Lead the Way takes you from snowy
Korean forests to steamy South American jungles. Everything is &
authentic, from uniforms and vehicles to the tandem Ranger “fireteams.”
Everywhere you go, another Ranger goes with you, watching your back,
following your commands, and trusting you with his life.

Gl') of |74 nno
LU UL -

ﬂangers Leatl the Way

Your COUNTRY,
Your HONOR
Your country needs you. 3 Your TURN

So let's go, soldier
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Availahle Halloween at your local retailer. M at store.glinteractive.com or call 1-800-610-GTIS.

Take bloodshed to the next level with new 30 ing fast, totally [

i Run a savage gauntlet of multiplayer
30 engine and fully modeled 30 and levels. mayhem from Teamplay to Level Racing.
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Explore vast, vivid, environments- __ Four customizable, playable characters: Flame Throwers, Tesla Cannons,

and destroy everything in sight. (= Calen, Ophelia, Gabriella and Ishmael. Voodoo Dolls and Humiliation Animations.
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Many people say that life is just a
series of moments, and so too,
apparently, is the game industry.
Next Generation uncovers the
most important moments that have

changed the course of game history

The history of video and computer games is punctuated

by a few moments when the direction of the entire

industry hinged on a single decision, a lucky accident, or

a strange combination of both. Although often small and

insignificant-seeming at the tir

ke a pebble tossed in

apond, these moments sent ripples throughout the

gaming world, and in some way or another, things we

never the same again

This article isn't just a list of amusing

anecdotes (although there are a fair number of laughs),

but rather a series of snapshots, pictures of r

time when the gaming community

as either dragged

or took  pratfall into its future. If anything, they prove

that no event is without consequence, the noblest of

intentions can fall short, and the basest motivations can

benefit others in unexpected ways. Read on
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The moment: Toru watani finds his gaze attracted by a partially

It characters in

5 one of the most impor

eaten pizza and crez

game history.

duating from college in 197

The story: Shortly afte
Iwatani joined Namco.

Namco had moved full steam into videogames

ited to create pinball table

watani

compromised and started creating video pinball games like G

atani decided to create a

Cutie Q. 1n 1979, I

Bee, Bomb Bee, ai

real” videogame, but one with a twist: “I was interested in
developing a game for the female game enthusiast. | started out
with the concept of eating and focused on the word ‘taberu,” which
aslwas

means to eat.’ The actual figure of Pac-Man came abou

having pizza for lunch. | took one wedge, and there it was, the
figure of Pac-Man.

The fallout: Pac-Man, the first game to feature an animated

character and cut scenes, sold more than 350,000 units, making it
ceessful arcade machine of all time. Much of it
s to Pac-Man himself, the first true videogame

by far the most s

success was thar

character. From Pac-Man to Lara Croft, recognizable characte

have helped superior games stand out even further ever since

[ LIAR

Nolan Bushnell launches the game industry with a

of fibs.

Shortly after hiring Al Alcorn as his company’s first engineer,
Atari founder Nolan Bushnell came up with a project. He told Alcorn that
he had just signed a contract with General Electric to design a home
electronic game based on ping-pong. The game would be very simple
“one ball, two paddies, and a score ... nothing else on the screen.”
This was a lie. In fact, he had not signed a contract with General

Electric or even had any kind of discussion with the appliance company.
The truth was that he wanted to get Alcorn familiar with the process of

making games, and this was the simplest idea he could think of “He didn’t

even think it had any play value,” Alcorn says.
A few weeks later, Bushnell flew to C!

Bally. Meanwhile, the first prototype of Pang, which was at a bar called Andy Capps Tavern, had stopped

18 with quarters.

0 to sell Pong to Midway or

working, and when Alcorn went to investigate, he discovered that the coin slot was overfiow
He called and told Bushnell,

Flushed with success, Bushnell immediately decided he should manufacture the game himself. The problem
1y expressed interest in buying Pong

was, after their first set of meetings, executives at both Bally and M
Now he had to find a way to steer them away while keeping the door open for future projects. o, he told
fhen Bally he

ly that Midway didn’t want it. W

, telling Be

against the oth

another lie and played one sid
the company decided it must be a bad investr
conscience, even) tell Midway that Bally wasn't interested, ending that business deal

and dropped its offer, so Bushnell could then (with a clean

Pong conquered t

f Nolan Bushnell and Atari were left with a sure-fire hit on their har
and market home versions, eventually le

ding

arcadles, giving Atari the capital and branc-name buzz to de
to the Atari VCS and the birth of home consoles. The rest, as they say, is history

1972
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ials the wrong numk

at Commodore

The moment: An executive 1, and Peter Molyneux runs with it

are company called T

The story: In the mid-'80:

European

8661

Compters Jut your product orl to our machine

Could you

At the time, Commac ting the highly su tNg ready
to launch the Amiga (whi > huge in Europe), meeting
“He was talking about the A wonderful machine it was going to be and 1 15 going t
be sold in the tons,’ Pt o 11 I 1ot
machine. He kept aid, ' t all of

ting out our product.” Neithe t what it

when he realized something w

d us instead of Torus, a company that did ne

veren't

 had phoné

ing to put network cards on to tt

omputer. well

d the harcware, S0 after a brief “crisis of conscience,” Molyneux kept

machir

The fallout: The first “god

Populous, and

__THE BIRTH OF MARIO

The moment: Nintendo loses the Popeye license

erican arcade mar

firoshi Yamauchi, president of Nintendo Co Ltd., breaking

ffling expenience. His American office rted fail lure. Space Fever

70s proved a be

s did not like Sheriff. His American
ly popular in Japan and thz

jo in the United States, he

business. Ar nly able to

Radarscope, a hat was hig i hoped would t

ld need som

to establish

as not only original ant to Americans.

t also apy

u Miyamoto, a young aduate with a degree in industrial design, whom

35 working on a game based on an Amej

it shortly after the game was scripted, Kin

and told him to de:

ars later, A

's own ideas. Ironically, y

iyamoto got the opportunity to ¢
&S .

it the character he created in Pope e be the

who fater be

ational hit, but more importat

and on his way toward creating sor

y has knowr 13
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The moment: David Rosen decides to start fixing Pachinko
maching

The story: At the end of his stintin the Korean War (in the Air

). David Rosen returned to Tokyo to try out a business idea
At the time, occupied Japan required a photo 1D card for almost
everything — rice ration cards, raiway cards, employment cardss,
etc. Getting photos, however, cost ¥250 and took three days.
Starting in 1954, Rosen imported instant photo booths, charged
¥200, and made a mint. Looking to expand his business, he
started repairing Pachinko machines (an obvious step, since he
needed technicians to fix broken photo booths anyway). Some
replacement Pachinko parts came back stamped SE GA, for
Service Games, the name of his Pachinko operation, and one of
ompanies in history was born

occ

the greatest arcade

The fallout: As a result of his Pachinko operation, he began
importing penny arcade games from the US. When duties became
to0 high, he started producing games locally, eventually exporting
them to the US. He sold out to Gulf & Western in 1969, and when
Gulf & Western decided to liquidate the company in the mic

1980s,
s Japanese operations, (incidentally, the fact that an

3 part of the management buy-back that obtained

American started Sega is virtually unknown in Japan.)

The moment: Nintendo cancels Sony’s CO-ROM add-on for
the Super NES.

The stol
the Sega CD, Nintendo approached Sony about making a similar CD-

1 the early ‘90s, right around the time Sega

was readying

ROM device fc ES. Nintendo assi

igned top engineers to the

the Super
project, and Sony assigned a skilled engineer named Ken Kutaragi to
head the Sony side, which was finally announced in 1991 and
jubbed “Pla
Nintendo had even begun acquiring games for the new system,
and US. executive Don James visited Virgin Interactive Entertainment to
have a look at The Seventh Guest, a title that he felt had the potential
ndo CD-ROM device. Nintendo even translated

Station

to drive sales for a Nir

into a cartric
purchased the console rights.

vas due to launch, Nintendo

tiny portions of the g 2e to prove that the game could

1un on a Super NES and eventualh

However, not long before the system w

backed out of the project and left Sony holding the bag. The reasons
arm sales of Sega CD

for this have never been fully explained — luke
likely contributed to the decision, as did Nintendo’s lucrative cartridge
based licensing model (@ model that it continues to adhere to)
Whatever the story, millions spent on R&D by Sony was down the drain

The fallout: According to outside reports, Sony president Norio Ohga
furious. So furious, in fact, that he not only gave Kutaragi
ROM-based game system, he
D the original name. Eight years later,

permission to continue develc

gave him permission t

PlayStation is the fastest-selling console in history, and Nintendo is no

longer the dominant force in gaming it once was




Stealey at a game of Red Baron.

d Meier bea

The story: General Instrument Ce
in Las Vegas in 1982, While atte
programmer named Sid Meier me
they str
computer games,
ecture they attended became too dul
videogame arcade in the MGM Grand hol
Red Baron machine.

Sid humiliated Bill. “I bet him a quarter
could beat him at Red Baron,” Ste
went first. | flew it like a fighter pilot, flying past enemy plane:
coming around and getting them. | beat the high score, then Si
on and nearly doubled my score. He said that Red Baron was not a
bad game, but that it had a couple of problems. Now, he had already
shot my pride by beating me, so | said, ‘OK, you make a better game
and I'll sell it

up a friendship. Sid

Bill talked a ot about being a pilot. Whet

I, they cut out and went to a

re they found an Atari

for the next game that |

ed and

ley recalls, “so we play

, then

nt

The fallout: nded was MiCroPro:

e company they f i Meier
went on to make quite a few games that were better than Red Baron,
and Bill Stealey sold them worldwide. Their long string of hits included
Civiization, one of the most enduring and influential games of all time.

moment: Atari fails to return Hiroshi Yamauchi's calls.

The story: One of the lessons Hiroshi Yamauchi learned from Radarscope was that sticcess in Japan did not
necessarily translate into success in America. The 1983 launch of the Famicom was an unqualified success in
Japan, but both Yamauchi and the Nintendo of America team doubted they had the marketing clout to launch
the system in the United States. Deciding that it needed a partner to represent the Famicom in America,
Nintendo turned to Atari

At Yamauchi's suggestion, Nintendo of America vice president Howard Lincoln contacted Atari. When
Lincoln suggested the partnership, he told Atari president Ray Kassar that he had been authorized to offer
Atari a license to sell the Famicom internationally in every market except Japan. In exchange f
Atari to sell the system under its own label, Nintendo would receive royalties on every unit sold and have
unlimited access to sell software for the system

Kassar asked for a meeting, and Lincoln and Minorti Arakawa received the royal treatment during their
visit to Atari. However, after three days of demonstrations and haggling over prices, back in Japan Yamauchi
was getting annoyed with all the delays. Eventually, however, they struck a deal.

Unfortunaely, the cieal never went through. After a dodgy stock sale, Kassar left Atari in disgrace, and
Atari turned down Nintendo's offer shortly after. Today, neither Lincoln nor Arakawa believe Atari ever really
wanted the system, and some observers believe negotiations on Atari’s part may in fact have been a simple
delaying tactic — at the time, Atari was working on the 7800,

The fallout: Angered but not dissuaded, Yamauchi decided to have Nintendo of America launch the
Famicom in the United States all by itself, a decision made even easier as Atari continued to fall apart over
the next two years. Within 14 months of its nationwide launch in 1986, NES had sold more than a million
units, and Nintendo was well on its way to becoming a household name and industry monolith. Atari
Corporation never again had a home hit and folded in 1996.
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1976
VALENTINE'S DAY

The moment: Don Valentine learns the number of ham radio
operators in America

The story: Don Valentine
venture capitalists — his first deal in the business

is the dean of the Silicon Valley

ushnell

financing Atari. A few years later, Atari founder Nole
hooked Valentine up

who at the time w

h Steve Jobs, a young Atari e

Steve Wozniak. After some conversation, Valentine agreed to
visit Jobs’ gar

jesigning a new computer with his friend

ige and see the computer they were building

He wa

s not impressed by the technology. “He said, ‘The

technology doesn’t matter as much as marketing
jozniak. “I sai

units.” Wozniak’s logic? There were millic

considerations,” says

e could sell a million

ns of ham radio

operators, and his computer would be “bigger than ham

radio.” Although Valentine didn’t quite approve of Wozniak's

methodology, he did eventually buy into the company

The fallout: Obviously, this was the beginning of Apple
Computer, which would dominate the home computer market
throughout the early 80s and become the first system many

game programmers ever worked on

moment: Iiip Hawkins realizes he's six degrees of separation away

111984, Electronic Ats decided to experiment

POIS Stars’ images in its games. As it happened, then EA president Trip

Hawking had a friend who had a friend who knew the

ant handiing

Philadelphia 76ers” basketball star, Julius “Dr. J* irving. So Hawkin asked
ild be willing 10 let EA use his name and

rving's agent if hus client we

likeness n a computer basketball game
his was the first time a computer game company licensed an
thlete's name: Mattel

nd the NBA, but no one had ever approac

i licensed st

ports organizations as the NFL
« the athletes themselves.
5,000 fiee for his name and image. "Anyway,

tonic Atts paid Inving a §;

ng it possible for us to have Dr. I's

he agreed to do it i ent ask Larry
Bird's agent, ‘Why don’t you do it and on the same terms [as Dr. J]?* say

Hawkins. “Of course youd be lucky to do anything like that today for even

wkins laughs. The fir

10 tmes that amount,” Ha ame, programmed by

ric Hammond (now VP of product dev ), was called Dr J

slopment at Se

it Larty Bird Go One-on-One

The title was a huge commercial and creative success,

rawing in droves of fan: had never before played a sports game, or

ime. It launched EA's sports division (it was't oo long before Trp
nade a call 1o John Madden's people), and it was the first step toward

established the need for all sport

more realistic sports simulation
imes 10 have hot icenses. Today, sports ficensing 15 almost as ubiquitou
15 the option screen, EA Sports 1s still number one overall in sports, and
w n attracted 10 EA's

1-0ne are dedic

ould never have

its gameplayer




NAVEMRER >

. ESRs




1998
3
@
@

- BLOCKED

The moment: Nintendo realizes the difference between a console and a computer

The story: The rights to Tetris were carved up and sold off like a side of beef. Robert Stein of
iginally bought the computer rights from creator Alexey Pajitnov, which he divided
ctrum Holobyte and Mirrorsoft. Mirrorsoft then sold the American coin-op rights to Atari
d the Japanese coin-op rights to Sega. In the meantime, Nintendo realized that owning the rights to
versions didn't preclude it from securing the rights for consoles. The company figured that
woulld make an ideal killer app for the Game Boy. Nintendo quickly swung a separate deal

Atari, believing it had the right to make Tetris cartridges, made a wonderful NES version of the
game, and was promptly sued. In court, Atari claimed that the NES was really a home computer since
Nintendo had announced its intention to market a keyboard and disk drive for the system. Nintendo
argued that the NES, like the Game Boy, was
to warehouse its superior version of the game. Some 263,000 Tengen (the brand Atari used for its
cartridge games) Tetris cartridges were destroyed.

2
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a console game machine. Nintendo won. Atari was forced

The fallout: The keyboard and disk drive never shipped for the NES (although the drive did ship in
Japan). More importantly, he
uccess than Tetris has been for Game B

vever, no other sin

le game has been more responsible for a system’

till going strong after 10 years on the market, Game Boy
is the most successful game platform in history and has crushed all competitors, superior and inferior
In Japan, Game Boy today accounts for the greatest portion of Nintendo’s profits

'1PLAYER
1933 Ninfendo

1oment: US. Senator Joseph Lieberman calls for committee hearings on videogame violence.
1 y: There are actually three different versions that are told of the events that touched off the

1993 Senate hearings on vide

ime violence. The story told by sever ) employees is that the

heari

s happened as a result of Nintendo executives giving a speech decrying the Sega version of
Mortal Kombat to the League of Women Voters. The only thing that can be venified about this account is
that indeed a speech was delivered late that year

The next account, told by some of the “victims" of the hearings, is that Nintendo intentionally brought
the Sega version of Mortal Kombat and the Sega CD game Night Trap to the attention of Senator
Lieberman with the hope of stirring up trouble. According to Lieberman, this is not the case. He admits
that Senator Slade Gordon (Republican, Washington) did arrange a meeting for him with Nintendo
representatives before the hearings, but he claims that he already had strong feelings about the Sega
games before then. It is interesting to note, however, that Nintendo provided the video clips of Night Trap
and Mortal Kombat fatalities used in the hearings

Senator Lieberman’s version of the story is that he became aware of the violence through one of his
iicdes. “Bill Andresen, my chief of staff, and | were talking,” Lieberman claims, “and he said to me, “You
know, I'm having this argument with my son Chris (who then 1 think was nine), about this videogame
called Mortal Kombat, which | hear is incredibly violent. And | don’t want him to buy it, but his friends
have it, and he wants it | said, ‘Let’s get one of these things and look at it.” | was startied. It was very

violent and, as you know, rewarded violence

—

sllout: No matter which account you accept, Senator Lieberman did hold a full-blown Senate
hearing on videogame violence, which eventually resulted in the industry adopting a rating system.
2nt off the scale. With a rating system in place,

£ Ironically, the industry’s gore quotient soon w

developers felt free to create even more graphically violent games, and the trend has continued
18 to this day.




It's you, your tank, and the U.S. Army going to war in
the heat soaked deserts of Tunisia. Spearhead puts you
in charge of the Army's best armored weapon, the
M1A2, immersing you in intense battles with state-of
the-art graphics and innovative adrenaline-pumping
gameplay. Stop playing around, it's time to go to work.

= Features 3D accelerated graphics for 3Dfx® and Power UR®

= Stellar multiplayer mode allows battling over modem,
LAN or the Internet.

= Competitive gameplay for novice through hard-core
players.

= Choose from 20 action-soaked single missions or the
exhilarating desert campaign.

NOW !
AVAILABLE ~

SPEARHEAD
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www.imagicgames.com iy D
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ent: John Romero realizes that most of his fan mail is from the same person using different names.

The story is best told by the man
Back in 1990, 1v

games, so | decided to recruit other author

ho wrote those letters ott Miller of Apogee and 3D Realms:

doing shareware games and doing well at it. But it was hard to run a company and make

se games would be released through Apogee. I noticed that on

Soft Disk, there v

uld be perfect for the model

ore quite a few nice arcade

games that

vere very strict and they wouldn't allow me to contact Romero, so | did a stealthy thing. | wrote him a

bunch of fan letters, and he got those. Finally he figured out they came from the same person, and he wrote me

abig letter calling me a psycho, but — he included his home address. | finally got him to call me, and | talked to

him and Carmack, and they agreed to do Commander Keen. Five months later the game was released [using the
Apog
jell, and they decided to st

> model, where the first episo . and people pay if they want additional levels). it did really

2 is given

rt their ows

1 company called Ideas from the Deep, which later became Id

Soft Disk sued, arguing [correctly] that Keen was created on their computers. They wanted the Id guys to

stay for two more years, and they were resigned to doing it, but | got a lawyer, and the result was they did s

more games for Soft Disk. Even then, Wolfenstein almost didn't happen because they still ow

agametos

Disk. To give them time, Apogee actually developed that game, Scuba venture. Then we had to promise them a

oney, for the time, $75,000. A year later, of course, | was cutting them checks for $100,000 a month.”

Not only did Id unleash Doom on the public, forever changing the direction of PC games, but

e model” of shareware distribution

Miller's “Apoy
have otherwise. The Apogee model has had a lasting effect: Few major PC g

elped the PC game industry grow much faster than it would

hed today without a

mes are pt

robust demo being released prior to the ship date. With no approval structure to go through (as console games

have to), PC demos act as a de facto approval process. If the demo
is fewer disappointments for gamers, who can try before they buy — the original goal of shareware.

icks, no one buys the game. The final result

1993

The moment: Myst is released on the right for

1at at the right time

The story: By 1990, brothers Rand and Robyn Miller had already published three kids' tities on the Mac. The
HyperCard-driven products featured plenty to explore and see, but they didn't feature much in the way of
plot or story. But the Rands wanted to do an ambitious project for an adult audience. Funded by Sunsoft

y's greatest blunders, only contracted for the console rights), the pair took the

er part of three years to deliver the game — a lengthy schedule, both then and now. The Millers named

which, in one of the inc
be
their game Myst. Released by Broderbund for Mac in 1993 and PC in 1994, it housed its hundreds of
megabytes of rendered pictures on CD-ROM, a hot new storage format. At the time, CD-ROM drive:
ran fine on one system w

ould

especially running under DOS, were creaky and unpredictable. A game the

crash on another. Myst's simple game engine (HyperCard), still-picture format, and leisurely pace, on the

other hand, could run on almost anything, and hugely lucrative OEM deals soon put a copy in the box of

almost every CD-ROM drive sold in the world. Even nongamers could get the hang of pointing, clicking, and

flipping little levers and switches. The game remains on the Top 10 list to this day. (ronically, console versions

bombed — it’s unclear if Sunsoft ever recouped its investment.)

The fallout:
convinced some that any v

iegion. The mystical mumbo-jumbo that accompanies the storyline

gue game premise would fly. The arbitrary and illogical puzzles continued the

de-evolution of the adventure genre, and the game spawned countless imitations, like Lighthouse anc

TimeLapse, od adventures like Last Express. The

game's high production values suddenly meant that any game released had to approach or surpass the
Myst graphics standard, and development costs shot up, effectively closing the door on garage operations,
ne more good than harm. Without Myst, it is

sold a lot of CD-ROMs and multimedia PCs,
and 3D cards. The fact that it was

ucked, but also clouded the waters fo

However, in the final analysis, the game may ha

unlikely that tc

althy PC game scene would exist. M
and its graphic splendor helped pave the way for the Super VGA graphi
the only game that reliably ran on DOS probably helped get the Windows gaming standard off the ground as

well. Sure, Myst was a bad game, but it was also one that provided an important step in evolving the PC

gaming world of today,




Computer speakers or
Personal Desktop Audio?
You be the judge.

Visit www.bostondirect.com

Ordinary computer
speakers simply
can’t compare.
Boston Acoustics
Personal Desktop
Audio speakers are

specifically engineered to create a personal

sound envelope so real it enhances the
listening enjoyment of anything from PC
games and music CD’s to streaming audio

from the Web.

Use With Your Other Gear.

Our Personal Desktop Audio systems are
so versatile you can use them with PC’s,
portable CD players, CD ROMS, video game
stations, laptops, DVD’s — anywhere you
demand superior sound performance.
Speakers: The Only Thing We Do.
Our only business is audio speakers. All
Boston Acoustics products are developed
with proprietary tools and software to
meet the highest standards. Find out for
yourself. We invite you to put your ears
to the test.

Factory Direct.

Visit www.bostondirect.com or call foll-free
1-877-333-4001 and order a Personal
Desktop Audio speaker system risk-free.
As soon as you hear one, we’re sure

you'll agree that nothing else comes close.

“Boston Acoustics speakers and
subwoofer produce awesome sound”

BA635" $99 — Windows Magazine

Our most affordable Personal Deskiop
“Bottom line: If you're looking for
the ultimate audio experience in
personal computing, there's no need
to look further.”
— MPOG.com

Audio system still outperforms all other
powered 3-piece mullimedia speaker
systems in ifs price range. lis portable,
compact size delivers the legendary
“Boston Sound” in a package that
blends into your desktop.

MicroMedia™ $149

With its two powered satellite speakers
and subwoofer, MicroMedia creates

the same quality sound and bass response
you'd expect from your home stereo.

It brings hi-fi stereo sound fo your PC,
portable CD player or video game station.

MediaTheater” $299
Designed to produce the same effect
as a full five-speaker surround system.
With just two powered satellites and a
subwoofer, MediaTheater delivers
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__PARTY OF FOUR

The moment: Al Miller, David Crane, Bob Whitehead, and Larry Kaplan decide they want recognition
from Atari

NEXT GENERATION

The story: Atari, for reasons Next Generation will charitably chalk up to discredited management
ideas, offered its star programmers and designers working conditions that had more in common with
New York sweatshops than Silicon Valley startups. Programmers were underpaid, their work was
never publicly acknowledged, and they generally were treated like, well, dirt. By 1979, four Atari 2600
programmers had had enough. “I put together a closed contract based on contracts | had read for
writers and musicians,” recalls Alan Miller. “At some point Larry, Dave, and Bob became aware of
what | was doing, [and] the four of us became a group.” Management balked at their demands, and
the four walked out, reappearing as Activision, a company designed to produce software for the
2600. Atari sued, Activision won, and the third-party software system was born. Within a year,
Activision had passed Atari to become America’s fastest growing company.

The fallout: Today a world without third parties is inconceivable (except, maybe, on Né4). Although
lockout chips and licensing schemes keep the consoles from being completely open systems, the
presence of competing software publishers means that developers no longer get routinely screwed,
gamers get a wider variety of titles, and everyone is (a bit) more honest. Incidentally, Atari apparently
failed to learn its lesson: The company’s efforts to keep its home computers closed to third parties
helped ensure the success of the (totally open) Apple Il
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The moment: Infocom releases Cornerstone.

The story: Infocom was formed in June 1979, in Cambridge, Massachusetts, by a group of people who
met at the M.LT. artificial intelligence lab. The group’s first commercial product, the seminal adventure
game Zork, which enabled keyboard input in plain English, became an unqualified success. In the wake of
its overwhelming popularity, the company released nothing except games for the next five years,
solidifying the adventure game genre with sequels to Zork and other classics like Planetfall, Trinity, Lurking
Horror, and A Mind Forever Voyaging

still, the lure of the lucrative business products market was strong, and in November 1984, the
company announced Cornerstone, a relational database. Released in early 1985 for $495, the product
tanked, and hard. “We hired a lot of people who were committed to Cornerstone’s success,” said game
designer David Lebling (Zork, Lurking Horror) in 1990. “But if Cornerstone failed, they didn’t care if it took
the rest of the company down too.” Which is exactly what happened. By September 1985, there were
Cornerstone-driven layoffs, and in February 1986, the company had no choice but to merge with
Activision.

The fallout: After a management shake-up, Activision became Mediagenic, and Infocom was shut down
for good in mid-1989. Companies fail all the time, but Infocom’s demise marked the end of an era, and may
indeed have marked the effective end of a genre. The company’s focus on interactive technology, not
graphics, meant that its games were the most interactive and immerse adventure games ever. Even to this
day, 10 years later, no commercial product has approached the depth of interaction that existed in Arthur,
the last Infocom game produced in Cambridge. Most subsequent commercial adventure games have
focused more on graphics technology than on interaction. Pundits who are pondering the moribund
adventure genre need look no further than the death of Infocom for a good cause.
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Behind the scenes, Sega,
sony, Nintendo, and VM Labs
are all plotting their strategies.
All four crave videogame
dominance. But who will win?
Jim Whims has worked with
Nintendo and Sony and is now
an independent venture
capitalist. Next Generation
asked him for his ...
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m s all eyes tum to Dreamcast's Japanese launch in
November, it's not just gamers whose pulses are racing.
The videogame business is worth billions of dollars, and in
corporate boardrooms the world over, Sega’s next move is
being watched attentively. With Dreamcast, PlayStation 2, and
Project X all jostling for position (and with Nintendo waiting on
the sidelines), the battle for next generation dominance is
going to be even more fierce than the scrap between
PlayStation and Saturn. And the stakes have never been higher.
‘What's going on behind the scenes at these companies?
What's keeping the executives at Sony awake at night? What
scenarios does Sega fear the most? Jim Whims should know.
As a co-founder of Worlds of Wonder, he helped Nintendo
launch in the U.S. back in 1986. In 1994 he joined Sony
Computer Entertainment to help launch PlayStation. Now he’s
an independent venture capitalist — it's his job to look at
markets and predict the winners and losers. Next
Generation met with him for some inside information.

Setting the scene

NG: PlayStation is still coming on strong — it almost seems
that there’s no need for a next generation of more powerful
consoles. How many years does the PlayStation have left?
Jim: My guess is that ‘98 should be PlayStation’s peak year in
terms of hardware. As a result ‘99 will be the biggest year for
software. There's a chance that with the launch of Dreamcast,
Sony will get aggressive on price and break the sub-$100 mark
in ‘99, which may allow it to be a big year for hardware. It kind
of depends how aggressive Sony gets in response to Sega.
But most people | talk to in the industry think this year is it.

NG: Rumors are rife in the UK. that Sony will try to nail the
coffin on Nintendo this holiday season by cutting PlayStation
to £69 (§115). And if they're doing it in the UK.

Jim: It's very possible. When we were putting together the
business plan for PlayStation at Sony, “$99 in ‘99" was always
something that we wanted to keep as a possibility.

NG: What lessons can Sega, VM Labs, and Nintendo learm
from Playstation's success?

Jim: Sony did a lot of smart things. First, they cultivated the
development community. They made PlayStation easy to use
and easy to develop for, and they gave developers the right
economic incentive. So they got everyone in the world to
support them. Second, and this is key, Sony just flat-out
outmarketed everyone in that business.

Look at what happened: Sega launched early with, for the
most part, a parity product. There really wasn't that much
difference between PlayStation and Saturn. Sega had great
relationships with the trade and consumers. They had great
arcade titles. And yet, somehow they failed. You tell me, how
could they fail like that, get completely obliterated? It
happened because they got outmarketed.

NG: Presumably, Sony had been following the fortunes of the
videogame industry for a while. Did the 3DO story teach Sony
any valuable lessons?

Jim: Oh yes. Before PlayStation launched, Sony did a lot of
‘work on what happened at 3D0. It was pretty obvious that
3D was a game machine, sure. But it was also an educational
machine, it was a Photo CD player, it was a multimedia
machine. They tried to be all things to all people. And usually
when you do that you end up being nothing to everybody, and
that's exactly what happened to 3D0. And so one of the very
first things Sony realized was that they had to be laser-

focused that PlayStation was the
ultimate game machine.

NG: S0 PlayStation was just games.
No Photo CDs, no multimedia, no
education

3im: While building up to the launch
of Playstation, we had executives
from one of the U.S.'s big two
educational companies sitting in our
lobby. They were at Sony to try to get
alicense to ship some of their
products on PlayStation. And | said to
our people, “I don't mean to be rude,
but | want these education people
removed from the building. Be as
nice and as gentle as you can and
apologize. But whoever made this
appointment — don't ever do it
again.”

We couldn't afford to let that
300 thing happen to PlayStation. e
had to be positioned as the ultimate
game machine, and nothing else
could distract from that. The only chance we had to unseat
both Sega and Nintendo was to capture the opinion leaders,
the "heat seekers.” This is what Sony did with their advertising
campaign. And it worked

ls Sony scared of Dreamcast?
OK, 50 you're saying that PlayStation won this
I)L all the hardcore gamers — the heat seekers —
rallied around the system. Now let’s talk about the next
st, PlayStation
e on the All the heat
seekers will abandon PlayStatior move back to Seg

How long can Sony delay before winning the
PlayStation 22
Jim: 'm sure that this is exactly the topic that takes up all the
time at Sony’s executive meetings in Japan. My guess is that
Sony will wait and see how successful the launch of

ith

[3DO] tried to be all things to all people. And
usually when you do that you end up being nothing to
everybody, and that’s exactly what happened to 3D0

Dreamcast is and then decide its response. Sega’s next move
is what Sony’s looking at. Certainly, they don't have to worry
about Nintendo at their back anytime soon.

NG: S0 although there's obviously plenty of lfe left in the
original PlayStation, the launch of Dreamcast may force Sony
elease PlayStation 2 early to keep the heat seekers. But
when will it happen? What's your gut feeling?
Jim: The earliest would be the fall of ‘99. If I had to bet, I'd say
it will be sometime in the year 2000. Unless Dreamcast is a big
success, there'll be no reason in the world to launch
Playstation 2 before the end of the century.

Sony's in no real rush. The longer they wait with
Playstation 2, the more time it gives their engineers to trump
Dreamcast's technology.

NG: Does Sony hold most of the aces right now?
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Jim: Sony has got 50 much
momentum. If they don't win the
next generation, itll be ... a
tremendous defeat, a staggering
blow.

NEXT GENERATION november 1998

What happened

to Nintendo?

NG: How is Nintendo faring in the
battle between PlayStation and
Nintendo 64?

Jim: Nintendo has never recovered.
First, they were a year late to the
marketplace. Second, the games just
weren't enough to compel the
consumer to join in. Software has
always been the key — in this
business software sells hardware.
Nintendo, of all companies, should
know that.

NG: How did Nintendo stray so far
off course?

Jim: | think they underestimated
Sony. | hate to say this, but maybe they were a little
overconfident when they made the shift from 8-bit to 16-bit.
They let Sega walk in through the front door, and it then took
them three to four years to catch up. 'm a littie surprised that
Nintendo didn't learn from these mistakes.

It must be very embarrassing for them to have given up
their market leadership overnight. And it's got to be especially
scary for them to have given it up to Sony. Becauise Sony’s not
going away.

NG: Do you think that deep in their hearts the people at

Sony has got so much momentum. If they don’t
win the next generation, it’ll be ... a tremendous
defeat, a staggering blow

Nintendo acknowledge that the fight with PlayStation has
been lost?

Jim: The people | speak to, who are very close to this industry,
[say that Nintendo] can live with their current market share.
They may not be number one, but they're stil a very profitable
entity, and they’re happy with that.

NG: They may claim to be happy. But do you believe them?
Jim: | don't think they have a choice.

They made some very big mistakes. First, they chose the
wrong medium. If you look at the history of any industry, once
there's been a change of medium, people just don’t go
backward. Over the years Nintendo’s been so successful
financially with cartridges that | can understand how hard it
must be for them to give them up. But | don't believe that
business model works well today.

NG: OK, but on the other hand, a lot of money has been
wasted trying to push a new format when there was nothing
wrong with the old one. Sony’s experienced this with MiniDisc.

S0 was CD always the only real choice? O is Nintendo's
fatal mistake only clear with the benefit of hindsight?

http://www.ign.com
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Jim: It's easy to sit here and second-guess people, sure. But
yeah, in retrospect, CDs would have served them a lot better
in the long run.

But this wasn't the only mistake Nintendo made. Back at
Sony | always said that as long as Nintendo leads with Mario
we'll be fine

NG: That's a bold statement. Were you serious?
Jim: Yeah. Mario has been hailed as the "greatest
videogame of all time,” and | don't disagree with that, but its.
appeal is too young

Before launching PlayStation, Sony really did its
homework. It studied the existing market and leamed that
Nintendo had a great reputation for producing games of
outstanding quality, but that these games were very junior in
orientation. Their marketing was all cute and campy. As a
result, it wasn't really cool to be associated with the
Nintendo brand.

sony discovered that the market for the next generation
of consoles was going to be a lot older and more
sophisticated than the 16-bit market. An older audience would
decide which systems thrived and which systems would fail.
This meant that Nintendo's traditional strengths — the Mario
games, the Zelda games — became weaknesses.

NG: Why?

Jim: Little brothers always want what their big brothers have.
S0 the worst thing you can do is target your advertising at the
junior sector. Kids always want to reach up.

So when | looked at Nintendo’s TV commercials early
on, | sighed with relief and said, “We're safe.” | knew
Playstation would be OK because Nintendo had stuck with
Mario and given us the high ground, which is exactly where
we wanted to be.

YYou only get one chance to make a first impression and
Nintendo blew it. They've now been positioned as “the system
for your little brother.” That is the absolute kiss of death, and
yet that is what they became.

ING: So what could Nintendo have done differently?

Jim: | think it would have been interesting had Nintendo taken
adifferent tack and not launched with Mario but had taken
their key design teams and launched with world-class sports
products or world-class fighting products.




NG: At the time, dropping Mario would have been extremely
controversial.

Jim: People would have thought | was out of my mind, sure.
1 mean, if you're Nintendo and you're launching a new
system, how do you not lead with the “best videogame of al
time" and the single most successful product line in the
history of the industry? Jeez, if | was at Nintendo four or five
years ago and they asked me what games they should lead
with and I'd said | wanted to lead with John Madden or Ken
Griffey and not Mario, I'm sure they'd have had me removed
from the building.

NG: Just like you the education people to leave
PlayStation headquarters

Jim: Absolutely. It was Nintendo's own corporate culture that
made them wuinerable.

It's tough for them. They've got to abandon the crown
jewels, the signature products that led them to the promised
and. They've got to tell themselves that these can't be their
lead products anymore. We're talking about huge changes.

NG: Super NES was a late bloomer. GameBoy has proven
itself to be a perennial. Can Nintendo 64 stillflower?

Jim: No. It's over. They just can't. Itll help that EA's finally
signed an agreement to work with them, but it's too little,
too late.

NG: What's going on behind the s
now? When will Nintendo dit
hardware?

Jim: Nintendo is a company that is sitting on close to $5
billion in cash with no debt. To the best of my knowledge, they
are still extremely profitable. As a result, they don’t need to act
hastily. They have a strong management team that can] look
long-term when making critical decisions. My guess is they
see PlayStation as their true competition today and won't
afford Sony the luxury of a one-year lead time to market the
next time around. My best guess is expect a new hardware
launch from Nintendo in late 2000 or early 2001

Sega’s last shot
NG: What's going on behind the scenes at Sega right now?
Jim: The only time they've been truly successful is with the

16-bit Genesis. They launched a year in advanice of Nintendo's
Super NES, they had better technology, they had killer
applications, and they hit the right price. So they know what
they're up against and what they've got to do.

Of course, after Genesis came Sega CD, 32X, and Saturn,
In most businesses it's three strikes and you're out, but Sega’s
stil hanging in there. They'e trying to partner up with people
like Microsoft, which | think they're going to need.

NG: With Sega CD, 32X, and Saturn all disastrous failures, has
the Sega brand still got any value in the U2 Is anyone going
to give them a chance?

Jim: They've disenfranchised the consumers and the trade,
sure. But the trade [doesn’t want] to have Sony with 65% or
75% market share, so the trade will give Sega every

Nintendo blew it. They’ve now been positioned
as “the system for your little brother.” That is
the absolute kiss of death

opportunity to succeed. The big question is, willthe third
parties give Sega an opportunity to succeed? Wil they give
Sega the best they've got? And, ultimately, will the
management of Sega be strong enough to win back the
gamers? Because they've clearly lost them.

NG: What would be on a shortiist of things that Sega has to
achieve with the launch of Dreamcast if it's to stand a cha
of competing with Sony?

Jim: They've got to re-engage with the heat seekers. It's
critical that they get the opinion leaders at the consumer level
back in their court.

If 1 were at Sega, | would work hard to position this
product as more than just another videogame machine with
improved graphics — try and offer meaningful online play, for
example. It's mandatory that they have the full support of the
third-party community. Lastly, they'd better be willing to invest
alot to build an installed base prior to Sony and Nintendo's
entrance into the marketplace. Remember, there’s only room
for two players in this business.
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The Project X wild card
NG: What about Project X from VM Labs?
Jim: | don’t know enough about it to comment on it.

NG: Does this i itself speak volumes?

Ji /ell, yeah. If you're thinking about Project X, then you're
dreaming. To get into this marketplace, now that Sony is so
entrenched, and with Nintendo with $5 billion in cash and no

If | were Nintendo, Sony, or Sega, | would make
sure that | had an online strategy that made sense.
Because that’s what could shake it all up

debt, and with Sega partnering with Microsoft and NEC and
others — you're looking at incredibly tough competition.
We've always known that there is only room for one or two
systems to succeed because you cannot compete with just
10% or 15% market share — the economic model just doesn't
work this way. Ask Sega. All VM Labs has done is buy
themselves a two-year hall pass.

NG: You don't think that this Trojan horse idea of sneaking a
game machine into living rooms inside DVD players can work?
Jim: If you tell me that they're going to spend the same £100
million advertising on TV that Sega, Nintendo, and Sony will
spend, then maybe they've got a chance. But | don't see
anyone saying that.

The barriers to entry were always high in the hardware
business, but they have quadrupled since Sony got in. If you
were a strategic planner at one of these think tanks, you
‘would look at the videogame market and go, “Damn, we're
just alittle bit too late. We're one iteration of hardware too late
o get in.” It's going to be incredibly expensive and incredibly
risky to be in this business from this point on. And how
successful can you be? Are you going to knock Sony out
ccompletely? No chance. Are you going to knock Nintendo out?
Of course not. And then you still have to deal with Sega.

Alll do all day is invest money. And believe me, this is the
last place I'd put my money right now.

What if no one turns up?

NG: OK, so that's covered all of the contenders. But all this
talk of who will win the next generation console market
assumes that there will be one. As more people buy PCs
because of falling prices and the lure of the Internet, and as
PC games get better and better, isn't the demand for a next
generation console dwindling away?

Jim: Sure, the true gamers — the heat seekers — know that if
they really want a great gaming experience, the PC is the
place to be. But fundamentally, PCs and consoles are used in
very disparate ways. There's a whole social element that's not
being taken into account here. There's the obvious answer.
[Owning a console] costs a fraction of what it costs to own a
PC, although that’s changing. But if you look at the sociology
of it, most people want to play their console product in a
family room in a multiplayer environment. Most people who
play their PCs sit in a small office by themselves.

NG: But if the heat seekers led the mainstream to PlayStation,
won't they lead the mainstream to PC gaming now?

Jim: My guess is that there's a tremendous amount of dual
usage. The true heat seekers will have both systems in the
house. And they'll play Killer app games on each system.

Besides, | think that (a lot of people] either can't afford a
high-end gaming system or don't understand — and maybe
don't want to understand — the technology behind it. I think
that the two can still peacefully coexist.

The next generation machines are going to answer some
of these questions for themselves. They're going to be
fabulous game machines, and if Dreamcast does launch at
$199, then you know that there’s going to be a great piece of
technology in that box for that price. Also, in terms of holding
off the PC, online strategy is g0ing to be key. Sure, it's all taking
longer than anticipated to make a big impact. But if | were
Nintendo, Sony, or Sega, | would make sure that | had an
online strategy that made sense. Because that's what could
shake it all up. That's the real wild card.

Shuffling the deck
NG: So why is there so much uncertainty? Why has no
console manufacturer managed to maintain market
dominance from one generation of hardware to the next?
Jim: Great question [laughs]. Every time there’s a new
iteration of hardware technology, it gives you a chance to
shuffle the deck. Historically, the easy answer is that Nintendo
blew it in the 16-bit business because they were late, and then
they blew it again in the 32/64 business because they were a
year late again.

Boy, | don't have a reason. But | think that the company
that has the best chance of pulling this off is Sony. No one’s
been this big or this strong before.

NG: We've talked about marketing muscle, technology, and
timing. But, ultimately, isn't it still just all about the best games
and where to play them?

Jim: it's gone beyond that. The actual games are about 60%
of the mix. If you had to point to any one thing, then yeah,
software is the key. But it's really not that simple. Sega
launched with great software, and Nintendo launched with
what's been universally hailed as the best videogame
of all time, but look at them now.
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Sometimes the second time around the charm;
other times, you should quit after a good run

FINALS

We are the authority

LPTY Turok 2: Seeds of Evil Nintendo 64

ext Generation’s
The sequel comes up a winner

reviews have
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time. How’s the new
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it? Need something
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Iguana and Acclaim follow up their smash N64 hit
with @ much-improved sequel

TUROK 2: SEEDS OF EVIL

Platform:
Publisher:
Developer:

Nintendo 64
Acclaim
Iguana

n the story of Acclaim’s fall
l] and rise, it's fair to say that
one title marked the beginning of a
new, more positive chapter (with
the buying public, if not all critics).
Developed by lguana, last year's
Turok: Dinosaur Hunter hammered
home the message that things
really were changing within the
beleaguered company.

It also proved to the world that
Nintendo was not the sole master
of the sparkling-new 64-bit
technology. The deserved wave of
adulation that surrounded Rare’s
Goldeneye almost drowned out all
of Turok’s achievements, but in
truth, the two games were very
different. Where Bond brought tight
structure to the first-person genre,

Adding immense weight to the atmosphere (and surprisingly for a
cart-based game), Turok 2 includes a fair number of voice samples

1070

With an entirely new and improved 3D engine, Turok 2 Is free of the
claustrophobic fog plane that hampered the original

Iguana’s title was all about detailed
and atmospheric environments —
and a pretty over-the-top arsenal.

Picking up where Turok:
Dinosaur Hunter ended, the sequel
builds on the accomplishments of
the first game. The plot features a
new foe, the Primagen. Assisted by
his new (female) sidekick, Adon, the
heavily armed hunter must battle
through six levels, finally battling the
Primagen in its base. Iguana seems
to have no desire to re-create the
jungle world of the original game,
instead creating a series of notably
varied locations

The most striking thing about
Turok 2 is the vast improvement
made to the game’s 3D engine. After
wading through the dense fog of the
original, the open layout of Turok 2's
first level is a nice surprise. As
before, Turok's all about atmosphere
— the feeling that there are unseen
events occurring in a larger world.
Later levels confirm that its six
stages contain far more variety of

both visual style and types of
enemies than comparable PC titles,
which have relatively limitless
storage facility. From somber
swamps to neon-lit alien bases, the
artistic range is remarkable.
However, the ambitious nature of
certain areas leads to inevitable
slow-down, particularly when more
than one attacker is on screen.
Aside from getting the
commitment from its team to
create a significantly expanded
sequel, Iguana has been able to
create the varied set of locales
through two key additions. First off,
Turok 2 has become the first game
to utilize a 32MB cartridge (the
original occupied only 8MB). The
game is also able to run at a crisp
480x360 resolution for players lucky
enough to find an Né4 RAM pack.
New levels include a number of
sub-missions, with the player having
to save various captured humans
(including some sickeningly cute
children — and no, they can't be




shot). Other tasks players have to
accomplish include obtaining
satchel charges and using them to
destroy ammo dumps, or riding a
heavily armed dinosaur.

Significant advances have been
made in enemy Al, a feature that
Goldeneye was lauded for; yet,
stacked against Iguana’s reptilian
and insectoid foes, Goldeneye now
seems simple. While basic enemies
will dodge and flee when attacked,
others can hide behind objects. In
one near-comic case, a creature
crouches behind a box, only
popping up to throw explosives
toward the player. Trying to round
its flank merely results in the
creature circling back around to the
other side, leaving no option but to
try and pick it off when it breaks
cover — much as you might against
a human foe.

Inevitably, certain aspects of
Goldeneye have been absorbed by
Iguana, with Turok’s revamped
armory boasting two sniper
weapons. Coupled with the new 30
engine, this brings a different pace
to the game, with the player able to
pick off distant targets with either
the Tek arrows from the original
game or the new Pulse rifle.
However, where Bond became fixed
to the spot in sniper mode, Turok

Many of the needisssy tricky patirm slements of the criginal have
le the has

bun strenzmened seeds of svn ls tmly wnndlrful

retains total freedom of movement
— aside from being temporarily
unable to jump. Other weapons
retain the cinematic blockbuster
quality of the original, with a new
high mark in questionable violence
set by the “Cerebral Bore,” which
fires a drill-like dart into enemies’
skulls, resulting in showers of red
and gray matter pluming from their
heads. In addition, it's now possible
to dismember foes, either through
judicious aiming of heavy weapons
or by utilizing a knife-edged

Although there still aren't quite enough creatures around, the ones that
are there show devious Al — quality has definitely overcome quantity

boomerang. Also of note is the
flamethrower, which has easily the
best graphic realization of flames
yet seen in a videogame.

Turok 2's multiplayer modes do
not disappoint either, with a dozen
multiplayer levels to choose from
and four players supported. Those
Goldeneye critics who thought the
inability to drop from ledges
detracted from the game will be
pleased to note that Seeds of Evil
has no such restrictions.

Although clearly a significant
advance over its predecessor, this
sequel isn't without faults. As with
most games in the first-person
genre, extended stints of the one-
player game can grow repetitive.
Also, the later stages of the game
are very tough, a result of the
aggressive enemy Al and fiendish
level design. The moments of “calm
before the storm,” which are found
in earlier sections of the game, are
missing from later stages, which
reduces the impact of major events.

Overall, Turok 2 is a real blast.
The technical, Al, and design
advances over the original make it
an absolute must-have.

Rating: * % % * %
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Though at times too cute for its own good, this game
definitely reaches PlayStation’s technical pinnacle

SPYRO

here’s no doubt that Spyro is
one of the most technically
advanced games on PlayStation. In

Platform:  PlayStation
Publisher: SCEA
Developer: Insemniac

Studios

http://www.ign.com

B

fact, if anything, Insomniac has
finally answered the question:
Could Mario 64 have been done on
PlayStation? The answer, “yes."

Spyro, the last of the dragons
not frozen into crystal statues by
Gnasty Gnort, is also the youngest
of the dragons and pretty much the
cutest character to hit PlayStation
yet. He takes on the quest of
rescuing the other dragons in
several beautifully rendered, free-
roaming 3D worlds. The game
mechanics are pretty standard 3D
platform fare: You can make Spyro
run, jump, glide, breathe fire, and do
a dashing charge, and the control is
very tight. Especially with an analog
controller, moving Spyro around
soon becomes second nature.

The main problem with Spyro is
that despite the many different
eenemies, all with very colorful
personalities and specific
weaknesses to figure out, there is
very little in the way of what might
be considered puzzle solving. Levels
consist primarily of picking up gems
and finding where the dragons are
hidden. While this entertains for a
while, protracted gameplay
becomes mildly tedious and

The gauis featusres alot of visial vartety — this s arguably the best:
looking game ever released for the syster

The levels In Spyro are beautifully modeled and present a fully

realized fantasy world

repetitive. The only real puzzles to
be found consist of figuring out
‘which cliffs to jump off of to get to a
specific ledge, so once you know
‘what to look for, it’s not that tough.

However, it's pretty clear this
game was intended for younger
audiences. Everything in Spyro’s
world is bright, colorful, and
responsive. If Spyro shoots a jet of
flame at a tent, for example, it will
burn up and show the soldier
cowering inside. Enemies will chat
with each other until Spyro comes
into range, and even signposts can
be knocked around, causing gems
to fall to the ground. This kind of
environmental interactivity is
everywhere and actually surpasses
all other efforts to date. It turns the
game into an “interactive toy” of
sorts, and no doubt players will
want to run around and see what
Spyro can do in each land.

Sound in the game is mixed. All
of the dragons have distinctive
voices, and they give Spyro clues
when rescued. Spyro’s voice,
however, is perhaps one of the
greatest blemishes in the game and
does little more than pull the player
right out of the action. The music is
also a questionable mix of different
styles, which serves to distract the

player from the game instead of
enhancing the experience.

Overall, Spyro is a solid 3D
platformer that won't disappoint but
won't exactly challenge. However,
given that it's aimed squarely at a
younger audience, it's tough to fault
Insomniac for creating a game
that's approachable — especially
one that's such a technical
showcase for the system.

Rating: %% x*x

Despite the large areas, there
Isn't a trace of slow-down
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It doesn’t look that great and has a few problems,

but somehow, it’s fun as hell

Platform: PC
Publisher: Red Storm

Developer: Red Storm

Terrorists, apparently unaware of your presence, continue to ponder the mysteries of life. The graphics
engine doesn’t display much draw-in, but also doesn’t feature much detalil or variety

t's alittle ironic that Red

Storm Entertainment is one of
the first companies to release a
licensed game around the same
time as the product it's licensed
from. It seems equally absurd that a
Tom Clancy hardback makes better
game fodder than, say,
Independence Day. But that is
definitely the case. Rainbow Six is,
for all its faults, thrilling stuff.

Technically, the game is a bit

disappointing. Once installed,
you'll find it populated with bland
figures and insipid textures. Sound
effects are jarring and repetitive,
and the graphics engine seems
incredibly dated by current
standards (Unreal being the current

Outside the embassy, you find yourself dealing with panicked civilians,
but terrorists lurk inside those gates

state of the art). And it is fair to
compare it with current PC action
games because strategic
pretensions aside, this is a first-
person shooter.

The game uses multiple
scenarios to advance the plot, but
the basic theme is borrowed from
the novel. You control the actions of
ateam of elite commando counter-
terrorism agents, very much in the
mold of the British SAS. Much of the
game involves planning missions
and then actively storming various
locales, from ships at sea to Spanish
haciendas. What they all have in
common is that they're filled with
bad guys and civilians. Some need
saving and some need killing.

The mission planning can be fun
but requires somewhat convoluted
mapping. The real meat of the game
is the first-person exploration and
execution. You can choose to either
watch a group of preprogrammed
soldiers carry out your plan, or
physically control one of them, using
your Quake skills to your best
advantage. Running around in a
Quake-style frenzy will, however,
end in death. Stealth is paramount
since a single shot can kill you, and
death is swift and usually
unexpected.

still, for all its allusions to
realism, Rainbow Six is no more
lifelike than Quake. For example,
characters can't look around

comners. Instead, their whole body
has to peek around, leaving them
open to anyone with a gun who
might be around a sharp bend. Also,
your group of crack-commandos
doesn't seem to understand the
concept of backing up, and will
block your path if you have to turn
sucdenly in a narrow corridor.

Weapons do add realism,
however. You can select a small
arsenal for each team member at
the start of each mission, and the
choices include grenades, flash-
bangs, and a huge assortment of
reaklife guns. These can all be
employed strategically, and rolling a
grenade into a room full of unwary
scumbags is a rewarding
experience. Flash-bangs should be
used with caution, however, since
they're just as likely to blind you.

In multiplayer, things get even
more scrappy. The presentation is
beyond primitive. When a mission is
complete, the screen simply blanks
out, to be replaced with a tally of
scores rather than a clear statement
of victory. It would be nice to be able
to identify the player you just saved
or the player that just killed you, but
that simply isn’t an option.

In the end, Rainbow Six takes
small steps into new territory,
succeeding admirably. A brave
attempt at something new and an
overall fun experience.

Rating: % %% %




SOUTHPEAK"™

INTERACTIVE

tive LLC. Al Righis Reserved. Other brand

www.southpeak.com



NEXT GENERATION nNovember 1998

Good news for fans of this arcade smash:
The PlayStation version is actually good

NFL BLITZ

http://www.ign.com
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fter the dismal pile of garbage

that was the PlayStation
conversion of San Francisco Rush,
we had little hope for the port of
Blitz, which was originally written
for the same Obsidian-based
arcade hardware. Imagine our
surprise when we got Biitz in the
office — despite some loss of
graphic quality, it was an almost
perfect conversion.

Blitz s, at its heart, a no-
penalties game of football. The
normal game structure is relatively
the same as real football, with four
downs and lots of touchdowns and
free points. Where the game
deviates from the actual sport is in
its high-action content and sheer
amount of violence. Much like NBA
Jam before it, Blitz takes a
complicated sport, simplifies the
controls s that anyone can play,
and then ups the intensity so that
every game is just a pure rush of
excitement and violence,

To add to the atmosphere, the
game has an announcer who
excitedly yells and screams,
spewing comments about the

Since the recelvers usually are setting themselves up for a world of

| hurt whel

y g0 for the ball, sometimes It's better Just to run for it

onscreen action, as well as a hefty
amount of trash talking from the
players themselves. The audio isn't
all voices, though. Crank out some
of the more spectacular tackles
with a subwoofer on and you're
sure to keep the neighbors awake
at night. The graphics are solid and
represent the arcade well, although
the loss of resolution does hurt a
little bit.

Where the home version differs
from the arcade game is in its
added options. Now there is a
season mode, which makes single-
player a little more bearable, as you
can play through to the Super Bowl
instead of just playing random
teams like in the arcade version.
Also, there is a tournament mode
that allows up to eight players

NFL Blitz Is all about abuse, so don't hesitate to pound your opponent a couple of times after he’s been laid out |

compete in ladder-style elimination,
which can be stored on a memory
card. This is perfect for determining
the office champion without
everybody being in the same place
at the same time.

The Playstation version of Blitz
boasts several “movies" that can be
unlocked by defeating certain
modes in the game. Typical of
Midway, however, they aren't really
exceptional and only minimally add
to the package. The game supports
the analog stick on the Dual Shock
to great effect, but strangely
enough, the rumble feature has
been very underutilized, and most
of the time you won't even know
that it's turned on. There are also
some slight load times that players
will have to deal with, but they
really are minimal (just compare
this to NFL Xtreme) and should only
bug the most impatient of gamers.

The only real knock we have on
Blitz is that, like the arcade version,
the lack of play variety can get stale
after a while, especially in single-
player mode. Despite that one
problem, Blitz offers the most
intense game of football you're
likely to find at home and makes a
worthy purchase.

Rating: %% %%




the faster he runs,

the harder he rams his head.

games—but whichever you choose, you're always an alien.
And humans are just something else for your trophy case.

Dominant Species. Who rules your world?
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The Sony dynasty continues as GameDay trounces all
comers and remains the PlayStation football champ

NFL GAMEDAY ’99

http://www.ign.com

GameDay'’s graphics are in a league of their own. Each player in the
game boasts 300-plus polygons — almost twice as many as last year

g

ver since the first GameDay
ﬂ scared EA Sports’ Madden
game off the store shelves for a
year, Sony’s masterpiece has
repeatedly proven its dominance
over the competition both in
technology and gameplay. The
adaptation of polygonal graphics
for GameDay ‘98 made a great
game even better. Had 989 Sports
(formerly known as Sony
Interactive Studios) merely
released an updated rehash of last
year's game, it still would have
been the best PlayStation football
game available. Instead, the
development team re-examined
every facet of the game and
improved upon it. The result? A
revelation.

The most noticeable
improvement in NFL GameDay ‘99
is the graphics. Basically, each
player model consists of more than
300 polygons or about double the
amount per player in last year's
game. The amazing part is that
despite the demands of pushing
twice as many polygons, the game
still moves with a speed and
fluidity that shames its rivals. A
new default camera view setting
called “GameDay Cam" has been

21

added to allow the player to enjoy
the graphical detail by seamlessly
zooming in or out as the action
indicates.

More player animations have
also been included to give the
game a more lifelike atmosphere. A
number of these animations are
the requisite big play/touchdown
celebrations, but one in particular
surprised and impressed us: At one
point, a running back grabbed his
leg and continued limping forward
after he had blown his hamstring
on a play.

There was always one area
that Madden seemed to have an
advantage in over GameDay:
presentation. But GameDay clearly
surpasses its competitor for 1999.
The game commentary provided
by Dick Enberg and Phil Simms is
the closest thing to an actual TV
broadcast yet exhibited in a
videogame, and the dynamic
camera angles and cut scenes only
reinforce the televisionlike

experience. It would have been
very easy for these “filler”
elements to become annoying, but
989 managed to balance their
length and frequency perfectly to
prevent any detraction from
gameplay.

As for gameplay, what's there
to say? It was just about perfect
last year, and this year's installment
still has Total Control Passing.
There are also more plays and
realistic touches to make the game
incrementally more enjoyable. Plus,
the Al has been tuned and is now
even greater than before. There is
really no room for criticism of NFL
GameDay ‘99 — it provides
everything a gamer could possibly
want from a console football title.
Rating: »* % xx




COMMNMANID

g"Ol";’f-*;ﬁR
| =39 =3 » & 3
= ek AN =32 S

ALIATION!

4 C

=) PlayStation

% 3 : W v D 1 Lo}
lorlCalllIZ800:874:4607% 'tww.westwood.com\

Command 3 Gorce s a registere vadsmas o, and Comenand
©155% Wostwoor Studes, . PaySton e PlaySiabon gos



1998

NEXT GENERATION nNovember

http://www.ign.com

g

The series that once defined a genre continues its
long, depressing slide into oblivion

MADDEN NFL 99

Platform:
Publisher:
Developer:

PlayStation
EA Sports
Tiburon Ent.

n the glory days of 16-bit

gaming, Madden was the be-
all and end-all of football
videogames. But the 32-bit era
hasn't been so kind to the
venerable series, with its Sony rival
GameDay consistently besting it in
terms of graphics and gameplay.
Last year, GameDay actually
outsold, for the first time, what
should have been a firmly
entrenched Madden franchise. EA
Sports’ response was to develop
polygonal graphics (GameDay had
them last year) and to make the
gameplay more “accessible.”

Going to a polygonal engine
was basically a necessity for EA
considering the success that
GameDay had with it. However, this
year's Madden graphics fare
miserably compared to last year's
GameDay graphics (let alone this
year's). Of course, as expected for
an EA game, the motion captured
animation is excellent, and we'd
venture to say that when it comes
down to minute details, Madden's
graphics are a tad more accurate
and realistic than GameDay's. Watch
a wrap tackle in slow motion on
both games and the difference is
evident. Trouble is, as great as these
player animations are, there was

still screenshots can’t do the game Justice In conveying how appallingly
awful the overall experience really Is

an argument for going back to sprites

l The players are polygons this year, but the overuse of motion capture is

apparently no concern about the
effect that this myriad of motion
captures would have on actual
gameplay.

As good as Madden 99 looks in
screenshots, the experience of
playing and controlling the game is
thoroughly disappointing. Football is
a game that relies on instantaneous
reactions and on-the-fly
adjustments, but in Madden 99, the
player is constantly confronted with
motion captured sequences that
must finish before the next
command input can be executed.
Compared to NFL GameDay ‘99, the
action in Madden seems mired in
molasses, and the player never
feels directly connected to the
game or even particularly in control.

Madden 99 is flawed in just
about every other gameplay aspect
as well. The detached control is the
big complaint, but a limited
selection of formations and plays
won't ingratiate the title to hardcore
sports gamers. The addition of a
new one-button interface mode is
meant to broaden the game’s
appeal to novice gamers, but it
seems as if EA is surrendering the
traditional core football market to

the more accomplished and in-
depth GameDay series.

It can be argued that this year's
Madden was better than last year's,
but the fact remains that compared
to its main competitor, the gaming
experience has become more
mediocre. The gap that had existed
between the GameDay series and
the Madden series can now only be
described as Grand Canyon size.
Rating: %%

— and fallen, and fallen ...

i Lo, how the mighty have fallen
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Some series just keep getting better and better
— this is one of them

WARLORDS IlI: DARKLORDS RISING

http://www.ign.com
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he epic fantasy landscape of

Warlords has grown.
Building on last year's award-
winning Warlords Ill: Reign of
Heroes, Red Orb and the Strategic
Studies Group have expanded the
strife-torn feudal world to give us
Warlords Il: Derklords Rising.

A turn-based game of
strategy and conquest, Darklords
is more than an add-on but less
than a sequel. All the old battles
and scenarios from Heroes are
present in Darklords, but the
game is also packed with new
goodies. There are four fresh
campaigns, 15 new stand-alone
scenarios, twice as many spells,
31 additional army units, nine new
multiplayer games, five spanking
new heroes, and a game editor to
create your own maps,
campaigns, and scenarios.

The game editor is the most
exciting addition. It's powerful and
fairly easy to use. You can fashion
your own maps with new tile sets,
link scenarios, dream up a
storyline for campaigns, and drop
in your favorite artifacts. You can
do just about everything except
customize your fighting units, but
since the game offers 95 units

Fan-authored maps have long been a Warlords tradition, and this latest
package Includes a surprisingly full-featured terrain editor

Less than a sequel, much more
than a simple upgrade,
Warlords Iil is everything a
strategy wargamer needs

already, that's no big deal. It's
easily one of the best, most full-
featured editors on the market

If you prefer to stick with the
original game, the plot is simple.
It's been a thousand years since
Heroes, and now Lord Bane and
Lord Sartek, the Dark Horsemen of
Death and War, are back to do
their worst. But you don't need
any of that. All you need to
remember is that each map is
filled with enemies and a few
allies. Your job is to eliminate the
enemies and find the allies.

That makes the game sound
pretty basic: Kill the bad guys,
capture forts, build your forces,
protect your hero. But it isn't that
easy. Even if you find yourself
sneering through the tutorial, it
doesn'’t take long to get hooked.
The next thing you know, you're up
late at night, still playing.

And you'll catch on quickly.

You'll learn to back your heroes
with strong armies because once
your hero dies, defeat is inevitable.
And you'll pay attention to the
special report screen. All kinds of
reports on sites, cities, armies,
mana, ruins, spells, and other
goodies are available if you call
them up. Some of the information
they offer can spell the difference
between success and failure. You'll
also discover the value of
balanced forces. If you choose
only the weaker, cheaper armies,
you'll go down in flames quickly. If
You rely on stronger, costly armies,
you'll spread yourself too thin.

Whether playing the game as
designed or creating your own
worlds, you'll find Darklords quite
mesmerizing. Old-timers should
feel right at home with this
version, and newcomers will
quickly become enchanted.
Rating: x*
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6T 64

Platform:
Publisher
Developer

Nintendo 64
Infogrames
Ocean

T64is not the worst racing game
ever made, but its not far from it
Things are bad right from the start, given
there are a whopping three tracks to pick
from. After choosing a car, players can
modify it in relatively simple ways that
have very litte effect on actual gameplay
— you're just as likely to sid with soft
tires as with hard ones, and the game
moves painfully slowly no matter what
kind of power you put under the hood.
Once on the track, the true horror
settles in: a siow, barely acceptable frame
rate and sioppy control, made even worse
by the droning engine sounds (there isn't
even any in-game music). The control is
similar to Daytona USA in that
powersiides are the rule, but uniike AM2S

masterplece, which features tight control
and a sense of speed, GT 64 feels like
piloting a watermelon over an ice rink

The track design doesn't help, as tracks
are made up of nothing but right angles
and U-turns. Just going straight for a few
seconds feels like an accomplishment,
and the computer opponents enhance
the feeling of helplessness as they giide
effortiessly around the track. On the
bright side, the frame rate doesn't take a
hit when racing against opponents, locked
at a rock-steady 20fps Pathetic.

Overall GT 64 lacks both the
technique of a technical racer and the
speed of a fast racer — in fact, it lacks
just about anything you can think of.
Rating: x

VIRTUAL CHESS 64

Platform
Publisher:
Developer: Titus

Nintendo 64
s

Competing against the Al cars s much less of a challenge than
actually doing a lap without smashing into the walls

BATMAN AND ROBIN

Platform: PlayStation
Publisher: Acclaim
Developer: Probe

The typical 3D view looks fairly nice, but the camera controls like a
dog, and hardcore chess players will probably pass

s hard to make any really

u negative comments about Virtual
Chess 64 because it pretty much does
exactly what it advertises: It plays a dam
good game of chess.

Forget about the gimmicky batties
that make the antiquated ones found in
the classic BattleChess look like
incredibe feats of cinematic excellence,
o the mediocre 3D graphic sets that can
only be used with the most primitive and
frustrating of camera controls — tum
these "features” off and you have a
rather thorough and competent
simulation. There are actually plenty of
features hidden in this title that make it
worthwhile for chess players. First of all
for amateurs, there is a tutorial mode
that can walk you through the basics of
the game all the way up to some of the
more complex maneuvers and strategies.
For those who lie to sit and analyze a

game, it's possible to set up a mid- or
end-game scenario and then play it out
against the computer Al

Believe it or not, the A is actually
quite 00d, and unless you're a chess
master in the vein of Kasparov or Karpov,
the game will probably have a level of
difficulty that willsuit you. Beginners can
even set the Al up so that it purposefully
makes stupid moves.

There is also a strange array of
seemingly useless multiplayer features
included in the game. Frankly, we
honestly can't foresee a situation where
Wwe have three friends over and want to
play four separate games of chess
simultaneously, but if it happens, heck,
now we're prepared. Overall if you turn
off all of the gimmicks, this s a pretty
decent chess game. Nothing
spectacular, though
Ratin *

K, we were wowed by Turok 2 from
m the “new” Acclaim, but it seems
there’s stil some lfe eft n the “old” one.
Sure, Batman and Robin is an
improvement over the other junk Acclaim
has thrown at us in the past, but in the
end, a few bright spots can't make up for
the fact that, well, it stil pretty bad.

Following the movie closely, the
game gives players (mostly) nonlinear
freedom to explore Gotham City for clues
to what Mr. Freeze and Poison Ivy are up
1o0,all while the game clock ticks down in
real time. Later, players must combine and
analyze different clues in order to
discover where and when the villains will
strike next — allin al,not a bad structure
for a game.

Many other aspects of the game are,
however, a real let-down. For one, the
camera angles are not well-thought-out.
Although Batman and Robin runs in third-

person with a floating camera, fixed
camera angles were added to provide a
cinematic feel. Unfortunately, the sudden
jumps in angles are a huge hindrance to
control, making even a simple task lie
walking across a room difficult. And that's
not all: Enemy A is extremely basic;
controls, which involve using all the
shoulder buttons to toggle things like
running, fighting, and dodging, quickly
become complicated; and the driving
sequences are flawed due to
unrealistically responsive controls and
horrioly low render distances.

We're going to be charitable and
assume this was a game Acclaim was
contractually obligated to release and
quietly ignore it While not in the same
league as previous Acclaim licensed
horrors, Batman and Robin s still pretty
damn horrible.

Rating: %%

Batman and Robin is better than some movie tie-ins, but still Isn‘t good
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DEVIL DICE

HEART OF DARKNESS

Platform: PlayStation
Publisher: THQ
Developer: SCEI

puzzle game that, amazingly

enough, has nothing to do with
Tetris, Devil Dice pits you against an
opponent in a ring with die that must be
maneuvered to match up numerically.
By connecting, say, two twos o six
sixes, the dice will disappear and rack
up the score.

The game illustrates its cleverness
in four modes Trial (continuous puzzle
solving), Battie (you against one to four
other humans or the Al), Wars (you
against a handful of opponents vying for
high points), and Puzzie (solve the
puzzle in limited steps). Each provides
intelligent yet simple fun that's hard to
come by these days. This puzzler is as
addictive as they get.

Since the game really doesn't boast
anything other than great gameplay
(what else does it need?), the simplistic
polygons and funny litte devils (ittle
folk in devil suits) who run across the
die serve their purposes perfectly. And
the looping, pop-ish techno, often mixed
with instrumental rap, funk, and even
ragtime, ranges from mellow to funky,
and is so surprisingly good that it's

hectic, but rewarding

worth listening to on its own.

THQ's puzzler may be too hard for
some (a handy techniques and tips
section is built in for those folks), but its
learning curve s just right for any player
who's been around the puzzle gaming
block once or twice. Devil Dice comes
highly recommended.

Rating: % % k%

MEGAMAN LEGENDS

Platform  PlayStation
Publisher:  Tantrumvinterplay
Developer: Amazing Studio

E ive years ago a revolutionary
game was announced for the then
brand new “next generation” systems.
Promising an interactive cartoon, Heart
of Darkness got a lot of hype — then
vanished from sight. So, after all this
time, s this mythical game any good?
Well, yes and no. Heart of Darkness
does seamlessly mix animation and
‘gameplay, but unfortunately in the end

it turns out to be just another mediocre
adventure game.

While a few puzzles do require
some thought, the majority are solved
through basic trial and error. Try
something, die. Try something else, die.
Finally, get it right, then go on to the
next screen and start the process over,
This is not only tedious, but it also kills
any replay value the game may have
had, since once a scene has been
beaten, it's trivial to beat it again.

In fact, it isn't anything in particular
about the gameplay that entices players
to continue, but rather the prospect of
moving the story along to see what
happens in the next prerendered FMV
sequence. Although FMV is normally a
bad thing, here it's well-done, integrated
nicely, and keeps things moving.

Heart of Darkness is very much a
visual title that relies heavily on the
storyline to keep a player's interest. And
while the story is good, the gameplay
isn't anything revolutionary, or even that
interesting. After five years of wating,
the wait simply wasn't worth it.

Rating: %%

Platform:
Publisher:
Developer: Capcom

PlayStation
com

m ne of the most enduring
characters in videogame history,
Megaman finally gets a chance to join
his mascot brethren in 3D. In typical
Megaman style, the game progresses
through a series of mazes and
merciless bosses, but beyond the usual
weapon upgrades and mechanical
enemies, Legends is refreshingly
different from other Megaman games.

In a surprising switch from the (at
times, mindless) action Megaman has
been known for, Legends incorporates
RPG and adventure game elements,
taking advantage of its massive, finely
detailed 3D worlds and densely
populated towns. In addition to
shooting bad guys and taking down
humongous bosses, Megaman must
interact with a host of characters and
can participate in a slew of sub-
missions, showing a level of depth that
should appeal to fans of the series as
well as the more dexterous role-player.
But, despite Capcom’s good intentions,
there are several problems.

First, despite being the master of

2D design, Capcom still has a few
things to learn about 3D, most notably
the need to implement analog control.
The lack of it results in jerky control
and stiff maneuvering, which can be
unforgiving when the player is in a tight
spot. Also, the camera controls work in
tandem with how you alter the
configuration of the controller, thus
completing the equation: difficult
controls = bad camera angles.

It's a tough hurdle to overcome for
the casually interested gamer, but the
controls can be mastered, and for those
with enough patience, the game opens
up magnificently, offering a wide variety
of actions, options, and areas to explore.
With a high level of depth and
interactivity, Megaman Legends is much
more immersive than any of its 2D
predecessors. But first impressions can
be a killer, and the game just doesn't
possess the most outstanding graphics
or mechanics to hook the merely curious
after just one play. For those who look
deeper, it's a diamond in the rough.
Rating: * %%

st

Megaman Legends’ new world Is made up of huge, flatly textured
polygons, producing a highly distinctive look unique to the serles
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TEAM LOSI RC RACER

Platform: PlayStation

Publisher: Fox Interactive

Developer: Gremlin
Interactive

Just sit back and watch the background pop up out of nowhere — it's
pathetic, and so is everything else about Team Los] RC Racer

TRAP GUNNER

n the surface Team Losi RC Racer

Iooks promising, with multiple
tracks, plenty of cars, and hidden
secrets to discover. Unfortunately,
though, Team Losi fails to deliver on just
about every level, suffering from a case
of split identity — it doesn’t know if it
wants to be a full-on RC racing sim or a
cutesy racer complete with power-ups
and special items. The resulting
mishmash doesn't ill out either
category very well.

The most noticeable problem with
Team Losi is the horrendous visual pop-
up. Whether this is caused by a poor
engine, bad track design, or a
combination of both is unknown, but
the end result is a game that actually
draws the course on screen just barely
in time to be driven over. Gameplay
doesn't fare much better, with minimal

\WWF WARZONE

controls (left, right, forward, and
backward). The camera is horrendous —
if there’s a confusing or obscured angle
to be found, the camera will unerringly
swivel right to it.

‘The two-player, split-screen view,
‘with its drastically reduced line of sight,
is even worse. Players who have
memorized the course will do fine, but
others will find themselves bouncing off
walls for the first lap or so. I fact, we'd
venture so far as to say that the two-
player mode is completely unplayable
by anyone without psychic powers or
the reflexes of Bruce Lee.

Simply put, there isn't a single
positive thing to say about Team Losi.
It's about as much fun as Gremlin's last
Playstation game (udge Dredd), and
that about says it all
Rating: %

Platform:
Publisher:
Develope

PlayStation
Atlus
Racdym

In Trap Gunner

Blow your friends up real good |

magine Mad magazine’s Spy Vs. Spy

played out by anime characters,
and you've got the idea behind Trap
Gunner, one of the few original ttles to
show up in a sea of videogames
overpopulated by copycats. The object of
the game is simple: Kill the enemy and
stay alive, mostly through the creative use
of deadly traps. Initially based on mines
and other simple devices, the game soon
progresses to intense, elaborate setups,
as players string traps together to create
devastating attacks. Aming and
disarming traps require a fair amount of
strategy and quick reflexes.

Visually Trap Gunner is a treat.
Although it's most fun when played i its
split-screen, two-player mode (which is
preferred),the display never feels
cluttered. stil, fighting against the
‘computer isn't far behind. Every character
in Trap Gunner is well-balanced, but all
are unique, not simple clones of one
another. Each has a different set of
abilities and default traps. This results in a
‘dynamic play mechanic as well as a lot of
replay value, since each character
requires a slightly different approach. At
the easiest levels, besting the computer
Alis a simple feat, but higher difficulty
settings provide a nice challenge.

Developer Racdym has created an
excellent game that is well-balanced,
enjoyable, and original. Everything, from
the background music to the tight
control, has been designed to work
together, and it shows. Trap Gunner is
definitely one of the season’s sleeper hits.
Rating: %% %%

Platform:
Publisher:
Developer:

PlayStation
Acclaim
Iguana West

| WWF Warzone won't win any awards for originality, but it delivers

ﬂ erhaps the best thing about
videogame wrestling is that you
can guarantee it isn't faked. The
punches aren't pulled, the kicks aren't
choreographed, and the virtual action is
more realistic than anything you'll see
on TV. The drawback? It's almost as
shallow as the real thing.

‘This game, more than any other, is
directed at the fans. It's custom-built
from the ground up to appeal to the
WWF's loyal masses, featuring the
current wrestling lineup with heroes like
Stone Cold Steve Austin, Goldberg, and
the British Bulldog. Players can also
customize and create new wrestlers in
a brilliant edit mode — all saved to

memory card, of course.

Graphically, this hardly stretches
the PlayStation, but the characters are
smooth, and more importantly,
recognizable. The gameplay is derivative
of all other wrestling games but adds
Mortal Kombat-style touches, including
fatalites. Hilarity and gore ensue.

The game is largely idiotic fun and
especially great in multiplayer mode (up
to four with a multitap). But it's
the huge wealth of options and detail
(including interactive player
biographies) that makes the game
shine and ultimately a great purchase ...
if you like professional wrestiing.

Rati
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REDLINE RACER

Platform:

Publisher: GT Interactive

Platform:

Developer: GT Interactive
Software
m skany ‘Nam vet and he'l tell you,
the Vietnam experience was an
endless tedium of featureless jungles
and hidden enemies. Unfortunately,
Nam's authors decided that it would be a
ripping idea not only to base a game
around this ugly, boring conflict, but to
make it the world's first war simulation.

Itis absolutely impossible to make a
first-person war game accurate and fun,
and this one misses the mark on both
counts. The ludicrous body count and the
player's abilty to take 10 rounds to the
head and heal up with a single medical
Kit instantly kills the possibilty of
accuracy. Conversely, the one-note
scenery, imited ammo, and repetitive
‘gameplay meant to approximate real
combat conditions serve only to drain
any and all excitement from the
experience. Brought together, they make
for one hell of a miserable game.

Even more unfortunate was the
choice to power the game with the Build
engine. Yes, the same three-year-old
engine that ran behind Duke Nukem 30,
‘Shadow Warrior, and Biood. Problem s,
the developers didn't start from scratch.
Instead, they performed some minor
tweaks on Duke Nukem, made an
abortive attempt at designing a few
levels, and called it a game. Duke haunts
the whole monotonous experience, right
down to his trademark knucke-crack at
the start of each level.

This horrendous Duke Nukem 3D
conversion should have stayed on the
Net as freeware. The GT logo on the box
certainly doesn’t warrant its $20 price
tag, nor does the game’s heavily hyped
claim to fame: “Created with the
developer of the Doom conversion for
the Marine Corps." We certainly feel
sorry for the Marines.

Rating: *

Nam Is the most miserable use
for the Bulld engine yet

PC
Publisher: Ubi Soft
D Cri

Studios

lack of focus leave the game with plenty of room for improvement

| From a visual standpoint Redline Racer can compete with the best of them, but a few quirks and a general

E or all the pretty graphics on display
in Redline Racer (which has been
used by Intel as an AGP demo for some
time now), one has to wonder why the
developer didn't spend  lttle more time
tweaking the gameplay. With a few
changes the game could have been a
masterpiece. As it is, Redline Racer is
little more than an average, albeit g0od-
looking racing game.

Spotty collision detection is easily
the most annoying thing going on here.
1t's not uncommon to be racing along
near the head of the pack, only to be
thrown out of a turn because another

M.A.X. 2

racer decided to play kamikaze. Nor s it
unusual to slide up against what appears
to be a small incline and then find
yourself eating pavement. Were the
colision detection a resuit of a super-
realistic physics engine, it could have
been forgiven, but the extended crashes,
with hang time that would make Michael
Jordan envious, quickly discount that
possibility.

As far as control is concerned,
Redline Racer pretty much screams for a
joypad, but surprisingly enough, it failed
to work with a Microsoft SideWinder pad,
as it stopped responding about a minute

or s0 into the race. Keyboard control is
passable as is a standard joystick, but
neither is preferred.

With a little more gameplay
tweaking, Redine Racer may have been
the game to get. Unfortunately, the
annoyance factor is high enough to sap
the game of most of its appeal. As an
arcade racing game, Redline Racer just
can't stand up to the likes of Manx TT or
Moto Racer. Rather, it s just another
average racing game with which to pass
the time. It is a shame because Rediine
Racer does look really good.

Rating: %%

Platform: PC
Publisher: Interplay
Developer: Flat Cat

he original M.A.X. (Mechanized
Assault and Exploration) made
friends and influenced players across
the strategic spectrum, So it seems only
proper that Interplay has now released
MAX. 2, the sequel.

Set 15 years after the award-
winning original, the new M.A.X. puts
the remnants of humanity into an
alliance with the Concord, a collection
of friendly alien races. The resulting
hybrid human/alien intelligence must
then match wits with a ruthless
newcomer, the Sheevat

Arichly layered game of strategic
planning and mass destruction, MAX. 2
offers three modes of play — turn-
based, simultaneous turn-based, and
real time. The first two work fine while
real time tends to be a shade frenetic.
Players can choose from four
campaigns (with nine missions each), o

plunge right into any of 23 stand-alone
missions, and of course, there are also a
number of multiplayer options,

Battles are huge and complex.
Basically, there are two kinds of military
units in M.AX. 2: the cheap, weak ones
and the expensive, powerful ones.
Aggressive players may wish to load up
with the cheap stuff and start fighting
right away, while patient players who
invest more time and material will be
rewarded with some worthy fighting
machines. It's a typical strategic
dynamic, but it works well,

Will the new M.A.X. satisfy die-hard
fans of the original? Perhaps not. Some
players may be hoping for more than
the new game delivers. But with or
without die-hards, M.A.X. 2 is a solid
combat/strategy game that is bound to
make numerous new friends.

Rating: %% %

M.A.X. 2 builds on the success
of the original and scores
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Welcome to the Gamer's Guide, the ultimate resource for checking what games to buy. Every month

we add the reviews from last issue and push out an equal number of older ones. Which ones, you
ask? Generally we leave the console titles in, even for games that are out of print, since there’s a

large used market. So PC games get dumped first, especially old, really bad PC titles (which,

paradoxically, makes PC games look really, really good if you just check the ratings). Once again,
please note the issue number — technology and game design march on relentlessly, so a game that
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Welcome to the real ynderworld

HERTHEY

—

This is Vigilance.

Where the action takes place in the cold, hard light of day.
Where the world of today is recreated in photo-realistic 3D with
Any Channel’s brilliant AnyWorld engine

Where the enemies are scum - human scum. In the single-
player mode, gamers use all their abilities to try and make it
through over 30 different anti-terrorist mission objectives. In
multiplayer mode, players can work-as a team against a
common enemy - or up to 16 players can duke it out in the
most realistic deathmatches ever.

Either way, Vigilance is more terrifying than any sci-fi shooter.
Because it might be real.

Key features

* 8 unique player characters, each with their own skills and

abilities

Complete over 30 real-world mission objectives in both single

player and multi-player modes

40+ unique weapons and power-ups

Up to 16 opponents can compete over LAN or HEAT.NET

* Phot listic action with the ing AnyWorld
engine

* One month’s free HEAT premium membership

Game Profile
 Available October 1998
* PC Win 95 CD-ROM

Vigilance will support, but not require 3Dfx interactive cards, the
ATI Rage Pro, and other 3D accelerators

VID!/ance

Single/Multi-player demo available Rugust 1998.

Reserve your cody at wwwyigilance.com
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MAGIX gives you the power to create music like the world’s top recording artists. ...and the recording

industry would have you think it takes musical genius and only a select few can compose and become
artists. That’s funny! MAGIX has made it simple - there’s no experience required.

ORDER NOW! 1.800.839.8302

Toll Free - 24 hrs - We know you’re awake

MAGIX

music maker V2000
The world’s top selling music
creation software! Like an artist
choosing colors from a palette,
drag and drop digitally recorded
samples onto a 16 rack arranger.
Over 1600 sound, video and
graphic files are waiting to be
unleashed.

$39.99 ea

$5.00 U.P.S. Shipping and Handling

MAGIX Live Act
MAGIX Live Act transforms your
PC into a completely new and
pulsating live instrument. Play in
your house, at a party or live on
stage. Three levels of audio-visual
performance & more than 700
music and video files.

The possibilities are endless.

$49.99 ea

& ™ accepted

MAGIX music
studio V 2000
A tool for the music professional
that puts the power of a studio on
your home PC. There’s a high
performance sequencer with 128
MIDI- and 8 audio tracks, and an
8-track hard disk recording
system with numerous effects
and editing functions.
$49.99 ea

http:/Avww.magix.net

MAGIX
add-on’'s
Each MAGIX
soundpool or
videopool
contains digitally
recorded samples in
your favorite style of

music or video. More than ten
“royalty free” samples to choose

from. $19.99 ea.
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Putting our own stamp on things

ﬂ irst of all, I'd like to thank
everyone who has ever
worked for your magazine. It
forces the public at large to
accept games as the legitimate art
form they are.

Anyway, I'd like to thank you
for your feature on how to get a
job in the game industry because |
just got hired for my first job in
the game industry today as a
direct result of that article. It's
something I've wanted to do since
| was about eight, and starting
next week, I'll be doing it. I'd just
like to congratulate all of you on
creating the best magazine in the
industry.

Jon Loiterman

maverick@interaccess.com

hanks for a well-thought-out

and well-researched article
on emulation and classic games.
However, there are a few issues
your article didn't touch on. For
example, Nintendo has
successfully shut down nearly
every significant NES or SNES
ROM site, but people still want

ROMs, 50 people with CD burners
collect hundreds of ROMs and sell
them for anywhere from $5 to $50
online, at swap meets, and
through the newsgroups.

simply shutting down sites
that provide ROMs for free doesn't
help, since it only leads to people
being able to make money off
them once they’ve become hard
to find online for free. The simple
solution is for companies to
release ROMs, or condone the
distribution of ROMs. If the
copyright holders simply released
a statement allowing the online
distribution of ROMs for
noncommercial use (like the
copyright holders of the Vectrex
have done), it would be greatly
appreciated by the community.

Most of these games are not
making anyone money anymore.
Why shouldn’t they be made
available to future generations to
enjoy? It'd be a shame to have
emulation repressed to the point
where it is impossible to play your
favorite childhood game again,
especially after all the hard work
poured into the community by
numerous emulator authors and

Debate still rages over emulators and ROMs (believe it or not, though,
this Atari 2600 ROM Is ours legally)

web site maintainers.
Kevin “Fragmaster”
Bowen
editor-in-chief/site director,
ClassicGaming.com

n regards to Mr.

Lowenstein’s letter, | have to
thank you for sticking to your
guns on this topic. Mr. Lowenstein
is typical of the general frame of
mind in any media-based industry.
This twisted analysis of one of the
few straightforward copyright laws
comes from the same way of
thinking that brought us copy
protection. The consequences to
the industry are similar, and they
have no idea how this alienates
their clients, most notably the
educated consumer.

ROM images are a scourge
and should be eliminated from the
Internet whenever possible, |
agree. However, blaming the
emulation community is
counterproductive. In almost all
cases, emulators (at least, the
ones that work) emulate “dead”
hardware, which no one is making
money off of anymore. If anything,
emulators are keeping the
systems alive by bringing new
novelty value into these old
games and making classic gaming
into a growing hobby.

But above all, what bothered
me about Mr. Lowenstein's letter
is how he interchangeably used
the words “properly licensed” and
“legal,” as if to imply that all
unlicensed games/products are
illegal. This is pure propaganda:
Unlicensed software and
hardware, so long as it does not
copy anything directly, couldn’t be
more legal. | can remember when
I was a kid reading Nintendo
Power, how suspiciously we
viewed products that (gasp!)
didn’t have the Nintendo seal of
quality! But unlicensed games and

ROM images (and for his
information, there are several
nonlicensed games out there for
play exclusively on emulators,
although most really suck), like
Playstation modifier chips, are
perfectly legal, and the industry’s
attempts to remove them from
the market are about as
groundless as Nintendo’s lawsuit
against Galoob for the Game
Genie in 1990.

For some reason, instead of
making friends with the public and
taking away any reason to violate
copyright laws, companies insist
on attempting to guard their
platforms with an iron fist. This is
not how it should be, and they are
only hurting themselves.

Justin Sevakis
£00.much.anime@ibm.net

on the ot

and

was a bit disappointed with

your response to Mr.
Lowenstein. Instead of taking the
responsibility as a major voice in
this industry (which you are, like it
or not) and denouncing piracy, you
chose to use the opportunity to
justify your position by using
minor technicalities. Sure, maybe
running an emulator is not illegal.
But what else are you gonna do
with it other than run copyrighted
ROM or disk images? | have too
much integrity to essentially steal
from the industry that supports
my income and entertainment
needs. | ask that instead of saying,
“Nanny nanny boo boo” to the
IDSA, maybe you should speak out
against the illegal acts of the
industry we all hold so dear. Your
magazine is too well-crafted and
informed to simply save some
face when responding to the
worries of a major player of the
industry. If you still hold your
position, then | trust you'll
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compensate the difference of
price V'l be paying for software a
few years down the road. Make
checks out to Next Generation?
D. Christopher
Goodman
EVA UNITlieaol.com

As always, we maintain that
emulators are not, by themselves,
illegal to author or own

couple of days ago at work, |
m stumbled across a real
estate pamphlet laying on the
break room table (hey, | had to
read something while | ate my
low-budget lasagna). Anyhow,
when | picked it up, | noticed that
strange “BPA" l0go in the upper
left-hand corner — the same logo
that weirdo always puts in his
“creative corner” in your table of
contents. Why the heck would he
put some lame real estate logo (or
whatever it is) in there? If you
ever get a chance to visit his cave,
or wherever the heck he’s cooped
up, ask him for me. Tell him to get
out more, too.
Errol
NizmoGT@sol.comDate

BPA International (and don't ask us
what that stands for -
its web site seems to kn
ice that keeps
track of and verifies a given

publication’s circulation. Obviousty,

For tomorrow’s gaming news tomorrow, check out NG 312, due to hit

store shelves In December 2020

I] am writing concerning your
interview with Mr. Kelly
Flock. While he sometimes
seemed intelligent and interesting
to listen to, quite a bit of the time
he was intolerably arrogant and
mean-spirited. | don’t play sports
games, but | still found his
comment about how people over
18 didn't like NFL GameDay as
much as they did Madden
because “their brain cells aren't
firing as fast as they used to”
totally uncalled for. Being over 18
myself (if only by three years), |
was very insulted. Of course, Mr.
Flock looks to be well over 18
himself, even if he doesn't act it. |
would imagine that he exempts
himself from his own judgment, as
poor as it is. Someone should tell
him that if he wants more people
to at least try GameDay, he should
try to demonstrate why it's a
superior game, rather than
insulting them.

| know that the editors of
Next Generation try to present
the broadest range of views
possible in their interviews.
However, | would greatly
appreciate being spared such
childish nonsense in the future.

Josiah F. Thorne
South Portland, Maine

just read your interview with

Kelly Flock. The guy seems
really fucking cocky. Basad on
your interview, | leamed that since
| 'am over 18, | can't make an

|

The outspoken Kelly Flock’s comments In NG 45 produced some
equally outspoken reader comments

informed buying decision, | have
turned into my parents, and | need
to get a life. | also learned that all
magazine reviewers think they are
going to work for Electronic Arts
some day, so they won't tell the
truth regarding the superiority of
Sony titles over EA's. Sega might
as well ax Dreamcast right now
because it's going to fucking fail.
Playstation sequels are unique in
that they are dramatically different
from the games that they released
the year before. Also, Sony might
sell 50 to 60 million PlayStations
and be a viable gaming platform
for years to come. Boy, this guy
has all the fucking answers! Ask
him if | can call him up and have
him read my horoscope.

My opinion: The more cocky
and arrogant someone sounds,
the more insecure they are. | think
Mr. Flock suffers from a Napoleon
complex. Big head, little ... Oh,
fucking never mind.

Ken Leitz
kleitz@atl.mindspring.com

Hard as it may be to believe, Kelly
s interview in NG 45
4 more reader mail than
nce we spoke with Atari's
Sam Tramiel in NG 7 (the famous
“Jag\ just as powerful as
Playstation except PlayStation has
more memory” interview). These
were fair samples. You get the
idea. Oh, what the heck — here’s
ng shot

one m

0, how many bottles of wine
was it that you fed to Flock
before the interview? And also, is
this “pre-interview inebriation”
going to be a regular practice
from now on? It sure does make
for an entertaining read!
Brian Eun
brisn@reboot.com

No comment.

m K, Zelda 64 is a prequel to all
previous Zelda adventures. |
got that. If in fact Gannon is now
the lowly Gannondorf, your main
objective in the game is to stop
him from becoming the all-
powerful Gannon. | get that too.
What | don't get is if you succeed
and stop Gannondorf from
becoming the powerful Gannon,
wouldn't that open up an
interesting hole in the storyline, in
that all the previous Zelda games
would then make no sense?
Mario Granger Jr.
magijr1 4@hotmail.com

Mr. Granger, you have made an
astute observation but have failed
to recognize the possibility of
alternate realities. For further
information on this topic, read
“Worm Holes: A New Gameplay
Paradigm,” NG 312 (and while
you're at it, read about how Hiroshi
Yamauchi's still living brain keeps
an iron grip on his company
from his cryo tank). NG)




|on’t blow thy only chance for a limited-edition gold cartridge:
: 1'Get thee to a p’articipating retailer starting Oct. 24,1998.
/ )2, Reserve thyself alcopy whilst supply lasts.
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STAINLESS mneswums

Join The Team That’s Developing

Premier Real-Time Strategy
Games For The Next Millennium

Sﬁimess St
Sy,

ee|

Age of Empires are either registered

Stainless Steel Studios, Inc., founded by Rick Goodman
(creator/lead designer for Microsoft’s Age of Empires®),
and based in Cambridge, Massachusetts has embarked
on the develop of real-time, multi-player strategy
games for the next millennium.

Here’s a unique opportunity to participate in the creation
of innovative, top-quality game titles and become part of
anew, fast-growing game development company that is
poised to become the industry leader in the real-time
strategy game genre.

We believe that success is based on teamwork. If you are
a die-hard gamer who is hard working, self-motivated,
energetic and you are interested in having major input into
the creation of ‘AAA’ game titles, Stainless Steel Studios
is looking for you!

We're looking for the very best artists, character animators
and senior game programmers in the industry.

Visit our web site:

http://www.stainlesssteelstudios.com
or contact us at:
ilovemyjob@ teelstudios.com.

All inquiries will be kept strictly
confidential. We are an equal
opportunity employer offering an

excellent salary and benefits package.

Rick Goodman:

Recipient of the 1998 Computer
Game Developer Conference’s
“Annual Achievement Award for
Game Design and Development”.

Microsoft Corporation. Al rights reserved.



Fishing.for'ainew joh?

Electronic Arts-Tihuron'isialways looking to snap up talented
and motivated individuals/ who/want to shape the game
industry for'years to come. In a littie under. three years,
we've heen responsihiejfor. the development of 13 video
games, including such'hits as Madden/NFL™ 87 and
Soviet Strike™. And with Madden NFL™ 98,
NCAA® Foothall 98, Nuclear Strike™ and Madde:
we're expecting another.greatjyear. -

.

1f you've got whatjitjtakes, come join
the feedingjfrenzywith|ElectroniciArts

newest developer!
Executive Producers’  Audio Engineers &
Producers Software Engineers

DssistantProducers|  Computer Graphic Aruists. ¢«
DevelonmentManagers Programming/ArtManagers ' * (S

: 7 ) = SR ERRIRIN
. 1
‘\d'

Please forward resume. o
twith demo where applicanle) 1o: = *% s>~ 7 4 a
Electronic Arts - Tiburon Entertainment 7
Attn: Human Resources - TIBURON
EL.B0x,84047] : 11 you're not with us.
tﬁanlanu. g : ; you'e startng 1 looka o ke bat.
Olack ey needsncl apply. www_tiburon.com

www. aii.edu

where

< meets
r‘il NOLOGY

B Computer Animation
Multimedia
Graphic Design
Video Production
Web Site Administration

Housing
Financial Aid, if qualified
Employment Assistance

15 Locations: Atlanta, Chicago, Dallas,
Denver, Fort Lauderdale, Houston,

Los Angeles, Minnesota, Philadelphia,
Phoenix, Pittsburgh, Portland,

San Francisco, Schaumburg, Seattle

Call Today

1.800.592.0700

THE ART INSTITUTES
INTERNATIONAL

300 Sixth Avenue « Pittsburgh, PA 15222
The Art Institutes International’, Inc., 1998  NXGEN
Al programs not available at all locations,



A‘guy in hlghschool
told me I'd never
be an artist.

Right.

P\ :
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|
MARCO DE ASA-LITTING
LTIMEDIA
CLASS OF 2001

me UNIVERSIT Yor me ART

BROAD & PINE STREETS, PHILADELPHIA, PA 19102
FOR INFO OR FREE BROCHURE: 1-800-616-ARTS FAX: 215-875-5458 WWW.UARTS.EDU

INE: http://www.next-generation.com/nowhiring.html

ng onl

career opportunities section |

Next Generation

Are you respected for your creative vision and talent, and interested in
joining a development team with a ten year history of award-winning
titles? Stormfront Studios is looking for individuals who’d enjoy working
on first-tier games with top game publishers. Our titles include NASCAR
'98, Madden Football, Star Trek: Deep Space Nine, Andretti Racing,
Byzantine, La Russa Baseball, etc.

We’re adding to our staff and looking for talented people
for the following positions:

Racing Team: Technical Director, Lead PSX Programmer,

Lead N64 Programmer, Lead PC Programmer, Sr. N64 Programmer,
Entry N64 Programmer, Entry PSX Programmer. Baseball Team: Lead PC
Programmer, Sr or Lead Internet Programmer, Lead Console
Programmer, Entry PC Programmer. Role Playing Team: Lead PC
Programme. Game Show Team: Sr. PSX Programmer.

Action Team: 3D Max Artist with 2D Talent.

Ours is an open environment of small, mixed-discipline development

teams, where high standards are respected and your contributions will be
recognized. We offer a very competitive compensation and benefits package.

Please send your resume to:

Stormfront Studios, Attn: M. Daglow, 4040 Civic Center Drive
San Rafael, CA 94903 Fax: 415-461-3865, e-mail: mdaglow@aol.com
www.stormfrontstudios.com

NOW hiring

Advertising Inquiries
Imagine Publishing, Inc.

(415) 468-4684 x467
150 North Hill Drive

Brisbane, CA 94005
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RETROVIEW

HE’S EVERYWHERE

by Steven

t, author of a forthcoming book on the history of videogames

here are a few veterans in

the videogame industry who
seem to have been everywhere and
seen everything, but nobody has
made as successful a career of this
as Michael Katz.

Katz received a master's
degree in business administration
from Columbia University in 1967
and took several high-level
marketing jobs before getting hired

We could have themed it as football.
We could have pretended the LED
was a running back, but we knew
we had a game coming along from
the developers at Mattel that was
going to make for a better football
game, S0 we chose auto racing.

We tested themes with kids by
showing them drawings of what
the actual game would look like
and having them play the

Jack Tramiel, who had founded Commodore
Computers, was famous for his tirades,
table-pounding, and on-the-spot firings

by Mattel Toys in 1975. At Mattel,
he worked on developing a new
line of toys. He helped Mattel
license the Caterpillar name to
compete with Tonka in toy trucks,
made a game based on the mascot
from the Hawaiian Punch
commercials, and marketed Slime
— a toy that would later be
repackaged as Gax

In 1976, Katz asked the
engineers in the electronics group
to design a game using LED (iight-
emitting diode) technology. The
engineers returned with a strip of
red plastic that housed several
rows of LEDs that could be moved
forward, backward, up, or down
using four directional buttons. The
unit had built-in collision detection
— if the light the player was
controlling made contact with other
lights on the screen, the toy
registered a crash.

With the right packaging, Katz
decided the toy could be marketed
as either a racing game or a
football game. He decided to go
with racing.

prototype. Racing came in second,
so we themed our first game as an
auto race.

— Michael Katz

I 1978, Katz was hired by
Amold Greenberg, the volatile
president of the Connecticut
Leather Company (better known as
Coleco). With Greenberg at the
head of the company, Coleco
abandoned leather goods for
electronic games shortly after the
release of Home Pong in 1976. In
1978, Greenberg decided to focus
on handheld and tabletop games,
and he brought Katz in as a source
of expertise.

Katz remained at Coleco until
early 1983. At that time, he
accepted an offer to become the
president of a small software
company called Epyx.

I was contacted by headhunters
representing some venture
capitalists and told about a
company named Epyx, which they
described as a $1.5 million

ccomputer game company losing
$400,000 a year in Sunnyvale.
— Michael Katz

Katz became restless after two
years at Epyx. He liked working on
electronic games, but software
bored him. Around this time he
went to lunch with Sam and Jack
Tramiel, the owners of Atari. They
made him an offer and he
accepted, all during a single meal.
Interestingly, two engineers
approached Epyx with designs for a
handheld game system, just about
the time Katz was leaving. Epyx
adopted the project, which was
eventually named Lynx. Within a
few years, however, Epyx filed for
bankruptcy protection and Atari
ended up with Lynx.

Life at Atari could not have
been fun for Katz. Jack Tramiel, who
had founded Commodore
Computers, was famous for his

micromanagement of Atari during
his time with the company. He
seemed to have found the secret
for surviving with them, however,
because he lasted at Atari for three
and a half years.

In 1989, Katz left Atari and
spent three months traveling the
world. When he came back, Katz
took his last big job in the industry
— president of Sega of America.
David Rosen, the founder of Sega,
offered him the job in September
1989, and he took the position the
following month. He started just in
time to launch the Genesis.

Things did not go well for
Genesis that first year. Although
people liked what they heard about
Genesis, most of them remained
loyal to their NES. Nintendo released
Super Mario 3 at that time, and the
NES had its best year ever. It was
during this time too that a Sega
designer named Yuji Naka began

Katz became restless after two years at
Epyx. He liked working on electronic games,

hut software hored him

tirades, table-pounding, and on-the-
spot firings.

People give me credit for working
for both Arnold Greenberg and Jack
Tramiel in one lifetime and surviving.
They ask, “How could you work for
Jack Tramiel?" and | say, “1 worked
for Amold Greenberg for three and
one-half years.”

— Michael Katz

Although Katz speaks kindly of
the Tramiels now, the industry is rife
with stories about their

work on a game that Katz never
understood. It was about a little-
known rodent: a hedgehog.
Impatient for more sales and
not satisfied with Katz's
explanations for why Genesis was
not selling well, Sega of Japan fired
him in 1991 and hired someone
Katz had known in his former life as
an executive at Mattel — Tom
Kalinske. With Sonic the Hedgehog
as its mascot and Kalinske as its
president, Sega went on to become
amajor player in the videogame
industry as we know it today. (']
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