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Elixir lifts the iron rurtain on 

u r 
A million Ll1ique characters+ an infinite 
polygon engine= the future of gaming? 













ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

r:I dge staff see new slabs of software 

1.:1 every day of the week, often in the 

shadow of PR folk eager to sell their wares 

as being capable of changing the world in 

some way or another. Harsh reality, however, 

di ctates that every day is a disappointment 

as game x fai ls to deliver a physics engine 

that perfectly simulates the muscle structu re 

of the human form, and game Y falls down in 

its efforts to be the 3D platform game to 

finally knock super Mario 64 off its pedestal. 

This is why early word from Elixir Studios 

concerning its first project was received with 

caution, especially in light of the gravity of 

the company's claims. One million unique 

characters. Microscopically detailed 

simulation of an entire country. An infinite 

polygon engine. It's programmer pub talk. 

Or so it seemed. Upon vis iting Elixir's 

Camden offices - without a PR executive in 

tow - it became evident that Demis Hassabis 

and his crew were being entirely fair about 

the giant steps they are making towards 

simulating reality in a computer game 

environment. Their baby, Republic, is sti ll 

in the embryonic stages of development, 

but. crucially, the tech nology to lend 

credence to Elixir's bold claims is in place. 

You'll find the full report from this most 

refreshing of compa ny vis its on p44. 

Now, if only every videogame developer 

had the ammuni tion to match its ambition .. 
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62 Edge looks at the new wave of graphics cards and sees a shift in transfom1 and lighting to change PC gaming 

Republic44 
A million unique, intelligent characters. 

Simulation of an entire country. 

An infinite polygon engine. 

Welcome to the revolution. 
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The latest news from the world of interactive entertainment 

cutting¼~~~ 

DREAMCAST FINALLY REACHES EAGER EURO GAMEHEADS 
UK launch looks positive while Sega storms US despite problems, but continues to suffer apathy in home territory 

Dream 

__ .. ___ _ 
- ---

Just a couple of weeks 
before the UK launch, 
Sega finally revealed its 
European Dreamcast Web 
browser. Dreamarena -
as the homepage is to be 
known - comes with free 
email and Web surfing 
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r::11 ega has finally completed Dreamcast's turbulent 

1::.1 global rollout, 11 months after first launching the 

console in Japan. As Edge went to press, UK preorders 

topped 40,000, which is around a tenth of the total number of 

units Sega predicts it will have sold within a year. Consumer 

interest in the console had been strong in the weeks prior to 

October 14, and a special press event on October 5 attracted 

everyone from Smash Hits to the Sunday Times and women's 

magazine Red. sega also revealed that 43 PAL titles would 

be released by Christmas. However, TV advertising for the 

console only kicked off a week prior to launch and ads 

featuring ingame action aren't scheduled until November. 

Retail outlets were upbeat in the run-up, though. 

Dixons, HMV and Blockbuster had all been heavily advertising 

Dreamcast, while Electronics Boutique arranged for over 100 

of its UK branches to open at midnight on October 13. Most 

impressive were the efforts of the Oxford street Virgin 

Megastore, which renamed itself Virgin Segastore for the day. 

It was also the centre of sega's London launch celebrations, 

with celebrity boxers Chris Eubank and Nigel Benn squaring 

up for a bout of Midway's Ready 2 Rumble. 

However, in the midst of all the excitement some retailers 

expressed concerns that they would quickly run out of stock. 

And it seems likely that customers who didn't preorder the 

console would experience problems tracking one down. 

Peripherals, especially steering wheels, were also expected 

to be be short supply. 

American triumph 
The excitement surrounding the UK launch comes after a 

spectacular period for Sega in the us. After a fortnight on sale, 

SOA announced laudable Dreamcast sales of over 500,000 
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The Dreamcast US launch is a real success story in true Hollywood style: 514,000 units in two weeks eclipses previous North American hardware launches, 
a fact Sega has been shouting from the rooftops. Retailers in the States are even expecting hardware shortages in the run-up to the vital Christmas period 

units. The company was quick to boast that it took Playstation 

four months, and N64 two months to reach this level - an 

encouraging if slightly misleading statistic considering the 

difference in market conditions between the three launches. 

Typically for Sega, however, not all went quite according 

to plan in the us. A duplication error, traced back to a single 

CD cutter in one of the company's four manufacturing plants, 

meant that thousands of faulty games (both first and 

thirdparty- some us stores claim to have had over 90 per 

cent returns on faulty copies of Ready 2 Rumble) and web 

browsers went out to American homes in the launch week. 

Furthermore, several hundred consumers who preordered 

Dreamcasts from sega's own online service did not receive 

their machines on the launch day. SOA reacted quickly to this, 

however, offering free copies of VF3tb to anyone forced to 

wait a few days before receiving their machine. Ultimately, 

though, these slight disappointments did little to dampen a 

launch period that benefited from extensive media coverage. 

Software trials 
In contrast to optimism in the west, sega Enterprises of 

Japan has suffered a difficult couple of months. With sales still 

chugging along at a less than impressive rate, September 30 

saw the release of Shenmue being pushed back from October 

28 to spring 2000 (though rumours of a possible December 77 

appearance are currently circulating). Not surprisingly, blame 

for the delay has been placed on the sheer complexity of the 

title. Two specific areas have been mentioned: the detailed Al 

routines grafted to dozens of the nonplayer characters, and 

the realtime weather system which governs the game's varied 

climate (an impressive but not breathtaking element). 

What is strange is that the delay announcement came 

barely a month before the title was due to ship. Surely if 

deep-seated problems with the code itself were to blame, 

Sega would have known several weeks prior that the October 

date would not be met. Either there is a severe lack of 

communication between marketing and development 

departments or sega deliberately withheld the delay 

announcement to ensure RPG-mad otaku purchased 

machines in anticipation of the game's release. Whatever 

the case, developing for the machine is obviously proving 

more difficult than many expected. Another long-awaited title, 

Biohazard Code: veronica, has also been subject to a lengthy 

delay in Japan (although, in a positive turn, Capcom has 

announced it will reveal four new DC games before the end 

of the year), which means the DC's software library is still top 

heavy with sports sims and arcade conversions, and severely 

lacking in deeper gameplay experiences. The recent official 

unveiling of Sony's PlayStation2 hardware should serve as a 

reminder to sega that it has only a limited time to establish a 

strong catalogue of must-have games A successful us ~ 

launch will not be enough to secure the future. ~ 

Dreamcast urgently needs 
machine-specific triple-A 
product, but developers 
seem to be experiencing 
problems, Biohazard: 
Code Veronica is now 
delayed until next year 

UK preorders topped 40,000, which is around a tenth of 
the total number of units Sega predicts it will have 

sold within a year. consumer interest in the console had 
been strong in the weeks leading up to October 14 

Domestic apathy towards Dreamcast 
will not be helped by the fact that 
Shenmue has been delayed until 
spring 2000. The game was set to 
be a crucial winter release for Sega 
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MILIA 2000 PREPARES TO GET DOWN TO BUSINESS 
Date set for interactive software showcase as European game developers begin looking to Cannes 

Milia 2000 will also be running 

a series of seminars and events 

for online content developers. 

In the words of the official 

press release, 'Professionals 

of major worldwide Internet 

companies, start-ups and 

traditional media groups will 

in concrete terms examine 
content development and 

business models connections, 

and give you a clear perspective 

on how to improve your 

professional sharpness!' Talks 

will cover online communities, 

creating successful content. 

and the big topic of the 

moment. ecommerce. 

This year's Milia, held in February, was the biggest to date, but plans are afoot to make 2000's a significantly 
weightier affair. Representatives from every major European player, including Edge, will be in attendance 

D t's four months away but preparations are already 

well underway for next year's Milia event - the 

interactive software equivalent of the Cannes film festival, 

organised to pair up publishers with developers of games, 

websites and multimedia software. 

Taking place from February 14-1 8 at the Palais des 

Festivals in Cannes, the show will once again feature several 

components aimed specifically at game development, 

one of the highlights of a special series of 
seminars under the heading 'Business Skills for 

Developers' will be Tim Stamper of Rare discussing 
how to build good relationships with a publisher 

Anyone interested in the New Talent Now section of 

Milia 2000 can download the rules and regulations from 

http://www.milia.com/events/ntalent.shtml. Oeadline is 

currently set at November 17 1999. Before you rush 

online, read the entry conditions: 

1. The project must be created and developed 

by a student or a group of students that has 

attended a New Media course or an affil iate 

Research programme at an educational institute 

◄ 10 £ DG£• 

during the years 1998/1999 or 1999/2000. 

2. The submitted project must have been chosen and 

selected by the course director. 

3. Participation is limited to one project per course, or 

two projects if one is online. 

4. The project must not have previously been selected 

for a prior edition of the New Talent competition. 

including last year's successful addition, the Game 

Developer Village. Here, dev studios are able to hire low-cost 

mini-booths at just FF3,500 (approx £350) a throw, and 

show off their latest projects to prospective moneymen. 

There will also be a special Developer Lounge where, 

according to Milia press manager Armelle coatsaliou, 

"Developers will be able to present their projects on free 

access computers, meet their future publishers or future 

employers, make appointments, or simply network." 

Opportunity knocks 
The chief aim of the show is to give developers the 

opportunity to show off their wares, or even better, to sell 

them to established publishers. However, it's also about 

preparing the ·creative people' for the rough and tumble 

business of game publishing. February 16, for example, will 

see a special series of seminars under the heading 'Business 

Skills for Developers·: highlights are set to include Tim 

Stamper of Rare discussing how to build good relationships 

with a publisher, plus talks on pitching your idea to a 

publisher, managing a development studio, and marketing. 

Most interesting, though, is a discussion entitled 'New 

Technology- Chasing the Dream·. This will set out to ask 

whether or not developers are wasting the opportunities 

afforded by new consoles by writ ing the same tired games 



This year's event (above), held in February, played host 
to a number of illustrious attendees (right), and served 
as a platform for Sega's Euro evangelists (below right) 

with better graphics rather than conceiving innovative 

gameplay ideas. (The answer seems painfully obvious.) 

Another important Milia regular is also set to reappear 

next year. The New Talent competition (previously known as 

New Talent Pavilion) invites students on multimedia courses 

to submit interactive software projects to a panel of 

international experts The 20 winners will then be given the 

opportunity to present their projects to industry professionals 

in a dedicated area of the Palais des Festivals during the 

event - an opportunity which has naturally led to lucrative 

employment for previous winners. Project designers will also 

get their hotels paid for, and can invite five other students and 

their course leader to the show for free. 

Details on other speakers and seminars will emerge 

through these pages closer to the event itself. one interesting 

aspect, though, is the emphasis Milia 2000 will be placing on 

developing games for emergent platforms Here, the event is 

billed as 'the perfect venue to network with management 

from complementary fields including Broadband Internet, 

Digital Broadcast, Cable and Interactive TV'. Convergence is 

a big part of the event's focus, then, which should 

present a number of intriguing propositions 

NINTENDO ROCKED BY PROFIT DROP 
Half-year figures show disappointing performance as rumours surround Dolphin 

D he next eight months seem likely to be difficult ones 

for Nintendo following its recent set of financial 

figures, a state of affairs that widespread rumours concerning 

delays to its Dolphin console will do nothing to improve. 

Nintendo is still insisting, however, that Dolphin will debut 

during the next Spaceworld in August, even though this would 

only be two months before its official Japanese release. 

NCL's half-year profits dropped 72% to £114m. President 

Yamauchi-San blamed this on foreign exchange losses from 

money banked in the us, and the rising strength of the yen. 

Behind the scenes Nintendo is also continuing to try and 

convince thirdparty developers that it will not repeat the 

mistakes made with the N64. Most recently, it added 3D ch ip 

manufacturer S3 to its technology partners list. S3's texture­

compression techniques are used in Dolphin's graphics chip. 

Meanwhile, development sources have confirmed to 

Edge that Nintendo's format is friendlier than PS2. 

NCL's Kyoto HQ has been buzzing following a drop 
in profits, but work on Dolphin continues apace 

NEWS 

Neo-Geo advances too 

Following Nintendo's news 
concerning the 32bit Game Boy 
Advance, SNK has confirmed 
that it too is developing a 32bit 
successor to its Neo-Geo Pocket 
Colar handheld. SNK's UK MD 
Robbie Philips commented: "We 
will make an announcement at 

E3. All I'm prepared to say now 
is that it's 32bit and will be the 
successor to the Neo-Geo." 

Molyneux's satellites signed 

Activision has won the race to 
publish the first games to be 
produced under Lionhead's 
satellite programme. But the 
debut releases from the Big Blue 
Box and Intrepid studios aren't 
expected until the end of 2000 
at the earliest. The ambitious 
publisher has also acquired 
Neversoft, the codeshop behind 
Tony Hawk's Skateboarding and 
a forthcoming game based on 
the Spider-Man licence, for 
700,000 Activision shares. 

Playstation2 opens up 
The cross-platform potential of 
Playstation2 was given a boost 

thanks to the addition of an 
optimised version of OpenGL 
to Sony's middleware program. 
Developed by Data Plus, in 
conjunction with Silicon 
Graphics, the graphics API 
should make the porting of PC 
titles a smoother proposition. 

Secondhand banned 
The latest round in the ongoing 
battle between the Japanese 
Association for Computer 
Software and shops that sell 
secondhand games has been 
lost by the retailers. The Osaka 
District court has ordered two 
chainstores to stop sell ing used 
software. The rul ing contradicts 
one made by the Tokyo District 
Court in a similar case in May. 

Virgin taken by Titus 

The wondergar,ons of the 
French Bourse, the Caen 
Brothers, have continued to cut 
a swathe through the games 
industry with the completion of 
their takeover of Virgin. Titus 
already owned 44% of Virgin, 
thanks to its controlling stake in 
Virgin's partner Interplay. It has 
now acquired a 50.1% in Virgin. 
The cost was not disclosed. 

£DG£' 11 





PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 

"Here's one I made earlier. .. " 
castiga t ing the sins within sequeldom 

~ t the time of writing, the great if 
liJI occasionally petulant Tony Hawk's 
Skateboarding has been on sale but a week, yet 
already news has arrived that developer Neversoft 
is working on a sequel. This sort of occurrence is 
hardly rare -ATD announced details of a Ro/lcage 
sequel before the original had reached the shops, 
for example. But it is indicative of the way game 
development is changing. 

sequels are far from being a new concept -
Taite took little time in producing Space Invaders 
Part 11, after all - but other than EA, few publishers 
churned out yearly updates of their titles during 
the 16bit era. The trend took hold during the 32bit 
age, and it would be easy to point the finger at 
the Playstation. Yet it's hardly the fault of Sony's 
machine. Gamers barely had the time to get their 
consoles out of the packaging before publishers 
began announcing sequels to the early wave of 
PlayStation titles. As the userbase grew, lukewarm 
sequels sold in substantial quantities, encouraging 
publishers to continue their business models. 

More than merely affecting gamers' spending 
habits, this state of affairs has also seriously 
affected the development philosophy of many 
software houses. Rather than endeavouring to 

cram everything into one title in order to make 
it as perfect a representation of its genre as 
possible, a growing number of developers Edge 
has spoken to now talk of holding features back to 
be "implemented in the sequel." Few codeshops 
still regard a current project as a singular 
enterprise, requiring a team's utter dedication to 
improve every aspect to make it stand out from 
the dross. Nowadays, everyone wants a franchise. 

Even Nintendo, that most respected of 
developers, releases sequels, of course, but at 
least it takes the time to ensure new ideas and 
improvements are added rather than simply 
throwing in 'leftovers' from an original concept. 

An example of old-skool sequel etiquette can 
be found on page 31, where Geoff Crammond's 
latest, only his third F1 game after almost nine 
years, is previewed. By comparison, with F1 '99 
Psygnosis has released its fourth such title in 
four years. And which of the two racers would 
gamers more happily sell vital organs for? 

Resisting the financial urge to release yearly 
updates builds real anticipation among the 
gameplaying community. crucially, though, it 
allows legitimate improvements to made, which 
ultimately can only benefit all concerned. 

From left: the nth version of EA's most profitable yet exploitative franchise, ATD's Rollcage (the sequel 
was in the works long before the original's release), and a sequel the way it should be done, Zelda Ill 

Republic Jet Set Radio Chu Chu Rocket Gran Turismo 2 

(PC) Eidos (Dreamcast) Sega (Dreamcast) Sega (PlayStation) SC EI 

Much is written about it Without doubt one of the It had its work cut out Yes, it still has cars. Yes, it 
elsewhere in this issue, most interesting things garnering attention at doesn't look too dissimilar 
but such is the scale of shown at September's sega's packed booth at to the previous game. 
Elixir's first proIect that Tokyo Game Show, Edge TGS, but those who did Regardless, you're not 
it's impossible not to start is eager to try out this give it a crack found an likely to find a better 
counting down to Jan ·02. unusually presented title. unusually add ctive game. racing game this year. 

PRE SCREEN 

Index 
Prescree n Alphas 

page 14 

Jet :X 

page 26 

Crazy Taxi 

page 28 

Paras ite Eve II 

page 29 

The Real Neverending 
Story 

page 30 

F1 Grand Pri x 3 

page 31 

SWAT 3 

page 32 

Phantasy Star Online 

page 36 

Capcom v s SNK 

page 38 

v ampire 

page 40 

£DG£
0

13 ► 



PRE SCREEN 

14 £DG£
0 

PRESCREEN ALPHAS 
IN AN UNDENIABLY RACY SECTION THIS MONTH, EDGE TAKES THE PACK LEADERS FOR A SPIN 

GRAN TURISMO 2000 FORMAT: PLAYSTATION2 DEVELOPER : POLYPHONY DIGITAL 

In terms of handling, GT2000 naturally offers a more complex set of 

dynamics than either of its Playstation-based siblings, as Edge found out 

at the recent Tokyo Game Show (see p52). The environments are currently 

still a long way from finished, which only enhances the overly shiny nature 

of the cars. With GT2 destined to arrive some three months before this PS2 

version of Polyphony's astounding real ity-loving racer, it wi ll be interesting to 

see how car-tuning-obsessed Japanese videogamers receive both versions. 



PRE SCREEN 

GRAN TURISMO 2 FORMAT: PLAYSTATION DEVE LOPER : POLYPHONY DIGITAL 

Another batch of screenshots before GT2's expected November 25 Japanese release gives a minute glimpse into the range of vehicles that have been 

crammed into the two-disc package. Edge has found the reaction to the game by some individuals expecting unrealistic improvements infuriating. This 

title was always going to be an evolutionary (rather than revolutionary) step from its superlative predecessor - the PlayStation can only do so much. 



METROPOLIS STREET RACER 

Bizarre Creations' recently released shots (including the 

first non-replay footage) from Metropolis street Racer show 

a selection of sections from the game's three city-based 

circuits, namely Tokyo, San Francisco and London. The 

departure of a key team member earlier in the year has 

undoubtedly played a part in the game's delay, though 

given the quality of the scenes depicted here, progress 

would appear to continue reasonably on track. Hopefully 

the handling problems Edge experienced at E3 will have 

been sorted out in time for the release early next year. 

◄ 16 £DG £ • 

FORMAT: DREA MCAST DEVELOPER : BIZARRE CREATIONS 
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ROADSTERS FORMAT: DREAMCAST / PS/ N64/ PS2 DEVELOPER : TITUS 

Having one of the lowest profiles of all forthcoming racing titles is probably down to Roadsters spreading itself so thinly- versions are expected for 

N64, PlayStation2, PS2 and Dreamcast (version shown). With this title Titus will become the first western publisher to launch PlayStation2 product in 

Japan, bringing licensed cars to the mix. unusually, each vehicle features a functional mileometer, although its gameplay importance remains unclear. 

PREHISTORIC ISLE 2 
However much polygon-pushing power is thrown down in front of developers, some of them steadfastly refuse to take the bait, and so it is that 

SNK has elected to update its late-·sos shoot 'em up coin-op, continuing its resolutely 2D approach. While the original presented biplanes against 

dinosaur foes, this sequel offers the more technologically advanced helicopters. With a ten-digit scoreline, expect shooting action like it used to be. 

FORMAT: COIN - OP DEVELOPER : SNK 
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EAGLE ONE: HARRIER ATTACK 

Last seen in E71, this relatively dazzling example of Playstation coding comes courtesy of an odd hotchpotch of veteran 

programmers who began to work on it during the Amiga's heyday with the help of former military personnel. Not that 

there's anything remotely 76bit about this arcade-style flight game, though, which promises 'Hollywood-style action' Past 

experience makes it hard to get too excited about air combat, though Edge is willing to be proved wrong come January. 

CRISIS ZONE 

While twoplayer coin-op Time Crisis 

2 improved on the original with an 

refreshing cooperative slant, this 

third arcade instalment introducing 

fully automatic weaponry looks 

comparatively bland. Background 

detail is perhaps the most notable 

element of the game, with just about 

everything offering itself up for 

destruction (one newsagents scene 

can get especially messy). With 

accuracy falling by the wayside, this 

coin-op is all about balls-out action. 

◄ 18 £DG£• 

VIEWPOINT 2064 
Following in the slipstream of Giga Wing as a full-on shoot ·em up, the 

Neo-Geo classic has been passed across to the N64, camera movements 

from the isometric original changing in the process. Oddly, the new slants 

applied to the title have drawn some uncanny comparisons with StarFox 

64 . The targeting system is also a significant gameplay alteration. 

.~,/Jf,:;~~i~\~ 
llll<;U~ 

FORMAT: PLAYSTATION DEVE LOPER: GLASS GHOST 

FORMAT: N64 DEVELO PER: SAMMY 
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CASTLEVAN IA: SPECIAL EDITION FORMAT: N64 DEVELOPER: KONAM I 

With the enjoyable yet ultimately disappointing first 64bit outing behind it, the Castlevania franchise is attempting another onslaught on Nintendo's 

machine. A playable version could be found among Konami's ECTS offerings in September, but these more recent shots show a more advanced 

state of play from the game. Plot details are presently sketchy, al though Konami appears to be keen to introduce a healthy dose of lycanthropy to 

the mix. Of more concern to the company should be fine-tuning the game's camera and smoothing out the fiddly bits that marred the first title. 

STREET FIGHTER Ill W IMPACT FORMAT: DREAMCAST DEVELOPE R: CAPCOM 

As Dreamcast's beat 'em up library grows courtesy of Namco, Sega and Capcom, the latter has elected to convert the least significant title in the Street 

Fighter series albeit with added Dreamcast bonuses. Presumably, only hardcore lovers of the genre will opt to obtain both this and the imminent SNK 

vs capcom title, but at least sega's machine is wasting no time in gaining a reputation as the beat 'em up platform of choice, just like the Saturn before it. 

C 1999Take21rteractiveSoflware.Alrightsteserved.'AockstarGames'andlogo.Take21nteractiveSoftware'andlogo,'GTA2'andlogo 
atetrademarkso1Take21nteractiveSoltware. 'DMAOesign'andlogoaretrademal1(sol0MA.Design Ud. GTA2isa DMAdesigledgame. 
PlayStalionand & arearegisteredtrademarkotSonyCon1,ulerEn1ertaivnerlttnc. 
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GIGA WING 

DEE DEE PLANET 

Cynical types may see Dee Dee 

Planet as little more than sega 

desperately trying to achieve an 

online userbase with a simple and 

addictive title, but the title allows 

up to four players to take part in an 

experience reminiscent of Death 

Tanks, Loootomy·s classic multiplayer 

Saturn shoot ·em up (itself an update 

of Tanx). Sega intends to introduce 

more graphically undemanding titles 

like this for its Simple Network series. 

◄ 20 EDGE• 

FORMAT: DREAMCAST DEVELOPER: CAPCOM 

Having already attracted a cult following in arcades. Capcom's extravagant vertically scrolling shooter is poised to 

make its Dreamcast debut in Japan soon. Playable by one or two players simultaneously, the game offers traditional fire 

and smart bomb controls, although in this instance it's possible to hold down the former to create a shield capable of 

deflecting enemy shots. This function is an absolute necessity given the preposterous amount of projectiles on screen. 

TOY FIGHTERS 
One of the less prominent titles displayed by Sega during JAM MA, Toy 

Fighters in the latest in the company's interminable line of 30 fighters. Fans 

may be disappointed by the stylings of the new game, which uti lises a less 

stern approach, resulting in some rather lightweight, forgettable characters. 

FORMAT: COIN -OP DEVELOPER: SEGA 



JET SET RADIO 
Easily one of Tokyo Game Show's (see p52) most intriguing 

offerings, sega's latest music-based was sadly not playable. 

However, at this stage Edge is particularly interested in finding 

out who's responsible for achieving the game's stunning 

cartoon-coated polygonal aesthetics. Expect a March release. 

VIRTUAL ON ORATORIO TANGRAM 

This mouthful of a title signals the Dreamcast pseudo-sequel to Sega·s 

popular arcade and Saturn game, and it looks like it's finally being done 

justice in the home, utilising a dual-stick controller and an option to link 

Dreamcasts. Head-to-head battles and extremely tidy visuals should 

make this one of the strongest DC titles to emerge from Japan of late. 

PRE SCREEN 

FO RMAT: DREAMCAST DEVELOPER: SEGA 
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PRE SCREEN 

WARCRAFTIII 

It's the world's first RPS (roleplaying 

strategy) game, according to senior 

producer Rob Pardo, the difference 

being the importance of characters 

in the now-3D warcraft world. Heroes 

are required to lead troops, and the 

base building that characterised the 

previous games has been toned 

down. An expanded multiplayer 

option with gameplay in the vein of 

Team Fortress is promised, too, as 

are level design tools. Blizzard 

expects it to ship in late 2000. 

RENT A HERO N0.1 

The Dreamcast action-RPG genre is 

to be given a boost by the curiously 

titled Rent A Hero No. 1. The game, 

actually a sequel to a Mega Drive 

title, places a young 'hero· inside 

a mecha-style battle sui t. The RPG 

element involves exploring cities 

and is juxtaposed with the arcade­

friendly battle mode which shifts 

gameplay into the realm of the 

3D beat ·em up. sega devotees 

may spot similarities to coin-op 

Spikeout, released earlier this year. 

◄ 22 £DG£• 

LE MANS 24 HOUR 
After a quiet period away from the limelight, Le Mans 24 Hour returns 

in improved style. The handling of the PlayStation version shown here 

has been improved since Edge last saw the game in March. The array 

of options, circuit accuracy and overall attention to detail should give 

circuit racing fans a reasonable alternative to the current F1 overload. 

RALLY MASTERS 

Digital Illusions· delayed project (lnfogrames· Gremlin takeover has seen 

the latter's signed product wait patiently in line while the French giant 

carried out its planned v-Rally 2 release) is nearly ready to ship These 

latest Playstation shots show considerable vehicle detail. and hopefully 

the playability will match the potential long shown by its PC sibling. 

FORMAT: PLAYSTATION/PC DEVELOPER: EUTECHNYX 

FORMAT: PLAYSTATION/ PC/ N64 DEVELOPER : DIGITAL ILLUSIONS 



PRE SCREEN 

TOMORROW NEVER DIES FORMAT: PLAYSTATION DEVELOPER : BLACK OPS 

While less concerned with following plot than the N64's GoldenEye (it's hard to recall a skiing scene in the forgettable celluloid version of 'Tomorrow 

Never Dies'), this seems to have been in development for longer than anyone cares to remember. Sti ll, at best it should be capable of competing 

with genre stablemates Mission: Impossible and Syphon Filter. As far as polish goes, though, don't expect anything world-shatteringly accomplished. 

Al:L--FORMATS 

~ 

• New developments 
• NTSC-PAL/localisations 
• Experienced talented teams 
• Prototyping 
• Graphical alterations 
• Design 

Extreme 



t HE KlrrGDOm, t HE 

C o rnirr G tHi s III iLLErrrrivrn 
Available 29 th October 1999 

From Dixons, Electronics Boutique, Game, HMV, John Lewis Partnership, 
PC World, Staples, Virgin, WH Smith and other leading retailers. 



Lead thy people to glory with William Wallace, Saladin, 
Barharossa, Joan of Arc and Genghis Khan. 

t . 
Thou shalt command knights in formation, defend your king 

and castle and .rescue damsels in distress. 
t 

Slaughter thine enemies and achieve victory through conquest, 
economic stranglehold. exploration, guile or simple brute force. 

t 

ta• 

Thou shalt hear monks speak of thirteen new civilisations 
to conquer, each with unique strengths. weaknesses. 

technologies and weaponry. 
t 

Rule the kingdom, find the power and the glory at: 

www.microsoft.com/ uk/ game~/ 

Gaming Zone 
Microsoft® 

Where do you want to go today?® www.zone.msn.co.uk 

1999 Microsoft Corporation. Microsoft. Where do you want to go today?, MSN and Age of Empires are either trademarks 
or registered trademarks of Microsoft Corporation in the United States and/or other countries. 



PRE SCREEN 

J ET:X 
Q: What happens when one of the most successful UK development teams gets bored of 

working on the sequel of the genre they invented? A: They leave to make a game that goes faster 

Format: Playstation 

Publisher: lnfogrames 

Developer: curly Monsters 

Release: March 

Origin: UK 

n;n hen Curly Monsters started work on its 
W first game, currently labouring under the 
working title Jet:X, the design concept was 
blatantly simple. "We jokingly called it 'Jet 
Turismo'," recalls producer Andy Satterthwaite. 

But after a few months, the joke became serious. 
curly Monsters realised taking everything it liked 
about Gran Turismo and adding the speed of 
racing jet fighters around low-level circuits could 

Flying very low and very fast are the two 
fundamentals in winning races in Jet:X 

worry about buying planes and all that stuff, 
but it's the cowards' way out," Satterthwaite 
argues. The structure of the championship 
mode borrows Gran Turismo's concept of 
starting with enough money to buy the slowest, 
unmodified plane and working your way to the 
top. Players also have to earn flying licences 
and pass exams to gain access to different races. 
As money is won, so planes can be upgraded to 

A splitscreen mode is one 
of the options introduced 
to maximise replayability 

The tracks are optimised for extremely low-level flying. Altitude is 
one of the key features. The lower you fly, the faster the plane goes . 

make for a hugely exciting game. And this, 
combined with the experience all six members 
gained working on the revolutionary Wipeout 
series while at Psygnosis, suggests Jet:x has 
the potential to be very good indeed. 

For a start, it offers two basic modes. "There 
is an arcade option in which you don't have to 

make them faster and stronger, or equipped 
with weapons or stealth capabilities. 

Another crucial aspect that wil l separate 
casual and hardcore gamers is the handling, 
which exists in two forms. The arcade mode 
operates just like a car, with left and right, up 
and down working to an universal axis, no matter 



PRE SCREEN 

The two lines of flashing lights mark the boundary of the racing area. After three seconds outside, an autopilot bring wayward planes back. Each level 
also has checkpoints which must be flown through. The left-hand HUD bar displays health, while the right indicates afterburner level and weapons 

There are 38 different 
types of planes, 
ranging from trainers to 
exotic X fighters such 
as the forward-swept 
wing X-29 and the 
pilotless HiMAT drone 

what the orientation of the plane. Pro handling, 
however, maps the commands to the plane's 
actual orientation, making it far harder to control, 
although it's the only way to complete the game. 

"The idea is, from putting the disc in a 
Playstation, that if you press x, x, x, x, you will 
start on an easy track with the easiest aircraft," 
explains designer Nick Burcombe. "But at the 
backend it's possibly the hardest game I've ever 
played." But, as he knows, for a game to be 
successful, developers need to cater for both 
levels. "There are always people who are going 
to be much better gameplayers than we are," 
he confesses. "There were people on Wipeout 
2097 who phoned up within a day and said, 'It's 
too easy - I've finished it'." 

Curly Monsters is trying hard to make sure it 
doesn't happen this time. The introduction of a 
freeflight air combat arena will help, as should 
the size of the championship mode. Start ing with 
trainers, players move up through fighters and 
superfighters to the elite x fighters. 

The aircraft are not organised around 
manufacturers as in Gran Turismo; Jet:x displays 
its heri tage with Wipeout-style country-organised 
dealerships. And, in a neat move, the dealerships 
only sell the types of ai rcraft that their countries 
manufacture in real life. Thus only the French wi ll 
offer Mirages, and swedes the Drakan. 

The 14 racing tracks themselves are 
optimised for extremely low-level flying. In fact 
altitude is one of the key features of the game as 
the lower you fly, the faster the plane goes. 
Anyone expecting to win a race will need to be 
flying in sub-1 00m conditions. Conversely, the 
ceiling of 1,ooom is enforced by making a plane's 
airspeed bleed off, creating stall conditions at 
that height. The lateral boundary of the racing 
area is also well defined by two lines of flashing 

lights. A certain amount of latitude is al lowed, 
however, as planes can remain outside the area 
for up to three seconds before an autopi lot cuts 
in and guides them back to the racing line. This 
procedure adds depth to the game, as tracks 
have been designed with potential shortcuts. 

current work concentrates on signing up a 
DJ for the music, and working with a design 
agency to complete the overall look. But this 
aside, Burcombe refutes suggestions that Jet:x 
is a reminiscent of his 'other' game. "Obviously 
it's an airborne racing game so people are going 
to say it's Wipeout, but we don't think it feels or 
plays or has the structure of Wipeout," he 
explains. Perhaps the more pertinent 
question is, will it be as successful? 

If planes climb and gain too much altitude, their airspeed drops off 
and they stall downwards. The critical ceiling for all levels is I ,000m 
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CRAZY TAXI 
One of the first arcade machines to use the Naomi board, Crazy Taxi was always going to 

make the journey to Dreamcast. But can Sega bring the title home with equal success? 

The ever-present directional arrows are a necessity for city navigation when 
faced with such plainly hectic and outright dangerous situations such as this 

Fans of Driver will 
spot the similarities 
in blitzing through a 
variety of aesthetically 
impressive obstacle 
props such as wooden 
packing crates (above) 

Format: Dreamcast 

Publisher: Sega 

Developer: In-house 

Release: January (Japan) 

Origin : Japan 
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r:;a peeding down the streets of San Francisco 
a with total disregard for fellow drivers might 
sound like an early Driver level. but chances are 
you were doing this long before Reflections· 
game appeared - in an arcade. The brilliantly 
novel crazy Taxi saw players striving to satisfy 
a city full of eager cab hai ling residents. and it 
is now, finally, Dreamcast bound. 

The colourful inner-city atmosphere seems 
to have been ported over without significant 
alteration, although the handling physics have 
been changed slightly. The Dreamcast pad is a lot 
more responsive and satisfying to use than the 
loose wheel of the arcade machine, and Sega s 
acutely aware of the differing demands of the 
console user - Dreamcast sega Rally 2, for 
example, was a massively reworked title from 
the arcade original. Sega has stated that DC 
Taxi will offer new options, but has so far 
confirmed only a single extra level. 

The one-city original will be hideously 
shortlived, though, if new environs aren't 
supplied to satisfy both fans and a market which 
has been enthralled by Driver and the lesser, but 
similar, Playstation titles Felony 11-79 and the 
mountain bike-based courier Crisis. The 
underlying importance of crazy Taxi is that by 
its originality and (hopefully) popularity, it will 

push the Dreamcast away from the troublesome 
prospect of a two-genre software catalogue 
consisting of beat ·em ups and racing games. 

The outlandish spins and '70s-style car 

Your car frequently leaves the Tarmac for unfeasible lengths of time. The 
fare meter (seen at the top right) is hit if your driving is especially sloppy 

jumping of crazy Taxi wil l appeal to those who 
lust after hi-octane arcade thrills. The colourful 
cast of characters and thrash metal soundtrack 
complement the hectic business of passenger 
collection, and add much to the overall tension 
of meeting a ride's self-imposed deadline. 

Potential customers are divided into three 
classes of priority, signified by the time-honoured 
device of colour coding, and it's down to your 
swift on-the-spot appraisal of available 
customers to make sure that demand is 
satisfied according to priori ty. 

With tl1is and Super Runabout (see E77) in 
the offing, it's clear that Dreamcast owners ~ 
are in for a bundle of riotous rides. L-==i 

Taking your taxi off-road 
is an element inherent to 
the game's huge appeal 



PRE SCREEN 

PARASITE EVE II 
Aya Brea, star of Square's classy cinematic RPG adventure from 1998, is 

preparing for her return in a millennial sequel, cur rent ly in development by a new tea m 

Brea immediately knows what she is up against this time, hence the SWAT­
style team and addition of firearms, not to mention spell-based attacks 

Cut-scenes still ape the 
extreme close-ups and 
camera direction that 
Resident Evil instigated. 
Parasite Eve /I's 
methods are less 
obvious, though 

Form at: Pl aystation 

Publ isher: Squaresoft 

Developer: In-house 

Release: November (Japan) 

Ori gin : Japan 

lr.l ya Brea. the central character in Parasite 
Iii Eve. introduced Square's style of arcade 
RPG adventure to the mass market in the wake of 
Final Fantasy VII. The self-consciously American 
detective story was lavished with cut-scenes and 
realistic characters that arguably prompted Square 
to abandon cartoon styling in favour of Parasite 
Eve-esque visuals for FFVIII. Here. in a surprise 
sequel. you are once again placed in control of Brea. 

The Mitochondria vi rus that caused havoc in 
the first game, creating genetic mutations and 
'Ghost Busters II' levels of paranormal hysteria, 
is back, too. The action has switched from New 
York to LA, and the us government has set up an 
assault team to deal with possible outbreaks of 
the virus. Brea heads the team, who appear in a 

Rendered backdrops are more lively than 
the bleak terrains of the original game 

Brea no longer has to display a combat dome before attacking, enabling 
some much quicker action than the RPG basis would initially suggest 

similar format to the original's now-cliched 
synergy of rendered backgrounds and polygonal 
characters. Strangely, the original development 
team and character designer aren't involved with 
this project - a new team has been given the title 
as its debut project. square's statement that the 
game leans towards adventure rather than action 
means that the horrific cut-scenes should 
continue. The cinematic feel of the original -
achieved by inviting 'Apollo 13' film staff and 
personnel involved in the Japanese 'Parasite Eve· 
film to work on the game - is already in place. 
and the title seems like a chapter in an ongoing 
story, subscribing fully to its literary roots. 

Parasite Eve II negates being labelled a 
dodgy FMV-style interactive adventure by 
sampling the once-ingenious traits of Resident 
Evil and taking a leaf out of Silent Hill's book 
before diving headfirst into an intriguing but 
unoriginal continuation of the first game's plot. 
The us translation is due next year, but Edge 

wonders if a Playstation2 Final Fantasy game 
might eclipse it altogether. Perhaps it might be 
a good idea to grant the sequel the UK 
airing its precursor did not enjoy 

Mutations are still 
unavoidable, but 
Square's artists make 
sure that you see 
them in horrific detail, 
as this cheeky lass 
demonstrates (above) 
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THE REAL NEVER ENDING STORY 
Making use of the themes made popular by a multimillion-selling novel, 

a German devco is using proprietary technology to bring a world to life in digital form 

MonsterEngine 1.0 handles both indoor and exterior locations with equal flair. 
Developer discreet monsters is looking into possibly licensing its 3D technology 

Six degrees of view 
freedom are offered, 
while players can 
navigate locations in 
either sneak, walk or 
run movement mode 

Format: PC 

Publisher: discreet monsters 

Developer: In-house 

Release: April 

Origin : Germany 
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D he first tit le to come out of discreet 
monsters. a burgeoning codeshop based 

in the centre of Munich. The Real Neverending 
Story is based on Michael Ende"s novel, The 
Neverending Story, which readers may reca ll 
was made into a kids' movie in the '80s. 

Despite such subject matter, however, 
not every element of the game is childl ike. 
Using the developer's own MonsterEngine 1.0, 
this is an adventure which generates massive 
3D scenes offering seamless transition 
between indoor and outdoor locations. seeing 
th is technology in action, it's difficult not to be 
impressed: approaching and subsequently 
entering an imposing tower construction set 
among sprawling landscape, there is no hitch 
as the technology immediately generates its 
complex interior, going so far as to even 
calculate geometry a la Quake Ill among the 
architecture within. walking across to a 
window inside, a peek outside reveals a fully 
rendered vista rather than the sort of flat 
bitmap image that might be expected. 

Playing as Asura, your task is to overcome 
the Nothing and save the land of Fantasia. 
combat occurs at both closequarters and long 
range, with around ten weapons to choose 
from, including some available in sniper mode. 
However, discreet is keen to emphasise that 
fighting is not the crux of the experience. But 
then nor are traditional pull-the-switch puzzles. 

Though not shown here, the game's engine can handle 3D weather, 
which allows for believable rain effects, heightening the atmosphere 

Instead, discreet has engineered what is 
terms 'elastic storytelling', which sees players 
encountering NPCs (of which there are around 
200) and engaging in dialogue in order to 
progress. In total, around 800 pages of script 
currently exist, and they're played out by 
making a choice between a selection of 
'thoughts', which prompts vocal interaction. 
It's difficult to see how this wil l play out within 
the framework of the game as a whole, but in 
the snippet Edge experienced, it presented an 
interesting spin on the age-old problem of how 
to integrate believable character interaction. 

While it's obviously targeting the younger 
set, The Real Neverending Story nevertheless 
presents some interesting technological 
propositions whose impact on gaming 
could reach much further afield. 

The machine level 
is rendered in a 
monochrome fashion 
in order to distinguish 
it from the gaudy 
sections elsewhere 
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Fl GRAND PRIX 3 
Geoff Crammond, racing maestro and one-man programming legend, unveils his 

first game in three years. Unsurprisingly, it's the th ird instalment in the Grand Prix series 

The detail is extraordinary 
- observe the rendering 
in the wing mirrors (top) 

Expect to take 
advantage of a huge 
range of replays and 
alternative viewpoints, 
not to mention a LAN 
option for 16 players 

Format: PC 

Publi sher: Hasbro/Mlcroprose 

Developer: Geoff Crammond 

Release: March 

Origin : UK 

l':iil eoff Crammond's Grand Prix 2 is the 
1:.1 standard by which all other PC racing 
titles are judged. An incredible design 
achievement, it is still the pre-eminent Formula 
one game. despite the fact it was released in 
1996. A sequel was inevitable. And yet a gamble. 
Surely any game trying to live up to such a legacy 
is bound to be an anticlimax? It is a mark of 
Geoff crammond's coding standards that F1 

Grand Prix 3 al layed the fears and fuelled the 
hopes of the plaY1esting mob that laid siege to 
the Alpha versions on display at ECTS. 

Market shifts since 1996 have now made 
official endorsement de rigueur for racing 
simulations. consequently, superpublisher 
Hasbro has negotiated a licence with FIA, 
Formula One's governing body, to make F1 
games for the next five years. That means an 
F1 in the title but still only gains Hasbro access 
to 1998's data, teams. drivers. racing liveries, 
courses and rules. A slight cause for 
dissatisfaction. possibly, but doubtless 1999 
data patches will mysteriously appear on the 
Internet shortly after release. 

Such details mattered little, however, during 
Edge's fast lap around the Monaco track. Though 
the test version provided software support only, 
the engine achieved a smooth frame rate and, in 
terms of detai l, was a graphica l match for any 

The major omission from GP2 was weather. However, a complete system of 
effects is promised in the sequel, enhancing the importance of pit strategy 

accelerated F1 game currently available. More 
importantly, the racing model was impressive, 
smoothly conveying notions of speed and force 
as the car negotiated the renowned street 
circuit. Finer assessment of the handling was 
prevented by the presence of the driver assists, 
pioneered by crammond, but the comprehensive 
range of setup options available are a reliable 
indicator of GP3's depth. 

crammond has yet to make a public 
announcement, but Hasbro is promising 
telemetry data covering speed, steering, RPM, 
throttle, brakes, gear use, and a wheel-by-wheel 
guide to ride height, suspension travel and 
lateral and longitudinal acceleration. Naturally 
players will further be able to adjust the wings, 
brake balance, gear ratios, springs, ride height, 
dampers and anti-roll bars. Eight driving aids 
should help soften realism's blow, however 
(including self-correcting spin, visible racing line, 
suggested gear selection and indestructible car), 
and if the thought of competing in an entire 
championship with weather effects, qualifying 
and practice is too much, then take refuge in 
the quick start/race mode. 

F1 Grand Prix 3 is a serious proposition that 
has negotiated its first public appearance with 
aplomb. Edge will be following its progress ~ 
closely in the coming months. LS 

Even in software 
mode, Crammond's 
latest GP title is 
certainly a match for 
most graphically 
accelerated racing 
sims on the market 
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SWAT 3 
With realistic elite forces-based strategic shooters all the rage at the moment, SWAT 3 is joining 

the party at the right time. And, on current form, it looks capable of making some serious noise 

You team members await your every command and will only move in if told 
to do so. Realism plays an important part - note the bullet holes (top right) 

Selecting your men and 
their weapons for a 
mission is an integral 
part of the proceedings 
(top). While each of the 
missions occurs in a 
different location, your 
objectives are similar 

Format: PC 

Publisher: Havas 

Developer: Sierra 

Release: December 

Origin: us 
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rm hereas the previous two SWAT games 
W were endorsed by one of LA's SWAT 
officers, this third instalment receives no such 
support. Nevertheless, the developer has 
maintained a good relationship with the city's 
SWAT team and was therefore able to consult 
some of its members for technical and tactical 
advice when it came to put SWAT 3 together. 

The fact that the game's realism is strongly 
evident, then, should hardly come as a surprise. 
Attack and defensive formations mirror real 
SWAT tactics; a choice of authentic weaponry is 
available (among others, a selection of silenced 
submachine guns, handguns, shotguns and anti­
terrorist devices such as flash grenades); you can 
shoot through doors and walls (depending on the 
weapon and projectile type); and a bullet's entry 
point is smaller than its exiting spot, for example. 

As leader, you control two teams of two 
officers. It's your job to instruct them through a 
mission, hopefully emerging successful and 
unscathed. It's all down to strategy, of course. 

A strategic and controlled approach is 
required in order to keep your men alive 

As a part of an elite unit, you're expected to neutralise threats such as 
terrorists efficiently and with minimal losses. A headshot should do it 

The missions are the usual terrorist activity/ 
hostage situation type. though the locations 
ranging from city halls to nightclubs are at least 
intriguingly diverse. Yet there's little use in 
charging in like Schwarzenegger - you and your 
men are unlikely to last longer than five minutes. 

one of the game's nicer additions is the way 
one of your officer's point of view is displayed on 
your screen as a picture-in-picture window. Not 
only does this allow you to check on your team's 
progression, but the more unscrupulous among 
you can send obedient team members around a 
corner and get a good look at potential sniping 
terrorists without risking your own life. 

The version Edge has played still had some 
tweaking to undergo (the Al routines weren't 
finalised, although things appeared to be 
progressing reasonably intelligently). but should 
everything turn out according to the developer's 
wishes. SWAT 3 could become yet another ~ 
engrossing PC strategy shooter. L=::J 
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PHANTASY STAR ONLINE 
The console RPG is finally being liberated from the confines of the living room, 

but is Sonic Team 's online odyssey ambitious enough to lead the first expedition? 

If nothing else, this Dreamcast online RPG can boast one element far superior 
to that of RPGs on other formats: enemies big enough to bring the house down 

The realtime graphics are undeniably impressive, generating both Final 
Fantasy-style mystical forests plus colourful neon street surroundings 

perennial PC favourite Ultima Online, for 
example. A maximum of four players will be 
able to partake in a single quest, and this may 
well be the first of many disappointments and 
anticlimaxes. After all, at this stage the level of 
party interaction looks similar to the 1993 SNES 
action-RPG, secret of Mana. 

Gamers may spot a 
likeness to the opening 
of SquareSoft's FFV/1 

Format: Dreamcast 

Publisher: Sega 

Developer: Sonic Tea m 

Relea se: TBA 

Origin: Japan 
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D he ongoing Phantasy Star series has, for 
many years, been a public institution in 

Japan and a cult favourite among us players, 
second only to the prolific output of Square. 
The Saturn and Mega Drive both played host 
to several instalments, and now the series has 
spawned its own next generation in the form 
of a Dreamcast version . 

The most important facet of the title is that 
it takes console roleplaying online before either 
Square or Nintendo have had a chance to 
experiment. The Dreamcast's on line capabilities 
are appealing for twoplayer arcade games such 

as Sega Rally 2, but Japanese RPG fans could well 
light the blue touchpaper in online console 
gaming terms; this may well be the boom that 
sega needs in order to capture an anticipant 

American RPG audience, too. 
Despite the possibilities, though, the game 

doesn't yet boast gameplay the size and depth of 

sega has released a trailer for the game 
which sees the years since ,he series' 1985 

inception count down on a blank screen until 
the calendar reaches the year 2000. It proudly 
proclaims that 'you're not the only hero' and 
contains much footage of a number of dragon­
mounted enemies and only a split-second 
glimpse of the rest of the game world. Oddly, 
the clip concludes with the statement that it 
is ·coming to the Net', forgoing a mention of 
Dreamcast. While this is indeed true, Edge would 
hope that sega isn't neglecting the main game in 
favour of pushing its limited online merits. 

The Dreamcast's keyboard and mouse 
peripherals would have seemed like the natural 
devices to utilise for this particular type of 
project, and yet Sega has eschewed this idea, 
preferring the less complex demands of a 
traditional console RPG which, without significant 
gameplay advances, may well have 
problems facing the next Final Fantasy. 

Dragons and other 
starle genre elements 
wil ensure that the 
traditional RPG fan 
will feel at home 
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SN K VS CAPCOM 
Chun Li, Mega Man and a multitude of near Biblical proportions take on the 

Neo Geo coin-op kings in Sega 's latest foray into the esoteric and murky realm of the 2D beat 'em up 

A familiar Guile, circa 1992, takes on a Fatal Fury combatant in a typically 
cliched venue fo r a street scuffle. Dedicated 2D fans will be enthralled 

More up to date beat 
'em up commands 
such as dash are 
present, but there is no 
denying that some of 
the backgrounds 
featu red look sparse 

Format: Dreamcast 

Publisher: Capcom 

Developer: c apcom/ SNK 

Release : October 

Origin: Japan 

r.a apcom have always enjoyed an enviable 
1:1 position in the beat 'em up market; the 
Street Fighter series has garnered more 
attention than any other beat 'em up and has 
the status of being the 'original'. In these times 
of Tekken, soul Cafibur and Virtua Fighter Ill, 
Capcom has chosen to constantly refine the 
highly playable 2D beat 'em up, and now has a 
partner with the same aims. 

In typical ly bizarre fashion, Capcom 
characters such as Leon from Resident Evil 2 and 
Mega Man can be pitted against the cast of 
samurai Showdown. The Art of Fighting and the 

Ryu can spar against the complete cast of 
Samurai Showdown, no matter how cute 

Neither firm has missed the opportunity to promote each others' titles -
especially on the Dreamcast. Note the Powerstone logo 

ever popular Fatal Fury. Stylistically the game 
looks like following Marvel super Heroes vs 
Street Fighter, and is a tailor-made for a machine 
burdened with owners needing another beat ·em 
up fix after Virtua Fighter Ill and Soul Cafibur. The 
heritage of both companies shines through, with 
adverts for titles such as Powerstone lurking in 
the background. combos look as spectacular as 
ever, rivalling Street Fighter 111 for pixel 
pyrotechnics, but it's unclear just how the 
Dreamcast's control ler will fare under the 
bashing it's likely to get from most gamers 
struggling with four basic buttons instead of the 
vital six. Support for Sega's VF3 arcade stick is 
predictably included, and the game will also be 
released on the Neo Geo Pocket Colour, with a 
link facility hopefully available too. 

Whatever the case, the Dreamcast will be 
able to boast the most gorgeous console 2D beat 
·em up. However, while Japanese success is 
virtually certified, a Western reception may be 
cooler after what has become something ~ 
of a Dreamcast killer app in soul Calibur. 'LS 

The range of kicks 
and punches seem 
unnervingly dated for 
the Street Fighter cast, 
lending an aged and 
anachronistic feel to 
the proceedings 













Format: PC I Publisher: Eidos I Developer: Elixir studios I Release: Jan '01 I Origin : UK 



THE ONE THING EVERYBODY KNEW ABOUT ELIXIR'S FIRST GAME WAS THAT 

IT WOULD INVOLVE SIMULATION AND STRATEGY. WHAT NO ONE COULD 

HAVE GUESSED AT WAS ITS SCALE. REPUBLIC: THE REVOLUTION SIMULATES 

AN ENTIRE EASTERN EUROPEAN COUNTRY WITH ONE MILLION CITIZENS IN 

REALTIME JD. IN THIS WORLD EXCLUSIVE, EDGE BRINGS YOU THE FIRST LOOK 

AT ONE OF THE MOST AMBITIOUS COMPUTER GAMES EVER CONCEIVED 

D 
emis Hassabis is starting to get 

excited. He's spent 12 long months 

not talking about the game for which 

he left Lionhead and Peter Molyneux to set up 

his own studio. It's been tough keeping mum, 

though, and towards the end his defences 

started to weaken. Details slipped out. And 

thanks to one of Eidos' over enthusiastic 

PR managers, even the project's name was 

revealed. But now the self-imposed silence 

is over, Hassabis just can't stop talking: 

talking about the revolutionary technology 

underpinning the game and why he thinks it 

is one of the most innovative and ambitious 

projects in development. No wonder in the 

brief moments when he stops talking a huge 

grin spreads across his face. 

Meanwhile Edge is transfixed, looking at a 

computer screen on which a technology demo 

of Republic's graphics engine is showing row 

upon row of incredibly detailed buildings, 

which stretch out to the horizon. "It's a pure 

'take the piss' demo," laughs Hassabis. "We've 

got 10,000 of those buildings lined up and 

that's billions of polys onscreen, because each 

building is ten million polys. But just to prove 

we aren't cheating, we can zoom in on any 

one," he adds, before closing on a randomly 

chosen balcony. Each of the railings is built 

with polygons, even down to the individual 

scrolls and curves of the wrought-iron work. 

This isn't a special case, though. "Anyone 

can just plant something in a world and say, 

'Here's this thing we can zoom up to', but we 

can zoom in anywhere," he says. "I call it fabric 

and fibre. We have this hugely detailed fabric 

but you can take a microscope to any part and 

see the fibres. To give you an example of how 

hard this was, Sim City 3000 looks exactly like 

Sim City 2000 but it took three-and-a-half 

years to make. The reason was, for two years 

Maxis was trying to make an engine that could 

show a city in full 3D. They basically gave up 

and said it was technically impossible. We 

managed to do it in four months". 

The power of the engine has already 

caused some novel problems. In any ordinary 

game, the level of detail the artists work to is 

limited by the engine. In the case of Republic, 

the art team is having to hold meetings to 

make sure everyone is detailing their buildings 

consistently. ''There are raging storms because 

whatever they decide, everyone has got to 

subscribe to that," Hassabis admits. Recent 

discussions included _whether screw threads on 

the bolts of factory buildings' plant machinery 

or pollen on the flowers lining the balconies of 

the worker's high-rises should be modelled. 

The answers, respectively, were yes and no. 

The background history and 
visual look of Republic: The 
Revolution is based on months 
spent in the Russian department 
of the British Library 

"The mad thing is, we are having to buy Silicon 

Graphic workstations because our models are 

such high detail, 3D Studio Mox can't cope 

with them," Hassabis says. "And we haven't 

even started on the fractal-generated cracks 

in the pavement yet:' 

Good foundations 
It's a sobering thought that it will be 16 

months or so until Republic hits the streets, 

so what Edge is witnessing remains a work­

in-progress demo. And while the game isn't 
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Drinking in Elixir (from left to 
right) : CEO Demis Hassabis, 
designer Joe McDonagh, 
director David Silver and 
art manager Colin Seaman 

yet playable, the core engine behind it is highly 

impressive. Elixir expects to get enough 

components ready to make Republic playable 

by January, but until then it is concentrating on 

maxing out the technology base. 

"Imagine a rally in Red Square with the 

camera panning around in fu ll 3D, zooming up 

to the speaker and then back to the crowd," 

challenges Hassabis. "That's why we need an 

engine of this power. These scenes wil l be like 

ingame cut-scenes but beyond just watching 

them, there will be Al tweaks. For example, if 

someone is giving a speech, there will be icons 

in the bottom right, where you ca n say speak 

louder, make a joke, be more emotional. And 

depending on the stats of your speaker, you'll 

see this happen ing. If you don't want to watch 

you can just get on with the game, but then 

you don't get those extra options'.' 

Another aspect currently being put 

through its paces is the Al, w hich w ill control 

. the million people that populate the country. A 

2D testbed is being used to demo advanced 

path-fi nding techn iques so the citizens can 

intelligently move through the city, avoiding 

traffic and other pedestrians, using the Metro, 

posting letters and naturally finding their way 

to their destinations. One interesting scenario 

displayed was the intervention of the police 

force in a riot. Although the forces were only 

represented by coloured triangles, the results 

were startlingly naturalistic. As the rioters 

fan ned out, trying to escape, smallscale 

encounters developed. Some rioters escaping 

scot-free while one unlucky character ended 

up with six pol icemen on his ta il. 

"We want a mill ion people but I'm 

not talking about automatons," Hassabis 

says. "We are going to have a million 

individual living, breathing people w ith their 

own daily routines and their own beliefs 

and loyalties. If you leave the game alone, 

they will happily go to work, get promoted, 

collect their kids from school and go to the pub." 

This is one of the underlying rationales of 

the game. Following his experience w ith the 

3.Smillion-selling Theme Park, Hassabis has 

thought hard about how to make Republic as 

accessible as possible. "I really think that non­

games players will be interested to watch the 

world go by," he says. As he stresses, this is the 

reason the game's technology base needs to 

be so good, especially visually. The technology 

has implications for the game design, too. For 

example, in previous sim games, if the player 

ordered a self-laudatory art icle to be w ritten in 

a paper he controlled, the whole population 

would gain respect points in response. In 

Republic, however, each paper w ill have a 

physical circulation, so only the people who 

'receive' the paper w ill become more loyal. 

"It makes our lives as designers easier 

because things w ill just emerge natura lly. So 

we don't have to worry what the effect of a 

"WE ARE GOING TO HAVE A MILLION INDIVIDUAL LIVING, 
BREATHING PEOPLE WITH THEIR OWN DAILY ROUTINES 
AND THEIR OWN BELIEFS AND LOYALTIES" 

Such is the power of Republic's graphics engine that artists 
are not actually able to view their models in JD Studio Max 

◄ 46 £DG£
0 



propaganda piece will rea lly be, because once 
we know the circu lation of the paper, it will 
just happen: your loyalty base wil l just go up:' 

Back to the board 
Proud as he is of Elixir's technology, however, 
Hassabis is clear that it's not the reason he 
wanted to make Republic, merely the reason 
he can. "We're not rea lly a tech company, we 
just happen to have great technology," he 
explains. "We're not id and we are never going 

The stage 2 technology demo of Republic's 
graphics engine is already turning out of 
incredible results. Effects such as bump 
mapping and lighting still have to be added 

to want to be. First and fore most we wa nt to 
make original, ambitious and innovative games:' 

The inspiration for Republic came from a 
little-known board game called Junta. Based in 
a banana republic, the goal was to make as 
much money as possible by becoming the 
president. Essentially, it was a game about the 
pursuit of power. "Ju nta is totally different to 
Republic but it got me thinking," Hassabis 
recalls. "I've always been into cu rrent affairs 
and I love films about power struggles and I 

THE REPUBLIC IN QUESTION IS THE FICTIONAL COUNTRY 
OF NOVISTRANA, MEANING 'NEW COUNTRY' IN RUSSIAN. 
IT HAS A 2,000-SOUARE-KILOMETRE PLAYING AREA 

With a fully controllable 
camera that can zoom in 
anywhere, it's no wonder 
Republic's artists have 
been arguing whether 
to model pollen particles 
on the petals of flowers 

thought, 'Wouldn't it be cool to do this game':' 
Five years later, the technology is in place to 
bring that dream to fruition . 

The republ ic in question is the fictiona l 
country of Novistrana, meaning 'new country' 
in Russian. The 2,000-square-kilometre playing 
area is based on three real ex-Soviet states -
Belarus, Ukraine and Kazakhstan - and 
notionally located somewhere between the 
Caspian Sea and the southern borders with 
Ira n. The population is thus divided along 
ethn ic and religious lines. Starting out in a 
randomly selected sma ll town, players have to 
bui ld up their base until they gain control of a 
local city. From there they start to consolidate 
infl uence unti l they move to the capita l to take 
on the president. Hassabis estimates it will 
take arou nd ten hours to get enough power to 
make that jump. However, there are many 
obstacles in the way, not least of which being 
the 16 other factions also out to take over the 
country. Of course, the president will be 
attempting to hang on to power himself, too. 
Controlled either by other players or Al 
opponents (a lthough the president is always 
Al-controlled), these factions wi ll exert their 
influe nce over the SO cities scattered 
throughout Novistrana. One of Elixir's obvious 
priorities is to complete a city ed itor that will 
automatically crunch out standard city designs. 
The capital, which is based on St. Petersburg 
plus some extra creative touches, will be 
constructed entirely by hand. 

Play made easy 
Aware of the need to keep the game controls 
as stra ightforward as possible, everything that 
occurs in Republic is organised using one 
mechan ism and one resource. The mechanism 
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is character-controlled actions, while the 

resource is influence. 

"As a faction leader, you don't actually 

do things yourself, it's not a RTS," explains 

Hassabis. "But at the start of the game you 

have one, what we call, key character, your 

Peter Mandelson figure. He's your right hand 

man:' Beyond that you have to recruit new 

characters that will allow you to order 

additional actions. For example, control of a 

newspaper editor would give you the ability to 

discredit your enemies by publishing nefarious 

gossip. Equally, advanced actions can be built 

by combining characters. With a union leader 

and a rabble rouser under your command, the 

ability to organise a rally becomes available. 

Towards the end of the game, enormous set­

pieces action will become available, as you 

could have control of ten or more key 

characters and hundreds of actions. 

The advantage of this approach is that 

highly complex actions can be intuitively built 

from simple building blocks. Players have the 

freedom to play in any way they wish, from 

trying to take over the army to starting a 

Ghandi-style people-power movement. 

Hassabis believes this approach will greatly 

reduce the complexity of the game. "Everyone 

knows how to do these things because we are 

mirroring real life," he says. "We are in the real 

world and you set off events that everyone has 

read about and is familiar with. We all know 

how politicians gets disgraced:' 

Republic has been designed with five 

specific playing styles in mind: political, 
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religious, military, criminal and business, 

with each path possessing inherent 

advantages. Playing religiously, your key 

characters will be very loyal obeying all you r 

commands, whereas criminally based groups 

will be less loyal but possess more money 

with which to buy influence. However, there 

won't be any choice of playing style per se, 
it will all be implicit in the game design. 

"How you play wi ll reinforce what sort of 

leader you are and what sort of people are 

attracted to your faction," reveals Hassabis. 

"I don't see you just concentrating on one 

strand. You might be very strong in one, quite 

strong in the secondary one and weak in the 

third one and th en the fourth and fifth ones 

are where you have to do pacts and deals 

with other factions to cover your weaknesses:' 

The basic mechanism of these strands was 

tested using a card game based around the 

key characters and their actions. 

But, as Hassabis admits, balancing the 

Republic will take most of next yea r. "As with 

any kind of open-ended game, the only way 

to tweak it is to play it for thousands of hours. 

There's no secret to getting good gameplay, 

(Left) There are I 0,000 
buildings in this demo and 
each building consists of 
around ten million polys, 
resulting in over a billion 
polys onscreen. At present 
it runs at 20 fps. Elixir is 
designing the game for a 
minimum spec of a PII 
running at 266MHz, with a 
3D card and 64Mb of RAM 



you've just got to play it. That's going to be 

a huge task but it's unavoidable:' 

Games for all 
Republic still has a long way to go until such 

balancing is an issue, though, and this early 

demonstration of the concept is merely a 

taster. As much as anything, the point of 

revealing the game at this stage is to finally be 

able to start talking about it officially. Not that 

the media blackout has stopped Hassabis 

talking to non-gamers about the concept. 

"We had the re-insurer coming in to 

check us out," he recalls. "He was this 

55-year-old man and I thought he had used 

grey spraypaint he was so grey. I took him 

through the game. Obviously he'd never 

dreamed of playing a computer game but he 

was genuinely interested in what was going 

on. I think a lot of it is because this is set in the 

real world. If he'd asked, 'What game are you 

working on?' and I'd said, 'I'm doing wizards 

As well as monumental buildings, Republic will feature realistic trees 
consisting of over 10,000 polys. Each leaf will be individually modelled 

killing ores', he'd immediately have shut up:' 

So many developers are talking about 

reaching the mass market, yet few seem to 

be capable of approaching that segment in a 

logical way. And however Republic ends up 

playing, at least Elixir has approached its first 

game bearing this in mind. Combining cutting­

edge technology and accessible gameplay, it 

expects to sell millions of copies. Hassabis 

ends by re-stressing the fundamental reason 

he believes Republic has the potential to reach 

the unconverted: "I think finding out what is it 

like to become president is one of the most 

exciting things you can do that most people 

never get to do. It's as escapist as anything any 

fantasy game, but it's set in an environment 

everyone knows about. If we can attract a 

whole load of new people and challenge their 

idea of what a game is about, then 

we've done something truly amazing:' £ 

"AS WITH ANY KIND OF OPEN-ENDED GAME, THE ONLY 
WAY TO TWEAK IT IS TO PLAY IT FOR THOUSANDS OF 
HOURS. THERE'S NO SECRET TO GOOD GAMEPLAY" 

Stills from the opening FMV show the kind of ingame look 
Elixir hopes to create with Republic: The Revolution 

A million individual people 
will populate the game 
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ISSUE 72 JUNE 1999 

News Dreamcast's western launch details 
An audience with ... Free Radical Design 
Prescreen Black and White, Saul Calibur 
Prescreen focus w,peout 3, Evo/va 
Testscreen Get Bass, Machines, Expendable 
Features Painting by Numbers; Adult Games 

ISSUE 73 JULY 1999 

News BT commits to Sega's online plans for DC 
An audience with ... The Bitmap Brothers 
Prescreen Indiana Jones, Metal Gear Integral 
Prescreen focus Soul Fighter, Quake 1/1 
T estscreen Soul Reaver, The Phantom Menace 
Features E3 1999 report; Made in Hong Kong 

ISSUE 7 4 AUGUST 1999 

News Sega's New Challenge Conference; 64DD 
An audience with ... Ex-Bullfrog boss Les Edgar 
Prescreen Ready 2 Rumble Boxing, Winback 
Prescreen focus Ferrari F355 Challenge 
Testscreen Outcast, Dungeon Keeper 2, V-Rolly 2 
Features Mr Tetris - Henk Rogers; G@me On 

ISSUE 75 SEPTEMBER 1999 

News Kessen readies for NGPS; PAL Dreamcast 
An audience with ... Richard Darling 
Prescreen Jet Force Gemini, Vagrant Story 
Prescreen focus Colin McRoe Rally 2 
Testscreen Dino Crisis, G-Police 2, Kingpin 
Features Hooray for Hollywood; Develop! '99 

ISSUE 76 OCTOBER 1999 

News Developers respond optimistically to 
DevCon '99, Sony's UK PlayStation2 roadshow 
An audience with .. . UbiSoft's Michel Ancel, 
France's answer to Shigeru Miyamoto 
Prescreen Star Glod,ator 2, Off the Rood, 
Jet: X, Star WOJs: Force Commander, Vampire: 
The Masquerade, Wild Arms 2, Breath of Fire 4 
Prescreen focus Titanium Ange( Raymon 2 
Testscreen Trick Style, Soul Calibur, Shodawman, 
Unreal Tournament, A,iiarce Delta, Darkstone 
Features Fourteen-page Dreamcast pre-PAL 
launch special; Inside Silicon Valley, UK, the 
heart of Britsoft; Game patches: the truth 

ISSUE 77 AUTUMN 1999 

News Sony unveils PlayStation2 in Tokyo - Edge 
was in attendance to grab the first images of the 
hardware and software, plus details of the 
corporation's plans for world domination 
An audience with .. . NOA president Howard 
Lincoln, and videogame legend Shigeru Miyamoto 
Prescreen Eternal Arcadia, Runabout 2, Super 
Runabout, Legend of Dragoon, Furbolls, MDK2 
Prescreen focus Space Channel 5, SOF 
Testscreen Jet Force Gemini, Final Fantasy VIII, 
Ready 2 Rumble Boxing, Homeworld, Draken 
Features Spaceworld '99 report; ADSL's gaming 
potential explored; The Usual Suspects - six 
leading industry creatives discuss gaming's future 

Edge back issues 

£5each* 
*£5 UK. £6 Europe. £8 Rest of World. 

To order call the credit card hotline on: +44 (0)1458 2711 12 

stay infonned 
With an Edge subscription you'll be kept up-to-date w ith 
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show 

Having once more debagged to Japan's capital for a taste of the most 
lively videogames spectacle on earth, Edge braves canned coffee, 
game characters made real, and Lionel Ritchie to deliver this report 

e 

ew things in life must rate as surrea l 

an experience as listening to a 

trombone-led Muzak interpretation 

of Lionel Richie's 'Hello' at eight o'clock in the 

morning against the moving background of 

endless concrete edifices that constitutes 

Tokyo's suburbs. Yet this is the situation Edge 

finds itself in, having jumped on board a 

courtesy bus service transporting eager western 

journalists from the Japanese capital's frenzied 

centre to the comparatively calmer precinct 

surrounding the Makuhari Messe Convention 

Centre, home of the Tokyo Game Show 

exhibition. And after ten Muzak-filled minutes, 

the Makuhari district can't come soon enough. 

Some 1,800 seconds later, during which 

the violin rendition of 'Hey Jude' stood out as 

an undiscovered potential musical triumph, 

Edge is registering for the show. Today, Friday 

September 17, is press day and Namco has 

kindly agreed to start the proceedings a little 

early by allowing the group of western journos 

Edge is with to look around its stand. Press 

pass dangling around the neck and door staff 

swiftly negotiated, Edge duly follows the 

Namco representative until she is on home 

ground. The stand itself is divided into four 

distinct areas dedicated to three PlayStation 

games and a giant monitor screen showing the 

publisher's PlayStation2 developments. First up 

(and because the PS2 display remains 

unplugged at this stage) is Dragon Va/or. The 

first DV-related material Edge witnessed was 

shown during a Namco HQ visit some 20 

months_ ago. A mixture of FMV, stop-motion 

animation and digitised sequences, the footage 

left serious doubts as to the possible qua li ty of 

the finished product. Namco, it transpi res, knew 

what it was doing, and while the playable TGS 

version of Dragon Va/or is by no means 

finished, it's nevertheless looking very 

impressive, boasting some beautiful graphics 

and cute character design with a healthy dose 

of all-important gameplay. 

The lure of PlayStation2 
Having spent some time on the likeable 30 

platformer Pac-Man World 20th Anniversary, 

Edge has only just started playing Rescue Shot 

Booby Bo (an intriguing if slightly limited G-Con 

compatible title) when someone fires up the PS2 

video wall. The wait for Tekken Tag Tournament is 

seemingly interminable as the expectant crowd is 

treated to the opening FMV sequences from the 

TGS'99 
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Space Channel 5's TelsyUa Mizugudti shows his team's rliythm-action aeation from Sega's expansive main stage, retiring to higher ground for safely reasons 

--------------------
Roommania #203 and 

Typing of the Dead may 
be nonsensical, but 

at the very least they show 

a willingness for 
experimentation 

rn 
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title's three PS-based predecessors. Finally, it arrives. The brief snippets of FMV shown are 

breathtaking in their detail but not as interesting as the in-game footage which is now being 

shown. The immediately noticeable aspect is the fluidity of the onscreen action and the 

solidity of the environments. Everything runs at 60fps, without glitches. The fighters are 

exceptionally detailed, but somehow things don't look that far removed from what the 

Dreamcast manages with Soul Calibur. Furthermore, the backgrounds are detached from 

the central fighting area and scroll around the edges in pseudo-parallax fashion (an effect 

employed in the previous Tekken home versions). No such trickery is employed in the Tag 

coin-op, but a nervous glance at the press release indicates the game is only an alleged five 

per cent into its development. Presumably, much is to change before its March 4 release. 

Boasting a completion percentage twice that of Tekken Tag Tournament, New Ridge 

Racer (like TTT, working title) is subsequently shown - again after the spectators have 

endured the FMV footage from the four PS versions of Namco's racer. This, despite its 

Not everyone can look ultra-suave playing Samba de Amigo {see Arcadeview) 

obviously early status, is more promising. 

The cars are excellently recreated, 

complete with assorted liveries and 

soon-to-be-obligatory brake callipers 

visible through the spinning alloys. A 

close-up of a wheel reveals a fully 

working (and mostly real istic) 

suspension system, though, oddly, the 

cars fail to react authentically to the road, 

resulting in the dreaded floating effect. 

However, other effects such as sparks, 

tyre smoke and environmental mapping 

are wonderfully realised. Edge notes that 

while the roadside buildings are a little 

plain (and sure to be embellished before 

release), the developer is keen to show 

off the PS2's potential. The various 

camera angles used for the replay 

footage often display entire road 

sections that aren't even raced on by 

the in-game vehicles - they're just 

there for scenery. 

As the screen spins into loop mode, 

the thought of having to stand through 

another three sets of Tekken FMV before 

getting to the interesting bit proves too 

much for most, who trundle off to the 

Sony stand where TTT is available in 

playable form anyway. 

Escaping to Sega 
And if nothing else, past TGS experience 

has taught that the only day you're ever 

likely to get close enough to the 



games and play them for any 

substantial amount of time is press 

day. Once the public is allowed in 

(Saturday and Sunday) you just get 

swallowed in its wake. 

So Edge heads off into Dreamcast 

land. There, Shenmue is understandably 

afforded a significant amount of space 

but, disappointingly, fa ils to make a 

playable appearance. The rolling video 

shows the new forklift truck-related action 

Edge had seen the previous day at a 

last-minute-announced Sega conference, 

as well as more undeniably impressive 

sequences from Yu Suzuki's ambitious 

epic, while a monologue describes the 

significance of the game's 'magic 

weather' system (little more than 

seasonal changes occurring in real time). 

Space Channel 5, on the other 

hand, may not offer cl imatic alterations 

(magical or othenwise), but Tetsuya 

Mizuguchi's title certainly occupies a 

central role in Sega's stand. It's a 

thoroughly interesting product (see last 

issue), and a good indication of Sega's 

intention of focusing on playability 

through audaciously different products -

indeed, while thirdparty-developed 

software adorns the stand (Video 

System's FI World Grand Prix, reviewed 

p77, and the dubious D2 grabbing the 

most attention), it's Sega's own stuff that 

impresses most. The splendid Virtual On 

Roamtnan/a #203 (left) has you controlUng a virtual person's environment with 
ioteresti'ng consequences. Jet Set Radio (right) is most intriguing' (see;Alphas) 

Yuji Naka demos the mad, mad, mad yet lovable world of Chu Chu Rocket (main) - one of the most frantic (and fun) 
games you're likely to play on Dreamcast. Not that Virtual On (top right) or Crazy Taxi are dull, dull, dull, of course 

Oratorio Tangram and Crazy Taxi (see 

p28) may be arcade conversions, but 

powerfully good fun they are 

nonetheless. Roommania #203, ari 

exercise in human behaviour simulation, 

and Typing of the Dead may be 

nonsensical, but at the very least they 

show a willingness for experimentation 

(as well as demonstrating that despite 

the use of a QWERTY keyboard, a UK 

hack cannot type Japanese words as 

quickly as English ones). And the frantic 

online battle puzzler Chu Chu Racket 

(Smash TV meets UNO card game 

with mice on speed) may look like a 

massive graphical backstep, but it's 

stupidly addictive and immensely 

recreational, though sadly overlooked 

by the majority of western journos. 

Similarly, Jet Set Radio (shown in 

video form only), with its cartoon-like 

polygonal cha racters, looks fascinating. 

Then, just as Edge prepares to venture 

elsewhere, Sega decides to announce 

Phantasy Star Online (see p36) to a 

suddenly highly .receptive crowd. 

£DG£
0 

55 ► 



TGS ' 99 

1n Japanese 
videogames exhibitions 

hogging a 
PlayStation is 

considered highly 
discourteous 
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A PS2 pudding 
It's getting close to midday, and a quick 

(polystyrene) plate of noodles from one 

of the various on-site vendors and a can 

of chilled coffee from a vending machine 

provides enough energy for an assault on 

Sony's now less-frenzied PS2 stand. A 

preliminary walkthrough permitting a 

strategic drive on the playable software is 

quickly executed, and GT2000 seems as 

appropriate a place to start as any. But no 

sooner has the helpful Sony girl 

painstakingly explained the controls (after 

all, in addition to left/ right movement 

there is the necessity of controlling your 

car's accelerating and braking abilities) 

and the game loaded than Kazunori 

Yamauchi, GT2000's producer, produces 

a newer version of the game which he 

swaps over whi le explaining that he 

hasn't slept for the last few days. And 

after a brief chat, he disappears into the 

crowd to update the other versions 

available, leaving Edge to appreciate his 

game's play mechanics. The track offered 

is Seattle's road-based circuit and is 

clearly sti ll under construction - the road 

marking textures look a little rough and 

some of the buildings are at an earlier 

stage than New Ridge Racer's. However, 

what must be far nearer.completion is 

the car handling. But three laps just isn't 

enough. After politely handing the Dual 

Shock 2 to the smiling attendant (in 

Japanese videogames exhibitions hogging 

a play station is considered highly 

discourteous, although most visiting 

westerners completely ignore this), the 

search for another demo pod offering 

GT2000 is on. A mere six minutes and 

two poor displays of racing technique 

later, Edge is back behind the joypad. At 

first, the car on screen appears to behave 

very similarly to the PlayStation versions 

of Gron Turismo, but after a while you 

realise there's more subtlety involved -

even more refinement present (Hardly 

surprising, as two days later Edge learns 

the extra processing power of the PS2's 

CPU has allowed developer Polyphony to 

incorporate calculations for an extra axis 

of movement into the vehicles' handling.) 

However, Tekken Tog Tournament, it 

turns out, plays astoundingly similar to 

previous Tekken outings, regardless of 

the obvious differences offered by the 

tag option available. Naturally, even at 

this early stage it impresses graphica lly, 

Allegedly only five-per-cent complete, Tekken Tag Tournament currently 
looks lovely, though not amazing. Let's see what a few months can do 



though there's sti ll some way to go. And 

after losing miserably to a Japanese 

journalist, the time has probably come for 

Edge to look at some of the other PS2 

offerings. Playable versions of SCEl's 

appealing Dark Cloud and From 

Software's questionable Eternal Ring 

again highlight the by now recurring 

realisation that all PS2 titles are being 

shown possibly too early. While it's easy 

to spot the potential in a few, most are 

still too long a way from the end of their 

development cycle to tell. But of all the 

software shown, Square's The Bouncer 

currently promises the most. 

On the current PI 

The New Ridge Racer demo (main) looks very promising - at times even 
more so than GT2000 (top left) - but Edge came away preferring GT2 

Promising too, is the PS2's DVD capabil ity. Edge admits to having expected Sony to 

deliberately compromise on the playback quality of DVD video (in the same manner 

that audiophiles would hardly use a PlayStation to playback their music CDs) in order to 

cut costs, but at the show, standing in front of a PS2 unit spinning a demo DVD disc in 

its drive, such worries are utterly crushed. The images displayed show no digital 

artefacts, while colours are vibrant yet stable, and edges clean and clearly defined. Not 

bad for a 128bit videogame console. 

Remembering the now generation 
But let's not forget there's still a 32bit version of the PlayStation available. Sony clearly hasn't, 

and a substantial proportion of its imposing stand is hence dedicated to its global conqueror. 

In all honesty, of the games presented only Crash Team Racing and Gran Turisma 2 

command significant presence. Yes, Legend of Dragoon is here, but only in running FMV 

form. GT2, on the other hand, is worth attention. The playable version volunteered is a 

very different beast from the ECTS code Edge last tried out, with a lot more ca rs and 

TGS'99 

Networked Dlµlt :11 \udln / Video 

DUALSHOCU 

Behind the PS2 area, a small 
cinema atmosphere is ensured 
as Sony plays looping videos of 
its forthcoming 128bit, 300MHz 
entertainment console to a most 
receptive aowd. All of the 
machine's areas are covered, 
from its obvious gameplaying 
ability (going so far as to 
address the ISSUe of backwards 
compatibility)., its DVD video 
friendliness, its connectivity, and 
its all-new Dual Shock joypad 
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tracks available, and the handling 

should have most other developers 

reaching for the Melatonin tablets. For 

Edge, this is the game of the show. 

Having exhausted the efforts of the 

two key players, it's time to check out 

the rest of the field. This autumn's TGS 

has seen a number of companies 

refusing to show, and it certainly feels 

as though something is missing. Other 

than the oddly alluring Muscle Ranking 

Vol. l, where players undergo a number 

of tasks testing their strength and 

dexterity, Konami shows very little of any consequence - it's surprising what difference 

a Metal Gear Solid or two can make. Similarly, though perhaps less surprisingly, Bandai 

leaves much to be desired, with only Countdown Vampires and karate sim lchigeki 

generating any real interest. 

Things improve once you step into Capcom territory. It's all a bit evil with residents 

Biohozord: Cun Survivor, Biohozord 2 (on N64), Biohozord 3 Lost Escape, and 

Biohozord - Code: Veronica taking centre stage. Of the four, the latter is looking 

the most intriguing, if only because the manner in which the camera follows the 

player offers some new twists on the familiarly tension-filled gameplay. 

Nearby, with the near-finished (and very playable) Dewprism as well as 

Vagrant Story, Chrono Trigger, Chrono Cross and the seemingly improved Parasite 

Eve II (see p29), Square is saved from the sea of mediocrity that has most of the 

other publishers drowning. 

, while Sega continues to campaign its latest console's networking capability (right) 

Mitchell appears 
to have rapidly 

settled into his new role 

as spokesman 
for all things 

Pac-Man related 

m 
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Less publishers this year means a 
smaller ratio of game girls to game 
boys, which ensures ffiat the few who 
do make it get all the attention Oeft) 

Un6ke B (and even, to some extent, ECTS), companies at Japanese videogame shows usually refrain from exuberant stands, preferring to emphasis their software 

The way out 
It is with this depressing thought in mind 

that Edge wanders towards one of the 

countless exits when Pac-Man player 

extraord inaire Billy Mitchell is spied on 

the Namco stage being congratulated by 

CEO Masaya Nakamura on being the first 

person to ever complete the legendary 

game of pi ll gobbling with maximum 

points. Looking surprisingly confident 

despite the size of the crowd assembled, 

Mitchell appears to have rapidly settled 

into his new role as spokesman for all 

things Pac-Man related. Having heard 

enough noise for a day, Edge leaves 

them to it only to climb aboard the 

Muzak-sponsored shuttle service back to 

the hotel. Downtown Tokyo has rarely 

seemed so far away .. 

After escaping a potentially 

enlightening situation by resisting an offer 

to frequent Shinjuku's 'LOVE ... GOOD .. 

CHEAP .. CAPTAIN ... ' bar after a 

nanosecond's consideration the previous 

night, Edge is feel ing unusually alert this 

morning. Today being Saturday, TGS will 

see a stream of Japanese videogamers 

flow through its many doors. They come 

in thousands, and usually a hardcore 

minority deems it necessary to arrive 

dressed up as a favourite games 

character and then pose as sad, lonely 

teenagers take pictures. But it's all 

harmless fun, really, and a good 

reminder of the astounding passion 

for videogaming that sadly refrains 

from venturing outside this archipelago. 

As most of the work has been already 

done, Edge is here to absorb the 

atmosphere while keeping an eye out for 

the visitors' reactions to the games on 

offer. There are no real surprises, however. 

They queue in their hundreds for the 

chance to view a minute's worth of new 

FMV sequence from the latest RPG. They 

like Biohazard Code: Veronica, Shenmue, 

Virtual On Oratorio Tangram, Space 

Namco chairman and CEO Masaya Nakamura chats to American Billy Mitchell 

Channel 5, and (showing more affinity for 

spotting a good game than their western 

counterparts) Chu Chu Rocket. And they 

like PS2, too, of course. In particular, 

GT2000, TTT and The Bouncer receive 

a lot of attention, but the humble 

PlayStation manages to capture its own 

noteworthy audience courtesy of GT2. Oh, 

and there is that Legend of Dragoon FMV. 

But by now the time has come to 

check out another busy, noisy, games­

filled, otaku-frequented environment -

Akihabara beckons. Let's just hope the 

bus driver forgets to switch on his 

'entertainment'- system. 

Splendid - he hasn't. 
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PC 3D 

3dfx's T-Buffer enables 
cinematic effects such as 
depth of field (top) and 
motion blur (above) 

Also in attendance, but less prominent, were the rest of 

the pack: Matrox, 53, ATI and 3DLabs. Despite not being as 

fashionable as some of their rivals, Matrox and ATI remain large 

3D board manufacturers with products targeting the w hole 

range of so lutions from gamers to business users. Matrox, in 

particular, has recently received an impressive amount of 

support for the environmental bump mapping and dualhead 

functiona lity of its G400 board. 

" I get a large allocation of boards to send to developers but 

the demand is crazy," explains Jason Della Rocca, Matrox's 

developer relations manager. 'We send out 100 boards a week, 

and the queue is still hundreds deep:' 53, on th e other hand, is in 

the midst of buying graphics-board manufacturer Diamond, one of 

the many vertical deals that have characterised the 3D market of 

late. Its next-generation chip, the 5avage2000, has just been 

announced, and it is currently working on a completely new 

'project X' chip architecture. ''The industry's on a very steep ramp 

in terms of performance increase at present, and we are on that 

ramp as well," 53's chairman Ken Potashner bullishly told Edge. 

It was Nvidia that took the plaudits, however. Even in an 

industry that expects generational leaps, w ith Moore's Law 

predicting the doubling of the number of transistors per chip every 

18 months, jaws hit the floor when the GeForce chip was shown. 

"We're going faster than Moore's Law," Derek Perez, Nvidia's PR 

manager, proudly stated. While Intel's Pentium Ill chip contains 

nine million transistors, the GeForce has an incredible 23 mil lion. 

And while not all transistors are equal, the scale of the technical 

achievement in itself is impressive. Nvidia is already marketing the 

chip as the world's first Geometry Processing Unit. 

Creative Labs, one of the first board manufacturers to ship a 

WITHOUT ANTIALIASING WITH ANTIALIASING 

With little developer support ·apparent for the T-Buffer, 3dfx was reduced to demonstrating 
the smoothing of its full-screen spatial antialiasing with help from Need For Speed 3 
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product based on the GeForce, cheeki ly 

reckons that using the GeForce with a PII 300 

will give the same performance as a PIii 450 

with the chip. 

More importantly for game developers, 

however, was the news that the GeForce would 

be the first graphics chip to support hardware 

Transform and Lighting (T&L) functions as 

detailed in the latest iteration of Microsoft's 

DirectX instruction set. Transform and lighting 

are obviously the most CPU intensive stages of 

creating any 3D scene, the transform function 

calculating the co-ordinates of 3D objects and 

environments as they pass through the 3D 

pipeline to be outputted on the 2D screen, 

while the lighting calculates all the vectors, from 

lights to objects, in the 3D scene. GeForce will 

remove this entire load from the CPU, allowing it 

to be used for other purposes such as better 

artificial intell igence, physics and collision 

detection. The point of interest of hardware T&L 

for gamers, however, is the increased amount of 

polygons it allows developers to throw around. 

Photorealistic realtime graph ics, the holy grail of 

so many developers, just got one step closer. 

Looking real 
In contrast to the muscle of GeForce, 3dfx 

concentrated on demoing its realt ime cinematic 

effects. Its T-Buffer technology highlights subtle 

techniques such as antia liasing, motion blur 

· and depth-of-field focusing. Although only one 

strand of its Napalm chip, which isn't now 

expected to sh ip until next year, 3dfx was 

suggesting that more polygons are not 

necessarily the complete answer to better 

graph ics. Although obviously w hen Napalm 

does arrive, it too -will feature hardware T&L. 

Chief of T-Buffer effects is full-screen spatial 

antia liasing. Along with smooth ing out jagg ies, 

this also tackles similar problems caused by the 

polygon 'popping' of thin objects moving relative 

to the screen. Interestingly, it's not a technology 

developers need to support per se, as it merely 



fixes problems associated with bandwidth 

limitations of PCs. Both motion blur and depth 

of field are byproducts of the antialiasing 

technology, which allows multiple images of any 

portion of a scene to be rendered in real time. 

For example, for motion blur, multiple images of 

any moving objects would be added, whereas 

with depth of field they would be added to the 

entire screen, minus the portion of the image to 

remain in focus. In addition to the T-Buffer, 3dfx 

also announced its FXTl open-source, cross­

platform texture-compression technology. 

However, the inclusion of 53TC into the feature 

set of DirectX7 made this something of an 

academic issue for PC developers. 

More worrying for a company that has 

basked in its reputation as the fastest and the 

best, there was little reaction from developers, 

aside from a testimonial from the producer of 

Halo, a game that had already been demoed 

during the GeForce press conference. And 

whi le 3dfx says it expects developers to create 

their own effects basi,,d on the T-Buffer 

technology, most seem nonplussed by it. 

PC 3D 

Feeding the beast 
One of the first games to show the benefits of GeForce's power is Evolva. The number of 
polys per model has jumped tenfold, as the before and after wireframes below clearly show 

The situation was completely different for 

Nvidia. It embarked on a programme to get a 

select group of developers on board prior to 

announcing the chip. "We didn't really 

broadcast it w ildly to begin with," explains 

Christopher Donahue, manager of Nvidia's 

developer relations group. But after the news 

broke, developers' reactions have verged on 

the ecstatic. Tim Sweeney, founder and lead 

programmer at Epic, simply said "Holy shit," 

succinctly summing up the overa ll mood. 

One of the first games to support it is · 

Computer Artworks' Evolva. Prior to GeForce its 

character models were running at around 700 

polygons. In contrast, the optimised version of 

the game uses 7,000 polygons, with 13 

creatures on screen at any one time. "Originally 

we had details that ordinarily you couldn't 

see," explains Mark Atkinson, Computer 

Artworks' technical director. ''The GeForce is the 

first thing to allow us to tessellate them out. 

Now our realtime poly levels are slightly higher 

than what was set for the FMV sequences:' 

Of course, it helps that all Evolva's content 

was designed to be sca leable from the off. 

"One thing that is fairly unusua l is that we 

- .. : . 19It l1111t1 •E 
' ~ ~ ~ 
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When confronted with Geforce, Tim Sweeney, 

"H I h"t" founder of Epic, simply said, 0 Y S I 

used DirectX for all the transform and lighting right from the start," 

Atkinson conti nues. "Most developers are still using their own 

code, but we made the decision ea rly that the DirectX stuff would 

be good:' And it was this foresight that ensured that a minimum 

of work was needed to get Evolva working with GeForce. 

Computer Artworks received a prototype board with alpha drivers 

a few weeks before ECTS. The DirectX7 port took a weekend. 

On hardware transform and lighting and the next generation 
"I think hardware T&L will just become accepted. I'd draw an analogy with hardware rasterisation: when 
Voodoo I came ou, it was amazing. It could draw huge triangles in no time at all, which used to take up 
500/o of your CPU time in software. So it's exactly the same case with hardware T&L now. It will just be 
accepted that transforms just happen and don't take any time. We'll forget that they ever did and 
become used to the fact that the card draws the graphics. 

"For the next generation of chips, I think it's got to go to higher-order perimeters. Already if you draw 

the Evolva stuff with wireframes it comes out virtually solid. But once you get triangles getting down to 
pixel sizes and sub-pixel sizes, you start running into a limit \Miat's the point? So the only place lo go to 
get past this pixel-per-triangle barrier is higher-order perimeters, things like patches or NURBs, and then 
displacement maps on them for the surtace detail. I think it will take a little time to get to that point but 
when the first stuff comes out it will be defining it in software and then tesselating it into triangles'.' 
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PC 3D 

Taken from a game called 
Experience, from WXP, the 
Dagoth Moor Zoological 
Gardens level showed the 
graphical quality that 
should become standard 
thanks to the introduction 
of hardware T&L on the 
new wave of 3D cards 

"We asked WXP if they wanted to work on Geforce, 

and I don't think they've slept since" 

--
t 
Motion blur is just one of 
the byrroducts from the 
spatia antialiasing of 
T-Buffer. 3dfx also expects 
developers to create their 
own visual effects based 
on the technology 
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"I had to redo all the interfaces, but it didn't take long until we got 

it up and running," remembers Atkinson. And even though the 

code wasn't optimised, it didn't seem to matter that the chip was 

drawing four times as many vertices as it needed. "The GeForce 

was so fast, it didn't seem to care," is Atkinson's understated take 

on the situation. 

Other games that promise to support the hardware include 

Quake Ill: Arena, Rage's racing title Midnight GT, Bungie's Halo, 

and Experience, the debut game from WXP, a small Seattle-based 

developer. It was the first developer Nvidia got on board, with its 

initial work being demonstrated during the press conference. 

Entitled the Dagoth Moor Zoological Garden, this demo level 

showed off both the high poly counts as well as the realtime 

lighting and environment mapping that can be carried out. 

''They're a bunch of sharp guys w ho we have been working 

with," explained Nvidia's Donahue. ''We visited them and saw their 

engine and said 'Do you guys want to work on GeForce?' That was 

a month and a half ago, and I don't think they've slept since," he 

laughs. Other high-profile games are bound to feature on 

GeForce's support list soon too. According to Mark Atkinson, it's a 

no-brainer for any game utilising level of detail or progressive 

On the future of 3D cards 

mesh technology. Nvidia's Derek Perez 

agrees: ''The more we tell people about it, 

the more they're getting on board:' Indeed, 

such is the level of enthusiasm that at 

Microsoft's Meltdown developers w ere going 

back to their hotel rooms and writing code. 

"Planet Moon's Scott Guest got the software 

development kit, made a CD, went to his 

hotel room, and came back the next morning 

with a version of Giants," says Perez. "We 

tested it and it ran:· 

But no matter how quick the code is to 

implement, the most interesting aspect of 

the GeForce is what developers will use the 

CPU for now it has been freed from the toi l 

of T&L calculations. "We've removed a lot of 

the load from the CPU, and that means 

developers' learning curve has gone up 

because now they have the ability to invest 

more in physics and Al," says Chris Donahue. 

''There are a couple of guys that w e've talked 

"Fill rate is still a big, big issue. Developers can never get enough passes of alpha and particle effects, 

which still takes a lot of fill. Hardware T&L is on our roadmap and everybody else's roadmap. Everyone is 

trying to get closer to PlayStation2 pertormance. Faster chips and more texture pipeline are important 

too, and the GeForce has quad rendering pipelines. One of the major issues is bus contention: the more 

polys you use, the more they are fighting to get out of the buffer at the same time as the textures. 

Anything you can do to reduce the bandwidth speeds of either of those two areas, the better off you are. 

Developers also want high-resolution texture support in conjunction with texture compression, so they 

can move to 1 Kx 1 K and 2Kx2K textures. The G400 will do this at the moment, but the problem is that it 

won't compress them so you have massive bandwidth needs. So what developers want is to be able to 

do those texture sizes but shrink them down via compression. GeForce supports 53TC, and I think the 

next 3dfx board will have it, and it's on our roadmap. Basically. faster is always better. .. " 



PC 3D 

■ Playing with dualhead 

DMA's Wild Metal Country supports bump mapping as well as the dualhead features 
of Matrox's G400 card. The dualhead functionality is used for an extra map screen 

Although it requires garners to have two computer monitors, 

the G400's dualhead feature allows developers to throw 

another camera view onto the secondary screen as with 
Silicon Dreams' War Monkeys (top). Alternatively, they can 

zoom in on the action as seen in Star Trek: Armada (above) 

to who have some pretty good ideas about 

what they are going to use it for," he continues 

cryptically. ''Valve is really excited, and its Al was 

okay to begin with'.' 

supporting the G400 
Key to the impact of the GeForce has been 

its proxim ity to the release of DirectX7 and 

its new features. Probably the key instruction 

set for PC developers, the latest iteration of 

DirectX not only supports hardware T&L, but 

cube environmental mapping, vertex 

blending and particle systems. Aware of the 

importance of Microsoft's group of 

technologies, Nvidia has made sure that 

GeForce supports the entire su ite. 

A similar strategy ce'rtain ly worked 

when Matrox wa~ considering what features 

from DirectX6 to support in its current G400 

chip. It decided on environmenta l bump 

mapping and the dualhead output, w hich 

allows gamers to use an additional screen 

when playing a game. 

"They weren't mistakes as such, but they 

did just kind of happen," jokes Jason Della 

Rocca. "In the case of bump mapping we 

looked at the DirectX6 specification, and said, 

'We'd better put it in because everybody else 

wi ll be doing it, and if we don't do it we' ll be 

screwed''.' As it turned out, the G400 was the 

only chip to include the featu re. Similarly with 

the dual head option. This niche functiona lity was required for 

post-production work on one of Matrox's high-end business 

cards. "We left it on the consumer- level board and it's become 

this great feature for us," Della Rocca explains. 

However, such features are patently useless unless developers 

actually support them. One game that managed to utilise both 

was DMA's Wild Metal Country, which is sti ll to be released in the 

States. Following an OEM deal between Gremlin and Matrox, DMA 

added bump mapping to the game's terrain, giving it a more solid 

look. Dualhead allowed DMA to rectify a criticism from the 

European release of the game. 

"With the opportun ity to use the second monitor, we decided 

to put a map screen on it," says Pat Kerr, Wild Metal Countrys 

lead programmer. "It was something we'd thought about including 

in the original game but ultimately didn't. It changes the game in 

as much as one of the problems of the game in its original form is 

it's too easy to get lost. We also bump mapped the map screen to 

make it look more interesting'.' 

Yet while 3D chips wi ll continue to allow developers to create 

better-looking games with more polygons per frame, the key point 

of the next-generation chips that support hardware T&L will be 

how developers use the opportunity to improve physics and Al. 

" I thi nk it w ill depend on the sort of games developers are 

trying to do and what the public are willi ng to buy," says Kerr, 

mindful of the less-than-sparkling retail performance of Wild 

Metal Country. "We've put a lot of effort into physics and Al at the 

expense of graphics, but people go for eye candy. They don't 

seem to appreciate the extra layer of immersion physics can bring 

to a game'.' Every 3D chip revolution makes games look more 

realistic. The more interesting question is, will this one 

make them play more realistica lly? 

(Top) The one game used 
to show off GeForce was 
Bungie's Halo, while the 
boat on the water demo 
(above) displayed the 
card's cube environment 
mapping capabilities 

Dungeon Keeper 2 and BattleZone II are among the wealth of current games that have shipped supporting the G400's environmental bump 
mapping. Although it doesn't add any additional gameplay features, there's no question that it makes titles look considerably more realistic 
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Every issue, Edge evaluates the 

best, most interesting, hyped, 

innovative or promising games 

on a scale of ten, where five 

naturally represents the middle 

value. A game receiving a 

'seven out of ten', for example, 

is a very competent title with 

noticeable flaws but which 

should still appeal to a 

considerable range of players. 

It does, after all, score two 

points above average and 

should therefore nol be 

considered average. 

Edge 's rating system is fair, 

progressive and balanced. An 

average game deserves an 

average mark - not, as many 

believe, seven out of ten. 

The definitive monthly assessment of the wo rld's latest videogames 

Wheeling out the formula 

D f E75's Prescreen intro concerning the endless 
run of football games making it to market failed 

to highlight one of the industry's major flaws - that is, 
the seemingly unshakeable fear among publishers to 
step out of the realm of the proven and into the land of 
innovation - then perhaps the state of affairs evident 
this month is better testament. Simply put, how many 
more F1 games can gamers possibly tolerate? 

The situation is bordering on the ludicrous. Not 
a month goes by without some form of F1-related title 
featuring somewhere in Edge. The fact that many are 
competent recreations of the sport is beside the point. 
Their existence simply reeks of utter desperation. 

There are notable exceptions in the publishing 
field, of course. Codemasters. for example, could 
easily have turned to F1, with almost certain success, 
when it decided to enter the driving game circuit. 
Instead it chose touring cars, a sport then growing 
in popularity though still largely unknown to, or 
ignored by, the masses. There are countless areas 
within the massive motorsports arena that would 
provide excellent videogame source material, yet 
most publishers appear incapable of looking 
beyond the obvious. 

one particular type of racing game needs only 
to enjoy a relative amount of success for a string of 
publishers to follow in the same tyre tracks. You 
couldn't have failed to notice how many GT clones 
rewed their engines after Polyphony's title lead the way, 
or the amount of rally titles following Colin Mccrae. 

When Psygnosis' first PlayStation F1 game 
emerged back in 1996, it was following a quiet period 
for this particular sub-genre. It took a couple of years 
until publishers realised that F1-based titles were 
selling well, but now, everywhere you look, every man 
and his dog - including the likes of Eidos, Sony, Video 
System, Ubi Soft, Microprose, EA and Acclaim -
appears to have an F1 title in development, most 
boasting the not-so-exclusive FIA/FOA licence. 

This state of affairs would be less grim if the 
lion's share of these new F1 games managed to better 
what they attempt to copy (there are some illustrious, 
easy-to-follow templates out there already, after all). yet 
most are miserable, substandard examples attempting a 
swift (and painfully obvious) cash-in. 

If you can't even equal the quality of a current 
genre-leader, why bother wasting developers' time? 
More importantly, though, stop wasting players' money. 

Spot the indifference: this month's Formula One '99 (left), and F1 World Grand Prix (centre), with 
EA's Visual Sciences-developed entry into Formula I (right) bound to follow their slipstream. Excited? 

Viaeogames on tne Edge 

The month's digital diet, thanks to Edge's newly installed super Famicom Jr. 

.,,.,,. ··®Olllll 
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"' 

super Mario World super Mario Kart PilotWings super Bomberman 
(SNES) Nintendo (SNES) Nintendo (SNES) Nintendo (SNES) Hudson Soft 
Arguably better than its One of the most playable A radical departure from Friendships have frayed 
64bit incarnation, perhaps titles ever created? everything that had gone over it, relationships have 
the Super Famicom's Absolutely. A ten-minute before, NCL needs more been strained, university 
finest hour. The spin on this puts the likes moments of inspiration degrees almost failed. One 
compulsion to conquer all of Speed Freaks and crash such as this if it is to of the most evilly addictive 
96 levels remains today. Team Racing to shame. make Dolphin a success. games ever known to man. 
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TEST SCR EE N 

RAllY CHAMPIONSH IP 

Easily done, this (above), and damaged bodywork, collapsed suspension, 
engine overheating, shattered windows, and much more usually ensues 

Twoplayer action is 
supported by one 
machine while an 
eightplayer network 
option also offered 
(top). Between stages, 
you' re allowed a strict 
time limit for repairs 
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D n opening, it's worth pointing 
out that Rally Championship is 

being reviewed here on the basis of it 
being a simulation. The reason for this 
disclaimer-like statement is the nature 
of the game which, like the excellent 
Grand Prix Legends before it, targets 
dedicated racing fans first and 
foremost. And like GPL, a high-end PC 
with a steering wheel (preferably force 
feedback) is highly recommended - it's 
just not the same without them. Unlike 
GPL, however, Magnetic Fields' rough 
roader does offer an immersive arcade 
option (complete with reversed stages 
and CPU cars to overtake along the 
way), its forgiving dynamics and 
reduced damage providing a very 
accessible entry point into the 
world of digital rallying. 

But it would be fair to say that 
the majority of Rally Championship's 

initial devotees are likely to be looking 
for its simulation aspects. Thankfully, 
they won't be disappointed. No other 

game has previously captured the 

The sensation of controlling a rally machine using the game's superb in­
car view is magnificent (above) . The car models are truly impressive (top) 

essence of rallying and reproduced it 
to this level of detail. Colin McRae is a 
wonderful game, but its core does 
reside in arcade-style gameplay, 
which in itself is not a criticism, simply 
a different way of doing things. Here, 
reality reigns. Yes, even in its highest 
simulation setting the handling has 
been mildly tweaked to ensure 
playability, but rest assured the 
dynamics are first class. Anyone 

who's ever had the chance to 
attempt to hold a powerslide around 
a wide, loose surface-covered bend 
or race through a tree-lined muddy 
track at indecent velocity in a rally­
prepared vehicle is unlikely to find a 
better approximation of this sport. 
The sensation of racing such a 
vehicle (particularly when using 
the magnificent in-car view) is 

without equal. 



Night-driving can make things 
even more exhilarating (right) but 
even in daylight the constant quest 
to be the fastest through the stage 
can often end in drama (top left) 

Initially, only AS class (super-mini) 
cars are available, but completing 
several championships eventually 
sees you unlocking the A8 world Rally 
cars, hence obtaining all 23 vehicles. 
unsurprisingly, all feature accurate 
modelling, genuine decals, individual 
engine noise, handl ing characteristics, 
superbly recreated interiors and an 
informative co-driver. 

If the cars are realistically 
recreated, then you'd expect no 
less from the game's 36 stages (six 
rallies with six courses each) that 
constitute the Mobil 1 British Rally 
Championship - the game's licence. 
In total, approximately 420 miles of 
Ordnance survey-licensed mapped 
roads from the corners of the UK await 
discovery, complete with appropriate 
atmospheric conditions. And because 
this is a simulation of a real event, 
expect authentically lengthened 
stages - over ten minutes of frantic 
wheel action and absolute 
concentration per section is not 
uncommon. Furthermore, in between 
them you get only a limited amount of 

time to repair any damaged 
incurred from a moment's lapse in 
concentration or over-enthusiastic 
use of the accelerator pedal. 
The amount of parameters that can 
be affected by things going awry is 
suitably comprehensive, of course. 

Niggles? Well, some of the 
collisions can seem a little odd, but 

the game's calibre may end up 
converting a fair number of players 
to reality-based racers. 

Thoroughly absorbing and rarely 
anything less than thrilling, 
Championship is a revelation. 

Edge ra ting: 

Nine out of !Bn 

~ would be fair to say that the majority of Rally 

TESTSCREEN 

Format: PC 

Publisher: Europress 

Developer: Magneti c Fields 

Price: £30 

Release: Out now 

Being a realistic rally 
sim, you can see into 
the car during replays, 
with the driver steering 
and changing gears and 
the co-driver looking 
down at pace notes 
(centre). It won't stay 
clean for long (above) 

Championship's initial devotees are li kely to be looking for its 
simulation aspects. They won't be disappointe~ 

thankfully this is a rare occurrence. 
Fictional stages would have allowed 
the designers to build amazingly 
exciting sections at every turn, 
though to be fair there's hardly a 
dull moment in the game. It probably 
won't appeal to the average arcade 
racing aficionado - this being 
hardcore sim territory there's little 
evidence of the gameplay structure 
so well implemented by Codemasters' 
Colin McRae Rally, for example. Yet 

The terrain depends on the rally 
location but expect gravel, mud, 
Tarmac, and snow among others 

£DG£
0

71 



TEST SCREEN 

BIOHAZAR □ 3: lASl fSCAPf 

As ever, the puzzles are 
not headache-inducing 
types and present little 
challenge (even playing 
the Japanese version). 
But some of them have 
random cycles (above) 

72 £DG £
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While nearly all of the game is spent controlling Jill (above), one 
section is cleared playing as Carlos the friendly mercenary (top) 

Complete the game to unlock all five of 
Jill's extra zombie-killing outfits (centre), 
including ~ino Crisis' Regina suit (above) 

n et immediately before and after 
l:il the events of Biohazard 2, 
Capcom's th ird instalment (sixth if you 
count the Director's Cut and Dual 
Shock versions) of its highly popular 
shocker franchise has been unleashed 
on to the Japanese market, whose 
fervent anticipation of the ti tle has 
seen over a mil lion units pass over the 
counter in the first week alone - and 
usual ly that kind of success cannot 
simply be attributed to hype. (Having 
said that, how many copies did 
Mission: Impossible sell in the US?) 

By now you should know the score: 
zombies litter the environments, and 
it's your task to guide your polygonal 
hero/heroine to safety while releasing 
as many undead from their lifeless 
curse as you deem necessary, all the 
while enduring badly acted cut-scenes, 
gorgeous FMV, and a wafer-thin plot. 
It's all become part of the Biohazard 



mould, and thankfully Last Escape 
doesn't stray anywhere near far 
enough off the beaten track to break it. 

That isn't to say that this is an 
exact copy of previous Biohazard 
titles. Natural ly, most of the familiar 
puzzle-solving, door-unlocking 
structure returns, but subtle gameplay 
additions have been included. The 
quick 180-degree turn from Dino Crisis 
(this time requiring a direction-and­
button combination) has made a 
welcome appearance and improves 
the flu idity of the gameplay, while with 
a swift shoulder button press it's also 
possible to dodge certain zombie 
attacks. More interesting is the 
opportunity to manufacture your own 
handgun. shotgun, Magnum or 
grenade rounds, introducing an -
albeit rudimentary - element of 
resource management into the series. 
Moreover, the way you are given the 

Nemesis (left) appears throughout 
the game attempting to halt your 
progress. You can usually flee him 

areas. even on the harder setting. But 
after the last FMV sequence has ended 
there's more than just the customary 
key allowing you to change your 
character's textured clothes - The 
Mercenaries: Operation Mad Jackal is 
a bonus game in which you get to pick 
one of three mercenaries you come 
across in the game proper. The aim is 
to fight your way from one end of the 
map to another in a strict time limit 
and with a finite armaments supply. 
Shooting zombies and saving civilians 

TESTSC REEN 

Format: Playstation 

Publi sher: capcom 

Developer: In-house 

Price : ¥6,800 (£40) 

Release: Out now (Japan) 

December (UK) 

The Mercenaries, like 
the 4th Survivor found 
in Biohazard 2, is a 
bonus game that can be 
played once the main 
game is completed. It's 
surprisingly addictive 

!Operation Mad Jackal is a bonus game in which you get to pick one of 
three mercenaries you meet in the game proper. The aim is to fight 

your way from one end of the map to another within a strict time lim~ 

choice of action during some of the 
game's more poignant instances is 
also impressive. For example, when 
facing Nemesis you usually have the 
option of evading the tenacious 
mutant from hell or, if you're feel ing 
particularly valiant, confronting him. 
Either choice eventually brings you 
back into the narrative's linearity, but 
it does makes matters a little more 
interesting for anyone replaying the 
game in search of extra bonus items. 

Which conveniently brings us to 
the game's additional features. 
Admittedly, veteran Biohazardists 
won't take weeks to survive their way 
through Last Escape·s seven main 

rewards you with extra time and 
additional supplies respectively, and 
financial benefits await the bravest 
players. once enough is amassed, the 
money can be used to purchase 
weapons with unlimited ammo, which 
in turn can be taken into the main 
game. It's certainly a worthy addition. 

Ultimately, if you've enjoyed past 
Biohazards, you'll relish Last Escape. 
Yes, it's mostly more of the same, but 
such is the quality of Capcom·s horror 
series that this remains 
thoroughly engrossing stuff. 

Edg e rati "!.:..__ 

Eighl OU! of len 

Look familiar? Because 
the action takes place 
in Racoon City, Last 
Escape shares some of 
its locations with those 
found in Biohazard 2, 
such as the police HQ 
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TOMB RAl □ fR· lHf lASl RfVflATION 

Format: PC 

Publ isher: Eidos 

Developer: Core Design 

Pri ce : £30 

Re lease: Out now 

The ability to combine 
items is demonstrated 
by the laser sight 
(above). Affixed to 
either a crossbow or 
revolver, it allows Lara 
to snipe from afar 

Although TLR's maps 
are guilty of the 
occasional indiscretion 
- too much wandering, 
perhaps - on the 
whole they remain 
thoughtfully designed 
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Environment mapping furnishes The Last Revelation's locales with an extra 
layer of atmosphere. It's simple trickery, but it greatly enhances the architecture 

D he Last Revelation is the best 
Tomb Raider game since the 

1996 debut of the franchise. Mindful 
that Tomb Raider Ill was guilty of 
preaching to the converted, its 
sprawling maps too testing for all but 
the hardcore fan, core has engineered 
the most radical overhaul of its trusty 
blueprint so far. The importance of 
switch- and key-based puzzles has 
been reduced, along with the 
attendant aimless wandering endemic 
to both. To fill this obvious challenge 
void, individually programmed 
mysteries must be solved to secure 
further progression. 

From playing Twenty Squares (an 
ancient, draughts-like board game) 
with a statue of a deity, to reading 
essential inscriptions with binoculars, 
The Last Revelation is rather more 
involved than its forebears. To help 
players cope with this additional 
complexity, Lara now carries a diary 
that offers important reminders and 
clues. But - and this is of equal 
importance - TLR recaptures the 
atmosphere that made its ultimate 
predecessor sci very compelling. This 
is enhanced by the inclusion of 40 
minutes of cut-scenes and a well­
designed 'floating· camera, used to 

You play a 16-year­
old on levels one and 
two - a fair premise 
for a training mode 
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The Last Revelation uses in­
game set pieces to great effect. 
After all, participation matters 

illustrate various events. With all but 
the first two levels (out of over 30) set 
in Egypt, more time is dedicated to 
spinning a typically over-the-top yarn 
rather than explaining why Lara 
travels from one locale to another. 

The problem with this PC 
release of The Last Revelation is, 
quintessentially, its PlayStation 
counterpart. It pushes Sony's machine 
to its very limits, yet runs comfortably 
on a humble P200 with a 3D card. By 
catering for the lowest common 
denominator - the Playstation mass 
market - The Last Revelation is a far 
less ambitious project than it could 
(and, from an elitist perspective, 
should) have been. 

An excel lent videogame, but, 
lacking revolutionary intent, a 
·mere· sequel, despite its 
considerable charms. 

Edge rating: 

[ight out of ten 
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The number of ramps is such that you'll 
spend a great amount of time airborne 

a oin-op conversions nowadays 
1:1 are usually filled to bursting 
point with extra options, time trial 
modes and super championships. It is 
fitting to the spirit of Hydro Thunder, 
though, that Midway has ignored all 
that malarkey. Make no mistake, this is 
a pure arcade romp: start on 'Easy' 
level, race through three tracks, go 
onto 'Medium', race through three 
tracks and then go on to 'Hard' 

There's an initia l choice of three 
boats - one stable, one fast, one a 
compromise between the two - with 
more to be unlocked later. The visuals, 
while not exactly awe-inspiring, are 
certainly impressive. Background 
scenery is detailed and varies from 
theme parks to icy wastelands to sh ip 
graveyards. There are some great 
anarchic touches too: police launches 
speed past and try to halt the racers, 
canoeists get tragically caught in the 
way, and a flooded New York has 
submerged taxi cabs just visible 
beneath the waves. The addition of 
dozens of secret routes also adds to 
the fun - looking for that hidden 
tunnel or waterfal l entrance to shave 
seconds off a lap time draws you in to 

these bizarre and twisted worlds. 

Collecting boost icons (left) and then firing up your hydro jets on the 
straight sections (right) is the pathway to success in Hydro Thunder 

As a racer, Hydro Thunder is a 
hard game to judge. While zooming 
along the twisting waterways at high 
speed is undoubtedly enjoyable, 
handling the boats in the early stages 
is merely a matter of opening the 
throttle and picking up the boost 
icons - just hit all the courses at the 
terminal velocity of an ICBM and you'll 
be fine. Only on the three 'Hard' tracks 
are such advanced tactics as braking 
and observing the racing line needed. 

On the other hand, if it's exciting 
manoeuvres and on jumps you want 
- leaping over precipices, plummeting 
hundreds of feet into the seething surf 
and motoring on - then look no further. 
Hydro Thunder has ramps and jumps a 
plenty Onlookers wi ll audibly gasp as 
you take flight, overtake three boats 
and clip a mountain in the process. 

Fundamentally, th is is an 
experience rather than a simulation. 
It's frustrating - simply missing a single 
boost can make the difference 
between qualifying and being an also­
ran. The erratic behaviour of the other 
pilots doesn't help - whoever coded 
the Al has suffered too much traffic­
jam road rage It can be pot luck 
getting through the pack without a 
major pile-up - competitors will try to 
sail straight through you. 

Ultimately, this is mad nautical 
gaming - aggressive, surreal and 
compulsive. sometimes shallow, it is 
not Mario Kart on water, more a damp 
Driver- full of noticeable flaws, ~ 
but a lot of fun. L-==i 

Edge rating : 

Six oul of !en 

TESTSCREEN 

Format: Dreamcast 

Pub li sher: Midway 

Deve loper: Eurocom 

Price: £40 

Release: out now 

Background scenery is 
impressively detailed 
and well drawn at 
times. There is also 
very little slowdown, 
even in the full-on 
twoplayer mode 



TESTSCREEN 

TOY COMMAN □ f R 

Forma t: Dreamcast 

Publi sher: Sega Europe 

Developer: No Cliche 

Price: £40 

Release: out now 

Missions are highly 
varied, such as having 
to collect water bombs 
to extinguish sizzling 
firecrackers (top). 
The cat can be blasted 
into waking (above) 

'Neeeeeeyow', 'dagga dagga' and 
other fine childhood play warcrys are 
rekindled by No Cliche's first title 

ffft ho would have guessed that 
W the minds behind Alone in the 
Dark would take such a tangential 
change of direction and create Toy 
commander? The first of SOE's 
1.5-party games (based in southern 
France, No Cliche is entirely financed 
by sega Europe) to emerge blinking 
into the public spotlight, Toy 
Commander is a fresh take on the 
classic 'if toys were alive· storyline. 

The player is placed in the role of 
Guthy, a careless young boy who has 
lost control of his toy collection to the 
rebellious teddy bear, Hugolin. With 
the aid of the toys remaining loyal to 
Guthy, you must battle through 
dozens of mission-based levels, 
defeat several end-of-level bosses 
and complete various sub-games. 
These are set in the rooms of Guthy's 
home, all rendered with commendable 

finesse, though the decor is 
somewhat questionable. 

While Toy Commanders fourplayer mode is an appealing prospect, 
playing soon reveals control and camera systems that do little but annoy 

76 £DG£
0 

Throughout the game, there's a torrential amount of visual detail for 
your eyes to soak up. If nothing else, graphically this is a next-gen title 

There's clearly a lot of 
gameplay to sample, topped off 
with Dreamcast's first simultaneous 
fourplayer mode, which has all the 
expected variations (deathmatch, 
capture the flag, team battles). Sadly, 
while options abound, playability 
doesn't due to an awkward viewpoint 
coupled with complex settings which 
too often leave you disorientated. 

While the plot is childlike, playing 
the game reveals a surprisingly complex 
set of missions - and a skill requirement 
far higher than many might expect. In 
order to reach the intermediate boss 
stages, and eventually the showdown 
with Hugolin, you must complete the 
standard levels within set amounts of 
time. These targets are remarkably 
ambitious, ensuring that hours of 
dedicated play - or seething frustration 
- are required to complete the game 

There's a delightful attention to 
detail throughout Toy commander, in 
terms of both presentation and game 
design. The toy types have been 
divided into transport and attack, so 
that differing tactical approaches can 
be used to complete the levels. 

Toy commander is a hard game 
to assess; so much of the design 
intention and innovation is worthy of 
investing playing time in that the 
sometimes fiddly nature of it all 
doesn't quite spoil the party. If the 
multiplayer element had been a little 
bit more polished, and the control 
system made more fluid, then 
commander might have delivered a 
surprise attack instead of merely ~ 
raising the player's eyebrow. ~ 

Edge rating : 

Six out ol ten 
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l'I OU may have had enough of F1 
U games by now, but this month 
sees two more arrive as software 
publishers struggle to come up with 
more innovative motorsports-related 
products (see Testscreen intro, p69). 

Load up F1 WGP and you 'll find all 
11 cars and 22 drivers (in respective 
1998 liveries/regulations - Psygnosis' 
Formula One '99 is cu rrently the on ly 
F1 game with the 1999 season's stats) 
awaiting selection. Of course, this 
authenticity extends to the now­
familiar 16 circuits, with every corner, 
gravel trap and grandstand exactly 
where it shou ld be. 

Perhaps disappointingly, yet like 
so many contemporary F1 games, you 
can jump straight into the best car 
(McLaren/Ferrari) and compete in a 
championship year. Older 
videogaming F1 fans wi ll remember 
that it was customary for such titles 
to offer players the opportunity to 

work their way up the F1 team ladder 

as a gameplaying incentive (see super 

F1 Circus in Retroview, p116). 
The action, even on the easiest 

setting, has a penchant for the 
simulation side of the realism balance. 
That's not to say this makes it 
impossible to keep your wheels on 
the tarmac long enough to complete a 
couple of circuits (as it happens, cars 
in F1WGP are suspiciously robust, and 
damage, as always, is optional), but it 
does occasiona lly serve as a reminder 
that Dreamcast's analogue pad is not 
the best contraption for steering a 
realistically handling 70Dbhp machine 
weighing a measly 600Kg. 
Nevertheless, after severa l laps (and a 
little analogue-steering sensitivity 
tweaking). you get used to it to the 
point of enjoying pushing your vehicle 
close to its limits, but serious 
polygonal F1 racing fans may wish to 
invest in a steering wheel. 

The challenging yet sati sfying 

handling dynamics are complemented 

TEST SCR EEN 

Format: Dreamcast 

Publ isher: Vid eo System 

Deve loper: In -house 

Price: £40 

Release: out now 

Slowdown can occasionally rear its head, although it's never enough to 
distract you from the proceedings. Al least a 60Hz PAL option is offered 

by a wealth of detail (grass/gravel 
on tyres, rubber marks on kerbs, 
extensive damage, safety car, flags, 
penalties, dynamic weather), but 

some noticeable omissions are made, 
particularly for a title that sells itself 
more on the simulation aspect than 
simple arcade gaming. As a result, 
F1WGP at times fails to capture the 
spirit of the sport it attempts to 
depict. You can't help feeling that 
something is missing. But then it does 
have strengths over Psygnosis' effort, 
the most obvious being the way the 
car behaves on (and off) the track. 

Ironically, marrying F1 World GP 

and Formula one '99 would have 
produced a killer title. With such a 
prospect naturally unlikely, you're left 
instead with two good, significantly 
different interpretations of F1 ~ 
racing for the home. L..==i 

Edge rating : 

Seven out ol ten 

The awards ceremony 
(top) makes a welcome 
comeback after being 
ignored by so many 
Fl games. Further 
attention to detail 
extends to the pitstop 
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TEST SCREEN 

WIN BACK 

Form at: N64 

Publisher: Koei 

Developer: In -house 

Price: $50 (£35) 

Release: Out now 

(US/Japan); TBA (UK) 

Everything is hidden 
behind a heavy shroud 
of fog, making the 
backgrounds look dull 
and murky. At least the 
characters are fairly 
well animated, though 

Weaponry is kept to a bare minimum - pistol, shotgun, machine gun - with 
the odd exception, such as the rare but powerful rocket launcher (top left) 

"-"ll hen it was first shown to the 
1:6:,11 publ ic at 1998's E3, it was 
hoped that Koei's promising stealth 
shoot ·em up would be the N64's own 
Metal Gear Solid and a genuine 
successor to GoldenEye. More than a 
year later, the developer has failed to 
address the problems with foggy 
graphics and simplistic textures that 
gave rise to doubts about the game's 
ability to live up to its potential. If 
Win Back doesn't look spectacular, 
though, it's certainly playable. 

Like MGS, Win Back has one very 
good idea which is repeated countless 
times, from the opening scenes to the 
encounter with the final boss. In th is 
case it's a combat system which 
works like a set-piece shootout from 
any number of American cop shows. 
The hero, Jean-Luc, hides around a 
corner, keeping his back to the wall, 
then leaps out to pump a few bullets 
into the bad guys before ducking back 
behind the wall to reload. The controls 
take a little getting used to, since the 
z-trigger is used to duck rather than 
to fire, but it works well thanks to an 
automatic target which locks onto the 
nearest enemy the moment Jean-Luc 
breaks cover. 

Since the game is almost 
enti rely about shooting rather than 
exploration, Jean-Luc doesn't have the 
ability to jump or climb. This reveals 
some annoying holes in the paper-thin 
plot, not least during the first level. 
A long and violent trek around an 
enemy complex finishes right next to 
the starting position because an 
essential key was hidden behind a 
waist-high wall. surely Koei could 

Unfortunately for those hoping for a little gritty realism, there's no blood. 
The red flash indicates a Lethal Hit - a single shot to the head or back 

have been more sensitive to its 
acrophobic hero's embarrassing (for a 
crack special agent) problem, and at 
least have had the decency to make 
the wa ll truly unscaleable. 
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The duck-and-run combat makes 
simple ambushes very effective 

Win Back's biggest drawback, 
however, is its camera. When aiming 
at anything, Jean-Luc is rooted to the 
spot, so fighting the bosses or any 
other enemies inhabiting large arenas 
is more problematic than the standard 
corridor battles. The need to keep 
switching between aiming and moving 
often confuses the camera into losing 
track of the action, resulting in some 
frustrating and undeserved deaths. 

Despite its fau lts, Win Back is still 
an enjoyable tit le - not least because 
it's one of a select group of N64 
games with human enemies and 
semi-realistic environments. Although 
it isn't in the same league as 
GoldenEye or MGS, a miscellany of 
multiplay options should help to 
prolong WinBack's life after the three 
oneplayer difficulty settings 
have been conquered . 

Ed ge rating: 

Si x out ol ten 



f ORMUlA ONf '99 

The FI '99 package is impressive: speed is excellently conveyed, cars feature 
environmental mapping, and the 1999 stats bring a new circuit (top right) 

II he fourth in a series that was 
first to provide PlayStation 

owners with the potential thrill of 
racing wheel -to-wheel down 
Silverstone·s start/finish straight, 
negotiating Spa's Eau Rouge complex 
flat out in sixth, or racing into Monaco's 
casino Square at 100mph, F1'99 is also 
easily the best. Programmed by the 
developer previously responsible for 
the mildly enjoyable Newman Haas 
Racing, this is kilometres ahead of 
Visual Sciences· disastrous F1 '98. 

Perhaps appropriately, the most 
immediately striking aspect is visual. All 
of the tracks are impressively fai thful 
recreations of their real-life equivalents, 
including perceptible changes in 
gradient so often missing from other F1 
games. The draw distance is also 
commanding, and together with the 
restrained colour scheme goes a long 
way to provide an environment of 

un-Playstation-like solidity. 
The other noticeable element is 

the amount of detail and the quality of 
presentation that has gone into F1 '99: 
the safety car is included, as is the pit 
lane speed limiter, a circuit preview 
(narrated by ITV F1 man Martin 
Brundle), and a weekend weather 
forecast service. Mika Salo is available 
as the replacement for Michael 

Schumacher (famously forced out of 
this year's season after breaking a leg 
at Si lverstone), and while the starting 
grid is displayed onscreen, the cars 
complete their warm-up lap weaving 
from side to side as if they're priming 
their tyres. With every F1 game 
offering the usual single race, 
championship and extensive set-up 

menu, attention to detail becomes 
highly significant. 

Once the red lights have gone out 
(yes, it is possible to incur a penalty for 
jump starting - all of the regulations 
can be toggled on or off), controlling 
the vehicle digitally feels convincingly 
heavy rather than the usual light, 
overly nervous feel usually conveyed 
by F1 games. The other drivers' Al is 
also an improvement over past 
attempts, although, ironically, the way 
a CPU-controlled car twitches violently 
out of the way as you overtake it can 
at times feel a little too artificial (at 
least they refrain from driving into you 
this time). The only real problem occurs 
when hit something, your car behaving 
erratically, and momentarily shattering 
the finely conveyed illusion of 
controlling a 700bhp machine. 

Which ultimately means, despite 
a few inevitable niggles, that you 
end up with the best Formula One 

Studio 33 has done well in 
implementing the 1999 livery 

game currently available on the 
PlayStation. Cynics may argue that 
this is hardly a feat given the glut 
of F1-related releases Sony's 32bit 
box has played host to in recent 
times. Nevertheless, that doesn't 
undermine the fact that th is 
remains an accomplished and 
worthwhile motor racing title. 

Ed ge ratin g: 

Seven out of ten 

TESTSCREE N 

Format: Playstation 

Publ ishe r: SCEE/ Psygnosis 

Developer: studio 33 

Price : £35 

Release: Out now 

It's taken a while, but 
the safety car finally 
comes out in an FI 
game (top). Oddly, cars 
only suffer structural 
damage after many 
collisions (centre) . 
Twoplayer works well 

Unlike Psygnosis' previous FT titles, separate arcade/sim modes aren't 
offered. Instead, you set the proceedings' tone via the options selected 

£D6£
0
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TESTSCREEN 

PRINCf Of PfRSIA 3 □ 

Format: PC 

Publisher: The Learning 

Company 

Developer: Red Orb 

Price : £40 

Release: out now 

A wide range of moves and some excellent animation ensure that Prince of Persia JD's combat sequences are 
highly enjoyable (above left), while several of the scenes fondly recall the flavour of the original (above right) 

The atmosphere and 
detail lavished on 
Prince of Persia JD go 
some way to offsetting 
the cumbersome 
character control and 
fiddly gameplay 
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D t's fitting that exactly ten years 
on from Jordan Mechner's 

groundbreaking Prince of Persia, the 
title should be revived for a fu lly 
three-dimensional reworking. Prince 
of Persia redefined the platform 
genre, adding rotoscoped animation 
and a clever blend of acrobatics and 
combat. Although Mechner was only 
involved as a consultant this time 
around, Prince of Persia 30 is 
spiritually the same; building on 
familiar ideas, and using that extra 
dimension to paint a more spectacular 
picture of Middle Eastern magic. 

staying true to the source material 
brings both benefits and drawbacks. 
The Arabian theme remains massively 
underused in videogames, so Prince 
of Persia 30 instantly scores by 
ensuring the exotic flavour pervades 

every element, from the music and 
costumes to the dazzling locations. At 
the outset, the young prince must 
escape from a rather dull prison, but 
in the open air the scale of ambition 
grows enormously, with fantastical 
airships and gravity-defying structures 
suspended in the Persian skies. 

It also helps that the game 
features some of the crispest texture 
artwork yet seen on the PC, with 
almost no blurring or pixellation in 
the splendidly coloured environment 
details. The prince and his opponents 
also impress, with fluid animation 
ensuring that the blend of acrobatics 
and combat feels just right. Fights 
play out well, with a smal l but precise 

range of attack and block moves 
demonstrating how entertaining close 

combat can be in a 3D title. 

But just as the old Prince of Persia 
could excite and frustrate in the same 
heartbeat, so this is set to have 
gamers screaming at their machines. 
The predilection for lethal traps has 
been retained, and even though clues 
- such as blood marks - warn the 
wary, getting killed once is often the 
only way to learn. And whi le the need 
for pixel-perfect accuracy with an 
unresponsive control system annoyed 
the first time round, the problem is far 
more serious in POP 30. 

It's hard to understand how a 
game so finely crafted in so many 
areas could get such a fundamental 
thing wrong, yet the prince is a 
nightmare to manipulate throughout. 
He turns on the spot slowly, and turns 
wide when running; he stops dead on 
grazing the edge of an object and 
sometimes takes a few strides before 
leaping, other times not. Even 
attempting to use mundane objects 
can be laborious as he'll often rotate 
through a full 360 degrees before 
performing a desired action. 

The simplest tweaking cou ld have 
turned Prince of Persia 30 into a 
game which, if not as groundbreaking 
as the original, was a match for Lara 
croft's outings. Instead, it serves as a 
reminder of how unforgiving 3D 
environments can be, for 
designers and gamers al ike. 

Edge rating: 

five out of ten 
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PlayStation Contract Programmer ..... £Neg 4-6 months. 
(Home based or in house • Well established company) 

PSX Programmers (X3 J Good maths and preferably published 
product needed for first person combat/action shooter. Great 
product and location ....... .... £Neg + bonuses (North West) 

Network Programmer Well established games developer. 
C++, MS Directplay and internet code experience ideal. Rural 
setting ................ £25-35k (South East) 

C Programmers The creators of truly ground breaking, award 
winning 3D products. Small team, spacious environment. These 
games have influenced generations of enthusiasts and 
designers. Excellent opportunity to join select and talented team 

........................ £Highly competitive + bonus (CambsJ 

3D Graphics Programmer Worldwide market leader in cartoon 
animation for commercials, TI/, Games and Hollywood feature films. 
C++ plug ins and 3D package experience advantageous. Urban 
location close to all major amenities ... . .... ....... ... .... .. .. . 

................ £25-38k + benefits (South East) 

C/C++ Programmers (x2J Two experienced games 
programmers urgently required by well known London 
developer to initially port Action Adventure product from PC to 
PSX ..... to £34k basic + bonus (London) 

PC Programmers (x2J Hand picked team w ith unique 
structure. Starting new project. Cutting edge technology. Proven 
game titles needed ...... £22-30k (NorthantsJ 

Al Programmer Ambitious exciting company with unique 
technology developing highly original titles. Applicants require 
an up to date knowledge of latest Al techniques and a strong 
academic background 
... £Highly competitive + profit related bonus (London) 

PlayStation Programmer Action adventure/platformer. 
Immediate start ... 
.£High plus generous "golden handshake"'(South East) 

PlayStation Programmer Experienced PSX programmer 
sought for new studio with newly signed publishing deal ... 

...... £Neg + bonuses (South West) 

C Programmers New game venture by international comms 
giant. Games experience and good appreciation of internet 
technology essential. ........ £25·38k + benefits (South East) 

Sound Programmer Well equipped dedicated sound studio. 
Proficiency in low level sound and knowledge of a variety of 
libraries and APl's essential ....... . £20-301< (South East) 

Dreamcast Programmer Real Time strategy product. Hitachi 
SH processor or power VR experience highly advantageous. 
Dynamic company with impressive product portfolio, 
environment and working practices 

... £25-35k + royalties (South Midlands) 

Assembler Programmer TV/Set top box, net project. Spectrum, 
C64 or Gameboy experience and interest in electronics ideal 

...................... £30-40k basic (South East) 

CIC++ Programmers (x2J Knowledge of Physics and Al 
required for PC strategy product. Part of secure multinational 
empire. Small team environment, well managed and funded 
organisation ............................ ............ £30k basic (London) 

Graduate Programmers Prestigious P/ayStation 2 
development work awaits those with a good degree in Computer 
Science with strong maths/physics component. Demos useful 
though not always essential. Enthusiasm and a passion for games 
often more important. Exciting cutting edge products. Al, 3D, 
Networking, Direct><, Motion Capture/ Animation etc. 

.. ... ..... . £15-19k (Nationwide) 

3D Engine Programmer Proven ability Direct)( and good 
technical skills required by highly progressive rapidly expanding 
medium sized deve/oper ............. ........ £35-40k basic (North) 

PC Programmer 3D Quake style game. Expanding company 
shortly moving to new studio. CIC++, Direct)( essential. Team of 
12. Paid overtime.. . .. .......... £25-35k (Yorkshire 

Junior C++ Programmer Superb opportunity for academically 
gifted graduate. Exciting games technology applied to enhance 
learning and education. Eagerly awaited highly innovative 
product with pre-orders worldwide. . .. £17-19k (South) 

Programmer Progressive organisation with highly innovative 
product require high quality experienced programmer with C++. 
Al, Win32 and 3D. Neural Networks and Artificial Life systems 
advantageous. Creative company with leading edge technology 

... £25-35k (London) 

PC Programmer 3D action product. 3D maths, animation and 
character control interface experience advantageous .. 

............. £25-35k + royalties + bonus (Midlands) 

lead Artist Games experience and 3D S Max essential for senior 
role on sports product. Central location. USA owned company,. 
Exclusive ......... £25-30k + bonuses (London) 

Senior Artist Racing game. Part of well known profitable USA 
publisher. Well managed company .. 

....... To £32k + bonuses (London) 

3D Studio Max Artists (x2J Creative all rounders required for 
new, second project team. Share and develop ideas in open 
relaxed environment. Award winning, innuential products. 
Exclusive to ourselves.... . ............. £20-32k (South East) 

3DS Max Artists (x2J Developer utilising cutting edge engine 
technology require min 2 years experience and character 
creation for R/T action adventure product. Motivated team in 
non corporate environment. . 

.. ... ... .. ... £high + bonuses + royalties (London) 

Senior Animator Young company with very impressive work in 
progress. Traditional and computer skills needed. Well funded 

.... £25-35k + bonuses (Surrey) 

Website Designers (x2J Jn house permanent roles. HTML and 
graphics experience essential. . ....................... £Neg (London) 

3D Studio Max Artists (x2J Low poly character experience 
needed • {Sci Fi/ Aliens of particular interest) Graphics work in 
progress is absolutely stunning .. .......... £Top Whack! (South) 

3D Artist/Animator Industry experienced individual needed 
for 3DS Max character studio work for action adventure product. 
Team of 16. Maya beneficial. .. . .... c£25k (Manchester) 

Animator Interactive adventure product for PC based on well 
known mystical character. Small team environment. 3D Studio 
Max preferred. Well established organisation .. 

.......... ... To £24k + bonus (West Midlands) 

Graphic Artists (x2J Good all rounders needed by 
development house with 1 7 year history. Sports and 
construction products being developed for PC and PlayStation .. 
c£24k (including monthly bonus) + royalty deal (Yorkshire) 

External Producer Famous name, highly successful and 

acquisitive company. Manage existing UK based portfolio of 

developers ..... ................................. . c£35k + bonus (South) 

Studio Manager UK division of successful USA group. Strategy, 

sports titles .. .......................... £30-38k + benefits (London) 

Producers Positions currently available at 3 separate 

organisations . All internal roles managing the development of 

quality products from initial design to final mastering to agreed 

costs and schedules ........ £24-38k basic (Midlands) 

External Producer New role with international bias. Manage 

development facilities in the UK, Sweden, Italy, Spain and the 

States. High profile company ............... ........ £27-32k (North) 

Producer Good all rounder, preferably with technical bias 

sought for PSX2 futuristic blaster. Concept/design element in 

addition to scheduling. Big name company .. 

..................... £35-38k + bonuses (London) 

External Producer Oversee 3 original projects. Experience or 

interest in working with products targeted at young children 

essential. UK and overseas travel£28-32k + car (South East) 

Assistant Producer Understudy and assist experienced 

producer managing 2 major accounts. Help create designs, 

scripts and technical specs . Very good prospects for 

advancement and work abroad ........... ..... £ 18-22k (London) 

Assistant Producer Designers, testers and junior producers 

with games industry experience all happily considered provided 

a high level of interest in sport, motivation and good 

communication skills can be demonstrated. Great atmosphere 

and team spirit ..... . c£ 17-20k + bonuses (Midlands) 

ml@(i'~ 
Level Builders/Editors (x2J Previous experience in a similar 

capacity and 3D Studio Max and texturing highly advantageous. 

Adventure project for new console .............. .. £Neg (London) 

Designer Part of fast growing and highly profitable technology 

company. Level and interface design, scripting, game mechanics 

and team working skills required.. . ..... ...... £20-24k (South) 

OA/Testers Successful international company. Previous testing 

experience necessary ..... ................. £11-16k (London) 

Senior Producer + Sound Designer, Senior 
Programmers, Art Director PlayStation/N64 development 

studio. 70 people. Big licence. Highly progressive company. 

Superb opportunities ... $Neg + royalties, stock options and 
health & other benefits (USA) 

Producer Licensed product for PlayStation 2. 13 man team. 

Employer experienced in visa/permit procedures 

.......... £Neg + royalties + stock options (California) 

3D Programmers Latest 3D Technology. Interviews in London 

in November ..... .............. £Excellent (Sydney & Canberra) 

Programmers/Artists (USA) Well respected West Coast developer 

always in the market for "good Brits" to join team in sunny California . 

Company works for major publishers, are British owned and are just 7 

miles from the beach .... 

.... $65-S0k + royalties, medical and legal fees 

Register by Sending a CV (8. examples where applicable) to: 
Aardvark Swift Consulting Ltd, Silicon House, Farfield Park, Wath upon Dearne, Rotherham, South Yorkshire S63 SOB 

Tel: (01709) 876877 Fax: (01709) 760134 Email: SLD@ardswift.demon.co.uk 

~@!Fil~ lmil@!F® ~@fb@!Filfb-0®§ @ft JM1!ll\ilil(l!IJ)0@fflWMiitOC@0 t 
Please indicate locational preferences and salary guidelines. All enquiries and applications will be treated in the strictest confidence. 
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----EIBUS 
Progra m mers Req u i r ed 

PC 
Experienced Windows 95198/NT 

3D programmers (C /C++ ) with the 

ablllty to produce exceptional code . 

Plugin experience preferred . 

Con s o le 
We wanl ta hear from any console 

programmers for a number of new 

projects . 

Arti sts requir ed 
30 modellers and animators 

3DS Max/ PhotoShop required . 

Do you have a creative flair and experience In 

building worlds, using in-house custom wo rld 

building tools? lf so, we want to hear from yo~. 

lf you have a burning ambition to be part of the g ames 

industry and want to join a dynamic, close-k nit team In 

which you can contribute at eve ry level. please send 

your C .V. and exa m p les of work to : 

Oelb u s Stud ios 
Microtime House 
Bonny Street 
Camden Town 
London 
NW1 9PG 

Tel: 020 7267 4667 Fax : 020 7267 4399 
E•mail: personnel@deibus .com 
www .deibus .com 

show reel if you would like it returned 

eration product? 
ad. 

P.ll~ X, Al, zso, Mac, 

uman figure, 

BBi 

free a11d strictly conft_delllial. 





To advertise in Edge moves 

t: 020 7317 2604 

turenet.co.uk Free design service available 

We've placed people in top game jobs since the early 90 :S . In fact, we've probably helped more development 
staff find 'THE RIGHT JOB ' than any other agency in the UK. Our client base ranges from small software 
development teams to world-leading leirnre software publishers . We have vacancies in most geographical areas 
of the UK as well as overseas opportunities. Below is a small selection of current national requirements. 

Lots more vacancies at: www.zodiac1.demon.co.uk 
Programmers Artists 
Programmers £High + Big Royalties (Oxford) 
To work on high profile products (including a real time strategy and a football game) on 
Dreamcast, PlayStation and PC platforms. 
Programmers £28-45k + Overtime (Yorkshire) 
Urgently required to work on a choice of four exciting projects for the PC, Dreamcast and 
PlayStation platforms. Great company atmosphere! 
Al Programmer £25-35k + Big Benefits (Scotland) 
To work on a very high profile Real Time Strategy War game. 
Programmers £Large + Bonus (Warwickshire) 
To work on Official Olympic 2000 video game or the 'Rollcage' series. Countless 
opportunities. Hugely successful developer. 
1999 Graduates £Neg (Various Sites) 
CIC++, 3D maths/physics background desirable. Passion for games. 
PC/PlayStation Programmers c£25k (North West) 
Live life in the fast lane working on major new racing titles (fantasy and real life simulators). 
CIC++, maths/physics background. Great working atmosphere. 
Senior Programmers £Excellent!! (Australia) 
PC and Console programmers required to work on MA titles. Latest technology. Also a 
vacancy for a Games Programming Tutor. 
Programmers £25-35k + Big Benefits (Scotland) 
To work on high profile products across all major platforms. Current projects include a first 
person shoot 'em up, a racing project and a real time strategy game. Super working 
conditions. 

Artists £High + Bonus (Oxon or Warwick) 
3DS Max and Photoshop or similar texture package. To work on major sports title for the 
year 2000, an action adventure, a high profi le football product or the 'Rollcage' series. 

Artists £High (South) 
3DS Max and Character Studio ski lls required by major developer located along the M4 
corridor. Initially responsible for working on a medieval RTS game for the PC. A previous 
product on the PC or PSX platform is desirable. 

Lead 3D Animator c£35k + Benefits (Scotland) 
3D Studio Max 2/2.5 and Character Studio plugins Biped and Physique required. Softimage/ 
Maya experience also advantageous. High profile products. Unique working environment. 

Artists £25k (North West) 
Good low-poly modelling and texturing skills required to work on a Formula 1 racing game. 
Softimage and a similar (racing/flying) product background is desirable. 

Animators £Neg (Yorkshire) 
Proficient computer animators with good drawing ability. Lightwave or Softimage skills. 
Would suit recent graduate. 

To apply, fonvard you,· CV 
(& wod< samples where r elevant) to 
Made Harris, Zodiac Pursuit , Raines House, 
9 Edgerton Court , Tadcas te r , LS24 9NZ. 
Tel : 01937 835700 Fax: 01937 531986 
Email: marie@zodiacl.demon .co. uk 0 



www. t-tales. ea111 



We are an independant 
games development 
company in our tenth year, 
producing high profile, top 
selling titles. 

We are currently working 
with: 
Sony, Activision, Disney, 
Henson Interactive 
and Sega 
on a variety of titles for all 
the top games platforms 
including Playstation2 and 
Dreamcast. 

Recruiting 
Now ... 
Programmers: 
MUST BE FLUENT IN 
'C' OR ASSEMBLER 
WORKING ONA 
VARIETY OF PLATFORMS. 
MUST HAVE WORKED ON 
AT LEAST ONE PUBLISHED 
TITLE IN THE LAST TWO 
YEARS. 

Artists: 
INDUSTRY EXPERIENCE 
NOT ESSENTIAL. 
EXPERIENCE IN 
ANIMATION 
OR SQF.TIMAGE 
AN 'ADVANTAGE. 

If you are interested .••• 
Send your CV's and samples to: 

Personnel Dept, 
Traveller's Tales (UK) Ltd. 
Bluebell Stables, The Brookdale 
Centre, 
Manchester Rd. 
Knutsford, Cheshire. WA16 OSR. 
Screenshots copyright: 
Henson Interactive.All rights reserved. 
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Research and 
Development Team 

T o o I s a n d P I u g I n P r o g r a m m e r_! 
To be fluent in C/C++ 

Game Physics Programmers 
To be fluent in C/C++, highly numerate. 
Enthusiasm for games a definite advantage. 

Al Programmers 
To be fluent in C/C++. 
Enthusiasm for games a d ef i nite advantage . 

Audio Programmers - - ---------
To be fluent in CIC++ 

Game Development 

Color Gameboy Artists ~-------------1 
For development of original 
and converted titles . · 

3D Background Artists 
• To visualise and create detailed environments. 

Allround modelling , designing and texturing 
abilities required. Knowledge of Maya , 
PowerAnimator and GameGen software an 
advantage but not essential. 

Animators --
From traditional or 3D animation backgrounds. 
Knowledge of Maya an advantage 
but not essential. 

Ga m !_Programmers ------
To code cutting-edge software for 
N64 and Next Generation Hardware. 
Must be fluent in C and Assembler. 
Enthusiasm for games a definite advantage. 



next generation playstation 





Due to our rapid expansion 
we have positions for 

Programmers & 3D Artists 

Tel 01865 792488 

IMMERSIVE 
EDUCATION 

The Old Malthouse 
Paradise St 

Oxford 
OX11LD 

Fax 01865 793177 
For further details check out our web site. 
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RTS, RPG, Sports Development 
PC and Playstation 2 

Experienced Artists - Accomplished Max/Photoshop artists 
with one or more project's experience to work on motion captured 
animation and high/low poly modelling . 

Trainee Artists -A relevant degree, lots of raw talent, a 
passion for games, and some experience with Photoshop and 
3ds Max. 

Experienced CIC++ Programmers - All specialisations. 
Talented and enthusiastic programmers at all levels. One or more 
project's experience. 

Check our jobs page for further details. You can see details of our 
recent work at ea-europe.com/cricket99 (World Cup Cricket) and 
totalwar.com (Shogun). We have opportunities to work on leading 
edge sports products or new original products based on Shogun 
technology. We pay well , work smart, and enjoy what we do. 

Programmers, Artists, Designers,Producers OH MY 
We've Got deals that will make your head Spin 

~ II ~ 
3D engine & Game Programmers 

12 months game programming or 1 game c redit or better. Strong Knowledge of C,C++, DirectXJ3d, 
3dfx chipset. We are also seeking 3d engine coders. Salaries from 18K to SOK + profit shares etc. 

12 months game Al p~!!!~~~~a~~~,o~~t~~:~~wledge of C,C++. 
Salaries from 18K to SOK+ profit shares etc. 

Playstation & Nintendo 64 Programmers 
12 months minimum coding on these consoles or 1 game credit or better. Yaroze Programmers welcome. 
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Nallle your Price (£NEG) 

Dreamcast Programmers 
Only the best of the best wanted for this Babe. (£Neg+ Profit Shares) 

~ 3ds/Max,LW,Soft/Alias 3D Artist 
lhar!t;~~ J!~r~~~d ~~v~~o~!e~~~~ f~'fo

9
~;K:(~~~~~~t::~:!~eg~all first) 

Designer/Level Designers & 
Producers Game Industry experienced only (£Neg) 

Game Teams Wanted 
If you are a team of Programmers and Artists wanting to develop 

for PC/PS XJN64, call us fi rst. We are currently setting up teams. 
Game teams must have excellent track records & original game concepts. 

GameBoy Coders & 'Artists 
Graduate 3d programmers12Kto1eK• 

We are seeki ng SSC/MSC grads with strong 3d g raphics programmers skills. en" 
Candidate must submit 3d graphics programmed demo, this is compulsory. ::c 

Seeking Private Investors ~ 
for PC/PSX/N64 development ~ 

We are seeking private investors who can finance professional game teams £: 
developing 30 games for PC/PSX/N64 & Dreamcast. If you are interested & want ~ 
to find out more CALL US. All teams have tracks records and 3d Technology. 5 

USE KRS EXCLUSIVELY "" 
Krystal is the only company in the entire UK who (apart from helping a huge number of ~ 

game people find coot jobs) have a team of consultants who work full-time in game design u 
and development, allowing us to communicate on a game.development level. 0 

WE SERVE GAME LOVERS (WE ARE NOT PENCIL NECKS LIKE THE OTHERS) ,, 
KRS is a sister company of SuperJdPowor Studios · ~ 

Recruiting at: London, Guildford, Essex, Middlesex, Warwick, Bristol, Somerset,~ 
Banbury, Birmingham, Coventry, Derby, Nottingham, Staffs, Cheshire, f 

Manchester, Leeds, York, Stockton on Tees, Newcastle, Liverpool, Knutsford, c. 
Sheffield, Dundee, Glasgow, Runcorn, and many other UK Locations. ·; 

Submit CV (email or floppy Preferred, Not hard Copy) to Kas8 Chand Jr ! 
T:;~E~g~:~:Krys~al (KR" l ~ 

ONLY email: kassey@krystal-krs.demon.co.uk ~ 
' Tel: 0181 599 8691 - Fax: 0181 262 8696 o 



C~~:~:l~(~~)~~~~;t , ,!,. 
10/11 Birmingham Street 

Halesowen 
West Midlands 

England 
B63 3HN 

Email: Jon_H@ArtWorldUK.co 

VIDEO GAMES • 3D ANIMATION • TV and FILM • PRIN • SIGN • ELECT • AND M R 



Management 

Associate Producers 
Ref: P-I0-AP-1199 

Dedicated, passionate people needed 
to coordinate product development. 
Must have a love of games, and strong 
management and organisational skills. 

Must be industry experienced, have 
worked on an existing project and have 
used Microsoft Project. 
£ Competitive 

Programming Managers 
Ref P-ID-PM-1199 

ffwo experienced technical managers 
are required to work across multiple 
projects. You must possess hands-on 
experience with 30 games, together 
with exemplary staff-management and 
organisational skills. Experience of 
scheduling projects using Microsoft 
Project will be required. 

Minimum of 2 years experience and 
at least one published title. 
£ Best + Signing bonus 

Acquisitions Manager 
Ref: P-IP-AM-1 199 

We are seeking an experienced 
individual for this new and exciting role. 
Your role will be to acquire new PC titles 
for publication. You will be expected to 
demonstrate good negotiation skills and 
a c lear understanding of the PC video 
game market. An existing contact base 
will be seen as an advantage. Job will 
involve travel. 

£ Very High 

Pure Entertainment is a world leader 
in video game development. The 
company boasts a string of hits 
including the stunning 3D shoot-em­
up, Lunatik, and the original and 
highly creative Respect Inc, the 
world's first suit-em-up! 

Our latest AAA blockbuster, Rat 
Attack, offers fun-packed action for 
PlayStation and Nintendo 64, and is 
already being hailed as the greatest 
multi-player game of all time! 

2000 will see our development 
catalogue grow to include a whole 
host of exciting and fun titles. 

Programming 

Core Technology Programmers 
Ref: P-ID-TP-1199 

To work within our Advanced 
Technologies Group (ATG). Your role 
will consist of developing world building 
tools, rendering and animation engines, 
collision systems, and special effects 
engines for next-generation platforms 
including PSX-2. You will be expected 
to demonstrate the necessary maths 
and physics required to create state 
of the art 30 engines. 

Minimum of 3 years experience 
and at least one published 30 title. 
£ Unlimited + Signing bonus 

PlayStation and N64 Programmers 
Ref: P-ID-GP-1199 

Experienced people needed to work on 
cutting-edge titles for launch in 2000. 
You wi ll be given the chance to upgrade 
your skills to new platforms, so you 
won't get left behind in the 'next­
generation' race. 

Must be industry experienced. 
£ Competitive 

Gameplay Programmers 
Ref: P-ID-GPP-1199 

Experienced and creative programmers 
required at all levels. Whether you've 
written arcade, strategy, sports or 
adventure titles, we want to hear from 
you. 

Must be industry experienced. 
£ Competitive - we will beat your 
current salary. 

As part of this we need the very 
best development staff. 

Our air-conditioned studios located 
in the heart of London's West End 
offer a relaxed and professional 
working environment. Oxford Street 
and its hundreds of shops is just 
minutes away, and in the evening 
you can enjoy the very best pubs, 
clubs and restaurants that London 
has to offer. Our studio even has its 
own late-night bar and restaurant. 

Benefits include royalties, profit­
related pay, non-contributory 
pension and BUPA. 

Graduate Programmers 
Ref: P- ID-GP-1199 

We have a few vacancies for highly 
talented, dedicated graduates to 
join our team. You'll need extensive 
experience in C/C++ and 30 physics, 
as well as a passion for games and 
a top-grade degree in Computer 
Science or comparable field. 

Must be able to demonstrate 
30 physics. 
£ Competitive 

Sound Programmer 
Ref: P- ID-ST-1199 

Experienced sound 
engineer/ programmer required to take 
charge of audio production and 
programming within the company. You 
must have experience of programming 
sound routines on PC and consoles, 
as well as expertise in sound effect 
creation. You will also be expected 
to manage the sourcing of music 
and sound effects from third parties. 

Must have published titles to name. 
£ Competitive 

Technical Programmer 
Ref: P-IP-TP-1199 

PC programmer required for creating 
game shells and user interfaces. 
You should have an understanding 
of PC systems programming using 
Microsoft Visual C++. Knowledge 
of the Internet would be an advantage. 

£ Competitive 

Please note: 

• Pure Entertainment does not deal with 
recruitment agencies. You must apply 
directly for any of the above positions 

• All applications will be treated with the 
utmost confidentiality 

• Please do not apply unless you have 
the qualifications required 

• Relocation packages are available 

rt and design 

3D Artists 
Ref: P-ID-3A-1199 

Professional experience of 30 Studio 
Max is essential, as is an understanding 
of gameplay and a passion for games. 
We are seeking individuals who are 
proficient in the visualisation and 
implementation of low-polygon 
environments to very high standards. 

Must have 3 years experience with 
published title to name. 
£ Very Competitive 

Designers 
Ref: P-I0-0-1199 

Experienced level/game designers 
urgently needed. You will need to show 
experience with level-creating tools, and 
a real understanding of what makes 
games fun. Must also be able to write 
creative and grammatically correct text. 

Must be the very best and have at least 
one published title to name. 
£ Best rates in the industry 

Creative Writer 
Ref: P-ID-CW-1199 

You will be required to work on story 
lines and character profiles, together 
with script for advertisements and other 
prose. Candidates must have a good 
understanding of the games market and 
able to supply examples of existing work. 

Must have existing Creative Writer 
experience and a good qualification 
in English. 
£ Competitive 



Project "Blue-Sky" 

We are currently looking for key 
industry professionals to work on 
a next-generation project. Project 
"Blue-Sky" is your opportunity 
to work on a large and prestigious 
PlayStation 2 and high-end PC title. 
Backed by a major publisher, project 
"Blue-Sky" will set new standards 
in video gaming and software 
development. 

Creative Writer 
Ref: P-BS-CW-1199 

Your role wi ll be to create scripts 
that convey tension and drama. 
Your background will be either film 
or television. A contemporary writing 
style will be required together with 
the experience and understanding 
of working within the boundaries 
of pre-defined concepts. 

Will be expected to demonstrate the 
correct writing style and possess good 
qualifications in English. 
£ Competitive 

Project Manager 
Ref: P-BS-PM-1199 

Your role wi ll be to manage project 
"Blue-Sky" from beginning to end. 
You will be expected to have strong 
project management and personnel 
skills. You wi ll make sure that all 
parties are working to schedule and 
all contractual and budgetary obligations 
are being kept to. You will be expected 
to produce monthly reports detailing 
project status. May involve travel 
to Europe and the U.S. 

Candidates must possess project 
management skills and have worked 
on at least one large-scale project. 
Knowledge of Microsoft Project 
required. 
£ Industry Best 

Location Designers 
Ref: P-BS-LD-1199 

We require several talented individuals 
to create photo-realistic contemporary 
cityscapes and urban backdrops for 
project "Blue-Sky". You wi ll start by 
researching famous locations and 
identifying their key elements. You will 
then be expected to reproduce those key 
elements as detailed real-time models 
that capture their dynamic nature. 

Knowledge of 30 MAX or leading 
30 CAO packages will be expected, 
together with PhotoShop for creation 
of textures. Your portfolio must contain 
examples of locations. 
£ Competitive 

Character Animators 
Ref: P-BS-CA-1199 

We requ ire several experienced 
character animators. Your role will 
be to produce realistic human character 
animation to very high standards. You 
will be expected to model and texture 
your own character to a high standard. 

Full experience with 30 MAX and 30 
Character studio required. You must 
also have human character animation 
within your existing portfolio. 
£ Industry best+ Signing Bonus 

Gameplay and A.I Programmers 
Ref: P-BS-Al-1199 

Key roles exist for gameplay and A.I 
programmers. You should have a clear 
understanding of the processes involved 
in creating believable living worlds. We 
are also seeking talented individuals 
who have experience in creating 
intelligent in-game camera routines. 

You will be expected to have come from 
an A.I background and have at least one 
title to name. 
£ Industry Best 

fJ 

Other 

Development Teams 
Ref: P-ED-DT-1199 

We are currently looking for small, up 
and coming development teams from 
across Europe to work on a number 
of exciting opportunities across various 
platforms. We are interested to hear 
from developers who possess good 
technology or original and exciting 
game designs. We are also interested 
to hear from any individuals who may 
be looking to set-up small teams. 

Illustrator 
Ref: P-ID-DL-1199 

We are currently seeking an illustrator 
to work within our design department. 
You should possess superb draftsman 
skills and be able to visualise ideas 
extremely quickly and efficiently. 
You will be expected to create quick 
and rough thumbnails to get an idea 
across, and then work them up to full 
colour, detailed visuals to presentation 
standards. 

Your role will be to work closely 
with the game designers supplying 
illustrations for a range of different game 
genres. Your artist skills should cover 
a wide range of styles, from dark realism 
to whimsical childish humour. You will be 
expected to have a clear understanding 
of games and their restrict ions over 
various platforms, while maintaining 
creative flair. 

£ Competitive 

II 

Animation Studios 
Ref: P-ED-AT-1199 

We are currently looking for animation 
studios capable of producing realistic 
human character animation to a high 
standard. You will be expected to 
produce animations to cinematic 
standards that convey action and 
drama. 

Freelancers 
Ref: P- ID-FL-1199 

Pure Entertainment is always interested 
to hear from talented freelance 
illustrators and artists. Please contact 
us with your details. 

Quality Assurance Technicians 
Ref: P-ID-QA- 11 99 

We require several QA technicians 
to join our OA department. Your job 
will involve the testing and evaluation 
of all of Pure's products to a high 
standard. You wi ll be expected to 
be self-motivated and able to work 
in a structured and methodical manner. 
Good English and reporting skills will 
be expected. 

Previous experience is not necessary; 
but all candidates will be expected to 
demonstrate a clear passion for games. 
This is an ideal position for someone 
wishing to break into the industry 

£ Competitive 



WE KNOW GAMES. YOU KNOW HOW. 







National Sales Manager ..... South East .to £50k ... ref 3S1 

Marketing Manager ........... South East .to £25k ... ref 352 

Publishing Manager ........... South East .to £45k ... ref 353 
Webmaster .... .... .. .............. Horth ..... to £16k ... ref 354 

Head of QA ... .. .............. South ..... to £50k ... ref 309 
Licensing Manager... . ..... Midlands ... to £45k ... ref 340 

Technical Art Director ........... South ..... to £40k ... ref 330 
Game Director .................... Scotland ... to £35k ... ref 291 
Producer... .. ................ Horth ..... to £35k ... ref 375 

Executive Producer ............... South ..... to £40k ... ref 267 

Project Co-ordinator ...... South ..... to £30k ... ref 268 
Internal+ External Producers .. Midlands .... to £35k .... ref 294 

External Producer ............... Midlands ... to £35k .. . ref 363 
Extemal Producer ............. . London .... to £45k ... ref 310 

External Producer ................. South ..... to £40k ... ref 285 
Internal Producer ................ London .... to £35k ... ref 230 

Internal Producer .. . .... London .... to £30k ... ref 227 
Internal Producer ................ London .... to £35k ... ref 300 

lntemal Producer ............... Scotland ... to £30k ... ref 229 
lntemal Producer .................. South ..... to £35k ... ref 337 

lntemal Producer .. . .... ... West 
to £40k... .. ........... ref 234 

Internal Producer ................ London . 
to £45k. .. ................... ref 217 
Internal Producer .. .. ...... London 

to £40k ... .. ref 235 
Internal Producer ............. South West .. to £35k ... ref 298 

Associate Producer .............. South ...... to £25k ... ref 265 

Associate Producer. ............ London .... to £25K ... ref 320 

3rd party Account ExecutiveLondon .... to £15k ... ref 378 

Senior Designer ................ H. London .. to £30k ... ref 283 
lead Designer .. .. ........ Scotland ... to £25k ... ref 293 

Game Designer x 2 .............. London .... to £30k ... ref 218 

Game Designer ................... Midlands ... to £25k ... ref 342 
Designer/level Designer ...... London .... to £25k ... ref 304 

Product Manager ................. London .... to £25k ... ref 303 
Designer .. .. ....................... South ..... to £30k ... ref 357 

level Designer ... . ...... South West .. to £20k ... ref 358 

Level Designer .. .. ............ South ..... to £25k ... ref 371 

Italian Tester .. . ........ London ..... to £ 15k ... ref 374 

Senior / lead I Programmers, C, C++, Ai 30, Console, PC, 

Network, Games, Multimedia and Film, Hation-wide 

recruitment to £40k basic ref 220, 231 , 236, 248, 258, 

277, 282, 292, 296, 301 , 305, 306, 311 ,321 , 322, 324, 

325,326, 327, 344, 345, 347, 348, 349, 350, 359, 360, 

365, 367, 368, 372, 376, 379, 382 

Lead / Artists, Animators, 3Ds, SGI, Games, Multimedia and 

Film, 3D, 2D, PC, Console, Hation•wide recruitment to 

£35k basic ref 232,237,279, 290, 297, 302, 307, 312, 

317, 328, 329, 332, 334, 336, 341 , 343, 346, 355, 356, 

361, 362, 364, 366, 369, 380, 381 
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.:i.~f·~;~ifj;~ 
,:f~- NOW I HAVE YOUR ATTENTION SHALL WE BEGIN ... ? -~~~ 
~{ WE ARE CURRENTLY WORKING ON SOME OF THE MOST EXCITING i?f 
-~rJ JOBS IN THE INDUSTRY • HERE'S JUST A SMALL TASTER · ·1~1/ 
:~~~ .~.rfi;, .;.:' .. ~ LEAD 3D PROGRAMMER North £attractive ·.t"'l 
i.,{( •ute in the fast lane ... • '.~.i.:..),· 
~ You should have already worked on several games and at least one in the capacity of • 

~& Lead Programmer. Strong candidates will be able to demonstrate heavy-weight 30 ~'M/ 
'X(. maths skills and will have been responsible for the design and writing of a core game ~:~!{ 1/ft ,:.~~;~ 

,,,: ;:;:,:;,;: :;;G:•;;: :::::,:,::,am~'_, ~"' i .:,~.:-~_•.·.·:.r __ ~_~_.,:_'._;_: 

* URGENT * STOP PRESS * URGENT * STOP PRESS * URGENT *STOP PRESS * URGENT * _ :":. 
Talented, enthusiastic, experienced Programmers needed for high profile project/s, e,-.·,. 
working on PlayStation utilities, map texturing E2405 ,:0{_;t 

~•Jr:~: ..... 

JUNIOR AUTHORWARE DEVELOPER/S South £20 per hr W}~ 
"All the best things in life are free!" --,:-; .. 
To be involved in developing interactive and educational information for the internet. -~fi:i 
Entering graphics, text and diagrams. Situated in a great location with benefits that 'i;~]!; 
include free food , leisure facilities and transport from the station. If you're available ~~ 
now, quote: E2448 J\~f; .,..«~ . .-: 

~1~ ANIMATOR/S South £negotiable :_%,l~ 
~·~ "What a creative imagination!" :),~ 
,,~; Bordering on being a genius with approximately two years' industry experience and ~11~~ 
~-· ready to release that innovation and step forward to your next challenge with Maya, , .... ~· 

:.~.f i.: Softimage, Character Studio and Motion Capture experience. This could be the f_:_•f.f_;,i.' 
,,, opportunity you've been waiting for - find out more with reference/s: E2431 and E2463 . ,, 

0 ~ :J}. 3D TRAINING AND SUPPORT SPECIALIST South £16k ~~\~ 
.,,..,. "What an amazing personality you have, this must be the job for you!" ..... K, ·~t You must have excellent knowledge of 30 Studio Max to be able to demonstrate to -,~~ 
fi? prospective customers. Your ability to communicate ideas effectively is a must to ft,~~ 

implement, organise and manage training courses. A full clean driving licence is :.}.".;,.f.•_:, 
essential, as travel to exhibitions and trade shows to present the product is a key part _ ~ ~ 
of this exciting and challenging role · Interested? E2424 J~ 
INTERNET MANAGER Based in France £open JI{}. 
"Parlez vous Francais?" ;-,-s;.,,:-

'
·.'~.-~ An English, fluent French speaking Internet Manager required to set up and maintain ~~-';,J,i 
". a website for a market-leading company, concentrating on both home and corporate ~ ,. • 

;~ sites. You will be required to head a small team of Artists and Programmers and ~]~ ii ~i~~I~ ~~f~~~:~~~xto Product Managers. This position is based in the beautiful ~:
27 

#!~ 
:~~1 )~i~; l:i 3D PROGRAMMER Norway £up to 35k t¾f.~.~ 

·,;i' "Where wi ll you be spending the Millennium?" .,. 
t;~; Knowledge of Open GL and Direct 30. Preferably experienced in the games industry 1J,~ 
~,:.~.:.~_:}_· and educated to degree level. Tool experience is valuable and a minimum of one t~_:,7.-,'.;,,'.~,} 

• finished product would be highly desirable. E2439 , 
:;.:,-•. ~;:, 

USER INTERFACE DESIGNER South £excellent :£;~* 
"A Fantastic Opportunity with a Market Leader!" f.,,~~ 

•• 
·.·.·-. You will have a relevant educational background with a degree in Computing I f.}_}.~.:~-·~: 

• Psychology / Communications and an understanding of the principles of the software - • 
~t;i development cycle. 1-2 years working as a technical author. lnterleaf or other DTP f;};?,._ 
-:~~1 package and understanding of change control / version control systems an ;,&J.~ 

,
:it.-.t.·. advantage. Background in telecons and / or Japanese an advantage. You will have ~,~-~,~_.;_·,·~ 
,. • worked closely with Software Engineers to document functionality of product / . ::. • 
'-ii application in software environment. E2447 .~•t~ - ~ .. !t Tempted? Then *;i;::dJo~J:

1
~levant details to: Ii 

~t,{ Answers Recruitment f-l;k-:i if The Old Rectory ;?j~~~ 

It. N~~i~E{on l{~ ~- ~~ \ .. If Tel: 01604 771122 Fax: 01604 771172 •Jt~C 
.,-,., email: trisha@answers.u-net.com · ,, ... Jf All CV's are treated with the utmost confidentiality! ~ii )~) Ii :~:~~j ·i\ . . :~f~ 
:tl! A . ;~~~ 

J~ N Sl/ · ERS li 
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d e V e I 0 p videogame creation under the microscope 

Government goes gaming: new training initiative spells hope for students 
l':I reatec, the National Film and Television School's digital media branch, has just 

I.ii received £500,000 for a new training initiative - The Finishing School College. 

It's the first time that government money has gone towards attracting and re-skilling 

people for the post-production and videogame industries. The move follows a wave 

of reports which have shown how important this area is for Britain. 

John Walker is the head of training at Createc. Edge asked him where the 

money was going: 

"Firstly, this will bring us into central London, where we've got partnerships with 

some of the biggest software/hardware manufacturers, including Avid Quantel and 

Discreet Logic. In terms of 3D we have the support of Mayo, SoHjlmoge and 30 

Studio Mox. In terms of 2D we have Flame and Henry. 

''The problem is that most college leavers don't have access to this kind of 

equipment. It's way too high for most educational establishments to be able to afford, and 

that has been one of the problems with the industry. Most students who go into games 

can learn 30 Studio Mox because they can probably get hold of a cracked copy or 

something, but getting access to the more complex equipment is very difficult, if not 

impossible. You would have to actually get a job and then be trained on the job. A few 

Walker and kit at the government­
funded Finishing School College 

workstation 

years later you can start earning some 

sensible money. But this training initiative will 

allow people to be ramped up immediately 

because they'll suddenly have access to this 

technology at subsidised rates. 

"We also have the support of the 

main facility houses in central London who 

do loads of feature film effects. 'Lost in 

Space', for example, was the last big 

feature film where most of the post­

production work was done in the UK. The 

post-production world is fast becoming a 

global industry, and the UK actually has a 

really good profile in that. So we're hoping that this skill centre, the Finishing 

School, will actually help the UK industry to take off. 

'We also realise that games and film special effects are coming together in a 

big way. People who do games because of the quality of the software and the 

speed of the hardware can now do fi lms. And people who do films, because of 

the similarities of using 3D for instance, can now do games. So TV, film and 

games are all converging, because they're all using the same kind of software and 

hardware. There are companies like Glassware, for instance, who are based in 

Soho, who do a lot of trendy pop videos with very high-end equipment, but they 

also work with Eidos on the Tomb Raiders. So they are actually using both 

technologies together and they're actually forming a games arm themselves. 

"More and more companies who used to just do film special effects are now 

getting involved with games. Likewise, games people are more interested in the 

filmic look now. Why does a fi lm look so good? It's usually because of the quality 

lighting and editing - all those things that games people didn't used to concern 

themselves with. So games people are really getting involved with fi lms. There is 

a growing understanding of how to use effects and create tension through 

images. People are no longer tied down so much by low polygon counts. 

"Now this convergence is only going to keep going if we start training 

people to take over. We need a new generation of people coming in, and most 

colleges can't really do that because of the expense. So we're creating this new 

training initiative to try and help the industry grow and to help game and fi lm 

technology come together'.' 

Money well spent, then. Walker is always looking for advice from developers on 

what kind of training the/ d like to become available - he can be contacted at Createc 

on 0181 758 8619 until the end of '99. College courses will start in January 2000. 

It's heartening to see some of the predictions and concepts from Edge's 

Hooray For Hollywood feature (issue 75) actually being put into practice, but 

perhaps more important to see that the Government has finally woken up 

to Britain's success and future potential in this area. £ 

m uring Edge's recent visit to discreet monsters, the developer behind The Real Neverending Story (see p30), it wasn't difficult to find something worthy for inclusion here. 
The workplace of Eliot Henning, whose musical interests run from hip-hop to The King, reveals a rnan in love with comics, fine tobacco, and imitating drum sounds .. 

Elvis bust '1his is made from ceramic 

and was bought at one of those 'we 

have ever,thing' stores you find very 

often in Munich. These stores also cany 

carpets with Elvis motifs and even 

reprinted Jesus pictures with baroque­

style gold-coloured frames made of 

plastic. Perfect for a romantic bedroom!" 

Luxury smokes "I started smoking 

cigars about ten years ago. I prefer the 

hand-rolled cigar. The size and brand is 

not so important, but I have some 

favourites, like Montecristo and Cohiba. 

Both brands are very traditional Cuban 

cigars and worth the price - the larger 

ones here are Cohiba Esplendidos, at 

around 65DM [approx £2 I] each" 

106 £DG£' 

Comic book "This is fxzesse im 

Frauengefiingnis, which translates as 

Excess in Woman's Prison. It's drawn 

by myself and my friend, Scunk, who 

I've known for 13 years, with us as the 

two heroes. About 4,000 were printed" 

Newspaper cutting "I'm a member 

of two German hip-hop groups, and I 

specialise in human beatbox. On my 

26th birthday I DJ-ed at a party where 

an Elvis impersonator was playing. A 

local newspaper picked up on the story 

and ran an 'Eliot meets Elvis' piece" 

Members of the development 

community (sane or otherwise) 

are 1nv1ted to email WorkStat,on 

subm1ss1ons to edge@futurenelco.uk 



The trials of a start-up developer: part 16 

After co-foundi ng Lionhead Studios w ith Peter Molyneux, Demis Hassabis set up his own development house, Elixi r Studios. 
In the latest insta lm ent of his exclusive diary, he looks back on two weeks ensconced in the confines of the Kens ington Olympia 

MSO and ECTS 

Delightful though it may be, two 

weeks of London's Olympia is more 

than enough for anyone. During early 

September the entire industry decamps to London for the 

schmooze-tastic European Computer Trade Show (ECTS). 

Unfortunately for me, and unlike everyone else, I'd also 

spent the entire previous week there competing in the 

annual Mind Sports Olympiad. 

The Mind Sports Olympiad is the gaming equivalent of 

the Olympics. At this year's event 4,000 people competed 

in dozens of events including chess, bridge, draughts, 

shaking of tables and all manner of skulduggery is par for the 

course. The junior chess tournaments I used to attend had 

wooden boards under the tables preventing competitors from 

kicking each other. Don't be fooled - this is warfare. 

Most people kill brain cells through drink and drugs. 

I, on the other hand, do so by playing too many games. 

At the end of this year's event my head felt like I'd spent 

the entire week larging it in Ibiza rather than playing chess 

and go. In retaining my title as overall winner, I took part 

in a total of 22 events. 

A week later, I was back again for ECTS. It was a quiet 

affair this year, and a lot of the big publishers weren't there. 

"My only sadness is that I can no longer get drunk at these parties; 

much head-scratching, they realised that what they were 

actually looking at wasn't a Mercury award-winning band 

but rather t 5 scruffy programmers and artists. The 

crowds rapidly dispersed. 

One of the highlights of the show for me was the Sony 

party on the Monday night. Faithless, free drink and 5,000 

people made for a cool party. They also had three table 

football tables, and this was where the serious work was 

done. Forget the show - real business is conducted 

afterwards round dinner and table football tables. I won 

E60 and a publishing deal, but the highlight had to be the 

thrashing of three Americans 10-0 by myself. I'm thinking of 

I think people find it hard to take you seriously if they last saw you face down in a puddle" 

backgammon, scrabble, othello and go. And it's not just 

about traditional games. This year they had Magic the 

Gathering, and next year they've asked me to help them 

include computer games for the first time (Civifizot,on 

World Championships anyone?). 

It's a fantastic event, and I'd recommend it to anyone 

who's serious about their games. When I was a kid I wanted 

to be a professional chess player, and although I changed 

tack, I'm still a committed board gamer. Last year I won the 

Pentamind event, which is the overall event. This year I 

returned to defend my title. 

Despite its rarefied image, Mind Sports is as competitive as 

any other sport. At the highest level, anything goes - sledging, 

Eidos chose to exchange the scanti ly dressed models of 

yesteryear for the discrete surroundings of Lara Croft's living 

room, which was tucked away on the gallery upstairs. 

Naturally, the room was besieged for three days by drooling 

blokes eager to catch a glimpse of the impossibly fit women 

who were sure to be in there. Imagine the crushing 

disappointment as the doors opened to reveal Joe and 

myself on our way to lunch. 

Several days before the show, a professional 

photographer came up to do some new photos of the 

team. We did these in the middle of Camden and it was 

excruciatingly embarrassing. Crowds of people stopped and 

stared hoping to catch glimpse of someone famous. After 

moving our office table football table into the boardroom -

this way I can do away with meetings and rely on table 

football as a means of resolving negotiations. 

My only sadness is that I can no longer get drunk at 

these parties; I think people find it hard to take you seriously 

if they last saw you face down in a puddle. This doesn't 

seem to matter, though, as there are plenty of ready 

volunteers for the role of Comedy Dnunk Bloke. The best 

one of the night was the lad I found asleep by the ten-foot­

tall speaker in front of the main stage. Full marks that man. 

One of the other amusing moments of the show was an 

argument one of my team had with his girlfriend. It was the 

nature of the argument rather than the event itself that 

caused the amusement. You see the girlfriend was looking 

after the press for a certain game which the boyfriend was 

keen to see. Girlfriend steadfastly refuses to let boyfriend in 

to see the game, citing him as a rival developer, at which 

point things kick off. Most couples row about visiting their 

in-laws or unfinished DIY; these two argue about computer 

games. Marvellous. 

Throughout the show I met up with various journalists to 

discuss our plans over the next year. On Tuesday I had lunch 

with a very hungover editor of a top-selling PC magazine. I 

fed him gallons of vodka and Red Bull in a vain attempt to 

fight off the effects of a Sony-induced hangover, as he stared 

queasily at his bacon sandwich. The poor bloke was in no fit 

state to talk business, so we talked about tabletop wargames 

instead. It reminded me of the time a couple of years ago 

when another editor threw up in a cardboard box during a 

product demonstration on the Activision stand. With a stroke 

of creative genius, he blamed this on Quake //-induced 

motion sickness rather than the ten pints of lager he'd 

drunk the night before. It would be indiscreet to mention 

names, but it's a format that gets repeated year on year and 

wi ll continue to feature in the future. 

Roll on E3. £ 
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The trials of a rock'n'roll games publisher: part six 

Brian Baglow, public re lat ions manager at Rockstar Ga mes, recounts the t ricks and traumas invo lved in producing Grand Theft Auto 2, the 
sequel to one of the most successful games in recent years. This month, nose pinched, he lifts the lid on the murky world of PR and marketing .. 

P:'I f course, once all the real work's done, the 

1:.1 fairy folk come out to play: the PR people and 

marketing departments, the advertising agencies, 

media buyers and other lowlife scum who cou ldn't 

get an honest 'proper' job if threatened at gunpoint. 

It is a jolly time. 

Now, with GTA2 it's a little more fun than normal. 

After all, we're talking about a game in which you run 

over policemen, set fire to Hare Krishnas and abuse 

Elvis. Trying to sell this to people shouldn't be too hard. 

However, first things first. We have to decide what 'the 

message' is. In layman's terms, this means deciding 

exactly what we're going to tell you in the press, in 

adverts and whenever a journalist comes round for a 

cup of tea and a biscuit This is actually quite 

In the end, the message for CTA2 can be 

expressed as an amalgamation of several of the 

above ideas. So, from now on, CTA is bloody cool 

and if you don't own it then we' ll come round and 

kill you with a flame-thrower. Sorted. 

One of the most important decisions towards 

the end of the development of Grand Theft Auto 

was to appoint Max Clifford as the PR agent for the 

game. Max is probably one of the most well-known 

and controversial PR agents in the country, and it 

was thanks to him that CTA featured quite so 

heavily in the national press, from the Daily Express 

('Ban This Sick Filth!') to the News Of The World 

('SICK CAR CRIME BOSS IN TOT SLASH SHOCK!'). 

This approach clearly wasn't going to work again. 

Should we try and use the whole rebellious attitude of the game to sell it into the lifestyle 
press and let goateed media types in Soho and Covent Garden persuade you that it's 

unbelievably bloody cool and if you don't own it you might as well kill yourself? 

important. Do we want to tell you all about the violent 

bits and the gratuitous flame-thrower effects? Do we 

want to skirt around the violence and emphasise the 

cutting-edge technology and sheer drop-dead sexiness 

of the game engine? Should we concentrate on the 

fab and innovative gameplay? Or should we try and 

use the whole rebellious attitude of the game to sell it 

into the lifestyle press and let goateed media types in 

Soho and Covent Garden persuade you that it's 

unbelievably bloody cool and if you don't own it you 

might as well kill yourself because you're obviously fat, 

spotty and unattractive? Tough choice .. 
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You're never as shocked the second time around, 

and you can't build up a whole franchise of games 

tell ing people how controversial they are. 

Instead we looked towards the music and lifestyle 

press - the sl ick, glossy mags which feature well­

dressed, famous people doing exciting things and, if 

necessary, acres of female skin. This meant appointing 

a PR agency. Someone who deals with rock stars and 

sports celebs. Someone who can tie up interviews 

with daytime TV chat shows and get your brand 

name tattooed onto the forehead of a 'Big Breakfast' 

presenter. With CTA2 we want to let important, 

opinion-forming people know about all the sexy little 

bits and pieces that are in the game - the music, the 

movie, the sheer coolness of being able to steal an 

ice-cream van and run over a copper's head. 

Of course, it helps when you're involved with 

some well cool people from the worlds of music 

and fashion. Towards the end of this year, the CTA2 

club nights will be taking place at some of the most 

seriously cool clubs in the country. It's all been 

organised in conjunction with Moving Shadow, 

CTA2 and Rockstar, and Diesel Clothing. 

Julia Warrington, Moving Shadow's talented 

and popular PR manager, said, "It was an inspired 

move to team Moving Shadow Records with 

Rockstar Games. Music and interactive 

entertainment have always been closely associated, 

and the sheer credibility of Rockstar, combined with 

the underground vibe of the drum'n'bass scene, via 

Moving Shadow will conspire to make this club tour 

one of the most exciting to happen this year'.' See 

you in NY Sushi, then .. 

Then there's marketing, which is like PR but 

without the clever bits. Marketing CTA2 is a tricky 

business, since you have to walk a fine line 

between conveying the game in al l its destructive 

and anti-social splendour and getting cool adverts 

which wi ll not get banned from every magazine, 

billboard and bus shelter in the country. Games 

advertising is generally (and rather amusingly) crap, 

obvious, blunt and sometimes crude. CTA2 had to 

be different, had to be edgy. It had to be 

something completely different from the usual 

brain-numbing, rendered crap that clogs up your 

favourite mags every month. 

Rachel England-Brassy, Take 2's UK marketing 

manager, said, 'We had to create a campaign that 

told people straight away what the game was all 

about. And we wanted to do that without resorting 

to pictures of people breaking into cars, car chases 

or any of the usual cl iches that seem to be so 

prevalent. This meant we could explore a few more 

unusual areas than normal'.' 

One of the ideas involved getting members of the 

public to incriminate themselves in a number of 

illegal but highly amusing ways. This wasn't rea lly a 

problem since it was on ly marketing, not real life, but 

after a number of high-profile arrests and a th reat 

from several MPs, the campaign was withdrawn. 

However, you can get away with almost anyth ing 

on the Internet. 'We came up with the idea of 

creating a number of small programs which could be 

attached to normal email messages," says England­

Brassy. "Each one is going to give people a little bit of 

info about the game. You'll be able to run people 

over, shoot a redneck in the face, smash up innocent 

pedestrians - all good old-fashioned CTA2 fun. Give 

people something nice to pass onto their mates'.' 

The release of the game is now looming large. 

The programming and testing are finished, the 

packaging complete - even the BBFC is happy. All 

that remains is to convince the public at la rge that 

CTA2 is the game that they not only want, but that 

they must and will have - at any cost. They have to 

be convinced that missing this game will leave 

them friendless and infertile, that come judgement 

day there will be the CTA2 owners and everyone 

else. Let's face it, it's not an area of the games 

business that gets much press (well, you know 

what I mean ... ). It's a cold and lonely place where 

good men are killed like dogs and talentless hacks 

thrive and prosper. Still, it's better than a real job. 

In closing, I must add that CTA2 is out to 

buy now at your loca l games store. £ 



~ CLASS IFIED TO ADVERTISE CALL A MAR HUSS AIN ON 02 0 7317 2 64 5 OR EMAIL amar.hu ssain @f uture net .co .uk 

firstP1ay sofl~~8~~ London SE6 4WN 
Phone/Fax 0181 699 4921 l~=========~=====::v.=== Nintendo 

Castlevania 
DVD 
Lethal Weapon 4 
Tomorrow Never Dies 
Gattaca 
Lock, Stock & Two 
Smoking Barrels 

Out of Sight 
Enemy of the State 
Shakesl!ear · o e 

PlavStation 
· Metal Gear Solid 
Syphon Filter 
Silent Hill 

· V Rally 2 
. Legend of Kain: 
: Soul Reaver 
: Driver 
Bug's Life 
Tiger Woods 99 
UEf Cha s 

£32.99 
£29.99 
£28.99 
£32.99 

£32.99 
£27.99 
£27.99 
£17.99 
£3 . 9 

elda 
Star Wars: 

Rogue Squadron 
South Park 
Carmageddon 64 
F1 World Grand Prix II 

r.fch~~rr~~ 
luhima Online: 

Second Age 
Midtown Madness 
iTA: Kingdoms 
Half Life 
King Pin 
Aliens V Predator 
SimCity 3000 
Star Trek: BOTF 
Cricket Captain 2 
Command and Conquer: 
Tiberian Sun 

£35.99 
£39.99 

£35.99 
£45.99 
£32.99 
£36.99 

£24.99 

£32.99 
£26.99 
£26.99 
£25.99 
£27.99 
£28.99 
£27.99 
£26.99 
£26.99 

£27.99 

Dreamcast Blue Stinger £35.99 
Console & 1 Control Pad £189.99 Sonic Adventure £35.99 
Sega Controller £19.99 Expendable £35.99 
Keyboard £19.99 Virtua Fighter 3tb £35.99 

Coming soon to our website: gaming and computer hardware 

web: www.firstplay.co.uk 
email: support@firstplay.co.uk 

£3.50 p&p for all orders under £60 

EA . 

GAMES : DVD : VIDEOS : MUSIC 
lc:D. I l• I II I @ I SIU : ~:;~•~~~;tom ( Nintendo• ) : ~~;~~~:,oodo 
- •~- ... · °""'""" •Gamogou 

IMPORTS Dreamcast Games IMPORTS 

NEW USED NEW USED 

AERODANCING . . ........ £39.99 .. £24.99 SEGA RALLY 2 . .... . . . . . . £44.99 . . £29.99 

AIR FORCE DELTA . . ... . . . £44.99 . . £34.99 GET BASS+ ROD .. . ..... £69.99 .. £49.99 

BLUE STINGER ........ .. £44.99 .. £34.99 SHUTO KO BATTLE .. . ... . £44.99 . . £34.99 

BUGGY HEAT ............ £44.99 .. £29.99 SONIC ADVENTURE . . . . . . £34.99 .. £19.99 

COOLBOARDERS . .. . . . .. £49.99 .. £39.99 SOUL CALI BUR ........ . . £49.99 .. £39.99 

DYNAMITE DEKA 2 . .. .. .. £39.99 . . £29.99 SUPER SPEED RACING . . . £39.99 .. £29.99 

GIANT GRAM . . . . . . . . . . .. £44.99 . . £34.99 HOUSE OF DEAD+ GUN .. . £69.99 .. £49.99 

KING OF FIGHTERS ....... £39.99 .. £29.99 VIRTUA FIGHTER 3 . . .. ... £34.99 .. £24.99 

MARVEL VS CAPCOM ..... £34.99 .. £24.99 PEN-PEN ................ £29.99 .. £19.99 

POWERSTONE . ... . ... . .. £44.99 .. £34.99 STREETFIGHTER ZERO 3 .. £44.99 .. £34.99 

PUYO PUYO 4 ..... • . ..... £34.99 .. £19.99 GUNDAM ................ £49.99 .. £39.99 

MONACO GP 2 .. . . . ... . .. £34.99 . . £24.99 GODZILLA . . ............ £29.99 .. £19.99 

RED LINE RACING ..... . .. £34.99 .. £24.99 PSYCHIC FORCE ... . ..... £29.99 .. £19.99 

INCOMING . . . . ... . . . . .. . £29.99 . . £19.99 SEVENTH CROSS ........ £29.99 .. £19.99 

TETRIS 40 .. . ... . . . . . .. . £29.99 . . £19.99 TOUKON RETSUDEN 4 .... £44.99 .. £34.99 

SENGOKUTURB ...... . .. £29.99 .. £19.99 MARIONETTE HANDLER .. £34.99 . . £24.99 

cS~ION AGcNTS t~~.~~. ZOMBlcS RcVcNGc t~~.~~. SHcN MUc t~~.~~ 
Please call for availability 

13 THE ARCADE, LITTLE WELLINGTON ST, ALDERSHOT, HANTS GU11 1 EE 
Open 1 0. 00am-6.00pm Mon-Fri • 9.00am-5_30pm Sat 

(Also at Blackbushe Market, Row M1288 Sunday) 

m Bi Tel: 01252 343737 [~ IJ ~ 

m: 0498 897770 I 01782 279294 

id-i.' J :j 'iiititii SAGA FRONTIER. PARASITI EVE, ANAL FANTASY TACTICS, ANAL FANTASY 8, PANZER DRAGOON __ / _l 1 •• ■- SAGA. DANCE DANCE REVOLUTION. FI NAL FANTASY 1·6 ©'8llil WWiffl.00~ 0ii'@;@!. I I: li M,t, wjn1 NEOGEO POCKEH49.99 BASEBALL, SOCCER. TENNIS, KOF R-1, SAMURAI SPIRIT, 
lj. ,11,1, ..... liij, .1,ii,.11,.M.,il,, '1111. PUULE ACE HEADSET, LINK, NINITINDO COLOR GAMEBOY ~M!ill ~ GillW -

THOU!iAI\ID!i OF I\IEW AI\ID U!iED 6AME!i 11\1 !iTOCK 

WE ALSO TRADE AS • , Ask for Colin Dimond on 

NOTTINGHAM: 11 MARKET STREET Tel: 0115 948 4122 NEW WEB~:~:,M:::~,~~tEh~'.~arld.,a.uk 
DERBY: 42/43 CASTLEFIELDS, MAINCENTRE Tel: 01332 206 606 E-moil: soles@onotherworld.co.uk 
LEICESTER: 23 SILVER STREET Tel: 0116 251 5266 
WOLVERHAMPTON: 23 VICTORIA STREET Tel: 01902 717 440 Im ~ Ell ~ 

BE AWARE: CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 



CLASSIF IED TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 2645 OR EMAIL amar.hussain@futurenet. co .u k ~ 

·• •••• .., u 
Tel: 0171 627 5044 I 0797 462 0028 

e-mail: intogames@lineone.net 
into games P.O BOX 2874 W1 A5QS 

~-~,~~"1.ULUlli.J'I'. 
import specialists r 

PlaystaUon, Dreamcast,, Nlft tendo 64 and 
'h dheld softwg,re and hardware 

free same-'1/ay delivery for central Lp ndon ....... __ 

llle Best Mail Order Games on the Internet 

Visit our web site at: www.cybernet-lilmstudio.com 

Special Offerl 
Buy Any Game and Get 2nd for Half Price 

Only one coupon per person, valid until end of October 1999, Coupon must be presented at purchase of game. 

D&W Mail Order 
PLAYSTATION - DREAMCAST - N64 

GAMEBOY - PC CDROM - DVD 

GAMES - CONSOLES - ACCESSORIES 
PC HARDWARE 

WE AIM TO BEAT OR MATCH ANY 
GENUINE PRICE ON UK PRODUCTS 

FOR THE LATEST PRICES PHONE 

0181 289 2124 
OR 

FOR THE LATEST PRICES & PRODUCTS 
SEE US ON THE WEB: 

www.dwmailorder.com 
Phone lines open: 

Monday - Friday 9am 7pm 
Saturday 9am - 12 noon 

All major credit/ debit cards accepted. Cheques to: 
~ ~ D&WMailOrder !a~ 

Business 
- -- ALE 

,,, 0 W @[?O@J (1~@) 

Est. 5 years in prime location: 
5 Market Square, Northampton. 

Two more shops at Weston Favell Shopping Centre, 
Northampton (opposite Tesco's), 

& Swansgate Shopping Centre, Wellingborough (between 
HMV & Argos). 

All have high goodwill factor, business 
profile & repeat custom. 

May sell separately. 

Audited accounts (see web site - or can be faxed/posted) 
show high net profit & turnover. 

New sales methods, such as Money Back - Hire Charge, 
further enhance tl;te business profile, profitability & 

customer loyalty. 
New formats such as PS2, Dreamcast & Game related toys 

& figures will be focused on. 

Business is on offer during a high upward trend; we 
predict Sega's Dreamcast to better the massive success of 

the PlayStation during 2000, & rocketing sales with the 
future PS2 & Nintendo Dolphin. 

Owner wants to sell to concentrate on his family. 

Price Negotiable, & all offers considered. 

Please direct enquiries to Web Site: 
Games-World.co.uk 
Fax: 01604 763285 

Email: rob@rholt.greatxscape.net 
BE AWARE: CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 



CLASSIFIED TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 2645 OR EMAIL amar.hussain @fut u r en et .co .uk ~ 

liames i!OOO 

We al!io !itock: 
liameboy Colar, 
Pokemon, N64 & 
Play!itation Conver!iiDn!i 

9-10 College Terrace, London E3 SAN 
Fax: 0181 981 4052 

IHC. SOUL CALIBUR ETC 

MEED WE SAY MORE??!! 
SHIPPED DIRECT FROM OUR OFFICE IN THE USA USING INSURED, REGISTERED POST TO 

YOUR DOOR IN 3 OR 4 DAYS. IF YOU WANT TO KNOW MORE, GIVE US A CALL. 

"USA DREAMCAST CONSOLE £169.99!!" 
USA DREAMCAST GAMES FROM £29.99 

JAP SAT STILL AVAILABLE INCLUDING, RADIANT SILVERGUN, GRANDIA, SF ALPHA 3, ETC . 
GAME GUIDES FOR ALL JAP RPG'S AVAIL TOO 

WE STOCK OVER 200 MUSIC CD'S AT THE UK'S BEST PRICES· AND All OURS ARE ORIGINAL NOT FAKES LIKE OUR LOCAL COMPETITORS. 

~ "" IF~ ---~ DREAM-TEK, 1A PITGREEN LANE, NEWCASTLE UNDER LYME, 
l::1at,,,,. E) I,~ 11,w,.a ~ NORTH STAFFS STS ODQ OPENING HOURS: 10AM-5.30PM 

.• '" MON-SAT EMAIL: DREAMTEK41 @HOTMAIL.COM 

No PC required. 4x Write 
speed. 8 speed version 
also available for add~ional 
cost. All quality brand CD 
Recorders and CD Readers 
including Sony, Plextor, Yamaha 
etc. Can also be connected to 
your PC i you need lo compi le 
your own data. Supplied with CD 
Recording software for the PC. 

RAVEN GAMES LONDON MAIL ORDER 
74 BROMLEY ROAD, BECKENHAM KENT BR3 5NP 

TEL: 0181663 6810 OR FOR MAIL ORDER & CREDIT CARD ORDERS: 0181663 6822 FAX: 0181663 0046 
PLEASE CALL FOR OUR FULL PRICE LIST 

FIRST WITH THE LA TEST RELEASES 

00 
USA/ .JAPANESE DRE,\MCAST MAClUNRS IN STOCK 
DREAMCAST Ol'FICIAI. MERCHANDISE A\AUABLE 
BELOW ACCESSORIES IN STOCK 
VMS I RGB DECODER BOX, LEAD / CONTROLLER/ SVHS LEAD/ 
VIRTUAL JOYSTICK I RACING CONTROLLER/ POP N MUSIC 
CONTROLLER/ KEYBOARD I RUMBLE PAK / GUN/ MISSION STICK I 
NEO GEO I DREAM CAST LINK CABLE I GODZILLA VMS/ 
KEYBOARD I MODEM 
LATllST SOFTWARE JAPAN 
SONIC INTERNATIONAL 
CARRIER 
MESSMERISE NIGHT 
REVIVE 
ZOMBIES REVENGE 
D2 
SUMO WRESTI.ING 
ALL JAPAN WRESTLING 4 
CLIMAX LANDERS 
SPACE GRIFFIN 
SOUL CAUBUR 

l .ATEST SOFfW..\RE VSA 
MARVEL VS CAPCOM 
KING OF RGHTERS 99 
TOM CLANCYS RAINBOW 6 
SOULRGHTER 
GET BASS + ROD 
WWF 
STREET FIGHTER ALPHA 3 
NBA2K 
SNOWBOARDING 
EVOLUTION 
TESTDRIVE6 
FIGHTING FORCE 2 

~ NEOGEO 

NEO GEO POCKET COLOUR .................. .£59.99 
COLOUR SOl'l'WARE 
KING OF FIGHTERS R 2 
PUZZLE BOBBLE MINI 
CRUSH ROLLER 
WORLD SOCCER 98 
METAL SLUG 
PUYOPOP 
PACMAN 
ACCESSORll,:.S 

TENNIS 
BASEBALL STARS 
DERBY CHAMP 
SAM SPIRITS 2 
FATAL FIJRY 
TURF MASTERS 
SNK VS CAPCOM 

NECK STRAP ........................... .£12.99 OFFICIAL HEADPHONES ......... £14.99 
LINK CABLE ............................. .£19.99 LINK CABLE DREAM CAST ..... £24.99 
All above now available in USA versions 
NEO POCKET B/IV MACHINE £34.991 ALL B/W SOFfWARE £ I 9.99 

l'J.f.ASE CALL .-ORA FlJLLLI.ST OF HARDWARE AND SOffi\l\RE 
BELOWJSAS~L\LLSELECJ"IONOf.G,\MESJNSroCK 
GUNHEAD / SPLATTERHOUSE / SUPER STAR SOLDIER / LEG-AXE / 
SMJNOBI/ R TYPE/ PC KID/ GRADI\JS / FINALSOLDIER/P47 / 
CHAN AND CHAN/ M01DROADER / FINAL LAP/ J. CHAN KUNG FlJ I 
ORDYNE/ ALIEN CRUSH/ DRAGON SABRE/ ADVENTURE ISLAND 

■ 50/60HZ CONVERSION - PLAY ANY GAME (NO BORDER) .................... £44.99 
P+P£10 

S(Wfl,\'.4.RE STILL IN STOCK 
FINAL FIGI-IT I ST FIGHTER ZERO 3 I SHINING FORCE 3 PT.3 I SHINING FORCE 
3 PT.2 / RADIANT SILVER GU 'I DEAD OR ALIVE I ALL CAPCOM 
GENERATIONS I DRACULA X / MARVEL VS STREET FIGHTER I KING OF 
FIGHTERS 97 I MAGIC Kl'HGHT RAY EARTH (USA) DUNGEONS & DRAGONS 
+ LITTS MORE ............................................................... PLEASE CALL FOR FIJLL LIST 

SEGA NOMAD (USA) IN STOCK...................................... .. . ..................... .£89.99 
SEGA NOMAD CONVERTED TO RUN UK/USA GAMES ....................... .£! 19.99 

II 
J1J..EASP. CALL FOR LATEST \1All. OROF.R PRJCE..'- ON HELOW SOFfWARE 
JAP I US.\ I UK - BASS FISHING+ ROD / GALLOP RACER / CRASH TRACING / COOL 
BOARDERS 4 / FIFA 2(00/ Kl GRAND PRIX I READY 2RUMBLE/ TOM G RAINBOW 6/ 
BIO HAZARD 3 / JOHN MADDEN 2000 / SLED STORM /TEST DRIVE 6 / SHADOWMAN 
/ BROKEN SWORD 2 / QUAKE 2 / WCW MAYHG\1 !TORA & KOBLlN / DINO CRISIS / 
GRAN 11JRISMO 2 
RPG\ li'J STOCK - FINAL FANTASY ANTHOLOGY / THOUSAND ARMS / JADE 
COCOON / ARC THE LAD 3/ ALUNDRA / BRIGANDINE/ LUNAR (LTD EDm ON)/ 
LEGEND OF MANA/ VANDAL HEARTS II / AZURE DREAMS/SAGA FROITTIER /TALES 
OF DESTINY I LEGEND OF LEGAIA / STAR OCEAN/ FINAL FANlj.\SY vm (USA) 
SONY PL.\\STA110N ACCl!SSORlf,S 
RGl3 SCA RT LEADS ........................... .£6,99 MEMORY CARD .............................. £6.99 
RF UNITS ..................................... ....... .£14.99 POCKET STATION ........................ CALL 

MANY l\·tORE A('('ES<.iORIES AVAII . .ABLE 

LATF.~T SOVIWARE 
BANGAIOH I WINBACK I READY 2 RUMBLE/TUROK RAGE WARS/ CASTI..EVANIA 
LEGACY I JETFORCEGEMlNI / SOlJfH PARK RALLY I J LEAGUE99/ RES EVIL 2 I 

DONKEY KONG64/R11XiE RACER 

OWN YOUR OWN HOM!· ARCADE MACHINE 
AS ItATIJRED ON TV AND REVIEWED IN THE EDGE 

SUPERGUN DELUXE INC. JOYPAD ................. ......... ...................... .. £179.99 
6 BUTTON JOYPAD ........ £24.99 3 BlJITON JOYPAD ................ £19.99 

O'lllliR E.TI'RAS AVADABLE / H Jll BACK UP SERVICE 
BELOW ARCADE PCHS IN SlOCK · PLEASE CALL FOR FULL UPDATED LIST 
GR\'ZOR (V) £65.00 / FIRE MUST.A.NG £30.00 I SEARCH+ RESCUE (5) □0JX>/ MORTAL 
KOMBAT f:15.00 1 STRIKE FORCE £95.00 I GREAT 1000 MILE RALLY £80.00 I NOSE TO 
TAIL (V) £30.00 / MYSTIC RIDERS £75.00 / SUPER COt\'TRA (V) £65.00 I SHADOW 
WARRIORS £65.00 / ROBOCOP II £75.00/ POW £55.00 / GHOST AND GOBLINS £95.00 / 
COM.~·lANDO (V) £65.00 I CHAMPION WRESTI..ER £50.00 / KNIGI-ITS OF THE ROUND 
£95.00 I DOUBLE DRAGON £50.00 I FORGOTTEN WORLDS £95.00 / BLACKHOLE (V) 
£35.00 I E SWAT £75.00 / DD CREW £70.00 / BATTLE RANGERS (BLOODY WOLF) £30.00 
I SPIDER.i\,IAN £115.00 / DODGE BALL £25.00 I PARODIOUS £85.00 / LEGEND OF KYRA 
£35.00 I TIGER HELi (V) £65.00 / DARK SEAL £65.00 I SHINOBI £75.00 / WRESTLE WARS 
(V) £65.00 I WORLD CUP 90 £25.00 I CHOPPER I (V) £45.00 I EURO FOOTBALL CHAMP 
£35.00 I MAIN EVENT WRESTLING £45.00 / SHOGUN WARRIORS £45.00 I DUNGEONS 
AND DRAGONS: TOWER£ 169.00 / GREEN BERET £55.00 I TETRIS (V) £45.00 I MAGIC 
SWORD £110.00 I GOLOE.N AXE £75.00 / IMAGE FIGHT {V) £70.00 / WRESTLE FEAST 
£50.00 I NEMESIS £95.00 I NEW ZEALAND STORY £95.00 / FIRE SHARK (V) £55.00 I 
TOKI £55.00 / BOMBER.i\1AN WORLD £70.00 I SNOW BROfHERS £65.00 I OLYMPIC 
SOCCER 92 £60.00 I RACK EM UP (V) £30.00 / 1943 (V) £65.00 / WARD~ER £40.00 / 
BELLS & WHISTI..ES (V) £75.00 I SIDE ARMS £75.00 I SUPER ST FIGHTER ZERO 2 
£135.00 / ST FIGHTER 2 TURBO HYPER £85.00/ ST FIGHTER EX £1 45.00 / ST FIGHTER 
2 / CHAMP £75.00/ ST FIGHTER 2 WORLD WARRIORS £70.00 
Please nme that all pcbs are origi,u1f j,uw,ui a,uf are all fully rested before being sent 
(V) = VERTICAL GAME 

WE ALSO STOCK 

VIRTUAi. BOY / 3DO / ATARI LYNX/ JAGUAR/ SNES I SEGA MEGA 
DRIVE/ LATEST GAME HINT GUIDES/ JAPANESE MAGAZINES/ 
COLOR GAMEBOY / USA ACTION FIGURES I DVD REGION 2 

USED TITLES AVAILABLE - WE ALSO DO REPAIRS AND CONVERSIONS 

OPENING HOURS MONDAY-SATURDAY 10AM - 5.30PM WEDNESDAY lOAM-IPM 
P+P: 1 GAME £ 1.50/2 GAMES £2.50 ETC./ MA C H INES £10/ PCBS £ 10/ SMALL ACCESSORIES £1.50/ NEXT DAY DELIVERY AVAILABLE 

PLEASE NOTE: ABOVE PRICES ARE MAIL ORDER ONLY. SHOP PRICES MAY VA RY 
PLEASE CALL FOR A FULL PRICE LIST/ PLEASE MAKE CHEQUES PAYABLE TO RAVEN GAMES LONDON/ TRADE ENQUIR IES WELCOME 

ALL ABOVE SUBJECT TO AVAILABILITY ESTABLISHED S INCE 1988 

BE AWARE: CHIPPING VO IDS ANY SONY UK WA RRANTY ON YO UR PLAYSTATION. PROCEED AT YOUR OWN RIS K 



TRAINING AND COURSES TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 2645 OR EMAIL amar.hussain@fu tu re n et .co .uk ~ 

TO ADVERTISE 

CALU AMAR HUSSAIN 

EMAIL: AMAR HUSSAIN@FUTURENET.CO.UK 
•~~~sr~f(\.tr.~);:?t:< '.-c' 

J ~_~EflH0NE: 020 7317 2645 
~•j j<•:;;:_s_·. ·•; • 

FREE DESIGN / TYPESETTING SERVICE AVAILABLE 

0 Want to get into Games, 
Animation or Television? 

Announcing a new Government sponsored training 
and research fac ility in the centre of London to get 
people into the Games and TV industries. This is an 
initiative to bring new ta lent into the industry and is 
supported by the DfEE, top facilities houses and 
hardware/ software manufacturers. 

We are launching in September. 

More details? 
Ask for information on "The Finishing School" 
CREATEC, Ealing Studios, Ealing Green, 
London W5 5EP Tel/fax: 0181 758 8619 
courses@nfts-createc.org. u k 

3D Animation O 30 Studio Max O Maya fqr Beginners 
and Advanced O SoftJmage Beginners and Advanced O 
Designing for Virtual Sets O and more 
Digit.al Compositing and Effects O Avid Media Illusion O 
Quante! Editbox O Quante! Henry O Aft.er FX 4.0 O 
Premiere 5 0 Avid Digit.al Studio O Discreet Logic Effect 

O Discreet Logic Flame O Discreet Logic Edit O and more 
2D AnimationO Toonz O Flash O Animo O and more 

National 
Film @ 
Television 
School 



CLASSI FI ED TO ADVERTISE CALL AMAR HUSSAIN ON 0 20 7317 2645 OR EMAIL amar.hussain @futurenet .co .uk ~ 

l=OR CASH OR EXCHANGE 

CONSOLES 
COMPUTERS 

GAMES 
RETRO & MODERN 

COMPUTER & GAMES EXCHANGE 
65 Notting Hill Gate, London W11 JJS ff Offl 221 tm 

BUV • SELL • TRADE 
POST.AL SERUll:E .AU.AIL.ABLE 
OPEN 7 DAYS 10am - 8pm 

Please bring official ID with address & 
signature when selling/exchanging 

s 
3D0 S T 

NINTENDO 
Y G R 

A PC 
COMPUTER & VIDEO GAMES 
IMPORTS AND EXCHANGE 

ALL MAJOR CREDIT CARDS ACCEPTED 

9 Wilton Parade, High Street, Feltham, Middx. TW13 4BU 

* Open I 0,6 Monday,Saturday & 12•4 Sunday 

ff 0181 893 2100/844 2575 <p- 0181 844 1944 

AnER HOURS LINE 6PM•IOPM 0973 552398 

SONY PLAYSTATION 
TSC-PAL Convortor, Memory Card, Panther 
'&ht Gun & Pcdlll, Soart Lead, Coloured 

cue, Pocket Station, OancJng Mo.t, I.Jnk 
Cable , Joypad Extcntlon cable, Guncon 
Adaptor, Pocket •ky I Remote Control for 
Movie Card, Jordan Racln1 Wheel 

GAME BOY GAMES 
Pokemon Blue (USA) Pokemon Yellow 
Pokemon Red (USA) & Green 8V8ilabte 
Pokemon Plnbell (USA) on JAP. £CALL 

VCDS ALL £14.99. no subtitles. 
Bugs Life, I still Know Whal y ou Old Lu i 
Summer. Ever After. Future Sport , Avengers. 
Knock Off, Negotiator. Soldler. Holy Men, 
Enemy Of the State , Ronin . Excorclst, Thin 
Red Line, She's All Thal , Urban Legend. 
PLUS MANY MORE .•. SEND A SA.E ro r 11, 1. 

Retro. All dcmic miOOS 

in1'~~rii°!fv~~f~= 
otol(_)gl.J4:! of dossic hardware ond 

of colleooble items fOf sole. 

ISSUE 22 OUT NOW! 
PC ENGINE · FEATURE 
+ retro news, free ads & more 
+ BIG GAME & WATCH FEATURE ·················································· ·· Send today for latest Issue and our lree 

catalogue enclosing a cheque/PO for £2.50 
payable to 'G Howden' and post care of: 
RETRO CLASSIX (EDGE) 

4 CHATTERTON AVENUE, LINCOLN LN1 3TB 

hllp //members aol.com/BClass1x1/INDEX html 

No Hassle No Fuss 
Simply the best place for all your Gaming Hardware needs 

00 
PIAY!iTATIDI\I DREAMCA!iT 
1 M<gMemCaro 1Sslots 0 .99 Console 
8MegMemCard120slots £10.99 NTSCtoPal Convertor 
24 Meg Mem C.ml 360 slou £15.99 ~:;'.::, it 
Date1 48MegMemC.rd720slou £22.99 I\III\ITEIIIDD 64 
Datel96M<g MemCard1440slou 09.99 1 M1,MemCard 

~~~::;r> £m; ~t M4!~emea-d 
Blaze Explortr Pro £44. 99 Datel Game BooSler Gameboy lo N64 
Dual Shock coloured see ll1ru Pads £13.99 Datel Action Replay Prolessional 

~~~DG,!~~~gPad £r1ii:: ~%.is 
DualShockannyPad £16.99 RFUruts 
Mi1i Ligl1t Gun GCON £17.99 OffiGAMicial KeychainsE DY. 
S<OIJ>ion ReroilPist~ £17.99 EBDY 
£razer MPS £18.99 ~~~~or Case 
Jordan Grand Plix Racing \\1ieds/ l'<dais £44.99 Pockel ut,1 Magnifier 

= ~Convener rro:2:~ =:ic~1=~"'&Magnifier) 
\lnyl DuSlcover (colours) £6.99 Pockel/Color AC Adapler & Batt Pad< 
YCO l'iay<rwilhgameenhance 09.99 Link Cable 
VCD ~fr, Red RemoteConlrol Unn £17.99 Pockel/Color Shod< W... 

Cal 
£18.99 
£9.99 
£9.99 

£5.99 
£24.99 
£26.99 
£29.99 
09.99 
£11 .99 

Fnxn £4.99 
£11.99 

Fnxn £2.7S 

£59.99 
£7.49 
£6.99 
£17.99 
£7.99 

£10.99 
£6.99 

£12.99 
Hi Res Vorl)i Case Slick"' £4 .99 Ml§C 
Rtpiacemenl coloured see ll1ru Shells £17.99 Orange Pay As You Ta~ Mobile Phones £0 .99 
UriYersa1 'Sleailhbustei' PiaySlation, Pay As You Go Vouchers Avallable lrom £10.00 
fully colour-correeted cirtuniy wilh L'1Mr,al Sleering 1"1-.d/P,dal Set PSX/N64 £29.99 
anti-chipdel<dionsystem £109.99 ~~~6!(..,DrtancaUloPCMoritor ~rn 

Call our Order Hotline FREE on 0800 542 61 69 
p~~: ~ur0~et~n: ~a~:~":, ~~~~:~i?~r~'!· ~:;s ai;i~~~~~,t~J=e. 

All prices correct at time of going to press. 

We res~7i~~~~;jn,r~~~JktrR~~c~1~~~! notice. 
•excludes steering w heels, • small extra charge required. 

All major credit/debit ca rds accepted. 

GAMETRON 
EXCHANGE 

56A King Street, Cambridge CBl lLN 
Tel/Fax: 44+(0)1223 462 825 

BUY - SELL - EXCHAIVGE 
DREAMCAST CONSOLE .......... £149.99 
SCART CABl,E .............................. £12.99 
SCART CABLE (PL~Y ALI.) ......•. £24.99 
CONTROLLER ..•...•......•.•.•.•...•.•.• £19.99 

ARCADE STICK •.•.•.••.....•.•.•.•......•.•.•.•........•.• £39.99 
CONVERTER (TBA) 
SMART:! NTSCIPAL. .•...••...•.•......•.•.•.•........•.• £39.99 

SOFT\\ARE 
J.L[AGUE SOCCER ................. ...•...•........... £49.99 
SONIC (IN ENGLISH) •....•.•...••.•.•...•.•.•..••..• £44.99 
ESPION AGENT •••.•.•••...•..•.•.•......•.•.•.•...•..•.•.• £34.99 
WMBIE REVENGE ········---- .• £49.99 
SHEN~IUE .••.•.•.•.•.•.•......•.•.•.•........•.•.•.•.•....•.• £69.99 
JO JO ADVENTURE •.•.•....•.•......•...•.•.•.•.•...•• £49.99 
VIRTUA ON 2 ••..•.•.•.•.•.•....•.•.•........•.•.•.•...•....• £49.99 
STAR GIADIATOR 2 ................... ................. £49.99 

■SOFr\\,\Rl 
DINO CRISIS ...•....•..... £39.99 
BIO•HAZARD 3 .......... £49.99 

GAME HUNTER (p l11,· lmpor1) ••••• • £9.99 

GAMEBOY COLOUR ...•...•...•....•. £64.99 
POKEMON ycllow ................... .... £29.99 
POKEMON SOFT TOY .......•.•••.. £12.99 
BIG POKEMON SOFT TOY .....• £19.99 

PLAYSTATION 
~ 

PRE-ORDER 
~C.W!! 

Trade & nholesale prices please fax 
Tel/Fax: 4 4+(0)1223 462825 

Email: GAl\11<:T RON @UKl-'.NE r 
WWW.GAI\IET RON-EXCHANGLCO.l l K 

\\ hen calling, please quote Ref: 5<,A 

DANIEL BELLOTTI • PHOTOGRAPHY • 0956 384 388 • FAX O 181 788 8866 

BE AWARE: CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 



CUTTING-EDGE COIN-OP S FROM ACRO SS THE GLOBE 

JAM 8 0 SAf AR I 
Devel< sega R&D#3 

Rei out now 

Or n: Japan 

DRIFT TURN 

A number of different 
park rangers are 
available for selection, 
although the variance 
in their performance 
levels is negligible 

114 £DG£
0 

SEGA VENTURES INTO JUNGLE TERRITORY FOR ITS LATEST INNOVATIVELY STYLED DRIVING GAME 

n the wake of Crazy Taxi's success, 

it's little surprise to see Sega further 

exploring such whacked-out driving territory. 

Clearly cut of different cloth than the likes of 

Sego Rally and Daytona USA, Jambo Safari 

leads you into the jungle in a four-wheel-drive 

vehicle, urging you to collar various species 

of animals to populate your safari park. 

Adopting a premise somewhat similar to that 

of Taito's aged game of crim-hunting, Chase HQ, 

key animals are targeted as you hurtle towards 

them. The target works on a semi-automatic 

basis, growing in size as you approach the beast, 

and players must snap out a lasso by operating 

a gearshift-style stick next to the steering wheel. 

As the animals stampede like the dinosaurs of 

'Jurassic Park', capturing them can be tricky, 

demanding that you carefully adjust your driving 

Once an animal has been roped, you must keep one hand on the wheel as the 
other controls the lasso. A tension meter tracks the danger of snapping (above) 

line as you attempt to reel the animal towards 

the vehicle, taking care to monitor the tension of 

the rope as you would a fishing line. Making the 

task easier is the game's sparsely populated 

terrain, which gives you plenty of room to 

manoeuvre as you wrestle with wildlife. 

With over 200 species of animal included, 

Safari is clearly not a halfhearted production 

on the part of Sega, despite its rather odd 

leanings. As another of the company's 

burgeoning array of Naomi titles, a Dreamcast 

conversion is assured, further broadening ~ 

the already diverse appeal of the format. .LS 

Brief descriptions of the terrain and animals 
you'll encounter precede each of the levels 

The Naomi board 
allows for a fair 
amount of detail on 
the numerous types 
of wild animal that 
populate the game 



S_PAWN· IN lHf □ fMO[_S HAN □ 
CAPCOM ONCE MORE INDULGES ITS COMIC BOOK-TO-VIDEOGAME CROSSOVER FASCINATION 

Dev~1 Capcom 

Releas TBA 

The levels have suitably 
comic book-style titles. 
Indeed, the game's 
entire content has been 
approved by Spawn 
creator, Todd Mcfarlane 

C 
apcom has often brought comic 

book heroes to the arcade world, 

most famously with characters of the Maivel 

universe, but now the newer and more 

fashionable Spawn character is the focus of 

the company for its latest project. Running 

on Naomi technology, Spawn sets out to 

seamlessly meld elements of fighting games 

and shoot 'em ups, presenting a thirdperson, 

over-the-shoulder view of the action. 

Graphically, Spawn pushes Sega's 

'economy' coin-op hardware as hard as any 

other title to date, and stands firm alongside 

homegrown output such as Out Trigger, Todd 

McFarlane's designs comfortably lending 

themselves to transition to the videogame 

realm and the excesses it affords, allowing for 

an enormous selection of attacks. Guns, swords, 

spears, grenades and landmines all make an 

appearance, many of which should be 

immediately familiar to the comic book's fans. 

Gameplay takes place over ten levels, 

running through earthly reality locations to 

an eventual hidden evil world. Each level is 

constructed as a full-3D arena-style area, with 

stairways allowing for multilevel play. 

Though the Spawn character is the game's 

focal point, Capcom has included over ten 

playable characters for selection, some good, 

some bad. Further combatants are set to be 

hidden away in the final game, too. 

Despite being one of the first titles to 

make use of the Naomi architecture's network 

capability for fourplayer action, standalone 

Spawn cabinets will also be operated, which 

should give the game a chance to make an 

impact within the walls of the UK's more 

conseivative arcade establishments. 

The default view offers a 
close, over-the-shoulder 
view, although it pans out 
when the action hots up. 
Players can choose between 
a selection of characters 

Four players came split 
into two teams of two 
in the Team Battle mode, 
while Battle Royal sees 
everyone kicking lumps 
out of everyone else 

£DG£• 115 



CU TTING-EDGE COIN - OPS FROM ACROSS THE GLOBE 

f_f RR A RJ _f 3 5 5 TWIN 

Developer Sega R&D#2 

Release: Out now (Japan) 

Origin Japan 

Shenmue's 'Passport' 
disc allows FJ35 Twin 
players to view their 
performance on a 
Dreamcast at home, 
via VMS downloads 

SEGA SCALES DOWN ITS SUPER-REAL RACING SIM TO MAKE A MORE DREAMCAST-FRIENDLY PROPOSITION 

aving enjoyed considerable success in 

H Japan in its original three-screen format, 

Yu Suzuki's supreme racing simulation now 

enjoys a new life as a singlescreen coin-op, a 

concept brought about chiefly in order to provide 

linkup play between two or four players. While 

the deluxe version will remain in active service, 

dual networks of the scaled-down version are 

intended to reignite the classic Sega social 

gaming aspects of the likes of Daytona USA. 

Of perhaps greater interest to Dreamcast 

owners is the coin-op's VMS compatibility, which 

replaces the paper performance printout of the 

deluxe model. Now, having completed a race, 

DC owners can plug memory units into the 

coin-op and download performance data which 

can be taken home and analysed on a TV screen 

being fed the requisite software, which 

represents your driving (replicating the fu ll car 

model) against a simplified version of the track 

on a blue backdrop. Put simply, this feature is an 

F355 completist's dream come true. 

Played within the confines of a single screen, 

F355 does not suffer as much as might be 

expected. The ratio has been adjusted to allow a 

wider view, and this cut-down iteration suggests 

The close-bonnet perspective is still the best view if you want a realistic 
sensation of speed and an accurate feeling of control over each vehicle 

that the original's 'surround' display is more 

luxury add-on than fundamental component. 

Via VMS compatibility, Sega has further 

bridged the gap between coin-op and console 

with F355. Moreover, the eventual home 

version is set to enjoy a wealth of 

longevity-bolstering embellishments. 

.. , .. . 
-i ... ~.','·., . _., .. 
~ 

Onscreen dials and speedometers are unusually placed at the bottom of the screen, which may 
prove distracting to gamers used to seeing indicators pushed into the top corners of the screen 

◄ 116 £DG£• 



SA MJJ U_lA_MlGJL 
DeVelol,,, Sonic Team 

Release: out now (Japan) 

OIi Japan 

Shaking a pair of 
maracas may not be 
as physically taxing 
as manoeuvring a pair 
of skis, but some UK 
arcadegoers may 
remain equally reticent 
to sample Samba's 
delights, if only for 
fear of ridicule 

SEGA FOLLOWS KONAMl'S DANCE ROUTINES ALL THE WAY TO LATIN AMERICA FOR A NEW RHYTHM-ACTION TITLE 

here was an unusually high number of 

T coin-ops jostling for the 'oddest concept' 

award at the recent JAM MA event in Tokyo, with 

Sega leading the pack with the likes of Typing of 

the Dead and this, the first rhythm-action title 

from Yu Suzuki's Sonic Team. 

Following in the steps of Konami's established 

BeMani series, instead of the breakdancing-cum­

Twister gameplay of Dance Dance Revolution, 

Samba De Amigo requires you to mimic a maraca­

toting monkey to the beat of Latin American music. 

Visually, the game is bold and simplistic, with 

loud images reminiscent of those in Um Jammer 

Lammy. Clearly this isn't a move to follow the 

semi-serious scratching action of the Beatmania 

series, but rather a simple exercise in childlike fun. 

Reports suggest that other coin-op producers 

within Sega expressed concern over Sonic Team 

dabbling in the arcade scene, but, judging by the 

crowds Samba De Amigo drew at JAM MA, ,f2 
they had little reason to worry. 1-==i 

Simplistic graphics reflect the lighthearted nature of the game, although this seems something of a waste of Naomi's power. 
The dual maracas set up does limit the difficulty of possible combinations, though proceedings can still get surprisingly hectic 

£DG£
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

SUPER Fl CIRCUS 
As the Formula One season draws to a close gamers ru:.e.12are to relive their favourite highlights with titles from the ever­
growing racing sim . enre. Todayl g@Qhics may_Qush realism but Ed e remembers what was 12ossible in the realm of 2D 

Despite this being 1992, Williams 
didn't always win, thanks to the 
early innovation of virtual car tuning 

D n a world of polygons and realistic dynamics, 

it's difficult to believe that some of the best 

gaming interpretations of F 1 can be seen in 

Nichibutsu's FI Circus series for the Mega Drive 

and Super Famicom. Never released in the west, 

it's easy to understand why most gamers ran a mile 

when they first spotted these titles at their local 

importer. Even then, the top-down graphics looked 

simplistic, while audio was basic at best, and physics 

were only loosely approximative. Hardly the sort of 

thing you might invest £60 in, then. 

And yet FI Circus captures the essence of 

Formula One excellently. Made before the FIA 

introduced a series of castigatory regulations designed 

to make the sport safer and more TV-friendly, FI 

Circus delivers all of the atmosphere associated with 

early-'90s Fl: slick tyres, fast circuits, ludicrous 

slipstreaming, and drivers like Senna, Prost, Berger, 

Mansell, Schumacher and Alesi (although not all the 

versions of FI Circus were fully licensed). 

Developed in conjunction with the Lotus F 1 team, 

Super FI Circus imitated its real-life counterpart to an 

(at the time) unusual degree: all the marshal flags were 

present, car elements deteriorated, dynamic weather 

demanded nail-biting realtime pit strategy (do you go in 

for a set of wets or risk staying out and hope the rain 

stops after a couple of laps?), and retirements were 

common. Which all meant races could be lost on the 

first corner (spin off the track into the nearest tyre 

barrier and it was game over) - a seemingly harsh 

touch, perhaps, but endearing to diehard F 1 fans. 

Ultimately, catching a powerslide, judging pit stops 

or slipstreaming past a competitor in FI Circus provided 

more excitement than anything the majority of 

today's polygon-laden equivalents can muster. 

Harsh but fair, Super F1 Circus was a less-accessible version 
of Nichibutsu's similarly styled coin-op driving experiments 

Despite crude (yet likeable) visuals, F1 
Circus captures the excitement of Formula 
One with remarkable aplomb; it's more 
than just dynamic weather and a pit crew 

Manufacturer: Nichibutsu 1992 Developer: In-house Super Famicom/Mega Drive 
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EDGEVIEW 
The video _ ame world never stands still rid ing the breaking wave of advancing technolog_Y.. In this regula r column 
Mg~ _ _r,2 uts the industr~P-[_Qgress in 12ers12ective with a look at Y.esterY.e ar's headlines: five Y.ea rs ago this month 

Edge issue 15, December 1994 

Neo-Geo power without the 
pain of Neo-Geo software 
prices. But did you buy one? 

1r.11 s the CD storage revolution 
r.J1 prepared to take fu ll hold, the 
intro of E 15 ruminated on the potential 

the medium might hold. Imagine, Edge 
pondered, the prospect of PlayStation 
titles such as Ridge Racer clocking in at 
E25 - half the price of SN ES carts of the 

day. (Of course, Sony's prelaunch hype 
machine had been working overtime at 
this point: the first wave of PlayStation 

games infamously costed as much as 
carts. Not even Edge could cut a swathe 
through such bending of truths.) 

Of more interest to the most hardcore 
of readers, however, was the news that a 
CD-driven update of SNK's four-year-old 

Neo-Geo console was waiting in the 
wings for an official UK release. The 

prospect of Samurai Shodown for E45, 
not E200, suddenly became very real. 

Jaguar Fight For Life jostled against 
PlayStation Toshinden in El S's Prescreen 
section, the merits of the two beat 'em 

ups proving strangely prophetic for the 
host consoles in question. 

Yet Atari remained confident. After all, 
mailorder ads in EI 5 offered a Jag and a 

copy of Cybermorph for a mere E230. 
What hardcore gamer could've ~ 
resisted such temptation? (Ahem.) L..:::J 

I -------•-----~-­- ·- - - ... ,--- ·a..-.""'""" __ ,__, ... ·----- .. ·•-OC.•--·-- ... '1. _!:.· .,, . 

Clockwise from top left: to some gamers, this new format warranted more 
attention than the PlayStation; Edge's first in-depth look at retrogaming; 
a 10-200/o-complete Saturn Daytona USA; Return Fire, a rare 3DO classic 

Did they really say that? Did Edge really say that? Testscreens (and ratings) 

Mag,c Carpet (PC; 9/ 10), Ecstotico (PC; 8/ 10), 

Micro Machines 2 (Mega Drive; 8/ 10), FIFA 

lntemationol Soccer (3DO; 7/10) 

"It's doubtful that some of these new polygon systems .. are 'While that's fine for catching up on [Neo-Geo) classics like 

going to be able to do [3DO Rood Rosh's 3D horsepower Magician Lord and Nam '75 .. .' Classics? Sure, the videogame 

and 2D character animation] very well" - RJ Mical, 3DO VP industry was in a rut in 1994, but things weren't that bad 

PIXELPERFECT 
Every_gamer has occasional moments of s12arkling excitement be it the first time 5 eedba/1 booted UP-, or com 12 leting_ 
Sabrewulf. Here original Bitma Brother Mike Montgomery recalls the nightmare-inducing 3D RPG, Dungeon Master 

[i] ver ten years later, occasionally I still 

have this recurring dream. I'm trapped 

in this long dark corridor. It smells of damp and 

danger. I smell of sweat and fear - but there's 

no way back. Only forward. I move slowly 

towards the end of the corridor, turn the corner 

and .. (SFX: Niwwit! NiYWit! Niwit~ 

AAARGHHH! It 's a HUGE PURPLE WORM 

HITTING ME, HITTING ME, HITTING ME, 

SLASHING, TEARING .. and then I wake up. 

Dungeon Moster, eh? It can really screw 

you up. It stole three weeks of my life back in 

1988 and the occasional good night's sleep 

ever since. We were doing the rounds of 

publishers - things were a bit less corporate 

then - and a certain guitar-playing development 

manager was trying to get us to sign Speedbo/1 

with him. "Take a look at some of our other 

stuff," he said, and gave us a copy of Dungeon 

Master on the Atari ST, the first game to really 

get inside my head. 

Three weeks later, we came back totally 

shagged out. We signed - I mean, we hadn't 

had time to go anywhere else. Well, that and 

the fact that he promised never to play 

the guitar in front of us again ... " A videogame legend apparently 
enough to permeate the slumber 
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( out there) coNsuMER TECH 

Marantz RCSOOO universal Remote control 
■ * £280 ■ COntact 01753 680 868 

While it's great to fill your house with hundreds of shiny black boxes to _deliver the best in home cinema 

entertainment, you'll soon find yourself swamped under a tidal wave of remote controls. Simple events like 

sitting down to watch 'Seinfeld' will be blown out of all proportion as you frantically search for the correct 

controller for your telly while desperately seeking the hi-fi remote to shut off the CD player. 

Unless you want to develop octopus arms, you could do worse than shell out £280 for the latest Marantz 

Universal Remote. The RCSOO0 is a vision in chunky champagne and means that you can chuck your expansive 

remote collection out of the window. 

Already preprogrammed for a shedload of Philips and Marantz kit, you can expand the RCS000's horizons 

by switching it to learn mode, pointing an original remote at it and pressing all the buttons you want to transfer. 

Then it's just a case of customising the touchscreen to include all the controls you want and programming a few 

macros so one touch turns the telly, DVD player and amp on before tuning them all to the correct settings. 

·;een t,e \mes am le 
eel'\ IHOID>, 

a1enaa1 
nannels 
contac'5 
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Note ,a¥.el 

s 

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

casio E-105 
■ * £500 ■ COntact 0208 450 9131 

PDAs just get better and better. A few years ago we 

were as happy as Larry when our Palm Pilot told us not to 

forget Auntie Beryl's birthday on its low-res screen. Now. 

it's a different story. We want colour, we want multimedia, 

and we want gimmicks. Casio's E- I 05 has all these. 

With a 240x320 TFT colour LCD screen and 32Mb of 

RAM, the WinCE machine also handles movie trailers and 

video clips thanks to its Mobile Video Player. Best of all, a 

special encoder lets you play back MP3 files. 

The package is completed with an integrated 

monaural microphone and speaker. Type II CompactFlash 

slot and eight-hour Lithium battery which copes 

remarkably well with the power-hungry screen. 
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Tissot Bodyguard watch 
■ *£1 50 ■contact 01703 646 800 

Save hiring a Kevin Costner lookalike to constantly 

watch your back (and let's face it who would want 

that?), there's only one real way to keep yourself safe 

nowadays: personal alarms. 

Now, these are great when you're walking through a 

dark alley with not a care in the world, but if someone does 

attack you, you'll no doubt be left scrabbling about for the 

rip cord just as the bad guy makes strawberry jam of you. 

What you need is the Tissot Bodyguard Watch, an attractive 

timepiece that doubles as an alarm. 

When in trouble, just click the two side buttons and a 

105-decibel bellow will saeam out To give you an idea how 

bloody loud that is, try standing by a passing Inter City 125 

tra in and you'll almost experience the same levels of sound. 

Peace of mind can be yours for a mere E 150. 

Pioneer MEH-P9000R ICE System 
■ *£650 ■ contact 01753 789 789 

Think your in-car system's pretty damn fine? Well, think again, because it has nothing on the 

new Pioneer unit that's getting motorheads in a terrible spin. 

After ten years in the lab, the Pioneer men in white coats have released Organic Electronic 

Luminescent displays on to an unsuspecting world - and the results are pretty impressive. Stick 

the MD player on demo mode and you'll be greeted by wonderful 3D cityscapes, complete 

with visiting UFOs, all in glorious technicolour. Thankfully, this eye candy calms itself down while 

you're driving so that you can keep your eyes on the road. 

Soundwise, the system is better than most with its direct sub drive sending all the bass to 

the rear speakers whi_le the front handles either 50, 80 or 125Hz frequencies. 

As if that wasn't enough, an extra 500 quid wi ll secure you the optional Digital Audio 

Broadcast unit, allowing you to listen to your favourite artists in all their digital glory. Heaven. 

Edge has attempted to state prices wherever possible, but for up-to-the-minute information, check adverts in the national press or contact your local consumer electronics dealer. £DG£
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( out there) REPORTAGE 

Game merchandise, Akihabara style 

Japan: Ever wondered what videogame journos take to game exhibitions with them? 

Well, don't bother - it doesn't get much more exciting than a notepad, pens, a tape 

recorder, business cards and possibly a laptop. Far more interesting, however, is what 

they bring with them on the return trip. Take, for instance, a recent visit to the Tokyo 

Game Show which saw Edge subsequently attempt to cram the whole of the Akihabara 

district into its medium-sized shoulder bag and then proceed through customs hoping 

that the constant beeping and trail ing tangle of cables didn't give the game away .. 

'Beep, beep' 
You should be able to spot 

the following: a PlayStation 

lighter 'borrowed' from an 

SCEE representative; 

Shenmue promotional 

materials (cups, notebook, 

pen, press pack), Namco 

T-shirts, notepad, coloured 

crayons, playing cards, Pac­

Man keyring; imported Hong 

Kong DVDs; a Super Famicom 

Jr. complete with games 

(Super Metraid for E3, 

anyone?); an army of Game 

Boy Colors, again with games 

(interestingly, Japanese GBCs 

don't come in the summer 

range of colours the EU got 

last June, though a translucent 

model has yet to make it to 

the UK); Pikachu toys; 

Chocobo figurines, a 

SquareSoft T-shirt; videogame 

magazines; assorted keyrings, 

Cran Turismo 2 stickers; two 

elusive yet captured 

PocketStations; inflatable 

Space Channel 5 aliens; 

Puyo Puyo plastic hand­

clapping device 
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Highlights from Edge's bag 
f',,,'f-- - - ------------ -------- Having once sold his SNES in order to afford a 

subsequent console, a certain member of the 

Edge team has finally been reunited with the 

pleasures offered by Nintendo's 16bit box 

f-U----------- Harder to find, even harder to share. Sony's 

PocketStation may never see a western 

release, but when a new shipment hit 

Akihabara stores Edge just had to grab a couple 

-~----- You could pay £70 for a UK Game Boy Color 

or you could get the exact same machine in 

Japan for £35. It's simple economics, really 

On the other hand, imported Hong Kong 

DVDs are not particularly cheap, but if you like 

your HK action flicks uncut you have little 

choice but to get them from countries vvth 

more lenient censorship policies than the UK 
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Win a NeoGeo POcket COlor 
UK: SNK, in conjunction with 

new UK-based online videogame 

retailer Nlightning Entertainmen~ 

is celebrating the launch of its new 

handheld format in the UK by 

running a competition for Edge 

readers. Ten fi rst-prize winners can 

win a console plus a game of their 

choice, while 20 runners-up will 

receive Neo-Geo T-shirts. 

Simply answer the following 

three questions: 

1. \Miat does SNK stand for? 

2. \Miat was the first Neo-Geo 

cartridge release? 

3. How many Super Sidekicks 

titles have been released? 

Email your answers directly to 

Nlightning Entertainment by visiting 

www.enlightning-ent.com. 
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( out there) REPORTAGE 

More power to UK pockets 

UK: SNK has just made its Neo-Geo Pocket Colar handheld officially available to 

British gamers, and Edge has been putting test machines through their paces over 

the last month. And, with a clearer and more convincingly colourful display than the 

GBC, SNK's unit is a delightful piece of kit The only problem at present is a lack of 

killer titles for the title. Indeed, twoplayer linked Neo Turf Masters has proved the 

most popular game in the Edge office. Yes, that's a golf titje_ More games next month. 

Some of the key 

launch titles include 

a gloriously accurate 

Pac-Mon conversion, 

and a surprisingly 

workable translation 

of Puzzle Bobble, 

both Edge favourites 

Neo-Geo Pocket 

Colar titles come 

in groovy packaging 

(left), replete with 

twee Japlish text. 

Colour definition 

(below) is better than 

on Nintendo's GBC 

DataStream 

Number of PS2 development 
kits initially being sent to 
America: 1,000 
Percentage of PlayStation l 
development kits that were 
allocated to Japanese 
developers: 710/o 
Number of games Sega of 
Germany predicts will be 
available for Dreamcast by the 
end of 2000: 300 
Number of seivers worldwide 
carrying Quake Ill test: 1, 1 oo 
Number of hardcore PC gamers 
in the States: 3m 
Number of casual PC gamers in 
the States: 50m 
Percentage of all videogame 
retail revenues currently 
generated by Nintendo 
products in the US: 580/o 
Percentage share of the German 
PC market taken by Westwood 
when C&C: Tiberion Sun was 
released: 740/o 
Percentage of total company 
turnover that EA predicts its 
online division will be 
generating in 3-4 years: 200/o 
Percentage of current EA 
turnover generated by its 
online division: 2% 
Number of the 18 launch 
Dreamcast games in the States 
that use Microsoft's WinCE OS: o 
Number of Dreamcasts sold in 
the US within two weeks of 
launch: 514,000 
Number of months until Sega 
predicts it will post a profitable 
financial year: 17 
Percentage of Matrox 3D card 
customers who would buy 
another Matrox board: 800/o 
Half-year exchange losses by 
Nintendo attributed to 
strengthening yen: $472m 
Sony's percentage share of the 
PC software market: 0.10/o 
Average unit price of UK 
software (all formats): £35 
Console titles shifted by GT 
Interactive, July 1999: 43,051 
3dfx's share of the UK PC 3D 
accelerator market: 500/o 
Current UK market share of 
Sega Saturn: 0.2% 



( out there) MEDIA 

FILA BRAZILLIA 
A Touch Of Cloth 
(Tritone) 
At the point dance loses its righteous 
hedonism and actually becomes fun 
sit Fila Brazillia. One of the '90s' 
best-kept secrets, they have released 
six albums so far on the bizarre but 
ballsy Pork Recording label. But this 
time around tihey're doing it for 
themselves on their own label. 
Eclectic to the point at which even 
that term means little, Fila Brazillia's 
music is laid back, tinged with a 
touch of jazz and spiced by odd 
beats. And the best track, 'Spores'. 
sounds something like a minimalist 
kicking back and chilling out Beautiful. 

GORKY'S ZVGOTIC MYNCI 
Spanish Dance Troupe 
(Mantra) 
Despite recently losing a founder 
member as well as their record 
label, Gorky's, together with the 
Super Furry Animals, continue to 
prove that Welsh music can contain 
subtly, melody and imagination, 
despite the Stereophonics' efforts to 
convince the world otherwise. And 
'Spanish Dance Troupe' is as album 
as good as as any to demonstrate 
their willful determination to push 
popular music as far as it will go. 
Some tracks are hard going, but the 
majority will be among the prettiest 
tunes you'll hear all year. 

STATE RIVER WIDENING 
state River Widening 
(Rocket Girl) 
With the likes of Fridge and Add N 
To [X] already forcing the pace of 
music without voices, the dreamily 
named State River Widening have 
picked up the baton, removed its 
electronics and created their own 
atmospherics. In particular their use 
of a traditional range of instruments 
- acoustic guitar, wurlitzer, marimba 
and vibraphone, when combined 
with cool drummed rhythms, makes 
for an incredibly soothing, if slightly 
melancholic, experience. 

INTERNET 
Site: Yak's zoo 

WARBIRDS: THE STORY SO FAR ... 
Ultimo Online and EverQuest may be hitting the headlines 

as the titles changing the face of online gaming, but there 

are plenty of examples that are more interesting. Take, for 

example, WorBirds. It's been around in various forms since 

1989 when it was called Air Warrior. Back then only 250 

people played it. Today over 100,000 PC and Mac pilots 
are registered, with l 0,000 flying every month. But, as 

with all communities, there have been both triumphs and 
flames along the way. This book is its history-cum-bible. 

First gaining prominence following its evolution into 

Confirmed Kill, the game became the place to fly and fight 

in World War II aircraft. But external problems dogged it, 

most notable when the then-named Interactive Magic 

merged with developer ICI in 1997, taking over what had 

been renamed WorBirds. This situation recently came to a 

head with the departure of most of the original WorBirds 
team to form their own company. And yet through all this, 

the online community has spread as far afield as Japan, 

Russia and Finland, and pilots have continued to fiy in 

their thousands, reliving historical scenarios and building 

friendships. The game is now so sophisticated that it 

contains over 50 types of aircraft, as well as ships, tanks, 

and radar-directed anti-aircraft guns. Yet technical qualities 

aside, its strength is the way it has integrated individual 

gamers into a virtual world. And it is their stories that 

makes this book fascinating. This is crucial reading for 

anyone attempting to understand the dynamics of 

building an online gaming community. 

MEANING IN TECHNOLOGY 

Arnold Pacey takes an unusual premise for his book, 
particularly when you consider that it is being published by 

one of the most important technology universities in the 

world, MIT 'Meaning In Technology' is a personal book in 

which Pacey argues that human activity, even science, can 

not be adequately described factually, only existentially. It's 

a point of view many of his colleagues would consider 

treacherous for a scientist to hold but it's one which he 

constructs with a certain amount of skill and grace. 

Examples include the so-called 'eureka' effect when 

problems are solved intuitively, seemingly without the 

conscious action of the brain. Yet beyond this, Pacey's 

bigger target proves to be the whole reductive mindset 

Worried our postmodem consumer society is creating a 

world in whid1 everyone will prefer to lwe in virtual reality, 

he argues for technologies that are more people-centred. 

Interestingly, though, there's no mention of the Internet 

URL: www.magicnet.net/-yak 
Fans of Tempest 2000 may wonder what happened 
to its creator, notorious hippie codefiend Jeff Minter. 
A visit to this site wi ll bring them bang up to date. 
Herein, the hairy one spins yarns of trips to the US 
through his involvement in VM Labs' Nuon, speaks of 
his (understandable) love of curry and (borderline 
dodgy) relationships with animals, while mixing in his 
love for all things techy. Much of the site is out of 
date, and updates are notoriously irregular (must be 
all that weed intake), but what's here is entertaining, 
lively stuff, and unusually literate for such a full-on 
coder. Plus, Minters been around the block a few 
times, which lends some credibility to his ramblings. 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LITTERS, EDGE, 30 MONMOUTH STREET, BATH BA l 2BW (email: edge@futurenet.co.uk) 

D 've been reading with 

interest the details of Sony's 

PlayStation2 console and am a little 

concerned about the impact of its 

proposed backwards compatibility. 

Although I do not work within the 

gaming industry (being simply an 

avid gamer), even I can see danger 

lurking on the horizon. 

First of all, let's be honest here: 

the software industry is about 

making money. Game producers 

and chief executives may say that 

their primary concern is to entertain, 

but it does help if you can make 

buckets of cash into the bargain. 

When a third party comes to 

develop a game for the 

PlayStation2, they are not going to 

ignore the potential for sales 

amongst current PS owners. What I 

think could become the norm is the 

production of games for both the 

current PlayStation and the next­

generation machine on the same 

CD. PlayStation owners can buy and 

play the game, and next-generation 

owners can have the benefit of 

playing a 'remixed' version. 

The question is, how much of a 

benefit is that? Games development 

will be made with the current 

technology in mind (appealing to 

the lowest common denominator), 

with the next-generation owners 

having to make do with what is 

offered. These 'remixed' versions 

are likely to feature clearer and 

smoother graphics, with maybe 

a few extra levels thrown in (if 

appropriate) . This is not going to 

make me want to fork out the cash 

to buy this wonderfully powerful 

new machine. But how long will 

this state of affairs last? 

When a console is nearing the 

end of its shelf life, presumably 

software companies can track the 
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fall of sales easily. The decision on 

when to stop development for this 

console can be made when sales fall 

below a certain level. In this way a 

company can maximise sales on a 

large installed user base but avoid 

wastage by releasing games to a 

happening - I hope so, anyway. 

Does Edge have any insight into this 

matter to put my mind at ease? 

Mick Carson, 

via email 

The backwards-compatibil ity issue 

rea lly shouldn't be such cause fo r 

I As soon as Nintendo released one 
revolutionary game (Mario 64), everyone copied 

it and soon no one could tell the difference 
between the Playstation and the Nintendo 64' 

dwindling audience. This may be 

much more difficult to quantify for 

Sony's PS and PS2, though, if dual­

format games are released on a 

single CD or in a single package. 

concern, because developers w ill 

always seek to push technology 

to its limits. PS2-only titles w ill 

outweigh dual-format releases 

by an enormous margin. 

Will PS2 owners be lumbered with mere PS 1 updates7 (See letter from Mick Carson) 

How will anybody be able to gauge 

the split in the sales between the 

differing PlayStation owners? I 

understand that the sales of the PS2 

console itself will of course be 

available, but it will be very difficult 

to ascertain how many current 

PlayStations are still in active use. 

I'm sure the geniuses at Sony 

have already thought of all this and 

have barriers in place to prevent this 

r:, oesn't anyone in the games 

1.:.1 industry take notice of the 

past? History is repeating. In the 

late-'70s/ early-'80s, Atari came 

from nowhere and created a brand 

new home console market. It got fat, 

greedy, and, worst of all, arrogant. It 

assumed it had the market all to 

iself, just as a fat little plumber was 

about to change videogames forever. 

Nintendo again rose from pretty 

much nowhere, concentrated on 

the quality of its games, and set 

unmatched standards of playability 

in the process. Everyone bought a 

Nintendo. Then the company got fat, 

lazy, etc. Again, it thought the 16bit 

market was its own, until Sega 

released the Mega Drive. Of course, 

Nintendo didn't lose the way Atari 

had, but it was forced to compete 

in a way it had not expected. Skip 

forward a few years and Sega is 

about to announce the Saturn. It 

figures it can knock out a sprite 

powerhouse that could easily 

emulate OutRun or Rad Mobile -

this although its internal AM2 

division is working on 3D 

extravaganzas such as Virtua 

Racing, Virtua Fighter and Daytona 

USA . It quickly learned of a Sony­

developed console that would be 

vastly better at generating its own 

3D games than the Saturn. What's 

more is that Sega's rival, Namco, 

has signed on to develop. Sega 

does another one of its rush jobs 

and knocks out a badly designed 

piece of junk; it's difficult to program 

for and not really up to doing 3D. 

Sony comes along and does well, 

but for how long, with the much 

more powerful SG-powered Ultra 64 

just a year away? 

The videogames world is a fickle 

one. In Edge's own estimation, 'on 

a scale of ten, if Saturn is one, 

PlayStation three, then the Ultra 64 

is at least a ten'. Hmm .. 

As soon as Nintendo released 

one revolutionary game (Super 

Mario 64), everyone copied it, and 

soon no one could tell the 

difference between the PlayStation 

and the Nintendo 64. The rest is 

history. We have all been anxiously 

waiting for the PlayStation2, and 

now it's here it seems history 



repeats again - Sony has got fat, 

greedy and arrogant. Sure, very 

nice console, but what does it 

look like - a CDTV or a 3DO? 

With this approach, Sony is 

neglecting the very people who 

made it - the kids. Sure, PS2 is a 

lifestyle accessory, but in a year 

from now, will consumers be able 

to tell the difference between the 

Dreamcast and PS2? Sony has got 

the next-generation battle far from 

its own way. It's turned its dedicated 

gamebox brand into a set-top 

box. I think, if Sega fails (with 

its continual mess-ups) then 

Nintendo will be back with a 

vengeance after the failure of the 

Nintendo 64. Or, of course, the 

new kid, Microsoft, could steal the 

show. The war is far from over. 

Nick Ralph, 

via email 

lr.tl s the age of the 32bit console 

E.aJ draws to a close, and game 

producers scrape the last dregs out 

of the barrel that is the PlayStation, 

I'd like to take a moment to reflect 

on the future (if that's possible). 

Sega's Dreamcast is almost upon 

us; the NGPS is now a reality; and 

Nintendo is expected to make an 

announcement on its next­

generation console incredibly soon. 

The only one of these big three 

which doesn't have a black mark on 

its record is Sony. Its PlayStation was 

a remarkable example of how to 

rightly market a console, whereas 

the Saturn and the N64 were not. 

The Saturn made the mistake of 

sticking to 2D graphics when the 

world wanted 3D. The Saturn 

appealed to Sega's hardcore fans, 

whereas the PlayStation appealed to 

everyone. Sony's masterstroke was 

to make videogames cool again. It 

created the market that exists 

today, and now the other console 

manufacturers want a slice. Sega 

made a brave but necessary leap of 

faith by announcing its console first. 

The world was impressed, to a 

degree, but many people believed, 

and still do believe, that Sega had 

lost touch and was destined to fail. 

I disagree. Sega seems to have 

learned from its mistakes, and the 

vast amount of gamers who have 

preordered a Dreamcast is proof of 

that. Sega is taking a leaf from 

Sony's book and is making its 

console 'cool'. Launch games like 

Trick Style and Sega's arcade 

conversions of Sego Rally 2 and 

Virtua Fighter 3 are more appealing 

to the 'after-pub gamer', thus 

allowing Sega to nudge in on the 

market created by Sony with games 

like Wipeout and Micro Machines. 

That said, Sega is also appealing to 

the younger generations of gamers 

with titles such as Sonic Adventure 

and Pen Pen. Sega seems to be 

going for a stranglehold on all 

aspects of the videogaming 

industry, just like Sony. 

the PC market. I'm not sure if this is 

a wise move. If it pays off, then Sony 

will be laughing all the way to the 

bank. If, however, Sony's attention 

to the ga mes is not as great as it 

should be, then it is going to lose 

out dramatically. The NGPS could 

well be something of a lost dog, not 

good enough to challenge the 

higher end of the PC market and 

too expensive and lacking in games 

to be accepted by the videogamers 

of today. Then again, I may well be 

wrong about all of these things, and 

perhaps it is too early to tell, which 

leaves us with just Nintendo. 

Nintendo made a huge mistake 

with the release of its 64bit console 

by constraining itself and its 

developers to the tired, old, 

expensive and small cartridge. This 

decision forced SquareSoft to turn 

to the PlayStation to create FFV/1, a 

game which went on to be the 

most successful game of all time. 

Despite this, there have been 

many good games on the N64 -

GoldenEye, Mario 64 and Zelda, to 

name but three. Nevertheless, the 

N64 was always considered a 'kid's 

'The NGPS is not a mere console, it is multimedia 

machine. This suggests to me that Sony is turning its 

back on mere games and focusing on attacking 
the PC market I'm not sure that this is wise move' 

This brings us on to Sony and its 

next-generation PlayStation. At the 

time the NGPS was announced I 

was extremely excited at what 

seemed to me to be the ultimate 

console. However, now I'm not so 

sure. For starters, the NGPS is not a 

mere console, it is a multimedia 

machine. This suggests to me that 

Sony is turning its back on mere 

games and focusing on attacking 

console' by the majority of gamers, 

and although it sold reasonably well 

it was easily eclipsed by the 

PlayStation. This was a shame, but 

hopefully the mistake will be 

rectified by Nintendo's new console. 

In my opinion, the Nintendo is the 

dark horse of this equation, and I 

believe that if Nintendo sticks to 

what it knows best then it will 

have a sure winner. 

Overall, the big three seem to 

have gone in very different 

directions with their new consoles, 

and whether the gambles they have 

taken wi ll work depends on the 

other two. All I can say is the 

future's there for the taking, but 

only for one of the three. 

Harry Slater, 

via email 

ffl intendo is late to the party 

W again, and it will cost the 

company dear. Sony kicked its arse 

last time, and it's seemingly polishing 

its boots for more. N64 is on life 

support in Japan and Europe, and 

Nintendo should be on its knees 

thanking God that it has Game Boy 

and Pokemon, otherwise ... It's 

playing smoke and mirrors again 

w ith Dolphin, but no one really 

believes it will deliver a new machine 

next year. In 2001, maybe, with a 

'Third World' Europe release in 2002. 

Unfortunately, the N64 may not last 

that long. Maybe Nintendo will dump 

IBM for Apple {NitMac, anyone?). 

Sega's DC seems to have flopped 

already in Japan, but it had a great 

launch in the States. It bungled the 

Euro launch (delays, no Net play 

until April, unoptimised conversions, 

poor controller), but should still do 

well. Fast, hi-resolution graphics on 

a big widescreen telly in Dolby 

should convince many, as long the 

software publishers get behind it, 

otherwise it wi ll end up just like 

N64 with only firstparty titles. 

Which leaves Sony ca rrying the 

ball. History shows that it's difficult 

to maintain leadership in the race, 

but on paper the machine sounds 

good, and it has certainly wooed 

over the development and 

publishing community. Let's hope 

it doesn't get that arrogance that 
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comes with being number one. Still, 

there is always Bill and Microsoft ... 

daSilva, 

via email 

171 couple of thoughts on the 

~ new PlayStation2. Doesn't it 

look lovely standing on its end? 

Anyway, picture this: you've 

just recently bought a PlayStation2, 

as you've heard that as well as 

a games console - I don't care 

what they say about 'new forms 

of entertainment', games is what 

they will be! - you will be able to 

play 'these new DVD film things' 

on it (no one seems to have 

noticed the lack of MPEG2 

decoder in the specs). So, having 

gladly parted with your cash, 

exchanged the kids' PlayStation 

(after all, the guy in the shop said 

that it was 'backwardly compatible') 

and bought a few films, you settle 

down to watch one with your wife. 

Suddenly the door bursts open 

and in tears your pride and joy 

who wants to play Tekken on the 

new PlayStation. Bit of a problem 

it all being in one box, eh? He/ she 

can't even play it on the portable 

TV in their room. 

Also, PlayStation2 CD-ROMS! 

What happened to delivering 

gigabytes of game worlds to the 

hungry gameplayer via DVD? 

Perhaps the modem was left out 

because 'investing in low-end 

technology makes no sense', and 

not because it pushed the price up 

and made the box an ugly shape! 

Just who does Sony think it is 

with rumours that PlayStation2 

will only be available through Sony 

shops? Perhaps the necessary 

markup would put it out of a 

competitive price range, so it 

intends to sell games through 
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its online network, effectively cutting 

out the high-street retailer. Didn't 

they help make the PlayStation 

what it is today? 

Okay, that's my rant over. 

Looking forward to your 

PlayStation2 coverage and 

reviews of perfectly good games 

that end with 'but just think what 

will be possible when Sony's new 

machine is launched!' 

Matt, 

r.,:i artin Rowse (Letters, E76), 

I.LU how mistaken you are. For a 

start, the Game Boy mobile phone 

adaptor - you've got the totally 

wrong end of the stick there, mate. 

The adaptor is to enable the Game 

Boy to be linked to the Internet, 

not to simply make it into a big 

mobile phone. With the writeable 

technology of the Game Boy, plus 

infinite space to store downloads, 

who knows what Nintendo will be 

able to do? You could swap and 

fight with Pokemon trainers all over 

the world. Download new levels for 

any of the three up-and-coming 

new Game Boy Zelda games. When 

you take into account the Game Boy 

Camera, it is sort of a little version 

of the 64OD, which you also 

criticise. This is the most innovative 

piece of kit to have come from any 

hardware producer since the NES. 

When people are complaining about 

'When people are complaining about a lack of 

emotion in compute r games, Nintendo unveils 
the main hardware side of its whole 'create and 

nurture' ethos, which must be a good thing' 

via email 

Sony's intention is surely not for 

PlayStations to be traded in, merely 

relegated to kids' bedrooms while 

the new console makes its impact 

underneath the fami ly television in 

the living room, 

As far as PlayStation2 hardware 

becoming available only through 

official Sony outlets goes, that's not 

going to happen. It seems you 

spend too much time hoovering 

up idle gossip from the Internet. 

Regarding you r comments 

about forthcoming reviews, you've 

got Edge mixed up with another 

multiformat mag, haven't you? 

a lack of emotion in computer 

games, Nintendo unveils the main 

hardware side of its whole 'create 

and nurture' ethos, which must be a 

good thing. Even if only l 00,000 get 

to play it, it will still start the ball 

rolling and stand Nintendo in good 

stead for the next round of the 

console battle. The fact that we 

will never see it on our shores 

can only be lamented. 

In a time of 'FIFA '99: September 

Edition' and 'Tomb Raider I 7 - now 

with 45% more boobs', do you not 

think new ideas - any new ideas -

should be welcomed if true 

progression is to be made? But if 

truth be told, it is always Nintendo 

leading the way with the new and 

exciting ideas. Just look at what it 

has contributed to date: the D-pad, 

the first console modem (ditto 

keyboard, mouse and disk drive), 

shoulder buttons, analogue 

control as standard, Rumble Pak, 

microphone, the Game Boy, the 

Game Boy Camera, the platform 

game (2D and true 3D) ... I could 

go on, but my point is made. The 

thing is, without Nintendo leading 

the way, the videogames industry 

would never have survived for this 

long, or grown to this size. 

It has already been said that 

the NGPS will use the standard PS 

controllers. This is supposedly to 

continue brand loyalty (ever hear 

that mentioned in the days of the 

Spectrum?). Really, there is no 

need for them to change to 

facilitate prettier versions of the 

same old games. There is also the 

fact that Nintendo hasn't unveiled 

its new controller, so nobody has a 

template to work from. 

Ever hear the saying 'more 

form than substance'? I think it is 

relevant here. While Sony and Sega 

are beavering away with their 

marketing, it will be Nintendo 

that's tinkering with the next 

groundbreaking addition to the 

computer games portfolio. And, 

after all, it consistently makes the 

world's greatest videogames, which 

is good enough for me. 

Adam Heyes, 

via email 

True, Nintendo's contributions 

to the videogaming world are 

unmatched by any other player. 

Equally, however, it has made some 

catastrophic decisions in recent 

years. Time is crucial for Nintendo, 

and it doesn't have much of it left .. 
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