
N = rl== -







·-v') 

c ·-
t:ontaats 
BtJllorlBI 
Fu1ure Publishing 
30 Monmouth Street 
Bath BAI 2BW 

Telephone 01225 442244 
Fax01225 732274 
Email edge@futurenet.co.uk 

BUIJBGflllllOffB 
Future Publishing Ltd 
FREEPOST 854900. Somerton 
Somerset TAI I 7 BR 
Tel Customer services: 

01125 8225 10 
Customer order line: 
01225 822511 

Fax 01458 274378 
The annual subscription raie for one year is: 
UK £.42 (£40 dirut debit) , pou free: 
Europe £7 l: reu of world [100 
Oveneas distribution: 
Future Publishing 1225 442244 

PBOIIIB on 811QB r1n1Bmon1n, 

Jason Brookes editor 
Terry Stokes art editor 
Craig Brooks designer 
Keith Stuarl fearures editor 

Nicolas di Costanzo Tokyo bureau 
Nathan Berkley advert ising manager 
(0171447 3309) 
Advertisingfax0171447 3399 
Lisa Smith production coordinator 
Richard Gingell production manager 
Production fax 01225 423118 
Cathy McKinnon ad design 
Janet Anderson production conrroller 
Judith Green group prod manager 
Jon Moore pre-press services 
coordinator 
Simon Windsor. Chris Stocker colour 
scanning and manipulat ion 
Mark Gover. Jason Titley, 
Oliver Gibbs pre-press services 
Mark Williams foreign licences 
0171 331 3914 
Tamara Ward promotions manager 
{ 1ward@fu1urenel.co.uk) 

Chris Power publisher 
Greg Ingham managing director 
Nick Alexander chairman 

Colour rc11rot1uc11on 
Colourworks Repro. Bristol 
Phoenix Repro, Barh 

Prlnl 
Cradley Print, Warley. West Midlands 
Edge is printed on Royal Press 90 gsm 

ProtJUGllon Of 80QB 
Hardware: Power Macintosh. PowerBook. 
Quadra. and Ilsi by Apple 
Software: QuarkXPress. Adobe Photoshop. 
Aldus FreeHand. Pixar Typesrry and Nisus 
Typography: (Adobe®) 
TPG8U8/18f moaium; BHlrBDD/0 
Arbitrary Regular/Bold 
Trixie-'!'ext / Plain/Light ~ 

Fonnata lighVregular/ medium/ bold 
Fifth colours: Pantone® 877 & 8002 

t:OUBr 
Cover image: Designed by Terry S1okes 

Edge recogntSes all copyrights in this issue. 
Where possible. we have acknowledged the 
copyright holder. ContaCI us if we have failed 
to credi1 your copyrighr and we will be happy to 
correct anyoverslght. 

Voted 
Magazine 

of the year Printed in the UK 
<O Fu1urt Publishini 1996 

H 
ff BI: (RuDll Burasu of Clrculsllon) 
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Command and Conquer was one of the most popular PC games 
ever. Edge visits the company responsible, Westwood games, and 
takes a look at the sequel, plus lands of lore 2 

64 RIIIIIB Gamino 
For many years Apple turned a blind eye to the gaming 
possibilities of the Macintosh. But times have changed. Now 
Edge looks at the company's new attempts to take fun seriously 
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Edge attends the JAMMA show, one of the top events on the 
coin-op calender - The US goes N64 mad - Autumn's ECTS 
proves that the Spring downer was a one-off - Alias/Wavefront 
show off new graphics software 

IB 1,anu11w 
Ex-Silicon Graphics man, George Zachary, points out that, 
despite what the marketing wizards would have you believe, 
64bits is not always better than 32 bits 
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Edge talks to 'cyber artist' William Latham about his attempt to 
break into the game industry after the success of the Organic Art 
CD ROM, and about his new range of Hawaiian shirts 

rrBBOrBBn 
Scintillating evidence of M2's power is revealed this month with 
pictures of 02. Plus, Edge looks at EA Canada's forthcoming 
titles, as well as Fragile Allegiance and Toshinden 3 
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Clash Bondicoot arrives in the UK to an unsure reception, 
whereas Wove Race 64 is astonishing. Also, Sega releases 
a benchmark soccer title and EA weaves its Strike magic 
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RUUl8W 
Everything from PC cameras to weird American Joysticks comes 
under the nuView spotlight this month. Also, Edge examines a 
group of CD ROMs aiming to turn computer users into 
musicians, and a book on Microsoft aims to reveal Bill Gates' 
innermost secrets ... 

RIDBOBUl8W 
Edge looks at two prominent titles shown off at this year's 
JAMMA show. Aqua Jet adds to the influx of water race games 
and Konami's GT/ incredibly does some innovative things with 
the car racing genre 
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Namco's ever·expanding Museum series dominates the retro 
scene again. This month, Edge interviews the team responsible 
for all those classic arcade conversions 
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Edge performs an in-depth autopsy on September's JAMMA show/ page 6 • The Nintendo 64 goes on 
sale in North America and literally flies off the shelves/ page 9 • The Autumn ECTS is a great 
improvement on Spring's effort / page 10 • Alias unveils its new graphics software suite. Maya/ page 14 
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Tnc JatoSt news From ~nB WO(/[} Of tittBraGtiUB BntBrTiifnmmit j 

JAMMA 96: Konami enters 
hi-tech coi n-o arena 

~ e comr any makes a startling return to form with some great games and a new board 

lmost complete, VFJ 
as due to ship out to 

arcades just two days 
after JAMMA ended 

II or anyo ne needing proof that rivalry' 
is just as capable of stifli ng creativity 

I 
as it is of stimulating it. this years 

JAMMA show more than qualifies. Namco 
and Sega. engaged as always in bitter feud. 
fa iled to show anything new. whereas 
r apcom and Konami. free of antagonism. 
~ new coin-ogs and new hardware to 

l
re~ al. Apart from a few welcorpe-bo~ts of 

l

innov.~_tio n though. raciY.i,gar=;;;s once \again 
do mi nat~d the show ,At least this year an 
influx of ski game?c°hallenged the mo1nopoly 
usually enjofedliy tit les involving spor/s cars. 

The big/excitement in the Sega bo6th 
was. of co'urse. an'almost complete vep ion 
of ViriJa Fighter 1 ( bzi. It seems I 
beginners can enjoy it wit~ut knowing all 
the special moves whereas experienced VF 
combatants can employ their ctir-1:ent ; kills. 

Next to VF1. Tetsuya Mizuguchi'\"as on 
~and to present a 99 % complete version of 
Sega Touring Car Championship: the first 
~ame from Sega·s AM Annex ( E37) . The 

----~ 
Virtua Fighte; J was the big attraction ~t Sega's booth. Especially l 
popular was a huge·monitor showing the incredible intro sequence 

"-.. I 

l
game seems to be more technical than most 
racing coin-ops. with pit-stops includeq to 
l~dd realism. Players have to qualify fo~ 

JAMMA takes place in the h~ge Makuhari Messe· ... ··· 
venue. This year's sho~ lac~ed,a' single dominating ·, 
produd: VFJ and Konami's cto'bra were the main pulls 

/ 
decent places on the start-up grid and are 
ewarded with an extra track if they ~ me i 

firs t a lot. In line with the game's realism. al 
four selectable cars have different hand ling 
styles. The game proved popul/ I 



INamco's Dancing Eyes 
is a thoroughly strange 
System 11 puzzle game 

Konami's GT/ Club Cote d'Azur was one of 
th~ most interesting games at the show 

JAMMA crowds. even though touring cars are l 
not as popular in the east as in Europe. 
I The ~nly new game introduced_ by Sega 
was AM-1 s--Super G1anrSlalom.-des1gned to 
compete with Namco's successfcilA/piAe 
Racer. 'lt'e graphics werei;:;;pressive 1 ith 
one stage~ king P,lafe on a torch-lit pi;; te. ~ 
Al so from AM-A,0';;s Wave Runner. again ------------,,,_--r------;---;-------------; 

competing 7 rth{lamco - this time in Ie ~ 
burgeoni9g. yet a)ready flooded . wate allows fo uz_players to tak contro of tanks 
sports genre. This is)~aps the best s i and blow eaG~other up: Players can\ get into 
1game,9et with a great CaQinet. unmatcr ed teams Or JUSI inclulge'ln a huge free·fo\ all. 
realiim and new gamepla} f~atures. The gameplay 1s)rif'e~ sting and the graph,cs 

/AM3 was absent. but staff'promisetl two are detailed aR8 effective. \ 
,n~(,. titles for the AOU show ne~ ~br~ary. Aqua Je(( see page 86'1:-,zupphed the \ 
Ski Rally anyone? '-- J first of 1h{ 1mportant new Namco titles. \ 

~~E~:~~~;~!~!~)Nf&IIS 
almost 1mmed1ately by not presenting 1ts the g~eplay 1s slightly d1fferen\,'1Sased on 11 
el<pected System 3 '3 board. Howeve{ 1f did jumping rather than racing. 
shbw off Tokyo War for the second yebr. Also on'show was Ajli e Surfer 2 

I

Thi~.\Virtual·On style are/ na battle gamell offering impr~ ed polygon backgrounds/ 
more detailed rud (tunnels.towns at / 
night) and V in( up option. Players can 

It! choose f' m three dill~ nt skie/rs wrrh 
contrasting skiing styles. 
/ Konami. rising phoenix·lik from a two 

year decline. was one of the/only 6ompanies 
to come up with a n-"';{ame conc~\ GTI 
Club Cote d~ay look like just anot er 
car racing game. but it is loaded with 

=---.ririov~tive toucnes ( see page- 8 7"). The 
company also introduced Winding Hear. a 
more traditional racing coin-op offering 14 
different cars. three courses and various play 
modes. A twin cabinet setup is also planned. 
The last title was Solar Assault. a 3 D version 
of Gradius with multi-directional scrolling. 

The big news from Konami though was 
the unveiling of its new graphics board - the 
,Cobra - developed in conjunction with IBM. 
fith a main CPU based on IBM's Power PC 
60'3. the board is allegedly capable of 
1dealing with between one and five million 

__ polygons.per..second. making. it.more_ 
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E Cobra slats 
111-

m 
As with all modem 

hardware releases, a 

mass of statistics has 

been released by Konami 

to wow the punters: 

one to five million 

polygons per second 

50 to 250 million pixels 

per second 

a resolution of 640x480 

to 1,280x1,024 

Sub-pixel anti-aliasing 

Gouraud shading as 

standard 

Parallel lights, and 

'environment' lights 

Perspective mapping and 

'environment' mapping 

In real terms, however, 

these stats mean nothing 

without the backing of 

some quality killer apps. 

- I 
Tag Battle (above) and i eo 
Bomberman (right) 

Namco presented tank battle title, 
Tokyo Wars. for the second time 

powerful than Model '3. Plus. it allows a 
high-res image of 1.280xl.024 pixels. 

To exhibit the Cobra's abilities. Konami 
presented a demo of a fighting game 
known only as 'PF7 '3 Project'. Although it 
was an early version. the game was 

Aqua Jet (above) is graphically the best of the water race titles. 
Mastering jumping skills is the most lmporfant aspect of the game 

I I 
impressive enough to stir up much curiosity 
about itself and the board it was running on. 

Konami was not alone in showing off link-up option. SNK also presented Neo 
hardware. One of the biggest attractions of Bomberman by Hudson which offers two. 
the show was-eapcom·s-fantasy·b~~=ap opla~odes~ cooperative-and-battle -
R)d Earth ( known in the Ul5.as' Wa124ra.~ nd loads ofwe.<'!eons to pick up. 
see E'38) . the first g~ e-'fo run on th~ new Taito presentecf'F-i~ers Impact (,E18). 
CPS III Board. C~ batants are well d~signed Puzzle Bobble 3 ( '30 stages. 560 different ;;;~Ii~~~~f ?~::::.,~,~~~ 
I The ~lle,plaaa>oo X-Heo ""'.,,), A<l~~ !(_·,m ops'''" I 
Fighter drew in the crowds and boasted a booth: SFcione Groove on Figh~( using the 

l
newish feature. Variable Heroes Batti~~his ST-Voard) and Model 2 title. Ultimate 
kllows players to switch between different"-._ Domain. The latter featured great po yg9n 
fighters during a bout ( rather like SNl(s T~a fighters and gameplay which married VP, 
Battle). It will even be possible to cha:nge style fighting with Tekken's special attacks. 
the fighter during a special attack. I To conclude. the biggest trends of 
I\ Street Fighter 3 was only present ~~ JAMMA ·95 seemed to be linked cabinets. 
~oiling video demo. At the moment iylooks tag t'ea~ beat 'em ups and ski garhes. 
very similar to SFII. but with fou~{w Konami . fr{ nkly. stole the ~..( with a f~II 
characters. The game is still shrouded in range of ga~ s and so,21' cool hardware. 
mystery. partially because Cap{om wa~t to Capcom. though'-;~ e in a close second nd 
conc'entrate on Street. Fi,fer EX. written by proved. once aga n. that 2 D games can . till 
third~ y developer. ~Kira. It retains 'jFIIs compete in a seemi';,gJ '30 
six button system apd linear gameplay: but dominated,i,;'arketplace. 
includes polyg~ fighters. It seems the~e·s / I 
plenty of life'in the old Street Fighter yet. 

Amongs( the aj_so·rans. SNK stood ~ut 
with its,i~spirational' beat 'em up. Mizb.n~ / 
Enc9ifnter Super Tag Baltle~ appy ti;tlv 
th t). This title introduced the tag-co[tept 
{ as seen in X=Men vs SF) .-bmonly allows_.'"'1-­
players to do it when their characters are in 
certain sections of the screen. There is also a 

~ -= 

PS AND 

Capco~ showed a plethora of beat 
'em ups

1 

ind~ding three Street Fighter 
'llll!~;;;!!!'ll!~L..=!!!• ll"B --t. ltles .. X-me1 vs SF was popular 
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overlooked in US frenzy 
Controversy and confusion reign as key retailers sell N64s three days early 

f he sales were achieved despite a troubled 
/aunch. Stores received their machines on 
fhe Wednesday evening and by Thursday 
several. led by reta ilers K·B and 
:Electronics Boutique. had already broken 
ranks and started selling. This. coupled 

1

with the fact that around 50 % of 
machines had been bought 
pefore they hit the stores. led to 
fUpply drying up rapidly. 
I_ After nearly two weeks. 

1
NoA suddenly announced that 
1t had 'found ' a further 

'!hie;:.tucasArts·tltle;-Shadows·ofthe--:-== ·4"5-0;0.QQ-units-fonhe-US- -·-
En,plr..e, wi!I be release~ in Odob~rin ~ market. Spectila(i.?n had been 
Japan;ll~dmg another !'usfhave _ga+e ""' mounting that presst1,e was being put 
to lthe N6 's threadb re software hbrary "'-... "-- . 
--;-----.-~~------+I -~ , on the Japanese arm to free mac~ nes up. 

I I 

but the company.denies thi~ s~ ing that the 
ne~ (litS are simply the product'Zf a 'more 

1dst scenes of consumer mayhem. efficient'-Jlroduct1on proces( . \ 
e N64 wis,tau. n.c.hed in the. US at Cynics ~ rnse NoA of/manipulating the 
2am on Sept'ember 29. Wit~in market to mc~~(pe and boost sai'es. 

hhree days the country's mft1~ allocat1dln of Unsurprisingly, Mario64 is currently selllhg l 
I' 56.000 units had sold out. no doubt to l with the ):lfrdwa;):--but the lack of ahy 
p7ftially due to the $50m adve~ i&(ng plitz other quajtt{ titles has al ~ dy impaired th~ 
With the tag-line. 'Change the System~~ Japan'-e market and NoA is'working \ 

~

1
ullish. Nintend.o is claiming that it took)<he fran\jcally t.o prevent that happeril ng in.the 
layStat1on l 3 weeks to reach the sanie US:'A further four games ( Wave Rac'i>,64. 
nstalled base and boasted that it could sell ftortal Kombar Trilogy. Killer Instinct Go! 
. 5 million units by the end of the yeak and Shadows of rhe Empire) are definite 
effrey Griffiths. Electronics Boutique1s for '96. bringing the software library ugAo 

~enior vice president seems to agree: eigh~ However. it is debatable whe'e'r that 
~r all my years of retail experience. I)t will be~ ough. Rumours suggesu hat the 
, ver seen this type of frenzied c~surher lack of machines and soft"'lis ,.:!f.A 
e\ d for a home vide7 syste1 ·· giving a bo6's to PlayStat'on sales. i 

Marlo Kart 64 Is slated for an American release in November. This will 
no doubt play an important part in keeping US N64 sales buoyant 
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i Packed Autumn ECTS 
- t· ___ d_is~e1s s~~r~i n ___ g ___ ~lo_o_m~ 

But Nintendo is nowhere to be seen amongst the crowds 

F
/ rom Sept 8th to th ~ h. I On enJ r, Oly~ d~ couldn't fa\ o 

developers and publisher~ ! notice tj)e impressively large. perhaps even \1· 
seemingly oblivious to th~ J.oo~g cav, ribus. stand of Acclaim. Riding~ gh just· 

1
64bit era. treaded their mostly 32bit f ares '.:,,few short years ago. now not quite th~e 

I 

to a packed Olympia in what may well pro~e force it was. despite some serious cash 
to be the last ECTS dominated by Sony

1 
and outlay on Probe. Iguana and Sculptured 

Sega's machines. i Software. Turok: 
I\ However. this definitely did not l~t)il<e Dinosaur Hunter was ' 
a show inhabited by jumpy produce?4 seemingly the show's 
clearing out the last of their PlayStat1on and only N6 4 game. giving 
S~turn games to an indifferent ,r~wd. f The retailers anihdevelopers / 
eve~ t was the biggest yet wit,J,"plenty of titles of lesser stature a first/ 
on of.t r - even if. in some,i'ases. 1t wa~ the chance to play wy h( 
1[same old faces with t~e{ame old products. Nintendo's super·console. 
Rather like an Ame,tican show. the fight was Although the game 
on for the l~ gey ( best. but primarily the lookedAike a relatively 
most expensiye stand. Undoubtedly much competent Quake clone. 
money had been,s~nt. which. looking on / if'is perhaps sym bolic of / 

l
the br_!rht side. can onjy be good news for Nintendo's disregard fo~ 
the in8ustry's confidence"in Europe. /. the Euro market that this / , 

Destruction Derby 2 (top), Fl (left) and MicroMachines 3 (riglit) proved that the UK is 
a-Strong-32bitJforcerMDK-(centre)-is.American-maderbu with British help of course 

I 



DATA STREAM 

Amount Sony has spent on ils 

pJn ·European PlayStJtion 

campaign: flOm 

Further amounl they plan 10 

spend by ( hnsrmas: {40m 

Sony's proJCCled figures for 

number of European 

PlayStation owners by 

Chris1mas: 1 !nillion 

Number of PlayS1a1ion games 

on sale by Chmrm..is: 200 

Number of PC 3D Engine 

boards NEC plans 10 sell m 

the f1r;1 three months: 

150,000 

Number by the end of 1997: 

500.000 

D,srance an adulr can walk on 

· a single chocolate chip: I 50ft 

Number of chocolare ch ips 

need 10 walk around the 

world: 875,000 

PC shipments in Japan for 

1995: 5.7 million 
Annual amoun1 Amencam 

spend on weight reduellon 

products: $ Hbn 

Number of donuts so ld by 

Dunkm· Donurs every minute: 

J.055 

Number of rimes every can of 

Spam would circle !he globe 

if put end to end: ten 

Amount of cans of Spam 

consumed every second in the 
US: J.8 

Number of dusr mlle5 m a 
typ,cal bed: 6bn 

Number of pigs needed 10 

play Babe m rhe movie of rhe 
same name: 48 

thirdparty product should be showcasing the 
N64 singlehandedly. 

As is customary. Virgin had a huge 
themed stand: The Virgin Brotherhood. 
complete with an imposing black monk at 
the entrance. A big brand. and successful. 
Virgin are riding high. as confirmed recently 
by their market share which shows them as 
industry leaders. With Resident Evil sales 
going ballistic the mood was buoyant. and 
rightly so with sure-fire sellers such as 
Command 8 Conquer: Red Alert on the way. 
As is the trend. it's gone SVGA. the result 
looking suspiciously like Amiga classic. 
Cannon Fodder. at times ( see page 4 8) ... 

Screamer 2 made an appearance on PC 
and is sure to satisfy devotees of the original. 
The much vaunted. and oft' previewed Spot 
Goes to Hollywood is slated to appear before 
Christmas. unsurprisingly there was no such 
promise for Heart of Darkness. 

Number 2 in the market share table. 
El ectronic Arts has updated an old favourite 
to delight the public. Soviet Strike looked a 
lot better than previous efforts. with photo­
realistic textures and a true 3 D environment 
( see page 7 0). Having signed up World Cup 
'98 it comes as no surprise that EA has 
managed to squeeze in another FIFA title. 
the imaginatively named FIFA 9 7 no less. 
This joins an already extensive sports line up. 
including NHL 97. NBA Live 97 and. another 
blast from the past. Madden NFL 9 7. 

Eidos made their ECTS debut with an 
impressive stand. attracting lots of visitors -
although it is unclear whether the flocks of 

male viewers were 
there to see the games 
or the Tomb Raider 
babes who sauntered 
about the stand. Having 
spent wisely on 
development studios in 
the past year. Eidos is 
no doubt awaiti ng 
what it sees as its 
rightful place in the 
Premier League of 
publ ishers. Core's Tomb Raider and Eidos· 
own Deathtrap Dungeon will surely secure 
them a play-off place. Support fro m 
CrimeWave on the Saturn. and promising 
race game. Full on Fi. on the PC will do no 
harm. Also on show was ATD / Silicon 
Dreams· The Incredible Hulk: a Streets of 
Rage-style scrolli ng beat 'em up whic h. by all 
accounts. may disappoint fans of MarveJ's 
jade-skinned testosterone monster. 

Taking a leaf out of Sony and Nintendo's 
book. Sega has made a point of buying in 
the most impressive thirdparty games rather 
than relying solely on it's own goods. The 
seemingly ubiquitous Tomb Raider looked as 
impressive as any other Saturn ti tle. 
Exhumed ( Lobotomy) looked to be a fine 
firstperson shooter ( a genre almost entirely 
overlooked on the Saturn) and Scavenger 
provided Scorcher and Amok ( ever 
dependable to bring gasps of awe at shows -1 
but will they ever actually be released?). 
NiGHTS was prisented just a week or two, 
before it's release. along with forthco mi ng\ I 
titles Virtua Kids. Fighting Vipers and I 
Daytona USA Championship. 

Possibly providing the silverware for 
Sega this season are it's Sega PC tit les. Pre- I 
release versions of Bug!. Sonic and Sega Rally, 
all looked impressive. Rally was particularly I 

Clockwise from top lettJ Deathtrap Dungeon (Eidos), Crash Bandicoot (Naughty Dog), Red Alert 
(Westwood Studios), The Hulk (Eidos), Interstate '76 (Activision) and Disruptor (Insomniac) 

Eidos kept things low­
key for the unveiling of 
Ian Livingstone's 
promising new title 
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VR Pac-Man 

Not satisfied with being 

resurrected on Namco1s 

Museum CD, Pac-Man is 

rearing his rotund yellow 

head once again, this 

time in a new coin~op 

from veteran VR 

protagonist, Virtuality. 

By sporting VR 

headsets, up to four 

players can link up as a 

sort of Pac-Man family 

and then try to outwit the 

pesky ghosts together. 

Virtuality's game also 

includes full lD audio, 

meaning players can talk 

to each other across the 

link-up. 

On the graphics front, 

Virtuality boasts that it 

has retained the look and 

feel of the original smash 

hit in its new VR game. A 

tribute to Japanese 

design, or just a cunning 

way of updating the 

framerate which is 

usually disappointing 

slow in VR games? The 

world can decide for 

itself when Pac-Man 

fever hits the arcades 

once again. 

lgood with some nice texturing as well as all -
the originals sound and samples. The ECTS 
PC demo wasn't running quite as fast as the 
Saturn version. but ifs early days yet. 

Sony had ifs now customarily huge 
presence. with a great array of quality titles. 
However many of the games on show were 
ery familiar and in danger of being labelled 

boring. Wipeour 2097 looked stunning. 
dangerous and drug·induced. and will sell 
like the proverbial hot bananas. Destruction 
Derby 2 looks to have remedied many of the 
gameplay problems of the original. whilst 
, et another racer. Fi . has recently become 

Virgin rejeded the simplicity of the 
'booth' and built a cathedral instead 

'

the big-sel ler. despite using teams from last Tunnel 81 . ably supported by in-house 
season. Naughty Dog·s Crash Bandicoot ( see efforts Dreadnought and Super EF2000. , 
page 62) . drew in the crowds. and Tekken Always the plucky underdog. I 
2 was never likely to disappoint. despite the CodeMasters. celebrating its tenth birthday at! 
J 7. 5 % slower PAL version. Strangely ECTS. had a compact but b1Jou stand. The I 
enough. Core's Tomb Raider could also be occasional flashes of brilliance. charactenstlc 
found lurking in Sony's vast kingdom. of its long history. continued with Micro I 

Interplay's purchase of Shiny Machines 1 looking excellent. the curious 
Entertainment has certainly gained it a lot Jonah Lomu Rugby looking complicated. 
more kudos. but question marks still remain and the dependable 1f uninteresting Pete I 
lover Shiny·s 3 2 bit ability. MOK was -9-n .show. ampras Extreme-looking. well. dependable . 
aloeit with Shiny staff on hapd ro expl~~ nd unintere ting. II 

away the all too easily J ou;;'d bugs. The almost totaHack of a 64 bit , 
Oce~'n has h~/relatively quiet time of presence was worryinglh ome wa . but I 

' / I I 

drvelopment head. Ian Turnbull~ Eldos. European}amers will have.-Qluch to occupy t 

1
he game industry's reliance on alco~ I them uy t1l next Spring when t he N64 1s \ I 

meant that sponsori ng the ECTS bar, '\,_ fin1f due to arrive. One thing 1~faz,sur~e. bxj 
guaranteed Ocean a huge number of v1s1tors. t 1s time next year. the twin towers o~ny ! 
!though how much they all remembered and Sega may Just have another huge ~ 

remains to be seen. The clinical white company bustling for space on an ever 

' tl 
corridors played host to a now complete ~ re crowded ECTS skyline. 

,....._ _____ !\_ .- ;;tJ:'Vl:JT'll/l n rc~ · 

I 
i'op row from left: NiCHTs impressed Saturn owners, Screamer 2 was also well received and Soviet Strike gave EA a break f'iom sports sims. 
Bottom row from left: Tomb Raider seemed.to.be.everywhere Turok:.Dinosaur.Huntet:..was..theJone.N64.contingent.andJWipeout looked 'dangerous' 
I I I 
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~ Project Haya aims to take 

_ 1_
1

__,,gra~hics ~one step beyond, 
Still in a pre-alpha stage, Alias/Wavefront's new software suite already looks impressive 

~ 
o the strains o-f the Madness hit. 1hrough. There are 
'O ne Step Beyo nd'. Alias/ Wavefront certain ongoing 
recently showcased a pre-alpha developments wi th 

e so of its new Maya software suite to an spec ific tool sets and 
!audience of mainly broadcast professionals we have a separate 
In London. Maya is billed as A/ W's attempt games development 
to take digital visuals into the next group in Toronto. 
generation and was first announced at The foundation is 
f iggraph in 1995. While it is not expected within Maya - the 
{o roll out before spring 1997 . its current modelling. the 
performance. as il lustrated in a 4 5-minute animation. the 
demonstration. is st ill exceedingly special effects. The 
1
impressive. · Maya is the first stage·. things which are 
:Gom ments A/ W's European Sales Man~ger. specific to the 
M'a'rk Pammenter. The idea of "One Step gamers. like the f eyo nd" is to put lots of, clear space betwe~n direct translators. are 
us and the competition.' actually plug-ins which sit within Power 

Maya's unveiling is the capstone on what Animator 7. 5 and would be very similar 
;has so far ~een a successful year for the with in Maya as well. 
Dilicon Graphics-owned company. with both The whole idea is to get the main 
la 50% i6crease in ir's,user base in the framewor~ of Maya out,and then fill the 
1
enterta inment and indJstrial sectors. and the boxes up. We won't be able to deliver the 
!establishment of a European Support Centre. entire package for games. multimedia. TV. 

tWith Maya. A/ W's stated intention is to film. etc. straight away.' 
take digital content creation into the 2 l st The cop,pany fo recasts that the far more I , , 

1
century. To that end. Maya has been built games-specific Power Animator 7. 5 will run 

lf~om the ground up and wrapped tig litly con;)lrrently with Maya for some time and 
l round current Silicon Grap hics hardwar~ indeed some of Maya's prospective game· 
f his. claims the company. allows the "' orientated toolse1s have actually been 
software unmatched performance. and given stripped out and issued for Power Animator 
)its speedy realtime manipul ation at the/ 7. 5. a trend that will continue until Maya is 

1
~emonstration of a fully-textured and I complete for gamers. 
5~aded NURBS model. it's a claim thJ 11s Hay{ will be avai lable free qi charge to 
h~\ d to refute. Using an Indy 2 !,pact. the all suppor-t~ clients. wh ile. for anyone else. 

M,Kd~s(~~t~ ~~lDrl~p;iBc~~tE~~fs TJ~rTLY 

lcompany also deL trated realt1me inverse 
kinemat1cs·s~lving. hp·synching and the 
~b1h ty to let~ bJects 'flow·. again in realtime. 

Edge would like 10 apologise 

to Panasonic 

Wondertainment for 

publishing an interview with 

Hiroyuki Sakai regarding irs 

coverage of M2 in issue 17. 

This article was published 

prior to final authorisation 

and the magazine would like 

to thank Panasonic 

Wondertainment for i1s 

understanding and 

consideralion in th is matter. 

1

1throit~ f~:;:~:ai~:~{~t~r-definable 
( inlength) undo/ redo queue which is/t0i~t 
mto the system architecture. a drag-and-drop 
!an imation hierarchy and a customisable tool 
shelf ( a concept ported over from Power 
!Animator 7. 5) which can also su pport 
macros written in Maya's own scripting 
language. MEL. 

I Games-industry attendance at the 

1demonstration was minimal. however. partly I 
~ue to the lack of specific games tools so far 
inserted into the architecture. 'All we can 
really say at the moment is that the first 
phases of Maya are due for release at the 
start of next year.' says Pammenter. 'It will 
be a continual-release program right the way 

the software suite's price should be in line 
with 'current products. The end result for the 
consumer shou ld be improved visuals. 
particularly ingame. which will be noticeab le 
at first with Sony and Nintendo. both of 
which ~ave fine-tuned tools associated with 
A/ W product lines. 

According to Pammenter. however. one 
of the key effects is going to be a general 
increase in workflow and its almost 
inevitable knock-on effect of red ucing 
game slippage. 'One of the problems in 

1
the past was that developers couldn't afford 

1the time. They'd get halfway through a 
game and someone would say. "Shit. 
Christmas is coming up fast . get it cut now". 
Maya wil l help people fast-track more. It will 
impact on people's del ivery times and 
hopefully they'll deliver when they say £ 
lthey will .' 

.. ........... ~ 

Maya boasts a huge 
range of often user­
definable, graphics 
manipulation features 













mcr;n;an 611 
The grand old 
daddy of online 
gaming. the 
MUD, has 
dragged itself 
into the 90s with 
Meridian 59 

I 
nternet and multiplayer gaming 
began in the late 70s with Richard 
Bartle and Roy Trubshaw's 

adaptation of a text adventure doing the 
rounds at the time called Dungeon. Using 
the early form of the Internet, Bartle and 
Trubshaw were able to let any number of 
users explore the same world at the same 
time, meeting or killing each other as they 
progressed through the game performing 
missions, killing ores and such like. They 
named their revolutionary game MUD, 
multi-user dungeon. MUD and its young 
pretenders have become an Internet 
phenomenon over the last 20 years, albeit a 
niche one. There are currently over 700 
different MUDs, with an estimated 
5,000 global participants. 

Free, unlimited multiplayer 
gaming ought to be bigger than 
MUDs are, but the main difficulty 
is the typically clunky text-only 
output, and the command driven 
typed input. Surprisingly enough, 
typing and reading aren't every 
gamer's idea of a good time. If only 
someone would design a MUD 
with a decent graphical interface 
(perhaps displaying locations in a 
30 window), controlled using a 
mouse, and simple to set-up, rather than 
the confusing Telnet system usually 
employed. In fact, if it could look and play 
like Quake then all the better. Enter 3DO's 
ground-breaking new game, Meridian 59. 

Meridian is a MUD adventure in the 
most traditional sense: elves, wizards, 
leather, heaving fantasy breasts, etc. 
However, thanks to the lag inherent in the 
Internet, it's forgone Quake-style fast, 
beautiful 30 action in favour of, to put it 
politely, a slightly more 'retro' 30 look. It 
even manages to make Doom look 

Site: Meridian 59 
Address: http://meridian.1do.com/ merid ian 

Format: Online gam e 

Origin: US 

advanced. But comparing solely the look of 
Meridian 59 to that of Doom is akin to 
pointing out that the cover of the Bible isn't 
as colourful as Jeffrey Archer's new tome. 

Meridian 59 is an Internet-only 
multiplayer game, and has been designed 
to enable a theoretically unlimited number 
of adventurers to gang up, fight, explore, 
undertake set quests, or for the less 
adventurous, just sit around chatting. And 
such is the devotion of the community of 
'inhabitants' that wander around Meridian 
59's world, some strange scenarios have 
occured. For example, virtual weddings have 
taken place with a 'congregation' of 

hundreds packed into the same church. 
And, of course, there are those 
morally redundant players that run 
around trying to hack people to bits 
- they get a price on their head 
and once in a while get tracked 

I down by anxious neighbourhood 
watch parties. 

But such midnight oil burning 
costs for those living in the UK. For 
a start, you'll get stung for £40 just 
for the client software, which, of 
course, is useless unless you are 
connected to the Internet. Add 
your se1Vice provider's charges of 

about El O a month in here. The £40 client 
software includes one month of free gaming 
time, but once you're hooked, expect to pay 
around £6.50 per month from then on, 
which provides unlimited game time during 
that 30-day period. 

Meridian 59 is also choosy about its 
Internet connection. Win '95 only, it requires 
a 32-bit winsock, so CompuSelVe and AOL 
are currently out of the question. It doesn't 
work through firewalls, either, so saving 
money by playing at the office will £ 
probably not be a feasible option .. 

More Info ... 
Freebies 
Text-only MUDs are usually free 
to play ( apart from the Internet 
connection of course) but 
require a Telnet client to work. 
You can download a 
MUD-specific one from 
http:/ / www.chaco.com/ 
pueblo/ for the PC. and 
ftp:/ / nidolf.ethz.ch/ pub/ mud 
for the Mac. 

To get an up-to-date address list 
of MUDs. have a look at 
http:/ / www.interplay.com/ 
mudlist. or search for MUDs on 
Yahoo! 

To find out a bit more 
Information about Herldlan 59. 
go to 
http:/ / meridian.ldo.com/ 
meridian/. 

It may not look like a ground-breaking game - but 3DO's 
Meridian 59 online adventure is oddly captivating. The 
simple graphics keep it usable even when the Net is busy 



Virtua Fighter PC available from Eledronic Boutique, Game, HMV, PC World, Toys 'S:i' Us & other major software stockists. A monster monster bargain at only £39.95. Web site: http://www.sega-europe.com 

Minimum hardware requirements: Pentium" 75 MHz (90 MHz+ recommended) and Windows '95. SEGA, Virtue and Virtua Fighter are trademarks of SEGA ENTERPRISES LTD. 





he arcane. specialised world 
of computer games. you 
might think. is no place for a 
sensitive artist. But whatever 
you do. don't say that to 
William Latham. Latham. of 

course. has forged an enviable reputation as 
probably the world's top computer artist - having 
emerged from the Royal College of Art. he spent 
several yea rs at IBM. taking full advantage of Big 
Blue's number-crunching power to perfect a set of 
genetic algorithms. After leaving IBM. he teamed 
up with programmer Mark Atkinson. and the pair 
formed a company called Computer Artworks. 
Computer Artworks' output includes sleeve 
artwork and even a video for The Shamen. more 
sleeve artwork for Robert Miles and. of course. the 
blissfully gorgeous screensaver Organic Arr. 

Computer Artworks has just moved from 
London's Soho to bigger premises in Victoria. in 
preparation for its impending metamorphosis into 
a fully fledged games developer. BMG 
commissioned Computer Artworks to create a 
prototype version of an artificial life game. 
codenamed Virtual World. While Latham and 
Atkinson wait for this project to receive the green 
light. they have been busying themselves with a 
range of Organic Arr clothing developed jointly 
with futuristic fashion designer Daniel Poole. a 
DirecrX version of Organic Arr developed specially 
for Microsoft and a 70mm Organic Arr animation 
sequence for movie sound hardware company DTS 
which. rather like a 2 l st-century version of the 
Pearl & Dean sequence. will soon be reaching a 
cinema near yo u. Latham and Atkinson talk Edge 
through the philosophy behind the world's newest 
and hippest games developer ... 

Edge It's always been your ambition to become a 
games developer. How close are you to realising 
that aim? And what will your first game be like? 
William Latham We're now working on an 
artificial life game prototype for BMG. Whereas 
Organic Arr was quite claustrophobic. the new 
project will be more spatial. 
Mark Atkinson The AL gameplay will be on the 
same level as Creatures. but in a 3 D environment 
where things could be flexible. not restricted. With 
artificial life. you must put the gameplay first. We 
came up with the game idea first. Computer AI is 
very stagnant - we've got to the point where AI 
games are at a certain level of complexity. Take. 
for example. Command and Conquer. You can 
beat it every time because you can always find one 
thing the AI can't cope with. Our game will be 
adaptive. so that it changes somehow to cope with 
what you did last time. 
Edge How will this work? 
MA The other problem with computer AI is that it 
plays li ke a computer. When you play against 
other humans. they make mistakes. and there's no 
reason why computer AI shouldn't act like this. We 
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want to put hidden characteristics into the game 
so that there·s a lot of stuff going on under the 
surface and you get an intuitive feel of how the 
whole thing works. So that there's a personality 
behind it. One of the enjoyable things about 
games is the learning curve: they should be rich in 
that sort of thing. 
Edge In what ways will Virtual World be different 
to Creatures? 
MA Creatures is a great piece of technology - it 
really has been done properly - but what remains 
to be seen is. have they created a great game? 
WL People have an imagination of what AL is. but 
the stuff we deliver will be surreal in the most 
extreme sense. Al will work if you take the 
technology and the look together. 
MA We're determined that the whole thing should 
be gameplay-oriented first . but we can bring a 
great graphical style to it. The AL genre has the 
same potential pitfalls as early CD-ROM games. 
which had lots of streaming video in them simply 
because it was possib le to do that. We're not 
going to fa ll into that trap. 
WL Although the game is codenamed Virtual 
World. that 's a very literal title. We probably won't 
use it for the release. because 'virtual' is such a 
naff word . 
MA It will have a convincing 1 D environment like 
a virtual world. The artwork won't be photo­
realistic - virtual worlds are about creating 
convincing universes which are not like anything 
you"ve seen but behave in a consistent way. 
WL It'll subvert Darwinian evolution with a 
Freudian sub-plot. Mark wants more depth. and I 
want more breeding. 
MA One fundamenta l AL thing is that it isn't life as 
it is. but life as it cou ld be. The idea is to create 
an alternative system and work out what the 
fundamental things are. and what can be varied. 
WL It's using the computer to do what it does 
best: generative stuff. rather than replays. 
MA No one uses the computer as a medium. For 
example. there·s the idea of emergent complexity. 
where you take one thing and put it with l 00 
others. and get flocking behaviour. It's the same 
with software: if you can keep it under control. 
you get a qualitative leap to a proper system. 
Edge With just five people. Computer Artworks is 
a pretty small outfit. Do you really have the 
resources to generate a genre-busting game? 

WL It makes me laugh when people talk about 
'l icensing content'. We just generate our products 
from scratch. 
MA If you can write the software to generate an 
environment. you don't need 2 0 people working 
with SG!s. 
WL People will say that we haven't produced any 
computer games. but the bitmap wave has 
crashed and 10 is beginning to form. We're 
ideally positioned to ride the 10 wave. by taking 
stuff from the research world and the 10 world 
and applying it. And like with Organic Art. we'll 
take the game into wider areas like fashion. We 
want to do something like David Lynch did to 
Hollywood. to make stuff that's massmarket but 
also original. 
MA The timing of Oirect1D and all the accelerator 
cards is perfect for us. In 18 months. that market 
will be mature. Everyone will have gaming 
systems which do things that current workstations 
can't do. 
Edge What are the day·to·day practicalities of 
becoming a games developer like? 
MA The whole industry needs a kick up the arse. 
It's so stagnant - small companies are bought by 
big ones which have no judgement and just seem 
to stick pins into genres. This will diminish the 
overall size of the industry - people will just go 
back to getting videos out or going down the pub. 
It's an asset-stripping marketplace that produces 
title after title with no originality. Any other 

industry diverts l O per cent of its profits to 
research and development. and isn't afraid to 
take risks. The software and games industry in 
particular does not have that attitude. Although. 
for example. the Bullfrogs of this world are still 
producing good titles. one game in l O should be 
a risk. even if it doesn't work. 
WL There are so many games developers out 
there who are being told to make shit games. 
Because we're independent. we can do something 
that we think is good and then find someone to 
publish it. We tend to take on only one person at 
a time - we're very careful about who we take 
on. We need to expand our infrastructure. but 
we'll do that gradually. We're looking out for 
programmers who are into what we're doing. 
MA We do have a high profile as a developer -
people know stuff as Computer Artworks 
products. I think it's important for developers to 
have an identity. 
Edge What's it like dealing with games 
publishers? 
WL We're looking for a publisher that can do 
something for us. Computer Artworks has to 
make key moves. and get the right publisher. 
Edge So what other projects do you have on the 
go at the moment? 
WL There's the clothes range with Daniel Poole. 
There'll probably be an early range ready for this 
Christmas. consisting of long and short-sleeved 
T-shirts and possibly even some Organic Art 
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Hawaiian shirts. Then there'll be a full fashion 
range for the spring catalogue. including Hawaiian 
shirts and satchels. We"ve let Organic Art design 
the elements for the shim. and then taken these 
into Photoshop. Josh. our designer. has been 
working with their designers: they've been coming 
down here for creative sessions. 
MA Ifs a very different way in which to work: the 
design tool has generated lots of stuff. and we·ve 
been deciding which of that stuff we like. 
Ultimately. we"d like to connect our computers to 
the print machine. so that you'd get a totally 
unique design each time. or you"d get one pair of 
shirts to each design. 
WL Some of the designs look a bit like Laura 
Ashley on acid. or William Morris on speed. but it's 
also surprising how conservative some of the 
designs look. 
MA They're the sort of things that make you do a 
double-take. You look at them once and think 
they're just flowery shirts. then look at them again 
and not ice they' re actually Organic Art patterns. 
We"ll probably use our Web site. by putting a 
number of designs up on it and inviting people to 
vote for what they like. If a design gets. say. more 
than 20 votes. it'll get printed. 
WL That's the nice thing about the Web: you can 
use it to sell Hawai ian shirts to Hawaii. Through 
Daniel Poole. we"re tying back into rave culture. 
but with stuff that fits into the Hawaiian shirt 
genre. whereas techno culture stuff tends to be 
angu lar and sharp. 
Edge How did th e ven ture with Daniel Poole start ? 
WL There are two stories about that. The true one 
is that Josh went to the club The End. liked the 
Daniel Poole space cadet costumes the staff there 
wear. went into Daniel"s shop and got them down 
here. The other story. which was printed in a 
national newspaper. says that Richard from The 
Shamen introduced us to Daniel. This could have 
happened. but it didn"t! 
Edge How did you get involved in doi ng a DirecrX 
version of Organic Art for Mi crosoft ? 
WL They tracked us down and asked us to do a 
DirecrX version for them. There have been around 
1 50.000 downloads from their Web site. 
MA We like working with Americans. because they 
just say: This is cool. Can you do this? Yes? How 
much do you want? OK. here you are.' It's odd. 
because the first Organic Art wasn't the subject of 
much discussion on the Web. but this one was. 
because of DirecrX driver problems. It was great 
for us. though. because with Direct3D coming out. 
a lot of developers have had to start again from 
scratch. But we built Organic Art on top of 
RenderMorphics· Reality Lab. which is almost 
identical to Direct 30. For the Daniel Poole stuff. 
we wrote al l sorts of extensions to Organic Art 
Pro. The origina l Organic Art technology was out 
of control. but now that we"ve written it as a 
development system. its output can be controlled. 

Edge What about this animated sequence for 
cinemas you"re working on? 
MA For this. we interfaced our Organic Art system 
to 30 Studio Max. It's a sort of Pearl & Dean-type 
thing with 3D sound ... 
WL It's an organic sequence that finally ends up 
as the DTS logo. It's got about one million 
polygons per frame at 7 Omm cinema film 
resolution - each frame took up about 38Mb. It 
was all done on PCs. It's an organic evolution 
sequence. except that it evolves into a logo at the 
end. Kick Productions in Soho did the music to go 

with it. It's like a trip. except without taking drugs. 
because I don"t believe in taking drugs. 
Edge So. what other projects do you have wa iting 
in the wings? 
MA We will do Organic Art 2. although it"II 
probably rake us twice as long as it ought to. We"II 
also produce another game as a follow-on to 
Virtual World. which uses much of the same 
technology. but moves one level further up. We 
didn't want to end up biting off too much. so 
we·re doing something which is ambitious. 
but not too ambitious. £ 
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D2 
The rumours behind M2's imminent arrival in Ja~an 

are fuelled by the unveiling of one of the system's key titles. 
Edge reveals the first pictures to back up the phenomenal specs 

The level of detail even in these early shots is 
staggering. Notice how even the objects in 
adjacent rooms are still fully rendered (right) 

arp's follow-up to its enigmatic, 
but shortlived, FMV adventure, 
The D, is a tit le of great 

importance in two respects. First, it will 
show whether Warp's endearingly 
refreshing approach to games design 
was merely a flash in the pan, a youthfu l 
flourish intended to get them noticed, or 
whether Kenji Eno's outfit have the ta lent 

Ker.ii E}Jo' s outfit has the taleqt 
to out 1v its status as enf ant \err1bles 

o the Japanese games andustry 

to outlive their current status as 'enfant 
terribles' of the Japanese games industry. 
Secondly, and perhaps more significantly, 
02 is the first M2 tit le to be revea led to 
the Japanese gaming pub li c. 

That Warp have released screenshots 
of the game now, weeks ahead of 
Matsushita's intended official unveiling of 
M2 in November is odd, to say the least. 
Warp are practically the only non-coin-op 
thirdparty developer announced for the 
3DO-developed format and it was 
expected that Matsushita's own stable of 
titles would be the first to be seen. 

Given that the majority of 
M2's early titles will be 
action/arcade games -
developed both internally 
at Matsushita and by the 
likes of Konami and 
Capcom who are using M2 
as an arcade board - it is 
all the more surprising that 
Warp's more considered 
and decidedly less flashy 
title is the f irs t to make an 
appearance. 

The story of D no 
Shokutaku 2, to give the 
game its full title, is a 
continuation of the first D 
game with the player 
taking the role of Laura's 
son in a highly convoluted 
scenario outlined in the 
introductory CGI movie 
(seen through M2's high­
quality MPEG playback). 
Laura is pregnant and on a 
flight to Romania when the 
plane hits a patch of 
turbu lence causing Laura's 
lump to disappear and the 
plane to crash. The baby 

has been spirited back to a castle in 
medieval Transylvania by the Devil, to be 
the child of a widowed Duke who has 
sold his soul to sa id demon. This baby 
then grows into manhood and fights 
the devil to save his father. Perhaps it's 
best just to savour the visuals. 

Ml's built-in MPE<i 
playback will make 
high quality, rendered 
cut scenes possible 

If Warp can marry the extraordinary level of detail in these shots with 
a fast game engine then 02 should prove to be a stunning Ml debut 



Currently, the team still has much work to implement in D2 but already there are impressive sedions in the game 
such as this statue surrounded by realistic foliage. The game's wiry protagonist could do with a bit of work, though 

Wjth a~lot that servt!$ J1P/:J1vs.terv 
nd 11s .ens ou could b~ ot1 1v ~n 

tor ti m mg thYs was a cere ra aWair 

The system's fogging 
effects (right) provide 
great atmosphere, while 
the perspedive-corred 
textures (above) will serve 
Ml well in comparisons 
with the PlayStation 

All the action in 02 takes place in and 
around a castle and the play perspective 
looks to be simi lar to that of Capcom's 
Resident Evil. However, instead of cutting 
to prerendered static shots of individual 
locations, the player and the game 
camera move in complete 30 space 
(as in Mario 64) with control handled by 
M2's analogue contro ller. With a plot that 
serves up mystery and suspense in equal 
measure, you could be fooled into 
thinking that 02 was a whol ly cerebral 
affair but the sword-wield ing hero does 
get into a fa ir number of duels both 
inside the vast expanses of the castle 
and in its surrounding gardens. 

Graphically, 02 looks highly detailed 
and imaginative giving an indication of 
M2's texture-mapping and light-handling 
capabilities. It has a wide variety of 

rea listic textures which, for 
example, make it it 
possible to identify 
different types of wood 
used in furniture in the 
castle. M2's light-handling 
also looks extremely 
advanced with shadows 
changing according to the 
time of day, fog reducing 
visibility early in the 

An rendered 747 from 
the game's MPEG intro 



pre screen 

morning and darkness obscuring things 
at night. The presence of a character in a 
room wil l also affect light and reflections 
in a location, and mirror effects look truly 
stunning, incorporating stunning levels of 
detai l. More than mere cosmetic effect, 
the light, or more specifically the time of 
day, affects the way the game plays, too. 
Certain events will only occur and certain 
actions wi ll only be possible if the player 
is in the right place at the right time. 

Judging from the screenshots issued 
by Warp, 02 would seem to have the 
same dark, dramatic and intense feel 
that gave its predecessor such a unique 
atmosphere, but with the immeasurable 
boost of realtime environments to 
explore, instead of relying solely on 

Expect to play around with the game's camera to stunning effect. 
Multiple lightsources should create an unprecedented level of realism 

prerendered clips spooled together. 
A reportedly smooth, intelligent game 
camera that shifts in response to player 
movement should also, hopefully, give 
02 an atmospheric, cinematic style. 

As a showcase of M2's abilities, this 
certainly looks like it has the potential to 
eclipse even the Nintendo 64. But 
polygons aside, what isn't known is just 
how significant a role O no Shokutoku 2 
will be playing in the impending M2 
assault. Issue 40 will attempt to £ 
provide an answer. 

. What isn't known is ju5t hof 
s12riticat1t cJ rote DhNo Sflokuta u 
wn be playing 1n t e Ml assau t 

Many of the puzzles in D2 are similar to those in the original game with objects requiring manipulation, such as this 
clock. Also see how the foreground textures realistically blur (right) when juxtaposed against complex backgrounds 



RIGHT FROM THE START 
WE KNEW THIS MISSION 
WOULD BE NO HOLIDAY ••• 



Bruce MacMillan (left), FIFA 97's producer, takes Edge through motion 
capture, the new Al and the complex sound mixing techniques 
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FIFA 97 certainly looks 
much better than last 
year's effort. These 
stills are from the PC 

Edge heads to Vancouver for the lowdown on a team 
channelling its resources into developing the world's best sport sims. 

But with competition growing, how long can EA Canada stay ahead of the pack? 

ith the bland predictabili ty that 
always characterises Electronic 
Arts' Christmas schedules, 

shelves this Yu letide wi ll be buckling 
under the likes of FIFA 97, NHL 97, NBA 
97 and Madden, yes, 97. 

Each title enjoys the weight of EA's 
formidable marketing strength, brand 
name and seriously expensive licensing 
deals. And yet, surprisingly, this set of 
digitised sports games doesn't share a 
consistent look and feel or a common 
technologica l background at all, despite 
the fact that they are all being developed 
at the EA Sports studios in mountainous 
Vancouver. Compare the graphics across 
the four titles and you could be mistaken 
for th inking that two years of 
development separates the splendour of 
NHL 97 and the comparatively Stone 
Age Madden 97, which sti ll - perhaps 
you'd better sit down to hear this - uses 
SPRITES to display the players! 

The simply stunning-looking NHL 97 
is the most successful demonstration of 
motion capture to date. As Ken Sayler, 
producer of NHL, is at pains to point out: 
'We got movie stuntmen in to do the 
motion-captured falls, so that they cou ld 
really hit the ground hard. We even got 
them to skate into solid objects, or to 
swipe at each other with their sticks to 
make the violence realistic. One guy 
offered to do a triple somersault and 
land on his face. We accepted.' 

This data has been put to good use, 
moving polygon players around the rink 
at tremendous speed. The EA Virtual NHL 97 for the PC and Playstation was a good-looking title - and a 

big step forward from Park Place's original Mega Drive classics 



FIFA 91 includes the kind of perspectives you show someone who's 
never seen a Playstation before. Don't try to play the game like this 

. The EA VirtJ1i1I St:1diu01 tf!Chnology 
1s even capable o di~pla,on2 play~r~' 

names on the acKs 01 tlfelr sh1rts 
Stadium technology (which the NHL 
team partially rewrote to give them the 
edge) is even capable of displaying 
players' names on the backs of their 
shirts (which crumple and crease 
rea listically, too) and of superimposing 
photographs of actual players' faces onto 
the head polygons. These photos even 
blink, become bloodied, smile when the 
team is doing well and frown when they 
get substituted. 

Edge asked Ken why NHL looks so 
advanced when the NBA team told us 
that it wasn't possible to put photographs 
onto polygons, the FIFA team said that 
they weren't able to put player names on 
the backs of shirts, and the Madden 
team claimed that they couldn't use 
polygons because 22 players were 

These stills are from the first playable version of EA's I-League for the 
N64. It may look like FIFA 97, but the camera spins are far smoother 

running around at one 
time. His response: 'We're very 
competitive [with the rest of 
EA Sports]. My team keep 
wanting to add new featu res, 
but I have to say no. We've got 
to get the game finished.' 

The most impressive 
technica l aspect in the polygon motion­
captured titles is a new technique known 
as 'motion blending'. Unti l now, motion­
captured games have taken one of two 
routes. If a player is running and you 
want to kick the bal l, the animation has 
either snapped unnaturally into the new 
animation, or the running movement 
finishes before the kicking motion starts, 
resulting a distinct t ime lag. Motion 
blending looks at the two movements 
and creates four or five intermediate 
frames, mixing from one animation to 
the other in a fraction of a second. The 
result is instantly noticeable if you look 
out for it, but invisible duri ng play . 

In-game commentary has been 
overhauled this year. Most impressive is 
FIFA's new soundtrack, w ith an 
introduction by everyone's favourite 
sports commentator, Des Lynham. 
Accompanying the ever-present John 
Matson is Scottish dry wit Andy Gray. 
Rather than just mention the state of play 
('Cantona to Giggs', for instance), Matty 
and Andy actually have conversations, 
discussing the state of play and its 
merits. It's still a little rough around the 
edges at the moment, but the finished 
thing is likely to sound much more like a 
televised broadcast. 

FIFA has had its Al souped up too. 
Last year's version still used the l 6bit Al 
developed for the Mega Drive and SNES, 
whereas this year's Al is 32bit and 
written from scratch by Yorkshire-born 
Mark Gipson. 

'You used to be able to swerve a shot 
from midway into your opponent's half 
and score every time,' reveals Mark. 
'Okay, that shouldn't have happened, 
and it won't any more. Like rea l football, 
if you're one-on-one with the goalie, 
you've got a much better chance of 
scoring lhan if you take a potshot from 
the halfway line. 

'A computer player decides whether 
to pass, tackle or shoot when he's got 
the ball, depending upon the skill of 
player charging towards him. If he 
passes, he'll look at the benefits of 
passing to each player. But, of course, he 
can't see behind himself, and he has to 
guess where those team-mates are." 

Whereas NHL 97 already looks 
superb, the latest versions of FIFA, NBA 
and Madden were too incomplete for 
Edge to judge how good they'll be. NHL, 
NBA and Madden are due out in 
October. Expect FIFA 97 the end £ 
of November. 

PGA and Madden 97 on 
the Playstation. Sadly, 
both these games 
already look outdated 



pre screen 

Fragile Alleg-"ance 
Bullfrog has long been considered the master of the 

British strategy game, but Gremlin is looking to usurp it 
with a complex space-age version of Civ. Can it survive in this 3D obsessed market? -;;- . 
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The player uses a series 
of menu screens to buy 
weapons, spaceships 
and new buildings 

G 
iven the pathological obsession 
most game developers have with 
3D engines at the moment, it is 

good to know there is still an 
endangered bunch who are wi lling to 
experiment with the 2D strategy genre. 

Fragile Allegiance can most snappily 
be described as a Sim City meets 'Civ in 
space' kind of game with a remarkably 
familiar storyline. It is the future and 
Earth is inevitably low on natural 
resources. Consequently, a huge 
pan-global company 
called Tetra Corp is 
offering ordinary folk the 
chance to become 
asteroid miners. All they 
have to do is find a 
suitable asteroid belt, set 
up a base and start 
mining. As simple as that. 

Of course, the player 
takes on the role of such 
a miner. With limited 
financial assistance from 
Tetra Corp, players have to set up an 
asteroid HQ with various bui ldings, then 
start finding some va luable minerals. To 
make th ings more difficult, there are six 
alien races in the vicinity, all with their 
own racial characteristics and all keen to 
mine the same area. As in Civ, the player 
can either make treaties with them and 
live in peace, or he can spend his cash 
on missiles to blow them all up. 

Unlike Civ, Fragile A!legiance allows 
the player to set the aggression level of 
alien races before the game. It's also 

possible to delegate unwanted tasks to a 
computer-controlled colony manager. In 
this way you can easily define the type of 
game you want to play: either in-depth 
mining sim or out-and-out war game. 

The obligatory multiplayer option has 
been included which will allow four 
players to mine the same asteroid belt 
over a LAN. Interestingly, they'll all be 
able to use an in-game Email system so 
that two or more players can get 
together to form fragile allegiances of 
their own against unwary mates. 

Although the landscapes look rather 
barren at the moment and Edge has not 

The game will no doubt draw many comparisons 
with Bullfrog's own recent space strategy title, 
Gene Wars. There are definite visual similarities 

had a chance to gauge the alien Al, the 
game does look rather interesting and 
complex. There appears to be a lot for 
the player to do and buy (includ ing an 
immense array of missiles, spacecraft 
and spy satellites) and the graphics are 
neat if not mind-blowingly impressive. It 
will no doubt be a welcome release for 
those who find blowing evil creatures 
apart in Quake somewhat £ 
intellectually unstimulating. 

In Fragile Allegiance the player can buy various spacecraft which are 
then deployed to search for new asteroids. Or for aliens to blow up 
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Eidos Interactive Studios combines racing game, shoot 'em up, 
future distopia yarn and totally free playing areas 

in its latest Saturn title, a sci-fi vigilante action game 

In Crimewave there 
is a lot of innocent 
traffic to smash into or 
simply blow up with 
missiles. It's great fun 
but unfortunately you 
get penalised for it. 
Pemai>s Eidos will 
reconsider, though 

A 
ttempts to combine the racing 
game with the shoot 'em up 
litter videogaming history, but 

apart from Wipeout, things have been 
quiet recently. Crimewave may just 
reanimate interest in the genre. 

The story will sound a tad familiar. 
It's the future and crime is rife in the 
sprawling metropolis of Mekeo (the 
designers must have spent literally 
seconds coming up with that scenario). 
Law enforcement has been privatised so 
now any foo l can jump in his car and 
hunt down baddies. Which is exactly 
what the player has to do. 

Visua lly, Crimewave seems 
rather at odds with most 
current 32bit titles. The 
game uses an isometric, 
top-down view as well as 
dozens of different 
prerendered vehicles and 
some adequately texture­
mapped urban landscapes to 
create a Micro Machines meets 
Syndicate Wars look. A welcome break 
from first-person 3 D. 

Despite the familiar plot, gameplay 
also looks enticingly different. Players can 
drive where they like in each of the 
game's eight locations (there are no set 
'circu its'), and they have to watch out for 
riva l vigilantes as well as the baddies, so 
there is a variety of targets. 

Eidos also promises a huge list of 
vehicle weapons which can be upgraded 
on completion of set missions, plus that 
old chestnut, truly advanced Al. It all 
sounds quite promising - just as long as 
the slight glitches and occasional 
slowdowns in the demo version 
Edge saw are ironed out. 

The city of Mekeo has eight different. themed zones, including shopping mall, business, industrial and suburb. Each 
features differing background scenery and road sizes (the latter ranging from single lane dust tracks to motorways) 
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Quake may have re-energised the PC market but console developers are still 
paying homage tO its forefather. Universal Interactive Studios tries to 

buck up a stale genre with a smart graphic engine and some new ideas 

Disruptor adds at least two reasonably new ingredients to the first­
person shoot 'em up gene pool: super powers and undulating floors 

It is possible to take 
your enemy's weapons 
and add them to your 
own deadly arsenal 

ith Disruptor, as with all post­
Doom 3D shooters, it's not so 
much what it does but how it 

does it. It's a foregone conclusion that 
there wi ll be multiple levels of increasing 
complexity, hidden areas, switches, 
doors, a small selection of vicious foes 
and an arsenal of satisfying weapons - it 
does indeed have all these features and 
moves swiftly. Some of the polygons 
'fold' quite a bit in the version Edge 
played, but in general the quality of the 
graphics and engine are high. In addition, 
there are a couple of twists - undulating 
levels which break from the 
conventional, building block designs and 
superpowers for your character. 

The superpowers draw power from 
their energy meter, separate to your 
health meter. The powers - Dra in, Heal, 
Blast, Shock and Shield - are al l fa irly 

self-explanatory and there are pick-ups to 
boost the energy they use up. Ultimately 
though, these are alternative weapons 
rather than a major gameplay innovation. 

Level designs seemingly alternate 
between standard ones of the ramps, 
rooms and lifts variety and slightly more 
adventurous ones that dish up craters 
and hills. Al l the levels, however, are still 
rigidly linear in their layout with rooms 
stacked on top of rooms and none of the 
open 3D architecture that Quake has 
introduced. Enemies range from fl oating 
ba lls which home in on you and sprout 
spikes, to Amie-style Terminator robots. 

As in Doom, new enemies have their 
own weapons, but here those weapons 
can be added to your armoury once 
you've ki lled the owner. The basic 
machine guns and plasma rifles of ea rly 
levels give way to more sophisticated 
weapons like the Lock-on Cannon which 
locks onto a target and launches a spiky 
homing mine. There are also two 
powerful one-shot weapons, the Zodiac 
- which emits a blast wave - and the 
Plasma Lance - a constant stream of 
glowing pink plasma that takes out 
whatever you come across. 

There's just no getting away from the 
fact that Disruptor is another Doom 
clone on a machine that already boasts a 
fine version of the id opus. No matter 
what innovations may be introduced, no 
matter how many interesting and 
attractive levels are on offer, Disruptor 
rea lly has to pass only one simple test -
namely, is it as good as the PlayStation 
version of Doom. The answer £ 
should become clear in E40. 

As attradive as the levels 
are in Disruptor, and as 
nasty as the baddies may be, 
can the PlayStation market 
support yet another Doom 
clone: even one with a few 
new gameplay twists? 

There's a large seledion 
of interesting weapons 
including a plasma gun 
and lock-on missiles 





pre screen 

The beat 'em up has progressed greatly since Toshinden 
First appeared on the PlayStation. Now, Tamsoft has a lot 

to do to prove it is still a contender. Toshinden J looks like a promising statement of intent 

Takara is currently tight-lipped about the latest Toshinden sequel, so 
little is known about the new characters, moves and locations 

Some rather outlandish 
lighting effects add to 
Toshinden J's mystical 
atmosphere 

T 
he Toshinden series has been 
widely viewed so far as a kind of 
poor man's 32bit benchmark: 

not quite as stunning as the Tekkens and 
the Virtua Fighters of this world, but stil l 
able to show off hardware capabilities. 

This comparatively lowly position may 
change with the latest incarnation of the 
game, which boasts improved visuals 
and more intricate character design. The 
fighters now seem a lot smoother, with 
much more definition and detail, and are 
therefore more in line with what Namco 
and Sega have been producing lately. 

In terms of gameplay, Takara is not 
giving anything away at the moment, but 
it looks as though the arenas in 
Toshinden 3 have been made a little 
smaller, possibly to ensure that fights are 
more intense. 

The real test, perhaps, will be in how 
the game utilises new beat 'em up 
innovations. If Tamsoft can use some of 
the ideas seen in VF 3, the company 
could leap-frog its console rivals and 
steal some much-deserved kudos £ 
for the Toshinden fraternity. 

Toshinden J looks as 
though it boasts the 
same dynamic, pro­
active camera that 
made its predecessors 
stand oul It also has 
improved character 
design and some 
detailed texturing. 
Hopefully, the 
'uncomfortable and 
uninviting' gameplay 
which marred the 
previous Toshinden 
titles will have been 
remedied as well 
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Konami's long-awaited creepy platformer, 
finally gets a Crack Of the Whip. But will this 20 classic hold 

its own against 30 PlayStation attaches such as Crash Bandicoot? 
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Castlevania rarely 
looked good in static 
shots but it plays well 

Format: -·····'·-··--·- ....... ... .. _ 
,Publisher. l<o,rnrn ______ _ 

Developer: In house 

Release: Dcu'n1be1 

Origin: 

( 

astlevania - a series of platform 
games developed by Konami 
since the late eighties ( and 

known as is known as Dracula in Japan) 
- may have continued to hold a place in 
the hearts of diehard platform fans, but 
it's taken Konami a long time to get 
around to marking its haunting, sombre 
classic with the 32bit stamp. 

Originally a series that achieved 
widespread popularity on the Sbit NES 
and then later on the Game Boy and 
SN ES (it appeared on the SFC way back 
in late 199 1 and it still one of the 
seminal platformers for that system), 
Cast/evania for the PlayStation bears 
more than a pass ing resemblance to the 
solid 1993 PC Engine version (E3) . No 
details are avai lable at present although 
it's known that Konami plans a more 
open-plan adventure this time with £ 
multiple routes and more stages. 

1:-

Expect to see the same wh:f' -based 
style of combat (above) an some 
excellent lighting effects (right) 

A futuristic racing simulation might seem 
ideal for COnSOfe Conversion but in the post Wipeout era 

players crave more than just mindblowing speed 

Set in the fictional Japanese city of Neo-Kobe (the same setting for 
Snatcher, in fad) Speed King should at least fly on the PlayStation 

T 
he development of the arcade 
version of Speed King was such 
a troubled, drawn-out process 

that by the time it hit arcades, it failed to 
impress - especia lly with an enclosed 
reactive cabinet costing around 
$100,000. So Konami is hopi ng it will 
have more success with the home 
version - which would have seemed a 
natural project a year or so ago. Now 

however, its similarity 
to Wipeout (and that 
game's arguably 
superior playability) 
must be cause for 
concern, so it's 
heartening to learn 
that Konami is 
planning to augment 
Speed King's rather 
simplistic arcade 
gameplay with 
features more suited 
to repeated play on a 
console. These 
include a 'time attack' mode and a 'ghost 
mode' in which players race against a 
phantom ship and their own personal 
best laps. Quite whether the PlayStation 
needs another futuristic racing game is 
debatable, of course. But in Japan, where 
the arcade company enjoys a high 
profile, gamers could well end up £ 
choosing this over Wipeout XL.. 

Stylistically, Speed King 
has a lot going for it 
but the gameplay needs 
a serious overhaul 
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The tennis simulation is hardly the most exciting prospect for gamers looking for 

new Videogame thrills, but Warwickshire-based developer, Smart Dog, is suitably qualified 
to give 32bit owners a good rendition of England's favourite summer sport 

There are four surfaces to compete on in Smart Dog's tennis sim, as well as several different play options and a variety of players to choose from. 
There is also an extremely narcissistic replay mode which allows proud players to review their finest shots frame-by-frame and from any angle, too 

ennis sims don't crop up quite as 
much as football games, but 
there are still a fair few out there 

and, unfortunately, they all look very 
similar. Which means Warwick developer 
Smart Dog has given itself a rather 
cha llenging task with Break Point. 

However, if any company has the 
credentia ls to create a stand-out title it's 
this one. The team that makes up Smart 
Dog also worked on the Mega Drive and 
Game Gear versions of Pete Sampras 
Tennis - one of the best l 6bit tennis 
games, so at least they are not 
newcomers to a difficult genre. 

This veteran status already shows up 
in the early version of Break Point Edge 
has seen. Players are well animated and 
real istic, play is intuitive, but not overly 
simplistic and there's a good range of 
shots to ca ll upon. Furthermore, although 
there are no real tennis players to 
choose from, the player can select a 
competitor from a decent range of 
fictit ious cand idates. They all have 
differing ski lls and they can even perform 
their own tennis combos, which should 
give the game a li ttle more depth. There 
are four court surfaces to choose from 
and a range of play options, includ ing 
tournament, singles and doubles. 

Yes, it all sounds reasonably 
formulaic but there is not much you can 
do with tennis sims to rad ica lly upset the 
genre. Smart Dog have attempted to give 
this title a slight hint of aural individuality 
by bringing on Wimbledon TV 

hiyers ctre we I ani ated and 
tiut not overly slmplistic 

commentator Chris Bailey to provide 
in-game chat but the real test will be in 
game play. Judging by the evidence so 
far, it is a test that Break Point wi ll £ 
be more than capable of passing. 

In Break Point, each player has his or her own set of individual 
combos, which should add a little variety to the tennis simulation 



-,,,,.-
CRiter ion 

Studi os 

Scorched Planet io 1996 Criterion Studios. All rights reserved. Criterion Studios is a division of Criterion Software Ltd ., a Canon Company. 
Published 1996 Virgin Interactive Entertainment (Europe) Ltd. Virgin is a registered trademark of Virgin Enterprises Ltd. 

Available from all good retail ou11e1s or direc1 horn Virgin Interactive Entertainment. To order call 01373 453 888 between 9.30 am & 5.30 pm Mon-Sal. Price includes VAT, postage and packaging. Vis3 fMas1ercard/Access 

,. f ., :-



pre screen 

The current :nbit obsession with racin9 games and beat 'em ups, 

haS tO end Someday. When it does the RPG will no 
doubt reclaim some lost ground. Crandia may provide the catalyst for change 

The backgrounds in this new 3D RPG are multi-layered intricate affairs 
overflowing with colour and detail. The game"s ten main cities are 
apparently hives of activity, each one with its own cultural identity 

ith the arrival of 32bit technology 
it was inevitable that the RPG 
would change for ever. The 

simple over-head views and cute little 
characters which graced dozens of SNES 
class ics are facing extinction. The lure of 
3D is hard for game developers to res ist. 

Crandia is an example of a new 

. Locations aie b11ilt from 
lusciously te ture ol_Y2< ns and... 

1 ook e utifl.l as a resu t 
breed of RPG adventures. Although the 
characters are bitmaps, the locations are 
all built from lusciously textured polygons 
and, it has to be sa id, look absolutely 
beautiful as a result. Best of all, they 
reta in the cutesy, Zelda-sty le look which 

has always graced Japanese RPG titles. 
The story, set on a mythical world in 

the midst of industrial revolution, is the 
usual RPG bunkum. The player controls 
Justin, a 14 year-old boy who must travel 
to the continent of Elencia to solve the 
mystery of the ancient Anjel civil isation. 

Although the adventure includes 
global travel by land and sea, there are 
actua lly on ly ten cities in the game: 
apparently the designers wanted to pack 
in as much intimate detail as they could. 
Consequently, each city has a distinct 
cu lture and atmosphere and its native 
inhabitants share common physical tra its. 

As with most RPG games, combat is 
possible in Crondia, although here quick 
reflexes and sharp decision making are 
more important than the character's 
physical strength. Before a fight starts, 
the player receives info about the enemy 
so that its possible to bow out of no-win 
fisticuffs before a punch is thrown. 

It seems the designers of Crandia 
may have added new gameplay depth as 
well as great visuals to the RPG. The 
complex cities are a desirable feature 
and the industrial revolution slant 
(providing a backdrop of colonial 
emigration) gives a more interesting 
setting than the usual middle-earth tosh. 
Dark Saviour could prove that there is a 
place for RPGs in the 32bit world. £ 
Hopefully Crondia should, too. 

This tree-top village 
setting perfectly 
exhibits the game's 
beautiful 3D scenery 
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Sb.ining tl-ie Holy .iU'k 
The popular 16bit RPG series, Shining Force, 

made its Saturn debut last year with Shining Wisdom. 
Now the designers are making a stunning 3D addition to their action adventure portfolio 

The smooth, realistic scenery was created using a special technique to 
mask angular polygons. Although 3D, the gameplay is classic RPG 

Format: ' ' · 
Pubhsher: 
Developer: '·1 '. 

Release: • ' ' 
Origin: 

B lthough related to the popular 
Mega Drive RPG series, Shining 
Force (which includes top-view 

Saturn Zelda clone, Shining Wisdom), 
Shining the Holy Ark has a different story 
and a totally updated visual style to its 
ageing predecessors. 

So updated in fact that the gameplan 
for th is 30 RPG arcade adventure has 
been stored in Sega's vau lts for a couple 
of years until hardware technology could 

Shining includes a wealth of detailed polygon monsters which pounce 
on the player from roof tops or lurk in dank dungeon corridors 

cope with its demands. 
The designers promise a more adult 

game than the other Shining titles, £ 
despite the Doom perspective. 
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Command & Conquer: Red Alert is Westwood's biggest ever title and is certain to become one of the best-selling games ever on the PC. C&C"s 
success derives from Westwood's unique ability to create visually attractive games and marry this with some of the tightest gameplay around 

Westwood Studios is the most successful videogame company in the US today. 
Edge visited its Las Vegas headquarters to discover what makes 

this design team different and to catch up on two of the most eagerly awaited PC titles in development 

Lands of Lore: Guardians 
of Destiny has now been 
in development for over 
three years. Ifs scheduled 
for release in February 

estwood, Las Vegas. A shrine to 
hedonism. Living, breathing proof 
that Americans are the world 

leaders of the wasteful and the cu lturally 
bankrupt. Not in fact, the kind of place a 
team of highly motivated and creative 
programmers and designers might 
choose as their home. However, the 
Westwood team's life in this decadent 
hole seems to have had nothing but 
beneficial effects on their long line of 
strategy and adventure games. 

Only the PC market seems to be able 
to susta in such fervent enthusiasm for 
these most detailed of games. 
Diminutive sprites, complicated intertaces 
and the kind of depth that drains copious 
amounts of midnight oi l are the 
hallmarks of these most revered forms of 
videogaming. At the apex of the genre 
lies Command & Conquer. Since it was 
released a little over a year ago, well over 
one million copies have been sold and 
the vast majority of leisure PCs in Europe 
have seen it flicker across their monitors. 
With the inevitable sequel, Command & 

Conquer: Red Alert nearing completion 
in the 120 degree Vegas heat, Edge was 
jetted across to check up on it by 
Westwood's owner, Virgin. 

No other PC game, with the possible 
exception of Quake, has been awaited 
with such expectation. Red Alert wi ll 

f 
With the~oJsibJe exception 

o Quake., .Re Alert 1sJthe most 
high y awa1te PC game ever 

probably sell more copies than any other 
PC game this year, and will certainly not 
disappoint. It will take the initiative in the 
PC networking battle back from Worcroft 
II - the only other game that has even 
approached Command & Conquers level 
of supporter fanaticism. 

The most obvious feature to be 
added to Red Alert are the hi-res 
graphics. Whereas C&C appeared in 
blocky VGA the updated engine displays 
everything in crisp SVGA. This not only 
brings the game into the 1990s, but also 
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pre screen 

continued considerably improves the playability due 
to the fact that there is more space to 
display units on the screen at once. 

The original C&C was played to 
death. One of the drawbacks was that 
you eventually spotted every foible of 
the computer opponent's AL. It was 
generally accepted that the PC's threat 
analysis in C&C scanned from the top of 
the screen downwards. You could fool it 
by placing one tank at the top to distract 
the attention from the main attack. 

The computer AL in Red Alert has 
been overhauled to eliminate this, as 
well as many other problems. The other 
improvement Westwood are stressing 
they have made concerns the find-path 
routines that govern the automated 
movement of your troops around the 
screen. Losing troops and having entire 
armies wander off into the wilderness 
before getting stuck is a problem yvith all 
these 2D games and one that thi::f field's 
leaders are all too keen to corred once 
and for all. 

Complementing Red Alert is the 
firm's debut Internet project, C&C: Sole 
Survivors. This game is designed to 
bypass the need for a network to take on 
more than a few people. It is hoped that 
there wi ll be room for many more 

ThJ! 3D techoolon, 111av.~ot be 
c tt1 J!d but R~sholJI awake 
t e s1re1o PC gamers or RP<is 

players than before to take part 
simultaneously in the battles. And 
augmenting Westwood's commitment to 
multiplayer gaming is the upgrading of 
Red Alert's network capacity to six 
players from C&C's four. 

Although Red Alert may be 
Westwood's biggest game, the 
company's other current project has 
been in development for twice as long. 
Lands of Lore: Guardians of Destiny was 
originally slated for release more than a 
year ago, but was delayed because of 
certain gameplay shortfa lls. Then it was 
an entirely prerendered, Creature Shock­
style experience. Though it looked 

LoL2 was originally developed as an entirely prerendered experience. 
During the past year, however, a full realtime engine has been added. 
The combination of both makes the game look very promising 

fantastic the game didn't inspire much 
confidence in its playability. 

The changes that have taken place 
over the past 12 months look almost 
certain to have rectified this. A complete 
3D realtime engine has been developed 
to enhance the game. This draws heavily 
on Westwood's experience with the 
excellent Eye of the Beholder series 
released a few years ago. While the 3D 
technology may not be cutting edge, it 
looks certain to awake the sleeping 
desire many PC gamers have to play 
computer RPGs. And the prerendered 
video sequences have yet to be cut out. 
They now link the rea ltime sections, and 
the rendering quality and the video 
playback rival the best that has appeared 
on a home machine. 

Westwood's philosophy of releasing a 
few superb games rather than many 
average titles works. The success bodes 
well for the company; not to mention the 
millions of gamers who long to get hold 
of everything this isolated and £ 
unique team of 90 can develop. 

Planes flying over in a 
bombing raid of Red 
Alert (far left). The role 
of ships in the game 
has been increased 
greatly (above left). All 
the in-game graphics 
are now SV<iA (above) 
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b pple, the Seminal SiliconValleysuccessstory.was 

a company that grew out of a hacker ethic in which games 

played a pivotal role. But ever since the introduction of the 

Macintosh in 1984. it has fought shy of games. fearful that its important - and 

lucrative - corporate customers would regard a machine aimed at 

gamesplayers as a mere 'toy'. Al though the Mac has been able to boast the 

occasional great game. the result of that anti-games policy is that support from 

Apple for gamers and ga me developers since 1984 has been virtually non­

existent. Co nsequently. the gaming revolution has largely passed the company 

by. and consoles or the Microsoft / Intel brand of personal computing have 

become the platforms of choice for gamesplayers across the world. 

But Apple's gaming strategy ( or lack of one) actually goes back further 

than the Macintosh. to the days of the Apple III. The III's predecessor. tloe 

Apple II. elegantly designed by Steve Wozniak and released in 19 7 7. was a 

total hacker's machine. It was l 00 % open and ready for games to be 

programmed by anyone who picked it up. It had expansion slots galore and a 

nifty version of BASIC in ROM ( it was introduced. of course. before the advent 

of the pre-packaged software industry). 

According to Wozniak. quoted in a 198 6 issue of CALL-A.P.P.L.E. 

magazine: 'A lot of features of the Apple II went in because I had designed the 

game Breakout for Atari. I had designed it in hardware [and] I wanted to 

write it in software. So a lot of these features that really made the Apple II 

stand out in its day came from a game. and the fun features [like colour. and 

the speaker] that were built in were only to do one pet project. which was to 

program a BASIC version of Breakout.' 

The Apple II ended up being a consummate game machine. as wel l as 

an unbelievably successful all round home computer. However. Apple had 

already decided in 1979. during ( or even before) what many consider to be 

the heyday of the machine. that its future was not in home computing but in 

business. To that end. the next stage in the company's development. the Apple 

hine than the PC? 
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for games 

III. which hit the market in l 980. was designed as an all·business. no-fun platform: it was certainly not 

targeted at gamesplayers. 

The Apple III proved a dismal failure. so the Cupertino company went back to the drawing board. The 

result was another expensive flop. the ill-fated Lisa. whose l 984 launch was again aimed solely at the 

corporate market. When Apples next business-oriented computer. the Macintosh. finally appeared later the 

same year ( its arrival heralded by a Ridley Scott-directed 1V ad which premiered in the ridiculously expensive 

Superbowl slot on American 1V) it introduced consumers to an enormous number of innovations which are 

now commonplace. among them WYSIWYG ( pronounced 'Whirzy-Wig·. an acronym for What You See Is What 

You Get) screens. an intuitive and easy-to-use operating system. a graphical user interface (GUI). a mouse. 

;Jo..-..... ~~~ ... 

, te to dozens of potential configurations. 

or provide tech support to gamers having trouble 

running software - something responsible for more 

returns than any other factor on the PC but largely a 

2 40 - looked 

awful on the Mac's standard Super VGA-quality screen. Mac users. accustomed to high-quali ty graphics. stayed 

away. the titles sa nk like rocks. and so did the Mac's reputation as a game machine. A couple of larger PC· 

oriented publishers. Interplay and LucasArts. have discovered a hidden money-maker in the Mac ( their secret? 

Make the games quality conversions. not cheap ports. and don·r skim p on the marketing budget) . but most 

other companies who tested the waters ( like New World Computing and EA) were soon scared away. 

·companies would put games out a year later on the Mac. with blocky non-Mac graphics and a non-standard 

interface and. surprise of surprises. they didn't sell very well .' says Calica. 'As a result. there is still a bunch of 

halting steps toward encouraging ga me publish ing on the Mac. such as creating an in-house position for a 

to rake off. 

r 



• 
developers together and sit in some hotel room for three days just cranking out code. They'd tweak the hell 

out of things. And it turned out that the PowerPC is a great chip for games.' 

Other changes in the videogames industry. notably the rise of 30 games in which graphics are platform­

independent ( that is. they will render to the highest resolution available). also made Mac development more 

appealing. ·11 was hard for us to justify saying. "Look. we're only going to represent l 0% to 20 % of your sales. 

but it wou ld be really good if you completely redid your graphics so they are up to Mac standards." but it was 

end up being the first actual use a d re the number-one software category in terms of actual money spent at 

ereta1l. I qpn't- h1 

'But let's a 1f a month at r t machine to play games more than any other use. don't 

tell me ame they were deciding which machine to buy.' 

Apple's upper management agreed. And 1 p pie regard gamesplaying as an important factor in 

deciding what kind of computer to buy. then Apple needs to make sure that the Mac stacks up as a games 

he heart of the Power Mac is Motorola's 
PowerPC chip. which is based on RISC 
( Reduced Instruction Set Computing) 

technology. in contrast to the CISC ( Complex 
Instruction Set Computing) Penllum chip found in the 
majority of Windows 95-based PCs. 

MMX is a new version of the Pen11um ( 586 I from 
Intel. It provtdes 57 new instrucllons and promises to 
vastly improve multimedia performance. This sounds 
great until you reahse that the multimedia 
performance MMX enhances most 1s vtdeo processing. 
Unfortunately. most gamers care more about the 
accelerar,on of 30 data than the quality of in-game 
movies. which tend to get skipped. 

The most significant feature in the MMX instruction 
set is SIMD ( Single Instruction. Multiple Data) . which 
enables one instruction to operate on several sets of 
data at once. There are also eight additional 64bll 
MMX registers - but they sit on top of the Pentium·s 
floating-point registers. meaning that floanng point and 
MMX instructions cannot be run ,imultaneously without 
the risk of one or the other being corrupted. 

There are four new data types in MMX. and all 
instructions are single-cycle. which means they are run 
very eff1C1ently by the processor. Intel claims speed 
improvements over non·MMX Pentiums of between 
40% ( MPEG-1 vtdeo apphcationsl. and 300% ( image 
processing I. with speech recogm11on and vtdeo­
conferencing falling somewhere in between. 

Because of the overlaying of the MMX registers and 
the FPU registers. however. 30 applications. which rely 
heavily on floating·point opera11ons. will be severely 
hampered when trying to use MMX functionality at the 
same time. So forget about super-fast video textures in 
your 30 worlds with MMx. 

MMX·enabled programs will not be compa11ble 
with previous genera11ons of the Pen11um. requiring an 
upgrade - a great way to sell hardware but not the 
best means of ensuring a large userbase. Programming 
for SIMD ,s also allegedly very difficult. although Intel 
plans to d1stnbu1e free MMX-enabled libranes. 

In contrast. the PowerPC has four times the 
Pentium·s floa11ng point and ftxed -poinr registers. and 
delivers the highest floating-point performance of any 
consumer-level microprocessor. To gamers. that means 
that a l 3 3MHz Power Mac delivers far berrer 30 
performance. all other things being equal. than a 
l 33MHz Pen11um. The Power PCs design 1s also 
simpler than the Pentiums. with fewer instructions ( all 
of which are of a uniform size) . and berrer memory 
management. which can result in higher performance. 

MMX's performance on an application. nor a 
benchmark. level. will probably be unable to deli¥gr 
300% improvements. since programs will call both 
MMX and non·MMX 1ns1rucr1ons. and the benefits ii does 
offer will probably nor affect players of 30 games. 
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Sow. at ea Apple ffer dev opers? For a start. money. Porting '\game is fairly cheap. and i can 

provide a good return. especially in ,he less crowded Mac market. where titles have a longer shelf life. Apple 

can also virtu~ -g arantee to make technical support calls a thing of tHe past - a single tech support call can 

cost the deleloper a ytning up to£! 5 or £20. a cost often greater than the profit marginJt made on the 

game in he first · lace. An the Mac also boasts a standardised architec ure for hich to develop. 'In many 

proliferation of SVGA games. PCs have now attained parity with the Mac in terms of graphics. which increases 

Mac games' chances of sue ,ess in the market. A simultaneous release on Mac and PC ( with the additional 

But how easy has It been to convince developers? 'It makes it easier ~hen we can point to sales figures 

of $100 millioryplus pe year of Macintosh games.' laughs Gavini. 'People listen to stuff like that. You can go 

to 'I e suits a d say: "Lookl Money! Numbers!"· 

In addition to approaching developers from a numbers angle. Apple has implemented anumber of 

new technologies specifically aimed at game developers. namely the Game Sprockets series of APis 

( see column on page 60). Other reasons to develop for the Macintosh? For one. and maybe PC 

gamers should brace themselves. when it comes to the hottest 30 games. the Mac is flat-out a 

better platform than the PC. First. the 30 acceleration currently enjoyed by many Windows PCs is 



coming to the Mac. Not only are several top chip and board manufacturers planning drivers for QuickDraw 30 

architecture) the PowerPC is far better at doing the geometry necessary for 30 graphics. We"re not talking 

about the rendering or drawing to the screen. but the actual 30 calculations. Thar"s because the PowerPC has 

much more precise flo ating-point maths power than the Pentium. "What about Inters MMX?" PC enthusiasts 

might ask. Well. ir"s unlikely that MMX will do anything to enhance 30 performance. and it may even slow it 

down { see column on page 57). All this can only help Apple"s cause. 

Apple will also soon start the fi rst dis ussions with developers on someth ing called the Common Game 

, sp i tio6' 0 

o p ay.-! th s 

of players in one virtual world. each having their own game experience. but each able to interact with one 

YR 

Quic Time itself. curre tly in its 2.5 evision. ni has th e apabili Y..1:0 accep QuickDraw 30 layers or 

playback. as we I s. of course. sprites. movies. sounds. and MIDI information { there are a host of ew 

Interplay's Star Fleet Academy will ship 
simultaneous on Mac a d PC, giving the 
company the comllU!fdal benefit of a pooled 
marketing spend across the two platforms 

e 
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pple Game Sprockets 1s a sofrware 
development kit { SDK) available. royalty-free. 
from Apple. It con1ains six AP!s I appl,ca11on 

program interfaces) designed to make development of 
games easier. 'Some parls of Sprockers are "duh-ware.' 
says Ben Calica. 'meaning they're things we should have 
had years ago. like an easy way to hide the menu bar. 
wn1e directly to the screen. etc. And some of them are 
what we call "cool-ware.' 

The sprockets are eas,Jy extensible hbranes of C 
code and should make it easier for game programmers 
who don't want to memonse the Inside Hacmrosh 
series of technical books. 

The sprockets. in general. compare to Microsoft's 
DrrecrX AP!s. w11h a couple of differences. First. they 
are more customisable than DirecrX particularly 
Qu,ckDrawJD Rave. Second. in some cases they provide 
greater functionality. 

There's no doubt that the presence of these 
sprockets w,11 make conversion of Win95 !!ties using 
DrrecrX to the Mac far easier. 

I I Th,s provides a standard user 
interface for playing a game across a network. 
Dialogues and underlying code for configuration. 
Joining and hosting a game are included. The API uses 
Apple's Open T ranspon for TCP / IP. Apple Talk. and 
modem access. NetSprocket uses a client / server 
topology and has an extremely small overhead. 

I I I I This sprocket standardises 
traditional sound functions. but also provides support 
for killer 1D sound capabilities. For 30 sound. the 
location of the listener and each sound channel 1s given 
a speof1c position as well as velocity vectors in a virtual 
audio space. which dynam,cally changes to create the 
1llus,on of spatiality and movement. The sprocket uses 
the PowerPC for signal processing. to simulate the 
Doppler effect. distance attenuation. echoes. and spatial 
pos!l!onrng. The 30 sound is integrated with camera 
pos111on in Qu,ckDraw 10. 

• · · I I SpeechSprocker uses 
Apple's Plain Ta technology for speech recognition. 
Spoken words can be used ro trigger commands or run 
macros. Though speech input does not work well for 
single words { hke 'fire). It works well for longer 
phrases { hke 'select BFG') . The speech recognition II 
vo1ce-1ndependent. 

Rave 

I I I Th,s provides support for 
mouse. keyboard. and analogue or dignal input devices 
such as Joysticks. It also provides a standard dialogue 
box for mput devices. 

you actually see more of the world in game maps.' says Steve Wetherill. director of R&D at Westwood. This 

posed a problem initially. as running in high-res means that the CPU has to work much harder. However. after 

incorporating OrawSprocket [part of Game Sprockets]. we found that the performance boost was more than 

enough to compensate.' 

Bungie. one of the biggest Mac-first developers. has wholeheartedly embraced Sprockets in its new 

game. Free For All ( working title) . The tools were written using QuickOraw 30 and the game will support 

Rave on the Mac and PC. Wirehead Systems. which is coding the Mac and PC versions of VR Baseball for VR 

Sports. is using Rave for both versions of the software. and managed to get a Rave graphics test running on 

Windows by changing only three lines of code. 

ou have a big stake in you 

games. so /here's always this sort of tension: "How much do we tell the developers?" Apple has no incentive to 

do that. so there's a nice dissemination of information at the kitchens. You have access to the engineers and 

you can just get stuff fixed. You say. "Tell me about the lnputSprocket." and in about two hours it's working.' 

One area where developer reaction has not been so positive concerns the issue of co-marketing and PR 

support from Apple. 'When we visited Apple. we asked what incentive they could offer us to do the Mac 

version of our game first. or even as an exclusive.' says a director of a small Mac development house who 

. any novel and exclusive titl 

really differentiate the platform. 

'Our impression is that Apple isn't too concerned about exclusives or early Mac-first titles. which. in our 

opinion. is what they need to differentiate themselves. The Game Sprockets seem to be useful. but that's 

beside the point. Unli ke DOS. the problem of the Mac gaming scene was never really technology. All in all. we 

feel Apple's efforts go into developing and hyping their technology. but they should be providing the incentives 

developers need for committing to a platform that has smaller sales.' 

watch this space. We're trying to loosen the purse strings.' 

So. is this the beginning of something big? Will Apple's new commitment to games pay off? Will the 

Mac become a dominant gaming platform? It's unlikely. but expect to see an upsurge in Mac game 

development and a trend toward simultaneous release of titles on PC and Mac. Certainly. most A-list titles 

released in l 99 7 will eventually be available on the Mac. and the Mac versions may. in fact. be 'better' than 

the PC originals. But then again. this may have as much to do with the development team getting a second 

ies that 

e. and with the 

introduction of Sprockets. releasing a game Apple's preferred way ( with high-quali ty graphics) has become 

far easier. Creating a quality Macintosh port should not be a problem for large and medium-sized developer. 

and the Mac offers small developers the opportunity to be a big fish in a little pond and get exposure which 

would not perhaps be possible for them in the PC world. 

While the technology exists to enable a 'killer app' to appear first ( and perhaps exclusively n the Mac. 

the lack of effort on the part of the evangelism group to secure and promote Mac-first or Mac-exclusive titles is 

worrying. But despite its inauspicious beginnings. the Mac is both a good development platform and a good 

delivery platform for games. Don't expect Apple to steal the mantle of premier platform in games. any ore 

than you'd expect people to begin to use MS-DOS machines for desktop publishing. However. Mac garilg 

ultimately offers some exci ting possibilities. Essentially. it all comes down to how important Apple believes 

games are to ihe Macinlosh's continued success. 

The good news for gamesplayers is that. according to Apple's Bill Dugan. Th j 're critical.' 



ere Just doong for the sake of 'being developers prefer Apple as a development 

here.' but to make a profitable busoness. platform. The importance of games really 

nd to serve our customers and developers. hit us as sales in the home marker were 

I'd like to correct the many going past those in the business market. We 

isconcepnons people may have that we saw that games were affecting market 

re ge1tong out of the home consumer share and profitability. So. we said: 'Let's get 

pace. We are delomtely still onrerested on senous - games are a serious business.' 

he home consumer space. And in the Edge As a starting point for your games 

ome consumer market. what do people effort. would it be safe to say that you're 

uyrng computers look for? Entertainment aiming to have at least half of the PCs best 

and that means games. That's the totles available on the Macintosh? 

nmary use of computers. even though. Satjiv Absolutely. That's exactly my mandate. 

nitoally. consumers may say the interest ,s I would like to get the top I 0% to I 5 % of 

or learning or other reasons. So we are games onto the Mac. at the very least. We've 

orally aware of what IS generating the sales got 10 focus on gelling the best games on 

thon the consumer markers. And so our our platform. And if the top I O is a starting 

ecisoon ro concentrate on games is a poont. I want to know the plans for when 

usoness strategy to get Apple a reasonable we get the top I O in every genre. 

hare and profitability on that market. And we have new ideas about games. 

~ Bur onformatoon about how and why Look ar our experiments with Mission 

reople buy computers has been available Impossible: The Web Adventure - we had 

once before the launch of the Mac. Why. 26 million hits as of a few weeks ago. 

hen. has Apple waoted 12 years to start Edge Can the Mac ever overtake the PC as 

romorong games? the game platform of chooce? 

In the past. we were always sort of Satjiv Our goal may not be to overtake bur 

mbarrassed to have the Mac be referred ro to have the cream of the marker. 

s a 'toy' computer or as a games machone I'll gove you an example. We opened a 

n any way. We feared that any association studio with [Hitch Hiker's Guide to the 

·rh games would make us look like nor Galaxy author) Douglas Adams. called 

he proper corporate computer. So we Digital Village. He said to me. ·1 don't know 

em on the reverse dorectoon and even tried what thos "Apple's only got I 0% market 

o avoid any assocoatoons with games. share· fuss IS about. Everybody I know and 

We always had game developers on respects uses a Mac. So even ii it's only 

he Mac without us wooing them. but I 0%. it's got to be the top l 0%.' 

around the time that CD·ROM started to So I saod. 'Douglas. thank you very 

ake off. the [anti·game] amrude at Apple much. I would like the top 20%'1 [Laughs.) 

tarted to change. So we can target the top 2 0·2 5 % of 

~ So when dod Apple change us mind? gamers. but that means I must have the top 

tjtv In 1993. The first step was when 10 nrles. And. not only does that mean I 

pple went public and saod: We'll shop one must have the top l O titles. but we must 

tllion CD·ROM players.' We launched our also be the game platform that the 

uthonng solutions with Macromedia. and developer has the least hassles with. 

o on. and when the numbers fell out on For the developer. there must be that 

ear one. we found our th_..a_t _rw_o~·t_h_or_d~s _of __ ~ p_r~op~o~s_it_,o_n_. a, nd for the consumer there 
all multimedia authoring was done on must be a great experience. We've got to go 

Apple systems. for both of those. But for us. to 

APPLE'S SENIOR VICE 
PRESIDENT OF WORLDWIDE 

CORPORATE MARKETING 

someplace and lines up everything. then we 

are able to deliver rhar. When we become 

fuzzy and grow schizophrenic. we jusr start 

losing everything. 

Edge Does Apple have rhe markering 

muscle to change people's perceptoon rhar a 

Mac isn't the machine to buy if you want to 

play games? 

Satjiv You're nghr: rhe majority of 

consumers don't regard rhe Macintosh as 

the premier gaming platform. Bur we're 

not going 10 be able change this perception 

with any of our marketing muscle. The 

change comes from new game developers 

coming to the Macinrosh for the first rime. 

or exosr,ng Macinrosh game developers 

usong the technologies that we're giving to 

them to provide the besr possible games on 

the Macintosh. 

Edge Bur this won't happen wirhour Apple 

getting the ball rolling. Without direct 

Apple intervention. you're stuck on rhe 

wrong side of a 'chicken·and·egg· scenano: 

game developers won't invest the two years 

of time and the millions of dollars 

necessary to make a killer Mac game until 

there's a huge audience of Mac gamers 

demanding it. Conversely. there won't be a 

huge audience of Mac gamers until some 

great games come along. 

Satjiv With the realm of 30. the nature of 

games has changed such rhat the maJority 

of the game code is used to define a world 

[all the texture maps and 30 models] and 

only a small amounr of code expresses this 

world on a particular platform. 

This means that once you've completed 

your game on one platform, ifs relauvely 

easy to port it to another platform -

because you only have ro reprogram a 

small amounr of the code. So. for example. 

of the best games from last year. games 

like Doom II. or Dark Forces. for example. 

the best version was the Mac version. 

Edge Bur merely porting games from the 

PC world isn't going to help the Macintosh 

altracr die·hard gamers - you need great 

games released at the same time as the PC 

version. if nor before. And in rhe marketing 

war that you'll have to fight to help 

accomplish this. can you compete wuh. say. 

Nintendo. whoch is spending abour SSO 

million advertising Just rhe firsr SOO.OOO 

N64s in the US alone? 

Satjiv No. Bur I can be clever. Take rhe 

Mission: Impossible campaign we did. The 

whole world thinks we spent $ 50 million. 

The truth? Paramount spent $50 million. 

We spenr a lot less. 

I have to do mnovative. clever. target 

marketing rhar creares markering 

mulripliers. I would feel irresponsible to 

just throw S50 million behind SOO.OOO 

units. I'll work with people ro do some 

co·markering rhings to fogure out how I can 

reach a target audience. 

We have a lor of strengths. Our brand 

name. for instance. It's easier 10 say 'Apple's 

a cool games machine· rhan ro say 'IBM IS a 

cool games machine' or 'Compaq's a cool 

games machine·. 

Edge Are there enough Mac owners to 

support a thriving game marker? Surely 

most game developers will shoor for the PC 

market first. and maybe. JUSI maybe. the 

Mac market second? 

Satjiv Here's whar I've always wresrled with. 

The percepoion is rhat the Mac has an 8 % 

markeo share. bur the reality is that we 

represent more rhan 20% of all of 

mulrimedoa computers. There are 25 

million Macs out there. And we are much 

better ro develop forl There are no rech 

support calls. we're easier ( and now. woth 

Sprockets. far easier) to develop for. Bur 

nobody knows that. Game companies are 

doing their marh on 8 % and rhao becomes 

a self·fulfilling prophecy. 

Edge Apple has developed some very 

powerful APls vvoth whoch ro porentially 

creare some greao games. And so why nor 

use them yourselves to create great in·hous 

games by Apple. for Apple? 

Satjiv We do not want to compere wuh our 

thirdparties. That's our relationship with th 

entire content industry. and II actually 

makes us more natural partners. If we can 

give them rhe best rools. and an 

environment to make money. then we 

make money - because more Macs are sol 

- and the marriage lasrs. 

Edge Bur Sony. Sega. and Nintendo - in 

facr. all hardware platforms - use in·house 

games ro srart the ball rolling. Virrua 

Fighter 2 and Super Mano 64 aotracr 

gamers ro the platform. 

Satjtv The difference there is rhar whereas. 

say. rhe Nintendo 64 is a brand-new 

plarform with no onsralled base. we have an 

installed base of 25 m,11,on already. Wear 

very. very hungl)' ro get games our rhere. 

But. ir"s Jusr not our charter to 

compete with developers. £ 



I t:rasll Bannwoot 
The future of the platform genre 
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So dazzling are Crash Bandicoot's graphics, special effects 
and backgrounds that ifs easy to forget that you're adually 
playing a very basic platform game. Even confrontations 
with the boss charaders fall into an easily learned pattern 

The lovely 3D maps would seem 
even lovelier if you didn't have to 
wait for them to load in every time 

PlayS!atton 
SCE 
Naughty Dog 

hether or not developers Naughty Dog secretly 
hoped Sony would take on Crash Bandicoot 
as their official mascot is open to debate. 

Sony themselves are officially denying taking on the 
antipodean rat as the popular face of corporate video 
gaming { probably until they see if it sells or not). 
Whether Sony are happy about it or not. Crash 
Bandicoots "interactive cartoon· pretensions and the 
fact that it's the strongest character-lead game in the 
PlayStation·s roster during the Christmas season. mean 

it has been dragged. 
kicking and 
'screaming. into a 
three·way war with 
Sega·s NiGHTS and 

Nintendo's much lauded Super Hario 64 this autumn. 
The battle could well be a tough one. as while 

both NiGHTS and Hario offer some truly innovative 
gameplay mechanics. Crash. for all its 30 trickery and 

32 -bit sheen. is still firmly rooted in the land of the 
tradit ional left-to-right platformer. You might be able 
to make the little orange critter run in to and out of 
the screen with light-sourced polygon scenery 
impressively shifting all around him but a moving 
platform to leap to. an enemy to avoid and a bonus 
crate to jump upon are not the ingredients of 
innovation the title initially seems to promise. 

Set over 3 2 levels the usual tiresome mad 
scientist/ world domination plot sets the genetically 
altered. nasal ly-enhanced marsupial the task of 
negotiating three islands and removing five bosses 
before he gets to take on his twisted creator - the evil 
Dr. Cortex - in his lab. Gameplay is split into three 
disti nct styles. Running into and out of the screen are 
the most innovative and afford Crash its most 
distinctive feature. The more traditional side-on 
sections make far less use of the 30 effect. There are 
some levels that combine all three forma ts. Whilst 

£45 
Out now 

Crash sports what must surely be the most intricate texture maps yet seen in a PlayStation game. When 
these are combined with the sort of lighting effects seen in Loaded and Tunnel 81, the result is stunning 



The frustration can be high. Losing a life restarts 
you at a check point but restarting a whole game 
can mean retracing through three or more levels 

there is a modicum of three-dimensional freedom 
within each level this is st rictly a linear trip. The game 
gives you no option but to fo llow the predestined 
course. No real multiple routes or exits mean this is 
definitely no Mario or Yoshi's Island and with every 
enemy and crate in exactly the same place every time. 
it's easy to find you rself slipping into a formulaic 
playing pattern. Learning by repetition is something 
that afflicts all but the best platformers. regardless of 
their host system. but Crash 's sometimes unforgiving 
gameplay and rather meagre collection of level 
inhabitants tends to accentuate the 'die once - learn 
the pattern· blight even more than usual. Attempts to 
break up the gameplay such as the obligatory 

In a true Mario-style, Crash can jump on the 
heads of enemies to dispose of them but a far 
more effective weapon is a Taz-like spin attack 

mine-cart ride. a breakneck race on a hog's back and 
avoiding being crushed by a Indiana Jones-style 
boulder are welcome additions and help Crash avoid 
the copycat level trap. In the main. however. you'll be 
utilising his armoury of dodging. jumping and spinning 
( Crash's Taz·manian style of dispatching enemies and 
opening bonus boxes) on the last level in exactly the 
same manner as you did on the first. 

Admirably. Naughty Dog has made a real 
effort to lengthen Crash 's lifespan. Apart 

from a fairly harsh learning curve. there 
are keys to open up previously 
inaccessible levels and gems that. when 
activated ( much like Mario 's switch 
boxes ) . make available new routes 
through the course. These encourage you 

to either invest time hanging arou nd 
searching every nook and cranny or make 

you return at a later date to try for a perfect 
score ( duly rewarded by a special end 

sequence) . Unlike nearly every Japanese game in 
recent times. Crash is also rather frugal with its 
save points and passwords. It only awards them after 
successful completion of a bonus round. entrance to 
wh ich is only possible alter discovering the three 
bonus tokens hidden within a level. Making the going 
this tough is a refreshing change but can. inevitably. 
lead to frustration. It's quite possible to either miss or 
fail to complete a bonus level only to continue on for 
quite a while before coming up against a particularly 
sticky boss or situation and prematurely ending the 
game. Missing the bonus means you'll have to restart at 
a previous save and subsequently find yourself 
retracing maybe four or live levels. 

This leaves only the look of the game to rescue 
what is looking like little more than an average 
platformer with an added 3D twist. It's just as well 
then that graphically there's little to touch Crash 
Bandicoot on the PlayStation currently. The attention 

Moving in and out of the screen is Crash 
Bandicoot's most innovative feature although 
it can sometimes be hard to judge distances. 
The foggy bridge levels are particularly hard. 

Crash's side-on scrolling graphics 
fail to match Clockwork Knights' 

can!lnuBO n8Hl 0808 
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Don't miss out on the bonus levels, 
they're the only place you can save 

Such are the quality of Crash Bandicoot's graphics that rather than waste space 
on FMV intermissions it adually uses in-game graphics for intro and cut scenes 

to detail on the texture mapping is nothing short of 
astonishing. Intricately carved Aztec stonework scenes 
delicately lit by flickering torches vie with spectacular 
purple-skied vistas and lush dense jungles as the most 
spectacular backdrops yet seen in a video game while 
special effects such as a raging thunderstorm. a 

only thing it really succeeds in updating is the surface 
gloss. Once you're past the admittedly amazing 
graphics. the gameplay can only really be described as 
'uneventful' and there isn't one revolutionary 
platforming idea on the whole CD. In terms of 
imagination it may see off the likes of 3 2 bit·powered 

Rayman and Johnny Bazookatone 
C:ai::Js!J1;~wm~i'Yiii:ujii:Ji:l1tii;:Iiuiiiii'im::iiaf~uii:IIE~~mit!c;i:::1 but gets a good quick toecap to 

stunning fog-bound rope bridge to nowhere and 
superbly realistic water ( which supposedly had 
Shigeru Miyamoto cadging programming tips) are 
merely the icing on a very impressive cake. Crash 
himself is a solid enough creation ( although the 
cartoonists list of obscure animals for characterisation 
must su rely be thinning dramatically by now) but like 
so many of his western-born predecessors ( Bubsy the 
Bobcat. Gex) he lacks any real charisma. Not 
surprising when the design team. for all their 
Hollywood animation experience. can only muster 
such lacklustre credits as He-Man - Masters of the 
Universe and Family Dog. Naughty Dog's claim that the 
whole game harks back to classic 40's and SO's 
Warner Bras does Crash Bandicoor no service at all as 
the rich and superbly coloured scenery lends the game 
a character all its own. Even the quirky soundtrack. a 
bizarre mixture of native drumming. whoops and 
weird electronics. courtesy of Mark Mothersbaugh 
( from 80's American spud-punk band Devo) helps 
make Crash look and sound unlike any other 
next-generation game around. 

In the end it's churlish to snipe at and criticise 
Crash Bandicoot just because it tries to update an old 
genre rather than trying anythi ng new. That was. after 
all . Naughty Dog's intention in the first place. But the 

the sphincter from many of its 
classic 16-bit cousins. True 
enjoyment of Crash Bandicoor 

relies on an appreciation of the talents of Naughty 
Dog's programmers and artists. not the challenge and 
interaction they've provided to the gamester. However. 
like Donkey Kong Country on the Super 
Nintendo. that would still seem enough to 
guarantee its huge success. 

Btlaa ratlno: 

£ 
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The breakneck hogback-riding sedion is 
definitely where you'll learn by your mistakes 



Testosterone, 
Alcohol, 

Adrenalin 
It's all • 1n a-Life 

Available soon 
Win'95 

berlife RRP. f34-99 
-

Website: 
http:// www-cyberlife.uk-com 

~ ~NER © 1996 Millennium Interactive Ltd . Cyberlife™ is a registered trademark of Millennium Interactive Ltd. Published and distributed 
~ INTERACTIVE under exclusive licence from Millennium Interactive Ltd by Warner Interactive. A Time Warner Company. 



I HIBUBBBDB 64 
Just when things were looking dark for Nintendo, 

The single-player mode pits you against 
three other racers and a well-timed boost 
of acceleration is needed to get ahead of 
the pack in these crucial, early seconds 

and that famous Nintendo playability 

Stunning graphics alone mark WaveRace 64 out as a modem classic. Peripheral touches like the 
incredible bankside reflections (above) add truly unpresidented depth and reality to the environments 

m wners of imported Nintendo 64s have had a 
long. long wait since the release of the 
machine back at the end of June. They may 

have invested in the world 's most controversial 
videogames system - but they've only had four games 
available ( and that's even if you take into 
consideration a dodgy Japanese chess and ported PC 
puzzler Endorfun. retitled Cu On Pa) . Carts may be 
thin on the ground but N64 owners have been taking 
solace from the ranks of potential classics being 
assem bled in the Kyoto firm 's headquarters. If all the 
new games are al l of the calibre of WaveRace 64 the 
wait will have been more than worth it. 

As with Mario and PilotWings. there's someth ing 
distinctively Nintendo about WaveRace. Most 
noticeable from the start-up sequence is that all the 
pre-rendered trimmings of most 32bit titles are 
absent. Nintendo's programmers. under the direction 
of Shigeru Miyamoto. have managed to create a 
functional but effect ive front-end in realtime with only 
eight megabytes of ROM. The WaveRace player is 
treated to a stunning flyby of one of the game's 
circuits just as it appears in the game proper. Set 
against a backdrop of cheesy PilotWings-style muzak. 
it's a typically polished. and yet restrained. scene­
setting style. that one wou ld only expect of Nintendo. 

As the player skips through the multi-layered 

options screen and into the game itself. what gradually 
makes itself clear is that WaveRace has something that 
no other game has yet managed - thoroughly realistic 
water. It ripples gently in the background as the 
players' scores are displayed. it bobs the gloriously 
detailed jetskis up and down as the game camera 
swoops in at the start of a race. and best of all. it rolls. 
swirls and cascades magnificently around the screen to 
create the most believable watery environment yet 
seen in a videogame. 

In some respects. WaveRace is close in look and 
feel to another NCL classic. the Super FX-powered 
SNES title. Stunt Race FX ( aka Wild Trax. Ell) . This 
time however. instead of dinky off-road vehicles 
careering around the tracks. the rather more 
convincing designs and dynamics of the 'Kawasaki' 
jetskis make for a slightly more serious. although no 
less enjoyable gaming experience. Similarly. while the 
Super FX-assisted SNES classic had trouble when it 
came to generating two independent screens at once. 
its 64 bit big brother has no such technical hangups. 
Splitscreen. two-player WaveRace is about as fun as 
videogaming gets. 

At a first glance though. and in a similar way to 
PilotWings. Nintendo's latest might disappoint those 
looking for state-of-the-art. arcade-style thrills. It's 
evident that the majority of the machine's polygon 



It is tempting to zoom down tunnels (far left), but this one ends in a wrenchingly tight comer. The neon-drenched city circuit (centre left) is full of 
great jumps, whereas the ice course (centre right) is full of penguins. This boat (far right) provides a hair-raising obstacle on the game's final track 

horsepower has been put to use in modelling those 
authentic waves. This means the amount of 
superfluous scenery is kept well in check to keep the 
frame rate high. This stays at well over 20fps but 
rarely reaches the current 3 Ofps benchmark of most 
next generation arcade games. None of this detracts. 
however. from the sheer varie ty and diversity of the 
action in WaveRace. which far exceeds that in most 
3 2 bit arcade titles. Instead of overloading the game 
with gratuitously lavish landscapes. Nintendo has used 
its 64 bit hardware to create a different gameplay 
experience for the player ... and that"s to be applauded. 

Having said that. there are some pretty memorable 
graphical moments that will impress even the most 
nit-picky. One course. on a calm lake. starts off 

immersed in thick mist that gradually clears to reveal 
an impressive depth of vision and some lifelike 
reflections at the water·s edge. Another. beside a sunny 
beach. permits the player to see right through the 
transparent water to reveal a textured seabed with 
polygon fish darting around. Subtle touches like these 
heighten the player"s immersion substantially. 

Considering that WaveRace offers a straight 
championship with three difficulty levels. a selection of 
stunt courses and a splitscreen. two-player mode. it 
certainly doesn"t lack variety. The only real criticism 
could be levelled at the relative lack of tracks. This 
means that most could easily be seen within a day"s 
play. Even these. however. eclipse the paltry number of 
courses included in most arcade racing game 

The four craft have adjustable stats 
so performance can be modified 

con11nuao nBHl uoou 
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Racing requires a constant awareness 
of tide and surroundings. Opponents 
also have to be watched for, especially 
in the frantic and highly competitive 
two-player mode (top right) 

conversions. In addition. WaveRace is structured so 
that. as the player completes the normal. hard and 
expert settings ( each with their own initial group of 
tracks) additional tracks are thrown in as an added 
incentive to keep going. 

A constant factor through all the game modes is 
the sheer satisfaction of using the controls. In true 
Nintendo tradition. and making good use of the N64 "s 
analogue joypad stick. controlling the jetskis as they 
skim across the water does take quite a bit of getting 
used to. However. once this is mastered ( within a few 
goes). players will find the controls have an intuitive 
simplicity rarely found in videogames. 

More satisfaction comes from the fact that each of 
the four jetskis possesses markedly different handling 
characteristics. This is accentuated by the way the craft 
interact with the water and are correspondingly 
thrown around by the waves. Ifs possible to surf 

across the waves to gain added momentum and skis 
can also jump skywards before diving underwater to 
clear obstructing scenery. In fact. everything that you'd 
expect to be possible in jetskiing is here - WaveRace 
feels exactly right. and thafs by far its strongest card. 

For all its advances in technology and 
showmanship. WaveRace is a perfect example of how 
Nintendo's approach to game design still remains 
markedly different from almost every other 
videogames company in the world. It also serves as a 
reminder of how little its own design ethics have 
changed over the years. Sure. ifs fast . powerful. good 
looking and pretty much state-of-the-art in most 
respects - but what matters most is that ifs £ 
exceptional fun. And that's what really counts. 

Bt1g11 racln!r 
mac out of ten 

Typically for a Nintendo game, WaveRace 64 is 
simply filled with marvellous collateral detail. 
Lens flare saturates the screen when you race 
into the sun (left) and a detailed helicopter 
often swoops over the adion (bottom right) 
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i SBUiBl SlrillB 
Strike series for a fourth outing. This time the 

32bit makeover 

Soviet Strike features wonderful, detailed, realistic scenery streamed off CD. A welcome 
change from the blocky isometric landscapes which characterised the first Strike titles 

Players view the game from above 
and behind the Apache 'copter 

PlayStat1on 

Electronic Ans 
EA Studios 
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E 
lectronic Arts· Mega Drive hit Desert Strike 
rode the mililaristic hype that accompanied 
the Gulf War and delivered a mould-breaking 

tactical shoot ·em up. It cast you as the lone American 
pilot up against the ou1law regime of a particularly 
despicable dictator. destroying· installations. taking out 
enemy hardware and rescuing grateful MIAs and 
POWs. As with most other EA games. Desert Strike had 
both TV-style presentation - this time of the CNN 
variety - and a tendency to be sequelled. Jungle Strike 
transferred the action to central America. and Urban 
Strike was set in a war-torn USA: both expanded the 
scope of the first game. 

On the surface. Soviet Strike would seem to have 
most of the same features as its predecessors - an 
isometric 1 D view of the battlefield. campaigns 
broken down into missions spread across the same 
battlefield. supplies dotted across the map and a 
"What if . ..?" scenario inspired by contemporary politics. 
This time ifs the former Soviet Union that's under 
threat from a bunch of old Communists led by a 
powerful ex-Soviet general and the game·s five 
campaigns - Crimea. Khyber. Black Sea. Dracula and 
Kremlin - are set across the old Soviet empire. 

On starting a campaign. the first major difference 
veterans of the previous Strikes will notice is that the 
landscape moves. The default view is a chase cam 
behind the Apache and as it turns. the ground rotates 
underneath - an advanced alternative to the "locked" 

view of the other Strike games where the terrain 
merely scrolls. Landscapes are also beautifully detailed 
ranging from the snoWY wastelands of Crimea to the 
grandiose architecture of central Moscow. 

Campaigns are similarly varied. For instance. in the 
opening Crimea campaign there are seven different 
objectives. First. two early warning radar dishes must 
be destroyed. then a group of captured intelligence 
agents must be freed. Next. a temporary airbase must 
be annihilated. two POW camps liberated and an 
enemy HQ must be wiped out and its commanders 
taken alive. Finally. a terrorist training camp has to be 
destroyed and you must deposit a spy near to an 
enemy officers villa. 

On the face of it. this would seem to be a standard 
blastfest with the odd bit of rescuing thrown in to 
occasionally calm things down. but nothing could be 
further from the truth. It"s perfectly possible to cruise 
the battlefield blowing away whatever enemy targets 
come your way. but you'll never finish the game if you 
do. Ifs only after a few attempts at the first campaign 
that it becomes clear that Soviet Strike. like the 
previous Strike games. is very tightly structured. 

Each campaign map has only a limited number of 
extra fuel and ammo pods which force you to fly 
economically - shooting only what you have to and not 
going for a refill until you·ve exhausted what supplies 
you do have. Whilst this adds a great deal of depth to 
what would otherwise be simple gunplay. it does feel 



Extra fuel can be taken onboard at helipads sparsely 
dotted about the playing area. Do not waste a drop 

at times as if there's only one way to play each mission. 
However. the intelligence of the enemy does 

counter this to some extent. Knocking out key 
installations ( radars. power plants) first lowers the 
'Alert Zone' of the area so less tanks will turn up to see 
what all those explosions are. You can also sneak up 
on gun turrets and tanks from behind and wipe them 
out before they get a chance to react. It's far better 
and. curiously. more satisfying to play this hit ·n· run 
game. although the responses of the enemy ( and your 
ever-diminishing fuel) force you to take risks. 

The Russia-in-peril scenario does dish up a good 
selection of campaigns with intriguing mission 
objectives. Attacking ships. aircraft carriers. retrieving 

ICBMs. even saving Boris Yeltsin. Some of the more 
ingenious tasks you'll have to figure out include 
staning an avalanche to crush a tank battalion and 
sealing a nuclear reactor core in a salt mine. 

It's this inventiveness that makes Soviet Strike -
without it. it would be a fairly unspectacular and 
ungainly shoot 'em up. The controls of the chopper 
take a while to get used to. as do the targeting foibles 
of each of the four weapons. but at least the chopper 
doesn't bump into buildings as it did in earlier Strikes. 

Missions are varied and require a certain amount 
of tactical ability. For example, when attacking 
enemy ground vehicles (above) or bases (right) a 
close eye must be kept on ammo and fuel levels 

Sneaking up behind targets and taking them out quickly saves valuable ammo and 
allows the player to avoid messy confrontations with enemy tanks and gun-posts 

One further refinement worth mentioning is all the 
FMV that now adorns the game. It's more of an 
intrusion than an improvement though. looking like a 
particularly over-the-top Fugees video. 

Basically though. this is a fairly 
wel l-engineered continuation of 
the four-year-old Strike series. It 
hardly expands on the scope of 
the original but shrewdly replaces 

the old isometric graphics with true 30. retaining all 
the elements that have made the series such a 
resounding success. Importantly. Soviet Strike's tough 
mission structure rewards diligent gameplay and 
makes this shoot 'em up much more of a challenge 
than those pale efforts that simply dole out £ 
continues by the bucketful!. 

Boos rattno: 
scuca out of ten 

The mission map (above) shows the 
player's whereabouts as well as the 
positions on any enemy craft in the 
area. This has to be regularly 
consulted to avoid getting lost 



football si mulation standout 

from the crowd. 

A 32bit soccer benchmark without a fl ashy licence? 

The game camera pans in to make 
the set-piece moves slightly easier 

I 
t is very rare that you can judge the quality of 
a football game at first glance: they hardly 
ever look absolutely terrible or absolutely 

stunning. It is the subtleties which separate them and 

it is the subtleties of World Wide Soccer which place it 
amongst the premier footy sims. rather than leave it 
floundering in some soccer game no-man's land. 

First of all. no generic feature has been left out. 
There are several game options to choose from 
( tournament. league. cup. exhibition). you can select 
from a full range of team set·ups and formations. and 
there's a list of broad tactics ( offensive/ defensive/ 
counter attack. ere I which can be changed in pause 
mode to craft the play. There is even an inspired 
coaching system which employs the X. Y. and Z keys. 
These allow the player to pul l the offside trap or 
change marking tactics actually within play - a great 
feature for the more strategic player. 

Another neat touch is the fact that the team 
member on the ball can be made to sprint for a 

World Wide Soccer is full of 
great animation sequences 
which instill the game with a 
certain amount of realism. 
However, some features don't 
quite fit in. For example, the 
game radar (right) is useful, but 
who wants a radar in football? 

limited time with a touch of the left shoulder button. 
Usually. only those chasing the ball get the sprint 
option. This tiny feature adds so much to the game. 
making quick. unexpected breaks much more of a 

possibility. The introduction of 
computer player fa llibility is also 
welcome. The goalkeepers 
occasionally turn dodgy. fumbling 
the ball or punching at it wildly 

and a referee will sometimes completely miss offside 
rulings or turn away just as a player performs a Vinnie 
Jones-style killer tackle on some unsuspecting 
midfielder. This adds a little uncertainty to the game. 
which in turn accentuates the reality. 

Graphically. World Wide Soccer initially fails to 
impress because both the players and pitch look a 
little jagged and ill-defined at times. However. the 
smooth animation slowly makes itself clear as you 
become a better player: back passes. overhead kicks. 
headers and vo lleys all look totally believable and 
fluid . The anima tion also allows moves like the 
shoulder barge and sliding rackle to be carried out 
from a number of different angles. This means that 
the game never looks too rigid or formulated. 

In terms of play. 'intuitive· is a good word to 



Three camera heights are available. Close 
(centre) looks good, but medium (above) is best 

describe the game as a whole. There is none of Acrua 
Soccer's bluffing. double bluffing and disguising passes 
but the basic three types of kick ( shoot. pass and lob 
on the A. 8 and C buttons respectively) can be 
adapted if the player so wishes. For example. a 
full-blooded lob can become a more delicate chip with 
a quick double press and similarly a shot can be 
driven along the ground instead of launched skywards 
with a similar technique. 

As usual with soccer games. it can be very hard to 
place a ball in the net exactly where you want it. More 
often than not. shots executed with the A button will 
fly straight into the centre of the goalmouth and 
inevitably right into the goalie's grasp. However. this 
just forces you to be more creative. using chips and 
passes to fool the goalie instead of just straight shots. 

There are a couple of problems with World Wide 
Soccer. though. The commentary ( which is supplied by 

The rules of football are followed to the book. Players can be deemed offside, and savage 
tackles can result in penalties and sendings off. The penalty screen is reasonably authentic 

• 
Gary Bloom of TVs Football Italia fame) is frankly 
pretty dire and often bludgeons you over and over 
again with the same inane phrases. 

The computer-controlled players are not half as 
intelligent as they could be. It rarely seems that they're 
really trying to create any chances or that they're 

responding well to the chances 
you set up. They will. however. 
follow a quick break up field . 
especially if you have selected the 
offensive team tactic. At least. 

then. there will be someone up there to pass to after a 
flat-out run down the left wing. 

Ultimately. this is a well-produced and thoroughly 
entertaining football simulation. which combines 
very easy-to-learn controls with hidden depths and a 
certain amount of realism. Most aspects of the game 
are customisable ( even the players' names - much 
hilarity will no doubt ensue from this feature). This 
means it's possible to enjoy anything from a playful 
kick-about to a strategic game of chess-like 
proportions. depending on the player's mood. Despite 
the quality of the competition. World Wide Soccer 
easily fulfils what is expected of a football game and 
adds a few of its own features on top. It's a £ 
consummate football simulation. 

Bt1aa rattno: 
BlfJllt out of tBn The comprehensive menu screen 

allows players to change their 
general tactics and team formations 



I su1111rsania Racers 
~~~~~~~~~~~~~~~~~b;ri;ng~t;h~e~ir~o;w;n~b;ra; n;d~o;f~c;ra~z;ed~,~~III Wacky Races-style driving to the 

It's like the next generation never happened 

Everythin~ in Supersonic Racers is daubed in cartoony primary 
colours, giving the game a toytown look and feel The simple cars 
and circuits are rather SNES-fike. It certainly makes a change from 
the first person 3D racers which dominate on the PlayStation 

The game's wacky cars and almost 
table-top like circuits are very 
reminiscent of Micro Machines 

PlayStation 

A 
fter a spate of sims and arcade conversions. it 
was inevitable that the comedy racing game 
would. once again. rear its wacky head. Micro 

Machines 3 and Mario Kart are both on the way. but 
ahead of them is this sneaky little underdog. 

Supersonic Racers is by the makers of Micro 
Machines 2 ( on the Mega Drive) and it shows. 
Cartoon characters. ridiculous vehicles and bizarre 
tracks all appear in both titles. Furthermore. 
Supersonic eschews the first person '3D of Oaytona et 
al. Instead there's an isometric view ( or above and 
behind if you prefer) giving the Supersonic Racers a 
less serious and less realistic look. 

Considering all those Micro Machines comparisons. 
playing Supersonic Racers ought to be great fun. The 
tracks are full of neat scenic touches and the circuits 
have plenty of tricks in store ( like jumps. tunnels. and 
ditches) . There is also a great multi player option 

which allows eight participants: a brilliant laugh. Once 
you get the hang of the vehicles' rotational handling. 
racing becomes amusing and challenging. 

However. the problem is the camera view which 
sticks too close to the cars. This makes it hard to 
anticipate what is coming up and forces the player to 
learn tracks off by heart - expected in an F l sim but 
dull in a 'crazy free-for-all'. The camera does zoom out 
at times ( mostly in multiplayer mode so that all cars 
remain on screen) but this can be disorientating. 

Nevertheless. Supersonic Racers is an enjoyable. 
well presented romp with much to recommend it -
even if its cute cars and simple. colourful graphics will 
probably smack a little too uncomfortably of £ 
l 6bit for true next generation disciples. 

Bdao ranno: 
St:ut:n out of tBn 

There are ten very different themed 
locations in the game, each with three 
circuits. Players can end up driving 
anything from airships to drag racers 



FREE! 
MOBILE PHONE 
OFFER WHEN 
YOU BUY THIS 

GAME!!! 
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I Burnina Basil 

mix it with the 

slick design principles of 

Bumlng Road Is certainly fast and 
smooth and does boast a few nice 
touches: the semi-submerged sections 
of track (above) and the sweef Ing rain 
(rlghtl give the game a little o Its own 
vlsua and gameplay Identity 

The layout and the helicopter flying 
overhead owe much to Ridge Racer. 
There are Ideas from Daytona, too 

PlayStation 
Funsoft 
Toka 
£45 

November 

F 
rom the first play. it's clear what 

French developers Toka drew on 
for inspiration when designing 

Burning Road. It has the rough and tumble 
of Daytona. cars. or at least their tires. 
crumple if they take knocks. and heavy 
contact with the barrier results in a 
spectacular rollovers. It uses some of Ridge 
Racers features: cars can be slung round corners and 
powered out. helicopters and planes swoop over the 
tracks. etc. And there's even a swinging charm 
dangling from the rearview mirror - a neat feature 
purloined from Sega's Rad Mobile ( where it was a 
swinging Sonic) to convey in-car motion. 

However. Burning Road fails to capture the finesse 
that made the thoroughbreds it aspires to stand out. 
First. it lacks the control experience - the twitchy. edgy 
feel of a car at the limit of its grip that is now 
essential. Instead. it feels like an old l 6bit title as the 
vehicles - a mixture of cars and trucks - glide across 
the track wi th little realism in the dynamics. Also. the 
opposing cars bunch together badly so that for the 
bulk of any race you will be at the back of this 
compressed field or the front . This bunching also 
means that the slightest error on your part - straying 
on to the grass at the edge of the track. for instance -
will see the rest of the cars stream past you. The major 
test is not really in racing in the other cars but in 
making the checkpoints and finishing in a time low 
enough to qualify for the next circuit. 

The circuits themselves are a none-too-special 
selection. with a rural track. a snowbound mountain 

one and a bleak. rainswept urban one. But 
pleasing snow and rain can't rescue circuits 
which are largely an unimaginative set of 
textures and themed features which do 
nothing to enhance the disappointing 

racing. Burning Road is simply a basic 
driving game which. despite some good 

touches. lacks the sophistication or ambition 
shown consistently in Sega and Namco titles. As £ 
such. it can't hope to catch them. 

BdDB fBllno: 
PIUC out OF ten 

There are three drcults, or six If you count the 
minor versions also lnduded In the game 
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Junn 1884 
News Taos. a global. mullifottnat 
Operating System. is drafted 
Prescreen Doom on the Jaguar 
T estscreen Art of Fighting 2 ( Neo Geo I 
and Fatal Fury 2 ( PC Engine I 
Features Edge talks to Sega·s Yu Suzuki 
about Virtua Fighter and Daytona 

ISSUB IB 
JUIUl894 

News Eary conjecture anses over a 
Nintendo 3 2 bit console 
Pre screen 3 DO showcases Jurassrc Park 
and Dr Hauzer 
Testscreen 300 Wing'Commander 
Features Is 300 Dead on Amxal? 

ISSUBS 11-13 
Bo/11 out 

ISSUB 14 
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News A full report from the EITT 
Previews Ridge Racer makes its first 
appearance on the PlayStation 
Reviews Doom II smashes onto the PC 
Features Edge crosses the channel and 
visits French games developers 

ISSUB Iii 
Bold our 

ISSUB IB 
Jnnuaru IBBli 

News Sony gives final details and 
specifications of the PlayStation 
Prescreen Tekken and Starblade 
Testscreen Little Big Adventure shows 
wliat be achieved on the PI;, 
Features Saturn is exposed from 
Ii rdware specifkations to the history of 
Sega ·s misunderstood gamebox;. 

ISSUB 11 
1'8llfU8fU l881i 

News Sony"s PlayStation out in Japan. 
Speculation on Nintendo's Virtual Boy 
Prescreen Toshinden & Hotor Toon GP 
Tesrscreen Virtua Fighter scores well 
for the Saturn. bur PlaySrarion·s Ridge 
Racer steals the limelight 
Features The PlayStation story and the 
future of home entertainment 

ISSUB IB 
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News Full report from (ES show 
Prescreen Edge visits AM2 
Testscreen Toh Shin Den on PS and 
Clockwork Knight on the Saturn 
Features Edge chronicles the life of the 
PC: and the rise and fall of Atari 

ISSUB Ill 
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News Japanese sales figures give the 
Saturn the edge in the 32bit race 
Prescreen Daytona and Panzer Dragoon 
show the Saturn's muscle 
Testscreen Descent ( PC I 
Features The history of Apple Computer. 
from Jobs 10 Ridley Scot! ro PowerPC 
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News Spees for 3DO"s M2 unit are 
uncovered and NEC create a ! Gb 
RAM chip 
Prescreen Edge witnesses Amazing 
Studios· stunning Heart of Darkness 
Testscreen Killer Instinct is in arcades 
Features More PlayStation details 

ISSUB 21 
June t881i 

discover what treats are 
in store for games players 
in the next few years 

Edge is not a magazine that lingers 
on the newsagents' shelves for long. 
If you missed a few issues, here's the 
perfect chance to complete the set ... 
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News Problems dog Ultra 64 
Testscreen LucasArrs· Full Throttle ( PC I 
Features M2 exposed. linking up 
PlayS1a1ions. Japanese RPGs 
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News Sega·s sneak US launch 
Prescreen Wipeout unleashes the 
PlaySra11on"s true potential 
Tesrscreen Star Trek TNG materialises 
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problems and the saga of Commodore 
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News M2 technology picks up speed 
Prescreen Tekken 2 and Loaded make 
first appearances 
Testscreen 30 Realms· Termmal Velocity 
impresses on the PC and Vinua Fighter 
Remix improves on the original 
Features An explanation of the 
techniques involved in motion capture 

Back issues cost £5 each, or £4 each for two or more 
(including postage & packing). 

The Edge slipcase (left) is the ideal way to protect 
your copies. Each one holds a 
year's worth of Edge and 
costs just £6. 

To order, send the coupon 
below, with a cheque/PO 
made payable to Future 
Publishing, to: 
Edge Back Issues, Future 
Publishing, FREEPOST 
854900, Somerton, Somerset 
TAl 1 6BR 

NB: Issues one to eight, 
eleven, twelve, thirteen and 
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Kingsgate House. 
536 Kings Road. 
London. S\VlO OTX 

=== ==== ==== ""'lt't"o.i-lr..f'I 
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Olli 441 3300 
creative people for technology ... 
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t 
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Internet - Web page designers and site developers. 
Multimedia - project managers, designers and good all­
rounders for contents production & interactive work in 
Director & Authorware. 
Programmers - C/C ++, Lingo, Visual Basic,Java, CGI. 
Permanent, freelance & contract ... your skills are in 
demand for jobs in London & the South East. Good rates, 
agency software helpline & lots of work. 

Call NOW to register 

0171 371 7161 
fax cv on 0171 371 7181 

Workstation Solutions pie 
421 New Kings Road, London, SW6 4RN 
emai l: recruit@workstation.co.uk 

cS3r·a11ce ... 
a country of good wine? good food ... 

lnfogrames, 
the largest European video games company, 

Is looking for talented 

30 Programmers 
With a strong background in C/C++ and 3D 

programming (assembler is a plus). You will join our 

experienced and enthusiastic in-house team in Lyon 

(France) to create ambitious cutting edge games for next 

generation platforms (Pentium MMX and Nintendo 64). 

To apply, please send your cv's and 
samples to: 
lnfogrames, Service du recrutement, 
Projet Space Circus. 
82-84, rue du 1 er mars 1943 
69628 Villeurbanne France 
by fax : (33) 72 65 50 01 
EMail : SpaceCircus@infogrames.fr 

IN FOG RAMES 



eople 
PlayStation/Saturn Prog Experienced games programmers for 

£25·35k, Midlands well established world famous company. 

3D Programmers We seek two programmers for this start-up 
£30k & £45k, Liverpool company backed by leading publisher. 

Programmer We are very small, very selective, and offer a 
to £30k, Oxfordshire unique opportunity in the country! 

3D Artists We are looking for good 3D skills 
£open, Liverpool for a racing game. 

eople 
2D Artist To work with industry legend 

£neg, Cambridge on an extra-terrestrial game. 

Engineers 
£20·35k, Surrey 

3D Programmers 
£20·45k, London 

C Programmer 
£neg, Slough 

Part of a larger group, this games company 
seeks solid C, Windows and graphic skills. 

Large company, PlayStation 
development in C/ Al. 

For football game by world leading 
publisher 

. Artist We seek SGI, 3D and 2D skills. 
£30k, Oxfordshire We only want the very best! Windows Programmer 

£24k + bonus, N. London 
Small growing team, just completed 
an exciting flight sim game. 

Progs, Art, Designers Th is company has just won major contracts with two 
£various, Lanes Japanese manufacturers to develop exciting games. 

Programmer, Artists Required for Canadian branch of 
CANADA world-leading publisher. Exclusive! 

Senior Producer To head up Saturn and PlayStation 
£open, Lanes projects - new company. 

Please contact 
or send your CV to: 

A division of 

Justin Hill in complete confidence, 
GamesPeople 
Datascope Recruitment 
36 Langham Street 
LONDON WlN 5RH 

TEL: 0171 636 6944 
FAX: 0171 580 6068 
datascope@dial.pipex.com 

Able to motivate & 
inspire a growing team? 

Exciting, creative environment ... 
with innovative products sold by 

the World's leadin retailers 

Engineer 
£25k, Hampshire 

3D Modeller 
£26k, London 

Producer 
£25·30k, Surrey 

Please contact 
or send your CV to: 

A division of 

Multinational broadcasting division 
seeks 3D games gurus or similar. 

SGI or 3D Studio 
skills sought. 

To undertake project management for 
high quality 3D games. 

Justin Hill in complete confidence, 
GamesPeople 
Datascope Recruitment 
36 Langham Street 
LONDON Wl N 5RH 

TEL: 0171 636 6944 
FAX: 0171 580 6068 
datascope@dial.pipex.com 



~ HOW CAN A NORTHERN AGENCY HA VE SO 
~ ~ if MANY CONTACTS IN THE SOUTH AS WELL? 

1. By being around a long time. 2. By being one of the best 
Don't think that because we're "Oop North" we can't assist you in finding a career opportunity in the South! 
We have after all, been around since 1989. Over the years we've gained an extensive network of industry 
contacts and clients, nationally. In fact we have many clients based in and around London for example, 
several of whom use our services exclusively, and the bottom line is that if we don't have your details on file 
you simply cannot be considered for these opportunities - many of which are never advertised. 

* Windows 95 Programmers £27K 
lir PlayStation Programmers £30K 
* Alias Artist £28K 

* Low Polygon Modeller £25K * C++ Programmer £ I 7K * Windows Programmer £20K 
* Ju nior Producer £ I SK * Softimage Mode llers £ 18-28K * DPaint/ Photoshop Artist £ 14K 
* lllust:rator/Photoshop £24K * 30 Programmer £35K * Tra inee Arti st £ 13.SK 
* Lingo Programmer £26K * Alias Arti st £22K * Games Des igner £22K * LAN Internet Manager £20K 

* 30 Stud io Artists £ I 8-25K * Project Leader £30K * Traditiona l Animator £2SK * Assistant Producer £20K * PlayStation Programmer £26K 
lir Office Manager £30K * External Dev. Mngr £35K + car * 20 Arti st £ I SK * Alias Modell er £24K 
* Techn ica l Manager £35K * Producers £20-35K * 30 Studio Artists £ ISK * Team Leader £30K 
* Mac Programmer £30K * Al Programmer £35K * Saturn Programmer £22K * 68000 Programmer £ I SK * 20 Arti st £ I SK * Inte rnet Game Programmer £25 K * Project Manager £30K * Team Leaders (x2) £50K 
* Art Manager £35K * Games Concept Designers £ 16-25K * Internet Programmer £ 18-25K * Junior Prod ucers (x3) £15-1 SK 
* Development Manager £45K * 30 Programmer £35K * Development Manager £45K plus * 30 Graphics Programmers to £32K 
* Network Suppon £26K * QA Manager £28K + Openings for 1996 g raduates 

~ l'lt46: Opportunities in USA, Canada, Germany, France, Denmark & Japan. 
Our service to applicants is free of charge 

z,~ mi44, o«&. ?lt::t~ ~ ~ ~ ~ a, etV to,: 
Aardvark Swift Consulting Ltd, 75-77 Station Street, Swinton, South Yorkshire S64 8PZ 
For more information on the above and the very latest opportunities telephone Stephen Lloyd Davies in complete confidence on: 

(01709) 571441 Fax (01709) 586527 Email: SLD@Ardswift.Demon.Co.UK 

UK (Nationwide), Canada & USA 
C/C++/3D/AI 

PSX & SATURN PROGRAMMERS 
WIN 95/3.1 PROGRAMMERS 

3D STUDIO/LIGHTWAVE/DPAINT/PHOTOSHOP 
SGI/ALIAS/SOFTIMAGE 

TALENTED GRADUATES 



REL.A. 
Los Angeles • Honolulu • Tokyo 

HJOst successful 

rny 1il1JLJ ·, t fantm)?'-

Please reply to Julien Hofer at 
36 Langham Street, London WIN 5RH 

Tel: 0171-580 6018 fax: 0171-580 6068 
datascope@dial.pipex.com 





• § 
... 1..,i1Jl\.E S~'4Ji 

~"' "~ ~, 

~+ ~~-

~ ~ 
£20·30k 

£2Sk + car 
£3Sk + car 

Games Designer , ~·, . . :ti , £2Sk 
Silicon Graphics ~st 1: s;uthlil 1 £3ok 
Development Man~ (r \, Jortl(~ ,1 £4Sk + bonus 
PlayStation Progra . ~rs ···-·'Nor~({ f~uth £22·3Sk 

Plus many m~;:.;-~ · . .,.,~..._ " ,. ased positions 

or Business Card to: 
Dave Hill 

Interactive Personnel 
7-11 Kensington High Street, London WB 5NP 

Tel: (O{[e~Lt!L!jt~!. ta:: I~!?.121.; 2579 
_ fpr e erienced and Senior staff ____ __. 

AIMIP CREATIVE 
& MULTIMEDIA 
RECRUITMENT 

A DIVISION OF ADVERTISING & MARKETING PERSONNEl LTD 

FREELANCE • PERMANENT • CONTRACT 

3D Animators 
3DS, ALIAS, Wavefront, Soft Image £ l 8k - £50k 

Designers 
Directors, Lingo, Multimedia £20k - £30k 

Production/Producers 
for multimedia titles £20k - £50k 

Interactive Product Designers 
and Developers £25k - £50k 

Flame Operators £26k - £50k 

SGI C++ Programmers £20k - £35k 

.,.. Call ~ 
0171 439 9563 

52 Shaftesbury Avenue, London Wl V 7DE 

Fax: 0171 434 9994 

Work in the USA 

Interactive Development is a Los Angeles based 
recruitment company for the game industry. We are 
currently conducting searches for the following: 

! 
Win 95 Game SOK Programmer ; 

30 Game Programmer 

Sim Game Programmer 
(Military simulations or PC Flight sim developers) 

30 Artists (3D Studio or Alias) 

If you'd like more information about these opportunities 
throughout the United States, please contact Sean Lord 

Interactive Development 
1433 North Cole Place 
Hollywood, CA 90028 USA 

Tel: 21 3-460-4900 
Fax: 21 3-460-491 I 
E-Mail: Seanlord@aol.com 
http://www.interdev.com/ 





Psygnosis is seeking experienced development staff to join our rapidly expanding team. We need the people who can help us 

repeat our triumph as 'Developer of the Year' next year and every year. In other words we need the best. 

On offer is t he chance to work with the highest spec. equipment, on leading PC and PlayStation titles, in an expanding and secure 
organisation. There are vacancies for 

Producers, Artists and Programmers 
at all our studios (Liverpool, Stroud, Chester, Leeds, London and Paris) where you'll find an excellent working environment and all the 
professional back up you need to create great games. 

To join us you' ll need industry experience and a commitment to excellence in all that you do. Salary will obviously depend upon track 
record , but is unlikely to prove an obstacle for the right candidates , as the packages we offer are second to none in the industry. 

So if your ideas and skills are out of the ordinary, get in touch. We're sure you 'll fit in round here . 

• STUDIOS. 

Initially send a full CV, with samples of work if possible, to: 
Janet Webb, Psygnosis Ltd., Napier Court, Wavertree Technology Park, Liverpool, L13 lEH. 



fancy trying something 
different? 

programmers and artists required 

c\c++ 
3d 
win.3.11\95\nt 
assembler 
directx 
direct 3d 

dpaint 
3dstudio 

photoshop 
al ias/wavefront 

lightwave 
3d studio max 

cv's to 

1st floor knollys house 17 addiscombe road 

croydon CRO 6SR 

e-mail terryh@probe.co.uk tel:0181 680 4142 

Probe Entertainment Ltd . is Europe's leading specialist in video game development producing products for Sony Playstation, Sega Saturn, 
Nintendo 64, PC DOS and PC WIN '95. We have been responsible for some of the biggest license, film and coin-op conversions of all time 
including 'Mortal Kombat' , 'Mortal Kombat 2' , 'Alien Trilogy ', 'Die Hard Trilogy' and many more. Successful candidates will be offered Stock 
Options and Bonuses. We can also provide assistance with relocation. Probe is a division of Acclaim Entertainment Inc. 
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OIRHTOR OF PROmT DEVELOPMENT London 
Up to £100k 
Responsible for product management and 
acquisition, with a European brief extending to 
Far East. Management of all external products and 
developers, importing of titles from Japan and US. 
Decision making ability is essential , worldwide 
sales and marketing liaison, recruitment of 
producers, and chasing new signing opportunities. 
An ambassador for the company. Skills include 
man-management, vigilance, eye for detail, 
trouble-shooting, and stamina. Ref. 858 

DEVELOPMENT MANAGER North London 
£neg Executive+Stock Options+benefits 
To be responsible for all output of a development 
house. Preferably a programmer by background, 
you must have man-management and team 
building experience, and you will have held a 
similar position already. Vibrant personality 
essential. Ref. 987 

OEVHOPMENT MRNAGER Midlands £neg + package 
A programming background and proven success 
in software management (not necessarily games), 
with established career path and man­
management skills developed over the past 4 
years . A charismatic communicator at all levels. 
Salary expandable to fit the right person. Ref. 975 

TERM LEADERS Midlands £25-£35k + Royalties 
Lead programmers required to be team leaders on 
game products One hit game to date a must. 
Could double sa lary with royalties. Ref. 974 

PRO GRAMMERS UK £7 3k - £35k+bonus 
Many positions available with a number of 
different leading edge companies up and down 
the UK. Whether you are an industry professional 
with published product or an enthusiastic 
graduate, your skills are needed to work on the 
following platforms : 

Ul tra 64 Midlands Windows 95/3.1 South 

PlaijStation UK Pt UK 

Saturn UK 30 Proirammers London/South 
If your skills are currently deployed in the IT 
industry, and you know C, C + +, MFC and 
Windows programming, working in Windows or 
Unix environments, you may be able to transfer 
your skills. Salary will not be a problem for the 
right individual. 

WINDOWS AEALTIME SOFTWRRE ENGINHRS London 
Up to £30k+bonus 
Work on tools, methodologies, engines, motion 
capture, networks and 3D graphics. Ref. 771 

SOFTWRRE DEVELOPMENT ENGINEER south £Graduate 
Good Hons. degree in computing/maths required 
to undertake 2/3D programming and user 
interfaces for TV and film production. Ref. 960 

Pt tDROM London/South £neg packages 
Competent programmers requ ired to work on the 
above platform . Ref. 820/883 

LERO /SENIOR PROGRAMMERS UK to £35k+bonus 
PC CDROM and Playstation. Industry experience, 
3D publ ished work a plus. Ref. 882/888/891/892 

SENIOR WINDOWS 95 PROGRAMMERS south 
To £35k+package 
Top level with published products, you must also 
have man-management skills - a unique opport­
unity. Ref. 868 

TECHNIC AL 
TOOLS RHO ENGINE PROGRRMMERS UK To £35k+bonus 
Experienced tools or engine programmers 
required for leading software companies. Ref. 962 

PLRVSTRTION PROGRRMMER London £neg, v.good 
Exceptional PSX person with 3D game to his credit 
required. Salary will not be a problem for the right 
individual. Ref. 937 

DEVELOPMENT PROGRRMMERS south west £neg 
Three programmers required to work on the 
following : 
1. Development of graphic user interfaces with 
Win 3.1 and Win 95 . 
2. Low level PC hardware/software TSR-Dos 
sessions and hardware drives. 
3. Embedded systems and 16 bit micros. Ref. 961 

Answers Limited 
zs the leading inter­
national recruitment 

consultancy, 
operating specifically 

zn the interactive 
and multimedia 

market place. 
URO RRTISTS Midlands t20-nok 
Of degree calibre and proficient in any 3D 
modelling package. You must also be a tradtional 
artist, able t o illustrate and storyboard. Ref. 976 

GRRPHlt RRTISTS UK £10-£30k+bonus 
The following are a selection of the cherished 
positions available for experienced artists with a 
games background or from ot her industries. 

30 Artists London £30k+bonus 

30 Model treation South to £35k+bonus 

Silicon Graphics various t1 sk-3ok 

30 Rnimators various to nsk+bonus 

20 Rrtists Cambridge/South £70-£23k+bonus 
Experience of having used some of the following: 
3D studio, Paintshop Pro, D-paint, Wavefront, 
lightwave, Silicon Graphics packages. 

STORE MANAGERS X 4 South East £neg 
Top games retail group requ ires professional 
customer service oriented managers. Capable of 
running your store autonomously, you will come 
from a sales background, be outgoing, creative 
and comfortable owning customers and problems. 
Retail experience an advantage, personal ity 
essential. Ref. 969 

DEPUTY STORE MRNAGERS Knightsbridge tneg 
Excellent opportunity for management calibre 
retailers with customer service skills to join a 
progressive national group selling a broad range 
of quality entertainment products. Ref. 970 

>::~<\:{~?~' .·. 
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inmsT MANRGER Middlesex c£20k 
Technical background and experienced on all 
super consoles to handle all the sku's going to 
test. Ref. 894 

EXmTIVE PROOUtER North East £35k + bonus 
Approximately 4 years experience as a producer, 
and at least one hit to date. To be responsible for 
one other producer and two assistants running 
seven internal teams. Ref. 986 

lrnRNAL/EXTERNRL PAOOUtERS UK £25k-30k 
Required for prestigious games developer. 
Needed to maintain impressive expansion plans, 
from initial design to final mastering. Ref. 912 

PAOOUtERS London to £40+bonus 
Experienced Producers required for established 
North London games company. Ref. 994 

PROOUtERS London c£25k+bonus+car allowance 
To work on original projects for well-known 
publisher. One hit to date and an original game 
developed from concept to master on PC format . 
Software background required . Ref. 817/911 

RATISTS/PROGRRMMERS Scotland tneg+profit share 
Experienced personnel required for impressive 
expansion plans, working on new technology. 
Artists must be experience in Alias, Softimage 
or 3D Studio, programmers must have min 1 yrs 
games background. Working in a picturesque 
location, salaries will be competitive. Ref. 991 

OIRHT X PROGRAMMERS UK to £40k + bonuses 
Good understanding of Direct X under Win 95. 
Experience of Direct 3D an advantage Ref. 992 

TEST/!R MRNRGER North West to £30k + bonus 
Experience in games environment essential, as is 
an ability to communicate effectively Ref. 993 

NETHOAH MANRGER London nok+package 
Experience of UNIX and network systems a must, 
together with an analytical approach. To look 
after PC and SGi systems in games development 
house. Ref. 988 

PROJHT MRNRGERS UK c£30k-35k+bonus 
Control creative teams, liaise internally, negotiate 
with licensors and day-to-day management. 
Proven track record in entertainment. Program-
ming background desirable. Ref. 750/770/ 835 

NHHORH MANAGER London c£25k 
Working in Unix/Windows 95 environments. 
Knowledge of PC to Unix connectivity, and Sil icon 
Graphics hardware. Lotus Notes a plus. Ref. 916 

ijt MRNAGER Home Counties £neg 
PC, Video gaming background with a knowledge 
of CE, EN & 85 certificates required together with 
proven management sk ills and PC literacy. 
Knowledge of AQL and FEMA would also be an 
advantage. Travel to the Far East to conduct 
inspections w ill also be required . Ref. 932 

Please submit your CV with demo material 
on disk, video or paper, quoting ref. no.'s, 
to Pascal Cranney at 
Answers Ltd, The Old Bakery, 
Spratton, Northampton NN6 8HH_ 
Tel: 01604 843336 

Fax: 01604 821848 

E-mail: recruit@ answers.u-net.com 
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T GAMES REV 

LOADS TO BE 

HAMMER TIME 
T REVIEW OF WARHAMMER 



"Right · 

,, • • ·1, 1auueq3 
uo >1:>eq w1q pue 

my gaming chum, put that 
PlayStation down and unbosom your ears. 

Relax, lie back and let my soothing words spice you 
up ... TOMB RAIDER: The most Informed opinion in the 

business on Core Design's latest Saturn blockbuster ••• The Making 
of MONSTER TRUCKS: The inside story on the NEXT Psygnosis 

racer ••• JAM MA '96: First-hand report from Japan's biggest arcade 

show ••• WAVE RACE 64: Massive in-depth review of the N64's first 
speed-lest - you've heard Edge's opinion, now get ours ••• 

PLUS: Behind the scenes on the new TV series ••• an exclusive 
Nintendo64 mini-magazine ••• 

The best tips around ... 
JOIN ME!" 



GAMESTATION 
Sell or trade in your used video games 

A!lnewreleJseshc>ldin~ockb Mtg.11ri\'t , Snts,S.l lum t 
PbySta tion-phonefotf)l'iccs. YoocJntr,Kleyou,SJOl(') lor Sn.as 
ntWoru!oedg.irries.rlrusel'llWrc1h,11,llg.1111('Sh.weboxt 
irt11ruc1ionsJnd,uePlllcopies. ii iii 

actua succcr 22 10 16 To sell games .,laddin 20 10 14 
adidas power ~ccr JO 20 " animaniacs 18 8 13 
agile warrior 28 17 21 hombcrman 3 27 15 21 
air comh,1t 17 • 12 1:!u~ .::,~~3J::~ t:~~ !!~~';~~~oJults:i~ d£.>St>rl strike 16 7 II 
;iHcn trilogy 22 10 16 donkey kong 17 8 12 
alone in 1hcd;nk 2,1 12 17 •lllhecartridgeswithlhebuyb.rlpriccsyouJre donkey koog 2 JO 20 22 
.tss.1uh rigs ,. 9 13 sel ling;i.l. lfyou.ireunsu reoflhe v.i lue lh~ call . doom 23 12 15 
blam m;ichinc he.id JO 20 24 c,ulhwormjim 20 10 " bubble bobble 2 " 13 17 To buy or e.ulhwormjim2 25 13 '" bush1-movc2 " 13 17 cm1>ircs1rikesback 23 12 17 

c.1sp,er 30 20 24 tra.de games fif,1% 22 IO 15 
inlcmahon,11 ss dclu:ir.e 27 15 21 chessrn.1s1cr 2H 17 21 

lfyou.nbv)ingortr.-ling•g.instgMll'S,pltoistr• ll jungle book 25 15 18 
criticom 25 13 18 L'm!~i~!:l~~I 25 13 18 
cyber spet.'<lway lO 10 13 

Lisl tlit~VJi::~~~z~~.~n 20 10 13 
cyberia 28 17 21 

pricts.uv.<tif.u tlitgMT1tSyou•rtpurclwin~h 
lemmings2 20 10 14 

cyberslL-'<l 12 5 " lion kins 25 15 18 
d 25 IJ 18 lhtir pricts. Do not forgtl 1o .xld mri.ig, (Stt wl rnariokart 20 10 u 
daviscup 25 13 18 mario 1>ain1 23 13 16 
dcfco n S 18 9 13 .Ba.tum. ~:iik~;'~~1~ia 

17 8 12 
de:.cenl 2J 12 16 15 7 10 
dcs1ruclion de,by 22 12 15 i ii iii n1kmmachines 20 10 14 
discwo,ld 28 17 21 mortal kumhal 2 15 7 10 
doom "' 15 21 ) dwarves "' 17 21 morta l kombal ) 27 15 21 
exlrcmcg;une) 2H 17 " ~[~;e'f~~fi~ dark 

J() 20 24 ;;J:f'.iif'n 1ournamcn1 22 10 15 
cx1rcme 1,inh.1tl .lll 17 21 211 17 21 16 II II 
flr,1cfng 35 22 26 

a1hlctckings JO 20 2'I powcrdrivc 22 12 15 
bJku baku 25 13 Ill power r;,ngcrs 22 12 15 fadc10 hlack 211 17 21 battlcmas1crs 24 IJ 17 prim,11 r,1ge 17 8 12 fif.l 15 7 10 bl,1c kfirc :.m 17 ll 

final doom JO 20 24 bl,1mmachinchead 10 20 " 
puuysquad '" 8 13 

firestorm 15 7 10 bubble bobble 2 24 II 17 rclurn of the jedi 20 10 14 

frank tho m,1~ 211 17 21 
bug 22 I ll 14 rise of the robots 10 5 7 
hu~t·a-movc 2 24 IJ 17 rock n mll racing 20 10 14 

galaxian 3 28 17 21 casper JO 20 " SL>c retofm,1n,1 2J 12 17 
gal,1xy fight 28 17 21 clockwmk knight 10 5 7 sl1.1dowrun 22 12 15 
gex 26 17 21 clockwork knight 2 2H 17 21 )mashtennh 13 5 8 
go.-11 storm lO 10 13 qbcr speedw,1y 20 IO 13 )tr<-'t!t f,ICCr II 5 6 qberia 25 I) "' gunshi1> 28 17 21 d '" 17 21 )trikcr 12 6 8 
hercbekL'S P<>IXII IIO 28 17 21 dariusgaidcn " 17 ll syndic,11e 15 6 10 
high oct,me 28 17 21 

:1:rc~:5sa 
20 10 13 12 J1cadc 18 ') I) 

imp,ICI r,JCing 2H 17 21 " 17 21 tht.'fl\C park 25 12 '" ironm,1n 28 17 21 deslruction d erby 10 20 2<1 unirally 17 8 12 
johnnybazook,uonc 20 10 13 ji:i~tii~~~NY 

JO 211 ,., 
urban strike 20 10 "' 20 10 13 wolfonslein 20 10 14 jumping fl;1~h 15 7 10 di.cworld 2S 17 21 

jupilc1 ~tr ike 28 17 20 curo9b 25 " 18 )'tl)hi's isl.md 30 17 22 

kilcak II 6 8 exhumed 30 20 24 zombil'S 16 9 l'I 

killing zone 28 17 21 " 30 20 24 
fifa 1; 7 10 

Mega.d:civei krazy iv,111 20 10 13 fi ghting vipers 10 20 2<1 
lemmings 17 8 12 firestom1 " 10 15 
lo.1ded 20 10 13 frank1 homas 2S 17 21 
lone soldier Ill " 12 galaclic_attack 2; I.I 18 i ii iii magicc;1r1>c1 23 12 17 g,.1laxyf1ght " I.I ,. 

20 17 21 al;1ddin 15 7 IO 
mario ;mdrcui JO 20 24 30 20 24 auslr,llianmgby 20 II) 1,1 
mickey' ) adventure 28 17 21 2R 17 21 boogc,man 17 II 12 
mkiii 15 7 10 28 17 21 hrian lar.t '}6 25 13 18 
n;imco muscum 211 17 21 23 17 21 hubsy 2 15 7 10 211 17 21 nl,;i in the zone 28 17 21 20 10 13 cannon fodder 20 10 13 
nbajam 24 IJ 17 OHC 2K 17 21 casllcof illusion 10 5 7 
nha live<J6 28 17 21 j~J~r~~!~nal victory go.11 10 s 7 c;,)llev,mia 10 5 7 
need for )J>CL'I.I IO 20 24 20 17 21 cool spo1 15 7 10 
nfl g,1m<-od,1y 28 17 21 l~~~?rv1~tz~~;~1~~~ 2 

28 17 21 comixzone 22 Ill 15 
n11 ciu,1rlcrh,1c kclub 28 17 21 26 17 21 ,k-scr1s1rike 14 7 10 lemmings 28 17 21 
nhlfaccoff 28 17 21 lo.ided JO 20 24 ~~~1~~orm jim 2 

15 7 10 
novastorn1 20 10 13 m,1gicca~t JO 211 24 25 13 ,. 
off world interceptor 27 16 21 m,1nsion of hidde n souls 25 IJ '" ecco the dolphin 10 5 7 
olym1>icg,1nx-s 28 17 21 mkiii JO 20 " e1crn.1l ch,1m1>ions 9 ' 5 
o lympicsocccr 25 13 18 morlal kombat 2 25 13 18 }: {t~is1n )torm 

lO 10 13 
myst 20 10 IJ 15 7 10 onside 30 20 24 nwstcria 28 17 21 f.11a l fmy 10 5 7 panzer general 28 17 21 ntia,1dion 10 20 24 

p,irodius 2H 17 21 
~:J1~ s~ 

25 15 '" fovcrpilch 15 7 10 

pga 20 10 13 JO 20 24 fifa% 15 7 10 

pga 9 7 30 20 24 ~~l~1~ ack club 28 17 21 g,umtlct4 15 7 10 
20 Ill IJ r~:~~tr,\~t~ts 10 5 7 

1>hilosoma 20 17 21 nights JO 20 24 12 6 8 
powe r serve ,. 17 21 

~if~!rlJ>i~~crceplur 
40 2S IO jamL'S l>Ond 3 13 6 9 

p1im,1l1agc 28 17 21 25 IJ 10 
otympicsoccer JO 20 2,1 jimmywhite 20 10 14 

pro pinball 10 20 22 panzer dragoon 15 7 10 jungle book 26 14 19 
psychic dclt.'Ctive 28 17 21 panzer dragoon 2 JO 21) 2<1 jungle wike 13 ' 8 
ragingski <-'S 30 20 24 parodius 28 17 ll lura)sic 1urk 10 ' 6 
r,1iden 26 15 20 pebble beach golf 25 15 18 ick off J 14 7 10 
rapid relo,1d 22 10 15 photocd 8 4 5 lemmings 13 6 9 
rayman 27 15 20 rayman 26 17 21 lemmini;s 2 17 8 12 

;:~~)ti~~I~ " 15 ll 
resident ev il ·w 20 24 28 17 21 lion king 23 12 17 
resurrection 28 17 21 rise2 26 17 21 mL,ga IX1mbcrm,m 20 10 14 
return fire JO 20 24 roJd rash JO 20 " ~fj;~~~~~i; 13 6 9 
revolution x 28 17 21 robotica 20 Ill II 17 8 12 
ridge racer 15 7 10 28 17 21 microm;1chines2 15 7 10 

JO 20 2,1 microm,1chincs96 25 13 18 ridge r,tcer revolut ion 30 20 24 JO 20 24 
road ra)h 30 20 24 JO 20 .?4 mor1;il kombat 10 5 7 
shell shock 28 17 21 21 10 15 mort,11 kombat 2 18 8 13 
shockw,1vc ,l)S,11111 18 9 13 s kwaveassaull 28 17 21 mor1af kombat 3 30 20 23 
sim city 2000 30 20 24 sim ci1y 2000 30 20 " nba showdown 15 7 10 

skeleton warriors 25 " 18 nb;11ourn.iment 20 10 I] 
skele ton warriors 28 17 21 

::~~~if~r 
28 17 21 1>etcs,1mpras96 23 12 15 slamnj,1m 28 17 21 26 17 21 pg;i cmo1>eJn tour 18 9 I] 

space hulk 28 17 21 street fighter alpha 28 17 21 
1>ga3 20 10 I] 

sla1bladea11>ha 28 17 21 st reetfighte ranim " 8 12 
27 15 21 

starfightcr 3000 30 20 24 striker 26 17 21 pi;a% 
17 8 12 :~~~J~~k 25 13 18 p11fa ll 

SIH.'Clfighter 18 • 13 26 I] '" premier manage r 27 15 21 
Slrcel fi gh1er ,1lph.1 25 I] 18 true pinball 30 20 24 primal rage 15 7 10 
slrikcr 15 7 IO v. boxing 25 I] ,. 

ro,1d r,ish 12 6 8 
1ekkcn 17 8 12 Vi"\loresgolf 28 17 21 mad r.1sh 2 15 7 10 
tckkcn 2 35 22 26 vir1uaco1> 28 17 21 :.unic3 20 10 I) 40 25 30 
theme park 20 10 IJ 6 4 5 spa,k)te r 16 8 12 
time commando 30 20 24 27 15 21 siargate 15 7 10 
top gun 30 20 24 JO 20 24 striker 23 12 16 
toshinden 12 6 8 25 I] 18 )uhtenania 15 7 10 
toshinden 2 30 20 24 

virtua r,1cing 20 10 I.I super sf2 25 14 18 virtual fighter remix 15 7 10 
total eclipse 25 I] 18 ~i~~:I r:~~is 

28 17 21 syndic,1te 18 . 12 
total nba 30 20 24 28 17 21 tiny toons 15 7 II 

tr.1ck & fie ld 30 20 24 w!nsarms 30 20 24 ~~b!~0Jrikc 
28 17 22 

true pinball 28 17 21 w1peout 25 I] 18 17 8 12 
wo,ld cup golf 27 15 21 18 8 12 twisted metal 28 18 22 wo rld series baseball 27 15 21 vir1u:1 racing 25 I] 18 viewpoint 28 17 21 worms 28 17 21 vrtroopcrs 20 10 13 war hawk 18 9 I] wresllemania 25 I] 18 wo,ld of illusion 12 6 8 

williamsarcadc classics 28 17 21 25 13 ,. 
wing commander JO 20 24 . 
wipe out 20 10 13 Q>. umn 1 If you w ish to buy a used game world c up golf 25 13 18 
worms 28 17 22 from us, thi~ '.s the price you w ill pay 
wwf 28 17 21 
xcom 26 17 21 lumn 11 If you are se lling a game for cash zero divide 22 12 15 

We also stock this is the amount you w il l receive from us. 

used games for olumn iii If you are trading your game 
Celi, 3do, Megacn, against another (new or used), this is the amount 
CD32 a.nd JS€U&I' which your game is worth off the price. 

send your game/ orders to: 

PJ m:il GAMESTATION Mm: !!i 
68 James Street Bradford BDl 3PZ Tel: 01274 741040 

Please include a handling charge of £1.50 for the fi rst game ilnd SOp per game thereafter. 
Allow 14 clays for delivery. We strongly advise you to use registered or recorded delivery as we cannot accept 
liabil ity for games lost in the post. All our games are guaranteed to be in good working order. Any faulty games 

sold to us will be relurned at your expense. All pri ces correct at time of going lo press and are subject to change 
wi thout prior notice. We reserve the right to refuse any sa le/purchase. 

Callers welcome ,11 our stores at Kirkgate, Leeds o 58 James Street, Bradford o 12a Gillygate, York • Prospect St, Hull 

Magic Canvas, the games division of 
Interactive Software Products Ltd, is growing very fast 
with the backing of a major publisher. Magic Canvas is 
developing a number of very high quality original games 
across PlayStation, Saturn and PC platforms, and requires 
the following skilled professionals: 

Development Manager 
A rare and unique opportwuty to be responsible for 
managing all aspects of the projects, you will have 
excellent technical and market knowledge, game 
programming and a proven track record of team 
and project management over at least 2 years. 

PlayStation Programmers 
The positions offer excellent remuneration. 

Please send CV and details for the 
attention of: The Managing Director 

Magic Canvas 
4 Harbour Buildings 
Wa terfront West 
Dudley Road 
Brierley Hill 
West Midlands 
DY51LN 
Tel: 01384 485508 
Fax: 01384 485515 

Magic Canvas does 11ot employ through agencies so please apply direct. 

30 ARTISTS. SALARY UP TO £25K 
Binary Asylum is looking for artists with estab­
lished 3D modelling experience in the games 
industry to work on a prestigious PC project. You 
should have a solid art background and an active 
interest in video games. An interest in military 
technology, sci-fi hardware (Ge1Ty Anderson, 2000 
AD etc) would also be a strong advantage. 

Asylum offers the creative freedom of a small 
company allied with the security of working 
alongside one of the world's leading publishers. 

If you've got the talent, enthusiasm and desire 
to make your mark in a key position then send 
your CV and examples of work to: The 
Development Manager, Binary Asylum, 28 
Brock Street, Bath, BAl 2LN or, 
asylum@dial.pipex.com 



short courses in: 

O So.ftimage 

0 3DStudio 

O 2D eel animation 

O Director 

O Photoshop & Premiere 

O storyboard & scripting 

O digital sound & video 

web page design 

STRANG~AYS 
BULLE..-.N BOARD 
Over 32,000 Programs On-line 
No Questionnaires 
Just Straight in Games 
Over 500 Doom Levels & Utils 
Business, Hobbies, Security 
Mod, Voc, Mid and Music Utils 
Emulators, Raytracing, Windows 
Mac Progs and Utilities 

Multiuser Chat up to 15 People 
Gigs of Glamour Gifs 
On-line Games and Help 
Speeds up to 28800bps MNP5 
New Files Added Daily 
Full Access on First Call 
Internet Mail and News 
99 User Conferences 

THE MOTHER OF ALL BB:»'S 
BBS: 0891408040 VIEW 0161 708 9099 

CALLS CHARGED AT 451' PER MIN (CHEAP RATE). 50P PER MIN ALL OTHER T IMES. 
C.D. INTERNATIONAL, PO BOX 107, MANCHESTER M7 3WZ 

Nintendo Ultra 64 
Japanese+ USA Systems from £199.99 

Mario 64 + Pilot Wings 
Wave Race + James Pond + Mario Kart 
All latest Jap and USA Consoles and Games 

01818899412 or 01716314627 

COMPUTER GRAPHICS 
10 week (2 days per week) courses using: 

30 Studio 4, Animator Professional & Photoshop 
NO course fees payable* 

*subject to certain criter ia 

• BASIC 30 STUDIO 
• INTERMEDIATE 30 STUDIO 

All courses arc certificated 

To enrol or obtain further details call Judy or Sheila 

Tel: (01264) 363311 ext 237 

_____.~ ANDOVER 
CRICKLADE COLLEGE 

Cricklade College is a charity lead ing community achievement in education a nd training. 



s 
3DO S T 

NINTENDO 
y Ci R 

A PC 
. §§.~ - - -= ~ ~ 

~~-~ 
COHPUTER&VIDEO GAHES. 
IMPORTS AND EXCHANGE 

ALL MAJOR CREDIT CARDS ACCEPTED 
9 Wilton Parade, High Street, Feltham, Middx. TW 13 4BU 

~ 0181 893 2100/844 2STS ~ 0181 844 1944 
AFTER HOURS LINE 6PM-IOPM 0973 SS2398 

Nintendo 64 
Sony PlayStation 

Sega Saturn 
New & Secondhand 

Official & Import Games 
Mail order or come 

into our shop 

ULTIMATE DECODE CHIP 

No More CD Swapping 
Runs UK/ US/JAP CD's on PlayStation 

Full Instructions Provided 

US Nintendo Ultra64 - Call for Lowest Prices 

Trade/ Wholesale Enquiries Welcome 

Tel Mobile: 0410 425019 
Open, 9am to 10pm 0585 414189 

(CONSOi! ) ;___ _ __. 

·'· i· ' 
·'· .. ,. 

CG 
CLASSIC GAMER 

For all your Retro-Gaming Software and Hardware needs 

ISSUE ONE ON SALE NOW 
Tit j;,,,1 J.;i;_ .j ~ ·, ......,1 Ra..-F,,j,,t ;,,.J.J,,,: 

• Detailed reviews of classic systems 

• What are the best games avai lable for Retro fans? 
We name them and review them in depth! 

• Classic news. features. facts and loads more .. 

The f anzine wriuen by genuine l ifclonB enthusiasts for the 
experienced Retro-co llector and those curious to find out what 
all the hype is about - Classic Gamer cuts through the jargon. 

Classic Gamer incorporates a directory or over 3000 games and 
hardware items avai lable to buy. from A1ari and 

Commodore 10 Speclrum and Vec1rex. 

You will find e\'erything you need in the pages or CG. 
Complete hardware se1-11ps from 125 .00 

C64, SpeL·trum and Amsmul games from as lit1/e a.f JOp.l 

Atari 2600 g (IIIICS from l ! .50! 

Got a Retro need? Get a copy. 

To receive your copy of Classic Gamer includi ng the 
CG Directory please send a cheque or postal order for 

£2.50 (inc p&p) made pay.ible to ' R Eyi-e' at: 

47 1 Mawney Road, Romford , Essex RM7 SQA 

R~TR8C@l'ICS 
(The World's F"IISt Classic Software & furdware Retailer) 

THANKS TO EVERYONE 
WHO ATTENDED OUR 

RETROOAMES EXHIBITION AT HMV 
LEVEL ONE! WHO NEEDS N64! 

EVER WONOEREO WHAT STRANGE GAMES CONSOLES HAVE BEEN 
RELEASED IN AMERJCA ANO JAPAN BUT NOT IN EUROPE? ANO OUT 

ABOUT THE BALLY ASTROCAOE, ENERSON FAIRUGHT, SEGA 
SG1500, & NINTENDO'S EARLY TV GAMES, ONLY IN OUR DOUBLE 

FEATURE IN ISSUES 7 & 8. YOU WOULO BE MAO TO MISS m 
ISSUE 7 OUT 20TH 

THB WORLD'S FIRS'!' FANZINE DEDICATED TO COLLECTORS 
OF OOMPUTER/VIDEO GAMES, HARDWARE, HANDHELDS 

AND GAMINO MEMORAEilJA. FULL OF FEATURES ON THB 
lilSTORV OF GAMING, CLAESIC 001.!PANY BIOGRAPHIES, 
RETROREVIEWS, FORGO'ITBN FAL"l'S, AND Wl'S MORE ... 
AT THE BACK OF EVERY ISSUE OF RfTROGAMES YOU Will FIND OUR 
DIRECTORY OF OVER 3000 COLLECTABLE ITEMS OF HARDWARE AND 

SOFTWARc FROM ATARI & COLKO TO m:TREX & ~OEOPAC, IF THEY 
DON1 l,W(E IT ANY MORE · 11'1 SELL IT. CM ANO SPECTRUM GAMES FROM 
SOp, ATARI 2600 GAMES FRO.II £2.00 & NINTENDO HANOHELOS FROM £1.00. 

VECTREX MACHINES & 
MULTI-CARTS IN STOCK 

INTERNATIONAL ORDERS WELCOME (.6$ · 600YENJ 1t~!fu1ii~~~~~~t.:t;)~ft?it~:t~~°3~1~:i:::~:t:1
:~ 

£1.50(ir.c:I P&P)m3dtou1to'J M0011:' ,r311:of: 

~riI¥8~1tt~M1 :i~c:s4 <tii11fgi~~~il· 

~ew beneran"bn 
~onsoWes 

Tel: 0113 230 6007 
OPIII: Mon-Sd 9.Jbn-7 J)Opn, Sm I~ 
~~;m0uauo@rn 0aummrn rnornuorn0@ 

~~ OUll~@lilU0 OUll~@lilU0 
• S1or G/d ialors 
: Sa.lEdtt 
• S. Zero2 
: Tobol No I 
• Ayrloe St1no's 
: Go·Korh 
• Sam. Showdown 3 

: ~;:j~'/t!:~:r 
• KJ11 of Fithten 9S 
: h dre1tilld1g 
• ltyondrN ltyo .. 
• cmhla11ictel 

I I 
• Num Roci11 
• flu lDoo• 

: Virl11(op2 : (omit [(All 

: virltoD1 : •arioU 
• Th, New Dayton • Pilo1wU11s 

: F, 1al h ryRHIBa11 : s,arfn64 

: S, Ze,o2 : wau Rm64 
• Sam. Showdow1 • Moria(orl 64 

: Wat Gan Radng : buy b u y 

! Ma11 TT : Shadaw Va• pire 
: Marni S,per Hems : Kirby l owl 64 

: n,•1111 Vipers : Body Hams! 
DJ, Hord Trilo11 • blldmr 

• Sonic fi1•1ers • Goldu Ey, 007 

Best deals on purl ex,honge. 
Also many US SNES RPG's in stock. 

~Will.%, ~~ f1®Wll l?OOil©rn; 

******* JOYPADS. WAVE RACE. MARIO KART. KILLER 
INSTINCT, CRUISN USA. ETC. ETC. WE SELL lHEM! 

SEND TO: WORLD GAMES, TYN WDIART, 

GLANDWI?, BARMOUTH, GWYNEDD. LL42 TTQ 

1P1]11~ ffill~4JU ~ffi~IB® 
SENSIBLE PRICES 

PlayStation 
* Saturn 
* 32X 

Drive 

* and others 
Tel/Fax 01463 221173 
Office Hours: 

Mon-Tues & Thurs-Sat 10am-6pm 
Wed 12pm-5pm, Sun 12pm-4pm 

• ~ After office hours telephone 

I 
03744 95958 

on o e.,e:: 
f.\ 25 Greig St,~Change 
'<-,,I Inverness, Highlands IV3 SPX 

Nintendo&4 
(USA & Japan) 

Import Specialists 
Saturn 

PlayStation 

Call now tor 
lowest prices 

0589 194192 24hr 

~Bti£tgfi&o 

We buy, we sell, we part-exchange 

rn 
• CARTRIDGES • ril 
•SOFTWARE• • 
• HARDWARE • .!. 

SEGA, NINTENDO, 3DO, NEO GEO, CDI, 
IAGUAR, GAMEBOY, GAME GEAR AND 

NEXT GENERATION ••• 
NEO GEO STAR, SONY PLAYSTATION, 

SATURN, ULTRA 64 

WE HAVE MOVED TO 
BIGGER PREMISES: 

UNIT 5, 9 SLATER STREET, 
LIVERPOOL L 1 

0 .. 5 .. -708 00"2"2 



e 3.5" FLOPPY DISK DRIVE STORAGE SYSTEM 

e PLUGS DIRECTLY INTO PLAYSTATION 
MEMORY CARD SLOT 

e USES STANDARD LOW PRICE 2DD FLOPPY 
DISKS 
UPTO 15 GAME SAVES PER DISK· THE MOST 
EFFECTIVE STORAGE POSSIBLE 

e FULL LOAD, SAVE AND FORMAT FUNCTIONS 

e STYLED TO COMPLIMENT PLAYSTATION™ 

e INCLUDES FREE DISK WITH OVER 100 CHEATS 

e FULL PACKAGE CONTAINS PC CARD, CABLE AND 
SOFTWARE TO CONNECT PLAYSTATION OR SATURN 
TO ANY PC VIA ACTION REPLAY 

e SOFTWARE SUPPORT ALLOWS THE USER TO FIND AND 
CREATE THEIR OWN ACTION REPLAY CHEATS 

e ADDITIONAL FEATURES INCLUDE FULL MEMORY MANAGER, 
DEBUGGING ANO UPGRADE SOFTWARE. ACTION REPLAY CAN BE 
UPGRADED VIA COMMS LINK AS NEW VERSIONS ARE RELEASED 

e WORKS LIKE 8 CARTRIDGES IN ONE! 

e TURBO FORMAT BUTTON FOR 

SUPERFAST FORMAT/ERASE 

e STATUS LEO e HIGH QUALITY 

SMT DESIGN 











m I am saving up for a 
PlayStation and would like 
some questions answered: 

1. When is the next price decrease 
expected for the PlayS1a1ion? 
2. Considering the arrival of the 
N64 and M2 technology in the UK. 
how long do you think the 
PlayS1a1 ion·s lifespan is? 
3. Will PlayStation 2 be a 64bit 
machine? When is ii expected 10 
arrive in Japan? 
4. Is ii worth waili ng for M2? 
When wi ll ii arrive in the UK? 
5. Will M2 software be more 
affo rdable than the N6 4 ( as the 
M2 is CD based I? Also what do you 
think will be the hardware retail 
price in the UK? 

Andrew Wa lker. 
Reading 

l. Rumours are rife that 
there will be another 
PlayStanon pnce decrease 

before Chnstmas. perhaps to £ I 50. 
but Sony ,s vehemently denying 
these repons. 
2. The Play$tauon has a large 
user base. and literally hundreds of 
developers are working on projects 
for it. Therefore. it is unlikely that 
the machine will suddenly become 
obsolete. regardless of 64bit 
compet111on. However. Sony ,s 
naturally researching new 
videogames technology and the 
PlayStation will probably last 
another few years before enforced 
obsolescence takes its toll. 
3. Sony's R&O is known to be 
working on a new machine. which 
wtll surely have to be at least 64bit 
to compete with forthcoming rivals. 
No derails have been released as 
yet. though. and a conservative 
estimate would predict its arrival 
around 1998 or 1999. And before 
you ask. backward comparability is 
unhkely. to say the least. 
4. A release dare for M2 has not 
been announced - even for the 
Japanese market - so Europe will 
not see the machine for at least 12-
18 months. As promising as 
Matsushita's hardware looks. you'll 
obviously miss out on some 
marvellous Illies if you wait that 
long to buy a console ... 
5. Agam. nothing off,c1al has been 
released. When M2 hardware and 
sofrware prices have been 
confirmed in Japan. Edge will be In 
a better posn1on to speculate over 
British equtvalenrs. However. 
Hiroyuk, Sakai. sofrware 
development producer at Panasonic 
Wondenainment. told Edge ( E37 I 
that the M2 machine itself is likely 
to retail for less than the PlayStarion 
when it was frrst released 
('H9.800 - £250 I. Perhaps. 
Matsushita is also planning ro 

undercut Its rivals with 
software prices ... 

m Will There be an M2 
upgrade for the FZI O 
(below)? If so when and 

how much wi ll ii cost? 

Matsushita is concentrating 
on developing M2 as a 
stand alone platform ( see 

news. El 7 ). Plans to produce an 
upgrade for the 300 have been 
considered. but the Japanese 
company will poss,bly not place as 
much importance on this. as The 
300 Company would have 
done. Therefore. no price or 
release date can be given. 

m I would like 10 ask Edge 
1he following questions 
regarding the new Sarurn 

internet link: 
I. Would ii be possible 10 use the 
soon ro be released American 
version on a Japanese machine? 
2. The obvious attraction for getting 
one is the abiliry 10 run nerlink 
games such as Oayrona CCE and 
Sega Rally Plus. Would I then have 
a problem with me being in the UK 
and my opposition being in the US 
or Japan. presuming that I wou ld 
go through my Demon account? 
3. 11 there a UK vers ion planned? In 
which case question I wou ld apply. 
and wou ld I then have a different 
problem. the case being 1ha1 I'm 
runni ng a non-PAL system? 

Simon Blencowe 
simon@shuloch.demon.co.uk 

I. Yes. it should work. bur 
you 'II need a telephone 
socket adaptor. 

2. In theory this shouldn't be a 
problem. but the crucial element is 
speed ( data latency may slow 
games down drashcally). Sega Rally 
Plus should support direct dialling 
to an opponent. 
3. Yes. the UK version is due at 
around Easter ·9 7 and will 
obViously be the be5t option for 
European Saturn owners. Sega has 
informed Edge that compatibdity 
with foreign Satums is not 
absolutely assured and may 
well not be possi~le - stay 
tuned for more news. 
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