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ou've been grinding along in a mess of

traffic on the motorway for 150 miles, the

continual drone of the engine and tl

bing tedium. A sign
fice station |

advises that a se
next exit, You signal, leave the motorway and
pull Into 2 heaving car park. And what's the first
thing you do when you enter the service
station, after bei

2 behind the wheel for two

nd another wheel for
simulated driving in the ‘Games Zone'

As any commuter will attest, driving can be
the most sanity-depleting of pursuits. And yet
it remains the most popular videogame genre

ever conceived. It's also one of the most

OVerpopu 1eW exampies

nust be r; 0 make an impression

certainly that

And Gran Turismo wa

A car nut's fantasy made real, Sony’s
supreme racer needs little introduction. Sales
throughout Europe and Japan have soared into
the millions (although its tracks apparently had

ners for the Ameri

nle in any doubt that a

quel was in production. But egually few could

have foreseen just how far producer Kazunori

Yamauchi would attempt to push the concept
This issue, in a world exclusive report,

Edge presents the first shots and hard facts

concerning Gran Turismo 2 (see pd4), a sequel

which promises to conquer all. The driving

putting the Plays

FUTURE OF INTERACTIVE

ENTERTAINMENT
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Cutting Edge .

The latest news from the world of interactive entertainment

g Edge

PLAYSTATION 2 RUMOURS TRIGGER GENERATION TENSION

Developers express unease at the forthcoming shift to a 128bit videogaming world

With PS2 under wraps and still so much for Nintendo
to prove, Dreamcast leads the way into the 128bit era

ith Dreamcast already selling out
m in Japan, and PlayStation 2
speculation gathering pace, the console
industry is facing its most significant
technological overhaul since the arrival of
the 32bit era four years ago. The difference
now, however, is that any new format
will be going up against 8 machine which
has achieved massmarket penetration
and is still selling huge numbers of units.
Cansidering the buoyancy Sony’s
PiayStation has brought to the market,
could the impending generational leap be
a step too far, too soon?

One thing is certain: this is a difficult
time for the industry. Although PlayStation
software is still shifting many thousands
of copies every week, some publishers
are beginning to feel weary of green-
lighting significant new projects for the
platform, if a title goes Into development
naw, it may not make it to market within
two years, by which time Dreamcast will
have a global presence (of whatever
scale), and the PlayStation's sequel will
no doubt have been unveiled In Japan
{if not actually released there). A
significant number of upper-echelon
managers in the software industry
believe punters may simply dump their
current machines the moment a more
comprehensively attractive carrot is

waved in their faces.

Leading the field

Furthermore, the best, most innovative
designers and programmers always want
to be working at the cutting edge of
technology. As Shiny Entertainment’s
Dave Perry told Edge, "Developers just
love to work on the latest thing - gamers
are the same - they want to experience

the latest technology. That's the cycle that
continually cccurs and this means there
is @ huge blood rush to be the first game
on the new machine.” Which in tum
means publishers may risk losing key
staff over the coming manths if they insist
on sticking with 32bit development.

At the same time, however, it's just
about impossible to predict how current
videogame users are going to react to the
forthcoming 128bit era. Of the 30 million
PlayStation owners worldwide, only a
fraction are hardcore gamers who
understand obsolescence and actively
look forward to the next big thing. A fair
number of owners may well believe
they've bought something akin to the VHS
video recorder — a standard which will last
for a decade. Even if PlayStation 2 is
backwardly compatible (which would be
the logical move for a product that is
now so massmarket), it could take most
users of the original machine a couple of
years to make the transition t0 a brand
new platform - by which time software
sales could be in an entirely different
state to how they stand today.

Even if gamers do quickly accept the
martality of the PlayStation, developers
are still in for a testing time in attempting
to settle on a new platform to write for. As
Peter Molyneux recently toid Edge, "it's
no easy decision to make, There are three
main options on which to develop games
for the future: There is Dreamcast, which
cartainly seems accessible for
development purposes but is still a
relatively unknown quantity, PlayStation 2,
on the other hand, has great potential but
may not be released for a while. The final
option is the PC, but the market could be
said to be fiooded Just now.”

06 EDGE
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Creating suitably impressive titles, such as Sega Rally 2, Bio-Hazard Code: Veronica and Sonic Adventure, for the first of the 128bit generation, Sega’s
Dreamcast console, is a lengthy business, requiring developers to make a serious commitment early in the machine’s life. Not all codeshops are up to it

b

Despite recent hype, Dreamcast
Is by no means an assured option.
The scale of the commercial beating

Sega took at the hands of Sony in the

32bit console war no doult still lingers
in the minds of many publishers, and
recent difficuities with the Japanese
launch {see E&6) will not have buoyed
anyone's confidence. Furthermare,
with PlayStation 2 in the wings, promising
at least five times the power of
Sega's maching, even the likes of Sega
Rally 2, Bio-Hazard 3 and Sonic Adventure
(see p70) may not be enough to tempt
punters away from waiting for Sony's
nient delivery,

Whatever the case, a question
mark invariably hangs over the guality
to be expected from the first wave of
128bit games AS the graphical limits
of current console platforms draw
close, developers are now having to
rely on compelling gameplay to gain
attention in the marketpiace - hence
games like Metal Gear Solid becoming
such a big draw. It may be a good-looking
title, but Its developer Incorporated

innovative content to truly set it apan

from anything PlayStation owners had

previously seen.

A shaky start
However, with the switch to new
platforms, Innovative game concepts

run a danger of flying out of the window

opers fumble with unfamiliar

technology and publishers rush to
exploit the ‘vacuum’ in key genres —

bringing out derivative games which do

Jittie but up the visual ante. Toby Gard of
Confounding Factor believes this isa
perennial problem: “Generally, a new
console arrives and the industry wants

to hit the first wave when there are fewer
titles, but a new market is emerging. You

can make a lot of money with a fairly

f time. That's

pants game in that penod

why the first wave of games are often

“DEVELOPERS JUST WANT TO EXPERIENCE THE LATEST TECHNOLOGY. AND THIS

than any failings in the machine’s actual
technical abilities

Of course, there are many advantages
to the forthcoming technological leap -
apart from the obvious improvements
in wisuals and game size. Developers
responsible for porting PC games across

1o the PlayStation, for exa

e, ane

finding the task increasingly difficult as

lisag anrg

MEANS THERE IS A HUGE BLOOD RUSH TO BE THE FIRST GAME ON THE NEW MACHINE"

a bit substandard; the development time
is deliberately short.”

Dave Perry aiso believes that it's
often the "crappy’ developers who rush
1o cevelop for a new platform first
“This |s because they give up on the oid
maching and believe that now that

“re working on a Digger and more

complex machine everything will be ail

night,” he says, "What you tend to see,

then, is a lot of crappy games at launch

“DREAMCAST IS STILL A RELATIVELY UNKNOWN QUANTITY. PLAYSTATION 2 MAY NOT BE
RELEASED FOR A WHILE. AND THE PC MARKET COULD BE SAID TO BE FLOODED"

miped In with the gems that Nintendo
and Sony en

re exist.” (And Sega

too, of course, alth s clear that

Virtua Fighter 3tb and, mare obviousty,
Sonic Adventure were both rushed

to markel. Some of the early adopters
of Sega's machine have expressed a
degree of disappointment with Sonic’s
foibles, yet such glitches are mora a

case of hurried coding and testing

the gulf between the two platforms
widens. The introduction of more
powerful console technoiogy will remedy
this and should therefore free up
designers to explore more agvanced

|deas. The 32bit bind will be broken,

Bridging the gap

Finally, however, there is a chance that the
transition from this generation to the next
won't be the stilted, confused, Industry-

threatening lurch it has always been In
the past Most large-scale publishers are

now powerful enough to place key team:

on Dreamcast development, while holding
back less experienced groups Lo keep
pushing out the Tomb Raider and FIFA
sequets of this world to the Luddite 32bit
market. As Permy puts it, "Some smart

developers will hang onto PSX 1 |

U

to eat the low fruiton thetree” L=

i prayuon ‘ynaukfow e

“GENERALLY, A NEW CONSOLE ARRIVES AND THE INDUSTRY WANTS TO HIT WHEN THERE ARE
FEWER TITLES. THAT'S WHY THE FIRST WAVE OF GAMES ARE OFTEN A BIT SUBSTANDARD"
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MILIA ‘99: MORE GAMES THAN EVER

Holiday time approaches as Cannes gears up for an interactive incursion

he videogame indusiry and now
it Must 303t 10 @ rapicly evohving
market piace appears to be a key theme
for the forthcomang Mifla show; talang
piace between February 9 and 12 at the
Palais des Festivals in Cannes.

Talent spotting
Edge has received a full fist of
conference events and forums and it
reveals perhaps the most game-
intensive line-up in the event's history
Symbalising this commutment is Milia
Games "99 - a section of the main
show dedicated to getting developers,
producers, publishers and distributors
ogether to negotiate teals, ‘develop
key international partnearships’ and
generally scout around for new talent
In tandam with this, the event also
features the New Talent Pavilion, a
showcase of interactive media projects
developed by 27 amateurs, professionals
and students who won Milia's annuai
international talent contest

The roil call of videogame attendees
may weil make the organisers of ECTS a
little nervous. Sony Computer
Entertainment Europe will be showing
off the PocketStation for the first time in
Europe, and Eldos, UbiSoft, Infogrames

Meier, Bruce Shelley and Jon Romero should be among the 99 attendees

| Pictured here at last year's Milia event (from left), Peter Molyneux, Sid

and Take 2 are among the other big
guns due to visit the event. Also
swanning about, taking in the chic south
coast atmaosphere, will be gaming
lurninaries Nolan Bushell (who will
preside over the Game Grand Jury for
the Milia d'Or awards), Chris Roberts of
Digital Anvil, Jez San and the ubiquitous
Peter Molyneux, most of whom will be
appeanng as guest speakers.

It is perhaos the event’s roster of
forums and talks which provides the
maost interest, with 'Diversification’
certainly hot on the agenda this year.
On the Monday Doug Lowenstein of
America's Interactive Digital Software

Talk show hosts

There are slightly more digestible
events, however, On the Tuesday
Hisakasu Hirabayashi, a games analyst
at the Interactive Institute in Japan, is
to give a talk on the history of
videogaming, and Peter Malynewx will
be chatting on Wednesday afternoon
about how 10 Stay creative in the
cut-throat, ‘dog-eat-tog’ videogame
industry. Finally, Thursday evening
includes a showcase for bright new
industry talent in which up and coming
developers talk about the difficulties

of getting started in the interactive
entertainment worid,

MILIA SEEMS TO HAVE A VERY COGENT PURPOSE: TO GET THE

f

ASSOCIation has co-organised a
discussion snappily entitled
‘Cortemporary Business and Policy
Trends in Interactive Entertainment’,
hich looks at how publishers.can
lidense out their successful brands
Ii:s_=_'\turj-.?c|garne characters and themes)
for use in TV, films, merchandising.
Interngt services, etc. Similariy, the
wednesday sees ‘a panel of
professionals’ looking into the minefield
that is the film/game tie-in - what's
gone wrang in the past and how can
such endeavours succeed in the future?

I(\USTRY'S CREATIVE PEOPLE TOGETHER WITH PROFESSIONALS

Linlike ECTS, then, Milia seems
to have a very cogent purpose: to get
the videogame industry’s creative
people together with professionals
fram the TV, film, Internet and animation
Industries (Milia is intended as a true
multimedia event) so they can all talk
about making money together, Edge
Just hopes all this talk of cross-polfination
between game and film doesn't throw
open the harrendous prospect of Night
Trap: The New Nightmare or Wing
Commander V' Flogeing A Dead |

Horse, replete with action figures. S

KEY MILIA EVENTS

2.30pm-4.00pm ‘PC Game Publishers
Lost in the Myst? Getting Wise to
What the Burgeoning internet Audience
Wants.' A conference co-organised

by Lawrence Schick of America

Online looking at which Intemet games
are successful and why.

2:30pm-5.00pm

Session 1~ I want My Game!"; Three
animation companies pitch their work
at the interactive entertainment
Industry in the hope of securing a
videogame tie-in,

Session 2 - "I Want My Movie': As
above, but vice versa.

Thursday, February 11
5.00pm-6.30pm The New Blood

of Computer and Video Gaming.' The
intamational bright young things

of gaming flaunt at
the rest of the industry.

More info available at www.milia.com
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SEGA CLAMPS DOWN ON DREAMCAST IMPORTERS

With its console’s UK release now eight months away, can Sega halt the trade of Japanese machines here?

n December 19, 1998, Sega of lot of work." Disagreeing that buyers of

m Europe managing director Mike import machines generally understand
Sherlock issued a letter to various UK the complexities of owning an NTSC
importers. It states that, ‘We are now console, he maintained, “The consumer
writing to caution you against the goesn't think that way. If the consumer
Importation and/or offering for sale of has a problem they come to us.”
Dreamcast. if you are currently involved
in such activities, Sega Wil enforce its Hardcore minority
rights against the lilegal sale and On the guestion of early adopters and
importation of its products by court the role they play in spreading the
proceedings and seizure actions.” reputation of a new console, Sherlock’s

Edge was subseguently contacted attitude 15 somewhat at odds with
by several importers, all of whom were accepted thinking on the matter, stating
puzzied by Sega’s heavy-handed that, "It's not the view that we hoid.”
aftitude towards a relatively small portion Traditionally, the console market nas
of the overall console business - and been led by a minority of hardcore
warried about the implications for both gamers who have taken the plunge and
their companies and the Import market Invested in NTSC versions of new Europe is responsible for the successful
as a whole. "We feel very strongly that if hardware — often at considerabie launch of Dreamcast in Europe, and
Sega can go through with this then it'll expense. To measure the current extent specifically for me within the UK, the
mean the end of imports,” said one. of the market, Edge contacted some of best way to achieve this is to have the

the larger import firms and found the best product, which includes having ail

No guarantee
when asked by Edge oepansegas  THE OVERALL NUMBER OF DREAMCAST UNITS IN
reasons for issuing this waming, THE UK |S BEI-WEEN ONE AND TWO THOUSAND UK
sheriock claimed a number of PLAYSTATION SALES WERE AROUND 500,000 IN DECEMBER
motivating factors He asserted that,
“There is no guarantee that it'll work on overall number of Dreamcast units in the software available for Europe, the European court, wherein cheaply
a multistandard TV, and we did get some the UK 1o be between ane and two carrect marketing, and the consumer exported sunglasses were being
calls on our consumer line from thousand. UK PlayStation sales were receiving the product in a way that they imported back into Europe and sold
consumers who wanted English around 500,000 in December. can understand it and use it " at a discount and thus deemed tb be
translations to lapanese manuals, who summing up the central interest in Any question of Sega’s warning demeaning the value of the product,
wantad to know when software was issuing Sega's warning, Sherlock said arising as a result of the recent ruling in were dismissed by Sherlock: “No.
COMinNg — 50 importing genefates quite a that, "Our main motivation is that Sega favour of Silhouette Sungiasses in the Wwe've decided we're going to do this

as Sega. We're not making a decision
based on anything else at this point.”*

With just over a thousand Dreamcasts in the UK, is Sega coming down so hard on importers? And if it didn't
mnl]ﬂle early adopters to hanker after its desirlgl? device, then pnegrhaps it shouldn’t have told them about it... However, foliowing the court's gecision,

several companies have begun

ED G E proceedings to halt Japanese versions
. e of their wares reaching Europe,
DREAMCAST

Including Honda matorcycles.

Whatever alse, the import market

LONG LIVE - : remains a small fraction of the
D R E A H C A S T ' _— : overall UK videogames scene. “It's

two different markets,” pointed out

another importer, “The import guys

are never going to buy PAL machines

anyway. No hardcore import guy is

ever going to ring Sega UK and e |
1

say they've got a problem.” e

EDGE 09 »
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APPLE COMES OUT TO PLAY

The new G3 is set to take Mac gaming into the next millennium

acintash gaming's protracted

period as the poor relation to the
PC may be coming ta an end - albeit
several years tog late. At lanuary’s
Macworid Expo in San Francisca,
Apple’s interim CEQ Steve Jobs
announced a new generation of the
successful G3 Macintosh line to take the
brand into the next century, and to carry
forward Apple's fresh commitment to
the Mac gaming platform. Just don't
mention the Sprockets project (E39)...

Although the new clock speeds of

350 antf 450MHz are significant steps
forward (and the iMac-alike casing is

il

Apple is seeking to
regain the computing
high-ground with its
attractive new G3

10 EDGE

certainly eye-catching), the real advance
of interest to the games player is that
Apple has chosan to inClude ATI'S new

Rage 128 graphics chipset as standar

G force
Carrying a hefty 16Mb of video memary,
the Rage 128 Is capable of impressive
2D and 3D performance - the former
With resolutions up to 1,920x1,200 i
32bit colour. That colour depth is also
availabile for 3D graphics, gving bath the
Rage 128 and the new G3 a significant
advantage over PCs equipped with
30fx's Vioodoo chipset. Howeve:

L Apple’s

iMac is now
available in five

proud demaonstration of a 450MHz G3

Mac achieving a 20 per cent higher
framerate than a Pll 450MHz Vioodoo 2
PC seems a little pointless in the face
of 30fx’s imminent Vioodoo 3 and
PoweryR's new 250 (see E67). But Jobs,
ever the showman, had further
announcements to surprise attendees.
“I'm here because Apple has finally
£ot its act together regarding 30
graphics,” ware John Carmack's words
as he prepared to demonstrate the Mac
version of id’s Quake m: A
As part of Apple’s renewed commitment

£na (see pas)

to the Mac as a gaming platformid is
running simuitaneous development of
its surefire hit. Carmack also claimed
that only a scarcely believable 15K of
Mac-specific code was required to port
the game from the PC.

The announcement of a Macintash
version of silicon Graphics OpenGl
graphics AP (extensively supported or
the PC) adds further momentumn to
Apple’s bandwagon - the only cloud on
the horizon being the dark memory of
previous ‘commitments’ to gaming.

Meanwhile an extensive list of PC
hits en route to the G3 was announced,
Including Tomb Raider i, Sin,
Battiezone, Heretic Il and Falcon 4
However, it's clear that more games
need to follow the example of Quake i
and be concurrently released on PC and
Mac before Applg’s machine can be
taken seriously as a gaming platform

Apple bites Sony
Macworld's final
salvo fired off into the realm of

and most surprising -

fruity flavours

mainstream gaming came from
Connectix, previously known for its
Virtual PC emulation package for the
Mac Tagged Virtual Game Station,
Connectix’s latest apphcation is nathing
less than a fully functional - and
seemingly entirely legal - PlayStation
emulator for the Mac.

At time of press Sony's official
response was ‘no comment’, but
that's uniikely to be the case for long
It would seem, then, that Edge’s
recent plea for Sony to address the
issue of PlayStation emulation (E6é) has
been answered, via the perfectly law-
abiding route of reverse engineering
And further fanning the flames is the
rumour that Connectix is considering
a PC port of Its controversial

package. The ball is most I =l

definitely in Sony's court 1=

Id's Quake I1I: Arena is now on
course for a simultaneous Mac
and PC release thanks to the G3
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GAME ON FOR UK CONSUMER SHOW

With the market bigger than ever, a public videogame exhibition is planned for the autumn

iller Freeman, the company

m responsible for organising the
Furopean Computer Trade Show (ECTS),
IS planning a sister event 1o take place
at the end of the year, but aimed
sguarely at the general public. Staged at
a London location, the show |s hoped to
fill the gap once occupied by exhibitions
such as the defunct Future
Entertainment Show

Accoring to a spokesman for Miller
Freeman, the idea for the new event
was bormn following ECTS "98. "Several
peopke fielt that they would like to get
their products in front of the consumer,

PSYGNOSIS GOING BACK TO LIVERPOOL

Last year it was Manchester, now the axe falls on San Francisco

The closures were not expe

Its west coast operations robs Psyenosis of any development capacity In the US. =2

N64 UPGRADES AND SUCCESSORS

With Dreamcast out and PlayStation 2 rumoured, where does that leave Nintendo?

oliowing the loss of its Manchester offi
E to its US division. First to g0 was the San Francisco office, which was totally shut down
Further losses weare experienced at the nearby Foster City offices where control of US operations was
repatriated (o Psygnosis’ woridwide headguarters in Liverpool. Around 20 staff will lose their jobs in
San Francisco with another 34 lost from Foster City over the next four months: Gary Johnson, MD of
Psygnosis worldwide, emphasised that development of product in North America remalned a key
component of the company’s plans An announcement about its new US distnbutor is expected soon

In a dedicated event,” he explained. "We

UL Miller Freeman

CUTTING EDGE

have spoken to them about what kind of
format they would like it to take, and are

currently putting a p sal together.”

Given the current buoyancy of the
Eurgpean and UK games markets, it
could well be time for such an event
to return. Miller Freeman's spokesman
said that several games companies
have been "very, very positive™ about

a public version of ECTS. Those in need
of further information should contact

It looks as though gamers will
soon be encouraged to indul
their obsession in public again

Miller Freeman on 0181 987 7727.
Edge will feature updates on —
the story as they happen i

5), Psygnosis has shifted the focus of cost-cutting

ted to @ifect any current projects. However, the consolidatonof | —J

m Intendo of America president Minoru Arakawa has
recently hinted at the directions the company is

considering for its Successor to the Né4. Explaining that its R&D pull the plug on Bloodshot. it will be

teams were currently considering all types of storage media, concentrating on N&4 tithes instead.

he revealed that Nintendo was senously evaluating whether 10

t th cartridge-b t Jisc-Da

ct 1 - 1 20| 1 disc- .

ontinue with cartridge-based consoles or switch to disc-based With TV Screens failing to fulfi the
systems such as DVD. Arakawa-san also stated that he did not potential of Dreamcast’s graphical
expect the system 1o be ready until 2000 or 2001 at the earfiest. power, Sega has released the VGA

bax in sapan. The unit allows users

In other developments, NCL president Hiroshi Yamauchi L4
o utilise their hi-res VGA-compatible

Following this screenshot’s surprise New Year
appearance on Nintendo of America’s Website
(www.nintendo.com), Rare has confirmed that

Donkey Kong 64 is well into development. A release
date has yet to be confirmed, but is expected to land
somewhere in the fourth quarter. Typically, Rare is
playing its cards close to its chest and is yet to impart
any solid information about the gameplay details

announced that Nintendo is on the verge of releasing new
online capacity for the Néd. The add-on peripheral features an
internal modem for games and Intemet access. The modem is
not related to the on-off 64DD, although potential for network
capacity is included in its spec sheel. Connectivity Is an

mportant part in Yamauchi-san's vision of the future of gaming

and it seems certain to play an important role in il

Nintendo's strategic thinking over the next few years, L=

PC monilors, and Edge will test it
next issue.

Argonaut's dog slips out

With Sega tight-lipped over Red Dog, it
was ieft to Argonaut's Jez San to spill
the beans. A bit. “StarFax in a tank™ was
his concise description for this futuristic
shooting alien game. Expect it to launch
alongside Dreamcast In the UK

EDGE 11
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES

When once is not enough
Sequel savvy

t first glance It might seem odd that Edge,
m a magazine occasionally vehement in its
oppaosition to endless sequels, should give such
prominance to Polyphony's Gran Turismo 2 and
Id's Quake Il Arena, as is the case this issue.
However, for these games it's more than desirable
to see what will be achieved by a follow-up, such
is the pedigree of the original title and developer
There's a certain fascination in witnessing how
ine piece of work Is expanded by its creator -
the mind boggies at the prospect of where
Miyamoto will lead Mario next, tor example
It's obvious that some games either don’t
need or don't deserve a sequel. Tomb Raider il
and il may have done wonders for Eidos and
Core’s bottom lines, but did little to bulld on the
achie ts of the original concept; ur
playable though they were. The videogame
ndustry may be - just about - getting over its
Hollywood fixation, but it still mirrors the movie

industry in other ways. Just as with films, too many

good games have their reputations spoiled by lazy
seguels that could be 50 much more.
Tne line is a fine one. it a follow-up s
swiftly on the heels of its predecessaor, then it's
clear that the publisher is just cashing in (of these,

00

The prevalence of s

els is a contentious issue, because even the most appa
of them, such as Tomb Raider 11l and the FIFA titles, are solidly playable. Quake 11l is next to arrive

sports series such as EA's FIFA are obviously the
worst nders), However, give the development
extended period to enhance and revamp
their title and you nsk being overtaken by newer,
flashier products. Notably, bad games are never
given the chance to improve —only the big sellers
are quickly hauled back into the shops to
generate more cash. Sadly, the important thing

to remember Is that the only reason publishers

can sell m

¢ ol the same Is because pun
are willing to buy it
Whatever the game is, from Gran furisma to
Tomb Rauder, If it's been purchased and enjoyed
by enough people quel is pretty much
ingvitable. But can you have too much of a good
thing? Core's series proves that perhaps you
can, It's a shame that it takes a title twice to strike
the massmarket before notice is taken, by which
time the hardcore gamers have moved on
Thankfully there are encugh Miyamotos,
Yamauchis, Carmacks and Molyneuxs to make
sure that at least some of the sequels are
worth buying. And that's because they've
earned the respect of press and piayers the
world over, leaving the money men little aption
but to heed the creatives’ wishes.

opportunistic

Edge’s most wanted

Jet Force Gemini Shenmue

(N&4) Rare (DC) sega

YU Suzukl hardly bal
& challenge, but t

Winter warmers
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PRESCREEN ALPHAS

WITH RARE'S LATEST OPUS ALMOST READY, N64 OWNERS ARE SET FOR A REWARDING YEAR...

JET FO RC E_ G_EM] NI FORMAT: NINTENDO 64 DEVELOPER: RARE

publishing outfit is
'S direction can (within re

5, On present form Rare’s CE-aE T emup seems to

ul lot of gameplay Issues open for discussion awaits its release Intently

14 EDGE
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CA R MAG E DLO_ N 2_ FORMAT: NINTENDO 64 DEVELOPER: 5CI

Having already scuffed up the desired-for amount of publicity upan its release on the PC late last year, the sequel

to SCl's b swathed driving game IS now careering towands the Nad and PlayStation. And in some resp

NIMendo nas introdud
talian plumber’s latest excursion into the world of drivers and p rS. SIX cOurses are avatiable, gnving lapanese ga

Indulge their two favaurite obsessions. Initial characters Include Luigl and Princess Peach, with other: 0ming unio

EDGE 15 »
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PSYC_H |C FORC E 20 12 FORMAT: DREAMCAST DEVELOPER: TAITO

With v S FSy

YDRO THUNDER

leved to have 3 number of Dreamcast titles in the works

version of Morial Kombat), bu
wWersion from the new coin-00 of the same name r|'_\,--’_\‘r[]

1 it — @ powerboat racing

ame. it's unlikely to make
wme time in earky 2000

4 16 EDGE .



FORMAT: PLAYSTATION DEVELOPER: BANDAI LE MANS 24 HOURS

Ty may h

with Max Power Ra

3, ILTid
Basad on th fly gruelling event
In France, the

marathon. Edge will have more

nto and a full preview next issue

2S |n Japan, Bandai Is attempting
m ghty Morphin'
Rangers. Much of the ge

to fully impleme

A0 thirdperson action adventure that

cynics might sugitest resembles a certain

rofile game from Konami. Various

maving a ) wnd, An intriguing
energy ball will a NCourage you to use

brains before your bu
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S H Og U N TOTAL WAR FORMAT: PC DEVELOPER: CREATIVE ASSEMBLY

e

D I SCWO R LD N 0 l R FORMAT: PC/PLAYSTATION DEVELOPER: PERFECT ENTERTAINMENT

ther playing

streets of Ankfh-Morpork |s going to match Bogart In ‘The BIg Sleep’ remains another question

4 18 EDGE
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DA_] KA-I;AN A_ i A FORMAT: PC DEVELOPER: ION STORM

Jpment ieam Nave now jumped shif n massively anticipated firstperson shoot

course of its gestation, [x

have surfaced at successive public showings. The potential Is there for

Wi

TR
are

FORMAT: PC/PLAYSTATION DEVELOPER: CODEMASTERS

M

i
i

]

il
i

=

ftest fighter ever to endorse 2 b

3 ¥ e ing lo create § dynami 3
arcade or chammonship showcase modes and up to 16 tighters, while cowards can opt to manage their 1ac’s career and remain outside the ring.

DESCENT 3

FORMAT: PC_DEVELOPER: INTERPLAY

EDGE 19 b
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DAYFONA USA 2 POWER EDITON TRICKY SLIDERS _ __FORMAT: PLAYSTATION DEVELOPER: CAPCOM

This updated version of Sega’s
second cof-0p ineTpretation of
AMErican crcust.racng IS an

Cdevaar Bleu i et e
L5 AR A i) B SHlali ™

: [SYEV #O (LT P - oser e
mprovement over last year's .
bbb gvd -2 | L

redease. from thesa shots you'll APvrS (BT
notice that nostalgic fans of Daytona Vard ) g g e
USA finally get the opportunity to J i'f"' ;
competea in the Homet car from the
onginal version. But what you won't
See s that all three tracks can now
De played In succession and that the
cabinet can be linked to a PC
allowing for extensive network play,

With brands such as 1080° and Cool Boarders remaining strong in Eurape,

Tricky Sliclers |5 the first new titie of the season for lapanese snowboarders
However, in a game seemingly laciing graphical or comtrol innowvations, the
focus switches to clothing and eguipment sponsarship. Fashion-conscious
gamers might be tempted by the extended characier customisation features,

THRILL DRIVE

Powerad by the pany’s Cobra board, Konami's iatest drving coin-op
EIVES YOU & choice of three courses (US, Europe and Japani and seven
vehicles (a Volvo estate and Fiat Barchetta among them). You then have
to find your way through the traffic, victory depends on your speed,
technical ability, choice of route and magnitude of accidents caused.

TR
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Rc STU NT_CO PTER __ FORMAT: PLAYSTATION DEVELOPER: SHINY ENTERTAINMENT

Having suffered slight delays, Shiny’s radio-controlled helicopter sim is finally
sort of title that appeals to a highly specialist
addictive quality, Edge would be surprised
wider audience If they get a chance to try it out

getting ready for lift off. it's the

FORMAT: DREAMCAST DEVELOPER: CRI

Buggy Heat is yet another arcade

Whether or not US-style, g vhere bugeies are your thing. you can't dispute the fact that the game looks
Increasingly impressive. Since its first preview in Edge (issue 66), a few mora vehicles have now emerged, including a
Barbie-esque off-roader (complete with Bartie-gsque driver), but will the gamepiay’s guality match that of the visuals?

hTi'[fl'}l-
it
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SHENMUE

Sonic Adventure may already be provoking gasps of awe in Japan, but it
could prove a simple taster compared to Yu Suzuki’s breathtakingly epic RPG

The glayer must interrogate an extensive number of characters in order to
obtain clues and quest details. There are around 300 individuals in the game

The player has an
extensive range of
moves and actions
which reflect Sega’s
concern for realism

Format. Dreamcast

Publisher: Sega

Developer. in-house

Release: Spring

Qrigin: Japan

m lthough many questions
about Sega and its Dreamcast pro

late, one thing Is certain - the company knows
how to introduce its games to the public. Ina
packed Yokohama National Exhibition Hall,
legendary designer Yu Suzuki - aided by two TV
presenters, three massive video-proj r
screens and a small orchestra - 1 d what
could be one of the most ambitious and
important videogame endeavours of th

Shenmue is an RPG in which the p
on the role of Ryo Hazuki, ang must expl
large, bustiing Chinese town. Clues and hint:
the nature of the quest can be obtained by
talking to NPCs (of which there are around 300)
and you must acquire money in order to purchase
essential equipment. it would appear the RPG
rulebook, then, has been rigidly adhered to.

But it Is the magnificent naturalistic detail
which looks likely to set this title apart from its
predecessors. Yu Suzuki wants the game to

become part of a players’ life, indistingu

1Ces — and with t

d each element of Shenmue

unparaiie
Take the background scenery. To capture
the essence of Chinese streetlife as closely as

ed craftsmanship.

possible, the artists actually made several trips to
China and Hong Kong to study the busthng urban
menagerie for themselves. This experience Is

Both character animation and background scenery are exquisitely
detailed - Suzuki's intention is to mimic real life as closely as possible

clearly discernable in the game: rugged wooden
huts spill out above narrow atleyways cluttered
with litter and cardboard boxes, modernist
towerblocks loom in the
details such as teleph: W
and rubber tyres roped to the sides of docked
boats enliven each scene.

This concem with realism and detail appears
to infuse every corner of the game. Of the 1,200
rooms and locations accessible to the player,
all are filled with clutter. Non-player characters
don't simply stand to attention walting to be
approached, they engage in everyday activities
and have to be Interrupted. Simi

ou must take on me

(I'S Plan to Creatle, as near as p

vable experience

Elsewhere, the designers have attempted to
flesh put the RPG genre in fresh directions. The
Quick Time Event is a new feature In which
players must make fast decisions In response to



There are 1,200 rooms
for the player to visit,
and an impressive
range of disparate
locations within the
oriental urban setting

NOUEN a sernes of alieyways, an arrow
out forthcoming hazards (wooden boxe
your path, for Instance), requiring swift re 3
Also, there's the Quick Time Battle mode, whic!
players enter each time they're challenged to
a fight, and which gives them a range of

o call upon

fighting move:

PRESCREEN

An impressively versatile camera provides a number of angles from
which to view the action. The aim is to keep the player immersed

e 15

e Jally a 4D game
dynamic time and environment systems. This
means of course that, during the game, days
become nights (and vice versa), while weather
tumns from sunny warmth to wintry snowstorms,

clear, then, that Sega is determined (o

break out of the arcade-conversion cycle which

Yu Suzuki’s most interesting claim is that Shenmue is actually
a 4D game - it has its own dynamic time and environment systems

Indeed, character animation is at the

nt, with @ martia
a3 mployed for the combat sequen

Sega is also boasting that Dreamcast’s graphics

processing Is so powerful, Shenmue artists have
been able 1o capture intricate hand movemeants.

Sega has used motion capture exhaustivel
to ensure that character movement is flui

characterised in-house development on the
Saturm a
for more v

s Shenmue 1S a vast,

gamepl:

this incn

IaISseZ 1aire en
be a key title, not only for Dreamcast, but
also for videogaming in general. =

EDGE 0
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POWER STONE

Known for its dedication to the bitmap-based fighting game, it's almost ironic that Capcom
is currently pushing the boundaries of 3D beat ‘em up development with its latest effort

A muscular behemoth (above) highlights another Capcom favourite: epic
‘ (and often pyrotechnic) clashes between large and small antagonists

Capcom has long championed multi-hit, varied combo attacks. It's no
surprise, then, that Power Stone encourages such dextrous exchanges

ss pollination Dream F

Format: Dreamcast

w that Capcom's thoughts at time

Publisher: Capcom

3l part of any given bout

Developer: In-house er from an

p-Kicking from a

Release: TBA - D INcarnations ap

While Ehrgeiz and Pt

present. agegre

2r Stone share design table,

sround’ furniture offers a rich stock of
DiRin Japen kground' furniture offe | stock o

principles and, to a lesser degree, play praps and moves for a player to use



Eccentric special moves are a Capcom trademark.
‘ occasional nods towards ‘realism’, it's equally comfortable with the outlandish

Despite Power Stone’s

Only a slight reduction
in texture quality
prevents Dreamcast
Power Stone from
being a dead ringer for
its arcade parent

Further to this, Capcom has made the logical
progression of adding "interactive’ scenery.
Certain objects can be thrown, others wielded
as crude (yet effective) cudgels Those familiar
with Double Dragon and Streets of Rage will no
doubt acknowledge the strategic element this
can introduce. In one stage, for example, a lamp-

post can be uprooted and used to pumme! an
apponent from a tactically beneficial range
continuing its r;xperlmentatlaﬂ with
power-ups In a beat ‘em up context, Capcom
has included abllity-enhancing special objects for
piayers to find, These eponymaous 'Power Stones’
imbue the pos

moves. As in X-Men

treet Fighter, these

be stolen or lost during the course of a battle
Should you obtain three at any one point, a
super-powerful ‘ultimate’ attack is the reward
Power Stone also suggests that Capcom Is
losing patience with its six-button - three
punches, three kicks, of varying strength - Street

--...“‘-,
B

blows by pushing or pulling their opponents.
While many purists — particularly Street Fighter
devotees who favour block-based strategies —
may regard this as herasy, It's a forward-thinking
decision for Capcom. Though the tactic of
blocking any blow simply by raising your arm
has become a beat ‘em up cliche, it could
descend into farce when the combatants begin
to smack each other about with chairs and
lamp-posts. The Japanese softco should be
saluted for challenging such a genre mainstay.

Power Stone's smooth conversion to
Dreamcast will ald Sega’s marketing efforts no
end. Despite the blistering Virtua Fighter 3
conversion’s undoubted virtues, hardcore
PlayStation exponents still ar subjectively,
that Tekken 3 Is the better of the pair. Power
Stone, as a near arcade-perfect port of a new
style of fighting game, could assist in vindicating
Sega's claim of next-generation superiority
with hard, software-based proof

PRESCREEN

In true Capcom style,
certain moves are boldly,
brightly emphasised

Blocking by raising an arm has become a cliché, but it would be farcical
when opponents smack each other about with chairs and lamp-posts

Fighter control interface, For this franchise-1o-be,
It introduces a more approachable three-button
interface. Representing jump, punch and kick

respectively, these may be combined in order to

kes Power

scessible to the casual gamer
Capcom's most iconociastic move, however,

15 tO purposely omit a ‘block’ button. Instead,

players are compelled to avoid or ‘counter’

Weapon-based combat
plays a large partin
Power Stone's affrays

EDGE
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FLIGHT SHOOTING

Konami's beautiful, arcade-oriented flight sim is hotly tipped as being one of the
Dreamcast's finest thirdparty titles of 1999. As these shots attest, such praise is justified

Naturally, Dreamcast can suffer from draw-distance limitations, despite
its poly-pushing capacity. Will Ace Combat 3 match this? Of course not

Although Flight Shooting, like many of its 3D ilk, has many ‘bald’ patches where
textures represent low buildings, its cities are lavishly furnished nevertheless

he flight sim Is, understandably, commonly
seen as the sole preserve af the PC owner,

but what of arcade-oriented, console-based

nterpretations? Bar Namco's Ace Combat

series - soon to attain trilogy status —and CRI's

Aero Dancing (see p35), Edge would struggle

to name any exponent of this sub-genre that

wasn't received with apathy.

Flight Shooting — and to a lesser extent,
Namco's third Ace Combat game - could
generate interest in this potentially exciting game
style. Like Konami stablemate Aero Gauge —
Flight Shooting's N64-based predecessor — it

Format: Dreamcast

Publisher: Konami

Developer: In-house

Release: TBA

Origin: Japan

involves airborne combat, with players engaging
increasingly skilled opponents in wilkful
exchanges of aerial combat. But whereas Aero
Gauge was a tepid affair, its visuals mediocre, this
successor offers graphics on a par with, if not
better than, PC-based counterparts

The impartance of gameplay over visual
niceties is a well-established understanding, but
it would be churlish to ignore the immersive
qualities of good aesthetics. Flight Shooting is, in
short, an impressive game to behold

Notably, its designers have also included
welcome incidental touches, such as shadows
for buildings. Details like these bilur the
boundaries between the two mental ‘states’
in which a player exists while playing games:
‘Iam here,' and 'l am there’ — the latter
representing the distinction between ‘game’
world and * warld. Gameplay aside, Fiight
Shooting's apparent attention to detai ]
early stage alludes to an incredibly convincing

Visual experience.

Choosing an internal
view gives you a
variety of extra gauges
and miscellaneous
onscreen information.
Disposable, but fun

real’




Chopper sorties will also play

a large part in Flight Shooting's
many missions, providing a
welcome line in variety

not for the

Cana vldeofame communicate a feeling of verﬁﬁo? Early images indicate that this is

aint-hearted, particularly given the ¢

PRESCREEN

The default external
view is impressive,
especially when viewed
as a spectator. Purists,
however, will no doubt

ance to pilot the Stealth Bomber (top) opt for the cockpit

t just how Konami intends
ight Shooting’s action. Edge is

y modes. The first will

There are man 5
of aircraft available
including combat
planes such as the
F-14 (top) and the

RF-M Rafale (above) time of 20Ing 0 pres:

range. a oesert situated somewhere in Egypt,
and a snow-clad landscape. In an impressive
effort, 30 different styles of vertically vigorous
have been created 5o far. Depending on
0N In hand, you can be required to pllot
a helicopter, bomber, transport craft, attack
fighter aor ‘stealth’ craft. Students of military

aviation will no doubt be impressed by Flight

vehicle

the m

Whereas Aero Gauge was a tepid affair, this successor
offers graphics on a par with, if not better than, PC-based counterparts

Shooting’s cast list, too, which inciudes real-life
madels such as the F-15 Strike Eagle,
F2000 Typhoon and the F-14

(and, most likely, will
ased dogfights If Sega is
ng additional means by which to endear the

Dre.

5t 10 a8 potential oniine fraternity, Fi

Shooting presents Itself, at its current stage of

gevelopment, as an alluring
When the success of VR-1's workmaniike

Air Attack on Wireplay's UK service 15 taken
into consideration - In a country notable for
Its precious few 'dedicated’ online gamers
It's arguable that Konami should regard
multiplayer functionality as a requisite
rather than a 'bolt on’ option

| |.J!_|
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KINGPIN

Xatrix takes the Quake Il engine and throws in surface-detection sound to create its own
brand of gritty urban realism. This descent into gangland violence isn‘t for the faint-hearted

Xatrix has toiled to make hand-to-hand combat as realistic as possible. The
result, as these screenshots so evidently attest, is an unsettling experience

n overcast night, dimly Iit alleyways,
Shadowy figures warm themselves around
reet fires, their voices mingling with the sound
istant sirens. A couple are k ) 3

pipe from beneath your coat and cave in the side
of his face, which turns to mush. “You're gonna
fuckin® diel” he screams, and comes back at you
Seconds later, they both lie dead on the concrete
n a pool of biood. The music is pumping, your

i is up. The sirens get loude

n not an average firstperson shooter. 's

also not what you'd expect from Xatrix, the
creator of the tongue-in-cheek Redneck
Rampage. Headed by veteran developer Drew
Markham, the Santa-Monica based codeshop Is
justifiably proud of Kingpin = a powerful mix of

| Innovation and gutsy design.

darkest comers of t

Format: PC

Publisher: Interplay
nto a Crimunai

Developer. Xatrix with a mission © &y (to
buy weapons) and information in your gues

usurp the Kingpin - a crime lord whose gangs
rule the warehouses, alleyways and rundowr

gather followers, mon

Release: Apfll to

Origin: Us

Kingpin is rcl another title that uses a modified version of the Quake I
engine — although this looks like being the most capable update yet

tenemerits of his turf It's a setting that begs for
& level of realism uncommon in this genre — not
to mention ir the studios of Xatrix itself. Enabling
Xatrix to achieve that realism is a modified

sion of id Software's Quake If engir

appropnatesy creepy S effects

“Using the Quake Il

start, and allo U -oncentrate on the
Important stuff,” Markham reveals. "But we didn't

just take it and leave it at that — we 'unrealised’ It

Ene

Ve Us a head




The game’s setting is mysterious, blending images of 1930s Americana with
comic-book styling from a more recent era. The effect is a pretty grim vision

- added procedural smoke, fire and lens fiare -
it’s something you're obliged to do now, every
time someane sets the bar higher”

The result is a believable world that leaves
littie to the imagination. The enement buildings
have been painstakingly constructed - with
every concelvable detail — from the obvious
{apartments with TVs and toasters) to
urine-stained bathrooms and blocked-up tollets
The commitment to reallsm extends as much to

The texture maps reflect damage instantly and permanently.
It's a somewhat ghoulish touch - but highly effective

the inhabitants as the environment — the
character models ar
another self-made add
the texture maps on the models reflect damage
instantly and permanently. it's a somewhat
ghoulish touch = but highly effective

Combat ton Is a departure from the norm
As well as having access to a variety of missile
weapons, players can get up close and personal
with crowtiars, motorcycle chains, baseball bats
and lead piping. Judging by the poor feel and
control exhibited by hand-to-hand weapans in

er firstperson titles, you'd be forgiver
dreading their use, but here it works. Collision 1
Ctly calculated, and every biow is
ccompanied by a satisfying crunch as the victim
stumbies backwards.

Where Xatrix has perhaps made the most
progress, however, Is in its use of sound.
Markham and nis team have a added a simple,

PRESCREEN

but effective feature. “It's surface detection,” he
explains. "Every object in the game has a
material definition to it — wherever you see
metal, you hear metal when you touch it, or walk
on it. Each surface has its own resonant value
that modifies the sounds of ncochet bullets,
footsteps, or debris accordingly”

It's not just sound effects that are put 1o
E0O0d use - speech also plays an iImportant role
On one level, it adds to the atmosphere - with

gutter-mouthed gangsters squaring up to one
another - but 50 forms a vital part of
gameplay. As you approach a character, you
select an attitude ranging fram hostile, through
neutral to friendly, which determines the reaction
of the NPCs. About half the inhabitants of Kingpin
are neutral, and many can be persuaded to help
you, glven the right approach

\With Half-Life redefining the genre, it may
seem that Kingpin, with its accent an violence, is
something of a throwback, but that would be o
miss the point. What Xatrix is attempting to do is
to provide a world rich with detail and realism
with Q-"Guf_—"- nuances 1o ievate it well adbove the
y a level-based, linear

er scripting (courtasy of a

Walking on different
surfaces changes the
accompanying sound
effects. It's another
step towards delivering
a living, breathing
gaming environment

challenge, clew

world clock that triggers key events) and a living,
breathing environment should make for an
arresting, powerful and, above all,
bellevable, experience
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WILD METAL COUNTRY

After the lurid excesses of Silicon Valley and the moral outrage surrounding GTA, DMA's
next game is refreshingly simple: an animals-as-tanks, massively multiplayer shoot 'em up
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While the PC version of
WMC impresses, sadly
plans for an N64 iteration
seem to have been put
on hold, at least for
the foreseeable future
Although the control system for WMC is intentionally simple, detailed
physics calculations give the tanks a wide repertoire of movement
m MA Design: master of the madcap, creator seems to have disappeared without trace),
of the curious, developer of the distinct Edge spoke to DMA Design’s creative manager,
From Lemmings to Grand Theft Auto, Dundee’s Gary Penn. and WMC producer, Chris Stamp,
finest has delivered a string of titles which have to discover where nine months of rapid
managed to challenge both the conventions of development had led to.
videogame creation and the skills of those who “Some cynics see WMC as multiplayer Quake
play them. The last 18 months have seen DMA in tanks, outdoors — and we can't be hothered to
in an uncharacteristically productive mood, argue with that,” says Pernn. "We see WMC
releasing GTA, Body Harvest and Space Station simply as the kind of digital toyset which should
Silicon Valley, with Tanktics and the subject of appeal to the old and the new: those who enjoy
this article, Wild Metal Country, 5000 to follow mastering new ways to play with toys and
First revealed to the warld in ESO, Wild Metal anyone keen on piaying contemporary pretenad
Format: PC Country is a hi-tech, hign-fun tank battle game war with sticks for guns — but in heavyweight

Publisher. Gremlin

Developer: DMA Design

Release: Spring

~Drigin; UK

constructed atop the sturdy sub-structure of a
powerful physics enging. This allows the action

to take on a realistic look and feel, with shells
following credible trajectories to blossom into
effective explosions. With its PC release date now
closing fast (although the planned Né4 version

tracked vehicles”

“WMC was developed with multiplayer
vary much in mind,” adds Stamp, "IPX and Serial
play are alive and well and we're looking at
Internet play possibilities." When Edge visited
DMA In summer ‘98, a linked version of the
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All of the projectile weapons in WMC fire along realistic trajectories. Of course,
if you happen to be armed with bouncing bombs, things can get very messy

game was playable and even at that stage
provad highly promising.

Wild Metal Courttry's oneplayer game
places the player in the role of a lone bounty

e Depth shading is used to enhance the sensation of playing in a vast,
hunter, risking all to salvage a collection of open combat arena, although landscape details are somewhat scarce
ancient power cores that will net untold wealth

If successfully retrieved. Unfortunately, packs

of Intelligant guard tanks, left behind by the enabiles you to guide both the tank tracks and
fallen Tehric Empire, stand watchful over the turret independently. While it takes a little
the cores, and these custodians must be adjusting to, comfort can be drawn from
overcome in order to triumph, knowing that the computer has to operate a

DMA's team has themed the packs of tanks similar system for its tanks, a feature designed
around various animals, to give each an attack to create a level playing field — unlike the battle
and defence style of its own, “There's immense arenas, which are formed in rolling valleys with
satisfaction to be had studying the different hills and dips to hide among.

“WMC was developed with multiplayer in mind. IPX and Serial
play are alive and well and we're looking at Internet play possibilities”

vehicles and coming to terms with their basic “We have tried to create something really
behaviour in order to overcome any fear before immersive where you can explore and make

A diverse bunch of abising them,” explains Penn. "There are times things happen,” insists Stamp. “There's all the

animals were when playing WMC is very much like taking part usual stuff about extra weapons [including

deliberately chosen as : ! i = R

the inspiration for the in some bizarre big game hunt magnetic mines, bouncing shells and cluster

Al design, so that there He goes on to point out that, "Animal bombs] and new and more difficult enemies

is plenty to explore Intelligence can be so extreme, so dramatic and settings as you progress, but the =
far more flexible and potentially surprising than reward s really in experiencing the game.” 1 =5

‘real” player intelligence. Your expectations are
markedly different when you approach an animal
- or a vehicle which is intended to be a lifeform
ike an animal - Instead of a person or a vehicle
that appears to be controlied by a person.”
However, DMA'S recent penchant for sheep
abuse, as featured in Space Station Silicon
Valley and the forthcoming strategy game
Tanktics, has not (yet) reached WWMC.

The game is viewed in the thirdperson, and
features a comprehensive control system which

The animalistic tanks
move around the game
world in packs and flocks
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Lnldn; ad:'anr‘gghe of I
reamcast s

count, Frame Gdor ¥
features a wide variety
of detailed, esoteric
mechs - each adorned
with a suitable array of
outlandish protusions

Formal: Dreamcast

Publisher: TBA

Developer: From Software

Release: TBA

Drigin; Japan

FRAME GRIDE

It may not be the most high-profile prospect in the Dreamcast release list, but
From Software's impressive visuals and off-beat gameplay demand attention

fter four years of PiayStation development,
m From Software is currently working on its
first Dreamcast title, Frame Gride. Borrowing
elements from PS precursor Armoured Core,
Frame Gride caters for the near-fetish regard
lapanese otaku hold for all things mech-oriented.

For the solitary gamer, a story mode provides
a tale interspersed with battles, This is notable
for the progressive improvement of the player's
mechanoid. From Elemeantal Parts {such as arms,
body and legs) to Material Parts (silver, ceramic,
crystal), continued play reaps dividends for
Frame Gride's antificial antagonists. To satisfy
the voracious compietist urge of certain players,
there are ‘normal’ and "rare’ versions of either.
Similarly, each robot possesses a collection of
four special ‘slots’ in which you place attribute
enhancing Liberate Stones.

These Liberate Stones, In turn, are divided
into three different types. The first modifies the
overall attributes of your robot, from a choice
of fire, earth, wing and water. The second and
third slots are used for powering up generic
abilities, such as attack power, hit-point level
and speed. The latter is used to contain “special’
pawers, such as the abiiity to fiy

Frame Gride’s Battle mode offers multipiayer
battles on a series of levels opened through
successful play in its solo guise. Available in
splitscreen and online flavours, it's this option
that Edge finds most appealing. Since playing
games of this genre is a predominately lonely
pursuit, it's refreshing to encounter a title that

The ‘ﬁame's subtle use of transparencies in its many explosions deserves
credit, and is a far cry from traditional bitmap monstrosities

promises to further reward pla
them to pit mechs of their own construct
against like-minded human riv;
From Software is planning to include four
individual singleplayer stories (although certain
locations and plot elements will be common to
each scenario), and the titie’s aforementioned
multiplayer appeal is obvious. It's not a title
that will set sales records outside its native
lapan, but Frame Gride is an interesting =
prospect for the new console. i

/ers by enablin

In similar style to many other Dreamcast titles, Frame Gride's Erudi;ious draw distance is

immediately striking, which serves to bring depth and atmosp

ere into the enormous arenas




PRESCREEN

MAKEN X

Gore, depravity and perversion are 1999's essential gaming bandwagons;
the S&M nightmare world of Maken X sees Atlus jumping on all three

The locations may not be pleasant but it is the
characters that make Maken X so unnerving

It is time for gamers
to prepare to die in
zet another grim but
eautifully rendered 3D
apocalyptic underworld

Format: Dreamcast

Publisher: Atlus

Developer: in-house

heir attempt to go one niikely that all the
Release’ TBA al cha erof the game is a currently on view will pass the censor uncut,
@ Jack, who inh S a sword: Maken particularly if the game i L

sed outside
Origin: Japan ;

clous sword' In Japanese). To

(meanirg ‘v move lapar. Edge will be watching
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GT WORLD TOUR

The success of Top Gear Rally proved that Boss Game Studios’ driving credentials were sound.
Taking tips from the PlayStation’s finest, it returns to road racing with a vengeance

. S s ., —

o ——

World Tour aims to emulate Gran Turismo, minus the tedious details associated
with hardcore driving sims. Boss’ technical expertise is immediately apparent

edon’'t want to be as extreme as Gran

Turismo,” says Rob Povey, Boss Game
Studios’ technical director, about its upcoming
Né4 racer. Povey wants GT World Tour to be
immediately playable, yet at the same time offer
the depth of Gran Turismo. "We're aiming for
something much more arcade-like,” he continues,
“but still retains the realistic feel of sony's game."

Bass has proven that |t has the technica
ability to pull this off - specifically with the
release of Top Ges

7, This visually impressive

racer featy
3D tracks, and a tight control scheme that
surpassed all other Néd driving games

But GT World Tour is not a sequel. “it's a
completely different game," expiains Povey
"The idea is that it's easy to get into 50 you
don't spend the first two hours crashing "
Unlike Top Gear's off-road, mud-covered
ks, GT World Tour features smooth, paved
s perfect for strategic power siides. To
this new gameplay dynamic, Boss has
written an entirely new game engine with tighter
code and a more reallstic physics model, The
early version Edge saw hummed alang at a
solid fremerate with more than 15 vehicles

an textures, smoothly drawn

The enhanced engine
enables more than 15
vehicles onscreen with
little drop in framerate

Format: Nintendo 64

Publisher: Midway

Developer: Boss
Game Studios

om Porsches 1o Mustang lookalikes,
each of which sports unigue strengths and
weaknesses, Ten tracks are based all over the
world, while 180 course variations such as

rangin,

Release: Mafch (US)

Origin: Us

i EDGE

The polished texture designs of Gear Rally returns for World
kur?‘?'llie detail and realism on :I?gw take the N64 to the next level

mirrored and reversed are avallable The
multiplayer options Include a twoplayer,
splitscreen cooperative mode In which players
drive an a team and rack up experience points

to gamer more powerful vehi

Boss plansto include a ie
for World Tour and one bonus track that runs in
full 40x480. Surprisingly, the developer will not
make use of Nintendo's aMb Expansion Pak

“I'm concerned that the 4Mb Pak will end up
becoming a selling point," Povey says, "which
means we have to come up with some way of
makes no sense.”

pertise and appetite

box hi-res mode

usmgitevenii it

=

the closest

for driving games, it's likely to b
thing ta Gran Turismo Né4 owners will see. And
at the very least, says Povey, “It's going to
be better than GTa4."



f
,|||| R |
i I|I|Ilr| I || HI

Il
:,|'. |
(L= LM
1 fil Il
“11d] I}

it e
i

i --IIII-
.,f/-l' {t

i - . W AT gt '.r = b | I fr
i i Sl ”
3 '}]‘L'l: il /; il ||r||,'|J( '

if From the collision of Japanese gamep _ ‘ |
iy realism of flight sims comes a new \ |||| ||'||h
h[} | I‘“ | enter CRI's airborne acrobatic i .' | 1‘|II
|'||'” | . i Il ] il
Hllih f i 1 IJI' i
Jll ‘N [ : i | || |I|

”‘ ) II|I

r||r

|_ f“mj!(r‘ il ||

t. "'“l.f i “

i

'If

|"”




PRESCREEN

One of the game's
most impressive
features is the number
of realtime viewing
options available

While much research has gone
into refining the physics of Aero
Dancing, the visual aspects of the
game have not been ignored either

4 36 EDGE

different physics. The team was advised
throughout by air force pilots. They
explained how an F-15 or an F-4 should

fly and their peculiarities.

Edge: Technically, what was the most
difficuit aspect of Aero Dancing?

KC: At the beginning we didn‘t have all the
development tools. We knew the final
specifications of the hardware but we
weren't confident about the development.
It didn’t run properly at the beginning. It
was running on a PC emulator, we couldn't
display the graphics and it was very slow.

We also wanted to make a flight simulator,
something that hadn't been made before
for a console. 50 we showed the game to
a pilot who checked every detail. He
recently came to take another look at the
game and told us it had really improved

in a league of its own

Edge: How does the game compare to
air warfare titles like Konami's Flight
Shoating and Nameo's Ace Combat 3?

KC: Aero Dancing 1s a full simulation
game, In flight shooting games the aircraft

“The team had to create planes with different
physics. The team was advised throughout
by air force pllots” keisue o

Pilots can chose from up to 11 standard aircraft
with additional models unlocked as bonus items

wwata, producer

isn't fiying, only destroying targets. For
that reason the plane’s movements have
been modified. There are no targets, your
objective is to fiy as well as possibie. it
really is a new genre. There are some
similarities with PC flight sims, but that
genre is dedicated to maniac players and
the flying is very complex. We kept the
simulation concept and found a way to
make it playable by any level of player,
Edge: How do you think console owners
will react to games like this, which are
normally more suited to PCs?

KC: Such & genre is rare for consoles,

but last year sims such as Densha de Go!
were released in Japan. We are gradually
seeing more simulation games appear. But
for consoles, simple commands are
required otherwise nobody will play them
The results also have to be realistic to
attract players. Until now it was difficult to
make such realistic games for consoles,
but Dreamcast suits this type of game.
Edge: How simpie is it tc fly with the
controliers?

KC: It is a little bit difficult! [Laughs]
Edge: Does the title nave a competitor?
KC: Maybe Konami's Flight Shooting game
[see p26). We saw it in magazines and
the graphics are pretty good, but Aero
Dancing is in a different league.
Tomonori Haba: You use the analogue
stick and buttons. No keyboard is required
Players use the D-pad for flaps, air brakes
and landing gear, and the four buttons for



The three modes allow would-be pilots to progress from flying high-powered jets,

such as the F-15J, to become commander of the acrobatic Blue Impulse team

the camera view, smoke, throttle up and
throttie down. Trigger buttons are used
for the left and right elevators.

KC: Compared to a regular flight shooting
game, the commands are a little bit more
complex. But we included a special training
mode where players will learn how to use
all the commands step by step.

Edge: How is the VMS used?

KC: We only use the VMS for saving data
and keeping some configurations. We
didn't include any mini-games.

Edge: What kind of relationship do you
have with Sega?

KC: CRI has a complex relationship with
Sega. [CRI is owned by CSK but has Sega
members sitting on its board of directors.]
We developed some tools for the Saturn
and the Dreamcast, For instance, we
released some music ADX software and
MPEG software that titles like Sonic and
Virtua Fighter 3tb are using. However, for

Smoke effects add to the
feel of formation flying

PRESCREEN

“Basically, you play alone, but it is possible to fly together in the
fourplayer mode. The main objective there will be to fly in formation
and not to be Separated from the group" Keisuke Chiwata

Aero Dancing we have a simple thirdparty
relationship with Sega

Formation flying

Edge: What about multiple players?

KC: Basically, you play alone, but it is
possible to fly together in the fourplayer
mode. The main objective there will be to
fly in formation and not to be separated
from the group. It's not a competition but a
fourplayer cooperation,

Edge: How many planes are included?
KC: Players can select 11 planes plus
some hidden ones. In the Blue Impulse
miode it's only possible to use the T-4.
Some of the required moves can't be
made by the other types of planes. But if

you clear the whole stage some extra
features will become available.

Edge: How does progress work in the
Blue Impulse mode?

KC: You start by leaming simple commands.
By mastering the moves, players will go to
the next stage. Approximately 20 stages
are offered in the Blue Impulse mode. The
first ten stages are dedicated to training.
From the 11th stage, players will enter the
Blue impulse team and have to perform
acrobatics, in formation and alone. The
CPU will appraise the performances and
give comments throughout the game.

TH: In the learning phase, players will fly a
simple training T-4. After entering the Blue
Impulse formation, players will pilot a T4
in the colours of the team. its performance
will be slightly improved. The smoke, for
example, will become available.

With CRI currently concentrating on
refining the multiplayer formation-flying
mode, the prospects for this novel game
are good. The graphical detall and realistic
physics will satisfy budding Blue Impulse
warnnabes in Japan. Edge suspects,
however, that the wider Dreamcast
community will be a tougher test of
Aero Dancing’s mettle.

]

i

Like this F-1s, all

the jets on offer are
decked out in the
colours of the Japanese
national defence force
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- ' game, id is back with a third iteration. Edge corners

1 ”"" ! ' carmack's team of designers to find out once and for
' all whether the 'singleplayer game’ is fact or fiction |
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Format: PC/Macintosh
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towering above. Level designer Tim Willits has called for visually pleasing maps that don’t obstruct the player

‘ Although much larger in scale, the environments stay true to the Quake style, with intimidating architecture

here’s an industry of PC
. developers hard at work on
what they hope will be Quake

killers. But no one, as yel, has pulled it
off because no one works harder, or
smarter than John Carmack and his
team. Whenever someone thinks they're
close to toppling id, the boys in Texas
launch another groundbreaking game
and kick the competition all the way
back to thelr drawing boards. As the
third iteration of Quake appears on the
horizon, the burning guestion is, what
exactly /s the singleplayer game?

At its core, the singleplayer game
will be a series of deathmatches spread
out over numerous levels against CPU-
spawned opponents. This might not be
as inspiring as Half-Life, but this is a
different kind of game. As sure as
Quake Il remains the consummate
multiplayer deathmatch title, id is
determined to take that non-stop-action
experience and bring it to the
singleplayer who has never experienced
the thrill of the multiplayer deathmatch

"The ultimate objective in Quake i
Arena,” says level designer Tim willits,
“is to reach the ranking of one, to be the
grand champion.”

Almost [ike starting a racing game,
players will start with a selection of
several easy maps, each with single-

“You start at the lowest ranking. .. and there's
only a couple of levels you can play. Once

you achieve a high enough rank, you'll move
on 1o the next set of levels” vimwsts level designer

story architecture that won't require
jumping or repellent lava pits. And like
a fighting game, the first-level bots will
be fairly easy to destroy.

“You start out at the lowest ranking.”
Willits says, "and there's only a couple
of levels that you can play. Once you
achieve a high enough rank, you'll
move on to the next set of levels.”

Quake Iif's fantasr—styled realms rarely fail to impress, although

the characters’ colour schemes are hardly the most subtle around

EDGE v P
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Everyone at id agrees that the success of
the singleplayer game lies mainly with the

team’s

to make the bots play as

naturally as possible at different skill levels

Willits admits these first levels are
being designed to ease novice players
into an accessible deathmatch scenario.
But fans needn’t waorry, Quake il will
boast an enormous amount of replay
value and customisation options. And
there are a few new additions, not least

of which are three dilferent classes
of character o choose from

“We have the light guy, the medium
guy. and the heavy guy,” says Willits, "The
light guy runs faster, but can’t take as
much damage. And the heavy guy can
take more damage, but runs slower. You
can take a real good shot to the head
and still survive and keep on playing!”

Even at this early stage, the designers
feel this brings a whole new dynamic to
the game, and they admit to already
having favourite character classes

The maximum number of bots in a singleplayer level hasn’t been specified at this early stage, but id's Al
programmer, John Cash, claims that he has already playtested a level with 15 running around simultaneously

4 ) EDGE
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According to the team of designers,
Quake I1i: Arena will be an even
faster, arcade-style experience, which
should satisfy hardcore gamers

“We're hoping that people won't
just migrate to one,” Willits says. “We're
hoping that we will set up enough
differences, advantages and
disadvantages to make it cool.”

Enter the arena

And, of course, with only multiplayer
maps as the focus, the level designers
have had to change their philosophy.

“We wanl Lo give an arena-type
feel,” Willits explains, “not an arena like
a gladiator arena, where the maps are
just simple little holes, but something
where there’s unigue architecture,
interesting areas that are specifically
designed to play the best deathmatches.”

Alongside designers Brandon lames
and Paul Jagquays, Willits has been
building larger levels with more easily
identifiable areas.

*You'll be talking to your friend, for
example,” Willits says, “and you can say,
‘Hey, let’s play that map with the laser
grid that protects the power up,” instead
of just ‘Let’s play map 26."

Environments will also change
throughout the course of the game.
willits mentions seven styles of levels
that span from futuristic, techy settings
to a giant construct that appears to
be the innards of a demon. Already
Quake's familiar industrial, carved
stone and castle environments (replete
with lava pools) have been expanded.
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Although the overall game will comfortably fit in to the established style of the Quake universe, some
of the graphical elements appear unusually organic. Curved surfaces are now a key design consideration

“It's not our goal to reproduce
the mundane world,” Willits says, in
response to Edge's probing about real
world environments, pointing to a
variety of impressive design work

“¥ou don't see this in other
firstperson shooters, because they can't
do this stuff,” he continues, “nobody's
come close, So 1 don't think you're going
to be hitching about it being too brown.”

And while complex scripted
experiences tend to be growing in other
firstperson, singleplayer games, they
won't be found here.

"We can't have one-offs,” says
Brandon James, "because these maps
have to have a continuous loop to them.”

Nor will any of the bots’ actions
ever be scripted. However, that doesn't
mean the bots won't have personalities,
"we definitely want a handful of really
distinct, unique guys,” says James, “and
we're going 1o have a bunch of guys that
are like the Red Shirts in ‘Star Trek’, for
people to get in there and kill.~

Everyone al id agrees that the success
of the singleplayer game lies mainly
with the team’s ability to make the bots
play as naturally as possible at different
skill levels, and that responsibllity lies
with Al programmer John Cash,

“It's really easy to make a bot to just
kick your ass,” says Cash. Making them
play like poor, but believable, players has
been his biggest challenge (see p60), and

the demo Edge played suggests he has
risen to it admirably. On an early map,
Cash spawns two bots. The first is a real
rookie, a "keyboard player,” as Cash calls
him, designed for the first level, while
the other is a bit more experienced,
aithough not overtly skilled. In a
deathmatch with Edge, the difference
was immediately noticeable.

Cash humbly admits that it comes
from a lot of tweaking. "The first time
we put them on a level,” he says, “the
guys were fighting with them, and they
started laughing. | said, ‘What's so funny?’
They said, "Every time we're fighting,
they'll strafe right over into the lava.'
Normally they wouldn't go insthere, but
during the heat of combat | had them
so focused on the fight, they weren't
checking things like where they were
going. Nobody plays badly enough to
blindly run into lava pits. Bul it'd be
reasonable for a beta bot to accidentally
stumbie in once in a while.”

Scaling the skill of the bots is one
thing, but giving them personality is
quite another. Cash spends time oniine
watching multiplayer games, and
explains that there are a few simple
things most people do that they replicate
straight off. Some bots will have a
preferred weapon, some will be tuned to
be very aggressive, some will hang back,
or will maybe be very health conscious.

Other observations aren't as tangible.

For example, like a human player, the
bots will eventually zero in on a player if
he doesn’t move for a while. And like
many online Quake players, there will be
bots who know the levels exceptionally
well and still can’t aim, versus those
who may be a good shot but who have
no idea where the weapons are,

Skeletal animation

Be it single or multiplayer, Quake 111 will
feature some animation improvements.
Most impressive is a new segmented
skeletal animation system. If two players
are standing in the room facing each
other, and one looks at the ceiling, the

S
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It may not look as ‘real’ as Valve's Half-Life, but that is exactly id's
intention. The designers apparently wish to avoid the ‘mundane’

EDGE 11




PRESCR

“You know, a lot of people think that | just
know everything at all times. And the truth

is, | had never done any curve rendering
before the start of this year” sohn camack
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Thanks, in part, to
Apple’s new gamin
drive, Quake 11l wil

appear on Mac and PC
simultaneously, and the
two versions should be

just about identical

other player will see his head crane
skyward in a very lifelike way. Also,
there's knock-back animation for players
who get sent flying from a serious hit.

But what about GoldenEye-style hit-
specific animations, and location-based
damage? Id's designers feel that these
slow down the game or aren’t
noticeable enough to be worth it

“When things aren't in the game,”
willits explains, “there’s a reason they
haven't been included. It's not that we
couldn’t do them. | mean, we have John
[Carmack), The end product is what's
impartant, and the expenence that
you're having.”

So what Is the almighty id co-
founder and lead programmer John
Carmack contributing to Quake lli? The
most noticeable graphic effect from the
master programmer is the new curved
surface technique, implemented with a
Bezier mesh render he wrote last year

*| went through a learning process,”
says Carmack. "You know, again, a lot
of people think that | just know
everything at all times. And the truth is,
| had never done any curve rendering
before the start of 1998."

Obviously his research (which
included poring through Siggraph
materials and writing plenty of
experimental renderers) paid oll, as

the curved surfaces that appear in
Quake I Arena are unrivalled

Id is hesitant to reveal oo much

about the game before it's finished

tand doesn't have a completion date
either). So when quizzed about the
weapons, the list was very tentative,
although the team did confirm that the
Shotgun, Plasma Gun, Rail Gun, Machine
Gun, Carbine, and the BFG will feature

A Lightning Gun is also in development,
but the team wasn't sure whether it was
going to ‘chain’ or not. A "Bouncy Gun’

A

This scene (left) capably illustrates
John Carmack’s impressive new
rendering techniques. Character
models, meanwhile, will be more
comprehensively animated than
those of Quake Il and its ilk

with reflecting shots was working, but
not everyone was impressed, so it may
not make the final cut. And a mid-range,
melee weapon? A flame thrower is in
the pipeline. Other possibilities include
a short-term flight power-up as well as a
grappling hook that may be capable of
grabbing other players.

With Quake Il Arena being designed
to introduce casual players to the
multiplayer experience, will it be enough
to satisfy the hardcore market already
well-versed in the art of the deathmatch?
Chances are, you're not asking.
singleplayer, multiplayer — you've
been with id long enough to know
that it won't let you down

Weapons can be switched much more quickly than in previous Quakes. Plus,
each will actually fire from the centre of the screen rather than from the side
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Format. PlayStation

Publisher: SCEI

Developer: Polyphony Digital inc

Reléase: TBA

Origin: Japan
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TUrismo?2

Travelling 9,000 miles to see a driving
game may seem excessive, but this is
no ordinary driving game. Edge meets
the man responsible for one of the
greatest driving games of all time and
chats exclusively about the sequel that
until now no one believed existed...
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tep off the plane, jump into a
. taxi and the overwhelming
realisation that you've amived on Japanese
soil hits home as soon as you join the
connecting motorway. En route to Tokyo
you're surrounded by a heaving mass of
vehicles (an impressive number of them
new), many of which sport racy bodykits,
engine tune ups and go-faster livery. Even
delivery micro vans aren't spared, boasting
spoilers in places where air is unlikely to
ever flow. Generally speaking, the
Japanese love cars, which, considering
how long they spend in them at rush
hour, is rather convenient.

No such problems this moming,
though, and with the city's sprawling
suburbs now far behind in the distance,
Edge amives at Polyphony Digital Inc's
offices right in the heart of the capital, and
conveniently just around the comer from
SCEl's headquarters. A BAFTA for the
Computer Programming Award may now
sit inside F1 driver Olivier Panis’ racing
helmet (a present from Sony France after
Polyphony executive vice president and
Gran Turismo producer, Kazunori
Yamauchi attended last year's Le Mans
race) in the company’s meeting room, but
until December 23, 1997, the list of people
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ready to dismiss Yamauchi's team as another
ntemal SCEl development outfit must have
been as long as the drive back to the airport.

Yet. after Gran Turismo's phenomenal
domestic success (a feat repeated five
manths later all over Europe), few could
remain unimpressed with Polyphony's
perfectionist attitude, technical aptitude, and
an indubitable passion for racing games. After
five long development years, Yamauchi had
realised his dream. All of a sudden, Japan
had its very own Geoff Crammond.

Perhaps fittingly, then, one of
Crammiond's finest efforts is Yamauchi's
favourite racing fitle of all time. *Grand Prix
from Microprose on the Amiga," he says
enthusiastically. "l must have played that
game constanthy”

Yamauchi-san is an avid motorsports
follower, “| went to the Monte Carlo Rally,
which Carlos Sainz won, and in some of the
sports magazines, if you look carefully at the
shots of the final celebratory champagne
spraying you'll see me with a camera in my
hand attempting to get my own picture of
him. And | didn't know it at the time but right
behind me was Sainz's wife, so | got closer to
him than her," he laughs. *I also drove a
Peugeot through the Sisteron stage — it was

As well as increasing the car selection to around the 400 mark, GF2 also offers a wider range of tracks, These

really frightening* he concedes, before are a mixture of ‘A-to-B’ stages and circuit-based offerings to suit the game’s many different race categories

reflecting on the possible pasitive implications -
of a perilous mountain road system: "The

environment to bring up good racing drivers country road from Nice you have this winding read which continues
exists in Europe, whereas Japan is really poor forever. Everyonie drives so fast, though — | thought | was on the limit,
in terms of interesting roads and tracks.’ but | got overtaken so many times”

But surely Japan has a huge culture of
motorsport lovers? “Yes, but no good roads,” Teamwork
he says. "In Japan, when there are good Still, after the chitchat, it's time to get round to the main reason for
stretches they tend to last only ten or 20Km, Edge's visit: Gron Turismo 2. Second time around, the ariginal team
but in Monaco, for example, if you take the members remain, but they're joined by 30 pari-time graphic

Second time around, the original team members remain, but
they’re joined by 30 part-time graphic designers. And, as just
about every aspect of tﬁe original has been enhanced for
this sequel, this is out of necessity rather than luxury

A keen motorsports fan, every weekend GT
producer Kazunori Yamauchi (right) races
round his local race track attempting to
improve lap times in his Mitsubishi Lancer
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designers, dramatically increasing the overall
number. And, as just about every aspect of
the onginal has been enhanced for this sequel,
this is out of necessity rather than luxury,

“Gran Tunsmo uses approximately
75 per cent of the PlayStation's maximum
performance so that means there's 25 per
cent extra to be used," explains Yamauchi.
‘And what I'm trying to achieve in G2 is to use
the remaining 25 per cent to bring out all of
the aspects of the original at a higher quality”

And this iz where the improvements
come in, perhaps the most striking of which
(as you've probably already figured out) is
that Gran Turismo 2 features several
categories of motorsports, namely
praduction, GT, rally and sportscar racing.
Anather impressive and exciting revelation is
the 400-odd vehicles that are currently due
to make the final code. "We're aiming to get
the cars to look even more realistic,” he
reveals. "So the visual quality is going to be
enhanced, but it's unlikely to have the same
impact as Gran Turismo had, as that was so
different from all the other racing games of
that time. But we're aiming to use the
graphics in @ way that if car enthusiasts or car
lovers look at the game they will be very happy
— the level of detail should please them!

No doubt it will, but then so will the
selection. Although unable to divulge any of
the many vehicles Edge was shown, as



All of the vehicles have been updated
to include current production models

potential final models have licensing
negotiations pending with their respectve
manufacturers, the line-up is curently wildly
more comprehensive than in its predecessor.
But not only does GT2 offer a far more
intemational autormotive menu, the cars have
been picked by individuals with an ample
knowledge of the subject. Sure, you can
expect plenty of obvious motoring entries,
but even the briefest of scrolls through the
vehicles on offer reveals some real surprises,

4's emvironments are as attractive as the cars themselves, so | would
also like to improve the tracks’ aesthetics," offers Yamauchi-san.
“However, GT2 uses almost half of the PlayStation's ability in physics
modelling, so all of the game's other aspects must be used with the
remaining 50 per cent” Surely, then, Gouraud shading is out of the
questipn? "We'd used Gouraud shading in Mator Toon GP, priar to
GT, so technically we're able to do it, but as half of the CPU power is
used for the physics, using Gouraud shading for the entire game
would exceed the cache memory capacity,” he explains. “If the
information exceeds the memory capacity, the performance of the
CPU draps dramatically, which is why we didn't use it in the first
game. But for GT2 we are trying to implement some Gouraud
shading — we'll think of the most effective use for it”

Super model
Of course, the ameliorations extend beyond a higher number of cars,
circuits and flashy graphics. "The third major improvement in G72
would be the car physics model,” Yamauchi adds. "The model in GT
was very close to real-life cars but was still lacking some of the
mechanics actual cars have, so in GT2 I'd like to make it as complete
as possible — the model would behave more authentically and that
would mean the cars would drive as real cars drive,’ This, cbviously, is
an ambitious move, but given the astounding dynamics in the
onginal game, perhaps not unrealistic.

Edge was shown the setup options used by the team to input
the characteristics for the car models featured in the game, and they

“The physics model in GTWas very close to real-life cars
but was lacking some of the mechanics actual cars have, so in
GT2 I'd like to make it as complete as possible - and that would
mean the cars would drive as real cars drive”

including special and limited editions to delight
ever the mos! dedicated motoring aficionado.
The track selection is nothing short of
spectaciilar, too. Most are still inthe process
of being designed, but expect twice the
number of the original, as well as a mixture
of dircuits and point-to-point stages favoured
by rally events. Like the cars, they too now
boast a more multinational flavour, so don't
be surprised, for example, to find yourself
rallying in Tahiti, negotiating 90-degree tums
in a Seattle street arcuit, speeding through
Rome's ancient — and narrow — streets, and
of course, slinging the car around every bend
the Cote D'Azure can throw your way:
Naturally, these will also benefit from a
palygonal make-over. “You've probably

naticed that something like Ridge Racer Type

PRESCREEN

In this second outing, the car selection
promises a far larger European presence

offer perhaps the most bewilderingly
comprehensive selections ever witnessed.
Every aspect of a motor car can be altered,
from the usual torque, gear ratios, brake
balance and suspension stiffness to steering
angle, axle width, alloy size and tyre tread.

Better by design

For a car enthusiast, the temptation to
experiment with these parameters must be
enormous, and given the appearance of a
certain ‘tweaked’ 4WD Mitsubishi FTQ in the
onginal game, it's not something Yamauchi is
necessarily capable of resisting. "That's right,
there is a 4WD FTO in GT but | made it for
two reasons,” he confesses, "While
developing GT | heard a rumour that

A quick visit to GT2's intricately detailed development setup options to increase the vehicle's oversteer
characteristics, boost the torque levels, and Yamauchi-san is off on another lap of the Tahitian rally course




PRESCREEN

The replay mode wasn't finalised when Edge
was shown the current work-in-progress
version of GT2, but already some of GT's
dramatically low camera angles are present

Mitsubishi was trying to make a 4WD FTO
but gave up the idea because making a 4WD
turbocharged sportscar would end up too
expensive, The second reason was as an
experiment in making the ideal sportscar

in the game. So we didn't just add four-
wheel-drive — we also changed the height of
the engine,” he explains. “We modified the

Having personally driven most of the cars in GT, a task you
would expect him to have repeated for the sequel, Yamauchi-san is
in a position to make the above reflection with a certain amount of
authority. So you listen when he explains why he likes compact, fast
cars and why the Lotus Elise and the forthcoming Honda 52000 (for
which he has already placed an order) are two of his favourite cars.
He may have crashed his Subaru Impreza while developing GT, but
his current vehicle, a Mitsubishi Lancer Evolution 5 (similar to rally

“we made the decision not to increase the number of
cars... | would choose to increase the number, but the hardware
limitations mean a realistic increase would add another two

cars, which would not make a significant difference”

aar in order to make what in our opinion was
the ideal sportscar” However, despite the
incredibly driver-friendly result, Yamauchi is
keen to emphasise that no programming
tncks were used to achieve this. Rather, it
was a case of tweaking the suspension,
moving the petrol tank and engine to the
ideal position and having the ideal wheelbase
and tread, with surprising consequences.

"As a result of finding ideal positions for
these things, | found that many real cars are
totally unbalanced,” he announces
confidently, "Among all the cars, the closest
to perfection is the Ferrari 355, Compared
with the Honda NSX, the suspension is soft
but doesn't exhibit as much body roll, and

it's very comfortable to drive, as well as
driving fast on circuits”
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world champion Tommi Makinen's car), has
suffered no such fate this time, although it
will soon be undergoing something perhaps
more dramatic. “While browsing the
Mitsubishi homepage on the Net | came
across an auction where the set of decals
used as Makinen's car livery for the Australian
rally were for sale. | put in & bid and ended
up buying it, so within a couple of weeks |
should have this real Lancer Evolution kitted
out like Tommi Makinen's rally car”

teering him quickly back to the game
in question he adds, "Sound is one of the
things that I'm not satisfied with in GT. For
instance, we tried to make the graphics and
other aspects as sophisticated as possible,
but we didn't have enough time to work on
sophisticated sound. GT2's will be better.
Actual cars sound better, which is why I'm not
satisfied — whether from inside or outside the
car, it sounds & lot better”

And if you think Yamauchi is a bit harsh
on GT's sonic ability, you may be surprised to
learn what he has to say about the game's
CPU drivers. “The Al is probably one of the
lowest achievernents in GT so in the sequel it
will be much improved. For instance, the
opponent cars would dnve as if actual human
beings were driving them,” he reveals. But, of
course, everything in life is relative; "When |
say that it was probably the lowest aspedt, it's
in comparison with the game's other aspects

Although still in early development at this time, the level of detail on the game’s many vehicles has improved
to surpass the already impressive visuals found in GT2's predecessor, pushing the PlayStation to its limits




— compared with other racing games this low
achievernent is probably still supenor. In
I'ICI-'TTEi racmg ng‘-'\?S, a Car comes 1:p o you,
overtakes you and races into the distance
And then another one comes and does the
same thing — or you do it to them - and
you'll probably never see more than a couple
of cars at the same time onscreen. With GT,

the group of six cars are always raong with

each other, which is very difficult to achieve”

Quality control
Some things, however, have remained the
same. “We made the dedsion not to increase
the number of cars on the track because
there are so many other things that we have
to increase as far as the quality is concemed,”
acknowledges Yamauchi-san. "Of course,
there was the option of retaining the quality
of the tracks in the original game in order to
increase the number of cars mang, but we
chose not to take that opiion — we prefemed
to raise the quality in all areas. If you increase
the numiber of cars you are racing against
from six to 25, say, then the racing will be
different — the game will be different, in fact
If that could be realised, | would choose 1o
increase the number of cars but the
hardware imitations mean that a realistic
increase would add another two cars which
would not make a significant difference”
Predictably, and like RR4, GT2 will
support Sony's PocketStation for players

Yamauchi and his team are working hard to
ensure that the dynamics in GT2 are even

more advanced than the previously lauded
physics model found in the original game

PRE
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One of the most significant additions for this

wishing to grow their vehicles when separated form their 32bit
machine. Less expectedly, but still like Namco's latest racer, Jog Con
compatibility wall be possible, in addition to nomal Dual Shock use

"When | first heard Namco was making this force-feedback controller,

| thought it would be perfect for GT2 because it would make players
feel as though they were driving the vehidles,” explains Yamauchi-san.
“But when | tned it, it proved less precise than | had originally
expected. if Namico had made it in the nght way it would have been
a perfect control method, so | was a fittle disapponted”

Missing link
Sadly, link-up compatibility looks unlikely, but Yamauchi-san is not

unaware of its potential, "It would be really fun to have twe or more
people playing together — it's something | did in Motor Toon GP 2,

sequel is the incorporation of several differing categories
motorsports. Expect rallying and sportscar racing as well as the previous production and GT car action
of Ilyi d Il as th i roducti d cti

but the link cable is not particularly popular
in Japan, so even if we supported it not
many people could enjoy it” But the
predicament is more than just commercial
viability. "It's something | would love to try
but one of the problems is that the hardware
specification and the cable's specification

are not perfectly compatible, so using it drops
the CPU power by 20 per cent. With games
like GT2, which pushes the CPU to its limits,
it would prove a hindrance”

But despite this slight blot on what is
othemwise shaping up to be a thoroughly
unmissable videogame driving expenence,
Yamauchi-san rekindles Edge's spirit with
a last mission statement. "l would like to
see more people play the game — in fact
as many people as possible, while still
maintaining the fun aspect of the original
so the aim is to provide a game that
everyone can enjoy, albeit at a higher level”
he states. "Gran Tunsmo was released in
December 1997, I'm told that there are
still people playing it now, but let's say
that an average player may have taken two
months to complete the onginal game. For
GT2 we're expecting the average user to
spend a year playing it”

Having met Yamauchi and seen
the current state of Gran Turismeo 2, you
get the feeling that this is not simple
corporate exaggeration. g =




LEARNING CURVES

HAVING BEEN STUCK IN NEUTRAL FOR MANY YEARS WHILE OTHERS
AROUND IT OVERTOOK, THE RACING GENRE HAS FINALLY FOUND FIRST
GEAR AND UNDERGONE A MAJOR SHIFT. EDGE DONS ITS OVERALLS
AND DIVES UNDER THE BONNET OF TODAY'S RACING VIDEOGAMES
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1 1993, while doing a spot of

promotional work for sponsors Sega as

part of his contractual obligations for the Williams

L

Formula One team, then-triple world champion Alain Prost

(who would g0 on to win a fourth championship that same year)
visited London's Segaworld and found it hard to resist a go on
Virtua Racing. He crashed. Spectacularly so, In fact.

i And while it was all smiles for the local camera crews,

his mind must have been working overtime In an attempt to
figure out what had gone wrong. After all, he had applied
everything he had learned since driving his father's tractor at
the age of four. He'd stamped on the left pedal and applied
the throttle at ali the right points, just as he had through his
karting, Formula Renault and F3000 days. Every ounce of his

considerable experience had been transferred through the
cabinet's advanced force-feedback control system and he'd
still careered off the black stufl with remarkable brutality




Iy reality, it wasn't his fault. Perhaps naturally,
he had simply assumed his virtual single
seater would behave like the carbon-fibre
vanety he drove at work. When it didn't,
there was [ittle even he could do, and the
result must have surprised him as much as
those standing around watching.

But anyone who walked away
thinking that Virtua Racing was hard because
it was realistic couldn't have got their
steering rods more crossed. Like the world's
first 3D arcade racer, Namco's 1983 Winning
Run, or the highly popular sprite-based
Monaco Grand Prix before it, Sega’s first
polygonal racer was difficult because
its developer had played around with
Newton's principles and come up with 2
highly suspect set of dynamics.

Power to the pedal
The truth is, until not too long ago racing
games had little use for a brake button. in
fact, the majority of titles featuring fast
vehicles could be played by wildly swinging
the steering wheel or yanking the joystick
without having to think about the application
of the middle pedal. Whoever considered
braking in final Lap, Chase HQ, ar even
CutRun? Not so these days. Whereas cars
could once be thrown into comers at
unrealistic velocity, without fear of understeer
setting in, the current incorporation of
authentic dynamics into games requires an
equally realistic approach.

And, as any racing drver worth his

Sparca overalls will tell you, braking is the

DYNAMICS

TAKING THE DRIVING EXPERIENCE INTO THE FUTURE

tally
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Uthentic dynamics are the future of racing games, TOCA's producel, Gavin Raeburn, believes .
A the Mostimportant aspect to get ightin a diving game is wirice you that you're partef
the game, partof the experience ng the physics of the car nght 15 a very important first step,”
he says: And you know you've got It iight whensamebne tan apply thieir knowledge of driving to
the polygonal vehicle onscrean and see it bahiave the way it would in réal iife, Edge witnessed his
whizn a‘tally instroctor, whe had never previously played a videogame, 2ol 1o gnps with one of Colin
McRae Rally's Corsican stages and posted a very respectable time
“Girand Prix tegends is more difficult, but only because It's realistically recreating the task of
/driving a 1967 F1 car. That sn't to say the modern 1 car is @ leamer dly vehicle, but-a quick go
on Grand Prix 2 shouid lustrate the advancerments i stability, deceleration abllfty and the effect of
downforce on cormenng speeds that 30 years” development allows.
Part of the genlus of Gran Turismo is that the standard production cars makes it accessibie.1o
most individuals. s veni e not ~ initially ~ motarised beasts boasting 700bhp and requinng a
icence; They re everytiay modals which you can steeraround the track with littie problems
providet you keep 1o velocities that are within your driving ability, st like in real life, in fact.

essence of a fast lap. Any fool can floor the
accelerator in a straight line but picking the
optimal breaking point and deceleration

intensity before a bend, approaching at two
to three times the national speed limit, is a
|ittle trickier, Brake too much, too early, and
you'll fail to camy enough speed into the

comner resulfing in lost ime; while coming in

Grand

rather than having ta worry about it himsel, if
the Virtua Racing experience has haunted
Prost over the last six years, he would find a
trip down to his local arcade particularly
exorcsing because, along with the graphics,
physics in coin-ops have since moved up a
gear. Ridge Racer et al still exist, but their like
faces inevitable extinction. The arrival of

"Putting in a more complex Ehysics
model doesn't mean it will be
more d = & f f 1CU ]. t B Kazunori Yamauchis Digital Polyphony Inc

too fast causes you to waste precious Daytona on the arcade scene marked the
seconds correcting the car on the exit of the beginning of an ever more dynamically
bend. That's assuming you've managed to complex grid of motor racing coin-ops.

pass the apex without ending up tail-first into Where once OutRun had stood as the

the nearest gravel trap, of course. ultimate driving experience, the tyre

Atari's N:'qht Driver, from 1976: the

Now an F1 team manager with two screeching now came from the Sega Rallys

very first “3D’ racing game in history

paid drivers implemnenting all of the above and Racing Jams of the arcade racing world.
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OutRun arcade
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Ever doser, the consumer game soon heard
about it and the console driving game
followed in the coin-ops’ slipstream. It's no
coincidence that despite the existence of
countless arcade-style racers, Gran Turismo,
TOCA and Colin McRae Rally were last year's
three best-selling PlayStation racing titles.

Fast learner

‘1 recently realised that making the cars in
the game as close as possible to real cars
doesn't necessanly mean that it will make
controlling the game difficult,” says Kazunori
Yamauchi, producer of Gran Turismo and its
equally impressive sequel (see p44). *So
even if you reproduce the actual car within
the game, the driving should becorme even

REALISM

easier — putting in a more complex physics
model doesn’t mean it will be difficult”
These days, after the immediacy of
Gran Tunsmo, this may seem a perfectly
logical statement, but as realism has
traditionally been linked with difficulty, it's st
a particularly revolutionary concept. “Of
course, and | thought the same way too at
the beginning, espegally after playing lots of
simulations on PC,” agrees Yamauchi. "But
while developing GT | gradually had the
feeling that probably making it more
elaborate would not necessarily make it a
more difficult game, although | didn't know
this for sure. But if you consider real-ife
drving — for instance, | take my car to the
local circuit and | can drive — it isn't as
difficult as many think. Of course, if you are
driving a sportscar and adopt a highly
advanced driving technique this would be
very difficult, but if you drive normally,
everybody can do i, so | thought, why can't
this be reproduced in a game?”
According to Yamauchi, the prablem
with many racing simulations is that they fail
to use real or precise physics models. “That's
why it makes the game difficult” he offers. *ff
you're driving your own car in a straight line
on a track and tum into the first comer you

THE CRUCIAL, DELICATE BALANCE BETWEEN AUTHENTICITY

will make the comer, the car will not spin
and crash into a wall. So that's how cars are
made and that's how they should be
reproduced in the game — it might be very
difficult, but if you do have the comect
physics model reproduced in the game
then it should be achievable”

Most developers now recognise the
importance of physics, although some
believe a little cheating can enhance the
gaming expenience. “The user must feel at
one with the car he's driving and it must
respond in a way he would expect the real
car to, otherwise he'll blame the game for
his driving mistakes and feel frustrated,” says
Gavin Raeburn, producer on both of
Codemasters’ highly successful TOCA
games. “This doesn't actually mean the car
physics need to be a carbon copy of real
life, and, in fact, | believe exaggerating
certain areas of the physics is necessary if
you are to match the expectation of what
the user remembers or believes the real
driving experience is actually like”

Wias this the case with two popular
Touring Car recreations? "Yes. For TOCA and
especally TOCA 2, we tweaked certain
areas of the game to make it more
involving," he reveals. "For example,
although the cars are all front-wheel-drive in
TOCA 2, we moved the weight balance of
all the TOCA cars back about one to two
feet This simple change makes the cars
handle ever-so-slightly more like mid-
engined cars, and makes them a lot less
frustrating and a lot less dull to drive!

Reality bites

For others, however, only complete realism
will do. Take Mike Lescault. director of
development at Papyrus and a long time
developer of racing simulations for the PC.

EDGE 2 »



When he talks about the dynamics of the
company's sublime Grand Frix Legends you
soon realise that he's part of this group. In
fact, gven his enthusiasm for skid marks, he
probably chairs the mestings. "Usually in
racing games, if a car cashes you can see
the tyre marks as two straight lines going
into the distance,” he begins. “With us,
however, you can see how they twist

and contort as the car spins, and if you

hit a bamier and fly into the air the skid
marks will stop as you see it flip through

the air — and if you watch it in slow motion,
as one side hits the ground you'll see a

skid mark where the tyres hit, and
afterwards you dnve around the track and
you just see this mess of skid marks. That
really adds to the game!

He's right, of course — a good racing
game s more than just a bunch of
mathematical equations. It's an entire
package, which includes the right quantity
of all the necessary aspects. Knowing which
and how much, however, is what
differentiates Colin McRae Rally from
Tormmi Mdkinen Rally, for example. “The
graphics are very imporant — how the
game looks is importat,” offers Yamauchi-
san. “But when you're actually dnving a car,
especally when you're driving a sportscar,
probably the most important thing is 10
communicate with your own car and the

road you're driving on. Even though you're

set a precedent others were to follow

Geoff Crammond’s 1993 Grand Prix ‘

POPULARITY

UNDERSTANDING GAMERS® ENDURING PASSION FOR DRIVING T

T ick U & o

Pole Position

"It doesn't matter how badly
programmed the game is~ if you feel
part of the Eame then you will
probably be having fun

Gavin Raeburn. Codemasters

not holding a steering wheel, it's important
to maintain such communication with the
joypad and emulate the feeling of dmaving”

The ride of your life
TOCA's Raebum adopts a simpler approach,

“Total immersion in the game itself” he says.

3DO Need for Speed remains one of the few
games to convincingly recreate a car's weight

“It doesn't matter how badly programmed
the game s, or whether it's a simulation or
arcade game, top-down scroller or in 3D -
if you feel part of the game and teel in
control of the car you are driving, then you
will probably be having fun” If proof is
needed, ask Raebum to list his favourite
games and in between Grand Prix 2 and
Colin McRae Rally, you'll find the perfect
llustration of his claim: “The car racing
section on Die Hard Trilogy, because
although the car physics are dreadful the
feeling of involverment is absolutely spot on”
A top-down racer featunng [ittle in the
handling department that could be termed
physics, F1 Circus on the Mega Drive may
have never made it to western shores other
than in its original arcade cabinet guise (or
as a ndiculously expensive import), but it
remained a thoroughly invalving experience,

mainly through atmosphere and attention to



JUT IT, A DRIVING GAME 1S

Gran Turismo

alter lap, until t
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MATICAL EQUATION

The move to 3D was crucial for

_the racing genre - it allowed the
implementation of real-world physics
models and believable environments

detail, Some 16 months earlier, Vroom on
the Amiga had achieved similar results
through the use of outrageous speed. And a
little: further down the road, Geoff
Crammand's Grand Prix demonstrated that
PC racing sims, however detailed, could be
utterly captivating. And in full 3D.

Nowadays, of course, no publishing
executive wishing to retain his pasition would
dream of greenlighting a 2D racng game.
The move to 3D was a cucal one for the
racng genre — it allowed the implementation
of the realworld physics models discussed
above, and believable environments, to
name but two immediate enhancements. In

fact, so critical was this advancement towards
3D, that it's probably true that of all the titles
currently being given a 3D overhaul, racing
games have benefited the most. Raebum,
however, disagrees. *I think all game genres
have taken a step closer to reality and have
benefited from 3D — it's all getting back to
this feeling of immersion within the game,"
he argues. "However, making things work in
3D is a lot more difficult than 2D. The doser
you get to reality the more people compare
your game with their own wiew of reality. it's
like comnpanng reading a book to watching a
film - the more information you are given,

the more holes there are to pick at”

The Ridge Racer PlayStation series -
members of a disappearing breed?

But Raeburn does concede that 3D
cards represent the biggest evolution of the
last few years. "These have allowed two
things to happen,” he states. "Obviously
the graphics have become much more
believable and photo-realistic, but also the
use of 3D accelerator cards has eased the
burden on the main processor, so it can do
other things such as more sophisticated car
physics and effects”



Power injection

As a PlayStation developer, Kazunori
Yamauchi may not have 3D cards at his
disposal, but his conclusion is, essentially,
identical. "When we first started developing
on the PlayStation, my first impression was
the ability to freely use 3D graphics,” he
divulges. “Using 3D is a major
improvemnent, of course, but eventually |
realised that probably the most
revolutionary aspect has been the increase
in calculation power — no matter how many
calculations are required, the CPU must
always be able to cope’’

And the future is all about processing
power, with all the benefits associated with
this increase. “Visually at least, we'll probably
see racing games with nearly photo-realistic

STRUCTURE

THE DIFFERENTIATING FACTOR BETWEEN A VIDEOGAME AND A SIMULATION
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"We don't want to guarantee people
that they can plaﬁ over the

Internet. but we have provided them
Nith the tODlS tO dD SOH Mike Lescault. Papyrus

graphics in the very near future," believes
Yamauchi-san. "As far as calculation power
is concemed, soon we'll probably have a

machine that'll allow us to make even more
calculations. We'll have the hardware 1o
develop the almost perfect racing game!
Raeburn sees limitations, however.
"Well, graphics and sound will obviously
continue to improve, but in the standard
home setup | don't see much room for
improvement in things like motion feedback
or VR helmets — whatever technical
innovations happen they will need to be
cheap to have massmarket appeal,” he
warns. “The physics used within the game

will also improve as processor power
increases, but again this will be of limited
use if sensory feedback from the game
can't be cheaply improved. However, |
would imagine network play will become
more popular, espedially with the possibility
of modem support being included as
standard on consoles such as Dreamcast”
Network play. This is another area Mike
Lescault gets understandably exdted about.
The potential is massive, but currently things

are not quite as they should be. "We're really
kind of disappointed with the growth of the
Internet,” he laments. "We were hoping it
would build faster and be more stable,
because once it is you can do some great
stuff — you can have some real fun racng.
Even on LAN when we have people getting
together it's great fun racing wheel to wheel
with guys and sometimes you do touch
wheels and it's usually pretty catastrophic
when that happens — as it is in real life.

F-1 World Grand Prix is a benefactor

gg:ona USA (left) was one of the early arcade leaders to support more realistic d!mamiu.
rs, primarily Sega Rally (centre) and its sequel (right), have since followed in its tyre tracks

of increases in processing power |
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Espedially when you're mixing in Al players
100, because sometimes it's really hard to tell
whether the guy in front of you is an Al or a
human — they/ll bath make mistakes, they/ll
both slide out a little bit, and they'll both
drive pretty hard. But multiplayer is really
important in racing sims, | think it's going to
be the future. We just want to make sure
that we're ready when the Intemet can
handle what we're doing”

Get connected

And when you look at the multiplayer
options on GP Legends, you can't help
feeling that Papyrus is fight on track. “One
neat thing about GPL is that it's really a
dedicated flying server application so when
you decide to host a race, even in
singleplayer mode you're both the client and
the server — you have a server running and
the Al is connected to the server and you're
connected to your own server so you can
actually exit out and start fooling around with
changing your setup and stuff. The Al is still
out there on the track going around even
though you can't see it," enthuses Lescault
“What this means is that people can connect
and leave as they want while the server is
on. And it's really cool because you could be
racing with five Al players, five people from a

AUDIO

AN INTEGRAL - YET OFTEN OVERLOOKED -

Gran Turismo

Ultim@te Race Pro: an example of how a lack of
structure can severely hinder a promising game

LAN and five people over the Intemet, so

you could really have all that for a field of 15,

18, 20 people all coming from different

areas which is kind of neat and | don't think

anybody's ever done that for a racing sim”"
“We're pretty excited about the

multiplayer options but we're not going

to say on the box ‘play over the Intemet,”

he adds intriguingly. “Because i's a racing

sim), it's all about crashes, and when you're

wheel to wheel with somebody even a

little bit of latency can cause problems —

if you have any more than a quarter to

half a second of latency you're getting

into trouble trying to play GPL over the

intemet and that's just something we

FRACTION OF THE PROCEEDINGS

fyou've already rea S ‘s Gran TUrsmo 2 preview (5

EAZUNOM Yamaue

me's producer, was disappointed witr

Turismio and wished he'd had more time to improve it so that it matched up to the standards

ol the game's other areas.

With the arvival of CDs as a storage medium for games, the autlio reproc
a case of sampling and compressing the real thing. Yet given this relative
Raebum, producer of the TOCA senes, still feels that not-everyone is getting it right *
often an overlooked part of racing games. but is, | feel, one of the most Impartant areas,” he
asserts “Playing TOCA with the sound turmed down is:a very odd experience when you're used
to playing it with the volume cranked right up. You lose the sense of being there, and fegl very
distant o the action. Sound should be used to give atmosphere in the bulld un to the race, and
especially to give feedback on how the car is driving during the race (tyre Squsals, crashes, cars

cresping Up bahind you, ete).”

Unable to drive the Ferrari In GP Legends unless the vallime (s set at sardrum-numbing fevel,

Edge knows exactly what Raehum means.

Licensing at work in Racing Jam
(top) and Max Power Racing (above)

can't control so we don't want to guarantee
people that they can play over the

Internet, but we have provided them with
the tools to do so!

So, perhaps predictably, digital racing
fans can look forward to more realism;
photo-realistic graphics, improved sound,
authentic dynamics, Internet play for the
ultimate opposing Al, and & possible active
control systemn to realistically convey what's
happening on the wall-mounted Plasmatron
screen. True, it doesn't sound particularly
revolutionary, but then the dnving game is
hardly the genre most open to dramatic
change. Think of it more in terms of a
gradual evolution. Of course, there are
some who feel that tomorrow's consoles
would be wasted on a simple racing
concept. “Such machines will probably
be too good for just making racing games,
so we may have to think about using
such calculation power for something
else," says Yamauchi. "We should be
using that powerful hardware to make
other types of simulators, simulators
which would deal with humans or the
human mind, for example. But as far as
racing games go, you'll see a perfect
example in the very near future! —

That should please Alain Prost. 9
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he amval of Holf-Life has been
T a real wake-up call to the
world of videogaming, ushering in
a new age of truly challenging,
seemingly free-thinking opponents,
Dstensibly a reworking of the
Quake If game engine and genre,
Valve Software has used this solid
toundation to conjure up the most
temtying and absorbing gaming
emvironment in existence.

Graphics play their part, but the
real reason Half-Life manages to
draw the unsuspecting player into its
alternate world of dimension-hopping
aliens and lethal Black Ops troops is
the way these characters have been
brought to life with a dazzling array
of behavioural patterns and quirks.

itude of enemies-

In Holf-Life it's the player that's the
cannon fodder, the sitting duck, and
the one most likely to make silly, and
therefore fatal, mistakes. Game-based
artificial intelligence has come of age.

Valve's Gabe Newell explains
that Half-Life's approach
encompasses three major areas,
covering the overall architecture,
specific features such as navigation,
ar the use of senses within that
framework, and finally the creatures
which utilise these features.

“The first two aspects are pretty
challenging technical problems, but
they are fundamentally just technical
problems," he asserts. “Designing the
individual creatures so that they had
unique and interesting gameplay, so

are finally

gamers
believable kind of opponent.
ooks at the evolution of artificial intelligence
i next generation of videogames

HE MACHINE

that they would work in the spaces
we had designed, and so that they
fitted into an overall progression that
had to relate strongly to both the
weapons and where we thought the
player would be in understanding
how the game worked was the
hardest part. The creature designs
weren't just technical problems, but
a creative and aesthetic problem as
well, where every choice affects all
of the other choices you make”

This highlights an important
aspect of how Al is applicable 1o
games. It's not so much the
intelligence that matters as the
creation of characters capable of
exhibiting identifiable behaviour. It's
easy to create a game where the

EDGE 1 P
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computer wins every time, it's harder to
inject a level of personality into that
behaviour and imbue it with human
flaws. Recent developments haven't
been about games simply getting
smarter and harder to beat, they've
been about their inhabitants acting with
greater cunning using human-like traits,

It's not only the way the vanious
breeds of alien act and respond to the
player's actions in unigue ways that
makes the Half-Life ensemble so
effective. These enemies also interact
with one another, the communicatian
most obvious when sguads of Black Ops
grunts pin the player down with
coordinated attacks.

"Once we went with groups of
characters communicating back and
forth among themselves, and deciding
what actions to take as part of a larger
whole, we started to see a lot of very
complex behaviours well beyond what
the code would suggest,” says Newell.

The art of creating convincing,
challenging foes isn't simply a matter
of piling on the behavioural quirks,
however. "The Human Grunts, our maost

Thief's Al is progressive. Guards
listen out for noises, and work

successtul character, have about 25 with each other to locate you

"There's a threshold where the characters
go from being mindless automatons to
being compelling opponents™ tabe Newell, Valve

NEW WAYS OF THINKING

Cruclally, there are new developments in the way Al is implemented to
consider. Few games have strayed from the method cutlined by Gabe Newel|
of using a relatively simple set of behaviours to produce seemingly complex
behaviour, but some believe that the future lles in more complex methods.
These are the main contenders:

Fuzzy Logic Fuzzy logic and fuzzy state systems are designed ta handle the
concept of ‘partial truth’, valuable for the linguistic side of academic Al, and
useful in gaming terms for having characters act ‘intuitively’ in imprecise and
undefined situations. The Close Combat series has made some use of fuzzy
logic, and it will be used in Activision's upcoming Civilization. A €all To Power.

Neural Networking Making use of an interconnected set of nodes (an
approximation of neurons in the human brain, hence the name), neural

nets are able to |dentify patterns in data, and modify behaviour based on

it It can enable a character In a game to learn as It goes. Many games imbue
their creatures with a fimited memory (even fighting game opponents learn
what moves a player favours), but neural networking enabiles these artificial
creations to learn about their environment and the actions of other creatures

by modifying the Al code In realtime, Characters effectively get smarter
the longer they ‘live’. Neural networks have been successfully used

in the Creatures titles. Battlecrulser 300040 Is the next game to try the
technigue on for size.

Genetic Algorithms These are at the heart of artificial life, an alternative
to standard Al (see Al vs Artificial Life, pad). They treat a number of building
block algorithms as genetic blueprints, This not only helps define behaviour,
but makes it possible to produce ‘children’ by mating and mutating
algorithms. Again, Creatures and Crealures 2 use this. Genetic algorithms
also feature in William Latham's work, helping to create the evolving images
in Organic Art and making it possible for new creature types to breed in the
yet-to-be-released Evolva (now sadly without a publisher).

Blackboard Technology A method for determining a reaction by using
a set of independent Al modules. The analogy is a team of people working
to solve a single problem an a blackboard. Atomic Games originally
intended to use blackboard technology on Close Combat, but the idea
never actually made it past the planning stage.

basic behaviours whereas the Assassin, also very successful, only has about ten,”
Newell continues. “There seems to be some critical threshold where the characters go
from being mindless automatons to being compelling opponents, but | don't think we
are exactly sure where or why that is”

CALL AND RESPONSE

The computer game Al story really got going with Eliza, who had a way with words

despite being nothing more than a computer program, Developed in 1966, the aim of
Eliza was to fool users into believing the computer responses were being generated by
some unseen human by constructing answers using the user's own words and
sentence structures. Eliza might not have provided a true artificial intelligence model,

but it was able to satisfy some of the criteria set out in the famous Turing Test.

Born in 1912, Alan Turing was an English mathematioan, breaker of the German's
Erigma code during WWII, and now regarded as a leading influence on modemn
computing. In a paper entitlied Computer Machines and Intelligence (a copy of which is
on the Web at http://wwwi.sscl.ucsb.edu/ ~sung/comm 115/ writing-define-computing/
Computing-machinery.html) he postulated a situation in which a computer would be
interrogated using only text messages. if the interrogator is unable to distinguish
whether the replies are human or computer generated, then the computer is defined as

intelligent. This idea is now used as the blueprint for all artificial intelligence.

Surprisingly, the work done by Eliza failed 1o lead anywhere in game Al terms, and
for the next few years attention fell on computer chess programs. As Gabe Newell says,
“While undoubtedly clever, these rely mare on computational power rather than

Unreal's 'deathmatch’ game (top) with computer-controlled bots is
- admirable, but flawed. Westwood's Tiberian Sun (above) sports far more
complex Al coding thanks to more diverse abilities and varied terrain
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behaviour modelling. It wasn't until the late '80s that game developers really had
something to work with, when Redney Brooks at MIT began publishing papers about
algorithms based on layered behaviours that were easy to implement. The key lay in
using very simple rules that provide the right results in certain conditions, rather than
going to extracrdinary lengths to simulate all the nuances of human behaviour”

When coin-ops and, later, home consoles and computers took a hold in the late
'70s and early ‘BOs, creating artificially intelligent opponents was the last thing on
programmers’ minds. Early computer games were reaction-based, usually relying on the
number rather than the cleverness of opponents 1o provide a challenge. In hits such as
Space Invaders, Poc-Man and Asteroids, the environments were always abstract and
portrayed on a single fixed screen with just two-axes of movement, so there was little
need (or room) for Al And even after Brooks' work was published, programmers were
slow to latch on to Al Time, effort and processing power were generally ploughed into
the wisuals, particularly once polygon-based 3D caught gamers’ imaginations,

behaviours for Al units to follow!” These
include the ability to scout, capture and
infiltrate, traits that have the potential to
open the gameplay completely,

THE RISE OF THE DEATHMATCH
Ironically, the game that's had the most
influence on computer game Al doesn't
do anything very clever at all. Doom
has been responsible for pushing

"Gamers want a challenge. they want a

8 computer-controlled opponent to act like a
 human so they can have as much fun playing
alone as playing online™ Tim willits. id Softuare

TAKING ORDERS

Early wargames provide an insight into the implementation of Al in computer games,
but even here there's abstractness to the gameplay that restricts just what can be
achieved, Their tum-based nature instantly erects a barrier between the human and
computer opponent, removing the ability for enemies to react in realtime to a tactic.
And when a whole day's manoeuvres are simulated in a single tum it becomes almost
impaossible to detect any nuances of behaviour.

Games geared mare towards empire building than straight combat do provide
further room for behawioural quirks. Civilization, in particular, deserves a mention for its
computer Al code. Play it and the impression is of an opponent that actually thinks and
even makes mistakes, rather than following a set of chess-like rules.

On the whole, though, a realtime
environment is essential for impressive
game Al. Which is why Westwood
Studios” Dune 2 and Command &
Conguer are viewed by many as
milestones. As the first realtime
wargames with massmarket appeal, they
were able to calculate and portray army
maves on the fly, reacting instantly to
the player’s strategies and modelling
both unit and leader behaviours, while

at the same time ensuring the units
under player control acted sensibly
without the need to micromanage every
move, This simple change instantly
makes it difficult to distinguish whether
an assault, for example, is coming from
the computer or another player. There
are flaws in the systems used by these
games, but they do a good job of
guiding a whole army of units in a
suitably militaristic way.

The next Command & Conguer title,
Tiberian Sun, is set to bring Westwood
in line with other RTS developers such
as Cavedog (with Total Annihifation).
Bret Ambrose, programmer on the
C&C project, explans the approach taken
with this latest title: "Unit Al in Tiberian
Sun is a mix of old and new. Some sub-
systems, the pathfinding, for example,
have been completely ripped out and
replaced with superior implementations.
Other systems, like the unit missions,
have been kept over from previous CEC
games. These older systerns have been
revised, expanded and extended,
though. We now have new missions and

programimers to improve opponent
intelligence more than any other game,
simply because it's so much fun as a
multiplayer experience. By the time
Quake arrived id Software was
concentrating almost solely on this
element, Intemet support bringing
multiplayer battles to the masses.

IT'S ALIVE!

some of the more unusual examples of seemingly intelligent
computer game behaviour

Eliza (1964} The grandmother of all Al creations, Eliza was conceived
as an academic project, but became something of a favourite
parlour game program for home computers in the early '80s, with
magazines regularly printing programs ‘inspired’ by the ariginal.

Eliza Is primitive by today’s standards, but still throws up the
occasional smart response. Try out an online version of Eliza at
http:/Awww-al.ijs si/elizaseliza ntml.

Little Computer People (1785) David Crane’s Commodaore &4
program provided many computer owners with their first glimpse of
Al it features a house, complete with bedroom, kitchen, lounge and
gadgets such as a stereo and telephone. Wandering around this
house is a sprite character, initially checking out his new home, then
settling down, playing records, eating, sleeping, even writing letters

and playing cards with the user. Not really very Al-orientated, but

endearing all the same, and cartainly maore advanced than Tamagotchi

(unieashed some ten years later),

Creatures (19%4) The first offering from Cyberlife follows in the
footsteps of Little Computer People, but uses far more advanced
technigues to create its own variation on the ant farm concept. Using
artificial life techniques, it's possible to hatch creatures known as
Norns, feed them, teach them the concepts of right and wrong, and
even get them to talk. Each Norn has a limited lifespan, but by breeding
them it's passitle to create offspring with markedly different behaviours.

Sentient (1997) Psygnosis attempted to inject new life into the
adventure genre with a raft of clever ideas, Complex personality
modelling and advanced sentence-based communication are

used to populate a spacestaton with a whole team of warkers,
where each are going about their own business, talking to each
athgr, and reacting to what happens and what they learm. Impressive
stuff, unlike the rather tedious gameplay itself




The popularity of deathmatches has
given shoot 'em up fans a thirst for more
challenging opponents in singleplayer
outings, something that programmers
have been quick to take note of

Tim Willits, level designer at id,
agrees. "Many gameplayers today have
experienced multiplayer games against
other humans, they have played against
an intelligent opponent who is able to
leam, be unpredictable, improve, and
adjust their style of play to win. Once
gamers expenience that level of
sophistication in an opponent they have
less desire to play against lesser enemies.
They want a challenge, they want a
computer-controlled opponent to act like
a human so they can have as much fun
playing alone as they do playing online”

Westwood's Bret Ambrose isn't
convinced good Al will ever provide an

The Al code in Half-Life not only brings alien creatures to life, they can
hunt in packs. Allies and enemy soldiers also have believable attributes

"If we ever reach a point where a player can no longer tell
the difference between a computer opponent and a human one- then
it might be time to retire™ aret Ambrose. lestucod Studios

AT VS ARTIFICIAL LIFE

For the moment Al is powering the behaviours of computer-
controlled characters in games, but some beligve the future
lies with artificial life. Cyberlife has already proved this in the
Craatures titles, using the more ambitious kind of modelling to
Its advantage. But just what is artificial life?

Cyberlife’s Toby Simpson: "Artificial life is the creation of
lifelike behaviours using large populations of autonomous
objects (called agents) that when combined produce more
complex emergent bahaviour where none of the Individuals
know anything about the emergent behavieur that occurs.”

Simpson stresses that artificial life approaches the
problem in the opposite way. "Although a generalisation, the
pest way of understanding the difference between AL and Al is
this: AL approaches problems from the bottom-up whereas Al
approaches problems fram the top-down, or outside-in, Typically,
Al solutions are code ariven and AL solutions are data driven.”

While Al code is concerned with superficiality, it's the
results produced that matter, not the processes behind them.
This top-down approach means you need to fully understand
the whole system to produce the code needed to replicate a
desired behaviour. It's emulation rather than simulation
"Emuiations are superficialaand although ideal for simple
systems where you understand the whole system, they
collapse when pressured to create massive virtual
environments,” he gualifies. "Developing from the bottom-up
we do not have to understand the whole system in order to

replicate the desired behaviour. Instead
we mode| the building blocks of a system
and rely on emergence to fill in the gaps.
We've created a biological modeliing
system that allows us to "build’ biclogical
systems inSide computers, that go on to
solve probiems, Computers cannot be
intelligant, however computers can

model systems that can In themsalves be
inteligent. it's a sort of biclogical Lego set.”

adequate substitute for multiplayer gaming. “People play multiplayer games for two
principal reasons: the social community that builds up around games, and the variety
and challenge that a human opponent provides. We will never be able to program the
social aspects of online gaming, but if we ever reach a point (essentially the Turing Test
of computer gaming) where a player can no longer tell the difference between a
computer opponent and a human one, then it might be time to retire. | don't see that
happening anytime soon, if ever, though!'

Nevertheless, it's something the deathmatch community has been working towards
for some time. Steven Polge's Reaperbot add-on for Quake provided the first taste,
using an efficient set of algorithms to guide artificial deathmatch opponents or ‘bots!
Polge also worked on Unreal, where computer-controlled enemies in the singleplayer
game frequently dodge fire and even run away if the battle is going badly. Several
creature types also successfully make use of flocking, a technique to simulate pack
behaviour and movernent. A singleplayer deathmatch option is also included in Unreal,
though the Al code is rather less effective here,

And it's the concept of the human-versus-bot deathmatch that Quake I1l: Arena
(see p38) will be built around. This time id Software isn't even bothering with a
standard story mode, instead paring the formula down to single- and multiplayer
variations of the ever-popular co op and deathmatch games. |d's John Cash is the man
coding Quake JMi's Al. He admits that id didn't bother with any feasibility tests before
deciding to opt for a deathmatch-only game. “We really didn't feel this was necessary.
The number and quality of bots that have been produced by the gaming community
for Quake and Quake Il was proof enough of the feasibility”

John Carmack's improved code for Quake 1ii: Arena promises to deliver far better
Internet play and the graphical power necessary for id's artists to shame most of the
PC's current crop of accelerated titles. But it's Cash's Al work that promises to really
make it such a landmark title. "The goal is to develop human character frailties,” he
explains, There will be characters who make basic mistakes, characters who use some
common sense, and those who will be deadly like a super-good player” The idea is not
only to create a challenging opponent, but one whose style can be learmed and used
against it. Computer enemies should even be able to use tactics such as rocket-jumping.

“The current Al enables us to put bots into a map and play against them,” says
Cash. *A great deal of the work to this point has been for the actual combat logic, so
they can be pretty nasty in a firefight. There is always much mare that you would like to
do than you will ever have time to do”

Cash agrees with Valve's Gabe Newell that creating good Al is, essentially, an artistic
task. There's always the danger of creating Al that's just too clever, rather than



challenging in the right ways. “The challenge of creating good Al for a deathmatch game
is to make the player feel like they're competing against another player instead of a
machine. To do this the Al mustn't be too good. Meaning that it needs to miss shots,
stay'l in a losing fight, make predictable moves. .. all the mistakes that a real player
makes. The trick is to do it in a believable fashion.

A BETTER CLASS OF ENEMY

Some developers are already working on more advancad methods of emulating
intelligent behaviour (see New Ways of Thinking, p46), but the results so far have
been mixed. It's arguable that it's not necessary to model every charactenstic of a
creature to make it believable. It's the result not the method that matters. "Good

Al code is sort of Zen — it is as sophisticated as it needs to be without being any
mare complicated,” cancurs Newell. “Really complex gameplay emerges out of the
intersection of thoughtful simple behaviours, not a really complex design. The tricky
part is picking the right simple things to build on, which takes a lot of expenence
and some luck”

“If simple ideas and technigues are all that's necessary to provide this functionality
(the ghosts in Pac-man don't need complicated pathfinding routines, for example),
then advanced Al techniques certainly aren't needed,” adds Westwood's Ambrose.

Newell points to the problems with Trespasser as an example of how attempts to
simulate real situations can get out of control. “In talking with some of the Tresposser
designers, they got themselves in trouble by insisting that everything had to be
simulated, and they just couldn't simulate well enough to create fun and entertaining
behaviours. The T-Rex never walked under the crate that was suspended by a rope you
could shoot out... A good Al system allows you to blend both simulated or Al-driven
behaviours with authored events in a seamless way”

Looking Glass Technologies' Thief is an ideal example of this approach. Scripted
situations are blended with imaginative Al, characters possessing the ability to hear
noises rather than simply relying on line-of-sight to spat the player. When combined
with an ability to communicate with others — calling for help, sounding alarms and even
calling out into the dark — the results are spellbinding.

Clearly, the challenge for developers s to create interesting and finely tuned Al
code. That doesn't necessanly entall making use of advanced and lofty Al concepts,
it's the resulting behaviour and not the formulae used to generate it that matters. "Most
academic Al research is directed towards making computers intelligent, as opposed
1o just making them seem intelligent, which is all that's really important in
games," paints out Newell. "Traditional academic research also emphasises
highly complex internal states, which
is nat only very difficult to program,
but hiding the internal states is really
the last thing you want to do in an
action game.’

And it's important to remember that
it's nat always about providing players with opponents as good as ather humans,
Playing Quake or Half-Life in singleplayer made would be pretty frustrating if every
single enemy was as tough as a deathmatch opponent. “Creating Al that is too tough is
very easy, almost more so than creating Al that's too weak, and in between is a very
delicate balance,” says Newell. “Al is just a tool, and your goal is to create
entertasinment. There are lots of ways you can fall in love with your own ideas and
leave the gamer out in the cold”

Ironically, the ultimate goal is to create Al that's almost invisible. As Cash asserts,

HOW AI WORKS

The code required to bring a game character to life can be
broken down intro three distinct areas:

Navigation This encompasses pathfinding and general use of
the environment. How a Quake bot or C&C tank reaches Its
destination is defined by this. As id Software's John Cash
says, “It's remarkably hard to get a bot from A to B without
them looking like an idiot.” Pathfinding often involves using a
process such as Dijkstra's Shortest Path Algorithm, but there
are also the differing kinds of movement for each unit to
consider. Westwood Studios’ Bret Ambrose: "in Tiberian Sun
some units can hover, others burrow underground; infantry
can move through areas occupied by forest, mechanical units
can't; some units can crush wails, some can destroy them, and
others have to find their way around.” Evidently, getting from
A to B requires a lot of solid coding.

Strategy The lactics that creatures can call upon are to be
found here. Cash explains how this relates to Quake Il Arena,
“The tactical Al governs combat, circle strafing, jumping,
reversing over health packs while you're fighting, that kind of
thing." In other words, it's what helps provide the character
with the appearance of common sense. Navigation stops a
maonster from running against walls, but it's the strategy Al that
makes it clever enough to attack from behind or dodge a bullet,

Behaviour Any quirks or signature abilities are covered by
behaviour. These include line-of-sight and distance-of-sight
values as well as the ability to hear noises, see only In certain
lights, and 50 on. Tendencies such as when to retreat, what
moads are possible (such as being scared, aggressive, alart or
asleep) might be needed, as well as the likelihood of making
mistakes. Some creatures might also have the ability to
communicate Information to other creatures, or to form packs
with them. It's this final element that requires the maost artistic
talent, but really brings a creatian alive when dane right.

"The AL mustn't be too good. It needs to make predictable
moves. all the mistakes that a real player makes. The
trick is to do it in a believable fashion™ uom Cashs id Software

“Bad Al is more noticeable than good Al,
so when it's really good you don't realise
it unless you stop to smell the roses”
What gamers now need are
computer-controlled opponents and
allies that act in a way that helps to
promote the believability of the game
environment. Just as game worlds

are becoming less abstract, a greater
sense of immersion is arising from
improved visuals, more interaction
with objects and judicious use of
realworld physics, so the inhabitants of
these worlds need to act in ways that
reinforce the illusion of solidity.

The final word goes to Newell. "I
know of other game developers who
have commented that character Al
is @ dead end and that there's nothing

The Al in Quake III: Arena will be crucial to its success. The bots will display

different personalities but all will be capable of human-like mistakes more to do. 'm of the opinion [~ —

Sy

that we've barely just started” et
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The definitive monthly assessment of the world’s latest videogames

The plumber and the hedgehog

urious as to how Sonic Agventure had been
received by the worlg's hardcore gaming
community, Edge attempted to gauge piayers’ initial
reactions - and rather atarmingly found a number of
them looking to directly cormpare the spiky blue
hedgehog's outing with the antics of a super Italian-
American plumber on the Né4 and recalling attributes
of the older, time-honoured game in order to defing
those of Sonic Aoventure. Why the comparison? After
all, the two are in fact worlds apart. Super Mario 64
redefined the platform genre by bringing it kicking
and jumping into the 3D age, Biving a persuasive
indication of the possibiiities offered by the addition
of an extra dimension in the process.

Yet, Super Mario 64 isn‘t a true platformer. At least,
not In the traditionalist, two-gimensional sense of
the word. This is by no means a criticism, simply yet
another lllustration of Miyamoto's genius in his abllity
1o not only Innovate an entire genre, but to create a
product that two-and-a-half years after its arrival still
ocks down upon all around it (with the exce::non of

On the other ranc the team resp:un;,m;e for
Somic's latest videogaming outing (See p70) stuck 10
a very different design brief. Yes, Sonic Adventure
adopts a 3D environmentzl approach, granting

Sega’s mascot more freecom than simply the
left/right movement it had mostly enjoyed untii now,

but its gameplay remains stuck in 2D land. it 15
evolution to Mario's revolution.

This i5 the essence of Sonic Adventure — it's a
remarkable example of 2D platforming hiding beneath
230, polygonal cloak. While Super Mario 44, because
of its revolutionary approach, forced an equally novel
gameplay style on those who played it, as far as the
Mario series was concerneg, Sonic Adventure’s core
remains closer to its Mega Drive-powered ancestor.
That's not to say It's better, or worse - just different.

Which Is why pitting the two against each other
is ultimately a fruitiess exercise, It would be
tantamount 10 placing Ridee Racer Type 4 alongside
Gran Turismo on the starting gnid of some twisted
videogaming grand prix. There could be ng winner,
regardiess of which one managed the fastest lap
times, adopted the best line in and out of corners
and eventually passed the chequered flag first.
Regardiess of superficial similarities in structure
and cosmeatic terms, R4 and GT will always race on
different circults knowing that their respective
gameplay tracks will never cross

Similarly, Sonic and Mario may never meet, and
Edge doubts that they were ever meant to.

Despite the step into a 3D environment Sonic Admmn[leﬁjh'ﬂunmmdﬁnmilsm ing
roots (centre). Whereas Mario 64 (right) redefined the genre, Adventure is assured success by Sonic fans
e ——— =

Edge svaluates games on &

e of ten, where five

ally represents the middle
eCRiving 4
‘seven out of ten, for example,

5 & competent title with

noticeable flaws but which

favour the bthe's B

genre. It does, after all, score
two paints above average and
should therefore not be

considerad a5 suct

edge

average game deserves an

average mark = not, &5 many

believe, seven out of ten

Videogames on the Edge

e = e

Zelda: Ocarina of Time
(N&4) Nintendo
Not everyone in the Edge

Capcom Generatlons
4 (PS) Capcom
This retro package.

gathering together the

been a potent reminder of

how much more patient
gamers once wera

banned during work hours

The games that have seen Edge Into the small hours this month...

Turok 2: Seeds of Evil
(N64) Acclalm

It may not have the iairest
leaiming Curve ever set in
llicon, but Iguana’s
a classic gamer's game,

QutRun (Sega Ages)
(Saturn) Sega.

This month's driving game
nes brought about

Magical Sound Shower
ever be realised again?

demanding that you scour
every corner to succeed
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SONIC ADVENTURE

IINEO0D:44:74
036

Fast and furious, graceful and grand, Sonic is definitely back. Those ex
more Mario 64 will be disappointed. Those demanding more Sonic will not

ing

Love interest Amy Rose's
mission proves one of
the hardest to complete
- she's plagued by a
rogue robot (bottom)

70 EDGE

otching new benchmarks for
m the next generation of
videogame software was never going
to be an easy task, but Dreamcast’s
launch games clearly undersold the
new console’s potential. That situation
has now been remedied.

In every conceivable aspect of the
experience it offers, Sonic Adventure
is a superior piece of interactive
entertainment to its peers, although
the desp pool of Yen that Sonic Team
was given access to has clearly alded
the game’s development. The title's
audio tracks alone were the work of
over a dozen musicians, while the
final tally of graphic artists is over 50.
In this'respect, Sonic Adventure is a
member of the videogame
superleague, matched only by Super
Mario 64 and Zelda: Ocarina of Time in
its scale as a development project.

While smaller objects suffer from a fair degree of pop-up, larger scenery
is maintained to an impressive extent, such as in the Windy Valley (above)

Sonic Adventure could never have
existed on either PlayStation, Né4 or
Saturn. such is the scope and speed
of the action that, as yet, only
Dreamcast can-handle the game's
technical requirements. Just as Mario
44 pushed the Nintendo &4 during its
gestation period, so Adventure takes
Sega’s new machine through its
paces. It also marks the significant
return of one of the videogame

world’s most popular and charismatic
icons, and the only one to have ever
threatened Mario's throne.
Adventure is a thirdperson
platformer which follows the story of
Sonic as he battles, as in earlier
iterations, to defeat arch-adversary Dr
Eggman (aka Dr Robotnik in the west),
wha has created a new menace for
the world in the shape of the Chaos
monster. This curious concoction is
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Textures are fantastically varied, while vast areas are stored in memory for
Sonic to sprint across. Loading times are rarely intrusive and never last long

formed from a coc f water and

‘Chaos Emeralds’, and it's these gems

0
that S

although Eggman soon turns this to
his advantage
It's a good sign of how well the

ONIC intially sets oul 1o recover,

gue, the gist of what was
happening transcended the large
amount of both written and spoken
Japanese, However, it may be that the

antual English transiation unveils
an overly abvious narrative, as many

purists felt of the Mario 64 conversion

Adventure's plot is, like all stories,
linear in structure, but the game
avoids tumbling into tedium through
f these is the

nree

tors. The fir

employ

ploy of a "hub-and-spoke’
system of lavel design, with two
central locations, Station Square and
Mythical Ruin, giving access to the ten
other stages. It's in these central
areas that the story unfurls, with

ay divided between what Sega

ms-as ‘research’ (hub) and 'action
{spoke) sections. Also revealed in the

hub areas |s the second reason the

game avoids linearity, in the form of
five additional, playable charact
The third factor, meanwhile, i
ability to access a selection of t
levels as Sonic, but to play them in a
marnner that suits their distinct abilities

Format: Dreamcast

Publisher: Sega

Developer: Sonlc Team

Price: ¥5,800 (£30)

Release: Out now (Japan)

even be pelted off on a quick tour of the NiGHTS landscape (top)

Casinopolis sees Sonic being flung about two pinball tables. He can ‘

i_gonfc Adventure could never have existed on either PlayStation, N64
or Saturn. Such is the scope and speed of the action that, as yet,
only Dreamcast can handle the game’s technical requirementsJ

The mixture of cld and new extras
re introduced to the proceedings as
progresses through nis portion
of the story, Tails Is a twin-talled fox
able to fly both aeroplanes and under
his own steam;, Knuckles is an Echidna
("an Australian toothless, burrowing
mammal’, according to Edge’s
dictionary) and can both climb walls
and bury for items; Amy is Sonic’s
sweetheart, usefully armed with a
‘love’ hammer (it scatters pink hearts
upon striking the ground); Big the Cat
> equipped with
0d. E102 is a laser-bearing
droid created by Dr Eggman befare
defecting - thanks to Amy's charms;

is an overweight fe

a fishing

and Sonic is, well, Sonic

with a lightning BE move. As
n so many lapanese-developed titles,
the characterisation is far more
inventive and better realised than in
contemporary western games, with all
X proving strong and playable options.

he previous 5S¢ games (which

helped to sell Sega’s 16bit Mega
Drive into millions of homes) have
always been about speed, and this
new instaliment is no exception. There
are some breathtaking moments of
pa d drama.

Emerald Coast, the first of the
heroic hedgehog's action levels, sets
the tone for the remainder of the game

All six characters are
ve? playable, but Sonic
and Knuckles (above)
are perhaps the best.
The Echidna’s climbing
skill changes the way
you tackle the levels
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Later level designs are far more interesting and challenging than those before.
In this scene, Sonic must ride the snake as it curls its way past various switches

ME0o0:17:09

006

]
't

oL
m Hrl. m T

Adventure is scattered
with sub-games, such as
Amy’s ‘smack the Sonic’
(top) and Big the Cat's
various fishing exploits,
which are remarkably
tricky to succeed at

4 72 EDGE

with its exquisite textures and near-
constant 60fps screen update
Reaitime lighting is used to tumn day
into night, while fogging appears only
to create banks of cloud for the Sky
Deck level to pass through

Occasional scenery pop-up is still
noticeable in the very far range, while
smaller objects tend not to be drawn
until they are in the middie-distance
While the former aspect never affects
the gamepiay, the latter intrudes more
regularly - most seriously in fast
maoving sections which require Sonic
to collect rings, a task made doubly
difficult by their non-appearance
until it's often too late to change
direction. Controlling Sonic and co
ult than other 3D
, aithough Dreamcast’s
higher resolution and rapid screen
refresh definitely aid in judging the
position of the characters.

Sampling one of the earlier levels
out of context could leave many with
the impression that Adventure is a
flashy buf essentially shallow
experience. It Isn't untll a good portion
of the game world has been explored
with a few of the characters {which
are played as separate yet mte._r‘wouon

Knuckles takes control of the Sky Deck (above), while Sonic proves it's
all done with mirrors (top centre), and floats across a chasm (top right)

stories, of which Knuckles' take is
perhaps the best) that the charm
and style of Sega’s title s fully
appreciated. when you first realise
that the Mythical Ruin is visited eit
sige thousand year gap, in both
its original glory and when overgrown
with trees and dirtied with age, you
can do little but smile in admiration at
the calibre of the work that created it.
Meanwhile, various sub-games,
such as Amy's sideshow of nammeris
the pop-up animals, or Tails' st
‘em up bipiane chase towards Dr
EEBmMan’s spaceship, the Egg Carrier,
make for convincing and worthy
adjuncts to the core platform games.
It must be said, however, that none of
Adventure Is hugely challenging to the
experienced player, but the sheer
f what's on offer

quantity and varie
makes for a passable balance

in addition, there Is a separate set
of distractions themed around A-life
creatures (conceptually inherited from

NIGHTS), Tamagotchi-like virtual pets
which are raised in Dreamcast's VMS
units from eggs found in the game
These can be cross-bred with other
baby animals which are collected as

entered In oddball competitions such
as egg pushing. More than the malin
game, this secondary entertainment Is
obscured by the amount of Japanese
text involved, if only because the
gameplay Is such unfamiliar fare

Other touches, su having
skill power-ups for each of the six
protagonists which change the way
the action stages can be tackled,
are also well Integrated into the
overall feeling that a great deal of
consideration was put into the design
of Adventure's game experience

Less admirable is the of
haste that has been taken with
refining the game; the whiff of fine
polish which permeates Miyamoto's
finest is notable by its absence here.
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three cut-scenes (right). Sonic’s journey into the whirlwind is astounding

i All generated with the ingame engine; three playable moments (left), and

While Adventure's graphics rarely
HCH. thers are s/eret IERIRG. S ’—Various sub-games make for convincing and worthy adjuncts to

e the core platform games. |t must be said, however, that none of
Adventure is hugely challenging to the experienced player J

corractly tt

actly y. although

these are usually at points that were

perhaps never intended to be stood

upon, Edge anly managed to discover |ars against the effort expended In the Sonic around at speed. However,
a few places where poor collision storyline and characterisation. The Edge is thankful Sega hasn't made

detection detracted from the camera's occasional visits behind the mistake of attempting to tum

> : ; In true platform game
before-witnessed scope and detail of criticisms are minor flaws in an Despite the lack of final polishing tradition, a number

Adventure's levels these are otherwise very fine piece of wark. (Sega had little option buit to release of end-of-level bosses
must be defeated

Kazooie goes

cast into the ocean. Giv In the overall picture, such game in 3D pernaps the first time

Level design is strong, although the Adventure before Christ in order to progress
ments, s the spiralling a barrage of bad press) to later su'ies. and
to further the plot

BE ¥
eft until later areas — it W

weicome 10 see soIT

. Edge rating
of exceptions, are ren th the nventiveness earlier in the game, J .
game engine rather than belng FMV) rather than a reliance on flinging Eight out of ten
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— RIDGE RACER TYPE 4
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The game is Jogcon compatible,
although becoming adept with the
new controller takes some time

There may not be 321 ‘true’ cars e T
in the game (numerous variations . *
make up the numbers), but there's 1080
a compelling line-up nevertheless

Pole Position, Super Sprint and Ridge
Rager, in their own time, proving they're expertly designed fireworks and other trackside
irreprassible lures. So it's little surprise convincing lines and, in the great animations. In strictly visua

15, if

that Namco's most ambitious Namco racin ame tradition, lovingly Gran Turisme uses around 75 per cent

PlayStation title to date (and probably rendered self-referential decals of the power of sony's machine, then

7¢ Racer Type 4 m

re se Cruc

Iy, the |

s they're thrown

5L 0€ 5apping

1d 8- cent. F some

erally tatty 5as0o

that PlayStation owners have I00KINg Pla On games ever.

The CGI intro may not

be up to the standard to expect from their driving in terms of gameplay content
of some oth_!r h!al'nw shun real-world vehicles to avoid games, Superfluous touches abound, Namco has left few avenues
efforts, but it still licensing hassles), but on the whole from tail-light tracers to helicopters, inexplored. The main mode of play is

serves its purpose
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Some of the bonus cars are rather daft, truth be told. This rocket car is rrhaps
more suited to a salt flat than a tarmac track, yet it handles quite well, ba

fflingly

Grand Prix, in which you chogse
between four racing teams and four
manufacturers before tackiing the
eight tracks, earning new vehicles as
progress is made throughout the
season. Naturally, these extra cars can
be used in sections outside of the GP
mode, and saved to memary card

gh the cars vary

he former style offers handling

In the original Ridge Racer mould
powering into a corner, tickling the
brake, then ramming the accelerator
back on sees you performing the most
satisfying drifts imaginable (so long

as each part of the manoeuvre is

With its sharp turns, the harbour
can prove acutely frustrating

slapping into scenery is common as
you pick up new, more powerful cars
and push them to their limits). Ridge
Racer Type 4 plays to the dev
strengths in this respect - it doesn’t
attempt to take on Gran Turismao with
heaps of realism, preferring Instead
to offer the kind of balls-on-the-table,
pedal-to-the-floor action that OutRun
d and Namco has been

2 for the last five years

Yet having said that, the "grip
the driving experence
altogether less outlandish (and, in

Texture detail is rich, and best
appreciated race and
during magnificent replays

Format: PlayStation

Publisher: Namco

Developer: In-house

Price: ¥5,800 (£30)

Release: Out now (Japan)

latest 3D engine which makes the
action fizz: you'd be hard pushed to
find another PlayStation game to

match the intensity gener

when blasting into one of RR4’s
tunnels at over 300Km/h
Special stages (accessible after

Classy presentation is
expected from Namco,
but Ridge Racer Type 4
really piles on the gloss.
The speech may be
cheesy, but that's part
of the series’ charm

thdoesn't attempt to take on Gran Turismo with heaps of realism,
preferring the kind of pedal-to-the-floor action that OutRun
pioneered and Namco has been refining for the last five years J

some respects, awkwardly out of
synch with series’ lineage}. It's never
20INg t0 be a TOCA, but this more
sure-footed of modes is an interesting

510N 10r Namco.

her ‘drift” or "grip’, t

remains co t

each track Influences the feeling of
extrame velocity, but it's Namco's

compieting the Grand Prix mode
with different manufacturers), mirror
and reverse modes, customisable

cars, plus a workable splitscreen

twoplayer mode round off

Edge rating

Eight out of ten
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BLOOD 2: THE CHOSEN

Format: PC

Publisher: GT Interactive

Developer. Monolith

Price: £40

Release: Out now

Two guns are always better than one:
some - such as the Uzi (top) - can be
used in tandem for extra devastation

The LithTech engine

is capable of some
stylish lighting effects,
and the ener
weapons such as this
Tesla Cannon (above)
push it to its limits

76 EDGE

f you're aware of Monolith's

n first Blood game, try to forget it
Blood 2 Is as far removed from its
primitive predecessor as it is possible
to imagine. Whereas its progenitor
relied on the ancient Build engine to
display its wares in all their pixellated
horror, this seguel opts for Monalith's
ary LithTech technoiogy. The
result is a sophisticated, fluid, and
extremely gory firstperson shooter
that's sure to win many new friends

Essentially a typical addition to the
genre, with many standard ingredients
In place (basic puzzle-solving, an
extensive arsenal and ingame cut
scenes), Blood 2 stands out by
venturing one step further than many
of its rivals. From character modelling
to excellent level design
nnovative power-ups, Biood 2 oozes
the kind of quality usuaily indicative of
& long development period

Amazingly, however, the game has
peen knocked out in just a year in an
almost bug-free state, putting the
dodgy state of Ritual's Sin and

proprig

The action is a frenzied affair and proves gratuitously gory as body parts
tumble to the floor or are blown apart. But the flawed Al is disappointing

Microprose's Klingon Honour Guard to
shame, Key to its suc
atmospheric envir
sprawling outdoor ci
claustrophobic industrial interiors -
and the rich diversity of cpponents
that are matched in creativity only by
the hugely entertaining selection of
weapons at your disposal

Over 20 instruments of destruction
can be found, doubled-up and used
with alternate modes of fire — making
progress through the objective-based
missions an 18-rated riot )

start to frenzied finish. The context-

sensitive dialogue used in conjunction
with the localised damage models is
particularly welcome, resulting in a
variety of grisly aural death throes
depending on your victims' fate

The one major criticism of Blood 2
Is that many of the enemies (from

simple grunt soldiers to end-of-level
bosses) display an abject lack of
effective Al Their unrealistic
intelligence results in them "seeing’
you and subsequently attacking,
regardiess of their positioning, line-of-
sight, or environmental considerations
such as lighting or ambient sounds.
Since Valve produced the seminal
Half-Life, features such as realistic Al
are expected fundamentais, rather
than hoped-for additions. And it's only
against such exceptional competition
that Blood 2 begins to iook second-
best. It's a fine game in its own right -
fast, funny, ultraviolent, and incredibly
challenging - but suddenly the
competition has become —
significantly more impressive.

Edye rating:
Seven out of len
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Other than better visuals and a few more
options, Moto Racer 2 is much like its
ancestor. Thankfully, so is the replay mode

aving decided to forgo

m reviewing the below-average,
rushed-for-Christmas and decidedly
dodgy looking PlayStation version of
Moto Racer 2, Edge was hoping the
essence of the ariginal would at least
make tha transition to the PC sequel
Thankiully, this |s mostly the case

Like its predecessor, Moto Racer 2
lets you thrash street and off-road
bikes around exotic locations of the
globe. But this time there a couple
more permutations. You can, should
you wish, enter championships and
concentrate solety on one of the two
motorbike variants, as well as
competing in a season mixing both, &
la Moto Racer. There is a simulation
mode in addition to the arcade action,
which requires more emphasis on the
braking areas and turn-in speeds as
well as several other aspects that
manifest themselves once you start
making it around corners without
ploughing straight into a wall

visually, once accelerated the
graphics maintain the solid and
pleasingly arcade-like appearance of
the original, albeit displaying a better
evel ef detail, naturally. So, whether in
sand-strewn Sahara, humid Amazon
jungle, rustic French countryside or

Format: PC

Publisher: Electronic Arts

Developer: Delphine Studios

Price: £35

Release: Out now

Despite the addition of a simulation mode, MR2 has retained its arcade roots and as such offers a wide variety
of locations for you to test your off-road and on-track motorbike skill. Some are more plausible than others...

suburban tarmac circuit, expect the
scenery to be more distracting this
time around. There's no shortage of
courses, but should you desire a
wider selection there's a user-friendly
track editor, and while it doesn't
enable the wildest of designs, you can
still get plenty of enjoyment from a
maore conservative, restrained
approach to circult constructon
Spending time getting used to the
track editor may be a wise investment
as, other than the town circuits,
second time around the tracks fall to
evoke the same throttle-friendliness
of the original. Somehow, some of the
exclternent and immediate playability

of Moto Racer is noticeably missing
Alsn, your opponents’ lack of
advanced Al is accasionally
responsible for many of the on-track
accldents resulting in lost positions
and an Increase in blood pressure In
all but the calmest of individuals,
Nearly two years after the original,
things have moved on and Moto Racer
2 does a commendable job In trying
lo keep up - it’s good, solid fun for
anyone looking for a two-wheeled
arcade-style racer to grace =
thelr PC monitor. | &

Edge rating:
Seven out of ten
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SUUTH PARK

Format: Nintendo 64

Publisher: Acclaim

Developer: Iguana US

Price: £40

Release: Out now

Multi r
deathmhu can be
slow with four windows
running, but the sound
is excellent. Note the
gratuitous use of the
cow launcher in screens
one and two (above)

e
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| The deathmatch arenas are uncan

similar to those encountered in 2

i

ith the “South Park’

merchandising phenomenon at
full tilt and generating the kind of
revenue that the show's creators,
Matt Parker and Trey Stone, surely
anly dreamed about, a videogame
adaptation was inevitable, Egually
Inevitable was the fact that it would
be unable to live up to the legend that
is the cartoon series:

South Park is certainly far from
being an utterly dismal game, but
when you consider the story and
characterisation inherent ta the
show’s success, it clearly represents
a missed opportunity. The game is
presented as a series of six muitilevel
episodes, each of which consists
almost entirely of wandering around a
barren landscape throwing snowballs
at a limited variety of creatures —
generally one type per episode!

Like the graphics engine, the weapons have also been ‘borrowed’ from
Turok 2. The toilet plunger launcher (right) replaces Turok’s standard bow

Unfortunately, you have to wait until episode
hrlmnn! types of enemy ei:nerge

three before d

turkeys in the first, cows in the
second, aliens In the third, and so on
Increased numbers of little creatures
are spawned by larger versions known
as tanks, and the objective for most of
the levels is to make it to the finish
fine by killing enough tanks to open a
door further on. The linearity of the
levels means rewards for exploration
are even limited to the occasional
power-up hidden behind an object
Progressing through the oneplayer
game quickly becomes a chore, but
the reward at the end of each
completed level is sufficient incentive
to carry on, After reaching the finish
line an extra character becomes
available for the multiplayer mode,
and the true "South Park’ devotee will
want to collect all 20 of them simply
to hear their many expletives, The
amount of speech squeezed Into the

cartridge is perhaps the game's biggest
selling point, and by far the most
interesting thing about it. As well as
the narratives during cut-scenes, each
character has an abundant vocabulary
of bleeped-out swear words

That the game is based on the
Turok 2 engine is obvious, since all
the weapons are fundamentally the
same as the killing machines featured
in its bigger brother. Even the
cerebral bore makes an appearance,
returning as a bizarre cow launcher,
But South Park possesses none of
Turok 2's finesse. it's clear iguana
has had to code it in record time,
and as such it may be a fine piece of
‘South Park” merchandise but
as a game It fails alarmingly.

AT

“|l:'

Edge rating:
Four out of ten
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STAR WARS: ROGUE SQUADRON
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AS takes on a fleet of Tie Bombers
in the Defection at Corellia mission

n t'saknown | t "Star Wars
games have a more [Hlustrious

history as BC epics than as standard
console fodder. While PC owners
have been treated to games such as

ie Fighter and Jedi Knight

console gamers have had to maxe
do with the likes of the middling
y and the disappointing

any great strides for the console
treatment of 'Star Wa though it is
at least an improy N Shadows

an X-wing, a Y-wir

or a Speeder — you must
missions in the role of Luke Skywalker
at the end, his wingmate Wedge

b don’t care for the
but the Inclusion of real "Star Wars'
characters is almaost guaranteed to
and extra copies.
roughout is

th battle stages

shift a few

dows, right down to the way
AT-ATs have to be brought down by
| around their legs

winding

enemy instaliation, or protecting a

soft target. The leisurely pace of the

The object of this mission is to protect the supply convoy as it proceeds
through a heavily defended valley. Sadly, it proves easier than it sounds

craft may leave you longing for
something like StarFox, but It does
mean that it's not too hard to hit
man 2 ground targets on the
pass

mpleting the lev

a fast time and a high accuracy rating
unlocks various secret vehicles,
ncluding the Millennium Falcon, and

sions and bonuses are
oughot

gition

b It the game

With the f Nintendo's
4AMD expansion pack, Rogue Squadron
runs smoothly at a crisp 640x480

fogging and a ¢

resoiu

y, the gam flars

from heavy
of background detail, making much of
the terrain lnok bland, although the

variaus ship models are outstanding
The game's most impressive feature
s its sound, which boasts a context-

an ultimately lightweight experience
LucasArts made a sound move in

deciding to focus the action on one

style (rather than s

talents too thinly
types as in Shadows) yet it has falled
to explore the potential therein. This
Is a fair title, but It hardly does =1

er varned piay

ustice tothe § Ct matter

Edge rating

Five out of ten

Format: Nintendo 64/PC
(N64 version tested)

Publisher: LucasArts

Developer: Factor 5

Price: £50

Release: Out now

The quality of the game
models comes at the
expense of incidental
background detail,
leaving much of the
landscape barren
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EHRGEI

Format: PlayStation

Publisher: Squaresoft

Developer: Dream Factory

Price: ¥5,800 (£30)

Release: Out now (Japan)

Complementing its
conversion of the
Ehrgeiz arcade
machine, Dream Factory
has included a series

of amusing, briefly
entertaining sub-games

a difficult venue for projectile-oriented
is a happy hunting ground for snipers...

strategies.

Cloud may have a sword, but does Inoba
have a secret weapon in his pants?

oin-0p conversion Ehrgeiz Is the

mast progressive fighting game
for a wormyingly long time. For a genre
that can boast one true Innovation In
recent years -~ virtua Fighter 3's ‘dodge’
move - this collaboration between
Japanese big-hitters Namco and Square
represents an interesting aiternative
Interpretation of beat ‘em up
mainstays. 5o, althOugh truly ‘new’
features are scarce, Ehrgeiz
reinterprets elements from a variety of
sources to good effect

Vvirtua Fighter 3 hints at the concept

of interactive scenery, with different
elevations and scenic features
Infiuencing combat. Ehrgeiz takes this
simple premise ane step further, by
providing a collection of multi-levelled
venues where a player may 'defend” a
position. its characters, as a
conseguence, appear almost deliberately
designed to "suit’ certain stages. Those
with a strong repertoire of projectile

attacks benefit from the presence of a
suitably lofty platform, while combatants
such as AAvI star Cloud (in 3 cungus

cameo appearance) flournish in more
‘open’ environments. There's a genuine
strategic undertone to each round

The expansive arenas of Ehrgelz

are, naturally, unsuited to

2 accepted

beat "em up standard of two fighters

approaching each other on a horizontal
axis. Instead, by using D-pad or analogue
stick, each individual direction causes a
fighter to run accordingly — much like, for
example, Fighting Force. But, as Core's
title demonstrated, aligning a punch, kick
or special move In 3D is an awkward,
frustrating affair. Ehrgeiz’s solution, then,
IS as ingenious as it s oddly familiar, By
holding either R button, you can 'lock’
your fighter 10 an opponent, with
directional controls becoming move in,
move out and rotate. Nintendo
employed just such a feature to smooth
Zelda: Ocaring of Time's combat,

Enjoyable as its solo mode may be,
it's as a twoplayer game that Ehrgel?

shines. Given the license to roam and

attack from any an at will, bouts
between skilled individuals are both
thoughtful and intense. With Tekken 3
and its llk, battles can become stilted,
with each fighter appearing to take tums
0 execute convoluted combo
seguences. Not so with Ehrgedz. It lends
itself to creative, individualistic play:

It's sad, then, that the enormous
scope of the game's vislonary blueprint
isn't realised. Somehow: the selection
of multi-levelied arenas dol
offer the tactical oppo
initially promise, and its generic ‘flat’
stages ara uniformly bland.

Furthermaore, it's only the individual
player's appreciation of ‘Queensbury
Rules’ that, for exampie, will prevent
frustrating button bashing victories in
multiplayer bouts. Both criticisms -
amongst other, minor, quibbles -
serve to highlight Ehrgeiz's role as
introduction, rather than overture proper,
for a promising new offshootof —
an increasingly stale genre =




AKUJI THE REARTLESS

TESTSCREEN

A range of traps face Akuji throughout
his quest. Most are simple to avoid -
Lara Croft-style grisly deaths are rare

ﬂ fthere is such a thing as a
‘typical’ PlayStation game

unfavaurably v

Dynamic

Format. PlayStation/PC
(PlayStation version tested)

Publisher: Eidos

Developer:
Crystal Dynamics

Price: £40

Release: OQut now

Graphically, Akuji is attractive, offering a wealth of special effects and some visually distinctive levels,
but its linear narrative and uninspiring, derivative puzzles fail to make much of a significant impact

maoniker takes on a new and

motation when you

tunate cc

oduction values are

or the

oh

themseives? in caternng

ely a veneer; behind the eye lowest common denominator, AKujr

t's @ workmanlike and the Heartless becc

seres of

its protagonist respf 15 Up several n

and, judged by this yardst

trol Inputs more fluidly than , Ak

staccato-like pr Lara Croft the Heart sn't deliver. Combat
yet appears clumsy In comparison tc are moments \ IS laCKiustre, requinng you oniy to
y Intuitive Link. Like Heartle

s offers a genuinely

align Akuji and hammer buttons;

D g One suc K , the game

I-mo T Playstatic ne
judge the progress of an Invisible chance to experience Zelda might
noving platform. it's a fine idea Ike to glve Akuji the Heartiess a once
n a cowardly fashion; over, Miyamoto devotees wil =

not. Roll on Soul Reaver

why did Crystal Dynamics feel the

need all the r about these

All too often the camera stays
fixed in disobliging positions

Sto rogression

is hr:nglleg with a
familiar mixture of
FMV sequences and
cut-scenes using the
game’s 3D engine
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TESTSCREEN

MAX POWER RACING

Format: PlayStation

Publisher: Infrogrames

Developer. Eutechnyx

Price: £40

Release: Out now

The replay mode often
offers dramatic angles
of the on-track action,
although its arcade-
influenced style is
unlikely to impress
Gran Turismo devotees

+0.1km

i
b -lii‘nln'{?l“% "

’ time trial and twoplayer modes

MPR offers arcade, championship,

my inally, C3 Racing (previewel

me you Il find pi

sponsors, too (Castrol, Kenwood,
Yokohama to name a few), which

along with a rather Inspired and

feeling of authenticit
Feugeot secures a strong pres
with Its 206, 306 GTI-6 and 406,

ty. (Among oth

and the Celica and MR2
50 make an appe:

u'd expect, t

and tweaking becomes an essentia
part of the game, with all of the usual
parameters (such as gear ra

and brake blas, for exa

fimentanon in the
rch for the ultimate setup.

The 30 tracks (which include
reversed and night-time variants) are

The game's physics
model can sometimes
prove a little suspect

0:04:32 3 /3

While most of the vehicles are faithfully
reproduced, a few seem slightly too angular

dispersed equally among ten
nternational locations, from Africa to

the US and Europe to Asia. While not

their generous length,

should prove a challenging prospect

for any racing game devotee,
Technically, Max Power R

S what Eutechnyx

outing. You'll therefore find it hard to
Spot any pop-up as you throw your
car around the varied courses,

| do s0.
This attention to detail is avident

elsewhere, too, particularly in every

one of th ich are each

get airtie you
Slide your way out of dusty

bends. Furthermore, the whole thing

runs in the PlayStation’s hi-res mode,
but should you reguire a sharper
mage, a letterbox mode displays

many pixels in hal

Ode sno

owners of widescreen sets happy
vet, sadly, there is an overall
rugged feel to the proceedings - the

anscreen menus lock unfin

some O

on detection |

rightening

el could be
maore refined. The Al is occasionally
inting, too, and by the way you

ometimes scream pas

and the physics m

as they it a stra
There's a fair amount of fun to be

had with MPR, but a distinct lack of

palish keeps this average racer In a

ant league : —

Edge rating

Five out of ten
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Aside from obvious technical capabilities,
this new kit is the sexiest yet from SGI

WorkStation

iB p videogame creation under the microscope

SGI NT BoX: silicon Graphics gives new NT boxes a boost

ith subsidiary company
Alias|Wavefront's 3D application

software Maya firmly established
on NT, 1995 finally gives the
development community a chance to
see what parent Silicon Graphics itself
has been up to on the platform.

Originally announced in December
'g7, SGI's first NT bax is currently in
beta and being prepared for imminent
release. However, the Silicon Graphics
320 and 540 are both a long way from
simply being another re-badged,
ultimately homogeneous NT bax. While
the company takes great pains to point
out that the new machines comply
with standard industry APls, contain
Intel processors, run NT 4.0 and that
software developers will be able to
make their applications run on the
box right out of the chute (though
optimisation will naturally speed
things up), under the hood it's quite
a different beast

SGl has centralised all memory
on the matherboard, dispensing
with the PCl Bus architecture and its
associated bottlenecks (though the
bus has been retained peripherally for
compatibility purposes) in one stroke.

With all applications therefore utilising
the central memory core, the company
estimates that it has improved AGP
memory bandwidth by six times, and
1/0 bandwidth by a factor of ten,
quoting an impressive 3,2Gb/sec
graphics memory bandwidth.

The downside of the new
architecture is that the Cobalt
Professional graphics chipset is locked
into the motherboard, and thus is not
as easily extensible as, say, a PCl
graphics card.

Outstripping the competition
Despite this the company predicts that
the performance leap it's making is
big enough that the competition is
not going to be able to catch up for
some time. Certainly the demos of an
alpha unit that Edge witnessed have
seemed impressive enough, the 320
throwing uncompressed 601 video
around at 1,920x7,200 with abandon
while applying some interesting 3D
DVEs in realtime.

These video capabilities are
important; the company stresses that
this is not just a 3D bax. "If we look at

things like the acquisition of Softimage

by Avid, and the Kinetix acquisition

of Discreet Logic, what we're seeing

is leaders in the editing/compositing
market joining leaders in the 3D
animation space,” comments Andrew
Sheldon, entertainment markets
manager for Silicon Graphics, “They
will spawn integrated solutions where
an artist will sit down and do a little bit
of evenything. It's very important that
the workstations supplying the engines
for those artists are equally capable of
daing 2D and 3D work”

The entry-level 320 specification
runs from a single 350MHz PIl CPU,
up to a dual 450MHz machine, with
RAM expandable from 128Wb to 1Gb.
The 540, meanwhile, is based around
the Intel Pll Xeon processor — scaleable
up to four CPUs to really make
multithreaded applications fly — with
RAM expandable up to 2Cb. Prices
range from $4,000 or $6,000 for a
base-level 320 or 540, up to
£20,000-plus for a 540 with four CPUs,
Sterling prices have yet to be set, but
an SGI spokesman estimates that
they will be pegged at less than one
for one, with the 320 hopefully
sliding in under the £3K barrier. E

E ucasArts is famed for its creativity and, as Edge discovered when it visited the US-based outfit, has perhaps the best-decorated working environments in the business.

Atour of the busy desk of Kathy Hsieh (texture artist on forthcoming PC action adventure indiana Jones and The Infernal Machine) revealed an accolade or two

| Frankdy rather naff-looking trophy
"l'hart’c e my siging & ]

1re1lJ'.r usaﬂ‘ns | harver
keyboard i genémt | do
e company gave g

L Gun “That s from 2 previows
el | ympl\«' nr:edut! toy bt ablie

'0dd-looking figure "I{'s iy

at the ¢ mparru s sr"ﬂlJﬂ- Tty 4 r\mc

Selection of little toys 'Soifie of
- them wefe and fatgle the:

| ‘Indiana jones’ mvin nﬂagy
) { fur. not- iﬁl relerence’




The trials of a start-up developer: part six

Let the games begin

“Judging from pictures in the press, you'd

development teams have

es. You might have admited those
pictures of Richard Gamott and his Ongin team standing outside
their hi-tech HO somewhere on the sunny west coast of America.
And you may well have marvelled at Jon Romero, with his palatial
office at the top of the tughest building n Dallas:

can be quite different - o, in our case, very diffsrent.

The re
With just & week to find an office, we had to take what we could
find, which happened to be a serviced office in nat-so-sunny
Cricklewood, North West London. The office is situated at the bottom
end of the M1, at a junction shared with the A5 and the North

C Spagheth junction, in other words

We have no windows in our office and faulty air condmoning

full harror of this situation was only revealed to us when Dave and

Tim decided 1o tuck into a tasty breakdast of scrambled eggs. | pride

After co-founding Lionhead Studios with Peter Molyneux, Demis Hassabis set up his own development
house, Elixir Studios. After months of preparation, the team finally knuckles down to some coding

insight into the mysteries of ‘gameplay’ (particularly multiplayer), But

the reality probably has mare fo do with my buming desire to play

and win

Cerasionally we take this too far. For instance, the office game of
Diplomacy weas Il adwsed, If you don't already know, Diplomacy is a
classic board game that places the players as leaders of European

countnes in 1901. The mechanics and the combat system are as

&

simpie as you can get (je, two armies beats one). The gameplay is in
the relationship between the players themselves. By cajoling, brbing,
threatening and lying, players try to stitch each ather up. In other
words, not the sort of thing you want to play with new business

associates. Everyone got into the spitit of things pretty sharpish and

soon enough, kneves, boots and fis

were all bang em
egiimate negotiating techniques. Uinsurprisingly, things got a bit ugly
and several reputations were tamished. The board now languishes

at the back of the office, stuck forlomly on spring 1908,

“eEnthusiasm is everything. If you're not absolutely gagging to make your

o

mysell on being democratic, but In this instance my principles went
straight out of the, er, window. No more eggs in the office

Monday July 7, the first day of Studios. What 2 fantasbc buzz

1o sit on, but who cares?

Within two hours w

were coding, After all the work I'd put in we
were finally up and running. We could have been in someane’s back
room of attic and | still would have been thrlled. The atmosphere as

=ryone knucklac 5 intoxicating,

Within ad emenged. Hours of sdence and

hard work punctuated by outbyrsts of absurd conversation, At first |
found this both cool and unseftiing. Imagine a room where ten

people warkad in perfect silence for three hours and then suddenly

t's bedlam as we attempt o solve 1 steries of lite and the
universe. Should Spock have been
the captain of the Enterprise
rather than Kirk? Is 'governing’
someone mofe severe than
‘learming’ them? Keegan,
Venison and Waddle: the worst
footballers' haircuts ever?

Then, of course, there are

the games. | know this sounds

strange, but 4 kot of people in

reasan we're in it In fact we'll
play anything. Cards, roleplaying

ssors, Paper, Stone

football — we'll play

could rationalise this by daiming

that it gives you a different

ime, how can you expect someone else to pay you to do it?"

Meanwhile, work itself was intense. The programmers had got
stuck into the Libraries (the basic building blocks of all programs)

and few people were leaving the office betore 10pm. On the back o

E3, | was negobating with four publishers. Key to this whole procs

were the game designs. Of the 15 that we had, we had settled on
two. What | normally do is let an idea sit in my head for a couple of
weeks so it can ferment. When 1'm happy with the overall cancept Il
talk it through with the others and see if they get excited sbout it |
had written up synopses for these, each about six pages long, That's
mare than enough space to get the main concept and features of
the game across. They begin with an intraduction to the gameplay
with detalls of what you'd expect the player to be doing for the first

five to ten minutes. Next there's a bullet-

oint guide to the plol, story
and characters. The third
section is 3 feature list of the
game’s cool technical aspects.
We also included some

conceptual art and descnpbons

of the overall graphical style.

There's no secret to s

these designs to publishers
Enthusiasm is everything, If
you're not absolutely gagging
to make your game, how can
yOu expedt someone eise 1o
pay you to do it? And that's
fair enough, because what

it it that dnves peaple to

sacrifice fnends, weekends

and sleep? It's the desire

fo create and play the E
game of your dreams.”

Edge moves

t managers — they're all essential to the industry,

, projec

Programmers, artists, engineers, producers, animators
and they all read Edge. The following pages carry a phenomenal variety of jobs for graduates, professionals and

any other interested parties who think they could make it in the videogame scene. Apply within...
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an audience with...

Jean-Francois

Contrary to recent opinion, Sega is not dead. The company’s logo has returmned to the
front of its Dreamcast console and a fresh face is set to take Sega back to the future




¥
Previously head of EMI UK and
/ -~ - ..-'. . Ireland, Jean-Francois Cecillion is a
thick-set Frenchman with a disarming
- - ” » - ability to talk lucidly and candidly
J - - 'o. o about his plans. Recruited by Sega

Entertainment president Shoichiro
’ - - -, » i Inimajini, Cecillion’s music industry
“ ’ - / - background has imbued him with a

fresh and unusual view of the
wvideogame world, as Edge discovered
) - o when it met Cecillion at Sega's west

-~ - -
( -t - f ””» London headquarters.

Edge: Sega has been on something
of a rollercoaster ride in Europe over
the last few years. What state have
you found the company to be in?
Jean-Francois Cecillion: First of all |
want to talk about the people here.
Sega had hundreds of people in
Europe five or six years ago when the
company was performing very strongly
in the marketplace. At that ime
people at Sega were thinking they
were unbeatable, and | guess that's a
human feeling that everybody has at
least once in their life.

You can't blame them for that, it's
just a fact of life. They were in such a
dominant paosition that a lot of
attitudes were distorted. Then, of
course, the consequence of this is that
when they launched Satumn, they
thought, very rightly, that it would be
a big success. Touch wood that won't
happen to us, because we've leamed
from the past.

Satum has shown the limits of
what Sega could provide at the time -
not in terms of technology, but in
terms of understanding the technology
and marketing the technology to the
right people, with the right vision.
Even though the technology was
very good at the time, | think they
thought they would make it because
they were in a very dominant position.
With a high market share they thought
nothing wrong could happen to them

~ certainly not the disaster that they
went through.

Today, when you look at the
past, you can say there were issues
about marketing, about content,
about the number of games available,
about the ability of the product for
consumers, about the way the product
is being explained to the consumers,
and the relationship with the trade.
It's my guess all that wasn't handled
properly. If it had been handled
properly, | wouldn't be here talking to
you now, because there would be no
need to change the team. So, what
they did last year was to trim the
company in Europe, and prepare the
field for a new chief executive, which
they did very, very well,

| can answer your question a bit
more directly after this introduction —
| want you to understand where I'm
coming from, in the vision | have of
the company, not just They're a bunch
of great guys’ or ‘It was a nightmare’, |
want to try to understand the past and
take the arrogance out of the place
before releasing a new product.

People are very motivated at
Sega, because they saw what it was
like at the top and they tasted the

Cecillion

ver the last 12 months Sega of Europe has
m been quietly readying itself for a fresh attack

on the European games market, guided by
Kazutoshi Miyake. However, the time is fast drawing
near for Sega to make a crucial and costly £100 million

marketing assault on the territory and a new, ‘local’ CEO
has been found to spearhead the attack.

bottom of the ranking, and they know
exactly where they want to go back
to, of course, to the top. And for that
reason we have to give the people of
Sega, of yesterday, of today and
tomorrow, more reasons to believe
that we are going back to the top.
Edge: Do you think that a big part
of Sega’s story now is learning from
its past mistakes and moving on?
JFC: Everybody can make a mistake
once. If you make it twice, it's not a
mistake. So | guess we made a few
mistakes once. If we see that we
didn't have enough content, let's
have more content. If the marketing
wasn't strong enough, let's develop
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stronger marketing. We didn't have
a strong, pan-European structure
and vision, so let's have one. We
were maybe showing too much
armugance over our competitors, so
let’s respect the competition and
admit that some companies did a
very good job recently and we haven't
They are the mistakes of the past.
We won't make them again.
Understanding what went wrong
is among our responsibilities today,
for the team and for myself, of course.
Edge: So where are you planning
to take Sega Europe?
JFC: There's only one position you
want to be, you know? So that's where
| want to get back to - but | don't
want to get there at any cost. Nothing
justifies competition when it goes
beyond certain limits. What | want to
do is to play on the strengths of
Dreamcast, to understand the product
and then communicate our
understanding, to educate the
consumer as to why this product is
a massive step forward. It doesnt
mean the other products on the
market are bad, it means this one
opens up new areas. It's not just a
game consaole, it's enhanced by other
technical possibilibes which will lead
the consumer to have a different
approach to the console itself. it's for
gaming but also for online
communication and gaming, so it's
something else. It will open up some
new marketing techniques, it will open
us Up to SOMe New Consumers.
Edge: Who are these potential
‘new consumers?
JFC: One of my worries when | arrived
was our target audience, which was
very strong but very limited. Because
of the online capabilities of Dreamcast
| would like to capture the female
section of the population — which we
haven't yet. I'd like to recapture the

“Let’'s admit that some companies

did a very good job recently and we haven't. They are
the mistakes of the past. We won’t make them again”

—
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“We can go into areas where we haven't
been before. The young and female populations
have not been reached”

young audience, the kids who are six, eight, ten years old
— not just the 16-25 or the 25-34 groups which would
lead to very predictable, unsurprising, anticipated
marketing action.

1 want people to think ‘out of the box, to think ‘out
of the frame, or to design a frame which is six million
times bigger than the previous one. And then within
that big frame we can think laterally, and we can go into
areas where we haven't been before.

The young and female populations have not been
reached. And thraugh online gaming, online
communication and interactive activities you can reach
those populations who might not want to go to Toys 'R’ Us,
or Comet, or HMV, or Dixons and buy a game. They
might want to wait for people to think of them. So
some marketing techniques will emerge from the
capacities of the machine. That's how competitive | want
1o be - | don't want to say, 'Don’t buy Sony, don't buy
Nintendo'. If you want to buy two or all three of them, buy
them, it doesn’t bother me! You have to admit that there
are some guys who did well where we did wrong.

Edge: Every new console in the past has sold
successfully on its performance. Will Dreamcast

be any different?

JFC: | don't take anything for a given, but there are some
things that are more obvious than others. The obvious
role of Dreamcast is that it's the most powerful games
console the industry has ever seen. So when you say that,
you're not taking a big risk by doing so, because you
know the capacity, performance, speed, definitions - it is

if the market doesn't want it, if World
War Il breaks out, or if all our
competitors come out with something
better the same day. But hopefully

all that won't happen! So, yes, I'm

very optimistic.
Edge: Do you feel that the hardcore
gamers are going to buy Dreamcast

more advanced than any other console on the
marketplace. That should attract enough software
companies to work with us and give us the widest
possible portfolio of content to support the sales of the
machine. But | don't want to limit Sega to that, because
this is something which is certainly very exciting and this is
the core business and the core audience, The reason
Dreamcast is going to take off is that this condition is
fulfiled. It's a technically perfect machine. In ten years'
time certainly, technically it will be a very unperfect
machine, but today, compared to the consoles of the last
five years, | think it's much more advanced.

Once that's said, you want to expand on that, you
want to say, 'It's also a multimedia machine,’ and explain
what it is and take your time to explain it, to demonstrate
to people what you mean. You can't just say, ‘Guess what?
It's great! You can use email and the Internet” Who knows
what that means, you know? So maybe the competition is
not just in the games console area with Nintendo and
Sony, it's also in the PC area, where we can offer access to
Intermet, email and online gaming for a much cheaper
price. We have to be very careful how we sell this thing,
because nothing is forever, and the competition will be
fierce in that respect. But you have to play on your
strengths and if you understand your product and its
potential, then | guess by communicating this with the
right marketing words to the right marketing audiences
at the right time, you can fail, but you can't fail because
of yourself. You will fail if the product is not good enough,

anyway, because it's so powerful?
JFC: | wouldn't say “anyway”, but they
already know about the performance,
because those guys are very
connected, they know about
technology ~ some of them will have
tried it already. The key, core guys -
they know. | have nothing to teach
them. They know 20 times more than
| know, in that respect.

| guess at that stage core gamers
will buy it for fun and to push
themselves to the next available limit,
and they will also buy it because in
two years from now you will have, for
example, a sports world championship
online, Just like you have 100,000




“Dreamcast won't be just for the core
audience, or for people who are surfing
on the Net. It's the most modem and
complete way of communication”

people running in the New York Marathon, you'll have
100,000 people playing online. You'll have a ranking, the
top ten worldwide on a game, and the worldwide semi-
finals, and you'll be able to watch how these guys play
against each other. The screen will be a very user-friendly
instrument in the home. It won't be just for the core
audience, or for people who are surfing on the Net, or for
people to send emails to each other. It's the most modem
and complete way of communication — that's where |
want to take Dreamcast. Again, it's with a lot of prudence
and a lot of modesty as well, because it might not work...
Edge: So how are you addressing that - do you have a
team working on the Internet functions at the moment?
JFC: Yeah, we do. Actually, it's amazing you say that,
because | have my second network meeting today. So Il
know more in six hours! [Laughs]

Edge: Going back to wanting to capture the female
audience, you'll be attempting to do something that
the games industry has so far spectacularly failed to
achieve. Do you feel the reason behind that is
connected to the female perception of the games
industry, or the way the industry addresses females?
JFC: It's a question of targets, and it's a question of what
you can offer. You have a target and you offer the product

to fit this potential. As long as you
offer only beat ‘em ups, shoot "em ups
and go-for-it games, you're likely to
reach the 15-35 males. If you say to
yourself, 'l can offer games without the
shooting and beating,’ if they're the
right games, won't that get our female
population to either go and buy
games or play online?

| believe a lot of them will have
time to play online - not because
they're at home or do nothing, but just
because it's easier for 32-year-old
women to play at home on their own
Dreamcast than to go to a shop and
say "Which game should | be buying
here? You have to offer appropriate
products to the female segment, as
you do for six- to nine-year-old
children - they're not all going to take
a gun and shoot at the screen. You can
develop their feelings, you can
develop their knowledge, you can
develop their reactions with a game
and with ‘'something else’

So | will spend a lot of time
concentrating on the content and will
try to identify which products can be
adapted to those segments of the
market we haven't reached yet.

Edge: But does that mean you'll be
ignoring the traditional gamers?
JFC: Once you have a killer game, of
course you're going to sell one million
or two million units, and you're going
to say ‘Great! That's perfect, that's all

I need! That's what | need for the
existing market. But if you expand that

attractive and efficient portfolio of
programs, is something that we're
going to have to focus on.

Edge: And what reactions are you
getting from the existing Sega staff?
JFC: Good. If you want to develop a
company to a certain level, you just
can't ignore 53 per cent of the
population. You can't. There are
products targeted at males, but females
use the same product at home.
Edge: Does it seem strange to you
coming from one side of the
entertainment industry to another
and finding that it's almost
exclusively targeted at males?

JFC: | guess that's because it's such a
young industry that's developed very
quickly. This industry has real
potential. The industry is growing by
double digits - serious, solid double

digits - worldwide, year on year,
which is great news. It's great to be in
an industry growing at 20 to 30 per
cent a year — and it's not finished. It's
fascinating to see that more and more
big ‘names’, whether they are
producers, directors or actors are
getting involved in this game business.
It's also fascinating to see that
this industry is going to have to
restructure itself in order to grow even
faster. For all these reasons I'm not
surpnised to see that it's focused on
males, because that's the step you

to the rest of the population - to the
ones who are likely to one day use a
computer, use a screen, use
Dreamcast — then you say to yourself,
‘What do | offer these people? Only
games, or something else as well?’
But then again, I've only been
here three weeks so I'm, like, throwing
ideas out to everybody, but the
creative content, the diversification of
our content in order to offer a wide,

have to take before you expand. You
can't launch an industry in
entertainment and target everybody,
because then you'll surely go to the
wall. When your marketing and the
way you reach your audience is
sophisticated enough, then you can
expand. | guess | happened to arrive
at that moment in time.

Edge: Don't you think that it's also
a case of a male-dominated industry
started by men now only making
products that appeal to men?

JFC: Yeah, but every industry grows
around certain people, and what
strikes me is that it's always creativity
that matters most in the end. I'm



pleased to have joined this industry for that very reason,
because the creative side is very important.
Edge: So the creative side really drew you to Sega?
JFC: And Dreamcast! To be responsible for launching
Dreamcast in Europe is a once-in-a-lifetime opportunity -
I think it's such a brilliant product. Dreamcast is a gift. The
creative content is a passion. Two different things.
Edge: What do you think your experience in the music
industry enables you to bring to the games industry?
JFC: It's not what | can bring to the games industry — what
| can bring to Sega is a lot of drive, a lot of passion, a
certain vision of where this company can go. And to make
people happy to work for Sega, happy to work for a
company which is going the right way, because the
hardware and the software is going the right way. It will be
extremely difficult, but motivation is something | will bring
in because I'm definitely a positive person, very driven - if
you're not driven, you just fall at the first obstacle, you
collapse and you'll never come back

The second thing | can bring is my knowledge of the
creative world. | would compare developers to artists,
basically — they are the people who really matter to me,
whether they are in-house, or thirdparties, or whoever,
Those people have to be — | won't say managed - but
they have to be dealt with in a certain way. | think it's
important that this creative world knows that I'm very
sensitive to what they're doing. You don't look at the
consumer and say ‘What does the consumer want? The
consumer has no idea what he wants! You give them
something outstanding and they all jump on it. You need
to understand your market and you also need to nurture
the creative talents out there. They can come with the
most outstanding game or concept and someone will
have to back them up and say, ‘I believe in this one,’ like |
believed in some of the artists | signed - against all odds. |
said, ‘I believe in this, we're going to do that, we're going
to make it happen, whatever it takes! And sometimes you
do that, not every five minutes, but once or twice when
you really believe in something.
Edge: One of the biggest challenges you're going to
face is the successor to the PlayStation, which is
destined to be a sup machine to Dreamcast. Is
that something that concerns you?
JFC: No. | only worry about what | know. | don't know
what Sony’s going to do, but | guess it's going to be very
good. When | know the characteristics of the machine and
its potential, then I'll womry. That's life, that's competition.
We'll do a better one the next time around..
Edge: Where do you want Dreamcast to be positioned
in the marketplace?
JFC: That's a very good question - this is the $100 million

question. If you have any ideas, let me
know! I'm actually picking brains
everywhere in Europe on that issue. |
hope it's going to be a creative and
risk-taking position. I'm asking all the
marketing geniuses of Sega to work
hard on this one at the moment. |
hope the positioning will be interesting,
and an opportunity for us to
demonstrate other sides of marketing,
to be creative and to open new doors.
Edge: Do you think Sega has learned
a lot from Sony’s skill in marketing
the PlayStation?
IFC: Again, | don't want to position
Sega against Sony or leam from Sony
or whatever, because a good product,
by definition, is a one-off. Therefore,
the communication of a good product
is a one-off as well. You can leam from
mistakes but you can't repeat the
good things because it would be too
easy, 50 you have to re-invent the
good points of a product and then you
have to re-invent all the marketing
going with it. | don't want to ignore
what Sony did - from where | stand
they did a very good job in the way
they communicated PlayStation,
especially over the last two years.
Dreamcast is a unique
proposition on the marketplace, which
is in between games consoles and
PCs. | don't want to do whatever Sony
did to grab the 25-35 age group.
Whatever they did, they did it very well
- thank you very much, tumn the page!
Now, what am | going to do with
Dreamcast? I'm not going to be
influenced by what Sony did by any
means — except that | want to match
their success!
Edge: If the online aspect of
D ast is as important to you as

you claim, what are you going to do
about the modem in Europe. Will it
be bundled with the console or not?
JFC: We're debating it Yes, of course,
the modem is very important to Sega,
so there is a way of positioning the
modem which we have to consider.
Edge: But surely if the machine is in
one pack at launch and the modem
is in another, then consumers won't
perceive it to be an integral part of
the Dreamcast setup...
IFC: That's all about the positioning,
that's why | want to take my time with
it, to really make sure that I'm going to
reach the right proposition. And |
won't change my mind two weeks
before the launch - it can happen, but
I'd like to have a clear proposition well
in advance and start the educational
process and the pre-release campaign.

The modem is not a marketing
tool which you use for the first two or
three months and then you hope will
stick. You don't just throw this stuff
out, you have to look at the long term,
you have to look at every opportunity
or threat. And only when you have a
picture of the future - not a three-
month picture but a three-year picture
- then you make your decision. It's
complex, but very challenging
Edge: In a recent interview, Giles
Th [Sega’s European marketing
manager]| stated he wasn't interested
in Sega as a brand, only Dreamcast.
Is that the message you'll be
pushing over the coming months?
JFC: | understand what he means, but
I'wouldn't formulate it like that. I'm
interested in everything — Sega and
Dreamcast - but we have different
ways of communicating the two.

What | want is for people to know

“I would compare developers to artists, basically. They
are the people who really matter to me, whether
they are in-house, or thirdparties, or whoever”

that Dreamcast is from Sega, because
if Dreamcast is a big success | want
Sega, the parent company, to take
profit from that and not just to be
ignored as a corporate bunch of guys
somewhere in Tokyo, London or San
Francisco. It's the difference between
product PR and corporate PR, maybe.
| don't want to be so strict in the

split between the two of them
because | will want to use the
Dreamcast opportunity to restore
Sega's credibility and image. I'm
interested in Dreamcast’s success
and I'm equally interested in Sega's
credibility in the marketplace.

For me, it's equally important. E
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The art of e videogame
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D) LESIL) | cutring—EpGE cOIN—OPS FROM ACROSS THE GLOBE

MAGICAL TRUCK ADVENTURE |

MINECART MADNESS ABOUNDS IN AM3°S NEW ON-RAILS, OFFBEAT CREATION

No, it's not Ocean Hunter. Quite how the cart has found its way underwater is
something of a mystery. Until there’s an opportunity to play the game, of course

avoid obstacles, while stamping on both will
force an allwheels jump. Whether watching MTA
being played matches the hilarity of Namco's

Final Furiong literally remains to be seen.

Progress through each game is made by

Visuals typify the graphical superiority of the Model 3 board over its selecting only three of the six available stages,
contemporaries, with rich colours and distant horizons. Looks fun, too

to increase the appeal for successful players by

giving them incentive to attempt different routes.

™~ eveloped by the same team respansible The next level selection is made at the end of
B' for Sega’s spectacular lightgun shooter each stage, an either/or choice as in the classic
The Lost World, Magica! Truck Adventure is CutRun, while a ‘'mystery stone’ can be passed
similarly designed to lure women and couples between players in order to deade which cart
into coin-op centres, in 3 bid to broaden their will lead the way. However, as with Lost World,
appeal in the face of competition from home Magical Truck Adventure attempts to encourage
consoles. And with colourful, fantastical wisuals pariners Lo cooperate, with a percentage score
(produced by the Model 3 Step 2.1 board) for how well you've pulled together. It appears
and a strikingly novel physical interface, AM3's that Sega has delivered a refreshingly =3
new fitle may well hit its chosen target. alternative title for early 1999 1=

Although a oneplayer game of MTA is

possible, it's really the couples who will benefit

Dinosaurs and dragons? most from the experience on offer here. You
Rather more enliveni ; y

than the grim ,““tr o control the game wvia matching, hand-operatad
a trip on British Rail...

rail carts, pumping the lever up and down to

achieve forward motion, As with Taifto's off-beat

railway simulator Densha Da Go! this coin-op is

truly ‘on-rails, with the cans guided along virtual Using a pair of footpedals

tracks past various evenis, A pair of footpedals ::ll‘yc;:yﬁt?::h:oic;?oflits’i‘:ﬂs

enable you to tip the cart up onto either side to
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TENKOMORI SHOOTING

MORE TRICKY TARGET PRACTICE FROM NAMCO

Namco v ery much in the tradition of the frenetic
Spring (Japan)
Japan the same stable, Namco's Tenkomon Shooting

coin-op hit Gun Bullet, produced from

consists of 25 similarly themed shoot 'em up
mini-games. Featuring detailed sprite-based
graphics, the various stages offer simple
pleasures such as blowing away cockroaches,
picking off crows, blasting UFOs (with rackets)
and shooting cells to separate them.

As in GunBuflett, a basic objective is set at

the commencement of each game — hit 16

tanks, 20 crows, etc - and failure to succeed, as

The enviable Japanese
talent for giving life to all
ideas cute and crazy is
exercised once again in
Tenkomori Shooting. Few
could deny the arpeal of

ever, loses a life. As with many recent coin-op

titles, the emphasis is on attracting the 'light user’
nto arcades, rather than offenng any meaningful
gameplay expenence. A PlayStation a3

GunBullet - this looks to
Edge like similar fare...

version is imminent, then. ==l

Several of Namco's past
arcade hits are thought

to be the inspiration for
some of Tenkomori's level
designs, from 1942 to
Xevious. A muted return
for the scrolling shoot
‘em up, it would seem




LA MACHINEGUNS

SEGA WHEELS OUT THE BIG GUNS AS GUN BLADE RETURNS

A revamped Al system
promises that every
game will be unique to
a certain extent, with
new enemies appearing
from random positions

- nother product of Sega's prolific AM3
A division, LA Machineguns is the sequel
to 1997's low-profile shooting game Gun Blade.
This time around your heavy-calibre weaponry
is attached to a futuristic assault vehicle rather
than a helicopter, and the action is cast forward
to the year 2025. As a member of the counter-
terrorist group SIFAT, you must defend the west
coast of America against the Rage of Machines
{ROM) — android miilitia that has invaded Los
Angeles. But while that sounds like nothing
new (simply shoot the bad guys), LA
Machineguns does have a couple of interesting
tricks up its proverbial sleeve

Rather than forcing you to blast through
a succession of increasingly difficult stages,
AM3 has made four of LA Machineguns' five
areas immediately available. Whether that will
result in an ultimately less challenging
experience will anly be determined through
extensive play. However, given the locations

JOJO'S VENTURE

CAN CAPCOM’S MANGA-INFLUENCED BEAT "EM UP OFFER ANYTHING NEW?

Capcom
TBC
Japan

As with all CPS-11l games,
the standard of the sprites
is sumptuous - rich in
both colour and detail
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m fter producing a chain of increasingly
=8 refined yet ever less original fighting titles,
including the Street Fighter Vs series, Capcom is
seemingly undergoing a conceptual renaissance,
With the open-plan 3D beat ‘'em up Power
Stone on tnal in Japanese arcades and on a
direct course for Dreamcast (February 25 if all
goes to plan), Jojo's Venture uses the 2D CPS-II
board to deliver an innovation of its own.

Themed around Hirohiko Araki's popular

1325 3m
(o] o ]2

selected, and that the title uses the latest
spec Model 3 hardware, it's little wonder that
the developer wanted to show off its game.

In addition to LA, you can mow down the
enemy in Las Vegas, Alcatraz and an
underground Yosemite base, before visiting the
Valley of Death for the final showdown, Finally,
the revamped Al system randomises the
appearance of targets, so that no two successive
games are identical — unlike coin-op r

Ze

shoot ‘em ups themselves, unfortunately. L~

Japanese manga series named Jojo's Bizarre
Adventure, Capcom's coin-op uses both
characters from the cartoon and one of its
concepts. Dubbed STAND, the system is a
particular inner-force which players can call
upon. The aim of the STAND technique is to
make classic beat ‘em up combination attacks
easier to perform, while more experienced
fighters can pre-program moves to use in
combat. Equally, the STAND force can be set into
mation independently, leaving the onginal
character free to move separately. Ten
protagonists from the manga series have been
drafted in to star in Capcom’s game, all faithfully
recreated as high-guality CPS-II sprites.

While the STAND system may appear
complex, in practice its operation is simple.
Like ather coin-op manufacturers, Capcom has
realised that consoles are drawing away its
audience. Jojo’s Venture is an innovative

| '__‘J
=

attermnpt to drag them back. e

After the innovations of
Time Crisis Il the pressure
is on Sega to respond




Sega's prickly progeny singlehandediy consolidated the success of the Mega Drive in the west. By
delighting gamers with his speed and personality, Sonic achieved superstar status almost overnight
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Characterisation is an aspect of game creation that continues to confuse and befuddie otherwise talented
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! . designers, Sonic the
with strong definition and a handful of gimmicks, a fundamentally rather limited brief for a mascot cah become synanymous with a console, and its success
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Hedgehog demonstrates how,
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(OU“?Z there) CONSUMER TECH

Sony PFAVI 500A 42-inch Widescreen Plasma Monitor

£8,170 approx Contact 01932 816340

With DVD providing the uitimate in picture quality and Dolby Digital
amps and speakers lacang out the soundtrack, it's only usually the
television screen that lets home anema down. And s the technology
for watchimg mowies in the comfort of your house surpasses even the
local multipex, you really should be thinking about getting your hands
on Seny's S00ATW 42-inch Widescreen Plasma Monitor

Minimalist in both its black-and-grey livery and simple design,
the gorgeous, if pricey, display is a dream 1o use. Sony has chosen not
10 include & built-in TV tuner, but all you have to do is plug the screen
into & VCR to watch the bax. Other than that, the monitor comes with
& vast selection of sockets making it possible to connect up everything
from your Dreamcast to a DVD player. At a flick of a switch you can
watch movies in either 16:9 or 4:3 ratios and Automatic Gain Control
makes the best of any signal.

Unfortunately, while the image definition is spot-on, the picture at
times looks washed out, and once you've mucked about to get the
colour and baghtness nght for your gaming needs, the settings will be
all over the place when you try to watch a move.

Pioneer Performance CDJ Range
Contact 01753 789500

Muoang your own tunes at home can be a real drain on your bank with three-way rotary EQ/kills enabling you fo remove entire channels

balance. Until, that s, Pioneer released a budget-pnced range of its DJ from a track, although only having four inputs means that you won't

equipment. Compnsing of the CDJ-500S player, DIM-500 mixer and the be able to connect samplers or keyboards — an annoying limitation, Best

ERX-500 effect box, the system doesn't fare too badly when comparad of all, the EFX-500 sound box can add up to ten effects to your mixes

to other Pioneer kits which will cost you roughly twice the price without the need to fork out thousands of pounds on multiple FX decks.
lh{—.\plm,rer may lack a loop fadlity, but thankfully features the cucal The system maybe a little too basic for the serious DJ, but for

pitch control and timeshift function. The mixer is alsa above average, aspining Pete Tongs, it could be a solid first step to a promising career,
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Canon MV10 MiniDV Camcorder

Contact 0800 616417

As a whole host of dinky, user-friendly camcorders
flood the market, manufacturers are using more and
more gimmicks to hook potential buyers. Most are a
waste of time, but in the case of the Canon MV10
MiniDV, they improve your home movies no end.
To combat the annoying camera shake
mherent in maost palmheld camcaorders, Canon
has developed a new optical system that's a vast
improvermient on the digital comection devices of a
few years ago. If your hand wobbles while shooting,
a builtn shake detector picks up on the movernent
and shifts a group of lenses, redirecting the path of
light before it hits the CCD. Your picture rema
steady, even if your hand does not
Partnered with this fantastic feature is the
usual crop of special effects, and some handy

'S

modes for capturing images in low light or
compensating for the reflections of sand and
snow, The only problem? The optical stabiliser
at times knocks out the auto focus while
using the 64x digital zoom, but face i, when
you get this dose to a subject you should be
using a tripod anyway.

Pioneer PDR-555RW CD Recorder

Contact 01753 789500

Just as it's set to be replaced by superior DVD technology, the good old
compact disc has got its act together as high-quality and, most
importantly, reasonably priced CD recorders have come to market
Pioneer's PDR-555RW CD is a particularly fine example of this new
quality, recording to both CD-R and CO-RW discs. Simplicity itself to use
— simply press record to start and pause every time you want to start a

new track — the recorder either lets you work from a digital source, such

]

i

4 H!Llﬁ'iﬂiwwr

as a master CD, or best of all, allows you to transfer your old analogue
LPs to digital heaven. Ckay, the old sgatches and jumps of the onginal
vinyl will still be there, but at least you'll know that the quality isn't

to get any worse every time you play your newly mastered disc
Playback is adequate, but you're probably better off using your usual

CD playerto hear the resuits, unless, of course, your deck is more than

a year old — a5 most existing players can't handle the RW discs.

Edge has atempted to state prices whesever possible, but for up-to-the-minute information, check adverts in the national press or contact your local consumer slecironics dealer.
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Coldcut Vlamm'sitin

UK: Ever since they burst out of nowhere and totally
revamped the dance music scene, Coldeut have showr
they have both ears and eyes for the latest trends.
Credited with ‘inventing’ sampling and remixing wath
their serminal ‘Say Kids, What Time Is It? and Enc B &
Rakim's ‘Paid In Full' tracks, they always push the limits.
It was only going to be a matter of tme before the
synergy of their artschool attitude and cutting-edge
computer abilities resulted in some neat interactive toys.

So following on from ‘Let Us Play, the dud's first
interactive CD-ROM, Coldeut deaded to remix its
technology as wel as its beats: Small wonder,
then, that their latest project, ‘Let Us Replay, sees
the band dipping its toes in the waters of bopa fide
software releases. Disc one is a colledtion of new and
live tracks plus-a whole bunch of weird remixes, with
Japan's ubercool kid Comelius ranking highest Mare
interesting, though, is the bundied demao version of
Viamm, a video-mixing tool to be releasad propery
in March on Coldout's own Ninja Tune label.

Best described by its piano interface as a tool for
playing around with vision and sound, WWamm grew out
of Coldeut's Ive audiovisual expenences, most receritly
at Glastorbury and the Montrewux Jazz Festval. Sedeen
video dips can be simultaneously loaded and played,
looped and mixed either straight off the PC keyboard

o, for more serious musos, tnggered by MID! inputs

Preloaded dips indude samples of Coldeut's Atornic
Moog, Timber' and ‘More Beats and Pieces’ videos.

Altematively you can sample TV, film or home video

to build up your own visual library. Somehow they've
even managed to develop a video-scratching option,
toc. Whether it makes VWamn as much fun as a

pile of winyl and a set of decks is another matter,

Top of the pops

NORMAL

) REALEYJWANT.
HURT.YOU

- b_r -
SGl & REO

All in the wrist action: Pop 'n’ Music prepares its teen-beat assault
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Ever chiselling away at the
boundaries of dance music,
Coldeut has scored again
with latest creation, Wamm

Japan: The national obsession with bizame music-driven games is about

to get even more juvenile thanks to the dual PlayStation and Dreamcast
release of Aop " Music. Part of Konami's Baat-Mania series that's been
niling the coin-op hit parade for the past 12 manths, Pop n’ Music is
designed to hook the market which in the UK is prime hunting ground
for the likes of the Spice Girls and Steps. The superior taste of Japanese
tots, however, sees them grooving to slices of Tokyo reggae and soul.
With these pint-sized players in mind, Beat-Mania's characters have
been given the once-over, gaining a cutesy, manga look. The kids are
instructed in Pargppa the Ropper-style by a little guy called Pop before
being contused by his wicked alter-ego Ojama. The stripped-down
arcade controller is also provided as a dedicated nine-button handset
designed for the tiny fingers of old-school Playsta devotees. Edge
can't help wishing that the genre would take off in the UK, if only to
laugh at the wooden moves of the inevitable Back Street Boys version.




Party on: Doom’s fifth birthday

UK: It's hard to believe that Doom is already a respeciable five years old,
if it were a dog it would be pushing 30 by now. But a long time has
passed since the ongnal shareware version of the game was uploaded
to the University of Wisconsin, and a good few things have changed.
Most noticeably, the firstperson shooter has become a genre of its own
rather than a subset of the shoot 'em up, and it's all thanks to Doarm.

To celebrate the birthday of one of the most groundbreaking games
ever, Edge's sister rmag, PC Format, threw a party for its creators in Dallas.
Despite talk of id Software bust-ups and feuds, the night saw all those old
faces sitting round the same table like the best of friends. John Carmack,
Jon Romero, Jay Wilbur and American McGee were amaong the revellers
(cramming the restaurant car park with high-performance sportscars), in a
salute to a game that not only redefined gaming, but also managed to
appear on just about every major home systern. Oh, and the Jaguar.

The invitation was also open to the rest of the Dallas development
community, and as the evening progressed, the venue filled with the
creamn of Dallas’ creative talent, as guests from lon Storm, GoD and Ritual
Entertainment amved. While the evening was a success, though, only one

guest managed anything harder than a Pepsi. Party on, dudes, indeed..

Drunk on Abe’s tears

UK: Following his recent starry step up inta the world of Hollywood
(see E65), Abe continues his exodus out of Oddworld with the
introduction of SeulStorm Brew into the real world, OFf course,
whether he would approve of Oddworld Inhabitants licensing of the
infarmous addictive liquid of SoulStomn Brewery is a moot point — it's
the reason that the Mudakon people are enslaved to mine the graves
of their ancestors in the first place.

And after actually tasting the dark foamy liquid (‘part bones, part
tears, botleconditoned real ale) Edge is confused as to why anyone
would be the least bit interested in the concoction. Assuming it's the anly

thing they get to drink, it would explain why the Glukkens are so angry...

Made from genaine
Mudokon tears and

bones to give a
deep rich
flavah that's
rich without
bein’ bittah

All that's needed is Mudokan pizza and the picture will be complete

The original team at the Doom day bash, from left: Jay Wilbur, Jon Romero, American McGee and Tom Hall

Playing Fields achieves multiple Wargasm

UK: Wiargosm publisher Infogrames
recently bamstormed The Playing
Fields in London to promote the
patential of the game's extensive
16-player link-up capabilities.

Over 100 conflict-hungry
participants tumed up to celebrate
the occasion — some even donning
authentic (read ‘stinky’) military
apparel in order to crank the
atmosphere up to the max

And what were the prizes on
offer to such eager combatants?
Heck, the three overall winners
walked off with Microsoft Force
Feedback joysticks.

War — what is it good for?

Well, make your own mind up.
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Dinner for two

Japan: Enigmatic Japanese developer
Kengi Eno (head of Wam) reconfimned hs
artstic and obligue t2ke on things with
thiis umusual Christrnas present. Delivered
10 & large number of those who attended
the ‘D2 for Dreamicast’ announcement

on May 22, 1998, Eno-san's gift was a
food package, presumably asmed at
dearing up the ame of some of the more
sickly otaku. Featured on the packaging is
D2's heroine Laura (top), while Eno
himself makes an appearance on the
back, cooking up a pot of the tasty vitties.

It's a date

Japan: Sega Enterprises distributed this 1999 cunious calendar to a lucky few
in Japan, although Edge picked one up while chatting to Jean-Franois Ceallion
(see p104) at Sega Europe's London HQ, Packed in a neat triangular box, the
calendar is actually a roll of tape with the dates printed around it. By separating
off the top layer of silver foil, you wend a frustrating path through the year. it's

a novel idea, but one that's likely to end up wrapped around someone's head.
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Survival of the grooviest

UK: Such is the cument obsession with artificial fife
(see p&0) that it's a wonder anyone is still interested
in carbon-based life. But for the clubbing fratemity, at
least; one use of Aife looks certain to improve flesh-
and-blood existence. PC-based Dancer DINA brings 2
new level of sophistication to the growing interaction
between the visual and musical aspects of dub
culture. Part Cregtures 2 fused with a 3D animation
package that reacts to music in realtime, the objective
i to hone the gene pool to cultivate weird-looking
beasts that can be set morphing to anything from
dassical to drum'n’bass. The abstractions thrown out
by the program have already been wowing venues
such as London's Blue Note and The End. They have
also seen action with dancefloor innovators The Orb.
Starting with 15 separate population groups,
each with 12 basic forms, budding visual surgeons

an cut and paste and mutate this gene pool

to create millions of possible vanations. The
genetic information of each creature doesn't just
determine its physical atinbutes, though — it's the
key to its sonic interaction, too. Like their human
counterparts, some populations are more inclined
towards banging speed garage, while others
prefer ambient trance. Once complete, the 3D
animations can then be sent dancing through
their genespace, powered by whatever audio
input you fancy. Of course, a might out with

mast of the resulting mutants would send your
average E-head into the depths of drugged-out
paranoia. Only constant genetic tinkering and
experimenting with a stack of CDs will separate
the attractive from the ugly. Life for the fittest
shapes, however, is only going 1o get better

Hey, man, like, check out the artificial life: Dancer DNA is already wowing dubbers around the UK

No, honestly, you use the little
tweezers and... Never mind

DataStream

Total LIK sottware sales over the
twoweek Chistmas penod: E95m
Number of PlayStations sold in the
UK during the week ending
December 21 128,000
Percentage of consoledomain
voters wha think that Turok 2 is
better than Jelda: 43%

Amount of time it took Zelda to
become the biggestselling game
of 1998 in the US: 39 days
Percentage growth In American
Intemit shopping last year: 230%
Percentage of UK Net users who
have made purchases anling; 25%
Predicted number of emails per day
i the LIS by the year 2005: 5bn
Number of users logged onto ADL-
at any second: 900,000

Number of MSN subscribers: 2m
Number of Dreamcast cwners
who have subsoribed to Sega's
Intemet senace: 100,000

Nurmiber of iMacs sold within six
weeks of release: 278,000
Number of Game Boy Color Lnits
expeced to be sold by Aprl: 8m
Predicted number of NE4s in use
waorldwide by the end of '39: 35m
Number of PlayStations
manufactured: 50m

Amount two Belgians were fined
for flanning Bill Gates: $88 each
Number of UK homes expected
to have digital satellite TV by
2008 5.6m

Percentage of pegple in the UK
with & mobile phone: 22%
Additional cost of buying a
Compaq Presano 5150 PCinthe
UK compared to the UIS; £312
Amatnt ATET expacts 1o
madifications: $500m

Percentage of software in

China that is pirated or illegally
copeed: 96%

Amount of time it takes to
produce & single episode of

The Simpsans’ fram start to
finish: 10 months

Number of drawings needed

for each episode: 24,000

Sollrces:

Business Software Alliance
Fnancial Times

Office of National Statistics
www tonsoledomaincom
IBC

ABC

Mer

People & Technology Business
Report



Final frontier for FFVIll?

Japan: With Final Fantasy Vil set to bring
videogaming one step nearer the holy grail of
interactive entertainment, Square has deoded
to take the franchise 1o another level with the
announcement of Final Fantasy VIll: The Mowe.
Details remain sketchy at present, but the
fulllength CG film is being made by SquareSoft's
Hawaiian office, with cinematic expertise bemg
provided by Sony-affiliate Columbia. The budget
weighs in at a relatively substantial $70 million.
Set on earth in the year 2065, itis expected

nstead of roping in the talents of Robin Williams
and Angela Lansbury to voice the characters,

a5 usually happens in these cases, computerised
voiceovers are being considered. Perhaps of
more concem, though, & the news that Square's
own wee-president, Hironobu Sakaguchi,

will take 1o the director’s hot seat, while the
necessary tinseftown input will be prowded by
Apollo 13" scriptwriter Al Reinert. It doesn't

look fike an obvicus dream team but with 17
million games sold worldwide there should be

Square’s series rolls unstoppably on

Wooden Apples

Game school: part two

UK: Setting up a videogame studio can be a logistcal nightrmare. Luclaly,
ﬁdgl & here with a senes of hints and tips for prospective software companies.

What publishers say and what they really mean

Anyone who wants to develop games for a living will sooner or later have to
make contact with a publisher. These are the faceless, multinational (if you're
lucky) corporations that eventually produce and distribute each finished
game, Before the unwary developer goes anywhere near ane, however, il 1s
important to realise that publishing lingo can be a touch misleading. Here,
then, are some common phirases and their true, shrouded meanings.

1. We're very excited that you chose to show us your product.

God help us, we're desperate. We hoven't made g profit since 1992

2. We've handed your demo to our Design Approval Group.

We've handed your demo to six dueless marketing groduates who once
played Myst for ten minutes and now beleve this qualifies them as
authorities"on wdsogaming.

3. Hmmm, Your game is very innovative and unusual,

We don't want it

that FAVI's new cast of characters, such as
Squall Leonheart and Laguna Loire, will lead
the action. Some sources even suggest that

some sort of fanbase for the finished reels,
They'll have to be patient, though: the earfiest the
film 15 expected o open in Japan 5 mid-2001

Japan: Founded by a pair of brothers, JAID is a company
that beat Apple to the visual concept of iMac. Two years
before the blue-tinted boxes started flying off the shelves
and contributing to Apple’s curent well-being, JAID started
customising the onginal grey boxes to fulfl its customers’
wildest technicolour dreams. Even now, with Steve Jobs
proudly boasting his five new flavours, few people would
fall to be impressed by the quality of JAID's work. From
wond to marble and all texdures in between, customers
simply have 10 prowde & briet description of what wacky
finish they want and send in their trusty computer, The
senvice takes up to three weeks to complete and JAID

15 even branching out into the world of PCs.

» For more details visit http.//wwwyjd-net.com/MW

4. Your game s interesting, but there are a few things that need ironing out
We want fo tum it into Tomb Raider.

5. Good news| We loved the demo and we want to work with you!

Good news! We're going to make the next si months a lving mightmare for
your team as each week we come up with @ new and flagrantly unrealistic
list of demands for alterations.

6. The game looks fantastic

it will be ready far Christrmas, won't it? .
7. The game 1s already recenang favourable press.

We've pad ten grand for it to go on the cover of PC Game Pro Plus

8. The game hasn't sold quite as well as we'd hoped

It sunk without troce. We're rumed.

9. The game has been moderately successhul

The game has been o huge hit, but feel free to wotch in abyect horror as

the MD tokes all the credit for your game — which he hadn't even heard of
until befed by his staff 24 hours ago — while you get a mention on page
43 of the nstruction booklet

10. We're looking forward to your next ariginal and exciting game concept.
You've got six months o write the sequel.
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FROM BARBIE TO MORTAL KOMBAT

The bamiers between technology and gender have long
cantused the games industry. And now, concemed

wiith the lack of opportunives for women as well as

the scarcity of appropnate software, Amenican feminists
are taking matters info their own hands.

Some wiiters view the problem as the perceived
masculinity of technology per se. However, the success of
software such as Barbie Fashion Designer and the
Tamagotchi phenomenon cast doubt on this. Others
suggest that the industry has yet to consider how to make
games that would be inferesting to girls. Studies show that
they prefer open-ended garmes based around small-scale
relationships, set in realistic environments, Exreme
ferninists argue that the male-dorminated industry can't
design good female-orientad games, whereas games
companies such as Purple Moon find the biggest prablem
is gefting retailers to stock games. The only thing everyone
agrees on is that companies solving these problems
successfully are going 10 sell a lot of games. Finally
femimism talks a language the industry can understand.

SLAUGHTERMATIC

The victory of style over content is guaranteed to produce
either unreadable or explosive literature, but mrely both,
Enter Steve Aylett. Riding the shirt-tails of Burroughs, with a
touch of A Clockword Orange' and Indne Welsh's inner-city
doggerel, ‘Slaughtermanc’ like its author, Aylett walks tal
and talks fast. ' he were any more English he'd be dead,
reads Aylett's calling card. The same snappy amogance
fuels ‘Slaughtermatic, a high-speed cyberthriller lacking
brain but bamming with rapid-fire dislogue.

Set in Beerlight, a hyper-wildwest ‘where to kill a man i5
less a murder than a mannerism, the plot is simple. Hero
Dante Cubit robs a bank to steal a book. Unfortunately, in
the proeess he creales & doppelganger of himself and, as
predicted by standard scifi physics, the result of the two
meeting would be as explosive as Aylett obviously believes
his writing to be. Cue mayhemn and the introduction of big
guns. Like most cyber-authors these days, Aylett only
writes well about hardware, His characters are merely
aphers, waiting to be gouged by some heavy ordnance ar
a shamp put down. Small wender, then, that "Slaughtermatic’
reads more fike a 2000AD strip reject than a cutting-edge
novel, Still, graft in a Quake engine and it would make a
great firstperson shoot 'em up.
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Gender and Computer famen
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Site: NTK

URL: http://www.nth.net/

Need To Know is @ weekly Intemet publication,
updated every Friday aftemoon, delivenng &
digest of all things in the realm of what would
have once besn quaintly deemed 'orber, plus
more besides, It's a purposefully bleak-looking
affair, dvided into sections such as ‘Hard News'
(developments of the week mauled at the
hands of NTK), Anti News' (guff, essentially, but
sermi-interesting auff, at least) plus a dutch of
complrermentary chunks, most of which offering
links of varying juicness. With a wide netwark
of individuals pointing NTK in the right directions
each week, the content here is unmissable

to the tech-obsessed. lgnore the site's rather
tiresome obsession with Wired and Bill Gates,
and concentrate instead on the revelatory links.
(Oh, and look out for the references to Edge.)
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GOLDIE

Ring of Saturn

(FFRR)

After reaching untold heights with
debut Timeless! Goldie crashed and
bumed with his overblown second
album, Mini-album ‘Ring Of Saturr
thankfully finds the drum'n'bass
ambassador back on track. There's
nothing here to match the mighty
Inner City Life, but a seven-minute
mix of ‘Mother' comes dose.
Elsewhere punchy tracks and even
some heavy melody wark in places,
mast notably on ‘What You Won't
Dao For Love'. A fine retum to form,

DAVID HOLMES

out of Sight OST
(Jersey/MCA)

Recent crime caper 'Out Of Sight!
not anly gave George Clooney the
sort of big-screen success he
deserves, but it's also notewarthy for
providing David Holmes fans with
a slopgap release before the next
tull studio effort. Shon of the
inclusion of some choice tracks
from yesteryear and vocal samples
from the flick itseff, this could be
that eagerly awaited third album.
Which means the latin beats, slow
jazz vibes and gritty rhythms are
about manvellous as you could
hope for, Few musicians do
atmosphere better than Holmes,

VARIOUS

Megasoft Office 98

(F communications)

An upgrade of the wonderful ‘Office
97" edition, this is the second of

F Cammunications’ ambient
compilatiens. The soundtrack to a
day at the office is the unusual
theme. Label regulars Frederic
Galliano and Jun Hulkonnen provide
the maore upbeat moments, with
Aqua Bassine and A Reminiscent
Dirive opening and dosing
proceedings respectively with the
audic equivalent of & massage.
Proof, just in cass it's needed, that
ambient needn’t mean dyl‘..

BOOM BOOM SATELLITES
Out Loud

(R&S)

The 124nch compilation put out
earlier this year in no way preparas
thie listener for this audacious debut.
Opener ‘Missing Note” packs in
more sensory overload than a week
of MT\L It's as if every neon sign
and over-populated high-rise of

the band's Japanese homeland

is somehow pounng out of the
speakers. The beats are big the
hooklines catchy, and the mashing
up of rock, dance, jazz and hip hop
effortless. An astonishing creation.



VIEWPOINT

EXPRESS YOURSELF IN EDGE — WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH, BA1 2BW (email: edge@futurenet.co.uk)

" am writing in reply to John
m Swan (E67) and the setup
of video stores in respect to
graphical content. You point
out how graphically advanced
games are being exposed to the
public rather than the more
playable games which are
appreciated by gamers who can
see through the mass of ‘eye candy’.
Being an employee of a major
games retailer for some time, |
might be able to shed some light
on this issue.

The problem that lohn highlights
is evident to a certain degree and
will unfortunately stay with us. We
receive specific orders from head
office that certain windows must
display a particular game, and that
the product must be more
prominent than others in store. With
this scenario, we can see how
companies can use their money to
advertise and market a game that
can be visually stunning but awful
to play. The best example of recent
times has to be Formula 1 Grand
Prix on the N&4, which is so
mediocre, it's untrue. Its publicity,
however, certainly contrasted to its
playability. Several of our demo
televisions had the game showing,
while our major shop window was
littered with posters telling us how
great the game was. This is without
mentioning the national TV adverts.
So, where does the consumer stand?

Well, like it or not, the main
consumers are the younger
generation. How can a ten-year-old
not fall for polygon-driven graphics
which make the jaw drop and the
eyes sparkle? | can't help but think
that these big companies are laying
on the swish graphics ahead of
gameplay to guarantee profit in an
industry that's becoming extremely
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competitive. Unfortunately,
consumers like John and | are
certainly not being looked upon
as the chief consumer any more,
and this does upset me.

You at Edge mentioned the FIFA
series as a perfect example of the
marketing beast at work. The
products in my opinion are shallow.
Then we have Sensible Soccer of
the '90s, which appeared on

s in the previous 16bit battle,

m Nintendo rather belatedly
brought its heavy guns to bear with
a relative barrage of quality titles
over the festive period, including
Zelda and Turok 2. Having had the
good fortune to receive both titles, it
throws in stark contrast the difference
between the creation of a truly
brilliant title and a merely good one.

| had doubted that Nintendo

‘| can't help but think that these big companies are laying on the
swish graphics ahead of gameplay to guarantee profit.
Consumers like us are certainly not being looked upon as the

chief consumer any more, and this does upset me'

shelves, devoid of any real
marketing. It took the gaming world
by surprise. If the game is good,
surely there's no better marketing

than games magazines like yourself
praising products? FIFA '99 did not
depend on you for good reviews.
Rather, they depended on their
ruthless advertising and marketing.
The future of videogames? | may
not like to admit it, but it may be
the case.
Matt Thomas,
via email

could possibly deliver the promise
of a Mario-beater within the
confines of cartridge technology,
yet the result of three years'

development is evident in the
packing of a truly absorbing 3D
world inside a small rectangular
piece of plastic. Acclaim too has
realised the same goal (albeit with
a more gory slant), yet what truly
divides the companies is that
elusive playability factor that
Nintendo always seems to apply to
the major titles. With Turok 2, who

can claim to enjoy having to
spend four to five hours at a time
retrudging over an overly large level
without the remotest possibility of
a Save point and with the real
certain possibility of having to do it
all again? Although the visceral
experience Turok 2 delivers is well
achieved, the problems that its team
fixed from the first outing have now
been replaced by bigger ones. Have
marketing forces again pushed a
game on to the shelves too quickly,
or is it only the might of Miyamoto
to Just Say No?
Back to level four again...
Mark Hughes,
via email

Let's face it: any game is going
to look flawed by comparison.

he news article in E6G7 was

m quite right — and emulation is
going to be forced into the same
‘back alley’ as so-called warez and
appz sites. But does the ISDA do
anything about the multitude of
these true piracy sites, where my
friends and | can, if we so please,
download the latest PC games?
Just recently people | know have
downloaded Caesar Ill, Quake I,
Carmageddon 2, Unreal, Gangsters,
Thief, FIFA ‘99 and even Half-Life.

The ISDA only seems to take
offence if a game | download is
three or four years old. Because
of this | don’t know whether | will
ever pay for a PC game again
(except Half-Life). The asking price,
considering the low quality of most
new titles, is certainly much higher
than the cost of a local phone call.

The fact that most SNES, NES,
Mega Drive, Neo Geo (etc) games
are either no longer for sale or not
available in this country is the sting
in the tail. Without emulators |



would never have discovered that
Final Fantasy Vi is inferior to W, or
that such an unlikely idea as Chrono
Trigger would work so well. Also,
with prices of as much as £300 for
a Neo Geo CD | doubt | will, as an
unemployed student, be able to
afford arcade-quality games before
the 200 Mega Shock’ becomes just
another games legend.

Tobe Hammans,

via email

A proportion of Edge’s readership is
still purchasing SNES, Mega Drive
and Neo Geo cartridges, in fact. You
don't need emulation to grab a slice
of such recent history.

he articles ‘The Land That

T Time Forgot’ and ‘Physics
Matters’ in E67 raised some
interesting points, Throughout them
it became clear to me that an
arguably more important topic was
being raised. | feel that the topic of
realism versus gameplay mechanics
is the real issue, There has always
been a conflict here to some degree
and it seems to me that the buying
public would always rather tolerate
a backward shift in play mechanics
than in realism. Because of this
technology-led environment we get
a cycle of most-realistic-ever-but-
shallow game followed by a
similarly realistic game, but with the
gameplay put back in.

Of course, there are exceptions
to this rule: Doom, Gran Turismo
and Metal Gear Solid all lead in
both fields simultaneously. The
games market is still very immature
and will remain so until this cycle is
broken by the levelling out of
technological advances. You
mentioned that ‘complex poly-
pushing code has seen the
bedroom coder consigned to distant

history’. Although this is definitely
a bad thing | believe we are
approaching an era of the bedroom
designer instead. Level editors for
firstperson shooters are the first
step towards more refined 3D
gameplay and a more mature
industry. How different the gaming
world would have looked had
Sony’s Net Yaroze come with a fully
editable game engine rather than
the measly C compiler. Currently
Sega is in the best position to do
this via its internal Dreamcast
modem and Dricas Website. If it
could release a high-level visual
editor and some 64DD-style
modelling tools then that might
change everything.

Alex Simon,

via email

The bedroom remains one of the
most fertile environments around.
As you so correctly note, though,
empowerment is the key.

fter reading your article The
Land That Time Forgot' |
started thinking about my personal

had years ago at school. | remember
reading a review of Star Fox and
saying to a friend how | really
wanted it and thought it looked
superb, He looked at the
screenshots and said it looked crap
and that 3D games sucked because
the graphics looked like a bunch

of cardboard boxes being thrown
around. Although 3D has come a
long way, it still cannot replicate the
intricate detail that you can squeeze
into a hand-drawn 2D game. A
good example of this is Street
Fighter: The 3D versions may move
more fluidly, but the 2D games

look far superior.

It seems to be getting to the
point now where almost any 2D
game can look better with polys
than it can with sprites (your
Total Annihilation/Dark Reign
comparison was a very good
example of that) but I still hunt
for the ultimate 2D shoot ‘em up,
as it’s still my favourite genre of
game, and 3D has made no
improvement to it (Einhdnder is
nowhere near as good as Mr Heli),

The ISDA only seems to take offence ira game
download is three or four years old. | don't know whether I'll

ever pay for a PC game again. teasking
price is much higher than the cost of a local phone call’

preferences in the 2D/3D argument.
| also spoke to a young friend who
had recently bought Commandos
for his PC. He was not around to
see the golden age of 2D games
and has been weaned on polygon
games, When | asked him about the
graphics in Commandos he said
that compared to polygons they
were exceptionally crisp and
detailed and looked very realistic.
This reminded me of an argument |

Imagine, with today’s technology,
a twoplayer sideways-scrolling
shoot ‘em up incorporating all the
best elements of Rolling Thunder 2,
Contra IV and Bionic Commandos.
Now that would be something.
One more thing: Smash TV is
the greatest twoplayer game ever.
Let's see it re-released. I'd buy that
for a dollar!
Craig,
via email

Mr Heli better than Einhdnder?
You'll be saying Shinobi's better
than Ninja next...

Is Edge doing its April edition early
with the Dreamcast supplement?
What are you on, Ecstasy? Water
cooling, in a console? | thought |
was reading Car magazine.

What a way to take the urine,
you really fooled me. I admit | fell
for it hook line and SINKer.

Jimy Fyn,

via email
It's all true. You should see Edge’s
games room. Flooded now, it is.

n response to Tony Pyle's
letter about ‘Playstation 1.2" in
E67, | think he might actually be on
to something...
| own one of the first PSXes to
come into Britain, and my brother
noticed that Soul Blade was slightly
different on his mate's PlayStation,
which is one of the newer models.
He claimed the textures were
clearer, and the ‘flames’ caused by
the swords were more vibrant and
gave much more visual impact.
1 told him he was being daft,
but he was adamant that it was
different on his mate's machine.
Just thought I'd let you know.
Tony Bolton,
via email
This is just one letter Edge received
concerning Sony’s clandestine
modifications. Anyway, consider
yourself fortunate, Tony, that you
have one of the onginals that
remains in ship-shape fashion...

ust wanted to say: Sega will
lose, Sony will win, Nintendo
will be around forever.
Dr Andrew Warriner,
via email
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