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ENTER THE FUTURE OF INTERACTIVE ENTE RTAINMENT 

m ou've been grinding al0l18 in a mess of 

.. traffic on the motorway/or 150 miles, the 

conbnual drone 01 the engllle and the passing 

01 white lines bnngmg abool an almost hypnOtiC 
state of mind-numbing tediUm. A Signpost 

acIVlses that a seMce Slat'oo is situated at the 

next eXit YOU Signal, leave the motorway and 

pull into a heaving car park.. And what's the first 

thing you do when you enter the service 
station. after being behll'l(j the wheel for twO 

solid hoUrs? YOu contemplate slttong down 

behllld another wheel for a session of 

Simulated driving In the 'Games Zone' 
AS any commuter will anest, driving can be 

the most sanity-deplet·ng of purSuits. And yet 

It remains the most popular videogame genre 
ever conceiVed. It'S also one of the moSt 

OIIerpopu ated, which means new examples 

must be rather speoal to maKe an impre5S101'l. 
And Gran TUflsmo was certainly that 

A car nut's fan tasy made real, SOny's 
supreme racer needs little introduction. sales 

throughout Europe and Japan have soared Into 

the millions (although Its tracks apparently had 

a few too many corners fOf the American 

martell, leaving few people In any Doubt that a 

sequel was In productlOfl. But eQualy few COUld 

have foreseen Just hoW far producer J(aZUnOfl 

Yamauchi would attempt to push the concept 

This Issue, In a world exclUSive report, 

Edge presents the fllSI ShOts and hard facts 
concernmg Gran runsmo 2 {see p44), a sequel 

which promiseS to conquer a)). The driving 

game stakes are aoout to be raised again, 

putting the PlayStation firmly bact on the map. 
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CMttting EdgEtutt . g~lr Ee 
The latest news from the world of interactive entertainment ~ g 

C J tt ing~~~ge 

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, Oreamcnt leads the wly into the 128bit era 

• 

IT,'f1 Ith Dreamcast already selling oot 

W !!l Japan, and PlayStation 2 

s.peculauoo gathenng pace, the coosole 

industry is facing ~s most sign ificant 

ted1no1oglca l O'\Ierhaul Since the arrival of 

the 32bit era four years ago. The differerK;e 

OOW, however, s that any f1eI\' format 

Wi ll be gOing up aga inst a machine which 

has ach~ massmarkct perletrauoo 

and is Still sellong huge numbers of unitS­

CoflsKlering the biJoyanq SOny's 

PlayStanon has bfougllt to the marl:el. 

could tile impendonggenerabooalleap be 

a step too lar, too soon? 
One ttung tS certain: this is a doffiClllt 

time IQ( the IIldllStry Althougtl PlayStauoo 

softWJre is st~1 shifting many thousands 

of copteS every weeo:. some p.Jblishers 

are beginning to feel \Wary of greffi­

ligtl\ong s'8llificam new profeCIS for the 

platform, If a title goes into development 

now, ~ may no! make it to ma-ke! within 

tm years, bywhich nme Dreamcast Will 

h3ve a global presence lof whatever 

scale), and the PlayStaUOO's sequel Will 

no doubt ~ been Unvel~ In Japan 

(il no! actual~ released there) A 

Stgrlificam number of upper·echelon 

mar\aj5ers in the softWare industry 

believe punters may simp~ dump tIlelr 

current machines the rnomen\ a more 

comprehensively a!tractrve carrot is 

waved in their faces. 

Leading the field 
Furthermore, the best, most innovatrve 

deSIgners and programmers always want 

to be working at the ClIttlng edge 01 

technology. As. Shiny Entertainment's 

Dave Perry !oId Edge, "Developers jUst 

kNe!O worlo: 00 the latest th ing gamers 

are the same - !hey want to cxperiellce 

the IaleS! technology. !hat's the cycle !hat 

continua l ~ OCCllrs and this means there 

is a huge blood rush to be the l irst game 

00 the new mochirle:Which in I\.Im 

means publishers may risk' losing key 

staff over the comong months if they insist 

on sUcking v.;th 32bit developnent. 

At the same time, however, It'Sjust 

aboot impossible!O predict how current 

Ilideogame users are going to react to the 

lorthro'rung 128bit era, Of the:D rruUIOIl 

ptayStatioll owners WQ(IdWide, on~ a 
fractiorl are hardcore garners I'o1lo 

understand obsolescence and actNety 

i0oi; forward!O the next b!g thing. A fair 

numbef 01 owners may ~ belIeVe 

they've bought scmettllng akin to theVHS 

VIdeo recoroer - a standard I'<tlich willIaS! 

fOf a decade. E\Ien If PlayStation 2 is 

backwardly compa!lbIe (WInch 'M>lJ1d be 

the Iogicall'!lCNe IQ( a pn:x.1uct that is 

I1(1N so massmar\::etl, It could take most 

U5ef5 of the CN'Igll1al machine a couple of 

years to make the trallSltion to a bfand 

new platform - by wh>ch time softW<lre 

sales could be In an entirety different 

state to how they stand today, 

Even if gamers do QU~1(Iy accept the 

morta lity of the PtayStation, deveIopefs 

arc still in f01' a testing time in anemptlng 

!O settle on a oew platform to wrIle IQ(, AS 

Pf!ler Molyneux. recenWtold Edge, '~'s 

no easy decision to make. There are tl1ree 

main ophons 00 which to develop games 

IQ( the fU\lJre. Tlle!(l ts Dreamcast, which 

certa inly sooms accessible for 

deveIopmeIlt p.Jrposes but is SlIU a 

relatively I.IIlknown quannIY P)ayStation 2, 

on the other hand, has great potentia l but 

may f'IO\ be released for a wh ile. The final 

option IS the PC. but the market could be 

said to be fIooOO(j JUSt 1lO'W " 
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(ru tin, suitably impressive titles, 5u(h IS Segtl Rtll~ 2, Bio-Htlzord Code: Vero"ictl and Sonic Adventure, fo, the first of the nabit ,eneration, Sell's 
Otum(ast console, 1$ a lensthy busl"us, requi,I", evelopels to make a serious commitment u rty In the m.chl",'s life, Not .11 codeshops Ire up to it 

DeSpIte receflt hyPe, oroamcast 

is by no means an assu re<l O!ltlon. 

The scale 01 the corTVllefCial tleatJI1g 

sega toOk at the h¥dS of sary III the 

32bIt console waI no !lOl.()C ~ bngl'!rS 

in the minds of many pi..bliShers, and 

recem diffICUlties 'MtIl the JapaneSe 

I<uIch tsee E66j 'MI not haYe buoyed 

CI'l)'OI'e'S coofiOence FLntJermore. 

'Mth ~tation 2 in the WIOgS, promsrtg 

at least M tJneS \tie ~ of 

sega's rnad1I1e. eYeO the likes of 5egiI 

Rally 2, 8IO-Hazard 3 an:! scnc AI:M'rn<lft' 

(see p7CJI may not be enougI1 to tempt 

ptnt'fS iHRI'f from waltlllg fOf SOny's 

next oewery. 

~ \tie case. a QlIl'SUOII 

nm IflvarlOOlv haogs<M!r!he quali ty 

to be el!peCted hom the first WiNe of 

128bn g;rnes. AS tile ~ limits 

of CI.Irlent COOSOIe platforms draw 

dose. 00ve40pers are now having to 

~ 011 ~Iing gamepIa'( to gain 

arrentO:1l1llhe marketplace - hence 

games like MefiJI Gear SOlId beca'fwIg 

suct1 a o<g draw. n rr.ay be a good-looltlng 

title, but ItS deve\ooef inCoI'pOfaled 

~comem totr\J1y set n apart 

hom anyttlIng PlayStatJOn owners IIad ....... -
A shaky start 
~, WIth the swrten to new 
platforms, inrlwiItJve game coocepts 

fUll a c1angc r of ftyIng out of !he windoW 

as developers foolbIe 'MtIllJ'lfilll'lllal 

~ and flUI:*S/IOfS rush to 

e.xpIort tile \Iacut.m' I'l key genres -

brlngmg OUt derivalMl games wm:h do 

- .--

little rut up me Vlsual.:me Yoby Gard 01 

confOUll(]mg Fact01' belie\o1)S tillS is a 

pererrual problem -Generally, a new 

console al'l'Ms and tile n:1UStry wantS 

to hit the first WiNe when tnere are fev.er 

lilies, but a new market is emergmg YOu 

can make a lOt 01 m:.JI'leY ~ a f au!y 

pantS game I'l that pellOd 01 tme, That's 

wIft me first WiNe of games are often 

than any faolll"lgS I'llhe rnact"offl's actual 

techlllcal atlIll ues. 

Of COUfse, there are I1'l.1!'r; ad\tantages 

to the forthcorrW'Ig tedlrYJloglcalleap -

apart from the 0DYiClJs IIJ':(N'~ 

In VIsuals and ga-ne SIZe. ~s 

res.poosJbIe for oorting PC games across 

to the PIayStatJon, for example, ate 

fll'lOJJg the task IncreasangIy dlffio.ft as 

"DEVELOPERS JUST WANT TO EXPfRIENCE THE LATEST TECHNOLOGY, AND THIS 
MEANS THERE IS A HUGE BlOOD RUSH TO BE THE ARST GAME ON THE NEW MACHINE" 

a brI: ~ the deYeIOPf'I'lenI bme 

is del berateIV Short-

0aYe Perry atso ~1eYeS that ~ 

often the 'crawl deYeloperS wh:) rush 

to 0I:!Ye40p for a new platform first 

-nus is t:ecause they gr.oe ~ on the old 

machine and beIieW that rt(ffl that 

they're ~ 011 a bigger an:! more 

complex mactwle ~ w l be all 

rtght: he says. "'Ntlat ','OU teoCl to 5ee, 

then, is 8 lOt 0/ criiPP'1 games at launch 

Ihe gulf between the ~ platforms 

widens. The intrOdllction of more 
poweIi~ cooSOle t€Chrdogy WIll remedy 

tIIS an.! sI'1:U:l \f1e!eIoIe free lIP 

~ to ~ more advanCed 

ideas. The ~t bind WIi be broken. 

Bridging the gap 
FIl'lilItt~, there !Sa chance that the 

trlOSlbOn from ttvsgeneration to the next 

won't be the s~~ed, confused, f1dustry-

"OREAMCAST IS STIllA RELATIVELY UNKNOWN QUANTrTY, PlAYSTATION 2 MAY NOT BE 
REL£ASED FOR A WHILE. AND THE PC MARKET COULD BE SAtD TO BE flOODED" 

ITUI(ed in 'Mth the gems that NlIltendo threatening IIlrdlll has alWays been ~ 

an.! sary en5l.lt' eJOist - (And 5ega, the past MOSt latge-scale pt1lIlShefS are 
too. 0/ course, aIthctJgtI it's dear that now powerful eoougtI to place key teams 

\r1i'rw Ffgf1ter 3tb and, more ~ 011 Dre.ncast development, v.tlie ~ 

sonic AdK>nture were both IlIShed tlacI: less exper~ groups to keep 

to market. some of \tie earl'; adopters pus/Wlg out the romo RaIder ¥Id FifA 

r:J sega's mactme haYe expressed a ~ of this wofId to the LUddite 32bIt 

degree 01 ~'M1h SroIc's market AS Perrv putS It -5crn! smart 

foIbkls, yet suct1 glitches arc more a de'\I'e\opelS 'MII r.aog on 10 PSX 1 

~ case 01 hurned coding ana teSIlrIg to eat the low '1U1t 011 the bee -

"GENERAllY,A NEW CONSOLE ARRIVES AND lliE INOUSTRYWANTS TO HrrWHEN lliERE ARE 
FEWER TITlE$. THArS WHYlliE FIRST WAVE OF GAMES ARE OFTEN A 8fT SUBSTANDARD" 

£DG£' 07 .. 
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MILIA '99: MORE GAMES THAN EVER 
Holiday tIme approaches as GafVleS gears up for an interactive incursion 

(J I'e ~ "O..6rry and hI;M 

• II'lI5t IOiIX ID it ~ ~ 

mnet pIICe ~ ID be it ~ !'leme 

/or the b ~. NI IiI st1CMi, tiIkIlj: 

plaCe ~ Fetruaty9 0IfWl1 2 ill tile 

PaIIiIIs des Festr\Iats 11'1 can-es. 

Talent spotting 
Edge has recer.oea a fuI, lISt of 

COI'lferencc eo.oentS and foIuns and ~ 

reveals pertIaps !he ITOSI. game­

II'Itef\SNe Ione~ 11'1 tile M!I'II's hrstory 

~ this COIl'f1'IIlIl'IIS NI -'iI 

Games '99 - a sectxJn of the mar! 

shoW aedIGated 10 gettlIl8 deYeIopefs. 

t:toclUcefs. PIA)II$tlerS and dISmbutors 

together 10 I'l!gOtIiIte 0I!i!is, '~ 

key 1I'IteJf\a!0'IaI partnef$flIPS' and 

general~ 5COI.It aro.n:I for new talem 

In tardem WIt!'I tI'IIS. tile M!I'II also 

features tile New Talent Pavlhoo, a 

~ of ~eracwe media PfOjeCtS 

~ ~ 27 CITIaIeIn. profes:sooaIs 

and stuCIer'Its wro OM)I'I NlliiI's irtII.JaI 

""""""'" .... """'" 
The roil call of ~ anroclees 

may wen make trIe organasers of ECTS a 

Irttle nervoos. sony C«nputer 

EmeftauvT1E!m Europe will be showing 

Off the POctetStilll()(l for the flfs! tame III 

EI.roPE!. and EIOOS.I.A:lISoft. rlf~ 

Pidured hlle et lest Juri Mili' event (from left), Peler MolyneuK. Sid 
Meler, Bruee Shel1~ end lon RomefO should be emonllhe '" ettendees 

and Take 2 are arrong the O(her big 

IJI.II'IS ().Je to VISIt the event_ ~ 

swarvung atlOut. talurl!! in the chIC south 

coast 8tmospl'lele, will be gaming 

Il.IrT1lnarieS ~ ~I ('Mlo WJI 

preside tNeI' the Game Grand Jury for 

the MIlIiI dOor awa-t\s}, ems RoOerts of 

DIgItal ArMI, Jel san and the tIbIqI.ntous 

Perer Motyneux, mosI of Whom IMI be 

~ as guest speakers. 

H IS perhaos the e-.'t'I'II'S rostef of 

forums ¥Id talks which PfO'o'(ieS the 

most II'Iterest. With 'DIWI'Slficaoon' 

cellalll~ he! on the agenda ItlIS year 

00 the MoncI8y Doug La.wrIStein of 

AmerIca's b1teractM! Digna! SoftWaI'e 

Talk show hosts 
There are Slrgndy more digestible 

eventS, t'oOwCYer. on the Tuesday 

HISaKaSU H 'lI!)ayaShl, a games aMtysl 

81 the InteractM:! Institute in Japan , 1$ 

to gIVE! a Wlk 00 the hlStOl)' of 

~ and Peer M:)Iynei.Jx .....,1 

bed'laM&on~ afternoon 

8bOut /lOw 10 stay creatiVe In the 

cut·ttvoat. 'dOg-eat-dog' V'deoga'ne 

m.rsuy FaMtt Tll.Jrsdayevelllng 

ncIudes a ~ for bngtIl new 
nduSlry talenl 11'1 v.1lich lIP and COITlI08 

de\IeIopers talk abolJl the difficu~ieS 

of gelling started ill the rneractNe 

ef1terta1nment'Mll'kl. 

MILIA TO HAVE A VERY COGENT PURPOSE: TO GET THE 
CREATIVE PEOPLE TOGETHER WITH PROFESSIONALS 

TV, FILM, INTERNET AND ANIMATION INDUSTRIES 

N.1iImS. men::t\andISIf1 

""'~ ."""'~ .,""',"'" .. 
~sees '(I panel of 

professlonals'lOOtdng into the mmefield 

that 1$ the filnVgame tJe·iII - what's 

gone wrong in the past arod how can 

such enCIe<l\lCMJfS succeed in the futu re? 

• 

i __ 

UI"lIke ECTS, then, M.JIiI seems 

to hM! a verycogem purpose. to get 

the 'IkIeogame llldustry's CfeJtMl 

people together with professionals 

from the TV, fi lm, Internet and arumatlOIl 

InOuSIrIes (MIIIiI IS II1leoded as a true 

ITlIAtlmedIil event) so they can all talk 

atlOI.rf making I1"IX"Iey together Edge 

~ hoPeSallthIs tall:of ~ 

tletween pTI(! and film dOeSn"t tilr(MI 

coen the tlOneRlOus prosped of Mgt!r 

Trap, me New Ntgfltmare 01 Wrng 

~VF/oggIngAoear1 J""2 
HOrSe, replete with actioofigures.. L...=:J 

KEY MILIA EVENTS 

--' a.,= .. , ........ --.ct 

'_"'_AIIISIOIY(II~· 
........... ~2D~ 

aI-,-<I'I~""''' 
~,. """'_ ...... out .. 
_eo,; ctII_~"" 
_1 ocne sonot r_ 

~0011111-5 ...... 'Pifecy P'I.ClIisI'IInI 

FCI't lid< 10 fIe<:apWr~ l OR ~r 

_10 Sl<iIl people "'r1l~"i CO-FIOMS, 

en:! t!le'f'IoIe bmg down tile puce 

0I501tw..-.:o~. 

__ m 

, ! OOpm-'I.JO 'CrutMty_CIDuI ,. 

_ 'MIruII M' from !he er­
wrc 01 UII Ganes 1tIClISUy. _ 

IMIOf\'IIII.IlI tIIb IIbout how 10 <na\lI 
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Dr*W ~ III wtlICtI inteme1: prnII 
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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? 

'i' n becemoer 19. 1998, segaof 
.:.I ellfope ITIiIr\agII1g 11 <eclor Mike 

Shel10ck Jssucd a ie11er 10 varlO\JS UK 

rnport!lf5.1t Stales tI"Iat. "We are I'lOW 

writing to cawon .,00 apnsI the 

Impooation arxtIor offering for sale 01 

DreamCaSt If 'IOU afe 0SleIllIy II'lYOM!d 

in SIXh nvrues. sega ..... ~ enforce ItS 

rights agalflSl \tie l1iegai sale and 

1IT"IPOItBtJ;)n (j ItS prOOuc:ts t7i coun 
proceedings Md 5eIlUfl! acoons: 

Edge was SUIlseQlJel">W contaCted 

t7i severailTlpOlterS. all of I'b::m v.ere 

pullIed by 5eg1(sl"leaVt-nar'Kied 

a\tltI..de tOWa!OS Cl reia~ small j)OIllOl1 

01 the OYeraR console business - and 

Yo()fried abOut \tie ~ !Of IXlI:n 

tOeiJ~andthe mportma f~et 

as Cl whole "We feel very strOngly that If 

sega can go through .,."th ttus then 11'11 

me<W1 \tie end (j importS: said one. 

No guarantee 

lot of 'M)fl(." OIsagreeing that bu',"ers 01 

mport madWIes gener~ uncIefstand 

\tie romple~1 1es of Cl'M"I ingan NTSC 

console, he mallltaU1ed. "The const.mer 

ooesn', !hJnIc that vr.JV. If tne consumer 
has a problem they come to us.. 

Hardcore minority 
on me QOeStIOO of early adoPters and 

me role !hey play 11 spreao:1Ing the 

reputauon of a reN console. Sherb:k"s 

atlltuOe is SOI11CWhat a, 00ds With 

accepted mlOOng 00 the matter. st.a\lOg 

that. 1fs ncx tile _ that we hokI" 

traditiooa~, the C01~ mar'>:.el has 

beoo led by' Cl mnorny of haracore 

garners who Mw taren \tie pkJnge and 

ifrI.oesled in NTSC ¥e1"sionS of nev.r 
ha«Iware - often at COOSIdefaI*! 

eJIOOOse. TO measure the current extent 

of the market, Edge comaC!(!(I some of 

tile larger IIT(lOI't firms andlOU'ld the 

EurOPe ~ respC)(lSjble for the successful 

Iaunctl 01 Orearncast n Europe, and 

speoficalty few- me wothln the UK. the 

best w~ to acI1le\1e tI1!S IS to have the 

best prtXiJCt. v.tlIdlll'lCkJdes hawlg all 

THE OVERALL NUMBER OF DREAMCAST UNITS IN When asked t7i Edge to elq)Ialfl sega's 

reasons for lSSUII1g ttus walTWl& 

ShefIock daI/TIed a fII.IfIIbef of 

~ factors. He 8SSefted that, 

"There IS no guarantee that It'a work on 

Cl rTIlIIU~rd TV. and we did gel some 
calls on OIJ" COflSlXTle( In! from 

consmoers I'otIo wned ~ 

translaoons to Japanese rT\aflW1s. who 

warned to kncIw" When software was 
comng - so IfIlIDrM8 generates QlI<te Cl 

THE UK IS BETWEEN ONE AND lWO THOUSAND. UK 
PLAYSTATION SALES WERE AROUND 500,000 IN DECEMBER 

C7o'eraII ruTtIer 01 O!t!arrcast I,RIS n 

the lJI( to be betWeen one and \WO 

thOuSand. UK PlayStaton saleS were 

ClfOlJI(l SIXl.OCKl rl Detefrtler 

SUrmling up the central mefest!f1 

I55IKIg sega's warTlng. SheOOck salO 

that. "OUr mall1 motJ\IatlOIllS !hat sega 

the SOft-Nare avadatIIe for Eurooe. the 

correct marl:e-\lng. and the consumer 

~ the produCt in a way that they 

can I.I1CIerstand tt anti use rt: 
Aft.I Q~IOO of sega's warnrng 

¥isIng as a result 01 the recent rul~ 1/1 

fCMJUf of Sdhouette ~ n the 

With jusl OHI _ thouHnd DrulnUlsb in Ih' UI(, why is Se, . coming down so hlld on importers? And if it didn't 
wlnl the nIl, .dopters 10 hnker eftt. hs duil.blt device, tht" perh.ps h shollldn'l hne told them .bout it,. 

• 

furope¥I court. wherein cheaply 

exported SlXlgIasses were being 

imoorted bacI:. iI1to Europe and sold 

Cl! a dlscooot and IhlIs deemed 10 be 

demeannsthevalueoltheprOOUCt, 

were d<srnls.sed by' Shef1oc:X "NO. 

'NeW deaded we're gorng to do this 

as sega we're not mal(lng a decisloo 

based on arryttung else at this ~nl " 
HOWeVer. IoIoY.ing the COlrt"S oeosKlI1. 

several c.ompames hi!Ye Degun 

proceedmgs to halt Japanese wr5lOl1S 

of IheIf wares reachng E~ ., 

IOCfLldl ng HOncIa moto"cydes. 

'MiateYef else. the Import mark.et 

remalflS Cl smaoI tracuon of the 

overal1 UK w>eogames scene. "~·s 
I'M) different markets.. poI1ted oot 

aoothef WT\lOfIer "The mpon iM'S 

are r"IE!Wf gong 10 bVy PAl machtne5 
8ifOr(Wa'I NO hardcofe Import ~ is 

ever gong to nog sega lJI( and 

saymey-ve got a PfoOlem." 



NEWS 

APPLE COMES OUTTO PLAY 
The new G3 is set to take Mac gaming into the next millennium 

rT.'I Y II'IInsfl gamng's protracted 

LW O'!I'(XI as the txlOf reJaIW to \he 

PC m<It tle CCIITq to an en:.I- allElt 

sew!faI ~ too Iate_ AI. .lallJalY's 

MXwOrId E!!DO 11 san Fr~ 
ApplEfS I1tenm cro StM JObs 

announced a new generalW of \he 

successfuj G3 MacIntosh Iwle to take \he 

Drancllnto the ne~t century, and to carry 

fOlWard AlJp4e's fresh commitment to 

the Mac gaming platform_ JUSt oorn 

mentlOrl d'Ie SprOckets prCfOCt (E39l_ 

AIttII)Jgt1 the new doO:: speeI.1s of 

350 M(l4S(NHz are ~1I3It steps 

fOrw<wG land the lMac-a/Jte t:aSI'lg IS 

Appl. is snklnl to 
r~lal n th. (Ompu1inl 
hilh-I round with Its 
allfl(tiv~ n~w Cl 

... 10 £DO~' 

certalflly ~chJ~, the real advance 

of W1tere51 to the games ~ IS that 

Apple tlaS chosefIl0 InckJC1e All's new 
Rage 128 graprIIC$ ctHpset as stan:Ianl 

G force 
carryong a hefty 16Mbof.-ideo meroory, 

the Rage 128 1$ cacabIe of i~ 

20 311(130 petformar.ce - the former 

witl1 resctJOOf1S UP 10 1,92Ox1,2O'.l in 

32I>It COlour That colour depth IS alSO 

aval~ for 30 graphiCs, grving 00th the 

Rage 128 and the new G3 a ~ 

aovamage o.oer PCS eQVqled WIth 

DIx's '-OOCIoo ctuPSet-Ib.NeYer, Apple'S 

• 

o· 

prood oemonstralW of a 45(MHl G3 

MaC achoevI'l! a 20 per cent higtleI 

frarnerate tl'an a PI 4SCWil \oOOdoo 2 

PC seems a little poItl!less III the face 
01 Df:I(s n-mnent \ttloI1:lo 3 and 

F'(MoerVR's new 2SO (see un But lObs, 

ever the shoYmIan. had further 

8nt1Ct1f1Cemef1ts to surplise attendees. 
"I'm here bocause Apple has fmalty 

go! itS !let together regardlflg 30 

graphics: were John tarmack's'M)fos 

as he prepared to oemonstrale the MaC 

~ of Id's Qu.lke .: Alena (See p38J 

AS pM 01 Apple's renewed COIl'ITIIttl'Ie 

to the MaC as a giITling pIa!form 1111$ 

runrlItI8 Sitl'U:taneous devek)pmeot of 

,ts surefire hit coonack also daimed 

that only a scarcelY belieYa~ IS;;; of 

Ma<:.speclflC code was requ ired 10 port 

the game from the PC 

The announcement of a MacIntOSh 

~ 01 SIlICOn GraphK:S 0perQ. 

graplllCS API (extetlSlYl:ti SI.>PPOfted on 
the PC) adds furthef rnorne:t\U11 to 

Apple'$. tlaI'lCw3gOn - the only tkJJO on 

the tonzon ~ the dark meroory of 

ptEMOuS 'COIT'ITlltments' 10 gatrung_ 

~ an extenslYe list of PC 

MS en roore 10 the G3 was annouoced, 

Inctu(lIng ramI! RiJW NI, Sin, 

&mJezone, HereliC M and Fc/rotl4 

~, ~'S Clear that more g<lITIeS 

need to follow the example 01 QtJ.:Ite • 

in! De concurrently released on PC and 

MaC oefore AD!lIe's IT\iJdWle can De 

taken SE!f'OUSti;,s a giWflIflg platform 

Apple bites Sony 
MaCwOr.\1s final and most surpri~ng -

SCI"-'O fired Off into the realm of 

iMac is now 
availlble in fin 

fruity flavours 

mamstream gaming came from 

COmecbX. previolIs/y known for its 

\o"\'Tu;J/ PC enl.IIaoon padage for the 

MaC. Tagged WruaI Game Statal, 

Ctffiectl)(s latest apphcaoon 1$ nothing 

less than a IIAt)- fIJ:1ru::K\aI - and 

seerl1Iflg!y entlre/y 1egaI- P\a1>tatiClfl 

emlAator for the Mac. 

At time of press SOny's official 

response was '00 comment', !)ut 

that's urtlIkely 10 be !he case for lOng, 

It 'M)UId seem, !hen,that Edge's 

recent plea for SOny 10 address the 

ISSUe 01 PlayStauon emJ\atIof1 (E66I has 

oeen CW1SWefed, VIa the perlecttv law­

arxf~ rwte of ~ ettgIneenng. 

Ar'(l further fatTllflg the I\a'nes is the 

fl.IIl1OOt that COnnectiX is COIlSIdef1ng 

a PC jXlft of Its cootrCMarsial 

package. The ball is most 

(leflllJtely ., SOny's court. 

Id's Quake Ill: Arena is now on 
eours. for I simultaneous MIC 
Ind PC release thanks 10 Ih ~ Cl 

• 



GAME ON FOR UK CONSUMER SHOW 
Witl1 the mark.et bigger than ever, a public videogame exhibition is planned for the autumn 

r:r.I il~ Freeman, the arnpany 

LU.I re5l)Or1gjOle fOf organosmg the 

European comouter Trade S/'I()IN (EelS), 

~ pIarV.-.g a SISter ~ to take pjaCe 

at the end of the year. tIut aimed 

SQUarely at the general public. Staged at 

a l.c:lrV.b1 bc:aIlOl1, the ~ IS roped to 

fill the gilp once 0CC1Iped t'I exIl<OrtDlS 

SUCh as the defunct Futllfe 

'"""""""" "'" ~toa ~forMlIIer 

Freeman, the Idea for the new event 

was born /oII:1oWW EelS '98 "several 

peope IeII that they wWdllke to get 

theof prodtxts If1 front 01 the consorncr. 

in a dedlCatt'O eYCnt.' he eKPlallled. 'We 

nave spoi:€f1 10 ttlcm about wnat kirJd of 

Iomlat they 'oYOI.*I1II:e It 10 take. aoo art! 

aJrreI'ItIv pUttIng a prOl)C61ll together.' 

GM'!'f1 the current tluoy.lnc:y of the 

European and UK games markets. ~ 

cruId v.eu be t.me for such an ~ 
to rcwm. Mrller Freeman's SPOkesman 

5.11(\ that severa l games companies 

t\(M! Ilee!1 ' ver-,: very IX}SotlYEf ab:;Iut 

a p!tlIK: verSIOI'I 01 EelS. Those If1 need 

of further If'IfonnaUon should contact 

Mdlef Freemarlon 0181 987 7727. 

Edge WlI featt.we updates on 

the story as they tIappen. 

'm Miller Freeman 

It loolu as though "me.s win 
soon be encouraged to indulJ! 
their obunion in public 'I"" 

PSYGNOSIS GOING BACK TO LIVERPOOL 
Last year it was Manchester, now the axe falls on san Francisco 

r:I ~ the 'os5 01 ItS Min:hesler office (E65). ~ has shrfted the focus of COSI-ammg 

.... to ItS us tlMsIon . F~ to go was the san Fraoosco o/fK:e. 'MIIch was lotailyshut ocwn 
fi.Jl'ther losses lYl'fe experler1ced at tile ncart1,t Fos:er City offICeS l'kIere control of US operallons was 
repatroted 10 f'soMnSIS' v.o1dwIde headQUarters in LNerpooI. ArCu1d 20 StaH \WI105e tneir jObs in 

san ffanosco wth ancxtIer 341os1 from fostef CIty (Ne( the next 'OJr I'l'IOrlIfls. Gary JetlnSOn, M:I cl. 

PsIWOS'S WOfktwIde, emphaSjsed that Oe<IcJopment of product in NOrttl Arnenca remained a key 

oomponent cl.1he c:ornp,n{s DIans. AA amooocemem about ns new VS dlSlnbu!or is exooaro soon. 
The closures ~ nol ~ to affect any Wfent pro,eas. HC1MM!f, me consohclaoon cl. 

Its \WSI coast operations robs PsygoosiS of any deW\opr'nent capacity k1 the US 

N64 UPGRADES AND SUCCESSORS 
With Dreamcast out and PlayStati0l12 rumoured, where does that leave Nintendo? 

Followins: Ihis screenshol's surprise New Year 
appearance on Ninlendo of Ameri(.'s Websile 
(-.nintendo.com), Rare has ( onfirmed Ihll 
Donkey Kong 54 is well into development. A release 
d.te h.s yel to be (onfirmed, but i'l upemd 10 I.nd 
somewhere in the fourth quarter. Typiully, Rare is 
pl.yins: its u rds close 10 its (hest and 1'1 rei 10 imp.rt 
Iny solid information about the gamepllY delails 

m IrlIerdocl. AmerICa ~ Nhnoru~ Ilas 

rocemJv Iw1teO at the d,recoons the corTWlV IS 

COrlSIOefIng for ns SUCCllSSOf to troe 1064. ExpIaomng that its R&D 

teams wcre Qlrrentrt COIlSIdenr'I8 all typeS of stOrage med~ 

he revealed that NontenlO was 5efIOlISIV evatua~ \\tIetner 10 

COI1t1r'1U1! WIth I;(Irtndge-oosoo ccnsoIe5 or S'NItch to osc-based 

syslems SllCI1 as DVD Aral:awa·san also stated that he did not 

e>weCt the system 10 be ready 1..11tr12OXl or 2001 at troe eaIIoesl 

k'I other r:IeYeIOPrTIent NCL treSIdent I-Iroshl v..nallth 

al1flOUl1Ced that Nlntenoo is on troe verge of rele1lSlng new 

or*Ie capaoty for troe N64 The add-()n ~ features (11 

flternaI modem for games ;nj1ntemel access. The modem IS 

not related to the 0I1-0ff 6400, altl10ugh potemoai for netM:rt. 

capaoty is induded 10 ns spec sneet. COmectMty is 00 

moort.ant part in Y<mauchi-san's IIISIOIl of troe future of ganq 

and 11 seems certain to play (11 fT()Ortant role n 

Nintenoo·s suategtC thinking over troe roext few years. 

--~------

NEWS 

CUTTING EDGE 

--......... 
for ""*' (fN)WlllMMo.n.. /Ic:rJIl 
... 11_ ....... _ ......... 

.. \.11;_,... ...... _ ..... 
OWolfC1llm ......... . 
... tMllllar(50~2S_ .. 

!oIIcN\' IMf tile neon few ~ 

EJIpOIWa on to "*JO __ 

UK~~_a 

mocIocum Col ...-b!oon are JnIW"'3 tor 
the loI<yo GIIrne SIIOW In MardI. TO I>eto 
_1ICIrC.1he~to ..... • 1nl 

oIIheOll.~._ 

~~. "tW1t ""'" 10 De~ 
(pd(. tIlOo.Iitl - 1he ~ne for 

~ IS JOrWIV 29 GorRao:t" 

phII01I\ICteI_1I .... f;OIII 

aIood$IIof killed off 

Will! 1he a.nem """'" for ~ 1he 

....... was tW'l. buI " 1OCuSq: (WI 

i1S 1999 r-. AtdIom oeo;odod ID 

pUll"" ~ 00 _It will De 
cone.ntratong on _ U!In 111$_ 

~ ....... -
_ TV iCfeefl$ 1-.10 luml !he 

POtentoltol ~'Ier~ 
_. Sep Ms reINseo:I1he \IGA 

booc ....... l1'Ie ... _...., 

ID UIJIt5e I!!eI" hHa YGA~ 

PC monIton, am Edp wilt te>1 rt -... 
AfIOnIuI·I !koI 1IipI CM 

WiII1 Sep tIght·1iWed IMf lied OI¥, ~ 
was left to Ngor..,rs .11. S.n to spoil 

!he ~"b<t ·5_ 1n . tor*" was 
I'otS a:n:ise desaipbOn for Ihos 1uUis1ic 

sIIootIni .., game. ExoecI rt to IalndI 
otona:sIde Oreamca$1 1n the ule 

£DO€' l l 
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PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESH EST FACES 

When once is not enough 
Sequel savvy 

Ir;1I t f,rst glal'lCe It might seem odd that Edge, 
1&1 a rn(Ig<Ulne occaSIonally IIf!hement in its 
(~lOMIOI'I to l!fId~u sequels. ShOuld grve SUCh 
prOfmnaoce 10 l'OIyPIlOny's Gran TUfJ$fflO 2 and 
lO's Qual:9 Ill. Arena. as is the case th iS Issue. 
HOWeVef. lOt these games it's 1llOf(! than desjrable 
to see v.tIat 'NI I be acfIlf?YI!d by a follow-up' such 
is the pedigree of the Of lg,nal title and developer 
There's a certalO fasclnatloo 'n Wltnessong how 
a fine piece 01 work IS ellP<lnded by Its creator -
the mind tlOggIes at the prosPeCt of where 
Mlyamow WIll lea(! Marro next, for example 

It's O/:JV>OUs that some games either (lOIn 
need or CIon'! deserve a sequel Tomb RiJKJer " 
and I11 may hJVC clone wonders lor Eiclos and 
COre's bottom lines, OUt did little to build 011 the 
achievements of me OIlglnai concept. ul'lOOublOOty 
playab~ though they Viere, The vtdeogame 

Industry may be - Just about geltlng owr its 
HOllywood fixatlOl1. but II SlllI mirrors the ITIOVIe 

indllSlry In Other wiY'{S. Just ~ With films, too many 
good games have the" rep!J!allons sooiled by lazy 
seQuels mat could be so much fllOfe 

The hne IS a fine one. If a follow-up steps too 
SWIftly on the heels of Its predecessor, thef1It'S 
Clear Ulat the puDIiS/le' IS iuSt caslllng In (Of these, 

s.ports series s.udl as EA'S nFA are otMously the 
worSt Offenders) liOWl:'vt!r, gi~ tile ~Iopment 
leam an exu.'ncIe<I peflod to enhance and revamp 
their tllle and you nsk belOg overtaken !ly newer, 
fiashlcr prodUCtS- Notably, Dad games are never 
given the chance 10 Improve - only the Dig sellers 
are QUICkly hauled tlack ,nto the shops to 
generale more caSh sadly, the Impon.lm tiling 
to remember Is that the only reason puDl iSOers 
can sel l lllOfe of the same is because punlers 
are wdhrg to buy It 

WTlatever the game IS, from Gran Tlmsmo to 
romtl RllIder, If It'S been pUrChased and en)Oye(l 
!ly enough people, lhen a 5eQuells prelty much 
ine'V1table But can you have too much of a gOOO 
thing? COre's series proves that perhaps you 
can. It'S a shame tIlat n takes a Iltle twice to stllke 
!he massmarket Oefore notice IS laken, by whICh 
l ime the hafdcore gamers have moved on, 

Thaoklully there are Just enough MlYamotos, 
YilrTl3UCh,s, C8rmacks and MOiyneUXS to male 
sure Ihat at teaSt some of tne seQvels are 
wonh buying And tllat's because they've 
earned the respect of press and pjayefS the 
world over, leaving the money men ,tile OptlOO 
but to Ilecd the creatives' Wlr.hCS-

The p,evillenee of sequel$ i$ iI contentious iuue, beClluM even the most ilppilrently opportunistic 
of them, such IS Tomb Raider //land the FIFA titles, Ire solidly plilYilble. Quake 1/1 is next to ilrrive 

Fo'lat" "'2 rt'MAtI\lie pIIyIOIe 

"* ICtetS IJlIl PI!I"IIOS 
1!le r..a_)el1O 
&race I«l:S 6AflrI txa. 
~'s ne.tr-comp+ete . iIen ---

• 

~ SUI"", r.a.oPy baI>s 81 
. ~Duttflo!;wIII 

anIy stretO'l !VS \aII!rIIS 
funI'Ief tIl.1n II'IV btIe 
IQ ilale. A r:<Menuar 

~--

-

£d,. IllS seen 11. 1a<1<.f<l 
to IfII! team betWl(I ~ and 
pIIyfd ~....,..,..IO _ 
1hII1IVS __ "SOI'IIy 

OOI! ra<: r>g gamI! worth 
""""f"C II'lf SU!><e<ne 

PrCMr!g)U51 hfWj c:Iost' 
trlerela!ll)1$/1o(llle!W(!o(!!1 
are.rnc.t and NaomIIS. 

CiIcx:om) ~ bell 
·em",,~arme 

t)eIo"e Ihe ('tl(I OI~. 

PRE SC EEN 

Index 
"'escreen ... lplllS 

p.,,,' 
shenmue 

power Stone 

page 24 

~lIght ShOOting 

p,"", 

Kingpin 

"'''' " Wild Metill count/)' 

"'''' " Frame Grlde 

page 32 

Mlken X 

page JJ 

Gf World four 

"'''' ,. 
... era Dancing 

-~ 
Quake tit : Arena 

,."". 
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PRE SCRE N 

14 £DQ~ 

PRESCREEN ALPHAS 
WITH RARE'S lATEST OPUS AlMOST READY, N64 OWNERS ARE SET FOR A REWARDING YEAR 

JET FORCE GEMINI 

• 

.' 

FORMAT: NINTlNDO 54 OEVElOP(R: tAU 

The laIe$ll)a1d1 oIlFG mages 10 come out of 'lWVa"oss' laYOUI lte N64 cod ing and 

puQIrSfWIg outfit ~, ,I ~ more ontt>guing tI1an ItIe firS\. Whereas in most 

cases a game'S dlrec1001'1 C3f1 j""tt>n reason} tJ!! worted oot by examining its 

screensnots. on present lorm Rare's 30 SPOCe,age biaS! 'em up 5e<lffiS 10 leave an 

awf<lllOt 01 gamcpl.ay issues ope!1 for diSCUSSiOn Edge awaots its release Intently 

I 



PRE 5CREEN 

CAR MAC E D D O"-'-N'-'2"-_ __________ ---""O.,,~"'''_'''.'''''''''T£NDO '4 DEVElOPER: S(l 

MARIO GOLF 

HavIng alrea<:ty scuf!(!d I'D the tieStreo:l-fQf amount of I)IJtIIoCIty uPOO rtS release on the PC late last ~!II', tile seqlJe! 

to SO's DIOOd·swattJed OIlVlng game IS OCNI careenng t0W3~ the N64 and PlayStatiOo And '" some re5jleCtS n's 

more 5lIte<l1O • corISOIe ClMrormer'll. .,..,th 115 h.n:\iImefltaII warped premse and unorthodox ~ to p/lVsIcs. 

QInIe apart Iran the pme's CXII'ltfCJYefSI contl"ll, It'OS CCII'NenICII1IOOks tedncalIy ~ on DOCil J2 ano 64b1t_ 

FORM"T : NINUNDO 64 DEVElOPER: (AMUOT 

~e the ~ ex1enor, NIntenOO nas introruced C<ImeIol. creator of HOt Shot Golf tor the PlaySta!JOI\ 10 erlSln' /YI5lIC mocJeIng tor the 

ttalian plLJm::Ie(s latest I!XCIJrsKlO 11110 the wOOd of dmerS ana puners. Si.>: courses are 8V3L1a1:l1e, gMng IiIPIItleSe 8ilfl'Oer.; l!l1l101es CNeI' ..tldl to 

Uldulge thew twO favounte OOsc!;S!Olls. IMIiII characters IrlCluOe lU'8' arK! PrirICf'$S Peach, WIth others beCOm ing unwed as the game prOgre.;ses. 

• £DG£ 15 ... 

' ." 

, 



PRESCREEN 

PSYCHIC FORCE 2012 
Yi" fYl$ ri ~ Fuo./C'-'I tne P\aVSlaOOn ana n arc.aoes. 

t'I- ..-otJOUS J6O-Oee'ee ~ DreamcaSt game 
tleQlrrelDDil'ert 31 the To<yo Game ShOw WI\h ten cnar~ e.ght 

ri"llhCtl n ~, ItS IITIpact seems ~kefy 10 (lcpeOO on !he balance 
a'Id $DMl ~ tletw\.'(!f1 !he camera·work and tile gilfT'lE1)llrl' 

.. 16 £00£" 

HYDRO THUNDER 
t.tdW3y 15 believed to haYe a runber ri Dr~ btles n !he worKS 
(tIl(i.II:1rlg ~ I'CfSIOIl r:I M::rrf3I K£mOatI, Du! trrs 15 one r:I tile ~rst tCl 

slM'foce. A COOYefSiOn lrom tile new COIrHlO r:I tile same name, H)'tlro 

T/Iunder 15 - yoo guessed ,t - a PQWer1)Oat raongpne, tt's l>"II'ke~ to mal;e 

the cOllsokl'S weste<n l8und1, Du! should appear some !line '" ear~ xm 

• 

-' 

fORMAT : DIt[AMCAST DEVELDPU , .-. " 0 

FORMAT DUAMCASl DEVELOPER: MI DWAY 

• 



DIGITAL MISSION 

CYBERNETIC EMPIRE 
ft's been a ~ tmI' 5I'lCe WOlf Team 
(lr(Wced games for the Mesa 0rnIe. tluI 

00II tt's back ..... m C)1lemeoc ElTf'Me. a 
XI Il'IIrOpe<son acllon &cl\Ientllfe IJ'ldt 

cynics might suggest resembles a ~ 
llIgt\-jl<otilepne from KOnan'I. valOUS 

~ aM cootrOIer mcwatJoI15 on 
pror!IISIld...a cons«penuy I.lCJm D.IaII 

SIlOct analOgue SIJCkS 'MlI be used loo' 

rTlOVi!lg and looking 810000. AA intrtg\lll'l£ 

e<lef&Y 001 wit also eocourage you to ~ 

FORMAT ' PU,YSTATlO N OEVEtOPU: . ... ND ... t 

Wltl1l¥~ games soon to be one of !he IlQ( new gerves in Japan. El300aI isattemot 111 

SOlr~!I"" more aena' v..1h DIgrtBI MISSion_ thllll::ACe ~ 3 meetS ~ MOfptlrl' 

PrJWe( ~_ MiJCIl 01 !he ~ wort MS Iow5ecI on rer""'18 the neavy runber 

~ needed 10 fully' mp1e!!'18n11he dyn;!mC camera a-oa rrnssE 1cQ:~ $YStemS. 

FORMI\T: PlAVSt ATlON DEVELOPER. WOLF TEAM (TEUNET JAPAN) 

• 

PRE SCREEN 

Eute<:hrly); ma'f have $"0 off course 

'Mm Ma>' POwer ~ (see p82), 

tluIlhe NeWcaS(ltHJased tIeYeIoper 

1$ IlI\!le< ser <JUS /JtIOut ItS rut 

P\ayStatlon protett !IIIIl trom tnese 

screenshots, ~ has reMOrllO be 

Based on the yearly gruell ing event 
111 France, !he ga.me 1)f0tl'llSe$ to 
InC*JOe all 01 the GT1 ao:1O 012 

SilOItSYlrs. while ycJ/a t'IIPeCI an 
C(ltIOn to race the full 2. P'ICu 

marathon Edge ..... ~ have more 

Inlo and a full prev>cw Ill'Xt issue. 

, 



PRE SCREEN 

SHOG UN TOTAL WAR fORMAT : PC DIVElOPER, CREAlIIIl ASUMBLII 

k; ~ ~ lIS Ploteered 101.1[(;:11 releaSe. there ,s $tJI1,ttIe OUt there 1Nl. SfICUd foghten realtm!.' W31tg'f btle 

SOOgun 1IJtaI war onto ~ng back ro !he deYeIopmenl studio. n's a hogt1Iy amtJIoous ~tJe Ihat pOCes you ,n l1li*1, 
1542, where you control t/lOO.JSaIl:lS ~ s.Jrl'U"aI as they figllt tile fOClOJrlS ~ rivlll feuOaIlo<~ W ge\tong dOSe ro Ihe 

octlOO soundS a little messy, then you can alw;rys jU5ll;OOCentrate 00 the strawgy aspect Of v.ce I'I!rsa. Of DOtI1, 

DISCWORLD NOIR fORMAT : PC/ 'LAYSTATlOH DEVElOPER: p(lner (HlUTAIHMEHT 

• 

-' 

AI fW'n n:}I" ,*,rt$ \OIIII'I1he ~ prMI(e OoCk rneeung the hOI: dame on a ramy 

IIIght ana the latest lr'IteractM! epISOde oIlerry Pr8!CI'ie!fS ~ IS 00 d<flefeot ~ looks 
great, ana atrJlOSI)/'Iere IS guar&mood, tlu:...nether p/ayII1g a nero caITed lewtoo on tne lonelY 
Wee!s 01 AAkh MOrPCrt is gotr'lg to matc!1 Bogart In 'me Big Sleep' rem""lSano!I\e( question, 

, 



PRE SCREEN 

DAIKATANA FORMAT; PC DEYElOPER: 10101 STOR. 

A/ItoougJ'I'1I!xe I'UT'Cef of the 0M'iqlment team '- now JI,ITIOe(I $/Up (see news. E67), IOr1 Slorm's ma~ aotiopated j~~ 5I'lOOI 

'em up IS fIIIIHin compIeIe. ihroI.IIh the course of Its ge5IaIJCn ~ has I)eef1 both aerKied and WIlted by IIle 1I'es$. illS wroous ~ 
have su rlOJoCe<I at SUCcessive putll lC $hJwIng5. TrIe p:)I('!lI"" ;S there for a fine e>:oeneoce. a~rKIugtl HaIf-Ufe has shine<] \tie goa!posts somewhi:l!. 

PRINCE NASEEM BOXING FORMAT: p C/PLAnTATION DEVELOPER: CODEMASTEIt$ 

Straogm outta SIle'fieoId comes the Pm:e, proDabIy !hi! 9ltesI figtnl!< I!Yer 10 endOrSe a 00i<lI'IiI game. C<lOe!!\asI.er1 has o::ncerttrated en IIII!!'Khng 

1'Ii~ levels of ~ anrol t'era WItI'I adva'CeO -.on ~ to Cfflate a ~ ~ erMr(lII'!Ient. 0IgI1aI pugiliStS ca'I dloose Jl'om 
arcade Of cnampo:)nS/110 stoo::M<CaSe modes afI(I up 10 16 hghtcrs, whtlI! cowards can opt to MOOage th@orr ~'s carl!eI and remiliO outside tI1e nng. 

DESCENT 3 f ORM"T: PC DEVELOPER: INTERPL AY 

The IhnlIFl WIIerpIa>($ ~ space SIlOOII!r senes sees !he CCft action !eII'IilIrq ~ ~ 

" M ~ 0l.Il(100' ~ and soecmc rrt$!lIOIl ~ (tI'roMng OUI me ~ and /reCJJenIIV bI'e$(rne 

find.1he·1;;ey mec:hanIcs of Iormef gao:nes). N@w weapons. ~Ie. iIlCk.de ~ r.aoaIm Iai..<'oC/ler and SUPC< LaSer 

• 
GKl£ 19 ... 
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PRE SCREEN 

fTII5 ~ *SI:ln of s .. n 
s.cor(I~~oI 

ArI'IeIIC¥I cra..t ~ IS an 
~ o.<eI last year's 

reIeeSe "cwn \!'IeSe shots you' ll 
rr.x.a I!W nJSIaIgiC lans 01 DayTOna 

~ IWIIIy Jl!!. the opporIlXU!y 10 

~ III the Home! car Irom the 

~ 'o'efSIOO. BUt what you won't 

set 15 tnaI ill tlvee tracks can now 
De ~ III successioo ao:l tI\at tile 

C3IlI1IeI can be Imked to a PC. 
allowing 1(11' extel1S1Ve rJetwOri PI8i. 

.. 20 £OO~. 

TRICKY SLlDERS 

W.!h brands such is IM)" 1nl CooIIIi::WderS ~ SlI01l/1: 11 Europe. 

rncty S/IIlefS IS the ~ new mIe 01 the SN$OI1 far JiIpane5e SIl!M'boarderS. 

~. 11 a garrtII seert'W1h I/IctrIg grlJl)/llCll (11' contrOl ~ the 

focus 5W'to;/leS 10 tIOIr.rc 1nl equopmcn\ ~. fashloo-wnsclOuS 

g;mers Il\IlI!lI De ~ tly the eX\enoea CI\8taCref custQ!T'ISaI01 IWlure5. 

THRill DRIVE 
~ bvme~Cobra tmrd.KOOan\''s liItI!sI ~~ 
gr.'l'S you. C/IOICe of ~ C('Jt.r.leS (US, furope I'l(l JaOa!I) am sewn 
I'ChIcIcs Ia;\:llv() tita«! iIOO Foal BiIrt:hetta atnOI18 theml. vou then "­

to fro your ~ tnrO\4tl the traffic; ...ctoIY oepenos on \'O(X speed. 

• 

-' 

f ORMAT: PL"" S''''"0N DEVELOPER ("'1'(0101 

FORMAT: AR(ADE DEVElOPU; .. ONAMI 

, 



RC STU NT COPTER 
Havl,(lg s.utrtre<l Slrght 6eiayS, S/W'ry'S ,adio-cootrDlled helM;Opter sm J$ finallY 

ge$~ng ready foe 1.11 oft It'S tile $at 01 trill! that appealS to 8 Ng!lIy SOOO&IlSl 

grouo 0I1IICIMduatS. ~ ~ ItS JddICtM! QIMII<ty; Edel! wWd be surpnsed 

~ rt doesn't appetI to a Jar IW:Ief IUdirence If tIley gf'Il! chance (0 IIY ~ out 

BUGGY HEAT 

PRE SCREEN 

FORMAl: PU I'5lATlON DEVELOPU, SH INY ~NlUl"INMEN' 

fOil MilT : DIUAMCASl EVHOPU: ell l 

&elY HUllS ~ anotner arcacle·1J'ISj)Ire(I drMl1l utIe that InCII..(!es m!lllSbC p/lySIC$ (see learnioC CUrves. PSCI 
'MIeIt"e' or not US-SI)1e. ~ buggIeS re ytU ~ 'rW ca,'" ~ the fact tNt till! came lOoks 

l'ICJeaso'liJY 1l'IPI'C'WYe. SInce ItS II'sI prlM(!W O'l [dee 6ssue 661. a ~ more Y!!hICIe$ hi'Ye ncN/ emerged, ~ B 

Bartl!H!SQoe oIl'fOilOef (compk!te Wlth Sart:loe-esque (jr1Wf). IlYt won t!le garnepiay's ouabty mal(;f1 that Of tile .... SU/lIS? 

• 
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PRE SCREEH 

SHENMUE 
Sonic Adventure may already be provoking gasps of awe in Japan, but it 

could prove a simple taster compared to Vu Suzuki 's breathtakingly epic RPG 

The player must inbmocalli! an extensiV1l number of characlll!rs in order to 
obtain du*s and quest details, There 'Ai around lOO Individuals in the l ame 

The player has an 
ntensive ranp of 
moves and aalons 
which reflect Se,a's 
concern lor ruhsm 

FOflnat Dfe.men! 

puDlIsner sel' 

Release. Sprlnl 

" ....... 

IrlII IthOugtI many questlOnS have been raISed 
IAI aoout sega and its 0re1lmC3st profeCt 01 

late, one thing ~ certain - the company knows 

how to lntroduce ns games to the pu~ic. In a 

packed 'YOkohama National Exhibltioo Hall, 
legendary designer VU SUzuki - aided by tm TV 

presenters, tnree massrve llldEQ.prOieCtiOn 
screens and a smatI orchestra revealed what 

COUld De one of me most antlltlOOs and 

IIT1pOftMII YIOeOgame endeavours 01 me 0eCa0e-

Shenmue IS ao RPG '" v.tIidl the ~ takes 
on the role of Ryo i1aZU(J, and must explofe a 
large. ~ 0WIe5e toYm. Clues and lliots to 
the nature ot the QUeSt can be obtamed by 

talkmg to NPCS (01 wtud'l there are around XX» 
and \00 must acQU re rroney 11'1 oroer to purchase 

essemial eqUipment ~ would appear the RPG 

rulebook, then, has bee<l rigidly adhered to 
But It IS the magmllcent naturalistIC detail 

which lOOkS II~ety to set thts title apart from its 

prooe<:essors YU SUzuIu wants the game to 
oecome part of a pj3yers' 'le, lI'ldiSlJflgulshatlle 

from mel' real expeJlences - and 'M!h !hIS alfll In 
mlr'lCll'Ias InYested ead'I eIeO'IenI 01 Shenmue 
WI!h unparallele<l craftsmanship. 

Take the background scenery. TO caprure 

the essence of Chinese strectllfe as closefy as 
possJOIe, the artiSts actual,.,. made several trips to 
China and HOng Kong to Study the bustling urban 
menagerie for themselves. Tt1 is experience is 

o· 

80th ch.ractel animation end back,round scenery afe exquisite ly 
detailed - SUJuki's intention is to mimic 1nl lile as closely as possible 

Clearty discernable in \tie game: rugged wooden 

hutS SOon out above narrow alleyways cluttered 

wtn \U!f and cardboard boxes; mc:xJernoSt 
~ lOOm in the biJckgr(O)(l; mlr'lUt(! 

details sud1 as telephone poles, street SIgI'IS. 

ana rubIler t'(f'eS roped to the sides of dod<:ed 

boats enlIVen each scene. 
Thrs concern WIth realism and detail 8ppears 

to Infuse every comer of the game. Of the 1.200 
rOOl1'15 and Iocauons (!(:cessJb1e to the player, 

all are filled With clutter Non·play(!r Cl'IarOCters 

don't Slmpty Stand to attention wallmg 10 DC 
approa<:he<l, they engage in ~ 8CtMt~ 

and have to be II'1terrupted. Simrlar~ to ealn 

~ you muse tab1 on menlCll dloreS 

or gamble, you can't SImply srnasl'l a t:lOx 

or vase to reveal a COII'l. Ifs all part of 
SuzutI's plan to creale. as near as possr!)le, a 

tleIIewDle eKPer~ 
Elsewt1ere. the des/grlers have attempted to 

fIeSI1 OUt the RPG genre in fresh directrons. The 

Qul(i: Time EYent IS a new feature in whiCll 

players must make last dec islOfls in response to 

, 
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There .rt 1.100 loolllS 
fOf the pllyer to visit, 
!lnd IIn Impreuive 
r. nle of dispnlte 
foe.tions within the 
oriental urbln setting 

certain SIllJatlOl'l$. For example, ...mole runrlII18 
Ihougf1 a senes of alleywayS, an allCNI ...... U JXIInt 

out Iorthcomong hazaros (WOOden boxes In 

\'OUr path, for Instante), requiring S'Mft refN!xes. 

Also. there's the Quk:~ Trrne Battle mode, whiCh 

players enter eact1 tune they're cha llenged to 

a fight and wtlldl g"-'CS them a range of Street 
fighlXlg rllO'o'eS to can UJXlIl_ 

PRE SCREEN 

An impressively vers.lile camel. provides 11 number of angles from 
which to view th . 'dion. The lIim is 10 ktep thl pllyer immersed 

flllallV. SUZukI's most uuerestll1g c\aII'T1lS that 
Shenmoo IS actUalt,r a 40 game - It has I\S own 
dynamic time and erMlonment systems. ThIS 
means 01 course that dunng the game. days 
become nights (arld llice verSil). wh ile weather 

turns from sunny warmth to wintry SIlOWStonns. 
It's Dear. then, tnat sega is (jetemune<l to 

tlreek OUt of the areaoe-corTVerSlOll cyc~ whlCl1 

Vu Suzuki 's most interesting claim is that Shenmue is actually 
a 4 0 game - it has its own dynamic t ime and environment systems 

1r1deed, charOClet animatIOn IS at the 
forefrOflt of tillS palnstaklng quest fOf realism 

MIlIlOfl caorurt! nas ocen used eX1e~ to 
create ultra-smoottlll'lCNeO'lel1t. Wlth a martial 

artS ~ ~ for the comba! sequences. 
sega IS also boaStIng that Dreamcasfs &'l'ptllCS 
process&ng IS so powertuf, ShentrnJe artists I'\aVe 

been able 10 capture Intricate hand movements. 

Segl hu ustd molion (Iplure tlh.usUvt1y 
to ensule thl (hlllllclel movemtnt is fluid 

• 

' -' 

CharactenSll(l In-house Clewlopment Ofl the 

Saturn and dlscouragoo potClltKl buy(!rs IOOkmg 
fOf fT'I:)ff! vane<! expenences. S/IeIII1lUe IS a vast. 
canpIex and fasooatll'lg exercise. and if the 
gamepIay Mds a compelilllg w<st to e)(JSt WithIn 
this il'lCfedlbly ial5sel IMe efMronment. It WlU 

toe a key title, not 0fl'V for Dreamcast. but ~ 

also for \lideQgamlng In general 'L C, 

.. ~ ... • • '. U' , 
- , 

~ 
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~ 

" 
A 
, 

, 
I 

J 
t' , . " 

G)Qt!°23 

, 



PRE SCREEN 

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 

"muKullI' ~hemoth (lIbove) h1lhli(hts IInotber OIpcom 'IIVOUrite: epic 
(Ind often pyrolKhntc) duh" between IIIfJe IInd smllU IInlillonists 

FOfm~t. Dr .. m ClSt 

publlshe" C. ptom 

ollgln; Jlpan 

rr.n hlle VIfWa Ftghrf!( Jrb al"(! Tetten 3 
W recresent the beat 'em up genre at rts 
E!\'OIutIOI'IaI best.. capeom's Power Slme shows 

an aamlri!Ole degree of 'lM)Iutlonary lI\tent.l*e 

Ehrg/eZ <PIQ, PfNtief Slme eschews trOOluonal 

toe-to-toe pug!!I$/T1 tor runv explofable 30 arenas 
ana nteractNe scenery 

With srurwng VIsuals testifying to ItS NaOmI 

boaro hefllage, Pr!Wer Stone exemplifies sega's 
'<1SIOI1 of arca<lelconsoIe cross IXlfImanon 
Ahhoogh early MtCal1Ol1S show that Clpcom's 

cOfM!rslon Will miss some of its arcade 
counterpart's polish, the differences be~n the 

twO lrlC3rrlatKlOS appear minor at present. 
WMe EhrgelZ and PrYwer srane share deSign 

p(IOClples and, 10 a lesser degree, play 

• 

o· 

OIpcom hlls lonl (hllmploned multi-hit. ViI,ied (ombo IIttacks, l(s no 
surprise,. Ihen. Ihlll Power Stone encou!ll" such dextrous e~dI.n,H 

mechanics. the laltef IS tangibly 1lOk:1ef, and 
appreCIably more sophlsbcatea. WhIle the ff!W 
mu~llevelled stageS of Dream Factorys VIle 
appear almOSt as aftefthougtlts at times, 
capoom's a'e an Integral palt of any gr.en bout. 

rrom usJng a foomain as rover from an 
aggressrve opponent, to Jump-~Icklng from a 
tatHe, 'backgroul"ld ' /ulOIIure offers a riCh Stock of 
P(O>lS al"ld moves lor a player to use. 

, 



Eccentric speci.1 mons lie. c.pcom trademark. Despite Power Stone's 
GCc.sional nods towlldli 'rulism: it's equ.11y tomfo.uble with the outlandish 

Further 10 this, capa:m has rnooe the IogK;aI 
progression 01 aocMg 'InteractIVe' sceoery. 
Ce rtain objects can be thrown, others wielded 

as crude (yet effeclove) cudgels. Those famJI ~r 

wrth Double DriJ800 and Streets of Rage wiH no 

OOUbt actnooMe<!ge the strategic element this 

can .,trOduce. In one stage. for example, a 1amp­
post can be UOI'OOIed arlll used 10 poovneI an 
op()()I1ent from a tactICally benerlClal range. 

COO\lOUlng Its e~peflmenta!lOrl WIth 

power-ups In a beat 'em up conte~t, CilPCom 
has Ir.cIlIdcd abollty-er.'lancing speclill objects for 

players 10 rind TheSe eponymous 'Power Stones' 

Imbue the possessor WlIf1 an acldltlOOal range of 

IT"l!YeS. As WlX-Mer/ VS Street FtgtJfet', these can 
be stole!! or lost (luring the O,lUrse of a bante. 
ShouIO you obtain three at any one pornt a 
super-powertuI'ultrnate' attad is the rew<lrll 

PowrJr Stone also suggests that capcom Is 
Ioslflg patJe!lCe WIth ItS si!I-oot\OO - th ree 

punches, three Iucts, 01 IIilrying strer1gth Street 

Ilk1Ns by plIstnng or pulling their opponents 
While many pUriSts - particularly Street Ftg/1rer 
oevotees I'klo lavour I)k)Ck·based strategles­
may regarll thiS as Ilcresy, it's a fOfWard-thlnkmg 
decision for (;apcom Though the tocttC 01 

bIocting arti bloW SImply by ~ yt)tJf arm 
has become a beat 'em up cIictle, It cooId 

c1€'scend Into larce MIen the combatants begin 
to smad:: eacI1 ot/'Ier abOut with Chairs and 

Lamp-posts The Japanese SoItco should be 

saluted for ct1alteng ng Sl.lCh a genre mainstay 

Power srone's smooth COfIVersoo to 

Oreamcast wit aid SCga's marketing efforts no 
end_ DeSpIte the bliStenng wtua FIg/net' 3 

c:onversoon's lnbJbted wtues. hardcore 

PlayStauon exp()fI€'I\S stJI aIgI.Ie. subtecI~ 

that rekken 3 IS troe tletter of the pair Power 
Stooe, as a near arcaoe·pcrf~t port 01 a new 
style 01 rrghtlng game, C(lUkl aSSIst in vindicatIng 

Sega's claim of ne~ generation superiOflty { " 
wtl1 hard, soltwilrcbased Pl'Oot ~ 

PRE SCREEN 

In true C.pcom style, 
(ert.in moves are boldly, 
brirhtl., emphuiwd 

Only. sliCht reduction 
in IeJture qu.1ity 
plevents Dlumcut 
Power Stone from 
being ' dud linl t . for 
its I.clde p •• ent 

Blocking by rais ing an arm has become a cliche, but it would be fa rcical 
when opponents smack each other about with chairs and lamp-posts 

• 

FigJlter cootrj)j lfIterlace. For th is franchise to·be, 

tt introduces a l1'I()fe apprOilChaOlc three·Wtton 

interface. Represefltlng jump, punch and klC~ 

respec\M!ty', these may !le corrbined III 0f0eI' to 
access COf!llIeX anacks, nu:h lu Wtua F/ihrer_ 
While \IVs isn't IrnJ\IaWe,. ~ cenalllly makes f'OIIoer 
Stone mole ;,cceSSlble 10 the casual g.lfnef 

capeom's ft'OSt ICOOOdasoc 11'lOYe,~, 

is to pu r POse~ omit a '!)lOCk' bl/ttoo InStead, 

players are compelled to allOid or 'counter' 

• 

' -' 

Wnpon-hwd comb,t 
pllYs. I. ,ge part in 
Power Stone's Ift,..,1i 

£DG~ 25 
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PRE SCREEN 

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 con suffer from dr_distance limitations, despite 
its poly-pushing capacity. Will Ace CQmbat 3 match this? Of course not 

Formal: Dreamcut 

Publisher: Konlml 

Rclea ... : TBA -

O he fllgtu sjm IS, underslandatlty. commonty 
seen as the sole preserve of the PC owner. 

but what 01 arcade-«iented, console·based 
imerprctations? Bar NameD'SAce ccmb8r 
series - SOO!l to attain trilogy status - and CRI's 
Aere Dancmg(see p3S). Edge wou ld struggle 
10 name any exponent of this sub-genre that 
wasn't received With apathy 

Flight snooilng - aoo to a lesser extent. 
Namco's tllird Ace Combar game - cou ld 
generate interest in tlllS potentially exciti ng game 
style. Like KOnami stablemateAero Gauge ­
Flight Shooting'S N64·based predecessor - rt 

• 

Although Flight Shooting, like many of its 3D ilk. has many 'bald' patches where 
telturu represent low buildings, its cities are lavishly furnished nevertheless 

InvotveS airborne combat Wittl players engaging 
Increasingly s~illcd oppor€nts in wil lful 
exchanges of aerial combat BI.II whereaSAero 
Gauge was a tepid affair. ItS VlslJa ls mediocre, this 
successor offers graphics on a par with, If flOt 
better than, PC-based counterparts 

The importance of gameplay CNer Visual 

niceties is a we ll ~stablistted understandll'&. but 
rt wou ld be churlish to ignore the immersM! 
Qual ities of good aesthetics Flight Shooting IS. in 
short. an Impressrve game to behold 

NOWb!y. Its designers hal't! also Included 
welc~ incidental touches. 5l.ICh as shadows 
fOf buildings DetailS li ke these blur the 
boundaries ootween the two mental'states' 
in whICh a player eJdsts wh ile playing games: 

'I am here: and', am there' - the latter 
representing the diStinctIon between 'game' 
world and 'real' world. Gameplay aSIde. Flight 

Shootings apparent attention to detail at thiS 
earty Stage alllKles to an incredibty conVinc ing 
Visual e:q'.lefience 

ChoosinR an internal 
view gives you. 
nriety of utra gauges 
and miscell.neous 
onscrun information. 
Disposable, but fun 

, 
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Chopper sorliu will 'liD pl'f 
.. I'flt Plrt in Flight Shooting's 
m.ny missions, p,avidin., 
wlflcome linl in ~.rjlfty 

Tht' re .lrt m.nl .... 
of .;"rlft In; .blt! 
i"dudi" , (ambit 
pl.nu such IS the 
F· 14 (Iop) .nd Ihe 
RF -M R" . I. (.bowe) 

Cln I videogame communi(.~" fttline 01 nrtilo1 hlly im'llslndk'lt Ihlt th is is 
not for the f.int·hearted, p.rticul.,ly given the ch.nct to pilot the Ste,lttI Bomber (lop) 

Whereas Aero Gauge was a tepid affair, this successor 

PRE SC REEN 

~ -~- • .. 
The de' ilult exle.nil' 
YiI!W is impressive. 
eSpKi.lly when yiewed 
il5 ill sped.IOt. Purisl$, 
hOWIfVlfl, will no doubt 
opt lo r the cockpit 

offers graphics on a par with, if not better than, PC-based counterparts 

~'s unclear as yet /Ust how KOnamI ontefIds 

to Structure Flight Shootmg's acttQII, Edge .s 

aware of !WO 'rTlilitl' play mooes. The fifSl", 

OffE!l the tItUlar 'nrgtrt' .Ill "shoot.ong' ,1Il.DCaIIY 
~, The se(OOd, perhaps III a rruschll'!YOUS 

nod tCJWa(l!s Dreamcast: rival Aero DanOng, w 
test a playe(s aenal skills 1'1 true Pr/orWir18S 
traditIOn. Beong a Japanese production, It's a fair 

bet tfIaI a 'story' optJOnllYOllmg linear IeYeIs 
played to a tlaCkground narralM.' IS hkcly, too 

Edge has WItnesSed three early stages at !he 

tune of go.ng to press, lakil1g place in a moumm 
range. a oesen Situated sornewhefe In Egypt. 

and a snow-dad landscape. 111 an impressIVe 
effon. XI different st'y1es 01 ~11y vigoroos 
vehICles have been crealed so tar DepeOdlflg on 
me mlSSlOf1ln hand , you can be required to pi lot 

a l\eflcopter, bomber, uanspof! craft. attack 

fighter 0( 'stea lth' craft. Students 01 military 

aVla110n Wl II I'lO doobt be impressed by Fligllt 

• 

SIIootJng's C3Sl..st. too, wtIICh IIldUdes reaI·llfe 
models sudl as !he f·,S Strike Eagle. 

RF·M Rafale, EF200l WIOOI1 ana the F·14 
Tomcat. to name a few, 

But ~'S!he fI"moured mulhplayer aspect of 
!he game that Edge finOs of greateSt Wltert!5t. 
In pnoopII. USII't8 Oreamcas(s IIltemalll1()(lem. 

I<OOan1I could \8I'ld, most I~ Will) IfICJuOe 
support for Net·based dogfigtlts.1f 5ega ~ 

seetIng aoditlOl'lal means by ¥otIIch to endear the 
OreamCast to a POIeouaI or'IIIne fra:errut't FIlgh/ 

SIICOtJ(Ig presentS itSelf. at tts current Stage of 
deveiopmcnt. as an atluIing Pf05I)eCI. 

'Mleo the success 01\111,,'5 'MJrkmartli~e 

AIr Attack on Wireplay's UK service ~ taken 
into COfISj(jeratlOl'1 • in a country notable fO( 

its preciOus few 'dedicated' onllne garners · 
it's argu.at)le mat konaml should regard 
multiplayer luncuooal lty as a reQu isite 
rather than a 'bolt on ' option, 

, 



PRE SCREEN 

KINGPIN 
Xatrix takes the Quake 11 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 

IiII,i. has loiled 10 make hand-lo-luInd combal as realistic;lS possible, The 
rlUull, ;IS Ihese Kreenshols so evidently .ltesl, is.n unseltlinl experienc' 

Form'I' PC 

:O,lgln uS 

n n overcaSt n~, dimly ht alleyways. 
III ShadoWi fIgUres warm themselves aroon(! 
street tires, the,r VOICeS m,ngllng WIth the sound 
of dIStant SIrens. A COl4IIe are lussing behind a 
fence- The man romes towards you, "You better 

step the luck Off!" he SI'IOutS. YOu draw the lead 
pope from beneath your coat and cave In the side 
of his face, which turns to mush. 'You' re gonna 
fuckm' die!" 00 screams, and comes bacK at \'«I. 

5ecoods later, Itley DOth lie dead 00 the concrete 
If) a pool of DIood The musIC is ptJrnpifl&. your 

blOod is lIP- The SHens get lOuder 
TlIIs IS IlOl (Ill average firstperson shooter It's 

alSO 001 what YOU'd expect from Xatrix. the 

creator of the tongue~n·cheek HOOneck 
RIN11P<Jge. Headed byveteran cIeveIoper Drew 
Markham, the santa·Mooica based codeshop Is 

justifiably DiM of /(mgpjn - a poy.effuI mix of 
teCIvIicat Ir1r1cNcIbOn and gutSy desi~, 

set 111 all the darkest corners of the Inner CIt't 
the game plunges you intO a tnrrunal underworlCl 
WIth a mission to gather followers, !TIOIlE!V (to 

buy I'oWpons) and informatoon In your quest to 
usurp the Kingpin - 11 cnme lOrd wtlose gangs 
rule the warehouses, alleyways afld rundown 

• 

0" 

Kin!lp;n is ytl'nolh'r lille Ihll uses • modified Vltlsion of the Quo" JI 
enl,ne - allhoulh this looks like beinlltle most Ulpablt upd.le ytt 

tenements of hiS turf. it'S a setling that begs for 
a level of real ism uncommoo in this genre - not 
to mention In the studios 01 KalIi~ Itself. Enabling 

KaII(x to achieve tI\aI realISm IS a mod foed 

verSIOn 01 Id SOftware's ~ 't'ngIne and 

apptOptlately creeD'l5OUIId effects. 

'usmg the Quake' engine gave us a head 
start. and allolwd us to coocenuate on the 

imponaru stuff: Markham reveals. "But we didn't 

JUSt tJke ~ alld leave It at that - we 'unreal isoo'lt 

, 



The l.me's setting is mysterious. blendin, imlles of 1930s Amtriun. with 
(omfc-book styling ftom I more recent efl. The eHect is 11 pretty grim vision 

- aoded procedural smoke, fire and ~ fiare -

~'s somelhlng you'll;! ob!Iged to 00 now, every 

urne someone sets the bar higher." 

T11e result IS a belll:'Vable world that leaves 
tt~ to the lI'I"IagII'Iatl_lhe tenement tukllrlgS 

nave oeen parnstaklngIy consuucted - W1th 
every coocetVable detail - from the obvious 
(apartme!1ts .,.,.,th TVs and tOOSters) to 
ufine·stalfleCl bathrooms and bIockeo:Hlp tOi lets. 

The commitment to realism extends as much 10 

bot effecllVe featUre. 'It'S surface lIetectlOll: he 

~ 'EvefY ootect Ir1 the game haS a 
matef,al defirubOll to 1\ - wherever you see 
metal, you hear metal when you KlOd\ .t or walk 

on ~ Each surface ~as rts own resonant value 
that m:xI f.es the SOJ:1d5of riCOdlet ounets, 
footsreps, or debris OCCOfdIl1gly" 

It'S no! jusl SOOIld effects that are put 10 

good use - speec/l also plays an Impoftant role. 
On one level, it adds 10 the atmoSphere - With 

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

the II1habItaIIIts as the enYIrorvneot - the 

chataCter mocIels are extremely cIeta<Jed, iIfId 111 
anotheI' self-made additIOn to the Quake erJgIf1e. 

tile texture maps on the models rof\ea oarnage 
b1stantly and permanently. It'S a somewtlat 
ghoulish tOUCh - but highly effect/\le. 

combat too Is a departure from the OO(m 
AS we ll as haVing access to a ~a~ety of mISSIle 
weapons, players can set up close aod personal 
with crowtlars,l'I'IOtOI'eYde challlS, baseball oats 

arl(llead p!OII1g. Mlging by the rxx>r feel aod 
conuol e>ItIIOIled tlV I1arJO.to-haoo weapons lI"I 
other IitstpefSOfl tI!les, ',QJ'd be Iorgrven for 

dreacbog their use. but here n works. CollisIon IS 
COf~ calaJlated, and every ~ IS 
accomoarued by It salls~ cn.nch as the OOJ[T1 

""'"'" """"'''' Wtlere xaul~ has per'haps made the most 
progress, hoWeVer, tS In ~ use of 50000. 

Markham and hiS team have a added a SImple, 

o· 

gutter-moothed gangsters SQUIII'I18 up to one 
another - but It also forms a wal oan of 
gameoIay. As ',QJ approacn Cl character, you 
5eteCt an att,tude rangtng from hOSble. thfough 

I'leUtral to fnendly, wtuch detemune5 the reactlOl'l 

of the NPCS. About half the mhaManlS of /(1I7gPIn 
are neutra l, aoo many can be persuaded to help 
you, given the right approach. 

With HaIf·LIfe redefining the senre, ~ rTIIIY 
seem that /(mgpin. with its accent on VIOlence. IS 
somettung of a throwback. but that WOI*l be to 

IT\ISS the POIfIl What xatrul: IS attempting to 00 IS 
to pr(M(le a world nch With delad ana reahsm 

Wtn enotJ8h l'Il0flCes to elevate ~ well aboVe the 

Quake clones. Essennallya level ·based, IlOear 
challenge. clever scripting (counesy of a 
world clock that trtggers I:ey t!VIl!1ts) and a IMIli. 
breathmg environment should make lor an 
arrest ng. powerful and, a~ all. 
believable, experience. 

PRE SCREEN 

W~lkinl on dillerent 
$uri<lCeS chinlts the 
<lccomp<lnyinl sound 
t fleds, lt'llnotht r 
step towllds deliverinl 
<lllvin" blnthinl 
Ilminl environment 

, 



PRE SCREEN 

WI LD METAL eou NTRY 
After the lurid excesses of Silicon Volley and the moral ou trage surrounding GTA, DMA's 

While the PC vemon of 
WMC imprnses, H dly 
pl.ns 'or.n N64 iter.ion 
sill/m to h.ve been pili: 
on hold, It I .. st 'or 
the forueuble future 

Format. PC 

OI/VlloI)er' 0,.." onl,,, 

Rlluse spr1n, 

:OrlSln: UK 

next game is refreshingly simple : an animals-as-tanks, massively muhiplayer shoot 'em up 

Ii' MA DeslIVl- master of the ITl(I(I(:ap. creatOr 
1:1 of the Ctl'lOUS. oeYeIOper of the dlStrnct. 

Frcm Lemmmgs to Grana rneflAuw. ounoee·s 
finest has delMlred a smng of trI~ whICh have 

managed to chalJcoge IlOth the CorrventKlos of 

vi<Ieogame crcaHon aoo the skil ls of ItIose who 

play them, The last 18 months have S€(ln DMA 

in an ullChal"8oCtertstlcal~ prOductM! mood, 

releasing GTA, 8()(fy HatYeSl and SpaCe StallOO 

SIIiron ~,'Mtt1 Tar.KtICS aoo the subteC1 of 

ttus arucle.1'.1.tI Metal COuntry, soon to 1oIklw_ 

FII$I revealed to the world III E60, W!.t1 MCfaI 
eounl1)l ~ a hI -\ech,llIgMtI'l tank: battle game 

COOSlructea atop the slllIdy SlJb.structure of a 

pcIWeI1ul 0hYSICS eng.ne. ThIs allows the actJOrl 

to take on a reahstiC lOOk ano Ieef, .... Ith shells 

folklwlng credible traitCtones 10 blossom into 
effectIVe explosrons. With its PC retease date rlQIoI 

cJoslng fast lalthougl1 the planned N64 versron 

• 

-" 

• 

Although the conlrol system for WNlC Is Intention.lly simple, det.iled 
physiu ulcul.lions give the tanks. wide repertoire of movement 

seems 10 naye drsappeared WIthout trace), 

Edge spo,;e to DMA DeSIgn's creatMl manager, 
Gal')' Penn, and WMC prOducer, Chrls Stamp, 
to 0tsc0.'eI where nine months of raPId 
oevetoprrenl had led to. 

"some cynICS S€€ WMC as mulllplayer ouako 
in tankS, OI.JI(\()OI's - aoo we can't be tJothered 10 

argue "mh that." says PenI1, "We S€€ WMC 
SII11PIY as the kn:I of digJtaltoyset whICh ShOuld 

appeal to the old and the new: thoSe who enJOY 
mastenng new ways to play wth toyS and 
IWI','OfIe keen on pIayII1g toIlternoorary preten!l 

war WItI1 stICkS tor guns - but III heaIoywergnt 
trad(ed vehICles. • 

"WMCwas aeveloped wth rnultlpIayef 
wy much III mrnd: adc!s Stamp. "IPX and 5enaI 

play are alive alld well and we"re Iookrng at 

Internet play possi ~ lllIes..· 'MIen Edge viSited 
DMA In summer '98, a Irnked vers.lon Of Ihe 

, 
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All of the projectile weapons in WMC filt along IUllSlic trajectories. Of course, 
if you happen to be armed with bouncing bombs, things ( IIn cet very messy 

game was playJbIe and even at that Stage 
proved highly promiSing 

Wild Metal COUrluy's oneplayer game 

places the player in the role of a lone bounty 

hunter, risking all to salvage a collectkln of 

ancient power cores that wi ll oot untold wealth 
if successfully retrieVed unfortunately, packs 

of In:elligent guard tankS,left tJeh ioo by the 

fallefl Tehric Empire, stana watchful over 

the cores, arld these cusloclians must be 

overcome In order 10 triumph. 
DMA'S learn has themed the pacl:s of tanl:s 

around various animals, to give each an attack 

and defence stYle of its CIWfl. "There's Immense 
satisfaction 10 be had stlJaying the different 

PRE SCREEN 

Oepth shadinl is used to e nhance the sen5.lltion of playinl in a VISt,. 
open combit are na, atthoul h landscape details are somewhat scarce 

enalJles you to gtJ.oe ooth the tank lrads and 

the Mret indepcoOently. While ~ takes a little 

adjusllng to. comlort can be drawn from 
krvMng that the computer has \0 operate a 
Similar system for ItS tanks, a featUre deslgne(1 

\0 create a ~ playing field ~ unlike the battle 
arenas, which are formed In r~ling valleys with 

hills and dips to moo among 

' . ' "WMC was developed with multiplayer in mind, IPX and Serial 

, 

" ,"1' ' t::;:;J .~..::. 

A dive t$e bunetl of 
animals were 
deliberately chosen as 
the inspiration for the 
AI duign, 50 that there 
is plenty to explore 

play are alive and well and we're looking at Internet play possibilities" 

vetllcles and coming to terms w;th their baSIC 

behavioor in order to overcome any fear before 

abusing them: explains Penn. "There are times 
when playing WMC is very much like taking part 
in some bjzarre big game hunt: 

He goes on to point out that, 'AllImal 

intell igence can be so e)(!reme, so dramatic -

far more flexilJ\e and potentia lly surpriSing than 

'real' player intelligence. Your expectations are 

markedly different when you approach an animal 
~ or a vehicle which is Intended to be a hfe/arm 

like an anlmal - instead of a person or a vehicle 
that appears to be controlled by a person" 

HOwever, DMA's recent penchant for sheep 

abuse, as featured in Space Station Silicon 

valley and the iortllcommg strategy game 
TJnktlcs, has not lyet] reached WMC. 

The game is Vleweci in the thirdperson, and 

features a comprehenSlVB control system wh ich 

" 

- " 

"We have tried \0 create something really 

i!Tll1'lersi\le where you can explore aoo make 

things happen: insists Stamp. "There's all the 

usual stuff aoout extra IW!apons [including 

magnetic mines, bouncing 5I1e1ls aoo cluster 
bombs] and new and more ditficu~ enemies 

and settings as \IOU progress, but the F2 
reward is really In experiencing the game" 'L5 

The an imali stic tanks 
move around the lame 
world in packs and flocks 

£DQ£ 31 
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-
FRAME GRIDE 

It may not be the most high-profile prospect in the Dreamcast release list, but 

Tilkinlldvilntille 01 
D,umu$rs hilh poly 
count, FrGme Cride 
futules I wide vilriety 
of detililed. esoteric 
mechs - nch ildolned 
with iI suitilble Ilfily of 
outlilndish pl1Itusions 

Form' l Dru me"t 

PUI)lI$het~ T .... 

DeveIOl)eI . From Software 

Aelene TB;; 

:Orig in: Jlpln 

32 ~e:' 

From Software's impressive visuals and off-beat game play demand attention 

r.1I ftef foo' years of PlayStauoo development. 

riJ From SOftware IS currently working on lIS 

first Oreamcast tJlle. Frame Glide E\om.IYN1g 

elements from PS prectlr50f Atmoored Core, 

Frame Grlde caterS for tile near-fellsh regard 

Japanese Otaku nolO f()( all lhlngs mech-or'emed 

For the sol itary gamer, a story mode provides 
a tale Interspersed with battles. This IS notaDle 

IQ( the progressive Improvement of the ptaye(s 

medIanood From EIerl'Ieflt,)! Parts (such ifS arms, 
body and legS) to Matenal Parts (silver. cerrm'llC, 

crystaO, contu1\.Ie!I piay reaps dIVidends for 

Frame GnQe'S artificial arnagorustS. TO sallSfy 

the voraoous ~ urge of certain po:ayers, 
the«! are 'norma!' !lOO 'rare' verSIOnS of ~ther 

~ each robot possesses a coIlectlon of 
loor speoaI'sIo\S'1n Much you place attrloote­

enhancIng Ubefate Stones. 
These lIberale stoneS. in turn. are dIVided 

inlO three Cl fferem typeS. The lirst rood lhes the 

~all atmDutes oIyour roDOt, from a choice 

of fire, ea"h. Wind !lOO water. The second and 

tturd slots are use<! for powenfl8 up genenc 
aDoIIUC5. such as attact power, hn-JXlIflIIeYel 

and speed. The latter 1$ use<! tocontam 'special' 

powers, such as the aDoIIty to 1Iy. 
Frame Gnde's Battle mooe offers muItlJ)l8yer 

battles on a series 0/ IeYeIs opened ttuough 
successful play in Its solo guISe. AYaliable in 

spI tscreen and onhne flavours. It'S this optlOfl 

tllat Edge fll'ldS most appeal ing. Since playing 

games 01 thIS genre Is a predominately lonely 

purSUIt, it'S relreSf1lng 10 encounter a tItle !hal 

Tlte g.me's subtle use of "ilnsparencln in i15 many e~p l osions deserves 
much credit, ilnd is a fal cry from trlditional bitmlp monstrositiu 

prom.ses to funher reward players DV enabling 

them to prt mecns of thell own oonstr\.lCtlCll1 
agaH'ISt hke-mnded human nvals. 

From SOftware IS pI<!nrnng to ncIude lour 

II'ldMduaI sangIepIayer Stones (althougtl certan'l 

Iocauoos and plot elerne!lrs WI ll be common to 
each scen.ano). and the tlt~'s aforernerruoned 

mu~lplayer appeal is obvious. It's not a tItle 

tllat Will set sales record s outside Its natIVe 
}8()a(1.!XIt Frame Gnde is an interesting 

prospect for the new console 

In slmilu style to milny othel Dre.must titles, Frome Cride's prodigious draw distance is 
immediilttly striking. whim §er¥es to brinldepth ,nd atmosphere into the enorm(XJS a.enn 

• 
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PRE SCREEN 

MAKEN X 
Gore. depravity and perve rsion are 1999's essential gaming bandwagons; 

the S&M nightmare world of Moken X sees Atlus jumping on all three 

The IO'u ,tlon$ may not be plU5Inl but It is the 
ch'fltters thlt mi ke Mobn X 50 unnerving 

puOlisne.-' AIlII' 

~ el/!I$e : 'SA 

Orlaln: Ilpan 

rr.tI ,thout a doubt. 1999 is gomg to be the vear 
W Of the grO$S-{)!Jt FoIkmlng the old yam 
explaining '>IOWlhe sea BeCame Salt", a tliOaty 

brood of eYe!' more grotesque horror adventures 
IS mutatw1g and pustulating within the soft belly 
of o-e¥l1Cilst's release schedule. But Where 
BIOHalard. COde ~ and CJmer deal with 

~rd ISSUes of z<nlbles 'n' gutS, AlIus' 

aeout for the IlI!W coosoIe IS turning out to be Cl 

far more SIOISlef afta!<' set III an apOCafyp!Jc 
underworld and populated by legions of 

saoomasothtshc ueatures. Maken x seems 
II1tent on Sl'lalchtng the honours tor 'nastIeSt 
game' from SI/ern HIlI and SI!adiNmJan 

The drMng fofces betni'XI the game. prooucer 
COzy ~ and charaCU!f ~gner Kazuma 

Kaneko (Megatlll T€1l5ef. SCUI HaCkers), have Iorg 
been at the CUtln'8 edge of Japanese RPGS. 
Mai:en x, a firstperron adventure ...... tt1 action 

elements, is the ir auempt to go one step further, 

The esset1loa l charac!erof the game is a 
spirit, Sla,rIC JaCK. wtoo inhabits a sword Maken 
(mean ing \IICIOUS sword' in Japanese). TO move 

' -~ . 

alOtlnd, you 'brallllOCk' more than ten olfferent 
types of creatures. gall1l11g COIltrol of their 

tIOd~ aoo f.ghllll8 BilnOOtes. Jugghng mese 
$lOllS enatIieS you to progress WOtlgh the 20 

or $0 level$. W<ttl t!'Ie amount ot tUTle SPl'Ilt 

ndlng shotgun and character also shaomg the 

Olrecuon 01 tile gamepIay and tile endlI1g. 

SwortH>a:sed combat ~ dealt .... <th USIng 
Atlus' 'autQ.focus' system, SllTlllar roze/I'1a's 
Z-IOCk. thIS forces oooonents \0 lace each IXhef 
Cllnng tIattIe. Refinements allow for swilctung 

between twO enefTlles, as well as kxU1g onto 
speaflC IXXJy partS for o.rected anacts. The 
game's mpact WIn haVe IIOthfng to 00 WIth 

ted'lnocal nICetIeS. hoWeVer It WIll be ck1M1 to ItS 

gnncIing atrl'lOSpt1ere. fining ted1no-samural 
styleS Wlth'sac:tomaSIXt1lStlC and fasost schloci: 

A1tnough at present Atlus IS u~tandably 

~aymg Its caros close to ~s chest. ~ 
seems unlikely mat all the tn8rOCters 
currently 011 __ WI ll pass the censor uncut, 

particularly " the game IS released OtltSldc ;-;:::: 
Japan Edge will be watChing, _, '1..5';, 

It is time for ,amers 
to prep.re to die in 
yet anothe r ,rim bllt 
beautifully rendered 3D 
apou lyptlc underworld 

• 



PRESCftEEN 

GT WORLD TOUR 
The success of Top Gear Rally proved that Boss Game Studios' drtvlng credentials were sound, 

Taking tips from the PlayStation's finest. It returns to road racing with a vengeance 

World Tour aims to emulltt CfQn Turismo, mlnU5 the tedious deLlils us.oc:ilOted 
with hlOldcore dri"Yinl5im5, 11-05" techniclOl expertiH is immediillely IO pplOlent 

The enhlOnced enline 
enlObiu mOle thlOn t5 
vehicles onSCIHn with 
IIttie dlop in 1'lOmellOte 

Publisher Mld, ... y 

oevelCJ!)er: Ban 

G.me Stuolos 

Release Match IUS} 

,O.lgln: US 

rr.fI e don't want 10 be as extreme as Gran 
W nmsmo: says lIob powey, BOSS Game 

StudIOS' retMlCaI director, abOul liS upcomong 
N64 racer PoYey wamsGT WI:lri1 Tf'U"tO be 

irnrnc(llale~ ptayable. vet 31 me same lime otter 
the depth of Gran nmsmo ~'re ain11!1g for 
something much more arcade,h~e: he COI1\LnUCS, 

"but stili reta ins the realistic feel of sony's game. ' 
BOSS has proven that it has the tochrllcal 

ability to pun ttus off - speafically with the 

release of Top Gear Rally. TrlIS visually impreSSIve 

racer featull!(I Clean textures. s.moothIy drawn 
3D trac~, and a IIgm COIlt101 scheme that 
surpassed an othcf N64 driY1ng games. 

But GTWorId Touris not a sequel. 'It's a 

complete~ different game," expla ins~. 

"The lOOa IS that it'S easy to get into so you 

oor1'l spend the MSt twO nours crastung" 

Untilre Top Gear'S off-roaa, mud-cowere<l 
traCb. GT ~ TOur leatures srnoom, paved 

surfaces perfect for strategIC poyyer sloes. To 
support this new gameplay dynamic. Boss has 
written an enllre~ new game engine With lighter 

cooe and a more rea liStic pI1ySJcs model. The 

early l'ersion Edge saw hunvned along 31 a 
solid frnmerate With more 1tIaIl15 vehicles 

raang ooscreen Slmurtaneous/y. 

The game features 32 uobcensed vetudes 

ranging from PorscheS to MU&tang IooI:ali~es, 

eacn of wtuch SPOrts IJ:llQtJe strongms and 

weaknesses. Ten tracks are Dased an over the 
1YOfld, wh ile 180 course va rlallOlls such as 

• 

-" 

The: polished tutu'e de:sips of Top C_r Rolly relurns fo, World 
Tour, The de:lilil IOnd lulism on show I.b the N64 to the next Itvel 

mirrored and reversed are avadable. The 

mult1ptaycf options If'lClu<:Ie a twOpIayer, 

spirtsCfeen cooperauve moCIe ill whICh pIa~rs 

drive on a team arr:l ract l/Il expenence pojOts 

to gamer rt"I:)ffi ~ ...ehides.. 
Boss plans to h:lJde a iettefbo;( hr-res mode 

for WI:lri1 TOOt and one bonus Uack that IUns in 

fu11640x480. $UrpnSll'lgly, tile oevc~ Will 1101 

ma~e use of fMtenOO's 4Mtl £XpanSlOll Pak. 
'I'm concerned tMt tile 4Mb pak 1'1111 end up 

tlecornmg a selling PQjot," PfNe( says, "1'otI1Ch 

means we I1age to come up I'IIth some way of 
USIng it even if It makes fIO sense." 

GiVen Boss' technical eJIOl('rtlse and appellte 
for drilling games, It'S lokeIy to I)(! !he doses!: 

thing 10 Gran llmsmo N64 owners Will see, And 

81 the very least. says Po.-ey, "It's going to ~ 
be better than GT64" '1 ~ 

, 
1 
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From the collision of Japanese gameplay and the 
realism of flight sims comes a new way to fly, 

enter CRI 'S airborne acrobatic challenge 

ngiMlity has never oeen lXlPu~r 
in !he staid world of /Itgtlt 
Simulation. Maybe that'S 

because, wit~ the exceptKlfl of Nlnle<'ldo'$ 

PillXWings. deYek;tpers ~ave been 
reluctal1t to be1ieV'e thal coosole games 
'M\tlout plenty of sea:.of·the·pants.-S!'{Ie 
dOgftghltngv&e v.o:>nh mak'rg. TIle 
proce5Sing ocmer and graphocal p..-oIictenCy 
of Ort!¥I1CaSt could ct\ange all that 

W,tn Aero DafIang. Japanese cIe'ooeiOI)ef 

CRI LS attempttng to strP::e a batance 

between !toe aenxtyrarmc realism of 

IWCI'alt fitgl'tt and the garneptay 
pCIS.SItt~tIe$ ~ to,' It'e console. 

Wr:I'I the pme do6e to U)ICJIetOI. 

Idp me! WIlt! CRI cncaor ~ 
.... ftlll'IIJICUaII' ...... ~ 
to _1tbcIJt"" for U1_ 
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On, of Ih'l.m,'s 
most imprtnlvt 
futures is Iht number 
of , .. !tim' vi""';nl 
options "uil"blt 

Whil, much rilH",th h.lSlone 
into "lininl the physiu of Aero 
Dancing, Ihe ¥lsu,,1 .lSpecls of the 
I"m, lI"v, not bun Ilnoled eitller 

different physics. The team was adVised 

througI1JUI by air Iofce DiJOtS. They 

explained hOw an F·1S or an F-4 should 

fty and thetr peculianues. 
Edg,:~, wnat was the most 

diffiCuh aspect of AerO DanOng1 

ICC: At the Deglnnlng wediOO'l have atl the 

de\IeIopmenl tools. we Imew the final 

specifications 01 the hardWare but we 
weren't confident abOut the oevelopment. 
It didn't run PfQPeffy at the beginning. It 

was IUVlIl1g on a PC emulator, we (l)(J\dn't 

dISPlaY the graphiCs and it was ~ry slow. 

we also wanted to maIo:e a Hight SII'OUlator, 
somettw1g thal tlidrll been made before 

for I ccnsoIe. SO we shoY.Ied the game to 

a PIIOI whOd'IeCted evefYdetail. He 

recently came to take anothef look at the 

game and tokI us It had really inprOYed 

In a league of its own 
Edge: How does the game compare to 
air warfare titles li~e Konami's fligtlr 

S/loOfJtlgand ~'SAI:IJ contm 3? 
ICC: AerODarICin[J ~ a fUll Simulation 
game, III HtgIlt S/'IOCltlng games the alruaft 

'111e team had to create planes with different 
physics. The team was advised throughout 

by air force pilots" ...... .,......_ 

Pilots Cln ChOH from up to 11 sl.ndlld "Irc",ft 
with .dditlon.1 model, unlocked '" bonus lteml 

• 
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Isn't flying. only deSlroY1flg targets. FOr 

that reason the plane's movementS have 
been rncKI!fll!d There are no targetS. your 

oo,ectNe ~ to fty as well as possible. It 

really IS a new genre. There are some 
SI/l'IIIatIIIl'S WIth PC f\igtl1 SImS, but that 

genre $ GeGlCated to manIaC players and 

the flying is very complex. we ~pt the 

SlffiUlation cor.cept and found a w&i to 
ma~e It playaDle by any level of player. 

Edge: MOw 00 \'00 thln~ console owners 
...... 11 react to games l i~e this, v.tl1Ch are 
norm/Il1y more SlJited 10 Pes? 
ICC: SUCh a genre is rare tor consoles, 

but last year SIJT1S such as Densha de Go! 

'M!!e released in Japan. we are ~ 
seeing more 5mJIauon games appear But 
for consoles, sample cartnands are 
reQuired othefWise J1OIxldy..w1 play them 

The resultS also haVe to be realistic 10 

anract Players. until OON it was d'fficu~ 10 
make such rea listic games for consoles, 

but DreamcaSt SUits thiS type of game, 

Edge: I-iOW sJmple is illo fly with the 
controllefs? 
ICC; It is a little bit difficult! [LaOghs[ 

edge: ooes the title haYe a competltor7 

ICC: Maybe KOnami's Flig!rt ShcXltlt!8 game 

[see 1>261. we S<ffl it ., magazmes arel 

the grap/'l1CS are pretty good, but AerO 
DMICing Is in a differem.league. 

TOmonofl Haba: YOu use the analogoe 
stICk and buttons. NO keyboard IS required 

Playe-rt; use the D·pad for naps, air brakes 

and landing gear, arlll the tour buttons for 
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The three modes allow would -be pilots to p,olress from ilyinl hilh-powered jets, 
such as the f -UJ, 10 become commander of the acrobatic Blue Impulse team 

the camera view, smoI::e. thrOWe up and 
throttle Gown, Trigger buttons are used 

for the left and right elevators. 

KC: compared to a regula r flight s.hooting 

game, the commands are a little M more 

complex, But we ioc luded a special traitling 

mode where players will learn how to use 

all the commarJds step by step 
Edge: HOw is the VMS used? 

KC: we only use the VMS for saving data 
and keepjng some configurauons. we 

dkln't ioc ll.lde any mini-games. 

Edge: wtlat kind of relationship do you 

have with sega? 

KC: CRI has a complex relationship Wltn 

sega [CRI is owned by eSI( but has sega 

members sitting on its board of directors.J 
We deVelO()ed some tools for the saturn 

and the Dreamcast,f« instance, we 
released some muSIC AOX software and 

MPEG software that litleS like SOnic and 

Virtua Fighter Jrb are usJng However, for 

Smoke effects add to the 
feel of formation flying 

"Basically, you play alone, but it is possible to fly together in the 
fourplayer mode.111e main objective there will be to fly in fonnation 

and not to be separated from the group" ", •• ,,,,_ 

Aero Dancing we have a simple th irdparty 

relationship WIth sega. 

Fonnation flying 
Edge: What about multiple players? 

KC: Basically, you play alone. but it is 

possible to fly together in the Iourplayer 

mode, The main objective there will be to 

fly in formation and not to be separated 
from the groop. ~ 's not a compeution but a 

Iourplayer cooperation, 

Edle: How many plalles are inc luded? 

KC: Players can select 11 plalleS plus 

some hklden ones. In the Blue Impulse 

mode it's ooly possible to use the T-4 

some of the required moves can't be 
mad€ by the other typeS of planes But if 

• 

you clear the whole stage some extra 

features will become available. 

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

KC: YOu Start by leaming simple commar.:1s. 

BY mastering the moves. players will go to 
the next stage. App(oximately 20 Stages 

are offered in the Blue Impulse mode. The 

first ten stages are dedicated to training. 

From the 11th stage. players will €!lter the 

Blue Impulse team and have to perform 

acrobatics, in formatiOn and alone. The 

CPU wi ll appraise the performances ar.:1 
giVe comments throughout tile game. 

TH: In the ~arning phase, players wil l fly a 

SImple trainingT--4. After entering tile Blue 

Impulse formatiOn. ptayers will pHot a 1--4 

in the cowrs of tile team, ItS performance 

WIll be ~ ightly improved. The smoI::e, for 
el<.1lmple, wil l become ava ilable 

With CRI currently concentrating 00 

refining the multlplayer lormation-fl)'ing 

mode. the prospects for th is novel game 

are glXld The graphical detail and realistic 

physjcs wi ll satiSfy budding Blue Impulse 

wannabes in Japan. Edl e suspects. 

however. that the wider Oreamcast 
community will be a tougher tesl of 

AerO Dancing's mettle. 

Like this f -16, all 
the jets on offer are 
decked out in Ihe 
colours of the Japanese 
national defence force 

, 
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Ill: 
After creating the definit ive multiplayer death match 
game, Id Is back with a th ird iteration. Edce corners 
Carmack's team of designers to find out once and for 
all whether the 'slngleplayer game' is fact or fiction 
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~ 10 <ismiss Yamauchi's team as allO!her 
i1temaI SCE development outf~ must h.Ne 
been as long as the drive bad to the ailpO!l. 

Yet, after GlOn Turismo's pheoornen.-JI 
dmlI'Stic success (a feat repeated five 
months later an over Eu rope), few could 
reTlo)Lfl unimprl'S5ed with Priyphony's 
perfeaionist attitude, tedmical aptitude, and 
an indubitable passion for racing games. After 
five long ~ years. Yamaudli had 
realised his dream. All of a sudden. Japan 
had its very own Geoff Crammond. 

Perhaps fittingty. then, one of 
uammond's finest efforts is Yamaudli's 
fJVOUrite r.,ang title of all time. "Grand Prix 

from Miooprose on the Amiga: he says 
emhusiastically. 1 must have M'ed that 
game coostmtly." 

Vamaudli--san is an iI'IIid molor';ports 

follower, 1 went to the Monte Carlo Raiy, 
....t1ich Carlos Sairu won. and in some of the 
sportS magarine>, if you look carefully at the 
shots of the final celebratory champagne 
spraying you'll see me with a camera in my 
nand atternptmg to gel my own picture 01 
hm. And I didn't ~ it at the time but right 
behind me was 5.liru's wife, so I got doSI'1" to 
hinl than her: he lduglt5. 1 also drove a 
Peugeot through the Sisteron stage - ~ was 
re.a lly fTightening" he concedes, before 
re!leaing on the possible positive in1pIications 
of a periklus mountain rood system: "The 
environment to bring ~ good racing d~ 
exists in Europe, whereas Japan is reatly poor 
in leIms of intere5ting rwds and tr.xh." 

As well as increasing the car n ledion to . round the 400 mark. Cl2 also offers a wider range of tracks. These 
are a mixture of 'A-to-S' staIn and circuit-ba sed offerings to suit the game's many different race categories 

6ut surely Japan has a huge OJlture of 
motorsport Iovefs] 'Yes. but no good 1OOds." 
he says. 1n Japan. wher1 there are good 
stretmes they tend to ~t only ten Q( 2OKm. 
but in t.Ionaco, for e'<ample, if you t.lke the 

country road from Nice you have this...;oding road....t1ic:h rontinoes 
/Q(eveI'. Everyone drives so f~ though - I thought I was on the Imn, 
but I got overtaken so many times." 

Teamwork 
Stiu, after the chitcha~ it's time to get roond 10 the main II'.<lSOIl for 
Edge's visit: Gran Turismo 2. 5econd time around. the ~I tearn 
members ~ but they're;oined by 30 part-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 the original has been enhanced for 
this sequel. this is out of necessity rather than luxury 

A keen motors ports fan, every weekend CT 
producer Kuunori Yama uchi (right) races 
l Qilnd his local race track attempting to 
improve lap times in his Mitsublshi Lancer 
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~ dramaticatly roe~ the overa" 
number. And, as just about e<rery aspect of 
the oIigin<Il has been erY\m:ed fQ( this sequel. 
this is out of necesSIty ril1her than lun ... )' 

"Gran Tunsmo uses appmxilTliltely 
7S per cent of the PlaySt.l!ion's maximum 
perfomw1Cl' so ttw means there's 25 pe! 

cent extra to be used," explains Yamatrlli. 
'w ...nat rm ~ to achieve in CT2 is to use 
the remaining 25 per cent to bring out aC of 
the aspects 01 the original at a higher quality:" 

And this is where the impr~ts 
come if\, perhaps the most striking of wIlic:h 
(as you've probably alre3dy figured out) is 
that Gran TUf15mO 2 features several 
categories of rnotor.;ports. namely 
p;'Oduaion, GT, ral~ and 5pOII5car r<King. 
Another impressive and exciting reYetation is 
the 4OO-odd vei1ides that are OJrrently due 
to make the final code. "'Ne're aiming to get 
the car.; to i0oi; eveI'l more rea listic. - he 
reve«ls. "So the visual quality is going to be 
enhanced, but it's un likely to have the same 
in1pact as Gran Tumrno had, as that was so 
different from al l the othe< raOng games of 
that time. 6ut we're aiming to use the 
graphics in a way that ~ car enthusiasts or car 
b.oers look ill the game they ".,;1 be very happy 
- the b<el of detail ~Id please them.' 

No do<.JbI ~ "";11, but then SO will the 
~. Although unable to divulge any of 
the many vehicles Edge was shown, as 

• 



All of the vehicles h.ve been updated 
to include current production models 

potential fina! models have licem.ing 
r.egoII<I1ions pencing'Mlh the1r respective 
manufildurer.>, the line-t.tp is currently wildly 
more comprehensiye tNn in its predecessor. 

But 1101 only does G12 offer a fa r more 
international al1tOmOliYe menu, the CiH'> IMve 
been pide<:l by indMdua5 'MIh an ample 
kno.V.edge of the subject. Sure, you can 
~ plenty of obvious motoring entries, 
but even the briefest of scrolls th roogh the 

vehdes OIl offer ~5 some real surprises. 

4'$ environments are as attractiYe as the cars themselves, 50 I would 
also ~Ke to improve the tracks' aesthetICS: offers Yamavchj~n. 

"However, GT2 uses almost half of the f'Iaoptation's abiJ ity in physics 
modelling. 50 aD of the game's other aspects musl be used v.;th the 

remaining 50 per cent" Surely, then. Gouraud shading is out of the 
quesMn? "'We'd used GouraLJd shading in Motor lOon GP, pOOr to 
GT, 50 technically we're able to do it. but as half of the CPU power is 

used for the ~ using GouraLJd shading for the entire game 
would e>:ceed the cache memory capacity: he explains. "If the 

information e>:~ the memory capacity, the perlOI'TTIarxe of the 
CPU drops dramatkally. oM1id1 is.....ny we didn't use ~ in the first 
game. But for GT2 we are trying to implement some Gooraud 
shading - we'll think of the most effeaive use for it" 

Super model 
Of coorse, the ameliorabons extend beyond a higher number of cars, 
ci rcuits and flashy graphics. "The third majof irnpruvoement in GT] 

would be the car physics model: Yamaucn adds. "The model in GT 
was very dose to real~ife cars but was still lading scrne of the 
mem-mics actual cars 1Mve, 50 in GT] rd like to make rt as complete 
as possjble - the model W>lJ1d behave more aLJthemica11y and that 
would mean the cars W>lJ1d drive as rea l cars dnve.' This, oINiousIy, is 
an ambiti0u5 move, but given the astounding dynamICS in the 
original game, perhaps not unrealistic. 

Edp was sh<:Mn the setup options used by the team to input 

the dlar.K1e!istics for the car models leatured 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 
GT2l'd like to make it as complete as possible - and that would 
mean the cars would drive as real cars drive" 
nctuding speoal and limi:ed editions to delight 
even the most dedicated Il'lOIOITIg afic:iorr3do. 

The !fad; seIeaion is nothing short of 
spect;IO.Jlar, too. Most are sti ll in the process 
of being designed. but e:q:>ee! I'Mce the 
number d the ongrnal as well as a mIXture 
of circurts and poinHo-poIIlI stages favou red 
by fil lly events. Like the cars, they loo now 
boast a more muItinaIIonal flavour, SO don't 
be surprised, for example. 10 find yourself 
ra llying in Tahiti. negotiating 9O-degree rums 
in a 5ei!t!le street cirrut, speeding through 
Rome's andent - and narrow - streets, and 
of wurse, slinging the car around every bend 
the COte D'Arure call throw your w~ 

Naruraily, these win abo benefit from a 
poiyg<Ylal make--over. 'You've probably 
noticed that something like RJdge Racer Ji:pe 

PRE SCREEN 

In this second outing. the c.r selection 
promises a fi r Il r,er Europe.n prese nce 

offer pemaps the most bewilderingly 
~ selections ever 1'vitnes5ed. 
Every aspect of a motor car can be akered, 
from the usual torque, gear ratios, brilke 
balarxe and suspension stiffness to steering 
angle, axie oMdth, alkrt sire and tyre tre,}(j 

Better by design 
For a car em!u~ the templdtion to 
e:>periment v.;th these pilrameters must be 
enormous, and given the appearance of a 
certain 'tweaW 4WO Mitsubishi FTO in the 
onginal game. it's not something Yamauchi is 
necessarily capable of resisting. "Thafs righ~ 
there is a 4WO no in GT but I made it for 
two reasons," he coofesses "Mliie 
developing GT I heard a rumour that 

A quick visit to GT2's intricately detailed development .. "~ " ~;'!,,,' increase the vehicle's oversteer 
characteristics, boost t he to/que levels, Ind Ylmauchi-Hln . another lap of t he Tahiti. n r.lIy course 

• £DGE
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The teplay mode wasn 't finalised whe n Edl' 
WIS shown the curre nt work-in-prOl tflS 
version 01 GTl, but .Itedy some of Grs 
dllm. lic.lly low ~mera .nlles Ire present 

Mits.ubishi was trying to m.1ke a 4WD FTO 
but 8dYe ~ the idea because m.1king a 4WD 
I\Jrbod.nged spor15Car would end ~ loo 
~. The 5eCOrld reason was as an 
experiment in making the ideal sport:scil r 
11 the game. So 'M! didn'l jusl add four­
v.+.eeI-drive - 'M! also dlanged the height 01 
the engine." he eo;pIains.. "We modified the 

Having ~IIY driven most of the cars in (if, a ta5I:; you 

'MJ(J1d ~ him to have repeated /cM- the sequel, Y~ is 
in a position to make the aboYe rei\ecticollMth a certain amount of 
authority. So you listen when he exptains why he likes c~ f~ 
cars and why the Lotus EIise and the /orttK:on"W1g Honda S2()(X) (101' 

whidl he has alreadf placed an order) are t>Ml of his favourite cars. 
He may have crashed his $ub.JrtJ IrnprezlI v.+tiIe developing (if, but 
his aJlTl'f1l vehicle. a MItSLbishi larx:er EwIutioo S (sunilar to raly 

"we made the decision not to increase the number of 
cars""" I 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" 
car in order 10 make ~ in our op;n;c.:-, was 
the idea15pOrtSCilr:' HI;Moevef, despite the 

«redibly d~·friend" result. Yamatrn is 
keen 10 emphasise mal no programmmg 
!rids 'M!re used to ad1ieYe this. R.lihef, it 
was a case 01 tweaking the suspension, 
m<Mng the petroi tmk and engine to the 
ideal position and having the ideal ~ 
and tre.xi, IMth !oUrprising consequences 
"As a resu~ of finding ideal positions /cM-
these thing;, I found thal many rea! cars are 
Io!i!IIy unbalanced: he annourx:es 
mnfldently. "knong all the cars, the dosest 
to perfection is the Ferrari 355. Compared 
IMth the Honda NSX, the suspension is soft 

but doesn't &hibit as much body rotl, and 
it's very comfO<table to drive, as well as 
drMng fast on ci'0Jits." 

world rnampion Tommi Makill'f1's car), has 

suffered no such fate this time, although ~ 
I'IIiU soon be undergoing something perhi!ps 
more dramatic. "MJiIe brO'NSing the 
Mitsubishi homep.lge on the Net I came 
acro55 an aucb::lrl VwfIere the set of decals 
used as Mal<inl'f1's car livery for the Australian 
rally wefe for Sille, I put in a bid and ended 

up t..Jy;ng it, so v.Uhifl a couple of weeI::s I 
should have this real lancer Evolution kilted 
out like Tommi ""-'lkinen's rally car." 

Steering him quickly bad; 10 the game 
in question he adds, "Sound is one of the 

things that rm no( satisfied I'IIith in GT. Fa< 

instance. 'M! tried to make the graphics and 
O!her aspects as sophisticaled as possible, 
but 'M! didn~ have enough time 10 wOO:; on 
sophisticated sound. GT2's.....;)1 be better. 
Actwl cars sound better, -M1id1 is why rm no( 

satisfied - whether from ir"6kIe or ouI!.ide the 
car, ~ sounds a lot better:" 

And ~ you think Yamaoxhi is a bit harY'o 
on GTs sonic ability, you may be!oUrprised to 

leam <Mw he has to Si!I( about the game's 
CPU drivers. "The AI is prob<!bry one of the 
lowest adtievemer1ts in (if so in the sequel ~ 

I'IIin be Il"o\.d1 improved. Fa< instance. the 
opponent cars 'MJ(Jkj drive as if ildual human 
f)e;ngs were driving them," he reveab. Bu~ of 
course, everything in life is relative; "Wlen I 
Si!I( that ~ was prob<!bIy the lowest aspeo. it's 
11 cornp.lrison v.Uh the game's other aspects 

Although still In u tly deve lopme nt at this lime, the level of detail .on the game's many vehicles has Imrroved 
to surpass the already impressive visuals found In Gn's predecessor, pushlnlthe PI'yStl tion to its limrts 
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- c:onv<Jred WI!h ocher rrilg games ttus k:m 
adlieYemenIlS probably 5IiI ~, In 

romaI rao'I8 games, a cat' comes '"" 10 you. 
~ you and races 'r1IQ the cisIance. 
And then ¥1O\hef one comes and does the 
same tt.-.g - or you do tt 10 them - and 
you1 probably !'II!\'ef see more than a couple 
of GilI'5 at the same lime onscreen. WIll cr, 
the~ofSCO:GiIIS.e~r~....m 

e«h ocher, '"'-d1 is very <iIfiajr 10 ~ 

Quality control 
Some things, ~, have refTli'ined the 
same, 'We ~ the decision not 10 ~ 

the nunber of GillS on the track because 
there ;IQ! 50 many 0Iher 1Iwlgs that we "­
to inaease as far as the qJaity is ~: 
.rlnoMedges yamauctM-san. "Of 0JlIfSe. 

there was the op!IOI1 of retairwlg the quality 
of the tracts iI the original game in order to 
increase the number cl GillS radng. tu. we 
chose not 10 take that q:oon - we prefene;I 
to riII5e the qullliIy II'l aI areas. If you II"oClei!5e 

the nunber of cars you on racJl8 ~ 
from six 10 25, ~, the!1 the rrilg ...... be 
different - the game 'Ni be ,jfferen~ in fact. 
If that cWd be realised, I woUd dlOOSI: 10 

increase the nunber of GiII'5 but the 
hardNare ~ me.m that a INIisu: 
.-.crease v.ooId add ¥1O\hef two GillS '"'-d1 
would not make a s.gnificant olference," 

Prediaa'*f, and like RR4, en ...... 
support SonYs I'ocketSIation for players 

Y.m.uc:hi . nd his tum .,e wo,klnl h.rd 10 
ensure Ihl lhe dyn.mics in GT2 .re even 
more I dvlnc. d Ib.n Ihe p.eviouily Iluded 
physics mode llound in lhe a.ilin.ll.me 

'RE 

On. of the most silnifiunt .dditions for this seljuel is tll,lncorpor.tion of "Vilr.1 differinl c ... ories 
of moton.ports. Elped ,.lIyinl.nd spolt$(.r "(.Inl u w, n.s the-p'evious production . nd GT c., .dion 

'MShing to grow theW vehicles v.nen separated Io!m theif 32bit 
!TIIICIwJe.le55~, bt.t sUI ~ Narnco's ~ racer, Jog con 
~ 'Ni be possible, in adcibon to normal Dual Shod use. 
'W'f'O I r.st heard Narnco was mab-.g ~ ~ controIet 
I ~ It ...oM be perlea fOf GT2 because ~ v.ooId ~ players 
feel as \hcl.lgh they were dnving the YI'hides." ~ Y~ 
"8I.J; vhn I tried 11, It pI'CM!d less predse than I ~ origNIy 
~ If Nama! ~ ~ it in the right WlI'( tt woUd "- been 
• perfea control method, 50 I was a Iilde cisappc:ned." 

Missing link 
Sdt', ~~ <:OI'I'Ipatibility looks unlio.e/y, but Y~ is not 

~re of its potential "It would be r~1y fun to '- two or more 
people pUying together -11'5 somettungl <id inMolot boo CP 2. 

• 

but the Iin/r;; aable is not partiokrfy popular 
in .Iapilr\ 50 even d we ~ rt not 

many people cWd er;o.,. It." But the 
ptedical. ~ R is more than ;..ost COtI'ii'l'leIOi 
viabify. "It's some!hng I wooIdlove to try 

but one 01 the problems is that the harW.-are 
spedfic:.ation and the c.IDIe's spedfication 
are not perl«IIy ~ 50 IJSIf"I8 rt drops 
the CPIJ power by 20 per cenl 'hW1 games 
Il.e en, wI-.:h pushes the CPU to nslimns. 
it v.ooId pro.oe a hII'ldranc:e." 

But despte thos slight bloc on what IS 

otherwise shaptng up to be & thoroughly 
~ videogame driWog ecpenence. 
YilmiIlld'oi-san rmdes Edle's sporiI ~ 
a Ia5l rT1I5$IOrl staternen. , wooIdlilt ID 

see rncon! people play the game - in lad. 
as many people as po55ibIe, wnae stiI 
maintaoning the fun aspect of the original 
50 the am is to piQ'o'ide & gaA"le \hat 
eo.oeryone can er;o.,., aIlett at: ~ t.gI:ltI'~. 

he 5IaIe5. 'Gron TtmmO was released in 
~ 1997, fm td:I that there are 
sti people pIayong rt 000'1, bulle!'s SlI'/ 
mat an _age player may have taken two 

months to ~e the ~ game. For 
GT2 we're expectrog the _age user to 
spmd ~ year pi¥lg it· 
~ met YdI'1'li!!Jdli.me! seen 

the wrreol stale of Gron TtmmO 2, you 
gel the feeling that this is not simple -., 







In~, it Wil5!1'! his fault Peffiaps rl<ll1Jra l ~, 

he had simply assumed his Yirtudl single 

seater would beIoNe like the 01rbon-fibre 

vanety he drove ill v«lI'l >Mlen it didn't 

there was little even he cook! do, and the 

result must have surprised him iIS much as 

those standing around watrning. 

But anyone...oo wa lked iJW~ 

thinbng that VllfUG Racing WiIS hard because 

rt was realistic COUidn'l have got their 

steering rods more crossed. Like the 'M)I\d"s 

firsl3D arcade racer, Namco's 1989 VWimng 

Run, or the hig!1~ popular sprile-based 

Mtxxxv Grand A-R before it. 5eg.J·s nISI 
pofygon.Jl racer WiIS difficult because 

rI5 developer had played arouoo v.ith 

Newton's p!incipIes aoo come up v.ith a 

highly suspect se! of dfni!mics. 

Power to the pedal 
The tn.rIt1 is. until not too long "80 raOng 

games had little use for a brake button. In 

fact the rrnpity of toties featuring fast 

Yehide5 could be played by wildly sv.mging 

the steenng wheel or yanking the io'f.>tid;. 

wrthout having to mink al::oJl the applicallon 

of the middke pedal. IMloever considered 

braking in Fill(]) Lap, Chase HQ, or even 

OutRun? Not so these ~ 'Mlereas cars 

roukI once be mrown into corners at 

unrealm velocity, without fear of unders!eer 

setting in. the CUfTent i1oorporation cl 

authentic dynamics into games requires an 

equa l ~ realisbC approach. 

And, as any r<King driver 'M>r1h his 

Sparco overa lls win tel l j'UU, braking is the 

Allrr s Nif/.ht Dritfer, from 1976: the 
nry firsl lD' racing game in history 

.... 52 £00£' • 

essence 01 a fast Lap. My foo can floor the 

accelerator in a stratght line oot pidjng the 

optimal breaking point and deceleration 

intenSIty before a bend, awoacning aIM\) 

10 three times the national speed limit is a 

little tridier. Brake 100 much, lOO early, and 

j'UU1 laillo 011l)' enougt1 speed into the 

romer resulting in lost time; while roming in 

"Putting in a more 
model doesn't mean 

rather than having to worry al::oJt it himselt ~ 

the Virrua Racing expe!ience has haunted 

Prost over the last six ye<!TS, he 'MlUk! find a 

tnp do<.vn 10 his local arcade pa rticularly 

ex<Xcising. because. along \\11th the graphics, 

physics In ron-ops have since ITlOVed up a 

gear. Ridge Racer et al stin exist, but theil like 

faces inevitable ~nction. The amval of 

complex 
it will 

~~ysics 

more d if f i cu 1 t" i::aztroa"i 'f.-aJdli, iligiWl Polyphony Inc 

(00 fast causes j'OI.J 10 wasl e precious 

se<onds COffecting the ca r on the exrt of the 

bend. lhafs assu ming you've m<ln<lged to 

p<ISS the apex without ending up tail-filSlln!o 

the nea rest gri!Vel trap, of course. 

Naw an F 1 (eam manager with M\) 

paid drivers implementing all of the above 

Daytona on the arcade scene rrnr\:.ed the 

beginning of an ever more dynamically 

romple~ grid of motor racing coin-ops. 

'Mlefe once OutRun had stood iIS the 

unimate driving expefience, the tyre 

screedting flCM' 01me from !he Sega Rallys 

and Radng Joms of !he arcade racing 1'IIOI'Id. 
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Onte vpon • time, ,11 drivinl,lmn 
w;lnltd to be like Set.'s endulin, Ind 
(loriously plilfilble OutRun "Clde 

Ever closer, the coosurner game SOOfl heard 

about ~ ¥Id the console drJW18 g¥I1e 

IcJIor.o,e;I il the con-ops' slipstream 11' s no 

~ that despne the l'J6Ience of 

alUltle.s arcade-style r~ Cron TUfI'iITIO, 

7OC':A and CoIin McRae Rally were klst year's 

three best~ P\;)yStallOO raong tItles. 

Fast learner 
, recently IeaIised that mablg the cars il 

the g.n.e as dose as possible ID real cars 

doesn't ne<~riIy mean th.n ~.,.,;I make 

controlling the game diffioJ~' ~ KilIUnori 

YillMlKhi. producer of Gron Turi5mo and its 

equaIy mpre55/Wl sequel (see p44). "So 

e...en if you reprocb:e the acruaI tar WIII1n 

the game, the dnwlg should become ae1 

_ - puttmg in a more COI'JllIex ~ 
model doesn't mean iI WI be dJfficuIt." 

These days, after the rnmediacy of 

Gtoo TlR'ismo, tTlIS may seem a perlectty 

klg>cal statement, but as realism has 

tr~1Iy been Ided With diffja.dty, it's still 

a pMIOJ~rfy ~ concept. "Of 

o:use. and I thought the ~ 'Mrf \00 at 

the begtrorq. espeoaIIv after pIayag Io(s 01 

s.muIatx:.-'ls on pc,' agrees YIIIToiII.Idli. "But 

...A1i1e de.oeIoping GT I gradualy rl/Id the 

feelinS that probably rrnkmg rt more 

eIabo.-ate v.oUd not ~ make ~ a 

more <ifficuIt game, a~ I didn't know 

ths for sure. But d you consider reaI-ife 

dnwIg - tor nstiInce. I. ITr1 car 10 the 

local 0ItUII and I C<ln cfno,oe - n isn't as 

difficult lIS many think. Of course, If \'OJ dre 

dlMng a sportscM and <Idopt a highly 

advanc:ed dnwIg redwque ths would be 

YI!!I'f ciftiaM, but If you drrve normaIy, 

e-.oetybody can do it, so I !hough!. ....try can't 

ths be reprOO.JCed in a game'!' 

AcOOfding to vamauch. the Pfoblem 

'NIth many r~ s'mulatiorls is that they fail 

to lI5e ~ or ptecise physics models. 1hat's 

v.try n rT10lkes the game diffiaJII.' he offers. "If 

ycUre ~)'O'J own car 11" 5b~ roe 
on a tradr. and Ilm 1110 the Ii'SI comer you 

• 

win make the comer. the car w.II not spw1 

arid aash II1to a wan. So that's how cars are 

made arod that's how they should be 

leproduced 111 the game - it rrught be ~ 

~ but if you do h.we the axrect 

phr;ics model reproWced 111 the game 

!hen ~ 5houId be~· 

Most deYdoptrs I'"ICM' recognise !he 

irnponance of phvsIcs, although some 

~ieYe a little cheabng can enhance !he 

gaming expenence. "The user must feel at 

one 'NIIh!he car he's driving. and ~ must 

respond in a ~ he 'MllMIexpea !he re,,! 

car to, ocherwIse hel blame the game for 

rr; drMng mislakes and feel frustrated.· says 

Cavin Raeb!.lrn, Pfoducer on both of 

Codemasters' h.ghly successful n::o. 
games.. "Tlws doesn't ~ mean !he car 
~ need to be , carbon copy 01 real 

ire. and. III laa, I believe ~ 

certain areas 01 the ~ is necessary if 

yooJ are to match !he experution of ..mat 

!he user remembers Q( ~ieves !he real 

drMng expenence is actuaIy ~ke.· 

Was ttvs the case WIIh two popular 

TOlrilg Car reaeatJOnS?"Yes. For 10CA and 

espeoaIy 10CA 2, we \Y.e3ked certalll 

areas of !he game to make it more 

ir1\iOlvlng.· he reveals. T« example, 

aI:though the cars are all front.....t.eeklnve In 

10CA 2, we moyed the weight baL3nce of 

all !he 10CA cars back about one to two 

feet Tbs srnpIe dIange makes !he cars 

h<lndIe evef-so-slightly more ike mid­

engllll!d cars. IInd makes them a Io! less 

frustrabng and a klt less dull to drive: 

Reality bites 
For odlers, ~, onIy ~ realism 

..... do. Take Mike lescault, oiredor 01 

development at Papyrus and a long lime 

deve!oper of rllOll8 Slmulations jo( the PC. 

G)OC" Sl .. 

• 



'MIen he talks iIbouI the dyIwncs of the 

company's sublime Grond Ptlll Legends you 

SOOI1 realise th.n he's part of thIS gloop. In 

1(1(1. grven his ~ for sb:l ~ he 

probitif thaws the meetmgS. 1.Jsu.lIy in 

r.xng games, If a car crashes you can see 

the tyre marks as M<:I stra.ght hoes p1g 

into the distance: he begil'lS. v.Ith us, 

1'Iowe.Ier, ',00 cart see how !hey twISt 

and contort as the car spns,. and ~ you 

htt a b'lITlef and fly IIlIo the /Ill: the sb:I 

mark; wtlI stop as you see tt Hip through 

the air - and If you watch tt 111 slow motion, 

as one side Ms the grourv:! you1 see a 

sb:l m<ri:; ~ the tyres hit. and 

~ ',00 drNe ¥OOnd the track and 

you ~ see thrs mess 01 sb:l mark;. That 

reaUv adds to the g<!me~ 

He's rtghI. 01 COUI5I' - a good raang 

game IS more than p.ISt a burlI 01 

mathemabcaI equatJOnS.lt's ~ entll~ 

padage, ....t"IICt1 Jrdudes the nght ~flbty 

of all the necessary aspectS. Kf1oI.w"Ig v.+JidJ 

and how much. howeo.oer, is ....n.,t 
<iflerennate5 Coi<I ~ RaIy from 

~ Mdbrlen RuIt, for e:.campIe, ihe 

grapht1:3 /Ire very 1!llportant - how the 

game looks is 1!llportant" offers Vamauchi­

salt "But,....neo you're actualy arv.ng a c.v; 

espeoaIy ....neo you're drP.vlg a sport5C¥, 

probabt,- the most 1TIpOIt¥lt d'wlg IS to 

commurncate WIth your 0'M1 caf 300 !he 

road ',OO'1l! drIVing on. EW'Il thougt1 YOU'll! 

Geoff Crllmmond's 1993 C'flnd ,.rill 
set I precedent others were to follow 

• 
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"It doesn't matter how badly 
programmed the game is, if you feel 
part of the game then ~ou wlll 
probably be having fun '""', ,-.", ,-,,,,,, 

not holding a steenng oMlee!. II's important 

10 rn,!lntlln such commurncallOrl witt1 the 

JOYPo1CI and emulate the feeling 01 drMng.. 

The ride of your life 
700fs Raebum <!dopIs a simpler appro<dl. 

.,.otaIlIT1mersion in !he game itse/t" he says. 

lDO Need fo' SPftd remllins one of the few 
limes to conyinc1 nl" recrute 11 ell,'1 weish! 

11 doesn't ma:tel" how bacIy programmed 

!he game is. or whetherll's a SIITlU~ 01 

arcade game. ~ scroIler or in 30-

If you feel pM of the game and feel 111 

control 01 the caf ',00 are driwIg. then you 

wtlI probably be having fun." ~ proof IS 

f\eeded, ask Raebum to list his la\l()l,mle 

games and irt betwee!1 Grond Pri1I 2 and 

Coil McRoe RoIr, you1 find the peffea 

lustrabOrl of hos claim: ihe car rao-og 

section on DIe Hard Trilogy. because 

although !he car physics are dreadful the 

feeling of irwoIvernen! is absolutely spot en" 

A top-doo.om racer leatunng Iitde 111 the 

ha~ department that could be lermed 

physics. F I CmIs on the Mega Drive may 

have never made II to western shofes other 

lhart Irt lIS 0I'iginaI arcade cabu"IeI guise (or 

as a ndicuIousIv ~ 'mport), but R 

I'eI'T'0ined a ~ flIIoIwIg expel IelICe. 

mainly tIvough atrnosphe1"e and atlenbOll to 



The move to 3D was crucial for 
the racing genre - it allowed the 

implementation of real-world physics 
models and believable environments 

de\ad, Some 16 months earl'ef, \Il'oom on 

the Amlga had achieved SU'Tll0f results 

Ihtoogh the use of outri!geOUS speed And a 
IiIIIe further daM! the ro.ld, Geoff 

(j.wnmond's ~ Im' ~ated thm 

PC raang 5IITlS, ho.Yever deIaiIed, COlAd be 

utterly Cdpevating. And.., fullD. 

NCM'adays, of course, no publishing 

e:teCUtive wishing to retalll his po5ItIOn would 

~ 01 greerWghnng a 20 far:W1g g<lme. 

The ~ If) 30 was a ~ one for the 

raong genre - It aIbNed the ~ 

of the reaI-Y.aId pI'rysics models discussed 

abwe, arod belje.,.able efMrooments. to 

r\3me but 1\\(1 Immediate enhancements. In 

f~ so cnbCa! W~ this ~ancemerot lQNards 

30. tIliIt It's prob.lbly In.Ie M 01 all !he titles 

~ being gIIIefl a 3D ~ rClCing 

games haYe benefited the most Raebum. 
hoNevef. d6agrees. , IIri. aI game IJ!flIeS 

haYe taken a step closer to reality and have 

beoefued from 30 - It's all gettlOR bad to 

this ~ing of immersion 'M\hin the game," 

he argues. "l-\owevef, rnaU1g things wo::>It in 

3D is a \0( more difficuk than 20. The closer 

you gel: to reality the more people ~re 

your game with !heir own V'IlNI of reairty. It's 

like compamg ~ a bed:; to watching a 
~lm - the more informauon you are given, 

the more holes there are 10 pid. at" 

• 
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The Ridge Racer PllIyStation series -
memb", of. diwppnrinl brHd1 

But Raetun does concede tt'IIII 3D 

cards represent the biggest evolution 0/ the 

!itsl fe'o'l years. "These have alloNed two 

things 10 happen,. he SUItes. "Clt:MousIy 

the gr~ have beo:me nu::h more 

bebevable¥1dphottHea/!soc.but<1lsothe 

use 01 3D ~ator cacds has eiJ5ed the 

burden on the menn processor, SO rt can do 

otr.er th ings such as more sophisticated car 

physics and effeas.' 

• 



• 

Power injection 
As a f'\at.)tMion Qe...eIoper, Kilzuoori 

Yamauchi may not have 3D C<lrds ill his 

disposal, but his condusion is, essentially, 

Klentic.al. W!en we first stilted developing 

on the PlayStation. my first impression was 

the ability to freely use 3D graphics; he 

drvuiges.. lJ~ng 3D is a majof 

improvement of course, but eventually I 

realised that probably the most 

revolutionary asped has been the increase 

in calculatIOn power - no m.mer how many 

cakukltions are required. the CPU must 

aMril'fS be able to cope." 

And the futu re is all about processing 

power. witl1 all the benefits associated with 

this increase. '\1sua11y at least we' ll probably 

see racing games with neafty photo-realistic 

graphics On the IIef'{ I1e<lr future: believes 

Yamauchi .. s,m "As far as calrukIDon power 

is ooncemed, soon we'D probably have a 

machine that'D allow us to make even more 

Ullruliltion5. We'll have the hardware to 

develop the almost perfect racing game" 

RIIebum sees limitations, hcMtevef. 

"Wel l, graphics and sound will cb.tiousIy 

conunue 10 impr(}Vt', but in the standard 

home setup I don'! see mum room fOf 

imp1"ovemenl if) things like mollo!'l feedbad 

or VR helmets - whatever technical 

inllOV~ happen they 'Nil need to be 

cheap to have ITldSSITl<lrXet appeal: he 

warns. 'The physics used witl1in the game 

F-' World Crand Prix is a ~nefilctor 
of incrusts in processing power 

.. 56 £DG£ 
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"We don't want to guarantee people 
that they can play over the 
Internet, but we have provided them 
wi th the tools to do so" Mikl! Ll!scault, Papyrus 

wil also m~ as Pfoce5SOl' power 

increases, but again this will be of ~m ited 

use d sensoty f~ from the game 

can't be cheaply in"Iprc:Ned. I--\oNever, I 

would imagine roetwot'.; play wil become 

more popular, especially with the possibility 

of modem support being mduded as 

standClrd OIl CCI!lSOles sud1 as Drearncast~ 

Ne\'M:lIk play. 1his is another area Mike 

Lesc/Iuft getS understandClbly emted abolJt 

The poIentl<Il is massive, but OJrrently things 

are not quite as they should be. "We're really 

kind of disilppointed with the grO"Nth of !he 

Intemet.· he Ii!~ VJe were hopi ng it 

would build faster and be more stable, 

because once rt is you can do some great 

stuff - you can have some real fun racing. 

Even OIl lAN when we have people getting 

togethef it's greM fun racing....t.eel to....t.eel 

with guys and sometimes you do touch 

v.+.eeIs and it's usually pretty (,(ltastrophic 

when tNt happens - as rt is in fei!l life. 

Dl!yton<l USA (Itft) wu ont of tilt early arcade leaders to support mort realistic dynamics. 
Others, primarily Seg<l R<llIy (centre) and its sequel (right), have since followed in Its tyre tracks 

• 



EspemDy when you're mixing in AI players 

too, be<ause somebmes ifs really hard to tell 

whether the guy in Iront of you is an AI 0/ a 

human ~ they'll both make mistakes, they'M 

both slide out a little bit. and theYH both 

drive pretty hard, But muhiplayef is really 

important in racing sims, I think ifs going to 

be the future. We just want to make sure 

that we're ready when the Interne! can 

handle what we're doing~ 

Get connected 
And when you m at the multipiayer 

options on GP Legends, you can', help 

feeling that Papyrus is righ, on trad:. "Qle 

neat thing about GPL is that ifs reaDy a 

dedicated flying server appicatoo so when 

you decide to host a race, even in 

sing1eplayer mode you're both the dient and 

the server ~ you have a server running and 

the AI is connected to the server and you're 

connected to you r 0W11 server so you can 

actu<l lly exit out and start foo ing arour.d 'Mth 

changing your setup and stuff The AI is still 

out there on the track going arour.d even 

though you can't ~ it" enthuses Lescault 

'\I\Ihat this m&!ns 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 'Mth five AI players. five people from a 

Ult;m@teRacePro: an example af how I lack of 
structure un severely hinder a promising glme 

LAN and five people 0\I€f the Internet, so 

you could really have all that 10/ a field of 15, 

18,20 people an coming from different 

areas which is kind of neat ar.d I don't think 

anytxxtys ever done thal 10/ a radf1g sim" 

"We're pretty exOled about the 

multiplayef optioos but we're not going 

to say on the box 'play 0\I€f the Intemet': 

he adds intnguingly. "Because ifs a racing 

sim, ifs an about crashes. and when you're 

wheel to wheel 'Mth somebody even a 

little bit 01 latency can cause problems ~ 

If you have art-{ more than a quart" to 

haH a second of latency you're ~tting 

into trouble trymg to play GPL 0\I€f the 

Internet and thafs just something we 

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

can't control so we don't warn to guarantee 

people that they can play 0\I€f the 

Internet but we have provided them 'Mth 

the toois to do so." 

So, peffi<lps predictably, digita l racing 

fans can m forward 10 more rea lism; 

photo-realisric graphics. impr<Wed sound. 

authef111c dynamics. Internet play 10/ the 

ultimate opposing Al, and a possible <X1ive 

wntroi system to realisllcally CDf"rJf!'{ v.mfs 

happening on the wa ll-mounted I"I.-tsmatron 

screen. True, ~ doesn'l sound partlruklrly 

revo1lJtiorlary, but then the dnving game is 

hardly the genre IllOSl open 10 dramallc 

change. Think of it more in terms of a 

gri!dual evolution. Of course, there are 

some who feel that tomooow's consoles 

would be wasted on a ~mple r<lCing 

concept. "SLich machines .1'Ii1l probably 

be too good for just making riKing g<lme5, 

so we may have to think about using 

such calculation power for something 

else: S<1'f'> Yamauml 'We should be 

~ng that powerlul hardware to make 

other types of Simulators, ~mukltOl'i 

which 'MXJ1d deal with humans 0/ the 

human mind. fO/ example. But as fa r as 

racing games go, you'lI see a perfect 

example in the very near future" 

That shouk! please A1ain Prosl 

£DO£" 57 
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After years battling a multitude of enemies, garners are finally 
meeting their match wi th a more believable kind of opponent. 

Edge looks at the evolution of artificial intelligence 
and its impact on the next generation of videogames 

• L 

o l1@amwl of Half.th has been In HoIf-l.ilf! rl's the ~ th.n's the tha~ they.....,.,.\d work in !he ~ 
a ~al wake-up calto !he cannon fodder, the Silting dud. ~nd we had~. and SO ~t they 

WCIIId of VIdeog.JrTIIIlg. ushenns In the one most likely 10 m/lke SIiy, ~r.r:I Ittt~ >:lIo an ~aU progression that 

a new age of truly ch.JIIengtng theft/ore latal mtst.~, Game-bMed had to ~tate 5lrongiv to both the 

seemingly free-thlnlang apponents, artrtkial intelli~rn:e MS a>me of age. weapons and v.here we thooghl the 
Ostensibly a ~ of !he ValVl!'s Gi be Newel! expla ins ~ would be in understanding 

Qua« .. 11 8"~ ~1I'If' and genre, that HoH4,ife's IW<oach how the g.me ~ WiIS the 
valVl! Software has used this solid encomp.m.es three In!ljor Men. hardest part. ~ oeoture deSIgn$ 

foundalJXl 10 CCIIIjIn up the most coYering the over •• rthnecture. weren't JUSt tKMocal ptObIefm, but 

temfymg and ~ prrung speor.c Ie.Jtures wc;h ~ ...,....~ a CfNIM' and ~ problem H 

e1lWOIWTIent In ea5tence. or the use 01 $erlo;e'l wrmU'l that W@I, wt.... .. ~ dlooc .. affects ~ 
L 

G<~ pWy their ptt1. but !he hmework. and finally the OW\.lleli of the 0Iher ~ you make' 

real reoJ5Ol1 HoIf..J.k ""'''''II'!'S 10 whdI ~ ~ ff-Mules. This highlights an important 

dr(IW the unsuspK!lng ~ onto ItS "J'hoo firsI two aspects a,e pretty aspect 01 how AJ is appIic.lble to 
Ih<!ma~ world of ~ ch.l~8U1g technICal p<ObI!ms. but games. It's not so much the 
.I.ens and 1eth.J1 B~ Ops troops is !hey are fund.lmentllly just technICal ,melli~ that m;Nters 15 the 
the way these ch.J r<lC1e<'5 h.J~ ~ l"obIems," he asserts. "DesIgning the 'le~llOn of ch~racteJS capable of 

tHoughllo Ide.,.,.;1II. dIluling arr~ individ~1 creatures SO thIIt tl\ey nad exhibotrng .oenbfoable be/t.avIour. It's 

of ~r~1 p.nteom end qo.rU. uniQUe .rod inter~8 8dmep!fy, so easy to aeate a g.lme ...tIe<e me 
• ....... .. 

_0 
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computer WIns tNery tome, it's Mrdel' to 

inJed. a level of personality into that 
beh.Moor and imbue it WIth human 

flaws. Recent developments haven't 

been about sames somply gettinS 
sm<Irter ~nd h.J rder to bwt. theyve 

been ~bout their inhabrLmts acting with 

greater cunn ing using human·lib! traItS. 

It's not oniy the way the varlO<JS 

bree.Js of alien oct and respond to the 

p~yef's octKHlS in uniqlJe wiYf50 thal 
makes the Half-Life en5emble so 

effectIVe. The5e enemies ~Iso interact 

with one another, the communic.lbon 

mo5t obvKlI.rs when sqwds of Black Ops 

grunts pm the ptay..r down WIth 

coordlMted attacts. 

NEW WAYS Of THINKING 

"Once we went WIth groups of 

chardCters communiCilt"'g bad ~nd 
forth affiOl1g them5e~, and deciding 

wh.Jt dCtions to take itS ~rt of a ~ rser 

whole. we St<lrted to see a lot of very 

complex beh.Moors W<O'II beyond wlw 
the code would suggeo;~· says N~1. 

The art of creallng c01lVUlCing. 
challenging foes isn't simpiy a matter 

01 pi ling on the behdvioural quirks, 

however. "The Human Grunts, our mo5t 

51.1Cceo;s/ul cha racter. nave about 25 

Thiefs At is pro~rnsive. Guards 
listen out for noiseS, and work 
with each other to locate you 

'1here's a ttrestKlld io.!lere the cha-acters 
go from being mindless automatons to 

being compelling opponents" GabIi Newelh Valve 

crl.Ciaity, there are new developments in the wwy f,J IS implemeflted ID 
conSIder. Ff!!W games have strayed from tne metllo<l ootllned by GaOO Newell 
01 usmg a relatively simple set of behavIO<Jrs to produce seemmgly complex 

behaviou r, t>ut some belHMJ that the IutlJre lies in more complex mettlods. 
These are the main contenders: 

by mooi/'jing the AI code in realtlme, Characters e'fectively get smarter 
the longer H"oe'y'IrYe' Neural netwQrks have beeIl successfully use<:! 
in the crearures titles. BartJeauiser .lXU4D IS the next game to try the 
tedmilloo on tor SIle 

FUZZY logic Fuzzy lOgIC arl(l luzzy state systems are Oe5Jgned to handle the 
concept 01 'part ... 1 truth'. valuable for the lingulS~c siOe of 3CademK: AI. and 
useful In gammg terms for having characters act ·imun....el"( in imprecise and 
Ul'l(iefined situations. The CIo5e Comoot sefies has made some use of fuzzy 
logic, and n lMlI be used in AcWrSlDn's up:;ormng CMlrzafl()ll; A can TO Pr:!wer_ 

Genetic Algorithms These are at tilE! heart of art,fioal llfe. an altemative 
to SI<lndard AlI~AI vs AIlrticia' LJfe. p641 They treat a nl/fllber of OO lldmg 
tliock algomhms as geneuc bloopnms This 001 only helps oefine be/lavIOo.Jr. 
oot ma~es it possible to produce 'children' by mati ng and mutatlllg 
algomtvns. Again. Creatures and Creatures 2 use this. GenetiC algorithms 
also featu re In Wl II I3m Latllam'S ·NOfk. helplng to creale the evoMng tmages 
in OrganIC An am makIng n posstble for r>ew creature types to breed in the 
yet·tD-be·mleased &viva lnow sadly WIthout a publlsher!_ Neural Networking Ma" 1lg LJSe of an omerconnecmd set of nodes lan 

approxunatioo 01 neurons in the human Ora in, hence the name). neural 
netS are able to idenbfy patterns in data, and modify behavIO<Jr base<l on Blackboard Technology A method for determ ining a reaction bylJSing 
tl" can enable a Chil racte< in a g<orneto learn as itgOeS. Marry games IITIbve 
tne" Creatures WIth a ~mited memory (even fightong game opponentS learn 
what rll('M)$ it player favoursl. but neural networlcing enables these artificial 
creatIOns to learn aboot the" elMroomem and the actIOOS of other creatures 

a set of inoependent AI modl.lles. The analOgy 's a team of peep e worI:ing 
to solve it songle prOOlem on a triactlloard AtOO1ic Games or,glnally 
intended to use blacl:board technology on CIo5e Combat. OOt the Idea 
never actualty made it past the planning stage, 

basic behaviours whereas the AssaSsin, also very sucres51u l, only MS about ten: 
Newell conbnues. "Thefe seems to be some cntica l threshold where the cha,actel5 go 

from being mindless ~utorn.llons to being compe(ling opponents, but I don't thin~ we 
~re e...ctty sure where or why that is." 

CALL AND RESPONSE 

Thf. computer game AI story realiy got going WIth f liza, who had a way lMth word, 

desprte being oothll1g more than a computer program, Developed In \966, the aim of 

floza was to fool usel5 onlO believrng the computer responses were being generated by 
some unseen human by constructing dnSwers using the users r:mn words and 

5entence structures_ flila migllt not have provided a true artificial intelligence model. 

but it was able to satisfy some of the cntena set out in the famous luring TeS!_ 

. Unreafs 'duthmatch' game (top) with computer-controlled bots is 

Born in 19\2, Alan Tu1'ing was an Engl ish mathemat>oan, breaker of the German', 

En lg:rTl/l code dUring WWlt ~nd now reg~rded as a leading Influence on modem 

compuMg. I~ ~ paper entltted Computer Machines and Intelligence (a copy of which 15 

on the Web at httpJ /1'MW,5sd,ucsb.edu/ ~sung/comm 115/writing-define-compubng/ 
Computlng-mach,nery,hlml) he postuklted a situation in wtJiCh a computer would be 

interrogated usong only text messages_ H the interrogator is uMble 10 distinguish 

whether the replies are human or computer generated. tt- the computer i:; defined as 

IIltelllgenl. Th is idea is now used as the l>Iuepnnl for all artificial intelligence_ 

Surpn5lngly, the work ~ by fliIa fa iled to lead anywhere In game AI terms, ~nd 

fO!" the next few years attent>ort fell on computer chess progtams, As GlObe Newell says, 

"While undoubtediy clever, these rely more on computatlOndl power rather than 

. i dmirable, but flawed. Weslwood's Tiberian Sun (above) sports far mOle 
complu AI coding thanks 10 mOle diverse abilities and varied terrain 
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behavloor modelling. It wasn't unti l the Late '805 that game de'IIeIopers r~ally had 

:;omething 10 IWI'< wnh, when Rodney BfI.lOb '" MIT began poJbli~ing p.lpe<li about 
algorithms b.>ed on i<lyered beh.\IIOI,Jrs thal_r" easy to implement The key lay in 

Us'ng very s'mpte rules th.J1 provide the nght results in Cer\ilin conditions, rather than 

gomg to "ext'3Ofdinary lengths 10 Slmul(l!e ,11 the nuances of human behi!vioo r,· 

'MIen coin-ops aM. i<ller. nome consoles.oo computers 100<. hold in the "'le 
'70. and earty 'SOs, Cfl.'aling artificially intelligent oppo",,"ts 1'1" the ,.", thing on 

programmers' mInds. Early computer games ~re reactK>r'l-bllsed, u",.11y relying 00 the 

numbel rather than the devemess of opponents 10 provide. challenge, In h,ts such as 

Space InO'Gders, Poc-M<1n and Asteroids, the env;IOI'tlT'lems were .~.YO; abstract am! 

portrayed on. songle fixed screen 'Mth just \WO axes of ITIO'I'ement, so the,e wlIS little 

need (0< room) for AI, And even afler 6rooks' ~ 1'1., publ~ed, programmer, _r" 

~ 10 Iolldl on to AI. Time, effort and procmng powe< were gener • ...,. ploughed into 

the visu.J1~ p.lr1lCUkJrly orn;e polygon-based 3D Cilught game<s' Im.JgII1ations. 

TAKING OR»ERS 
Early walgames prOVlde an inSight into the impiementat>oo of AI In computer games. 

but even here ther~'s .bstrllCtness to the gilmeplay that restrlClS Just what Ciln be 
achOeved, Their turn.tlased Mture instantly erects a b,lJ'1eI between the human and 

compute, opponent removing the ability for enemies to re3CI in re.lh.me to a tactic, 

Md wf1en a whole day's manoewre<> are simulated in. single turn it becomes almost 

impossible to detect any nuarn;e<> 01 behavio<Jr. 

Games geared mofe towards empire bu ilding than stralgflt combat do provide 

further ,oom for beh.\IIOO,.1 quir"', C;v;hzation, in pIlrtirut..r, deselVeS a menllon 10< il5 

computer AI code. Play it and tne impresSIOn <s of an opponent that actually thlll'" and 
even makes mistakes, r<!ther than following a set of chess~,k~ rules. 

On the whole, though, a re.lkime 

e<Mronment <s essenti.!1 for impressive 

game AI , 'Much ~ why We<>twood 

5tudlOS' Dune 2.nd Command I> 

Conquer are ~ by many as 
mIlestones, As the fir,;t realt.me 

wargames WIth massmarlet appeal, ~ 

were able to calculate and portrayamty 
JT\CI\feS on the 1Iy, reactIng InS\dntly to 

the player's strategles.r>d modelling 

both unit and leader behaviours, wf1 ile 

at the same bme ensuring the unrts 

under pial"" controlllCted ~bIy 

v.i!hout th~ ~ to m.:romaMge tNtry 

JT'IO'Ve. Th is sImple change Il'l'illlntly 
makes it difficuk to disbnguish whether 

an ~ult. for e>:..lmple, is coming from 

the computer or another p/3yer. There 

are flaws in the sY5tems used by these 

ga~, but they do • good job of 

I';lJld.ng a whole army of units in. 
SUitably mi l,t.inSbC way, 

The next Command & Cooq~r btle, 

T'berian 5<Jn, is set to bfing Westwood 
in line v.im other RTS developers ruch 

as UlVedog (Wlm Toral AnnihiiafJOn) 

Bret Amb,os., programmer on the 

acprOJect. explaIns the approach taken 
WIth th,S latest trtl .. , ·Unot AI III Trbffian 

Sun is a mix of old and MW. ~ sub­

systems, tne pathfinding. for example, 
h.Jve been completely ripped oot and 

r~aced Wlm superior implementations. 
Ott,..,- sY5tems, li1<e the unit miSSl(}lls, 

have ~ kept aver from previous CI>C 

games. Thes.. older systems have been 

'; revised, el(pilnded and e.\1eMed, 
though. We now have neN mISSIonS and 
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bo.havioor<; fOf AI unrts 10 follow,· These 

Include the ability to scout, Cilpture ar>d 

infi ltrate, trait. that have the potent .. 1 to 

open the g.m~"Y completely. 

THE RISE Of THE »EATHMATCH 
tron""U,\" the game that's had th~ r'l)(}<;t 

Infli)ern;e on computer game AI doesn't 

do anything very de"er at all Doom 
has been responSIble for pu5-h ing 

~
"GarnerS want a challenge, trey want a 
cCllf!)Uter-controlled opponent to act like a 

tunan so they can have as rruch fll1 playi ng 
al one as playing online" Till Willits, id Sof~ 

programmer,; to imprave opponent 

intelligence more than any other game, 
simply because it's so mlJCh fun as a 

mukiplayer expen~l1<:e, By the bme 

Q<.Ioke arrived id Soltwa,e was 

concentr~\ing alr'l)(}<;t solely on th is 

eiemenl lntemet suwo<t oonging 
mukip/3Y"f battles to the masses. 

IT ' S ALIVE ! 

Some of the more unusual examples of soomlng~ .ne!l lgeIlt 
computer game behavioor 

Ellza (1966) The grarornotller of alt AI creations, flrzil was conceIVed 
as an academic pro,<l'Ct, I:M.Jt I:leCanle sornetlllng of a favounte 
pIlr10ur game program for home computers In ttle ear~ 'SOS, wrtt1 
mag~lUle5 regularly primIng programs 'inspired' t7j' tile onginal 
fliza IS primitive t7j' todily's standaros, I:M.Jt still ttlrows up the 
OCcasKlll.)l smart response. Try oot an online versoon of Eliza at 
hnpJIWWW-ai.ij'SIIelllalebza.hunl. 

Littte Computer People (1985) David Crane's Commodore 64 
Pfosram provided many computer owners with their first glimpse of 
AI. n features a nouse, complete WIth t>ed rex>m, \(itchen,lounge and 
gadgets such as a s:ereo and telephone, wandering arOUl1(lthlS 
house IS a spnte charOC!er, lnmal~ chedjng oot tus new home, tIlen 
senllng OOwn, playing reco<cs, eal!llg. sleeping. even Wlitlng letters 
and piaymg carcs WIth the user. NO! realty very AI--orief1la:ed, oot 
endearing all tile same, Jnd Cert;lIl1~ more aovarlCed ttlan Tamago:chi 
)unleashed sorne te1 year,; later) 

Creatures (1996) The first oflenng from Cybe~lle follows in the 
footsteps of llrrle CC>"l1wrer PoopIe, I:M.Jt U5l'!; far more advanced 
techniqLJeS to create its 0W!l var .. nOfl on tI'I€ ant farm C()l'l(:<:pt.Uslng 
artificiat t'fe techlllques, it's possoble to hatch creatures mown as 
NOmS, feed them, teach tIlem tile concepts 01 rigtlt and Wfong. arod 
even get them to tilIk. Each NOm nas a Imted Iofespan, t:!lIt by breeding 
them ~'s possible to cream oftspmg WI1It markedly different ~ 

Senti~nt 11997) f'sygoosis altemp:ed to inject new life into the 
aoventure genre WIth a raft of Clever ideas. Complex personality 
modelling and advarlCe<.l sertten«'-tlased communication are 
used to populate a spacestanon WIth a ....noIe team of worKers, 
v.nere each are gomg aboot tile r 0\\I!l tlusIness, talkJng to each 
other, and reac\lftg to what tliippe<1S am what tI1ey learn. Impress.rw 
stuff. unlike the rathef tedIOUS gameplay ,!Self. 
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The popularity of ~athma!ches has 

gll"ffi shoot 'em up larn a thu'st fOf m:>re 
challengIng owonent5 in ~ngleplayer 

OUtings, something thi!t programme~ 

have been qutd to Ulke note of. 

Tim Wlllits. ~el ~gner <It id, 
agrees. "Many gam~er5 today 11""" 

experienced mu l~pL.yer game, aga.nst 

othe< humans. they have played agaonst 

an intelligent opponent who is able to 

"'am, ~ unpredictable, Improve, and 

adjust me;r style of play to Win , Once 

gamers experIeoce thilt ~ 01 

sophistication '" an opponent they hilve 

less de5're to M agaInSt 1e5se< enemIeS 
They wam . cm llenge. ~ wam a 
compu,er":ootroHed ~nt to act ~ke 

a human so ~ Clm nave as much fun 

~ng alone as they do plaYIng online." 

Westwood's Bret Ambfose i5,n't 

convinced good AI wiH ever pn::Nide an 

11Ie AI code in Half-Life not only brinl5 alien creatures to life, ther. am 
hunt in packs. Allies and enemy soldiers .Iso have be lievable attrIbutes 

~
"If we ever reach a point \otlere a player can no lcr.ger tell 

the difference between a cCJll)l1ter CWJ'lBlt arD a h..man cne, then 
i t mi~t be time to retire" ht AIIt:rosG!, llestwoa:l Stu:lios 

AI VS ARTIFICIAL LIFE 
for the moment AJ is powefingthe behaviours of computer­
c;ontrolled characters In games, but some believe the future 
lies I'<ith arllr"=lalllfe, Cybe~Jfe haS already proved thrs in tile 
Creatures Wes, usmg the more amtMhoos kind or mo.:leIling to 
,ts aovaruage But Just v.tIat is artllidallile1 

Cybefhfe's Toby Slmpson: "Ntificialllfe IS the creation of 
lifelike betlavloors USIng klrge ~uons 01 autonomous 
objects IcafIeC agents} that wheI1 COII'tlollOO pr<Xluce more 
complex emergent ber\aVIour v.flem r.one of the individuals 
!<now anyth<ng about the emergem betlav>oor that occurs." 

$impson stresses that artilidal life approaches the 

problem in the opposite WiJoI, "AltIloogt1 a geflerall$allon, tile 
best WiJoI 01 underst~nCing tile Clflerence between AI. and AI is 
tI1is: AI. approaches problems Irom the bonom·up wIlereas AI 

approaches problems from tile top-daM1, or outside·in. 1'ypica1~, 
AI solutions are cOOe Oriven and A.L solutions are ciala Crrten." 

While AI Crx\e is CC<lCeme<l Wltl1 WperfOClallty, it's the 
results prOC...::oo that matter,llOI tile processes behu'Id them 

This to[)--dQMl approacl1 means yoo need to IuW understand 
the whole system to prOC uce the cooe neeOed to replicate a 
Ceslred behal'iour. ~'s emul.ltion rather than S'mulat>OJl. 
"Emulatioos are SUperllCiaf..an<l a~hOugh >oeallO< sonple 
systems wIlere yoo unoerStand the whole system, tI1ey 
collaPSe wheI1 pmssured to create massive VIrtual 
erMrooments." he qualifies. "Developing from the bottom-up 
we do oot have to understano the wf"Ofe system IJl or*r to 

replICate the des;red oohavioor, Io1stead 
we model the b!JiICing bkx;l(s 01 a system 
and re~ on emergence to fill in the gaps. 
we'lJe created a biological modening 
system that alk)ws us to 'OOI!d' b.oIoglcal 
S;'Stem5 mSll:le comouters, that go on to 
solve problems. Computers canoot be 
ir1teHlgent. however computers can 
model systems that can in themselves be 
i1t~Iigent , ~'s a sat 01 booIogicallegO set." 

• 
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i>dequate subsUMe lor multJplayer gaming. "~Ie p"y mu ltiplayer games for two 

prinOp.l1 reasons: the sodal commuruty that boikl, up around g"mes, and the vane!'! 

and chaRenge that a human opponent pI'<Mcies. w.. ,.,;11 never be abl~ to progrom the 

social as.pe<;ts of onli"" g"mlng, bot ,I we """'r reach a pOint (ess.enllalty the liInng Test 
of computer gaming) wl--,ere a player am no longer tell the d,fference belweefl a 

computer opponent and a human ooe, then ~ might be ~me to retue, I don't see that 

happerung anytnne soon, if ever, though: 
Nevenneless, ,t's something the deathmatch wmmunity has been \\oQRing towards 

for some time Steven Polge's Reapemof add-<:>n for Q<xJke prOVIded the lirsl13ste, 

using an efficient set of algonthm, to guide andicia l deathmatm opponents or 'bats'. 

Polge also worked on Unreal, where computer-<ontrolled enemies in the ';ng~yer 

some frequently dodge fire and ~ n,Jn 3Woy d the bam..,~ gomg b.dty. """""01 

cr~atu re types also successfulty make u~ of flockrng, a teromque to ';mu"te pad 

behaviour and I1'lOVeIT'H!I1t A slnglepla~r death match optton is also n1Clu<iM m Unreal, 
though the AI code Os rather Ies~ effectrte here, 

And it's the coocept 01 the human--verws-bot deathmatm that Qu<lk~ Ill: 1ven<J 

(see p38)"'; 1I be boih around. This time id Software 'sn't """,n bothemg with a 

standard story mode, instead pa ri ng the form""" down to single- and multipl.Jyer 

vaR<ltions 01 the ever-popula r co op and deathmatch ~mes, Id', John C .. h Os the man 

wding Qooke IIfs AI. He admits that id didn't bother W1th any leo';bility tests belor~ 

deCIding to opt lor a deothmatclHlnty game. 'We realty didn't feel ttus wa~ necessary. 

~ number and quo llty of bats that ~ been produced by the gaming community 
for Qooke and QuQk~ /I was proof enough of the feasibility: 

John carmad's ,mproved code for Qook~ Ill: Are"" promises to deliver far be11e< 

Intelnet play and the gr.pllic.J1 pcM'e< n~ry for id's artists to shame mo5t 01 the 

Pes current crop of accelerated ntles. Bul if, cash', AI wor. that promises to re.1Iy 

make rt such a "ndmar. tirle. "The goa l is to deveklp human charact~r fra illle:§: he 

exp"lns. "Ther~ ,.,;11 be cha racters who mak~ ba~K mlStllkes, cha racters who U5e some 

common sense, ond those who W111 be deadty like a ~uper-good player:" The odea is not 

onty to create . cMllengmg ~n~ bot on~ whose style un be lealned and used 

agalnst~. Computer ene!ll.e5 shoukl ~ be able to use ti1C11C5 such itS lodel-jumpmg, 

"The current AI enables uS to put boIs into a map at>d play aga inst them." s.ays 
cash. "A g1eat deal 01 th~ work to this point has been tor the actual wmballogi<;. SO 

they un be pretty nasty in a firelight There i, a"'ays mum more that you would ~b. to 

do than you,.,;1I eve< have time to 00" 

cash 'SI"'" WIth Vatlt..'s Gabe Newell that cl~aMg good AI is. es5efltialty, an MiMic 

11Isk. Ther..'~ ."'aY" the d.>Inger of creating AI that's just too deIIer, rdthet than 
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chal~glng In the right w~ "'The challenge 01 cre~bng good AI for 0 deathmotdl g"1Tle 

is to m<lke the pI~yef leellike they're ([)mpetlng "galn~t onott.er ~r In~tead 01 a 

m3drine. To do th is the AI mustn't be /00 good. Meanrng that It need~ to m l~~ shots, 

stJy in ~,Ios ing fight m~ke prediruoble rTI<IYe"S all the mistal:.es that a rN I player 

m~kes. The trid< i5 to do ~ in a belie\i"b: ... fashroo.' 

A BE TTER CLASS Of ENEMY 
Some d~ are already workrng on more ddvanced methods of emukrtlng 

intelhgent beMvtoor (see New W~ of Thinking. p46). t>ut the resuhs SO lar have 
been m"ed. n's arguable thdt n's not neces50lry to model every dlilfa<;lenstK of a 

credture to m<lke It belie\idble. It"s the resuh not the method that "",tier<;. 'Good 

AJ code is sort of Zen - ~ is as soph"tKilted as it needs to be withoot bemg any 

more complK..Jted: conw~ Newell. 'Reo lly complex gameplay emer~ out of the 

intersectlOfl of thoughtful ~mple beha'ilOU~, not a really complex de5lgn . The tncky 

Pilrt is piding the right <Ul1p1e things to buIld on. MUch t.lkes a lot of e.xf>eIreoce 
and some luck.' 

' If ~Imple rdeas and technrq~ dre ~n tholt's necess<lry to pnMde this functiorli!liry 

(the ghosts in R7e-mon don't need complK..Jted Pilthfinding routir>es, lor example) , 

then advar>eed AI techniques cen~in!y aren'l needed: "dds Wes!wood', Ambrose 

Newel l points to the problems wrth Trespasser as on """mp1e of how attempts to 

5imu l~te redl f>itu~t'ons ",n get out 01 control. 'n talking W1th SOfTIe of the Trespasser 
dergners. they !lOt themselves in trouble by In"~Mg that """'i"\hing had to be 

simulated. and they jlf5t couldn't simulate well enough to create fun and entefta inrng 

beruviou~. The T·R"" """'" walked under the crate that witS suspended by d rope you 

cook! shoot out A good AJ ~ystem aliom you to blend both simulated or Al-<lriven 
behaVIOUr<; W1th autho!ed events in d sedmless w~ 

Looking Glass Tech~>es' Thief is ~n ide~ 1 example of thIS ~pproach. Scripted 

situatrons are blended WIlh im<lgilliltive Al. chara<;le~ possessang the "bil iry to he"r 

noises rdthef tholn simply relying on line--ol,slght to o;pot the p1ayer.1'.t1e-n combined 

with dll "lIiliry 10 communicate wrth other<; - camng for nelp, sounding alarms and even 

",lling out into the dark - the r~u lts ar~ spell binding. 

Cie.lriy, the dl~ lIenge lor d"""loper<; is to creat~ Interestng and finely tuned AJ 

code. Th.1! doesn't nec~san!y enta il making use of advdnced and lofty AI concepts, 

Ifs the resulbng beh.l!viour and not the formulde used to generate n that mane~. 'Most 

academK Al resea rdl;5 direaed t""'drd~ m<lklng computers intelligent ~~ opposed 

to iust m<lking them seem intelligent whKh is all that's reo lly impo<t.lnl in 

games, ' point~ out Newel!. 'Traditional ~",demK researdl also emphasises 

hIghly comple~ int~1 ~t.ltes. which 

HOW AI WORKS 
The code reqUire<! to !)rIng a game Cl\;lrOOe< to life can be 

broken down intra three dislinct areas 

Navigation This ffiComp.Js.seS pathfi'ldlng a'ld general LJSe of 
the eovirlVlffierlt. How a (}tJ<lke oot Of C&C taOI: reactle$ its 
(!estll1atrort IS defrned by 1t!,S. AS id software's John Cash 
says. 'H's remarkatlly hard to get a 00t from A to B 'Mthoot 

tr.em looking li~e an idiot: Pa1l1fiOOlng olten iI1vOIVes usi ng a 
process such as Dql:stra's SI>ortest Path AlgorIthm. bot there 
are also 1I1e differing ki'lds of movement lor eadl urut to 
coo$lder. WestwOOCl Sluchos' Bret Ambrose: ' In Tiooriilfl sun 
SOO1e un its can hover. others oorrow underground; inlantry 
can move throogh areas occupjed by lorest, mecharncal URnS 

can't some unIts can crusl1 wans. some can OestrO'1 them. and 
others nave to lil'(l ther r way around' EVKIe!ltiy. gemng from 
A to B reqLJires a lot of solid coorng. 

Strategy The tactics tIla! creatures can can upon are to be 

foullCl here car.h eX4Jlalns hOw thIS relates to Quake 11/ Are"" 

"The tacbcal Al governs combat ,,,de Stra'ing, j\J01prng, 
rlM'rsrng over health POCKS wtlile you're lightll1g. tIlat kind of 
th ing.' In other 'M)fds. ifs v.tIat helps pI-cMde the charactOl! 
..... 111 the awearance of commoo sense. NiMgatioo stops a 
monster from runrung against walls. but n's the Strategy Al that 
maKes ~ clevt'r enougll to attac1< from behind or OOOge a t>r.rIlet 

Behaviour Any quir1:s or SIgnature abi lities are covered by 

behiw1our. These lIlCllXle line-ol·sight and distaoce---of'Slght 
values as ~I as the a.billty to hear noises. see only in certain 
lightS. al'(l soon. T~ SUCI1 as wnen to retreat. what 
rllOO(!s are pos.s;bIe 1Si.lch as oong scared, aggressive. alert or 
asleep) mrght be needed. as ~I as the li Kelihood 01 ma,i ng 
miStaKes. Some creatures fTIIg!lt also have tile ability to 
communicate in/ormauon to other creatures. or to form PilUS 
W1th them. n this hnat element mat 'equ<res the most artIStic 
talent. but r~1y !)rIngs a creauon alive wnen done rrght. 

is not only very diffiwn 10 progr"m. 
t>ut hid ing the Imernal stilte5" really 

the last thing J'OO w3nt to do 111 an 
1IctIon game' ~

."..., AI nustn't be too good" It needs to make predictable 
rooves, all the mistakes that a real player makes. 

trick is to 00 it in a believable fashicn" JdTI Cash. id Softw.lre 

And ~'s important to remember that 

it's not 3MtdYS about prOVId ing pklye~ wrth opponents <IS good ~s other hUm<lns. 

Playing Qwke or Half-LJfe in singlepl~ mode IYOOkl be pretty fnJstrabng il every 

single enemy w~s dS tough as" deMh"",!ch opponent. 'Creating Al tlw is loo tough is 

very easy. ~Imosl more so th~n aeabng AI that's too we~k. and in betNeen is 0 ""'Y 

de1rr.ne balance: says Newel!. 'AJ IS Just a tool, and your goal 15 to otate 
entertaInment. There are lots 01 ways you can fa ll ;n love W1th your own ideas and 

leave the gamer out In the cok!.' 
Ironically, the Unl m<lt~ goa l is to cre.!te AI thdt"S almost Invisible. A!; Cash ~=~S, 

The AI in Q41lIk e Ill: Arenll will be crucial to its success. The bets will display 
diffe rent pe rSllnaliti n but all will be capable 01 human-like mistakes 

" 

"-" 

'Bad Al is more nouceabie than good Al. 

SO when rt's re~ l iy good you Ooo't re.!lise 

rt unless you stop to smell the roseo;.' 

.... h..t g.me~ now need "re 

computer..:onbolled opponents 000 

allies that act in a WI!'f that helps to 

plOmote the ~if:vabillty of tne game 

environment Just as game worlds 
dre becoming ~~ dbstraa, a iileater 

sense 01 immefSlorl" ~~ng from 
improved visuals, more inter&Ction 

W1th objects and judicious use of 
rtaM<or\d physrc,;, so the Inha bitants of 

these I'KlIIds need to act 10 ways that 

rernforce the illu5tOrl of soirdily. 
The fillil l word goes to Newell. ' I 

Know of othef g~me developers who 

h~ commented that cha r~cter Al 

is a de.d end and tIw there's nothrng 
more to do. I'm 01 the 0p,nron 

that we've bar~!y just mrted .' 

£DO£' 6S 
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Ihe plumber and Ihe hedgehog 
r.J urlOUS as to now SOtIIC A(IIoe<ltUlll had been 
L!lI .eterYe(l Dv the worIC's IIaroc:ore galTllng 
tomn'II.I'I,~ Edge attemp\e<llQ gauge POayefs' ~IWI 

lellCt~ - and ratller 8Iarml~~ found a numDe, of 
them k:Io*-lrlg to directly compare tile Sf)i>;y l)lue 
lledge/'Og's CHJung "I'th the antICS of a ,super ~alllln· 

J>.menC3n 1)I....ooer on the ~ and recalling attnDUle5 
of the okIef. tJme·honolftd game In order 10 define 
those of SOnIc ... ~t1Wrf IMrfthe tompar>SOll? After 
ill. the \WO are Ifl tact WOtk!s 81»" ~per MdfIO 6.f 
,@'defined tile platform gerre Dy bnnglllg ~ bckmg 

al'Wllum~ng Into the 30 age. BMng a persuasive 
~luhOO Of tile poSSlD4I'I'es offered b\l1Ile 300,1''''' 

01 an IJttr8 dunellSlOl1 11'1 tnfI Drocess. 
Yet SUDtr M;itJO 6<l1SII'\ a trut platf(vmer Alleast,. 

nox III the UaQ'bOfI3hSl. ~I sense of 
the wore. T"os 1$ by no me<1ll$ • O'rtIC1S1n. SImply yet 
anoltlef IlluslratlOn or M!'fIITIOIO"S gemu$ in ""S atMlIty 
to not ontv Inoovate an en(,'e genre. tlul to create a 
prOduCt tllBt twO-and -a-1Ia11 years after ,IS arrIVal SIlU 
looks 00wrI uPOO aR arOUl101t (w1th tile eJCeep(JOn 01 

Rare'sIlaf'lO-A:4lDOIe) from • YfIY great height. 
en !!le other hand, the te.trn resoonsatlle for 

SOr'!IC'S IIIlest YiOeOgaI'I'Io'l ootlll8 (See P70I StUCk to 
a very c,fferenl desrgn t>nef, YeS. SOn!<: Ad.'enlUre 

aOOolS. 3D erMrOOmenl.llIPIIIOoKh, granting 

Video games on Ihe Edge 

Sega's masc:ot more freeoom tMn SImPly It1e 
IeItInght I!IOYement it hall most!V ~ ~UlI'ICMI. 
trut Its gamepIey remalllS StUCk ,n 20 ~. It 1$ 

tM)Il/tIOO to Marlo's revoIl/tIOO 

This '$ the esseoce of SOOIC A(1YentVr6 - rt's a 

remarblJole erwnple of 2D plaUormlMg hrd,ng benealh 
a 30, poIygOnII ClOak. While SU(K/' MInO 64, t>ecavse 
of ,ts ,evoIutlOO4lY approach. torcec ~ equally IIOYeI 
gameplay SlyIe 00 tnose who played It. as far as the 

MaIIO serMl$ was concerrec. $OtJ/(: AtNemure's core 
remains clOSe! 10 Its Mega Clnv1!·OO\WreCJ ancestor, 
Tl'Iafs not 10 say it'S bette r, or worse - just d,fferenl. 

WllI,n 1$ wtry powng the !WO agaInst each other 
,s ultunately • 11'\IrtIesS eJcerose. It 'NO\lI(I be 
tantamount to pIaang RJdge R«eI ~ • aIoogsIOe 

Gun 1lJmmo on tile starting gn:I of some lWISted 
~ grand PfIX· Ther' COUld be '10 WlMer, 

regardless of w,",n one manage<! the IlISlest lap 
limes, aOOolec the besll,ne In and out of corners 
arid evenl~lty passed the che<ll!e<ec IIa!I rll'51 
Regaroles5 of superfOlI 50mltarnres III struCtln' 

Md cosmetIC lerms. R. and GT WilIIWay$ race 00 
d,lferem Cll'CVlIS tllOWlflg that \tIetI ~ 
gameplay \liICks WII neYeI crO$S. 

SlITl'Wty, sonic and MarIQ may never meet, ana 
Edge dOUllIS tMt they were 8'>Ie, meant to. 

The games that have seen Ed,e Into the small hours this month .. , 

'""'WII"': 
/ \ ',"' .... .. .. 

- ::...;..:;: -
1.lda: Otarlnl of Tlmt C.pcom G,n'<ltlons 

(N") Nlntendo • (PS) capcom 

NOt -.-yone In tile Ed,. TIllS ,etro oacbge. 
oIfa nasbeen'atll<o ttlfi<IcI pthe<"'I: log2I/Itr \!le 
till _ 10 /\rush Hen daS5.oe a'n'G senes. !'lIS 

~ 0IlUS - wl"e" _. POIenT .-- 01 

_ , I till< o! n oIfio.at)t now moch more ~ 
tItMIIIl dur"'8 """'" IIO\n pr!Ien""",,_e 

• 

" 

'"~~ . ' 
, 

'.,..->::.:s: L .,o '~ 
OutRun (Se,. A,es) 
(saturn) Se, .. 
TIII~ ,...,.,th', d''''ng P"'" 
~ tlfouant IOCIut 

5Of'IIedUSlJl'1_ 
WIIen IMII ttw lites 01 

-"""-. 
........ be rNIl$eO 19I,,11 

.. . ... ,~, 
, " 
• " I 
~ .' ., \ .... 

• 
'. 

Turok 2. Seeds of Evil 
(N64) Acc laim 

It ~ nDllIM ttw (ai,e.t 
_nong (UVir! ever se'! ., 

SIIICCn, \)JI ., ..... '11'$ utIe IS 

• dil55IC pmer'S pmt. 

deITIM'I4Ing !IIIt}QJ 5cO<I' 
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-
SONIC AOVfNIUH 

Fut and furiou5, graceful and ,rand, Sonic i5 definitely back. Those urecting 
more Mtlritl 64 will be disapptllntd. Those demanding more Sonic wil not 

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

70 £DO£ 

m otching new IJenchmarl:s for 

the next generation of 

vldeogame software was never going 

to be an easy tas.\::, but Oreamcast's 

launch games clearly undersold the 
new console's potential. That situatiO!l 

has w::JW been remedied 

In every conceiVable aspect of the 

experience it offers, SOnic Adventure 

IS a superior piece of intera"ive 

entertainment to Its peers, although 

the deep pool 01 Yen that some Team 

was given access to has clearly aided 

the game's development The title's 

audio trac~s alone were the work of 

over a dozen musiCians, wh ite the 

final tally of graphiC artists is over SO 

In th is respect. SonlcAriveflture IS a 

member of the videogame 

supcrleaglJe. matched on ly by Super 

Mano 64 and Zelda: Qcanna of Time In 

its scale as a development prOlEct 

• 

While smaller objects suffer from I iair degree oi pop-up, larger scenery 
is maintained to an impressive utent. sucll u in the Windy Valley (above) 

Sonic AdVenture cou ld nel/()r have 

existed on either PlayStation, N64 or 

saturn, Such IS the scope and speed 

01 the action that, as yet only 

Oreamcast can handle the game's 

technical reQUlfememS. Just as MiJrio 

64 pushed the Nlntendo 64 dur ing Its 

gestation period. so Adventu((] ta~cs 

sega's new machine through its 

paces. It also marks the significant 

return 01 Oll€ 01 the videogame 

wor ld's most popu lar and charismatic 

icons, and the on ly one to have ever 

threatened Mario's throne. 

Adventure is a thirdpcrson 

platformer which lollows the story of 

sonic as he battles, as in earl ier 

iterations, to defeat arch·adversary Dr 

Eggman (a~a Dr Robotn i~ in the west). 

who has created a new menace lor 

the world in the shape of the Chaos 

mooster. This curiOUS concoction is 

, 
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,;W r ', . , Formate Dreamen! 

publisher: se, • 

. ~. -" 
'. 

Develooer: Sonic Team 

Pflc.' IfS,'OO IUO) 

Release: Out now (Jlpln) 

Tulur., ;11. f;l!ll;lstiully V;lli.d, whil. vast ;lru, ale stold in me mory for 
Sonic to sprint across. Loadin, timu Ir. ra.ely i!ltrusiYt! and !lev.r tasllon, 

formed Irom a cod::tail of water /HId 

'Chaos E'IIf!raklS'. and it's these gems 
that some 1I11tJa11y sets out to recoYCf. 
although Eggman soon tums ttllS 10 

his oo.anlagc 
It'S a good sign of how well the 

story has betn SCllpted and alllffiilled 

that while Edge was keen to 

under.;tanct more 0I1he d"lalClClers' 
dialogue, tile giSt 01 what was 
happelllng transcended the large 
amoont 01 both written and spoken 
Japanese. HOWeVef, it may be that the 

eventual EnglISh translation unve~s 

an 0YI.!r/y ObvIOuS narrative, as many 
PUrists le~ 01 the Mane 64 converSiOn 

Adventure'S plot is, like all StOloes, 
linear In Structure, b!Jt the game 
iJVOjds tum~lng Into tedium througtl 
three factors. The first of these is the 

employment of a 'hub-and SPOke' 
system 01 level oesign, wnh twO 

centrallocallOflS, Station SQuare and 
Mythical Ruin, giving access IQ the ten 
other stages. It'S In these central 
areas that the story unfurls, With 

garneplay dIVIded between what sega 
te~s 'researCh' (!lub) and 'actlOfl' 
(spoke) s.ectlons. Also revealed In the 

hub areas Is the second reason the 

game aYOIdS l!!leanIY, in tile fofm of 

live acldloonal, playable characters. 
The third lactor, meaflwtll1e, IS their 
abilltV 1'0 access a seIectJon of !he same 
leve ls as SOI1le, but to play them In a 
rnamer that SUits ~r dislnct ~Iities. 

(asinopotis sus Sonic beinr flu n, Ibout two pinhllll t.1 bl.s. He un 
even be pelted oH on a quick lour of Ihe NiCHTS Ilndsu p. (lop) 

Isonic 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 requirements ~ 

The InIXtUre of old and new eKllas 
are introdUCed to the proceedings as 
SOfllC progresses through hiS portlOll 

01 tile Story TailS is a tWon-talled lox 
able!O Itv both aeroplanes and uooer 
his own steam; KnudIes IS an Echldna 
fan Australian toothless, bulTOWlng 
marrvnal', accordlf"og to Edge's 
dICtionary) and can both Climb wailS 
and bury !of !terns; Amy is sonic'S 
sweethean, usefully armed with a 
'love' hammer (it scatters pink hearts 
upon striking the ground): Big the cat 
is an OYerwelg/lt fehlle eqlllPDed WIth 

a flShll1g rOO; El02 IS a laser-t>earong 
droicl created ~ Or Eggman before 
<!efecllng tnan~s 10 Amy'S charms: 

• 

and SorllC IS, well, SOOIC. complete 

With a hghtnong·lasl charge move. AS 

In so many Japanese-developed Iltles, 
the cnaractensatlOll is far lTIOfe 
onventive all(! !)cller realised than in 

contemporary western games, with all 
siX JlI"O'M8 strong and pIay.IbIe optJ;XlS. 

The previous SOnIc games (Which 

helped 10 sell sega's 16\11\ Mesa 
Orrve intO millions of homeS) have 
always oeen about spee<!, all(! th is 
new Instalment IS no excePtiOn, mere 
are some breathtaking momentS 01 
pace and cIfama 

Emerald coast. the first of the 

herO!( heOgehog's action levelS, sets 
the tone tor the remairx1er 01 me game 

An sil ch;llacterJ ar. 
nry plaYlble, but Sonic 
I!ld I(nu<klts (above) 
I re p.,lIlps the best. 
Th. Echidna's climbinr 
skill (hanlel the wily 
you t.1ckle Ihe levels 

UMl£ 71 .. 
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Lller level desi,ns lIe f.r morl inlereslinClnd chllienclnclll.n those befor., 
In this Kene, Sonk must ride lhe sn.ke u il curls its wly P'St various switches 

Ad .... nture Is Kaltered 
with sub-Clmes, such IS 
Amy's 'smilck the Sonic' 
(to~) .nd Dil the ut's 
vinous fishin, uploib, 
wIIich l it Itmlfubly 
tricky 10 succud ill 

WIth its exquisite teKtUres and near· 

conStant 60fps screen upGale. 

Realttme hgtltlng IS used to turn day 

mlO n,gf1t. wnlle fogging appears only 

to create Danks of cloud for lhe S~ 

Deck level ID paSS throogh. 
OCcasional scenery pop-up IS Sill! 

nooceable In the very far range, while 

smaller obfeCts tend not to be drawn 
Until \tIey are In the IIIIOdle--dlStance. 

While the former aspect never affects 

the gameplay. tile latter InuUCles more 

regularly - IOOSt senously in fasl 
moving sectlOl'lS which require sonic 

to co llect rings, a task made doubly 

difficult Dy tnM non-appearance 

until it'S often tOO late to change 

dlrl!!;tlOI1. controlling SOruc and co 

is no more (llffiCult t/'IaI1 other 30 

platfom1 games, atthougtl Oreal"l"l!Zt's 

h gtler resolutlOl'l and raPId screen 
refresh deflrlltely aid In judging the 

poSition of the characters 

samplmg one of the earHer levelS 

out of context could leave many witfI 
the impreSSiOn ttlal AcJvenrure IS a 

flashy but essentially shallOw 
expenence It Isn't until a good poruon 
of the game WOfkI has be(!n explored 

wnh a few of the characters tM.'!en 
are playea as separate yet interwoven 

• 

-" 

Knuckles tilkes conlrol of the Sky Deck (Ibov.), wlllI. Sonic proves it's 
I II done with mirrors (top centle), ilnd "olb 11(1011 iI chum (top riChl) 

Stor~s, of wh ich KnuCk leS' take IS 

perllaps the best) tnat the charm 

and style 01 sega's tlOe Is fully 

appreciated. Wheft you first realise 
thal the Mythical RUin IS Visited el1llef 

side of a !hoi.Is<!nd year gap. in botn 

ItS original glofy and Wl'len overgrown 

Wllh trees and dirtieCI with age,l"O\J 

can do little but sm, le In admiration at 

the calibre of the work that created It. 

Meanwhile, I'arlOUs suo.games, 

suen as AmY's SIdeshoW 01 hammenng 
the pap-up aOlmalS, or Tails' shoot 

'em UP biplane Chase towardS Or 

Eggman's spaces.n,p' 1I'Ie Egg Carrier, 
make for convincing and worthy 

adjuncts to the core platform games. 

It must be sakj, hoWever, that none of 

AlJvemure is htJgeJy challenging to the 

eXDenencea player, Dut the sheer 

Quantity and variety of wtlat'S on offer 

makes for a passaDie Dalance. 
In addition, there IS a separate set 

of distractions themed around A_I'fe 

creatures (conceptually inherited from 

NiGHTS}, Tamagotchi-l ike VIrtual pets 

wI'IiCtI are raised In Oreamcast's VMS 

UOlts from eggs found in the game 

mese can be cross·bred Wltn other 

Dally anunals whICh are COllected as 

bonuses In the 8C!IOO stages, and 

entered In OOdball compebbonS s.uctl 
as egg pushing More than the main 

game, thiS secondary entertainment 15 

obscured by tile amount Of Japanese 

tell! invO/VeCI, If only because the 

gameplay 1$ such unfamiliar fare, 
Other toudles, sud! as having 

skill power-upsior each of the $IX 

protagon,sts which change the way 

the aCtlOl'l stages can be taCk led, 

are also well Integrated into the 

overall feeling that a great deal of 
COOSKleraHon was put into the ~gn 
of AcJventllre's game expenence. 

less IIdrrurable is me obVIous 
haSte that MS been taken Wlm 

refimng the game; the whiff of ftne 

polish wnlch permeates MryamotO's 

finest IS notable by Its absence nere . 

• 
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AlIsenerilted with the inlilme ensine; t hre, plilyilblll momllnts (Ieh), I nd 
Ihree tut-scents (riSht), Sonic's journey Into the whirlfoind is uloundlnl 

While Ad'lfmrure's graphiCS rarely 

glncl1. there ale several noggllng 

occurrences 01 cl1aracters not relallng 
correctly to tne scenery. allllougtl 

these are usually al J»I'ltS that were 

pemaps never intende<:! to t:.e Stood 

upon Edge only manageo to discover 

a lew places where poor COlliSion 

detection detracte<:!lrom tile 

gameplay; most notaOIy Ily the 

entrance to the Red MOOf1talll stage. 
and where the tlarnen on Emerald 

coast railed to prevent sonIC tlelng 

caSt Into tne ocean, Given the never· 

t:.efo re·wllneSs.ec! SCOpe and detail 01 

Advemure's levels these are 
forgiveable ~ but somenow tile 

smaller prOO4ems are not, even 
thOugh both are SIIIldlar III nature. 

SImilarly, the dls\JnCt1y artrfiClill 

movement 01 the camera during the 
marrj (ut-scenes fwtHch, bar a couple 

01 exceptions, afe rendered witn the 
game engine rattler than being FMV) 

I Various sub-games 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 ~ 

Jars against the efJort expended In the 
slOry1lne and characterlsatlOn,-me 
camera's occasional visjts behind 

waifs do little to aid tile case fOf 
forgPVeneSS, elthef, althougtllt never 
frustrates to the extent that BanJO-< __ _ 

In tile overall picture, such 
criticisms are mioor flaws In an 
otherwise very line piece 01 work 

Level design is strong. although tile 

best moments, sllCh as the SPIralling 

Stone snake In the lOst World or tile 

stuffing gravrty of the SI::y DeCk. are 

left uflIlllater areas -It WOIJId tIaw 
been welcome to see some of that 

InventlYflI'\eSS earlier in the game, 

rather than a reliance on mnglng 

• 

0" 

sonic around at soee<!. HOwever. 

Edge Is than~ful Stga hasn't made 
the mistake 01 attempting to ttJm 

sonic Into Marlo, Instead buildIng on 

wI\at made the preYlOOS SOOic titles a 

soccess, and in the process recreating 

the true feel 01 a ClaSSIC 20 platfofm 

game In 3D for perhaps the first time. 
Despite the ~ck of l inal pol ishing 

(Stga had little option t>ut to release 

AdVet1rure before Christmas or lace 

a barrage of bad PreSS). this is a 

massively ambitIOUS tItle that manages 

to delll/er a wonderfully 

absorbing game expenence.. 

fioht our g! (en 

. 

In true pl ltform lime 
tradition, I number 
of end-of· level bonIS 
must be defuted 
in order to prosreu 
to Iilltr 1liIles, Ind 
to further the plot 

aMlC 13 
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R4 RIDGf RAnR TYPf 4 

Th"all" is lo,ton (ompil'ibl~, 
althoush kl:ominSldept with the 
new (ontlollel takes some time 

• ___ , I r -" t . ,,~ '. t' , , .-
,I I ';' 

- - - .. . , . 
. 

-
- "",,-' -
.~. 

, -, 

'. -_. . . 
' / . . " . . 

The CG' InllO may not 
b. up to the II.ndlrd 
of soma olher Namto 
efforts, but 1I still 
ItlVU its purpose 

74 £DOE' 

Thele mlly not be 321 '1lue' (lIS 

In th,s.m, (numerous wllfi.tions 
m.ke up IhI! numben), but there's 
11 (ompellinsline-up nenrtheless 

r.II tloot 'em ups and platform 

1:1 games may have swerved in 
ana out of favoul OWl the years, Du! 

the raCIng game has ImaUled a 
consummate appeal. tittes such as 

~ Po!iltion, SUpe£ SprInt and Ridge 

Racer, In their own time, proving 

irrepressible lures 50 it's littl e surprise 

tMt NameO'S most ambitious 
PlayStaloon tltfe 10 date (and probably 

the company's laSt large-scale lelease 

101' the forlT\ilt) IS something auned al 

II'IIS outlageousIV ravenous martet 

Namco'S actomplJshmems here 

are mamfOld, but RKJge Racer 1}'pe 4'$ 

gr~1CS are perhaps Its Strongest 
SUit The car models may be the stuff 

Of fantasy (Namco haVIng deckled 10 

snun real -workl vehicfes to avoid 
licenSing hassles), but on the whole 
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they're el(j)Crlly OOSlgned, WIth 

con~lnclng lines and, in the great 

Nameo raCing game Ifadllion, klVingly 

reflOered se~-referen\lal decals-
Crucially, the levels they're O1rOWl"l 

around In are gIonous, all eigtlt 

ShoWCasIng Performance AAillYZer­
e-rJgIr'leefed erMronments whose 

Qualoty IS leagues apan from the 

popping, warpmg and generally tatty 

state that PiayStaoon 0W!lefS have 
come to expect from thell drMng 

games. SuperflllOUS touches abound, 

from tal l-light tracers to hel icopters, 

fireworks and other trackside 
anlmatlons. In strictly visoa l terms,lf 

Gran Tuflsmo uses around 75 per cent 

Of the ~ of SOOy"s machIne, men 
RIC1ge Racer 1}'pe 4 must be sapping 
around as per rem.. FOrgiVe It some 

mlflO( fanl1gs (for example, tall lights 

beCome VISible througtl oocormng 

sectlOl1S of road, oddly), and 'r'OU'II 
aPOfecaate 0115 as one of the fineSt­
looking PiayStation games ever. 

In terms of gameplay content, 

Namco has left few avenues 

une~D lore<1 The mall! mode of ~av is 



TESTSCREEN 

format: PllyStaUon 

Publisl>!,,- Namco 

"'ice: n ,'oo {UO) 

Release OUI now (Jlpan) 

_. , _. ~-• 
Q. , ~ 
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Some of Ihe bonul (I ,S." ,.Iher d.ft, trulh be told , This 'o<kel UlI I1 pe,h.ps 
more suiled to. nit lI.t thin. tanuc trICk, yet it hlndles quite well, b.fflingly 

Grand Pru.:, In WIHCh you choose 
between tour racIIlg teams and four 
manufacturers Defore tackling the 

eight tracks, earning new vefIiCIes as 

progress IS made Ihroug!lOUt the 

seasoo_ Na!lJralty, these extra cars can 

be used in sectiOns outskle 01 the GP 

mode, and saved to memory card 
Althotlgh the cars vary 

conSIderably in terms of style and 
poINer, they lit into !WO d/SllIICt 
categones Namco terms 'drift' and 

'grip' The lormer stYle oilers handling 

In the original Ridge Racer moukl 
powering into 11 corner, tickl ing the 
tlfake, tllen ramming the accelerator 

bad: on sees you periOfmlrtg the most 
satisfying dnfts imaginable (SO lOng 

as each pan of the manoetMe IS 

executed WIth care ana tlalance -

With its sharp IU lns, the h.rbour 
c.n prove .culely 'ruslrllln, 

stappillg into scenery is common as 
you pock up new, more powerful cars 
and pUSh them to thell IImltS)_ Ridge 

RaCer rwe 4 plays to the deveIoOer's 
strengtllS In thiS respect - ~ lIOe'SO't 
attempt to take on Gran rurismo WIth 

heaps of real ism, prefernng Instead 

to offer the kind of I:Ia IIS.J)f1-thetable, 
pedal-tG-the-1loor actlOll that OUIHIJI'I 

I)IOIICered and KarntO has been 
refinll'18 iOf the last frve years. 

Yet tlaving said that. the 'grip' 
cars make the dfiving ~peneoce 

altogether less outlandish (and, In 

Texture det.lil is rich.- . nd besl 
. ppre<i.ted p!t-llCe .nd 
dUlin, maln.ficent replays 

~test 30 engine which ma~es the 

ac\IOI'1 fill: you'd be hard pusheQ to 
find another Pl8yStaIJOrl game to 
match the rntensotv generated 
when blaSlIr'Ig IIltO one of RR4's 

tunnels at 0Yef JOOKm/tt 
special SlageS (acceSSIt>~ after 

(Iassy presenlalion is 
upected from Hamco, 
bUI Rid9.e Rocer,..,pe .. 
re.lly p.IH on Ih. ,Ion. 
The speech m.y be 
cheesy, but Ihlt's p.rt 
of the series' chtrrm 

r-r; doesn't attempt to t ake 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 ~ 

some respects, awkwardty out 01 
synch wltl! senes' lineagel It'S never 
going 10 t>e a TIXA , but thiS more 

wre-footCO of modes IS an interestJOg 
IIrversloo for NafllCll 

Whether'd"ft' or 'gnp', though, 

one lactof remalflS constant speed 

PlayIng Ridge Racer Type 4 can prove 
Simply bfeathtakirlg. The deS,," of 
eacn track inHuences the feeling of 
extreme ve lOCity, but it's Namco's 
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completing the Grand PltX mode 
With different manufacturers) , mirror 

and reve rse modes, CUStomisable 
cars, plus 11 WOfi:atJle splltscreen 

~r mode round off a 
sup.emety professrona! package. FOr 

bfazenly artade-style<l drMOg .r ~ 
actlOll, thIS has few peel's. ~ 

fight aut of ten 

• 



TeSTSCREEN 

BlOOO 2: THf CHOSfN 

~Monollth 

At!lUse; Out nOw 

" ~ . . ., , 
iit!.~ .. . 
~;:~ . .. 

.. ' 

ThelithTech en,ine 
i~ c.plbl, of some 
stylish li,htlnl effects. 
Ind the enerrY 
wn pons sueh u this 
Tull Cannon I,bon) 
push it to its hmits 

TWo luns ,re Ilways betWl thin one; 
some - such u the Uli (top) - eln be 
used In tlndem fOI extll deYlstation 

O f you 're aware of Monohtn's 

firSt 8!o<X1 game, try to forget it 
BIOOO 2 Is as far remo~ed from ItS 

pnmltl'le predecessor as it is pos$Ibie 

to lmailne. Whereas iK progenitor 
reHed on the ancient Buik! ertglne to 
(lis,piay ItS wares 111 all their pixellated 

tlofror, thiS seQuel OPts for Monohtn's 

prOllf~ry UthTedl tedlnology. 1lle 

resutt r.. a sopI\IStltilted, fluid, and 
extremely gory firstperson shooter 

thars sure to Win many new fnellds. 

ESsentially !I typical addltiOfl to the 

genre. With many standaru mgre(l'ents 

In place (baSiC pUzzle·solving. an 

extens/\/e arsenal alld ingame CUt· 

scenes), 8/oocJ 2 stands out by 

venturll18 one step further than many 
of ~ nvals. From character mOOeIling 

to excellent level deSIgIl and 
U'lI'lOVawe POWer-uPS, 8/Qo(12 OOleS 

the kJna of QUallry usually Indicative of 
a long deVelopmem peood. 

Amazlngty, however, the game MS 

I)eef1 ~nocked out in just a ';'ear In an 

almost t>ug-free state. putting the 

aoogy state Of Ritual'S Sin alld 

-" 

The .ctlOM is • !,enlied .ff,ir ,nd prov,s ,rlltuitously gory ilS body f"ts 
tumble to the floor or ,r, blown IIp.rt But the IllIw,d AilS dislIppomtin, 

t.!,croprose's /(Imgon HOnOur GUiNd 10 

Shame Key to its success are the 

atn1OSP/'IerlC erMronments - from 
$pfi!W11fl1! outdoor otySCapes to 
c\auSIIOP/1OI:lic lIIduslrlal interiOrs -
ana lne nch dlV'efSlry of OPPOOems 
that are matcheO In creativity only by 

the hugely entertain ing selectlOl"l of 

weapons at )"Our disposal 

OIler 20 instruments 01 destructiOn 

can be found, doub~·up and use<! 
Wlln alternate mcide5 of fire - making 
Pfogress through the objectIVe-baSed 

miSSIonS an 18-raled riot from bIooOy 

Start 10 frenzleO finish. The contelrt· 
set\SI\iVe dlillOgiJe used If] confUnctlOO 
wftn the localiSed damage models IS 

panlCularty welcome, resulllflg in a 
~ant!ry 01 gnsly aural death throes 

depending on ';'OUr Vlcllms' fate. 

The one major criticism 01 B!o<X12 
is tnat many Of the enemies (from 

SimPle gfUllt soldiers to end-Q/-1eYe1 

DOSSeS) dtSPlay an abject lack of 
effec\iVe Al. TlIeIf unrealistIC 
InteDlgeTICe results in them 'seemg' 

you ana SUbsequently attackrog. 
regardless of their pas bOning. Ilne..of· 

sight. or envlfonrr'lllflta l considerations 
such as IIgnting or ambient soufl(ls 

Since valVe produced tne seminal 

Half·Life, featu res such as realistic AI 

are expe<;ted fundamentals, rather 

thaI1 hoPed-fOf additions. And If s only 

against such excepllOTlal competlliOn 

tl\al 8/oocJ 2 begu1s 10 oak secono· 
beSt H'S 11 fine game in rtS <I'M1 ngnt -

fast. funny, ultralliolem, and IrteredlDIy 

Challengll1g • blrt suddenly the 

competition has become 

Sigmflcantly more impressIVe. 

Seven out 01 IBn 
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TEST SCREEN 

MOTO RACfR 2 

Other Ihn better onsuills Ind • few more 
options. Moto RQ(;~ 2 is much like its 
IlI(ntOf. Thankfully. so is the replay mode 

m a...1l18 Cleaded to fo(go 

rMeWlng the below-average. 
rustJe<j·/or.ct1I1StmaS and deor:Iedty 
()OdgV ICIOI:lng PlayStati(ln verslOll of 
MOW Racer 2. Edge was OOplns the 
essence of rile onginal wouKl at feast 
make tile transition 10 the PC sequel. 
Thankfully. this is mostly the case. 

like Its predecessor. MOto RiJCer 2 

lets you thrash street and off-road 
DIkes around exotIC locations of the 

gIoOe. Sut tt'IIS lime there a couple 

more permutations. YOu can, should 

you wish, efIler dlampiMsh'p$ and 

coocefllrate solely on one oilhe two 

motorbl~e vallants. as well as 
competing In it season mlxmg both, a 
la Marc Racer There IS it Slmulanoo 
mooe In a<IOl\lO!l to the arcade ilctfon, 
wt1 icn reQUIres more emphasis 00 the 
Draklng areas and turn-in speeds as 
well as several other aspects that 
marllles\ themselves once you slan 

makIng t around corners WIthout 

pIougt\Irlg straight into a wall 

Visually, once accelerated the 

gfaphlCS maintain tile solid and 
pleasingly arcade-like appearar.ce 0( 

the onglnal, albeIt disptaying a beuer 
lever ef !letilll, naturally. So, whether In 

S<lOO·Strewn sanara, hum id Amazon 
Jungle, rustic French countryside or 

FOf~. PC 

PuDlisllef' Ele".onlc Arts 

QeVt!loper Delphlne Studios 

Price: £J5 

Release; Out now 

Onpite the .ddition of. slmul.tion mode. MRl hu ret.infd its .rud, roots .nd u su(h offe.s . wide ",.riety 
of loution!l for you to test your off·ro.d .nd on-uHk motorbike skill. Some.n! more pl.usible th.n others ... 

SUDlntlan tarmac orcutt, expeet ttle 
sceoory 10 00 more distraCting ttJl$ 

time ilrouoo There's no shortage of 
courses, 001 s.I1ould you deSire a 
wider se lection there's a user.lnendly 

trac~ editor, and wl"'e it ooosn't 
enatlle the WIldest of ~gns, VO\.I can 

Stili get plenty of enJOYmem from a 

ITlOfe cooservaltve, resuarned 

approach to orCUlt COIlSUIICtIOO 
Spending ume gemng used to the 

uac~ editor may 00 a wise VlWStment 

as, other than the town cnCUlts, 

second tIme around the trac~s fall to 
evoke tile same thronle·friendl,ness 

of the orIginal SomehoW, some 01 the 
exc iternt!nl and Immediate playablltty 

• 
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Of MOro R<K:er IS notlreabiy mlssmg 

Also. VO\.Ir OppOf\entS' Iac~ 01 

adVanCed AilS occasionally 
responsible lor many 01 the on ·trac~ 

accidents resulting In lost POSItionS 

and an increase in blood p!"ess~re in 

all bl/t till! calmest ollndividllals. 
Nearty twO years after the orIginal, 

thIngs have rl10Yed 011 and MOIO Racer 

2 ooes a COfl'lI"I"\eI"dble JOb In \IyIIIS 

to ~eep up - I\'S good, solid fun lor 

anyone lOOI:::ing for a \WO-wheeled 

arcaoe·style racer to grace 

tlleir PC monitor 

I~tl 11111,: 

Seven oul ol len 

, 
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SOUTH PARK 

Publlsl\ef- Acdllm 

P,lce UO 

Release Out now 

Multipllyer 
duthm.tchu cln be 
slow wilh four windows 
runnin" but the sound 
is e~cellent. Note the 
,rl luiloU5 un of the 
cow Iluncher in Kreen) 
one Ind two (above) 

I!i!I ith the 'SOUth part' 

merdla'lchSlIlg phenomenon at 
full tilt and generalmg the kin(! of 

revenue that the show's creators, 
Matt Parker aoo Trey Stone, sure~ 

0I11y dreamed about, a videogame 
!ldaptatlOl1 was inevrtable. Equally 
lnevilable was lhe fact that it would 
be unable 10 live up to the legend that 
Is the cartoon series 

SOUth Park IS certainly tar from 

beIng an utterly dIsmal game. but 

>MIen yOU conSIder the story and 
characterlsatKlort HVlerel11 to the 

show's success. it dearly represents 
a missed opportunltY_ The game is 

presented as a serIeS of siX multlleYel 
epr5OOes. each of which COIISIStS 

almost el11l1ely of wanOenng around a 
barren landscape tlvOWlng snowbatls 

at a limited varJety of creatures -
generally one type per ep!S/Jde! 

·like Ihe IlIphlu en,ine, the wuponl hne I lia mn 'bono_d· from 
ruto! 2 . The lolle t plunger I.uncher (ri,hl) repllCes TUrok's sland,ud bow 

• 
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UnfortUrwlteiy, you "-ve 10 Will unlil episode 
duet! before ditfeftnl types of enemy emerp 

Illrteys in the first, cows '" the 

secOnd, aliens in lhe I""C. and so on. 
Increased numbers 01 little creatures 
are spawned by larger verSIOnS knoWn 
as tanks, aoo the objective lor most 01 
the levels is 10 make II 10 lhe finIsh 

line by killing enough tants ID open a 
000r furtltef on. The IlI'Iearrty of the 

levelS means rewardS lor lWiIOratrOn 
are even IlITll1ed to the oe<:aSlOl'lal 
power-up htOGen Detlloo an objeCt 

Progressing Ihrough the onepIayer 

game quictlv beCOme5 a Chore. but 

the reward at the end 01 each 
completed level is suffiCient inCentrve 
10 carry OIl . Attcr reacnlng tne linlsh 
hne an eJUra charactcr DeCOmeS 

available lor tne ITIIJltlplayer mode. 
and the true 'SOulh Par~' del/Otee 'MII 
want to COllect al l 20 ol tMam Simply 
10 hear thcir many explet~s. The 
amount 01 5POOcn SQlltezed 11"110 the 

cartrlOge is perhaps the game's brggesl 

selling point and try far the most 
interesting thmg aboul ~.AS well as 
the narf3uYeS during cUHcenes. eacll 
d1aracter has an abundant vocabulary 
01 bleeped-oot swear words. 

lhat the game is based OIl the 

Turot 2 engme IS obVious, smce all 
the weapons are fundamentally the 

same as the killing mactllne5 featured 
Ir1 Its brggef brothef_ Even the 

ceretlfal bore makes an appearance. 
returning as a bizarre tXNI IauI1cher. 
But SOUth Park possesses rrone of 

rurot 2's finesse_ It'S clear Iguana 
has had to code it in record time. 
and as sucf1 it may be a tine pre<:e of 
'SOuth Park' merchandise tJut 

as a game rt fai ls alarmingly. 

lill lllill: ~~~~c-

four DU I ol len 
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STAR WARS: ROGUf SOUADRON 

D rs a ~ fact tf1at 'Star wars' 

games have 11 more IllustrIOUS 

hlS1Qfy as PC e~cs than as standara 
console fodder while PC owners 
hiM! Deefl trealed to games such as 
x·1WlB vs Tie Frghter and ledl Knf8h1. 
conSOle garners have I'IaCI to make 
cIo W1th the likes of the mi(!d llng 

SNES triK!gy and the dlsappomllOg 

S/Ia(I(M$ of /he EfIl()Ire OIllhe N64 

SiKlIy, Rogue SQuadron ooesrl't maoo 
any great strides for tile console 
trealmef1! of 'StJI wars', althougtll\ IS 

at least an improvement 00 Shadows. 

Ta~lng commano of one of four 
craft - an X·W\ng. a Y·Will&. afI A-Wing 

or a SpeeOer - you must complete 15 
missions In the role of Luke Skywall:er 
ana, at the end, his wingmate wedge 
Antilles TlIat might not mean much 

to thoSe who don', tale tor the filmS, 

!)ut the InClusion of leal 'Star Wars' 

characters is almost guaranteed to 
shift 11 few thousand extra COllies. 

The gameplay throughool is 

refIIlllr5CeOt 01 the HOth battle stages 
from S/Iad<MIs. right ()Ow!'I to the way 

AT·ATS naYe to be brought Clown by 

w,r'I(Mg t8b!e's arouno tnclr legs. 
Each level has a number of rrussion 
0DjHtJYt'S such as ~rO'(lng an 
er.emy installation, or P4'Ote<:tmg a 
SOft target. The leisurely pa,e of the 

The object of this miss ion is to protect the supply convoy n itproc:eeds 
th roUl h 11 hel vily d. f. nd. d vl lI. y. Sdly, 11 prow.s . nltr Ihlln ,I sounds 

craft may leave you Iooglng fQ( 
somethIng h~e StarFQx. but it does 
mean that Ifs not too hard to M 
many of the grOUnd targets on the 

fir.>\ pass. completing the levelS with 

a fast lIme and a h,gh accuracy rallOg 
unlocks vanous secret vehicles, 
Inclu~lng the tJllllennium Falcon. and 

hldOer1 mISSIOnS and bonuses are 

scattered tl"lloughout the game. 
W,th the add'llQ(l of Nlntenoo's 

4Mb expanSion pack. Rogue Squadron 
runs SmOOttlly at a crisp 640X480 
resolubon. sadly. the game suffers 

from heavy fogging and a dlS\If"ICt Lack 

of background (!etall. mabng mucn of 
the terrain lOOk bland, althougtl the 
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vallOUS stup models are outstandIng 

The game's most Impressive feature 

IS its sound. wtllCh ooasts a conte~t· 
sensM'e score Md 30 effects. 

Beneath SUCh SIleerl. ItloI.Jgt1. IS 
an ultlfJ1ately hghtwelght experience 

lucaSArts maoe a sound move In 

deci(Mg to focus the action 00 one 
style (ralllef than spreadIng deS!gl1 

talentS too thInly oYef VilrleG play 
typeS as In SIIaOows) yet il has falle(] 

10 explore the potentIal mere In. ThIS 

Is a faIr title. but It hardly does 
justIce to the subtect matter 

five out Dj ten 

TEST SCREEN 

FOfmat. Hlnt.ndD " , pc 

(N64 w.slon tested) 

PublIsher: LUCIIArlS 

Price £50 

Relea se Out no .... 

The qu.lity of the I.m. 
models comes.t tht 
expense of incidenLlI 
bilckl round det.iL 
IflYing much of the 
Ilndst.lpe biltren 

, 



TEST SCREEN 

fHRCf lZ 

Pybhsller' S,,~.rt1olt 

PrICe n ,'DO (UO) 

Complementin,lu 
(onftrsion of lh. 
Ehtgeiz , r(.d. 
muhine, Drum Fldory 
hIS induded • series 
of 'musing. briefly 
enlertllininl 5ub-llmes 

" £DOE' 

Pal on-op converSIOn EhrgeillS ttle 
.:I fR.lSl progressr.oe flgtttng game 
tor a worryir"€Iy ~ !me. For a genre 
that cao tloast one tnJe IIYlOVation in 

recent years - Wtua Flghrer 3's 'OOlge' 

ITlO\Ie - this coiatloratlon between 

Jaoanese big,l'I;ttl!fS Namco and Square 

represents an llU!fesMg alternatIVe 

Intl!fpretaUOl'l 01 oeat 'em up 

ma.nstayS. so. attnougn truly 'new' 
features are scarce, Ehtgetz 
reinterprets elements from a vanety of 
sources to good effect, 

Wtua Ftgflter J twts <It \tie CO"ICeIX 
0I1I"II!!rOClJYe scer'IeI¥ WIIt1 different 
eIev.Jtions and scenic Iean.«!s 
~ o:moat EfIrgeil takes If'Ii$ 

~ premse one step tunher, by 
proVo:ling a WIeCtion cA nUb~1e<l 
verues where a pI<r,'er may 'deferJj' a 
posmon. Its cnaracters. as a 
ccnseQ.Jer'ICe. appear aIrrost debrateIy 
des@ledto'surcenaiostageS.Those 

witt1 a strCtlg repertoire of projectile 
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attacks benefit trcm ttle presence of a 

9.IrtabIV btty pIat!orm.lMliIe ~ 
sud'1 as FFlIf star OOUO (i'I a anJUS 

COOleO appearance) I\oI.R11 in rrore 
'opeo' erMrormems.lllere's a gewine 

strategic lI"IleftOrle to eocI'I rouna 
The e.>eparlSlYe arenas of EIltge/Z 

cwe.IliItInIt1, lA"ISUteO to \tie occepteO 

beat 'em I4l st.n:ICJIj of ty,!) fVltefs 
;:wroadltnil eadt other on a horIzOntal 
aXIS. Ins!eaa, by l/SII'Ig D-pao or analOgue 

stick. eadl Wldivldual direcoon causes a 
~er to l'1l"I accordingty - n-ucI'Iltke, for 
~ F~Fotre!!Ut. as CCIre's 
utIe G:!rlolStlated, aII!Jq a pt.IlCtI, kick 

or speoaI m::r.-e in JO 1$ an~, 

frustraung affair Ehrgeil's sduaor1, tfleO. 
IS as ingeniOUs as-it is oddly farTlll~r By 

holding erre R DUnon, you can 'lock' 

ycu ~er to !W1 cworoern. WIth 
orecuonat controls oectrTWlg rTO>'e (1, 

IT'I)Ve out and rotate. NIItenOO 

~ ~ such a feature ro Sll'lOO!f! 
ZeIda: ocanna ofnme's COOlbat, 

Erlpfable as its solo rroae may be. 
it's as a tvoopIayer game !hat EhrgeiZ 
sIInes. GIven ttle kense to IDem IItld 

<JttU frCW11 iI?f angle, at ....... txJuts 
be!v.een SkIlled iI:'I(Mlu(lls are 00ttI 

tho.Jgtlttut and Irltense. With Tel:ken 3 
and ItS ill DattIes can becooJe SlI~ed, 
wnIl each ~ appearng ro take IU'flS 

ro execute aJIlYOkJ!ed corroo 
seqJeOCe5. NOt so 'MIll Ehrgetz It lends 

itself to creawe. n:\MduaIisbc play 
It'S 5a(I, then, that the enormcus 

scope of the game's '<isionary tl/ueDI'lrlt 
i5!1'\ realised, ~ the setectiCI'I 
r:A i'TUtHeYeIe<I areoas don't appear ro 
offer ttle tactlCaI opport\JI1ItIeS they 

RtIaIV prcmse. and rts gI!fIefic 'fiar 

stagI;'S are Informlv 0Iand. 
Furtnermore, ~'s orny the t-lc:IMOuaI 

playef's appredaIlon of 'QueenSOI..wy 

R\Aes' that. for ~ 'Nil preo.1!nt 

~ DUttOn I::IastIq: w:tones in 
fTI.IItJpIayer 00JtS. Both 0ltICISmS ­

arroJngst other, rlWlOr, QUIOOIeS -

serve ro higtl light Ehrgeil's role as 

imroductJon, rattlef than 0Yert\.I'e prooef, 

Seven ut n ten 
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AKUJI TH HfARTLfSS 

A ,_nCI! of I,.ps 'acl! Akuji throu~hou t 
his quul. Most a le simple 10 .lVo,d -
Luit Croft-style , fisly deaths .'I! I.'I! 

TESTSCREEN 

Formal: PI.,Statlon/PC 

IPlayslatlon version teSled) 

Publisher' l idos 

DeveloPil"f; 
Crys la l Dyna miCS 

"'Ice 1'0 

Release 0111 now 

O ' there IS suell a thlog as Cl 
'typical' PlayStatlon game 

nowadays. then Akujl /he Hear/less 

IS JUSt t~ilt. Destined 10 be compare<! 
unfavourably w"h its CryStal 

ovnam~s staOlemate SOUl Reaver 
(pfeYleWed in E63), A~Wfs 'tJeartless' 
moniker takes on a new ami 
unfortunate connotatIOn when yoo 

realise ~s tllgh p!'OdutUon values ale 

merely a veneer; Deh nd the eye 
canoy, It's a workmanlike and 
unadVenturous effort. 

Graphicillly, Alujlll attrildive, offer;nl iI w .. lth 01 special e ffects .nd some vlsl.llUy distinctive levels, 
but its linear narr.Uve and uninspirin" de riutive punles filiI to m.ke much of. silnific.nt impild 

OCcupying Cl genre nlcl1e 
somewhere between Tomb Raider 
and Ze/(JiI. AtUJI mlxcs elements of 
both. Its protagon'st resPOMs 10 
COO\rOllnputs more fluidly than the 
staccatO-like progress of lara Crolt. 
ye! appears clumsy in comparison to 
the wonDerfully in tu.tlV1! Link. Like 
both c~aratters. AkllJ1 occupies Cl 

Aliloo often the cameril StilYS 
fiIed In disoblllinl pos itions 

work! of sw,tCl"Ies and OO)etIS which 
you man,pulate In ()(der to progress 
furtl\er, but hiS quesl to col lect the 
souls 01 hIS anceslors IS markedly 
less engaging. It could be 11 narratTVe 
Issue, or a Question 01 Ionear 1evf!1 

conStruCtion, OUt Il'sllard 10 IOent'ty 
wrth or care aOOl.n Alr.UI'·S adventure, 
or the locales he VISitS. 

occ.aSlOnally, tllough, there 

are moments when Atulr rile 
Heartless offers Cl genUinely 
sat,stytllg setplece_ one SUd1 

moment can be lound on the 
Khalas level, where, faced with an 
apparently Impossible leap, VOO 

can use wall -mounted mlffors to 
Judge the progress 01 an inVisible 
movmg platlOfm. It's a fine Idea 
Dut executed ,n a cowardly lastllon; 
why did crystal DynamiCS feel the 
need to tell the pIa','er about these 
mllr()(s at the start 01 the level? 
Why not let them solve it tor 

• 

themsefvl!S1 HI catenng for the 
'<!weSt common denommat()(, Atup 
me Hearrless becomes a series 01 
mandatOfY tasks alld easily pre· 
empted surpllses. 

The release of le/da_ OCarma of 
Time haS SMted garners' 
expectallOns up several rlOtChes ­
ana. judged by IhlS yardst ick, A~Uli 
me Hearrless does/l"t delIVer Combat 
IS Ja.clduslfe, requmng you only 10 
align AkUjl and hammer buttons; 
hk/lWlse, the game camera's 
pendlant'Of langul$hmg In awkward 
positions forces you to realign It 
manually 'ar \00 often, 

PlilyStatloo owners denied the 
Chance 10 experience Zeida might 
like to glVf! AJ:uJr ffle Heartless a once 
over; Mlyamoto devOtees 'MII 

not. Roll on Soul Reaver 

r· nt,.,' 
five If left 

Story prolression 
is h.n dled wi th. 
fa mlll ,1r mixture of 
FM\! sequences ilnd 
tut -sClnes \lslnl the 
game's ] D tnline 
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TEST SCREEN 

MAX POWfR RACING 

Publlshe" In frOl r.mel 

~:EutHhny. 

Pric, u o 

IIeleMe o ut now 

The ,eplay mode often 
offers dramltic ani'" 
of the on·track Id on, 
Ilthough its .rc.de· 
Influenced style is 
unlikely to impress 
Cron Turismo d .... otees 

82 £DOE' 

MPR offers .reade, championship, 
time t,i.1 .nd twopl'ye, modn 

n iroal'V, C3 R8CJJlB (previewed '" 
III E~) went and found ItSeII a 
I cence_ Ingame you'll find ~enty of 
sponsors, tOO (castr~, Kenwool, 

VOkohama to Mme a few), whiCh 
along with a rather In$Plled and 
refreshing'V kIlowIedgeable selection 
of I/l'hicles work 10 grve the game a 
feeling 01 autt'lE'ntlClty (Among others, 
peugeot secures a Strong presence 
WIth its 206, ~ OTI·6 and 406, wI1i1e 
'SOS claSSICS such as Renault's ChO 
Wrthams all(] \tie cetJCa and MR2 from 

Toyota also make an appearance.) And 

as YOU·d e)(j)eCI, tumng. upgracling 
and tweaking tleComes an essential 
part 01 the game, With all of the us.ual 
parameters !SUCh as gear rat os, ride 
he1ght and brake DIaS, for example). 
available for expenmem.allon in the 
search for the ultomate selUP 

The 30 tracks (WhIch include 
reversed and n ghHlme variants) are 

Th' g.me's physics 
mod,1 ean sometimn 
prove. little suspect 

• 

-' 

While most of the ~ehidn Ire ,.itMully 
,eproduced, I few seem slighlly too anlul.n 

dispersed equal ly among len 
Internat iona' lOCations, from Afri<:a to 
the US and Europe to Asia While not 

revotutKlrlary, the" deSIgfI is mosw 
agreeable, and wheI1 combined wtth 
their generlNS length, the result 
should prove 8 chal lenging prospect 
for any raCing game devotee 

TechnJCaI'V. Max Pr:IWer Racing 

COOUIl\Je$ what Eutectmyx had 

accompllSheO Wltn rOfaJ DrMn', the 

developer's previOUS PlaystatlOl"l 

outing. YOU·II therefore find it hard to 
spot any pop·up as you throw your 

car around the varlecl courses. 
although YOU'Ie hkely to notice many 
capably Implemented touehes. such 
as waterfalls, smoIcmg chinneys ana 
aeroplanes as you do so. 

This attentlOA to detail is evident 
elsewhere, too. particular'V in every 
one of the veltltleS, wInch are each 
modelled acrordltlg 10 their real 
counterpart ana get dllller as you 
powersllde your way out of dusty 
bends. Furthermore, the whole thing 

runs in the PlayStation's hi· res mode, 

but shOuld you require a sharper 
image, a letterbox mode displays 
twice as many l)II!els III halt the area. 
while a 16-9 ratIO mode shOuld keeo 
owners of wtdescreen sets nappy 

Yet. sadly, there is an overall 
rugged feel to the proceedings - the 

OIlSCreen menus look unfinIShed (and 
hard'V user·fnendly). some ot the 
collision OCtectlOl'1 is Ingtuemng. 
and tile physics ~ could oe 
more refined The Al is occasionally 
disappolmlng. too. and by the way you 
can someumes scream paSt them as 
they Cruise along. you'd thltlk your 
opponents are stock In gear as soon 
as they h!t a straight 

There's a fa" amoont of tun to be 

had with MPR, but a disllnct lack of 
polish keeps thiS avt!rage racer In a 
dlfiClent league to the 

five Oul al Ien 
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d e v 

Aside from .,.,..i<KI. ,O'Ch_ cap3l>lllt ..... 

ttlis new kit is the se~t yet from SGI 

Workstatlon 

i videogame creation under the microscope 

SOl NT Box: Silicon Graphics gives new NT boxes a boost 
f'T.Tl ith subsidiary company 

W AliasjlNavefronf s 3D ~pplicatio<1 
software Maj.u ~Irmly established 

on NT. 1999 finally gives the 

development community a cJ1.;jrxe 10 

see what paTent Silicon Graphics ItSelf 

has been up to on the pl.-rtfoml_ 

Ongin.J1ty anoounced in Decernbe< 

'97, SGl's first NT box is runently in 

betd and being prepared !of Imminent 

release. However, the SiIicoo Graphics 

320 and 540 are both a long wiJY fTOm 

simply being another re-badged, 

ultimately homogeneous NT bo .. l'hIile 

the compimy takes great pa ins to point 

out th.ll the new machines comply 

w;!h st.ll'l<i!rd industry APls, OJIlt.Jin 

tnte! processors, run NT 4.0 and th.lt 

software developers ..,; 11 be able to 

make their applications ru n on the 

brnc right 001 of the chute (though 

~timisation v.i ll r1i!turally speed 

th ings up), uMer the hood rt's qurte 

a different beast 
SGI has cenlfaltsed all melTlOl)' 

on the nlOtherbOilrd. dispensing 

with the PO Bus architectu re and its 

asso6aled bottleneds (though the 

bus has been ret.Jined peripherally for 

compatibility purposes) in one suoke. 

'Mth all applicattoos there/Ofe util;s;ng 

the central memory core, the cornpdny 

eslimates that rt has imprwed AGP 

memory b.J00Mdth by sUe times, and 

VD bandwidth by a factor of le<" 

quoting an impressive 3.2Gb/se<.: 

graphics memory band'Nidth. 

The downside of the new 

an:hitecture is th.n the Cobalt 

Professional graphics ch ipset is k>d.ed 

into lhe motherboard, arld thus is not 

as easily extensible itS, 5ilY, a PCl 

graphics c..ud. 

outstripping the competition 

Despite this the company predicts thilt 

the perlormance leap ifs m<lking is 

big enovgh that the competition is 

not going to be able 10 catch up for 

some time. Cen.Jinly the demos of an 

alpha unit that Edge WItneSsed have 

seemed impressive eoough, the 320 

throwing uncompressed 601 video 

around al 1,92OX1.200 with abarldon 

while applying some interesting 30 

CWEs in realtime. 

These video capabihties are 

impommt; the company stresses that 

this is not just a 3D box. 11 we look at 

things like the acquisition 01 Softlmage 

by Avid. aod the Kir>e!l)( acquisjtion 

of Discreet logic. what we're seeing 

is leitders in the editing/composrting 

market joining leaders in the 3D 

animation sp.la!: comments Andrew 

Sheldon, entertl inmem ma~ets 

manager for Si licon Graphics. "They 

wi ll spawn integrated so1utk>ns where 

an artist wi ll sit down and do a little bit 

of everything. 11'5 very important that 

the worXstalk>ns supplying the engines 

for those artists are equally O!pable of 

oong 20 and 3D work" 

The entry-level 320 specification 

runs from a sjngle 350MHz PU CPU, 

up to a dual 450MHt machir>e, with 

RAM ei<p3r.<;l(1b1e from 128Mb 101Gb 

The 540, meanwhile, is based around 

the Inte! PU Xeon pnxesso< - scaleable 

up to four CPUs to rea lly make 

multith re<!ded apphcatlOOs IIy - with 

RAM e;.:pandable up to 2Gb. Prices 

range from $4,000 or $6,000 for a 

base-level 320 or 540, up 10 

$20,QOO--pIus for a 540 with four CPUs. 

Sterling prices have yet 10 be se~ oot 

an SGI spot;esman estimates that 

they will be pegged at less than one 

for one, wrth the 320 hopefully £ 
sliding in under the nl< b.Jf1ier. 

O 
ucasArts is famed for its creativrty and, ilS Edge dlsmvefed when it VISIted the US-based outfit. hitS pem.,ps the best-decorated WOI'king environments in the business. 

A lour of the busy desk of Kathy Hsie h (te>.ture artISt on fonhcoming PC actK>n adventure Indiorl(].Jones and The Infernal Mach'ne) revea led an accolade or two 
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The tnals of a start-up developer part SIX 

After co-founcfng ~ StuOIOS with Peter MoIyrIew. Dremis HMs4bt5 !le! up hi:!; own dewIopmmt 
house, Em StuOIOS. After morrdIs d preparation. the ttam finally knuckles doNn to 50fne coding 

let tM . amu bqin 

'k>::Igns ffom ~ W\.r.. ptm, j'CtId 

~""mosr~-..s'­

cool oIkft. You • ~ ~ !hose 

picIuft fA R\cNrd c...mn and !'IS Onr> !$TI ~ <lWode 

the<: r.i-lech MO ~e on the sunny,.,..,.;l coast fA M>enc.o. 

Andj'CIJ"'IIV-..d"-~.Jon~....m!'lS~ 

ofke.the lOp fA the toghesI ~ W\ Dol.&!<. 

The rNIiIy can be .,... ~ 01. W\ .... ~ 'OeIY ~ 

\Wh ~ a WC!ri. to 1nl .... offu. ~ 1'00 to IIU ..nar we cooId 

find. wt.:h ~ to be a -..ced oIfice W\ ~~ 

~ NoIlh West London. The oIfi<:c is sorua!ed • the bOI:Iom 

en:! fA the lot I .•• ~ thnd ""'" the A$ and the NOtth 

c;.w. ~ ~ W\ ochtr -..ords. 

We '- no wondcws "' oo.r office and buIry ,. ~ The 

fuI hotrOl of this Sllwtion was 01'lI,o ~ to '" v.t.en ~ and 

T..., decoded 10 u.:k ioIo ~ ~ ~a/:Ias( 01 so...mled egss. I pnde 

.. no the """""""' fA 'pmepW{ (partKlbIy ~). ElY! 

the ~ pI'Ob.toIr ha< ~ 1:1 do Mh my bu'rwl& ~ 1:1 play 
.-.d _ sc:wnriq. ~ 

Occ.JsoonIolr _ w tI'IS (00 till ror ~ the oIfice 8ilI"" fA 

~ WM • o.:t..sed ~ )'l'J don" atreMy know, ~ is ~ 

dmoc boilId ....... that pIK1es me ~ aslNdets fA E~ 

ooo.ntnes .. 1901. The modI.roa and the <;CIl'bM S'{'5IIem ft as 

...... .s I'lU an ~ (~. !WO ~ be.-< ...... ). The &lrnePIr IS n 

me ~ ~!he pIa<yers ~ Bv CI!OIn& ~ 
~ and ~ p/¥ts try to stItCh ""'" ~ \41. ~ oIhe< 

...:>rds. no( me sort 01 tr.os \'00 WiJI'IC to ~ .... II\ new buso'Iess 

~ ~ ROl fill) the spOIl ot Ihrogs ~ sh¥;lISh .-.d 

'IOOIl ~ "'- bools and fists wen: aI boons ~ .s 

~~tMnques.~.lIwIgspabol'" 

and seIo'efalnep-.. ~ \¥nIShed. The board r>QN ~ 

• the Netoltheolfice. Wd: ~ on Spnng '908. 

"Enthusiasm Is everything, If you're not absolutely gagging to make your 
game, how can you expect someone else to pay you to do it?" 

~ on beong <lemocr~~ buI ., tI'IS ~ my ptI"OCIpIes weN: 

str~ OIA 0I1he. er. ~. No fIlOIe eggs in the oIfice 

Mondiy kltt 7. the Iir.;I; day cA E\iIiI ~ VhI. ~ I:oJu. 

No -..lows, no 1ICabagI. and sdIooI chIJors 1:1 SII (WI, but vroho eftS? 

WIhin two hOI.Os we wen: cocIins. AAt:I aI the ....:ri. rd p.C .. ~ 

we<e fiNoIy \41 and ""''""''11. We cooId ~ been in somecnfs bad 

"""" OIIIIOC and 1 sIiII would '- been tIYiIed. The ~ .s 

........,.,.... ~ d<Mn _-...ng. 

w.t.. <»,!; • f.mMr pottem !lid emtf&"d Ib.os cA silence and 

hard....:ri. pooau.ned t>,o outbtnts 01 absl.d ~ AI h: 1 

found tI'IS boII\ ccd and un5e!diog. ~gno • """".....tee \en 

people ~ W\ pl'floo siience fOt tIYee 00.... and then ~ 

I"s bed.wn .os we a!lempl1O soIYe the ~ d ~ nlthe 

~ SIw;dd Spcrl h.M! been 

1he ~ 01 It.. Enu>rpme 

,athe! man K.rt]I5'~ 
someone _ -.. than 

~!heml Keegon. 

~ and 'IMdok. It.._ 

~~_J 

Then. 01 """"'. !here OR 

.r.. games. I ~ "'" sounds 

strange. bvI, lot 01 peop. in 

It.. ~dan'l adWIy ~ 

jilIT"IeS.for"",~l"slt.. 

"'i';QIl ~'If:" Illn Iact, we1 

play any!hong. ""<Is. 'oIepiayrog 

g.vnes, Sossots. P"P'"'. Stone, 

Of t~ 1ooIbaI- _ .. play 

'""! ...... pen NI a dIance.. I 

a:uId ,atIONIiSe tI'IS by daimons 
that ~ gtVeS J'OO • difterern 

• 

~ ....:ri. tMlI_.-.ense. The pcogr.....-.ersllad ROl 

Wd: """ me Ib-.-s (the Nsoc buIIdng bIod;s 01 aI programs) 

and Iew people """"' ""-1: the oII'oce beIoIf: I~ On It.. Net 01 

0,1_ nepoi1n8 .... fo:u ~ Key 1:1 ros....tdt ~ 
_, iI'oe g«ne ~ Of"!he 15 tI\IJI ~ hod. _ t..d sealed en 

two. I'ohaot 1 J'ICIITnOIydoislelaon dNSIIW\myheadbl~d 

weeb so ~ can fermenll'otien rm IIaWY MIh!ho 0Yet" 0XltICep( 1"1 

rail. ( ~ WIIh the oIhets nl see t Ihry go:!: acted obcu! Il I 

1'00 _ \41 "I""J'5CS fOt Iheoe. e«h obcu! ... poges q Thil"s 

_INn enougt. spKI! 1:1 ge1the man concep! nlle.l!m!. d 

iI'oe game across. They begon IOIIh ;tr\ ~ I<> 1he 8iJI'"I'!PIaY 
WIth deIao/s oI...m.t \'OO'd e>:p!!d the piayer to be dointI fOt ~'" titSI 

!Ne 1:I!er1""""""" NexI!hete'SI buIfI-poimpde to the plot, ""'Y 

and dwaaers.. The IIwd 

-. "alN!ure hi 01 It.. 

8ilI""'s oooIlII!d'roaII ~ 

'Ne also irdJded some 

~ilIIilIId~ 

dlt.."""" .. ~. 

,""",,'s no ~ 1:1 seIini: 

~~to~ 

€~"~.~ 

j'CtI",noo: ~ ~ 

'" "..., 'f<lUI" pme, how an 

I'lU eopM SOfT"IeOfI" oM '" 

P"I' jOJ m do d And llle(s 

I"" enough. beuu5e ...n..t 
IS iI !h/JI dro.e!. people 10 

..-"""'­
and~' I's"!he ~ 

I<>~nlplay"'" £ 
game of yrur dt'Nms.' 

Edge moves 
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f'FLRE IJEIII CUTT IN G- EDGE (OlN - OP $ FRO" ACROSS THE GLOBE 

MAGICAl TRUCK AOVfNTURf 
MINECART MADNESS ABOUNDS IN AM3'S NEW ON-RAILS, OffBEAT CREATION 

No, il's not Oceon Hunter. Quile how the UI' hIS found its way underwate r 15 
somelhl". of • mystery. Unti l there's In opportunity 10 play the came, of cour$e 

Visu.ls typify the l,aphie.1 superiority of the Model 1 bo.rd over its 
contemporaries, .".ith Tith colours .nd din.nl horhons.. looks fvn, too 

Dinosaurs .nd dr'lons? 
ItIthtr mo,., enli .... ni"' 
Ill." the Brim 11!iIlity 0 
• trip on British bit... 

112 £DG~ 

D eveloped by the same te~m ,esponsabIe 

for Sega's sperucu~r lightgun shooter 

TIle Lost l<\tIrld, MogiroI Truci Adventure 15 

~rty designed to lure \I\O)ITI('Il and couples 

w.to COII"I-Op centres, on a bid to ~ their 

appeal in the face 01 compelIlion fTom home 

consoles. And WIth colourful, lanUlSbC-l1 YI5I.I3Is 

(produced by the Model 3 Step 2.1 board) 

and a stn~ngty novel pho;sical ,nterfMe, AM3's 

new title may well M ItS chosen target. 

Mhough a onepIayer game of MTA i5 

POSSIble, II's rea lty the couples who will beoefit 

mosIlrom the expeoence on offer here. You 

control the gdrl1e via matclw>g. haod-operated 

rail carts, po.i01pWlg the lever up ¥Id ckl'M110 

adueve lom-nd rnotJOn. A5 with lano's otf-beat 

r<lilway r..mulalOf ~ Do GoI this ron-op i5 

mAy ·OIWa~'. WIth the carts guoded along wtual 

Ifild:s paS! vaoous events. A pall 01 footpedal~ 

enable you 10 tiP the cart up onto etther side to 

• 

--

IIYOId ~ while stamping on both wiI 

force an aI-wheeIs ~_ 'MIethef watdwlgMTA 

bewIg played matches the ~ 01 Namco's 

FncJ Furlong ~erally remllflS to be seen. 

Progress through each game IS made ~ 

selectng only th~ of the six av<litabie stages. 

ID increase the appeallor successful players by 
gM~g them irlCef1h'l/'e 10 attempl d iffere~I routes, 

The next level seIedion is made ill the end of 

e-'Ctl stage, an erther/or dlOic:e as in the dassic; 

OurRl!n, whrIe a 'm-;stery stone' un be pa$Sed 

between ~ ., order to dedde >MlrctI c.an 

wrllead the WlI'f, However, as WIth lDSllo1tri:t 

MogtcaJ Truck Advennxe .ntempl5 to encour<lge 

partnefS to cooperdle, WIth a peocentage score 

for how well you've pulled togethe!. It ~rs 

that 5ega Ms ~ivered d refreshingty 

a ~ematM! title for early 1999. 

Usinc I pli. of footpedlls 
you can tip the art - the 
only w-r to a\'Did collisions 



HNKOMORI SHOOTING 

.. ~~ 

Spring (lapan) 

M"" 

Seve r. 1 of Na meo's plsl 
.,c;ldt hits . re thought 
10 bi! Ihe inspiration 101 
som. of Te"komori's le~l 
desicns, from 1942 10 
X""ious. A muted relurn 
fOI the $(Io lling shoot 
'em up. it would seem 

MOR E TRICKY TARGET PRACTICE FRO M NAMCO 

er.., much in !he tradition of !he ~ 
V c;o;n-op ho! Gun Bulk( prodlXed from 

the same S!<lbie. N.lmco's Tem:omot'I Shooong 

consists 0125 srnilattt themed shoo!: 'em up 

rnn-games. Featunng deta~ ~ 

grapn;cs, the vanous stageS offl'! smpIe 

pledsures such i!S bbMng <WIlt'{ cockroaches. 

p!dang off CfOWS. blastIng UFOs ('Mm rod<ets) 

and 5hoobng ceh to sep<I.ate them. 

AI> in Gc.l8ule!t • bIrsic obtecwe is 5eI at 

the commencement 01 each game - h~ 16 

tanks, 20 crows. et<: - and failure 10 succeed, !IS 

ever, loses a lilt. As WI\t1 many rect'!1t COIIl-QP 

btles. the emphasis IS OIl altr..chrlg the 'light use( 

II1to a=des, ,alhef than of'emg ¥rf meaningful 

gameplay~."'~ 

• 

, , ni' .• 
~¥ ~¥ 

" 

The enviable laplnese 
tl lent for livinc life 10 .11 
idels t ute . nd erny is 
u erciS<l!d once ','In in 
Tenkomori Shool"'9. Few 
(ould deny the . ppel l of 
C;!lnBullt! - this looks to 
Edll! like sim;." hue ... 

~113 " 
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lA MACHINEGUNS 
SEGA WHEElS OUT THE BIG GUNS AS GUN BLADE RETURNS 

-

A rty.mptd AI system 
prom!s" th.t_ry 
,.me will be unique 10 
• (elUi" extent. with 
new , n, mles .ppelring 
from rlndom positions 

i"IOIhef product cl Seg.l's po-oIific MU 

diYIs!on. LA ~ is the sequel 

to 1997s Iow-profiIe shooong game Gun 8Jade. 

ThIS Ilme arot.nd your heavy<alibrl! weaponry 

is <lttKhed 10 a MunsbC assault vehicle rather 

than a hehcoplef, arid the acboo is cast fo<ward 

to the year 2025. As a member of the counter" 

terrorist group SIFAT, you must defend the west 

COiIsl of Amenca against the Rage of MJchir.es 

(ROM) - androod miIiba that has ~ Los 

Angeles.. But ~ tN1 scunds lib.- r.othIng 

new (~shoaI: the ~ guys). LA 

~ does NYe. couple d nlere5llng 

uicb up its proyeIbiaI *eYe. 

Ra!hef than fora1g you 10 bI.J5t through 

a sucres5lOn oIlnc;rea$ingly difficult stages. 

M113 has made four of LA Mochmeguns' me 

areas i mmed~lely available. Vitlether that win 

r~1t in lIn u~tely less challenglllg 

~ will only be determined through 

ext~ play. However, grven the ru!lOll5 

JOJO'SJlflHURf 

seIeaed. and !hat the btIe uses the Latest 

spec ModeIJ hardl.wre, it's little wonder that 

the deYeIopeJ wanled to show off lIS game. 
In acidibOn 10 lA, you CiII1 mow cIoM\ the 

enemy In 1..!5 \kgi!s, Alc.Jtrdl and an 

underground YoserTlIte base, before...;srong the 

Valley of Death for tne final showdc7wn. Finally, 

the r!!\lamped AI system randomtses the 

appearance of ta rgets. so that no two successive 

games ~ Identical - unlile coin-op ~ 

shoo! 'em ups IhemseIves. unfOltUnalett_ "LS 

CAN CAPCOM 'S MANGA-INFLUENCEO BEAT 'EM UP OFFER ANYTHING NEW? 

-."" 

A$ with 1111 CP$.-lIIg.mes, 
the sUndlrd of the lpritH 
is wmplUOlls _ rich in 
both colour and detail 

Iter producing a chain of increasingly 

refined ~ ever less orig~1 fighting !JtIes, 

.nctucIing the 5lteet Fighter Vs series, Capoom IS 

~ \J'ldefgoong a conceptual rerl/Ii5.s.lnce. 

'Mth the open-plan 30 be" 'em up Ibwef 

5lt¥1e on !NI in Japanese arcarjes and on a 

direa course for OrearTQSt (Febtuary 25 d , . 

goes to plan), Jop's VenMe uses the 20 CPS-III 

board to deIivef an I'IO'IOYabon of it; own. 
Themed around Hi,o/l ii<o Aral:i's popular 

--

~nese manga series named loJO's BIZarre 

AcNenrure, Capcom's COIrl--QP uses both 

characters frt:om the cartoon and one of ItS 

conceptS. Dubbed STAND, the sy5Iem IS a 

~ mer·force ""-dl pI.Jyers can call 

l4lOfl. The am d the STAND tecf'JnqJe IS to 

make d.lssoc beat 'em up wmbmatJOn attacks 
_ to perform. whie more expenenced 

fighters can pre-program fTlOYe5to use 11 

combat Equally, the STAND force can be set InlO 

motlOfl Independeotly, leiMng tne onglnal 

character tree 10 IT10IIe separately. Te!1 

protagonrsts hom the manga 5efleS have been 

drafted., to star In Capcom's game, aD faothtuly 

recreated as high-qu;tIity CPS--l1l5plrtes. 

'MliIe the STAND syslem I"1""I<tY appear 

~ 111 pracnce ru; operabOn is SImple. 

Like ocher CQin-Qp manutacrurer5, Capcom has 

realised that consoles are drdWlll8 rNlll'f lIS 

audtenee_loJO's Venture ~ an inllCNalive 

attempt to drag them bad .. 

Alter the innovations of 
Time Crisis 11, the pressure 
is on Se,iI to respond 

With Potftr Stone ilnd 
1010's Venture, Clpc:om 
is sukin,to refresh the 
tired fiJhtin" l me 
market before punters 
start Iookin, elsewhere 
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(out there) CONSUM ER TECH 

50ny PFM 500A 42~nch IMdesaeen Plasma Monitor 
£8, 170 ~ Cmtitt 01932 816340 

\Wl ()JO ~ 1Ie o..bn.JIe .. pGa q..aIiIy nl Doby ~ 

arT1J5 nl ~ Io:o:bl! 011: !he stUdrad. (5 ally usuatt!he 
'*'-'" ~ NI lee; home a>ema dow.n And as fie II/!dn:IIogf 

b~rT"CMeS"!he cornfot cA I'U ~ ~ ~!he 

Ioc<JI ~ I'JU ~ IInA::! be ~ oJbou ~)O\J" tlands 
on SOn{s 5(X)\ lW 42-n;t, 'o'klesaeen P'.osmI Monl<;f_ 

~ n bo!h 115 bIad<~ M.-ry nl ~ ~ 

the ~ t ~, ~ " • 00;:rn III \.&'. Sony ~ chosen r>Cl 

10 r'dde a t>ul..., lV llner, bvt ~ )W I....e III do 15 plug the ~ 

I1lO & \.QI. 1o.....u;h !he bo<. 0Iher than !ha\. !he ~ comes WIth 

, ~ ~ cA S<:ldzts mab!g rt possbIe to arroed '-" ~ 

from \QJ' 0'1WIlGaSI1O • IJvt) player. At. a /lid cA • ......tdl P.I can 

.....m IllOW5 in dher 16:9 or 4:3 r.oo. ond ALUnatl::GaIl CDnIroI 

makes !he bfsI cA ." ~ 

~, "';-'!he image ~ IS spoI<n, !he po;:!Ift.at 

twnes IooI<s I'eShed W. nl once yoJ"" I1"l.ded IIbcu lO get !he 

CDIro' nl ~ ¥t for .,.::u-~ I'"ft'd5, re -.ngs viii be 

~ eoooer the pIIoe ..nen I'JU II'f lO -n a ~. 

Pioneer PeIformance CDJ Range 
Cmtitt 01753 789500 

Moong .,.::u- (Mn II.ne!; .at home can be. ~ cQn on)O\J" b.!nk 

baI.n:e. Und. thdt IS, ~ "*-'d • ~ range cA 115 QJ 

eq.Ipment ~ cA !he CDl-SOOS ~ OJM-SOO rTCI<e' and !he 

EFJe·SOO effect borr, !he ~ ,n".,'tl.Ye IX> ~ ""en ~ 

lO aher Po-oeer m vhd1 ...... msI pl roogHy tWu-1he p-ice. 

The, player mill' lad; a k;q> Idly, bu Ih..riIuIy ~ Ihe CI\.IOaI 

p<tch control and timestwIt fln:ti<n The ....... is ~ aboo.oe....-efdge. 

• 

WIIh ~ ~~~l'JUlO ~enore dIanneIs 

from. hO:, ~alIy'-'8:m ~ rT"ol'¥IS NjOJ.....:n~ 

be abII!!ll o:rned ~or ~- on ~ fnlca1lOll. ~ 

cA ... !he EFJC-SOO 5(Uld boI< can pj '-" 10 ten elleas to)O\J" rmes 

\\\thout!hl! need lO fI:ri: 011: ~ cA po.nds 011 ~ fX deds. 

The ~ on¥le a ime too basic b tr.> S<nIUS DJ, bu b' 

aspmg I'eIe TOI1gs. f (l)l.tI be a said frs! step to. prorrosO-Jg career. 

_,,-,,-,~moon_~_ .... ""'oIIiI«I lO ____ ~ __ oIoctrcno~ 

I 



canon MV10 MiniDV camoorder 
'" Cqrtact 0800 616417 

As a v.hJIe 00st 0( dinky, user~ ~ 

Ihxl the IlWIr.e!. manufacturers are !Utg nx:«' ¥Id 
mJfI' girrtnids to hook ~ ~ Mo5I <Ore a 
_ d time. but III the case of the Cln<;>-l MII IO 

Mio:1iO.', they impro.oe \'011' tune mcMes no end 

To COITbat the IJI"WlOIftlg e<rnefa ~ 

riIefe<t ., most p.!IimheId c.JfTlC(Xders, Gral 

M; devrioped a I'e<N opa<;.lI system M s . vast 

rnp.o.enent 00 the d@lalCO'feaiondevicesof . 

b¥ 'f9'S <Wo ~ jQJ' h.Jnd ~ ........ sOOoong. 

~ bUlI:~ sruo.e deleaor pij:;5 "" 00 the ~ 

¥Id stm; a grow oj lenses. redO-ecbng the path of 

~ bek:te ~ I'Ot5 the CCD Your picture remans 

51e<1dy. <!'>'en d p.>' h.nd 00es rrt 

P<tnnered'Mlll thoslantastJ:: leat\Ke is the 

U5I.liII crop d special effects, aM some ~ 

mode5 b ~ rruges in k:m Iig!lt 0( 

~hthe ~ofsaodaod 

5IlCH>'. The <:Oy prOOIem' The opIlCaI stat:«;er 

at tme5 krod:s out the .uo fa:us "'* 
lISing the 64. QgMI room, OO! f<lee it ...t>en 
you gel ths dose to a SI.biKt you should be 

tJSrl8 a~~, 

Pioneer POR-555RW CD Recorder 
contact 01753 789500 

Jus! as (SseI to be repl.l<:ed by ~ [M)tec:tn;,bgy. the good c!I 

~ <is<: I..-.s g<X it; <to ~ as ~ and, mosI 

~. ,~ pnced CD ~ hJ..oe cane to mar'<et 

PictJeer's POR-555RW CD is a pa1icWrIy rr.. e:o:ampIe 01 thos <It'W 

~. re<:r.>rOOg to boIh CD-R and crw.w disc;. Sinl*Jty rtsetf to use 

-~ p<e5S record to start aod pause ~ \me you wanllO 500 a 

"""" trirl - the recorder e«I...-lets you v.«k from a digJIaI SOU'Ce, 9Jdl 

• 

as a rnasIe CD, or b<osI: af aI, IJIo...s you t;) tr¥lSler PJI cMd ""'*>sue 
lPs 10 digJIiII he.Mon. ();wy, the old sa.nd1es ¥1d ;..rv.; 01 the origmI 

~ wiI SIi be !here, M .. ~ you1 know th,u the ~ tsn~ p1g 

to ~ 1nl worse evet'( ~ you play y<M ~ rn.lSte<ed 00:. 

~ is adequate, but yodre prOOat>t,- better 0II...,.-,g )'» U5I.liII 

CD pI.Jyer 10 he.Jr the ~ o.rie5\., 01 coo.r.;e. 'fW' ded " more 1han 

a year old - iIS mosI e>05Mg pIiryers C<Vl') h¥"de the RW disc;. 

[dze ... ~", ___ ~"-' b~_~dltd_"h.-....ll<="rorU<tlOJ_"""'-"""'~_· 

, 
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COldart VJamm's it in 
Uk: e.e snce they tM.rst out of ~ and tctaty 

~ the ~ rYlI.ISi; scene. Cokhrt Mo... sIUMl 

they h;J.Ie txxh eiIfS and eye5 to< rr.., knest trends. 

0\rlIe(j .,..;m 'r..oenoog s;wnpIng.nd =>Wng wI:h 

tne;, ~ 'Say Kids, WiatTme"~? and Eoc B 8. 

~.~ 'Paid In ,ti lT",*" they MNays push !he ~ 

~ wa5 only gOOg to be • ornttCf of time beIore the 

~ cA !heif art..,-,rnoo a!btt.dr! aOO rutting-edge 

computer ~ resulted in ~ rJeiI\ lIlIeractr.oe to(.> 

So ~ 00 Iran 'Let Us f'Iao{,lhe <La's fn1: 

interactJve CD-ROM, CoIOCut deOOed kI ~ its 

ted1rdlgy as v.d as ItS b&Jt;. SmaI ~. 

theI\ that theor latest projecI.. "le! Us ~. see.; 

the band ~ lIS toes in the water.; cl tJon.l fide 

so/IINive ~ Disc one ts. • coIe<:D:;ln oIllEW ard 

We trm pkJs a YkooIe bo..ndl ot wei'd rem.e. 'MIll 

JiIpiIn's Li>ero::JOi k.od Comei.Js 'ring~ MI.Ye 

intere5lr1& thoogi\ "'!he burded demo ~ cl 

Vbm1. a ~ tool 10 be rOO:rsed ~ 

in M.Jtch on CoIdcuI'5 0Ml NOi<t Ttne W>el 
IlesI de5ai>ed t>y lIS p0no i1lerf0U' as a !DOllar 

M'ng ¥CUld 'MI;h ~ and 5<:Il.M. V...lmm gr<.W out 

dC<ihJr,We~ ~"" most~!ty 

!It ~ and the 1u'o11retL<.l= Festrvai. 5P1een 

Wleo ~can be sfflJ~hxled and ~ 

I<qJed and mD<ed erther straight off the PC kybo/Jrd 

( out there) REPORTAGE 

a, for moo! sIDJus ~ !nggered by MIDlnputs. 

~ dV; ~ ~d Coidcut's 'Atomic 

Moog. TIlThe<' and '/.b-e Beats and PIeces' W:Ieos. 

~ j<lU can S311~ TV, firn (X ~ Wleo 

t:l build ~ your C1M1 .-isooIlbrary. Sc:mfficw theY~ 

~ ~ to dl....eIop a wleo=dId'oing ~ 

100. ~ rt maI:.es Vhnm as mud1 fu1 as a 

pile cl vnyI and a 5eI. 01 deds Os aooIher m.nter. 

Ever chiselling lm6V at the 

bound.>ries of da~ music. 
CoIdrut has .rored "8";" 

with la!e!it u eaOOn, VJamm 

TOp of the pops 

• 
... 120 £DOf=:" 

aplln: The ""tioroII obses.sr;.n vd! ~ rrmio: -<Wen g<VYleS is i!boot 

to gete-.oen moo! ~~ lOlhedwl ~ and ~ 

,~oI"W,,' M1&'_ Pan 01 Konarro', 8e<J!-M;nio 5efIe5 th.Jr, been 

rur.g the ~ IV! p.v<tde fl:>"me p;r;;IllllV.l<lth5. FtJ> h' ""*&: is 

~ 10 hcd: the m.:w\:eIl'h;h in !he Ut( is p«ne Iu1tWlg groond 

kM' the Iike5 of the Sp<;:e Grl; and Step<. The ~ t.l5Ie ot ~ 

lOI';, ~. S<'eS !hem ~ to slices 01 T<*,o regg.;>e and 5001 

'Mth these !,",sue:! pt"yer,; n ITWld, 8e<J!....u.ds doIr~ n..ve 
been grven It... ~, g.:wWlg a cute<y.1TWlS' hl The kids are 

instructed in fl7""" rhe Ropper~ I:>,r a Iittl!' fM cAed ~ before 

be;ng coofused by ros I'orled alter~ qam.. The ~ 

aK.lde controler is .!so p«Nided as a ~ .......button Mndsct 

~ kJr the tny fingeIs of okkd1ooI Pbysta ~ EdXf! 

GYJ'I tq:. 'MStwlg !lid! the geroe 'MJlJid Idke ofI ... 1he UK. ~ <lfliy to 

i.lougl at the V>O<Xlen ~ cl the lOe'Jtti!ble Bild SlIeet Bcrys ~ 

• 



Party on: Doom's fifth birthday 
UK.: lI'smrd to ~ tha\fXxJm osalre.ady d respeait>le tiYe ~ old 

~ t -.-e a 00g t v.oJd be pushing 30 t:.t noN. But a klng trne nas 

p.lSSI'd sn:e the ongtnaI shareware..ersioo oIlhe g;wne ~ upI<»jed 

to the UniYefsIty 01 Wsans.l. Md a good few ~ h.Jve ch.lnged 

Most ooOCeabIy, the fo$IpeI"SOO sInJIer I\olS be<ome a ~ 01 ~ ""'" 

rattle! than a sOOset oIlhe shor;( 'em up. Md it's <Ill !hi!nks to Doan 

To celebr1!le the bi1h:lay 01 coe 01 the mo5I ~ games 

~, Edp'$ sister miI& PCfi:Ymot, ttv"ew a p.mylc:t It'; aB1II;J'; n ~ 
Desp<te IiIl 01 id Sdtware buSH.ps ¥od feuds. the nigh <;i!NI aI.ro.e old 

faces SItting roood the SilIne !able IiI:.e the be5I of Ineoc.t.. Jdy, c...m.:.ck. 

Jon Rcmero, !if( WI:u and ~ M<;Gee """"' .......... the ~ 

(adl'l"O"rW1gthereMUrilOtCillp;wk,.,;,t,~~).rla 

s.JkJt.e to a g;wne \hilt root crly redefined g;wmg. but also ~ ID 

"PP'='" on joJ5I about ~ "'*"" oo-ne ~ C1!, and !he Jag.Jar. 

The irMTaoon was also open to the rest 01 the DaL\os ~ 

~. Md <t5 the ~ progress<"<l. the ~ fiItd Mh the 

ae;rn of o..a..s' O"e<ltil.oe IilIIenI. as ~ from Ion SIon'!\ GoD and RII:uaI 

Enteruirvnent .miYed. 'Mile the ..........-.g was a su:cess. ~ cxfy one 

g..Je5I ~ ~ fwoo than a ~ Party en, <hies, ondeed 

Drunk on Abe's tears 
UK: Fobw1g t..s recent 'llalTystep up ioIOthe WClIId 01 ~ 

(see E55), >'he CDrJtiroes nis e>o::dus out 01 Clo:lo:MoId 'Mth the 

ntrOO..octon 01 Soo.AStorm Brew rltO the real v.OOd 01 a:use, 

~ t.., v.oJd ~ 01 Cldo;MQrId ~. k:ensng 01 the 

Ilfarnous 00dctr,0e iqJKl cl. Soo.AStorm Brewery is a ffiOCJI ~ - i(s 

the reason that the Mo..doI.ul people ¥e enskrved 10 mne the gr<l"'e5 

oIltleI' an::estc:n ;" the fr'sI: pI.x:e. 

P<ld alter IICI\JolIti 1iIStIng the d.lrt fwnrt' iquod {'pan booes. part 

tears, ~ ~dIe') Edp iscoolused as toYhr "")<n' 

~ be the 1e.N biI: rttereslOO in thecorx<>ctX:n ~ <t's the rrlf 
IIWlg they get 10 dori. ~ IMJOJd e>pI.wl """t the ~ are ';0 ""8'Y 

All that's needed is Mudokan pizza iIIld the p;cture will be oompIeIe 

• 

The origiNI te<ll1l at the Doom diry bash, from left: Jay Wilbur, .Ion RomefO, American Mcc- and Tom Hall 

Playing Fields achieves multiple wargasm 

The be.Juty of multif>l<lyer ~~ in full effect. (HelmeI opbon;Il) 

UK: ~ pOOishe< Wogfil<1'"oeS 

~ bammnne<:j The f\¥Ig 

fteIds "' Loodon 10 p<OO'>(l(e the 
polential 01 the game's e>'tensP.oe 

l~""'~~ 
<.Ne< lOO con~-hJlgry 

~ turned up to celebrate 

the ~ - 50ffie even <b-ning 

atJlhentic (-o '~ rrWtary 

i!pJloln'I "' CIder to cr""" the 
otrnosphele up 10 the m.u-

AM vAn ~ the prizes on 

alfertowdl~~7 

Hed, the mree wer" ~ 
......led off IWh Mirnlsoft race-..... -W;y - vAn" rt good h? 

w..I, rrnke jOUf """ JTTJd up. 

£DG£" 121 ~ 
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(out there) REP O RTAGE 

Dirlerutwo 
~: ErlIJn*~~ 

If.ort En> (IIead d 1'Iifp) reo:r6rro:I "" 
_ro:J~IIb:",~_ 

"'"' ......... o-n..~~ 
" •• _d_..oo--.Jtd 
.... 'D2 b!lrellrncal( ~ 

",,,,,,,,22. 1996,_',#1 .... . 
bxl~~am<d .. 

~'4' ''''","",d""", d1he"""" 

sdty Olalu ~"'1he~~ 
07. n..:...l&f. (1op1 .... En:I 

m....- mob:s .... _ ...,.,;e"' .... 
bod, ~'4'. pttd .... ""'Y ..... 

Survival of the grooviest 
UK: Such is. me o.ne"\t obses.5r;ln ...m ar1ifitilIife 

(5ee p60) tI01't j(~~ v.wde< ~ is. stiI rnereted 
in ~ lIe_ Sot b the do..t>bing 1r<l1emlly, at 

ie>3sI. one Wo' ci A-ife looks ceruin to ~ flesh­

<lf1d-bIood e05Ience PC -based Da!t:er DNA brings a 

r1!.W boel ci ~ to the ~ inteIi>ctrn 

between the """"" iW1d m.JSic.1I aspects ci <it> 

oJtue Part Cie<>ttxc's 2 fused IWI1 " 30 ~ 

pado;age tI01't reacts to musK: in ~ the oo,.m..e 
is. to tu... the gene !XXJI ID cUtrvJte ~ 

beasts tI01't G10 be se! ~ to ~ from 

dassicaI to mm'n'bass. The abstractions IhrlMfl out 

I'f till' program hit,oe alreacty been w:M'ing 'MI<.oes 

9.rll as London's BkJe NoIe iW1d The EI'ki They hit,oe 

also seen action ;wh dn:eIIoor ~ The Orb_ 

SIoctilg 'Mth 15 separate rq:U.J00n grtJl4'S, 

e.rl with 12 basic looms, budding """"" surgeons 

G10 o.rt iW1d p.15te iW1d m.Jt..ne ttrs gene !XXJI 
to oeale rro6or6 ci f>?SSde vilRations. The 

geneb:; inbm<n>on ci e.xh ~ doe;n~ iN 
de!errrn. its ~ 3m'bute, IhI.xJgh - (5 the 

"'v to its SOnIC inIer..rnon, 100. lh lIB r..m..n 
<DlI1te.p.Its. 50me ~ ""' rrae inc:kted 
~ ~ speed goYag!',...nie ~ 

prefer <>rrboem tJiJnCe_ Once ~, the 3D 

1Ir1IroiItolS G10 then be sent d.wri!g IIYrugh 

lIB~~I'f~auOO 

'fllU! JOU fMcy. 01 <XlI.ne, a noght DU with 

rrosI ci !he resUIrlg mutants.....ul senJ ')UX 

dYeldge E~ IlIO the depdlS ci <hJgge<l-out 

J,WarOO. CWy constant gene\lC trIkemg 1lI1d 

~...m d 5tiIO:. ci COs wiI separate 

the attrdCt~ from !he ugly. tile for tile fittest 

sIt.lpes, ~, is. 0I"'Ity going to ~ better. 

Hey, man, like, ched out the artificial life: Doncet DNA is already wowing dubbers around the UK 

It's a date 

"'""n; Seg.J EnteIprises <isIrb.rted thr; 1999 ruious calendar ID " k.dy few 

in .I.lp¥l. ~ Edp prled one '4l1..nie cNttrlg to ~ Cec6:::.l 

(5ee P \(4) aI Seg.J E.xope's London HQ. Packed in a OM ~ bco:, !he 

calendar is. dCIUolIy a roI ci tape ...m the dates p<inted arOO">d it By sep.YdtWlg 

011 the q, I.lyer ci sNer foil. JOU v.end d fruslrating p.31h ItmJgh me ye;Jl.II'~ 
a I'I<1Io'eI ide.l, but one tM'~ iI<ett ID l'I""d '-" v.rapped ¥CM.NJ 5OI"TJeOOe'S IleiId 

• 

No, honestly, you use the little 

\Wee!etS and ... NeYef mind 

DataStream 

b.oI OK ~ "*" (Ne< !he 
~~penod: (~ 

r-.uroo- d ~ $Old ft 11-.. 

UK <tmg !he """'" <'f1dns 
~<\:I~ 

F'er<ero!q d~ 

"""" v.OO IIri Ih.lI Ti60l 2 " 
better trun 2e1OO: 0 '111 
NrounI d time it wo<ld<kJ to 
berorne!he bigge:st-sdng g.YT"C 

d 199!l ft ti>eUS ,,-'" 

f'er~~ ft~ 

lnremeI ~ lost ye.r l3O'JIo 

~dU"'NeI""",v.OO 
n.- made p"r~ <ri-oe; 25'110 
Pnd:!ed rurt>er d ernai< per dly 

in !he US byt.. \'I'Y 2005: 5bn 

~ d """" kwld 00!0..a.. 
",...,-".,..,...j; -.OOO 

~ d MSN sWsoCers; UO 

~d~_ 

v.OO hiM sth;aUd !ll Seg.l', 

t1I:erneI~ loo.-
~ d iMots $Old """' si< 
""""" d ~: 2Jt.OOO 
~ d c.:.m., Bcrr Cob"...-.to; 
~tobesoldby~ "" 
Pr..di<:Ied f"O"T"bof d~, ft use 

~1'f17>e~ d'99: )5on 

lbYtJerol~ 

"'"""""'" -Mn.m M<l Be/gIilffi """" fined 
for Aanning BiI G.ltes: SI8 ad! 
~dlJl(lnnes~ 

!ll~~~TVby 

2008 : 5.15no 
~dpeople., tl>e 1Jl( 

....-h • !T"dlOe phme: 2l'III 

AddIJoNI 0lSI d ~. 

~ Iff$im S \ 50 PC ft !he 
U K ~IO!heUS: On 

"","",-",AT&T ~!ll 

:spen:;t dMingv.i!h Yll:: 

~; I­

~d~'" 
Chm NI " poril!ed 0/ ~ 

oopoed;-

~ d !me ~ takes to 

~. ~ episoded 
1he~fromSl.lrlto 

finish: 10-..... 

t-U'rt>er d dr~,..,..jed 
for..ad1 episode 1t.ooo 

"""" Bo.osness SoIt.-e ~ 
Frtn:id T rr>es 

~dNlflc.-..lSlilti$lt(s 

-~ 
OX 

"" ~ 
~Il Tedr!okJgy ilu<rJe« 

'-' 

• 



Final frontier for FFVIII? 

Wooden Apples 

laP<ln: 'MIh Ftrd Ii:r.m!y l« se! tl t:ms 
~ 0I'le S1l'p.-er ~ tu,. srail 01 
flIefac%M! ~ Sq.J.R has doodI'd 

tI take 1he franctoo;e tl ~ bo@Iwdhhe 

~dFtrdf<rolaly\ot ~~ 

DeIais ~ ~ ac preset, bo.J. ft 

~ cc fion is beir'4! made by SquareSoII's 

HawiJoan db, \\Ch cr.emaoc erpertr;e ber1t 
p!O'o'Ided bof ~ ColrYfu The t:.qet 
~ 10 at a reIaweti ~ $70 miIion. 

Se! on earth in !he ye¥ 2065, • is ~ 

lhiltFF\IWs newa5t '" ~ soch «i 

~~.nI~~willead 

!toe acvon. SOme StIO..meS ~ ~ N 

Gcme school: part t1Ml 

~ d I\lpr4j n !he IiIIents of RotwI ~ 

¥d~ ~tl~1hec:twilOef!, 

il5~~inre.e=es.~ 

~~'-'s~ Peltl/lpsof 

II'lCII'I! CDIU!ITI, ~ 1S1he r'lIW5N ~'5 

OIMI~ tWordJu~ 

wiI take tlne dire::tor's 00t -. ...toM! !he 

necessary ~ flU: MI ~ prCMded by 

'Apot> 13' ~ AI RoYoert. ~ doesn't 

look like an cb.ooous aeam Ie«rl but wdh 17 

...... ijoJITIeS 5d:l 'MlI"OMde !here shcUd be 

scme 5011 ti I.Jrb.J5e tor !he finished ~ 

Thev'I ~ 10 be p.1tlef"(. !I:Iol.¥t the e.riesI: 1he 
ihll5 eope:ted tl q>en n ~ 15 ".,.2001 

laplOn ; fcuIded by a p.JI' cl broIhm" WO 15 a ~ 

1Nl be-'I ~ tllhe ""5WI o:n:epI ti i/&c. lWo year!i 

beIore the bloe-tnted bo<e!. stiWIed ftyrlg 011 the ftM5 

.nj ~ Io~'sa.rre"lt.....el-being. WO 5IarIed 

~ the ~ grey boooe; tl Nri its a.sbT'Im' 

~ ~~ EIien ~ WIIh SIeve Jct\s 

pro..6(~hs~ neN~ IewpeoplewWd 

Wtl be ~ bythe~oI N:tS...:R. From 

WXld tl merbIe ¥Id /11 ~ in between, C1I5b'Tl!I5 

~ '-tl pro.ode a bneI ~ 01 v.hM 'MIdy 
f"nIh Ihey __ .nl Sf!nd in !her IMI'f ~ The 

SO!I\IICe take5 \4110 IIYee ~ tl ~ ¥Id .wo 
15 IMn branclwlg w: olIIl lhe "'lIkI 01 Pes. 

• fa I!1(l'I'! deIais WSII' 1lt;l/ /Iw.w,dnetwmIMW 

VI(; ~ ~ a ~ 5!1J<k> <an be.1qjt5Dc.II ~ ~ .. '!tu pne 15 ~ tu "-an!.tew f"res N: need IOWW en 
fdp IS ~ ""'" a ~ "'Ift.;.and ~ tor ~ ~ a:rT"pnI.'5. Kt> '"" «l un t"' bTU ~ 

5. Goox1 ne.v..I We kMd 1he demJ nI ___ tl w:rIc WIIh '1001 

~ publishers say Md ...t..t they rully ..- Cood fIt',OSllte~ gong tl rnde doe nt.'I<t:;lx rrcnth5 (I "-'9 r.;Iwtnare b 

NrfJrre...no -.IS 10 .;.....,q, ~ tor a IMns wiI sooner or later t- 10 )OlI1eO'!1 (IS eodo ~ we o:>'7Jl' (.JI...dJ a new ~ ~ ~ 
maI;e~ wdh a ptJti-ft. TheseaR!Ihe~ ~ (~"w'" ~cldemcrIds for~ 

g..vne. BeIote the ~ ~ goes ~nearone. ~ (IS ItMl beteOdt fotOlnstnos...."" t? 

If'I1jlOII¥lt tI ~ !ha! p.tisIwlg Iwlgo can be a IWCt1 ~ Hefe, 1. The &JIllI! IS ~ -ons IMuIllk IftS'. 

!hen, aoe scone o:rrmoo phases rd 1heI' true, shrouded ~ Kt-y.. pod II!n ~ /or it to!p 00 ~ <lM'f cl PC Game Fro PUs. 

.. The IPI'I'W' Ila5n't Dd qutIIe as 'M'I as ow'd ~ 

1 ...... N! -V ea.ed 1Nl ycu d105e kI 5how us)'Oll' proob.:t 

Gad /let? ~ _'le ~ ~ ht:Ntnt I7lIlde a proiI ~ I99Z 

1. 'o'*\oI! honied ye...- demo kI cu Oesel ~~, 
Io\ew hutded)l1U" d!ma to sP: d.eIess marl:eong ~....., ooce 

pIufed Mr;t b II.'I'1I71flO.8e!; rod,.,.., ~ Ihs ~ them as 

~'(J'1w::tvgtipai'J 

l, l1rrr'Pvn \tu 8<JTlI! i< very ~...-.d ~ 

Io\e <blh.oo(.( 

• 

-" 

, SUlk I'IIfIIrc:d 1011 ~'Ie Itn!d. 

9. The 8<JTlI! has been ~ sua:essIoi 

~ garr has been a fxJge Iw, bu k!tJ ~ kI ....an 1'1 dJt«1 horror as 
the MO des of the aedit b )I1U" game - ..trd! Ir hcxk!tewn head cl 

.... bneIed!ly htJ Sldf 2.f Inn ago - ..tW)OII get a menDoo 00 page 

43 cl !he I'ISIn.<tIOO boofJet 

10. We're 1oob1g forwdrd to ycu re<! origWoII...-.d =iIrrg gb"I'Ie corapt 

Ibu~ gtX SI< moorhs fOWl/(> ~ wqucl 

, 



FROM BARBIE TO M ORTAL KOM BAT 

The ~ betwem tedlookJgy ..-.d gender ~ long 
It ~ the games o-d&ry. kd ~ concerred 

IWh !he lad. at opporIlnIJeS for ~ os "...,. as 
the ~ at ~ softw<o"e. Ameoc.YI femirO% 

are t.Jmg rYIdltE!S no ther """ Iotnds. 
Some v.<Tt~ V- the pni>Iem <OS the ~ 
~ at tedlookJgy per se ~ the~ at 
~ sudI <IS &1tbie FashKJn DesJgner ..-.d the 
~d> ~c.J5l<b.t>!001hos.~ 

~ that the o-d&ry has ~ ID COOSIdeI hcf,o.I to make 
games that .....::Ud be ~ to goto;. $(l.des srow ttW 
they p<ef6"~ gamest-.! aromd ~ 

reIatrnshops. ~ ., ,e.*>ti<: ~1:5. E>:mme 
femirO% ol<goe that the ~ted MlSIIy CKl't 

~ good It!maIe-onenIed games. W1e<e.l5 games 
~ sudI <OS P\.rpIe M<n1 fo:l the ~ problem 
is gettng reI<liIer.; to 'iI<rl games. The ooIy Ihing ~ 

"8""" 00 IS Iho!I ~ soMng the5e problems 
~ "'" Vlg to sea a klt at g;wnes. Fr\olIy 

ferrri<;m t..Ik:s ~ ~ the o-d&ry C¥l under.;tand 

SLAUGHTERMATIC 

The Wrory ot o;¥e ()Ief content IS gworilO1teed to prOO.x:e 
e«her ~ or ~ liIerature, but Rlretr' bolt>. 

Enter S-~ RKli'Ig the sIWt-tilils ot Bu'roo.Jit!S, 'MII1 a 

touch of 'A ~ Orange' ..-.d I'Vne ~', onner-cty 
doggerel. ~n.lIIC',1i:e It; auIt-a, Ay\etI""'*> tal 

..-.d !alios last. 'W he were any more EngfIsh I"e'd be dNd,' 

,e.xjs Ayle!t's u.Iing card The S<lfT'Ie ""'PP'!' ~ 

"-"*' 'SIaughIermJtK:', a rogh-speed c,berttder Iacb>g 
ty.., but I:>rnn.lg ..... tI> 'ilpid-fie 00I0gue. 

Set ., ~ a hypeI-wild-west '...ne.e 10" 3 fTIilfI is 
"'" a rnJI(je,o 1hao a ommerism,' the pb is sirrl>Ie- Hero 
Dante Ob! mbs a 1:00< 10 SledI a boollJntortU'oately, ., 
the PfOC"SS he create; 3 doppeIgange< ot hrnsoetI ;vv.I. <OS 

p<edicted by SI<IOd¥d 5<Hi ~ the resuII ot the tIW 

rroeemgv.<HI be as ~<os~~ beIieve5 
hos.....mg to be. Cue ~..-.d the ~ ot big 

&'J"l' IJ<e most <)'be<.au1hofs the5e days, Af.eI! ooIy 

'Mite. ""'" ~ ~ Hi<; dwactefS are merely 
~ w<IItwlg to be ~ by .-.ane he.N; orm.nce or 
a sh¥p put oo.\fi SrrnII'oO:ldef, 1t>en. tM ~terrnaIIC' 
re.rl; rnore IiO.e a 2OO:W) ~ ~ thaI1 a rutnng-edge 

r-o.oi StiI. graft ., • Qude engi'>e..-.d iI ""'-lId make d 

&le;!! IirS!peI9Jn shooI:'em ~ 

" ; 

~~...:-
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INTERNET 
Site: NTK 

(out there) MEDIA 

-. 
,,11 .""r"u .. 

URl: http://_ .ntk.neV 
Need 10 KooN ~ • ~ I"lemeI ~ 

~"'""YFrKJaoj~~~ 
,jgest ot .. ~ ., !he "'*" of v.f;M I'oOOd 
"""""",,,,beo!<1~deerned·<)t>eI',pl.ts 

more besde5. r. a ~ bIe.lk-W.ing 
dfuir, ~ f1to 5e<tIor1S sucI1 '" 'H.lrd News" 
(~ofme""""'~at!he 

~ ot NT1Q. 'Pai NeM' C»A ~, bu: 
"""""erestng g.tl at IeiISIl pl.ts a du\dl of 
~ d'I.ri5, roosI ot v.trl otIemg 
linl:5of""')¥lg~Wd1alWle~ 

ot in<MblI< pcri.ng mr ", !he rWl ~ 
each wed:. Ihe o:>nIer1t here IS trfl"'I'MbIe 

to!he~~IheW!·"ather 

tre5<:me obse<;"""....m ~ and BiI Gil!es, 

and ~ate nstNdoolhe ~i-h 
(Cl'>, andlcd OL( le< !he """"""= to £dll'_l 

• 

GOlDIE 
Ring of saturn 
(FFRR) 
Mer re.xtWJg l.ftljd ~...m, 

~T"",*"".Gdieo.,;hedand 

t:uned....m f-.s~"""""" 
ob.m ~ b'@OISa1urn' 
~fr<hIhe<Nn'n'l><lss 
~b.rlon1rod<.1h='$ 

rm-q tl= 10 rmtd> the rrOgI:-ty 
'merr:iy iJe: bJta~ 
"'"" of 'MoIher' """"" dose. 
as....t-.ere p!.n::hy lr...ru and """'" 

scme ......... ""*""".....,,t "' pLx:es, 
roosI noIaI:ly on "\',N{ You W:nt 
Do For Lco,oe'. A fine Il'tl.m 10 form. 

OAVID IiOlMES 
OUt of Sight OST 
(JerseyIMCA) 
Recent o'rno> caper 'OtJ 0ISi!tt 
00: crlt g<M! Go!o<ge Cl<.>oney Ihe 
S<XI of ~ "-'=SS he 
~bu:j(sdlso~1e< 

~ CIMl ftlne; I.los wm 
3 ~ """- beIore 1he ne>:! 

II.J SII.do eIfo<t Sh;rt of Ihe 

rn...on of """" drict: h...ru 
IrOO1 ~n;!><:d ~ 
1rOO11he ftd; ~ n. <J:JiJd be 
Ih.lI "'8l"II'......aled 1hfd ob.m 

w..:n """"" 1he laM bedtS, sIoN 
jazz ib:s and gntty "'vII"m< are 

~ ~"'I'JUCOI.Id 
hopeb few ~oo 

~!x>ttermn~ 

VARIOUS 
Megasoft OffIce 98 
(F communications) 
AA 'Wodeof1l-o:~'()II;ct, 
97 ediaon, n.;,; Ihe SCffi"ld d 
,~ ..... 
~ 1he~rl.toa 

&y 111.11-0: ot'6ce is Ihe '-"'U5UIII 
1ilome. Ubd ~ fft!do:ftc 
G.lIanoand.ui ~ p«:M:;Io 
1he rrae ~ <TO:nmt;, ...m, 
,oq..a BI6snland A ~ 

0.;.", ope<W'Ig and dosi1g 

~~""'1he 
""OO~ofa""""'8"_ 

Pro<:( pJSI "' ""'" j(. roeeOed. that 
anilieriI r",,,,;{' me.Yl <1.t 

BOOM BOOM SATEWTES 

"'" COO<! 
(R&S) 
!he 12fl;1,~po.J.ruI 
ean..n._",noWi/lyprep.lO'e'i 
1he Iisteno:f le< n. .....s..aoo. detxL 
~'~Nc4<!' pri:s" 
rrae ~~Ihona"""'" 
ofMTV_rsilS ~ ~""""~ 

and<Hef~~of 
1he b.Y>d's ~~ 
;,; ~ P<"J'<>g ruI ot !he 
speak=. 'Ihe beot5 ...., bog.1he 
~ catd1y, and !he mashng 
'4' of rod. darlce, jazz and ~ ~ 
efIortIess. AA <6trIIShing 0MI<n 

• 



VIEWPOINT 
EXPRES~ YOURSElf IN EDGE - WRITE TO: lmERS, EO(;E, 30 MONMOUTH STREET, BAlH, BA 1 2BW (email: ~furut-.co ... ) 

D am writing in reply to Joohn 

Swan (E67) and the setup 

of video store<; in respea to 

graphical content You point 

out how graphically advame<i 

games are being exposed to the 

public rather than the mofe 

playable games wnich are 

appr~led by garners who can 

see through the mass of 'eye undy'. 

Being an emplc:!yH of" mlljor 

games retailer for some lime, t 

might be able to shed some light 

on this issue. 

The problem that John highligtrts 

is evident to it certain degree and 

will unfortunately stay wnh us. we 
rKeM! specific: orders from head 

office that wrtlin windows must 

display a particular game. and that 

the product must be more 

prominent than others in store. With 

this scenario, we UIR see how 

oompanie5 can use their money to 

advertise"and market 11 Same that 

can be vi~ally stunning but awful 

10 play. The best example 01 re<ent 

limes has to be Formula I Grand 

Prix on t~ N64, which is so 

med~, ifs untru~. III publicity, 

howtoief, c~rtainly conlrast@d to its 

playabiJity. Sevefal of our d~mo 

t~levtsions had the gam~ showing. 

whil~ our major 5hop window was 

lin~r@d with prn;ters telling us how 

great the game was. This is without 

mentioning the national TV ~. 

so. wh@fe dots the consume1 SUlnd? 

well, like it or nol, the main 

consume rs are the younger 

generation. How can a ten ·year-o ld 

nOllall Ior polygon·driven sraphics 

which make the taw drop and the 

~ ~rkle7 I can't help but think 

mat t~ big companies are laying 

on the swKtJ graphics ahead of 

gameplay to guarantee profit in an 

industry that's becoming extremely 

128 £1)0£' 

competitive. Unfortunately, 

WIlsumers like JOhn and I are 

(ertainly not being looked upon 

as the chief tonSUme1 any more, 

and this does up5et me. 

You at Edit mentioned the FIFA 

series as a perfect example of Ihe 

marketing beast at work. The 

products in my opinion are shallow. 

then we have Sensible Soccer of 

the '905, which appeared on 

171 s in the previous 16bit battle. 

r.Al Nintendo rather belat@dly 

brought its heavy gu0'5 to bear with 

a relative ballage of quality titles 

~ the festive period, induding 

Ze!da and Turok 2. Having had the 

sood fonune 10 receiwe bolh titles, it 

throws in stark cantsast the differenre 

be~n the creation of" truly 

brilliltnllitte and a merely good one. 
I had doubted tmt Ninteodo 

'I can't help but thjnk that these big companies are laymg on the 

S\\1sh graphics ahead of gameplay to guarantee profit. 
Consumers like us are certainly not being looked upon as the 

chief consumer anymore,andth~doesupsetme' 

shelves. devoid 01 any real 

marketing. It took the gaming world 

by surprise. If the game i5 good, 

surely there's no bener marketing 

than games masazines like yourself 

praising products1 FIFA '99 did not 

depend on you for good reviews. 

Rather, they depend@dontheir 

ruthless advertising and marketing. 

The future 01 videogames? I may 

not like to admit it, but it m"Y be 

the case. 

• 

'.' 

Matt Thoma5, 

\'ia emall 

could possibly deliver the promise 

01 a Mono-beater within the 

confines of cartJidge Ie<;hnology, 

yet Ihe result of three years' 

development is evidet1t in the 

packing of a truly absorbing lO 

world inside a small rectangular 

piece of pla5tic:. Acdaim too has 

realised the s01m~ goal (albeit with 

a more gory slant), yet whal truly 

divides the oompanies is that 

elu~ playability factor that 

Nintendo always seems to apply to 

Ihe majO/ tilles. With Turok 2, who 

can daim to enjoy hoving to 

5ptfId four 10 frve hours al a lime 

retrudsing over an oYerIy large level 

withoot the remotest possibility 01 

a S3ve point and with the real 

certain possibility of ha\'ing to do it 

all 8Sainl Although the visceral 

experience Turok 2 delivers is well 

achi~ the problems that its team 

fu@d from the first outing have now 

been rtj)laced by bigger ones. Have 

marketing forces again push@da 

game 011 to Ihe shelves too quickly, 

or is it only the mighl of Miyamoto 

to ~ust Say No? 

Back to level four again . . 

Mark HUlhu, 

\'ia enuil 

te1's face it: ony game is SGing 

10 look flawed by oomparison. 

n he news artide in E67 was 

.. quite right - and emulation is 

IOing to be forced into th~ same 
'back alley' as 5O--U11@d warez and 

appz sites. But does the ISOA do 

anything about the multitude of 

these true piracy 5ites, where my 

friends and I can, if we so please, 

download lhe latest PC games1 

Just rKet11ly people I know have 

downloadtd Caesar Ill, Quake 11, 

Cormageddon 2, Unreal, Cangsrers, 

Thief, FIFA '99 and even Hoff-Ufe. 

The ISOA only seems 10 take 

offence if a game I download is 

th~ 01 four years old. Because 

of this I don'l know whether I will 

ever pay lor a PC game again 

(except Huff-Life). The asking price, 

considering Ihe low quality of most 

new titles, is certainly much hisher 

than the cost of a local phone Gill. 

The fact that most SNE$. NES, 

Mesa Drive, Nee Gee (elC) games 

are either no lonser for sale or not 

available in this country is the sting 

in the tail. Without emulators I 



would never have disoovered that 

Final Fantasy VII is inferior to VI, or 

th.t such an unlikely idea as Chrono 

Trigger would work so well. Also, 

with prices of as much as E300 for 

a Neo ~ CO I doybt I will, as an 

unempl~d student, be abl e to 

alford arcade-quality games before 

tM '200 Mesa Shod' be<omes just 

another games I~. 

lobe Hamma n5, 

via email 

A proportion of Edie 's re.dership is 

stil purchasing SNES, Mega Drive 

md Neo Geo cartridges, in fOld. You 

don't nHJd Pmulation to grab. slice 

of such recent history. 

n he artides '"The lImd That 

.. Time fofgot' .nd 'Physics 

Matte<s' in E67 raised some 

interesting points. Throughout them 

it be<ame dear to me that.n 

arguably more imporLtnt topi< was 

being r.ised. I feel that tM topic of 

realism ~15US g.meplay mechanics 

is the real issue. There has .lways 

been a conflict here to some degree 

.nd it!oeem5 to me that the buying 

public would alw.ys r.ther tolef.te 

• backward shift in play mKMnics 

th.n in realism. Because 01 this 

technology· led envi ronment we get 

• cycle 01 most-lealistic-eYel-bYt­

shilllow game followed by. 

similarty realistk g.me, but with tM 

gameplay put back in. 

O! course, there are exceptions 

to this rule : Doom, Gran Tur;$flIO 

.nd Metal Geor Solid an lead in 

both fields simultaneously. The 

games m.rket is still ~ry immature 

and will remain so until this cycle is 

bloken by the levelling out 01 

technological adv.nces. You 

mentioned that 'complex poIy­

pushing cOde has seen the 

bedroom coder consigned to distant 

history'. Although this is definitely 

a bad thing I believe we are 

approadiing 8n er. of the bedroom 

desigoer inste.d. ~ editOfS for 

Ii~t~ shooters .re the lirst 

step tow.rds more relined 3D 

g.meplay and a more mature 

industry. HOW different the gaming 

world would ha~ looked had 

Sony's Net Ylroze come with • fully 

editable g.me engine r.ther than 

the mea5ly C compiler. CUfTently 

Sega is in the best position to do 

this via its intelnal Oleamcast 

modefTl and onus Web!.ite. If it 

cotJld release a high-le'I@! visual 

editOl and some MOD-style 

modl"'lIing tools then that might 

changl"' everything. 

Aiel Simon,. 

memail 

The bedroom remains one of the 

most fertile envirorrmenl:!i .round. 

A5 you so correcdy note, though. 

~istMkey. 

171 fter ruding your article 'The 

r..irJ Land That Time Forgot' I 

started thinking about my personal 

had years ago at 51:1'.001. I remefTlber 

reading a review of Slor Fox and 

saying to a fliend how I really 

wanted it a.nd thought it looked 

supefb. He looked ill the 

5Oeenshots and said it looked crap 

and that 3D games sucked because 

the gfaphics looked like a bunch 

of ~rdboard bo~es being thlown 

• raund. Although 3D has come a 
long way, it still ~nnot replicate the 

intricate detail that you un squeeze 

into a hand-d rawn 20 game. A 

good example of this is Street 

Fl9hter. The 3D YefSions may ITIO'Ie 

more fIoidly, but the 20 game'5 

look for superior. 

It seems to be getting to the 

point now where almost any 20 

game un look better with polys 

than i' un with sprites (you. 

Totol Annihilation/Dark Reign 

comparison was a ~ry good 

e ... mple of that) but I still hunt 

for the ultimate 20 shoot 'Pm up, 

as it's still my favourite genre of 

game, and 3D has made no 

improvement to it (E;nhlJnder is 

nowhere near as good as Mr Hell). 

111eISDA()(I~seemsto take offence "agamel 

doNnload is three or four years old. I don't krJoo.N 'Nf1ether I'n 

ever pay for a PC game again. Tl1easklng 

price is much higher than the cost of a kx:al phone call' 

preferences in the 20/30 argument 

I also spoke to a young friend who 

had /KentJy bought Commandos 

for his PC. He was not a/ound to 

see tM golden age of 20 games 

and has been \Waned on polygon 

games. When I asked him about the 

graphics in Commandos he said 

that compaled to polygons they 

were exceptionally crisp and 

detailed and looked very realisti<. 

This reminded me of an argument I 

• 

Imagine, with today's technology, 

a twoplayer sidewaYS-5I:lolling 

shoot 'em up inwrporaling all the 

best etefTlf!nts of Rolling Thunder 2, 

COIItTo IV and Bionic Commandos. 

Now that would be something. 

One more thing: Smash TV is 

the greatest twoplayer game evel. 

let's see it /t!-Ielea§e<i.. I'd buy that 

fOI a dollar! 

Clli" 
vi. e mail 

Afr HeIi bettef than Emh6nder1 

You' ll be saying Shinobls better 

than Ninjo om ... 

Is Edl e doing its April edition ea"" 

with the D,eamc<J5t supplefTlent? 

What ale yOll on, Ecstasy? Water 

cooling. in a console? I thought I 

was reading Cor magazine . 

'MuIt a way to take the urine, 

you leally fooled me. I admit I fel! 

for it hook line and SINKer. 

Jimy Fyn, 

m email 

It's " true. You should see Edp's 

games fOOfn. Flooded now, it is. 

D n res.panse to Tony Pyle's 

lettef about 'PLaystation 1.2' in 

E67, I think he mighl a<tually be on 

10 something .. 

I own one of lhe first PSXes to 

come into Blitain, and my brother 

ooticed that SOul Blade was slightly 

different on his mate's PlaySt.ation. 

which is one of the newer models. 

He claimed the telrtures were 

clearer, and the 'flames' uused by 

the swards \Wle more vibfant and 

gave much more visual impact.. 

I told him he was being daft. 

but he was adamant that it was 

different on his mate's machine. 

JuSllhoughll'd let you know . 

Tonl' Bolton, 

vi. email 

This is just one letter Edge received 

cootelning Sony's dandestine 

modifitalions. Arrfway, coosider 
yourstlf fortunate, Tony, that you 

have one of the originals that 

lemains in ship-shape fashion ... 

D USt wanted to say: ~a will 

lose, $any will win, Nintendo 

will be IlOUnd fOfeYff. 

Or And,_ W.rriner, 

via e mail 

• 
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