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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

O his machine, Sony's successor to the 
all ,conquering PlayStation, must be the 

most enticing-looking slab of videogaming 
hardware ever conceive<!. But then it's I:>ound 
to be: this is an artiSt's impression, and artists 
work within the rea lms of the fancy aesthetic, 
often leaving practicality to fall by the wayside. 

WMe the new machine's outward 
appearance remainS enveloped in mystery, 
though, Edge has been able to track down 
firm details regarding Its innards (see p(6) ­

which are, after all, the most crucial aspects of 
this pivotal endeavour from the wor ld's leading 
consumer-electronics manufacturer. 

5ega's Japanese Dreamcast launch came 
and went without the hysteria that was 
e~pected from the appearance of such a 
capable piece of technology, and the somewhat 
muted rC{;eption It received can, to a Significant 
degree, be attr ibuted 10 the fact that today's 

videogamers have long been aware that sallY 
was r.o ldirlg a trump card up its sleeve. 

Truth be told, mainstream consumers do 
not pine fo r a rep lacement for their beloved 
PlayStallons (console game sales have been 
running at all ·t ime highs thanks to the 
machine's existence), but sany - until Quite 
recent ly anYthing but a significant player in the 
videogames market - has found itself in a 
poSition where it cannot merely stand by the 
technologica l sidelines and look on, 

The company's forthcoming console, which 
may not be as revolutIOnary as the original 
PlayStation was in the grand scheme of things, 
WlII no doubt be something worth watching. 

Never underesllmate the power of 
PlayStat ion? let's lace it, the fi rst iterallon of 

the legend IS beginning to look like an antique. 
It's the fol low-up whose power matlers now . 

£DO£" 03 .. 
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NEWS 

CArltting EdgEtuttft1 " g~HgE"e 
The latest news from the world of interactive entertainment ~ g 
PLAYSTATION 2 SET FOR DECEMBER DEBUT 
As dev kits finally begin shipping to premiere developers, a 1999 release date for Japan is confirmed 

PlayStation 
L ______ ____ -' '" 

Probably the most powerful videolames 
brand in the world. Sony has yet to 
reyea l a new name or 1010 for its new 
format,. but it won't be 'PlayStation 1000' 

. ,: 

r:"I eliable Edle sources have confirmed that Sony's 

1..:1 PlayStation successor Will reach the Japanese 

lTI3f'i:et before the end of !hIS year On DeCember 21, 

consumers in Japan will be able 10 purct\ase the 

machine at m,&Xl (£125). (Sega's Dreall'lCaSI currently 

retailS in Japan at ~29,&Xl - apprOJ( £ISS) 

AS dev kits are eventually maKing their way imo the 

software development community, tantalising details are 

emerging which pitches the machine at around 20 times 

the power of the Ofigmal console Despite a general aI' 

of denial and avcMdance, several Edge contacts have 

been persuaded to put torward suggestlOflS of the new 
console's power, In lefms of 30 performance, current 

estimabons put PiayStatlOfl 2's realtlme rendering 

potential at 8 million polys per second - or around 

l00,txXl polys per Irame at 50 frames per second. Ze/diJ 

on the Nimendo 64, meanwhile, shifts 2-3,txXl polys per 

second at that framera!e, wtlict1 underlines the father 

hefty 30 render ing potenuaf of SOIl'{s new ~it. 

some coders have c1aIlTled th<lt SJ:Jnv has told them 

to''MIrl<: towards a SOOMHl CPU' and expect MPEG2 

decoding, while also revea ling that SJ:Jnv engineers have 

placed more emphasis on hardware special effects this 

lime around, which could, for exampie, mean the 

inclusion of anAJpha Channel to handle transparency, 

there lore freeing up space for a more comprehensive 

colour palette, Early rumours COIICemmg the use of a 

NURBS·tJ,ased graphics archi~ecture have been quaShed, 

however, so, like 115 predecessor, PlayStauon 2 will be a 

dedlca\ed po/ygCln-pushlng engine. 

AS for exact specs, SJ:Jnv IS understarJdably 

remaining tlght·lipped, arld developers have been 

5j1eoccd by strict NDAs. As one industry figure told 

Edle, "It'S the best-kept secret III the Industry at the 

moment Everyone's dlsdillmlllg any mowiedge of 

anytlling. The only ttung I'd say IS that it's fuoong COOl" 

AnOther developer furtively admitted,"1 actual~ have 

Sony of J<lpan here today, but I am so sworn to secl€\."Y 

that I cannot tell yoIJ anything at the moment: 

Edle has received conlirmauon that Core OeSlgrl 

wi ll be ruccivinga de\' kit III March (although that news 
wasn't even from Core itself), but details of O!her 

• 

"-" 

committed European 

codeshops are thin on the 

grouoo, In Japan, NamCO 

is agalll believed to be 

working closely with 

Sony. aoo a brace 01 

titles from the Ridge 

Racer developer is 

expected to dose~ foflow 

the madune's Iate·l999 debut 

Meanwtule, early speculatlOfl 

coocemlng the employmem of a DVD 

drive in PlayStauon 2 appears to have proved 

accurate AIthougtl SCE has yet to mal::e any 

offioal confirmatlOfl, ~ h<ls droppe;:;l 5jgn ificant hintS to 

developers that the new format will be backwardly 

compatible,l\J ling out the use of a proprietary forlTlilt 

such as Dreamcast's GD drive. As DVD drives can also 

handle CD-RQMS, the increa5jngly popular technology 

wou ld be the pertea storage format for a PS sequel, 

Back to the future 
PiayStation 2'S backwards compatibility - almost 

certa inty something achieved in so/twa 'e via emulatlOfl 

- would no doubt appease the insta lled PlayStation 

worldwide userbase of nearly so million, Furthermore, 

an emulauon ~utton to backwards compatibihty would 

poterrually allow PS2 owners to run original PlayStation 

software in an enhanced form, in much the same wa; 

Ul!raHLE (see 118) allows PC owners to run Nintendo 64 

games In much higher resofuttons than is posSIble on 

the genuine ~e hardware. 

Sony appears to be \~ng f!€rcely towards 

ensurmg a level of brand klyaity that no console 

manufacturer has ever previous/v managed . Md, 

if early word is to be believed. ~'s not smply consumers 

that Sonywill be romancing a purportedly SIITlilarly 

internal arch itecture structure (CPU and GTE 'MIrl<:ing 

in tandem) could allow developers a smoo!h transition 

between the old aoo the new technology. 

Edge will feature more PS2 developments 

next moml1, including Sony's plans for Europe . 



DREAM CAST: TOO UTILE, TOO EARLY? 

NEWS 

An a rtist's impression of the 
new architecture. 11'5 likely that 

Sony will retain its controller-port 
standard In order to ease the consumer 

transition betwHn old and new hardware 

Despite healthy console sales in late '99, sega's 128bit machine has failed to grip many UK early adapters 

n:n ith the dust 0(J0JI settled loIio'Wing the 

..... D'earrtCast laund1 in Japan. ~·s clear that the 

consoIe·S hor"oeymoon peroo has come to 3!l end. 

IVhlIe Japanese sales of sega·s great WhIte hope as 

of the end of DeCember ·98 reached a reasonalJly 

impressive 24O.1XXl (Wt1k:tl <lCCOI.JrJted for near·sellout 

statusl, the prot:Wems with softWare ancl man~f'!Cturing 

delays poun to one increasingly clear fact: SCga may 

haVe launched too soon. A March·99 release would 

haVe alloY.oed time to build a strong line·up of titles with 

whICh 10 make a serous impact 

• 

The unfUlI~ feel of txJth sonicAdVenrure and 

Sega Rally 2 (the consoIe·S tIw most important tities to 

date) has left maflY early aOOptefS With bittef tastes in 

thell mouth. Part of me proo1em hes With sega·s 

in~stence that tJoth Oreamcast and Naomi are capable 

of QUtperfoon lng ~s Model 3 con-op le€hnology. when 

so far that has proved to be pa!ently untrue. 

The dlscochantment of II1lport garners In the UK 

should oot affect Dreamcas!"s overall standiJ1& of 

course. and those Whlirt to wa it for the forma!"s official 

Euro debut III September will be rewarded by the 

appearance of an 
i!T\Pfaved verSlOO of 

SOOic AdVenture, 

Edge has witnessed ear~ 

retlditions of some of the western launch games. ancl 

has high hopes for their Quality, M far asgames leading 

the mard1 in Japan go, ho.Yever, there·s currentry"one 

title standing head and shouldersatxNe all others ­

Shenmue (see 032), I/Sega can encourage more t~IeS 

with a similar level of visual impact, the ttlreal ,f""2 
of SOOy's upcoming format may be dimmtshed. 'L..:::::! 
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N64 EMULATOR THRILLS PC GAMERS 
win9~users rush to down load N64 ROMs as breakthrough emu UltraHLE emerges 
~ he loIi<lYiIng excerpt from a 

U README,TXT file conta ins 

inlormalloll that could change the face 

01 console gaming forever 

'Epsilorl and RealiryMan are \/Cry 

Pfoud to introduce you 10 wtlat we th ink 

may well be the emulatiorl release of 

1999 - UllraHLE. Ultra 64 Higtl-Levei 

Emulauxis a Nintendo 64 Emulator for 

Win95198 and WinNT-based PC systems 

TalJng fuU advantage of I't!ntium 

processors and 3D/x (Glide) graphics 

cams, this emulator enables you 10 play 

some of the biggest releases 10 date 

that the NinteOOo 64 has had . Games 

such as Zelda. ocarina of Time and 

SUper !.Iario 64 fOO superbly 00 I'll 

)):)MHl systems But PII2XXMHZ 

systems can run Itl is emulator just 

as '~I with\loodoo1 based tedlnologv, 

and al;o with Voodoo Banshee,' 

Picking up the trail 
Qr,'y hours after the emulator's release 

on January 28. 1999. UIu-aHLEs authors 

SONY SUES 

...... ..-... ... .... 
-...cIDIIIId ... oI .. . 

~frOfII~""'''' 
l)IOoo;t_toccn-.,-.& 
IM etUt MjICted. wmpoJIIy 

restrllinWll; oroer, ltiIS _ trw ..", 

opeo1 loo- .. e><peC1'f!(I fflIII! s/'tII>-<lUI 

dt.Olg~, SOI?{$ ~ dioim 

!la. ~t to bfp _d in CO<.<t. 

Disputlllg IIIat Sooy" imelleClual 

rights IIaYe been breod\e<l, connt<:tI>: 
CEO, Aoy NCOONoId commented, 

"ReVe<$e ~ i$ 1>Ot illegaL" 

fie a/$(I claimed IIIat $3fety measares 

inc<lfporated into !he software_IS 

!he ..... 01 pirated gameS, A ~ IIIat 

OY!!fcomes theSe measures !\as already 

been POSted on !he Irttet'r.et. 

The Viltua/ pame Stalion !!miJIates 

5ony"' $129 madline imp<essiIoeIy 

:t>n G3 sr-terns, ..... a PC ~ 1$ 

f\II'rXI<Jfed 10 !le in !he ~ 

... 08 EOG£ 

The sharp definition of Princess 
hlda and link - al 8001600 wilh 
Voodoo 2 - is an eye-opening sighl. 
Ninlendo, howeve r, is unimpresSl!d 
by UltrflHLE's emu capilbililies 

rerTlO"o'W the downloadal>le file, and 

closed their WMte. However, the sma ll 

size 01 the compressed executable -

around 220K - had allowed hundredS of 

'Vlsi!()(s 10 access the file. Mirror SItes 

were estJblished with astorusl!lng 

speed. wtlile the emu code was posted 

to numerous usenet newsgroups. 

EpsiKln and RealttyMan ~ter issUed 

another statement. attempting to assure 

readers - in particular. those working for 

Nimendo - that UlrraHLE was not 

imended as an instrumem for piracy 

Indeed, the,r specrfled reason fOf 

beginning the project was. 'to see If ~ 

could be do!le' They also claimed that 

the prOfeCt was effectively discontInUed 

Promoting piracy 
Nintefldo was QuicI:; to issue a response. 

and is apparen:1y examioK"ig the option 

of fi lmg a t.;WSlJ~, "EmulatorS sud1 as 

thrs are ~lega l, " said NOA spokeswoman 

Belh Uewelyn. "They otMoIJsty had to 

crrcumyem oor security mlp. ~ 

Pfomotes cOllllnued piracy" 

corrU[1g so 500rl after sony"s 

dlspule v.ith connectix over its 

Macmlosh Virtual Game Station 

• 

"-"- ~-

All of Ihue shots iIIu§lrale Ihe power of Epsilon and RealityMan's 
UltraHLE. As detailed as Ihe images may look. Ihey're actually laken 
from Ihe emu runnin, al 6401480 with. s imple 2Mb Voodoo 1 card 

software (see ( 68). Nintendo's WO!Os 

h3Ye alarmed the emulanon Iraterruty. 

Marry retrogaming emhl.Jsiasts h3Ye 

been Quick 10 dam the release of 

Ulu-aHLE. da,oung that it ;eoparnises 

!he future of an emus. With the 

combined werght of sony and Nmtendo. 

there's a aanger that legal precedents 

set by the Atari-VS.coleco and IBM-VS­

GOmpaq cases. wtlidl etfectwely 

!eglurruse!l the emulalion 0' complJler 

hardware. coold be overturned, 

Manageable downloads 
UlrraHLE"s creation has far darker 

im~icalions than coonectix's 

PlayStalion emulator, Wh ile PS games 

must be plJrchased for the Virtual Game 

Stal/on. N64 ROMS are relatIVely 

managea~1e dawnloads, and therefore 

widely ava ila ble OIl usenet Webslles 

are easily located an<! closed by 

industry bodies sum as the IDSA 

and ELSPA. but for every Homepag!! 

erased another replaces it 

Cerlain games are obviously enhanced by higher resolulions, bUI games 
lhat use sprites - such as MflriO /CflrfS bllmap rlce rs (left) - CII n look 
scruffy. On I high-end Pc. a n incruse in framerale impressu mosl 



The bigger picture 
me extsteoce Of NoM 'backup' Units 

I' SI.IQlas ~ Z64 and Doctor 64, and 

I usea by many !of pracy, means 

that vtrwalty' every game released IS 

posted 00 the Internet lil:erally hours 

after its release. one source ewn 
-... so far as 10 ClaIm tha! owr 
mree terraDyteS (3,IXD,txThIb) 01 

N64 ROM mages changed hands 00 

Suroay, j(Inuary 31 . ThIS figure rMy 

we~ be exaggef<l!ed, but the fact 

remains: NimerJOo is unfai rly and 

Uf'IIaWfuIy ~ng OlIt 

Edse Will freoe!y admit to ~ 

UIuM£ as a pieoe 01 coding. To 

erruate the N64 hardWare to the extent 

that ~ does -from S£Uld dIIp to 

l00MHz RISe processor - is an 
astou'Id.ng ac:hieVemem. The ISSUeS 

and c:ompIel(lbe$ that It 

Introduces are less palatable. 

While the ,,(hievemenu of 
UltrDHL£ ,lie rem",k"ble, the 
lel'" inues involved " re (omplu 

VOOD003: SPEED OVER IMAGE QUALITY 

• 

Leading graphics hardware specialist 3Dfx launches V3 chipset 

It"I PhI has IrfIerlthe 11::1 00 lIS IatesI: 

t::.I teCMC*lgy: '-tlodoo3. In a Iecent 

oemonstraocn lEdge wa!> shown the 

chiP running ACtMsIon's Heavy 

Gear 2 as wetl as a W1pew1·style 3D 

racJng game called MilI5 MiKlIOCS 

Despite \t'le new hardware, Heavy 

Gear 2I00I::.00 pretty conwnuonal, 

lackt'Ig tnIne¥ R1enng and ckmsI!y 

~ dislIoct lines v.nere levels of 

text\.lre detail dropped away. Mars 

MatlIaCS, DjAUStralianChl¥dr of 

Electronic Emena.rmem. was more of 

ar1 eyeopenei'. With the '-tlodoo3 ctup 

capable of reotlering lIP to seYef\ rrvlllOI'1 

potygoos per second and a r~1 rate 

reaching 360 mega:exets per second,lt 

ran at a breamec~ frame'ate without 

PClP-lIP and ~ httle IoggIl1g. 

me maUl crruasm famg '-tlodoo3, 

I'cwevef, IS lIS COOlJ1I.Jed 16D! cobs 

~ and IImned texrure siZes. 

0Ihef manufacturers like 53 and MiltfOX 

have IX'er1 mcMng to 32bit colour 

pipelines and hallClle textures fa r largel 

than the 2'56x256 maps offered by V3. 

speed boost 
3OflI: I)"eSlOent Greg Ballard deferl:ls 

the CI'IIPSel argr,ang that speed IS the 

key iSsue. wittI p!ttI.n: QU1IIrty taktng 

second PlaCe to frarnerates. '"The better 

U3()e-otf IS hIgtIer performance rather 

than mage QlIal<ty; he says. ~ do 

bel~ in raw power - that's what we 
ttun~ garners ~ieve irl; 

\'OOdOo3 "";11 irlitialfy ship in two 

f\a'.oors. 2COO and XOJ. The 2COO ch,p 

While speed is bvoured over pidure quality, the Voodoo 1 (;Ird pumps 
polys (apably enough to plevent Iny pop-up In limes like Shogo (.bove) 

• 

--

IS cheepef and ~ IcMer perIoonance. 

bullS armed at maoufactulers who warn 
to ship PCs containing E!COI"IOITlica 

gf3l)h1cs cards bearll\g the 3Dix name. 

Y3 JOCO, however. Win be for garnE!fS 

waning upgrade ooards and "";11 boast 

the kI1Il of performooce figures QUOted 

lIDOYe. tarOS shoUcI be on sale by 

JTlIO.ApnI starung at around {150. 

New generation hardware 
Al'eaay, BaIlan:I is IwTting at a lurthef 

~erlltOO 01 the tedlnoIogy rllhe form 01 

\'OOdOo3 4OCO, which may move to 

Wt COIOI.Jr rendering. Funher clown 

\t'le line. 3Dfx"";1I be m:Mng to a new 
generation of hardWare altogether. 

ACco:thng to Ballard. ~ are at 

v.ort 00 3Ofx's next ~ and 

tIleS ChPSet ~ further address QlIaIrty 

iSSueS sucn as rexrure SIreS - he 

WOUi(l not reveai the name 01 the next 

chIPS. nor their li~ release dates. 

Edge Is certa in ~ can be no 

klte r than ttllS lime ooxt year 

NEWS 

Voodool will 
be the fa$telt 
, r"phks (hip 

on the pl"ntt. 
accOfdinl to 

lDb president 
(ire, S"lIlrd 

S3 AND SAVAGE4 

~""''''''''''IDS3'I .... _ '01_' _whlc:h1'lOl ____ .,...10 .. 

_ In PC symm RoW 1Cr0Sl the 

M;J> I:IUS, but ks aIsc> SUOPOtted \IIIdef' 

_ ·s OirectX " 

S3 SI'IOM!d E .... son-. ~ 

avteCIlft"lOI/_ rurwq "" 

s..apt De'Lt Silicon. 'Mtl'llIi!ICtWeI '" 

10 1,OOIlo.l.ooo piJUIIs It'Iey looked 

~ stlnq,1.b 'JOOdoo2. 
-.3 _ " VIDIA' RIV .... TlIT, It-. 
SWIIIM",",,~ _~ 
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reflectt.e _ o-iVISkIcenc',o ~ 
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NEWS 

SONY JUMPS IN AS PSYGNOSIS SHAKES DOWN 
Recent turbulence at development giant climaxes as staff depart for thirdparty ventures -
~ OIlY COmputer Entenanment 

I:;J has arY'IOln::ecI that it is 

effectrve!y taU'\!! 00"Itr0l of 'o'iCIqame 

deYeIopmeot at f'Sygr'OSiS. 

SCE oougtlt tI'oe l.iIIef\XlOI·based 
company irl l993, tlUt allOwed it to 

retain a stfong sense of inOePenOenCe -

Il'\ICfl permitting tile ClevelO\)rl'oe!'1t of 

games 00 otIler p/atfOfITlS. HOWeVer, 

a string of I.X1SOCCessflll, critica l" 

maulOO releaSeS, irlC1I1Chng RaSCal, 

Whil~ r~c~ nt titles including Blost Radius (l~fI) hlv~ bun critically silted, Psnnosis' flltllr~ is not ~nlir~1y bleak. 
RolIcQg~ (c~nlr~), r~vi~wed this iUlIe, off~rs Ibsorbinlllm~plly which rinls th~ previous Wip~out limes (right) 

Blast Radius, FI 98 anct PSyOadej(, 

r-.ave no OOJbt contrIbJted towarOs 

a Change of I'Ieart NC1N PSWr'IOSIS 
stOOios in LNerIXlOl, StrOuCI, CM1CIer1, 

lI.!OOS anct Paris will repon to 

kIan MOOteS. viCe presiOent fA 

software cieYeIopment at SCEE 

~ theywill remain pan 

of ~s Ltd}, wnile PsygnosIs' 

ccnmeroaI du'octor, XlIY1 SickIey, 

~ take resp:.r1SIbikty tor tile 

CO'T1P<!fI'Is pubks/w1g operatOOS 

as YiCe I)"CSIder1t and general rnar.ageI 

Both pubks/w1g and de\Ieioprnent 

'NIIlJItmately fall m:Ief 

tile conuol 0( SCEE CID 

0Wis oeenng. Gary 

""""" """"'" director of ~ 

~1....I"""'--_1T'Ic:::),...,..rt=._"""..r since 1Jne, 1998, 

carus r-.ave deserted Ihe LNerpool HQ 

along With lour othefs to set up a new 

Olltfrt named Curtt MDOStefS. 

Creative dislUuslon 
~ wa-r-rJ wouIcIl'lO( comment 

on wI\at 0rtM! lIS new staff ~ 

from the ...ete!lII'lllJl*Stler, QII'Iy 

MDnSteI'5 oteS creatNe dIsIIusIon 

as a !'I'IafOI' contrllut!r'I factor Andy 

satterthwaltl, ~ a PtOduOer 

on cot:lnyWafS anct WIpeOut 2(»7, 

assertS. 'Many of lIS. 0Je to our 
io1cJrMedge and expe!!MCe.1\ad been 

NOW PSYGNOSIS STUDIOS IN LIVERPOOL, STROUD, CAM DEN, 
LEEDS AND PARIS WILL REPORTTO JUAN MONTES, 

VICE PRESIDENT OF SOFTWARE DEVELOPMENT AT SCEE 

has left tI1e company 'to IJ(Jr5Oe 

Olhef interests.' 

wayward bound 

promoted to management - but that 

meant we were moving ~ from 

har'KIS-Orl game oeveJopment v.tlich 

was tile tit we IO'Yed The malO 

~ of settIn8 00 Curtv Monsters 

is that I'(S fill aga.n. and It 8Iso hetps 

WAYWARD DESIGN 

COOSicIeong rts mediocre games, the 

IirIanoaIIoss reponed last year, the 

closure of MO t)I( sunos. and Ihe 

scalllg down of iIttMtIeS at the 5a'1 

FI'MCISCO offk:e. some $00 of 

i'lterver1bOI1lS per1;aps.1ong 0YCftIlIe. 

Indeed, radical changes 'NIl noo:.l to 

take place at ~ if the company 

IS to remain a PQtent Iort:e In the 

~ro-nrrunny. To~ 

matterS. tI1e last few months r-.ave 

.. 10 B)Q£ 

seen several staff leave the StrM 

studIO to ioM1 Bnstot r1C"MXIfTle( 

WiJ'(Ward DeS@1lsetupbyex· 

f'S'y'gr'IOSis efJlliOyees), wtule WIPcoot 

desJgners NICk Burcombe and lOO 

• 

to knoW that doing the hard WOtk anti 

late hours is for our benefit, and not just 

for tI1e profllS of a huge org<Wlisa\ion.' 

Breakaway factions 
., S(nIe respe(:tS, this SItUatIDO is 

c:I'IaracteoslI of tile ¥ot1OIe indtJsuy 

rather than JUSt ~ For rnatI't 

the ady W?J<f to retain Ins 'Mth tile 

CIeSIgn SlOe and make proper money 

IS to set ~ a thIrcIp.:l'fV studio. Eighth 

Wonder, Mucky Foot Realos and 

t.JJmcad wet(! all set ~ by creatM! 

staff: frustrated by WOtkirtg in the 

stifling. bcaIJrocratic enwormeot • 
of a big COfl)OfatIOO, 

1iOWCVef, ~'s clear that there were 

specific problems at PSygnosIs. As 

S3t1eflhwalte PDlntS out, 'Those 01 liS 

stilt at the deYelopmem end were 

gerung frUStrated by the COO\UlI)jng 

pressure of k.dicrous deadlines on titles 

wt'IIdl wet(! becorring lire more than 

rTW1dIess cash·generntrrg sequels.' 

Positive outlook 
~ tIn.i!tI, PsygrosIs seems 
to have taken stock or irltemJI cntiosms 

and renroed to lIS strengtIls: well­

designed, VISlJaIIy ooesang titles 'M\t1 

sru1d ideas behind them.1IvIIcage (see 

p6II) looks set to be a h!Jge SI.ItWSS for 

the ~ as does U!nder (prOOJced 

by staff from the Manchestef stOOio 

ct:lSed down last year). H SOny 

IS ~ to teOOild PsygrosIs on a 

ma-nagemem~ , at least rt mows 
there is plenty of creative jUice 

left beneath corporate CfUSt . 
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SUPER MODEL NAOMI TO POWER FERRARI 
N~ AM2 arcade game is fi rst to use multiple Naomi boards in tandem 

Ir.'I IJ/T'OI..\'S surroundlflg a 'SI.Oef' 

W NaCm boanll\aYe recently 

ntenSlfM!d roIowmgthea~ 

that VU suzukJ'S next (II{;(Ide prOJect, 

entitled Fetratj F3SS, wiI use four NaOmI 

boards (plus a three--IronItor display). 

Whl~ al ATEI '99(seeArCaClevlew. 

pl10), Edge fnvestigated the tcc1Yncal 

1'lIIldlty of such a clam 'Oh, yeah. 

we always said that our hardware is 

scaleable and it certailYy doesn't stoP 

'M1t1 v.f\at NaCm can do.' confirmed 

1/IOeoLogJC's TreYOr w ing 'n's possible 

even !'ON to use rrultJpIe ctvps but 

v.tle!hef they 15ega] choose 10 do that 

or not is their oeasion." 

And while sega wasn't prepared 10 

(Mal OC\ails concemmg ~ 

usmg multiple NaOmi DOards. a 

SPOkesperson IOf the company did 

aomit to t)elng aware of the possibilltV 

of. USiOi! C(lI'I)/)jnauons of elm t'Ml, 

w, ~ or 16 tx>artls together. 

hped Yu SUlllki's offici.11y licensed Ferrori FlSS tille, powt!n!d by fOlll 
N.omi bOlrds. to look ~ery lood. (Perhaps not quite tlus lood, thoUlh) 

~ Femm F355 is indeed USII18 four 

NaOmI boaros, the game cook! boost a 
leDJliOO oI l .211Ox96O.....tU! drspla'ymg 

~ght ffijlloo ~ ooscreen. AI the 

IlITlEI of gomg to press. the g;vne IS not 

C)(peCled 10 appear 31 AOU OI~ tMn 

., vtaeo-ooty form. Furthermore. gMn 

the oemano.ng ted'r1K:a1 ffiCJllrementS, 

NEO GEO GOES COLOUR 
As the portable games market in Japan prepares for a busy year, SNK upgrades its latest contender 

O ~ l«lerwhelnwlg sales of the NeO Gee POCket. 

SNK I'las anrounced a colour VE!rS()ll of Its PQftOOIe 

games machine, scheduled f(l( release 111 Japan on MarCl1 19 

The monoctuome urut suffereCI at the hanCfs of G¥ne 60i COIof 

~1d1 outsold tt CNeI the cmsuna:s per'OO by a ratIO of IS:I, 

The mproyed ha«Iware for the colour verSIOIl features the 

The fled,Iin, Nto Gt O Pocket colour ., n,1 Includu 
King of Fighteft 2, 8a$tboll Staft and Pocht rennl$ 2 

• 

--

same 45M8n'YT'1'saed screen as the 16bIt original and dIsplays 

146 ccMours from a total pa~e of 4,096, The ontv real difference 

ts that the handset IS SlJghtty larger and truc~er, B Iack-and·\\otl~e 

software \\Ill also be cornpab~ Wtthlhe llardw<lre, v.tIiCl1 WI~ 

display 2Oc:oIour5 trISCreeIl, The NG?COIor wO aIsooffef 40 

hours' ~ tme. dol.tlIe that of !he Game BOv COIor, and WIll 

te'Iafl a'I '1'8,900 ((4n COfl'(lared to V6,IIOO (i35) ror the ongnaI 

New software support 
lhe O!her perceived reason Ior the Nee Gee podel's fatklre 

has OON been addressed, tOO: SNf( announced new trlles from 

developers such as Alarl, SCga, capoom and Ta'lu f ifteen 

coIo!Jr games Will De Sjmultaneously released With the 

machine, and !iNK wt~ aggrcssrvelytrai l the lauoch With 

a 'PIay If carroal8ll running from Jaruary 23 ootII Mardt 14 

in 10 ~ srores ar(Uld TClk'A K)mO and Osaka 

eom ~ of NeO Geo POCkcI awl be kIke<Il.C) to 

orearncast VI<! a 5e08I'ate fir*: cable. SOme of the colour 

software. such as Kq of FIgtIttlrS 2, IS kI1(1M'l to use ttvs 

~ altt'ough at present It IS no! kI1(1M'l exactly how, 

ACCOrding to SNK. t:xxn ~ wt. also suppm the 

Wireless COIm'ItJrliCation un 1. \\otliCh al~ up 10 

64 gamers to play Sirnu~aneouSly 

NEWS 

CUTTING EDGE ----.... ....... - ...... 
.. DIIIII ,*",-.IIIClllll.-DI ......................... ----......,.."" ........ 
_m.~_IIU11._ 

._.~tI'It~ ... 

...... ..... _IOION'I.~ 

~ 10 I:ft'c .,.,.. lilt. IIctI -­_"_klr~"",_ 

• ., __ .. SCInf'S 1'CCIoi1S_ 

................ out .... ...-- .. 

.... tl'ltendol~_, 

aI*$ '-been Qo.Id: 10 paont out 
_~6O,0D0"'" _ • ..-. 

!IIsrN SOI'Iy ~ ". _tor $0' _1O_""""pn>ductIOn _ --~ tilt --.... II,rmOjI atl'SYFOl'l 
___ ~ -. • t&M at the end 

"'tlltlUmll_the~ 

!lilt "'*"" J Im -. --.:liar 
• __ lIwi1le1U'1 

-.n .... ara.ots 8S _ 8S lIO'ee .-

-"nl~prne~ 

s.sa pU--
DII;li", !he <XIIoI.- ...... -. 

D8OOm8 ......... I~ with ". 

1onna1 10 <!lite. Sega Ms <IeckIed 10 

r.DfMd Its Dmtnca${ 1oiIO ' PO\'IOOef 
"""" Iar Its _¥ICe In EIWOPI, ...... 

~ In oddtV ~ fMI. NO news vet 
or. _ pIons.e in WlnI /(0' !hit us 

VIrIin_to~ 

R.IS/Ie(J _ Its • ode\leo Ideo 101. VWpI 

InIe'ICt/Ioe ~ off sufI ClIfT(Ie!IOOfI 

10 WIflIllrl -. war for COfI'(:O,I\8I' 

NtWCrk'. fooIIIa The JO.-­
ICtlo.,..tr~ bile ...... A-lif1I 

teC!lnOIO/N 10 troale In ........:rmern in 

'*""Ct11h1t fOIO' ""*' CI\;lrICte<18IIONe 

lIO'ough !he game. Re\lOfts 11\0\ ~ will 
be . ~_ 2 __ remain 

~ bill the PC --. ill 

e.peaecIlO be'- Iller thII ye.-

• 



PRESCREEN -
EDGE PREMIERES INTERACTIVE ENTERTAINMENT' S FRESHEST FACES 

Does gaming's future belong to Microsoft? 
The PC game trounces the opposition with innovation 

IT.TJ Jth 5ega's move 'lOW maoe and Dreamcast 
l!£I yesterday's news, all eyes have turned to 
SOny In antlCipatloo 01 ,IS PlayStatKlO SUCct'SSOf 

Not sirn:e tile aml/al of the 'PS-X' and tile 
saturn MS there been SUCh ~een interest in a rlE!W 
console. n:s understandable SOOy's ncl'J. madllnc 
IS cenaon 10 be - h.ls 10 be - a stul1l1i11g poece of 
bt But rOllmg steadily 8iOng In tile badqj:round IS 
theW'ntel platform. Right now, for the senous 
gamer, Illere's only one maChine 10 (M'l1 a PC 

Just at the ITlOI'I1ef11 when DreamcaSI was 
wowing Ihe world wi th Its two milli on polygons 
per secootl performance. JOb 3flflOllnced the 
thllo lIerat>On of Its VOOdoo ellipse! - claimed to 
pUsh OUt tnree umes more triangles than sega's 
machine WilM's Rrva TNT 2 IS SImilarly specce<!. 
v.tJ11e SOundBlaSter's LiVe! oelrvers '30' SOUnd, and 
force-fee<!back controHers are commonplace. Of 
course, tllere is a pnce, Out tile speclficallOns aM 
performance available 101' a carelul fUO) outlay 
are Increasmg eXpcwlefl\lal1y The base processor 
avClllable is I'1O'N a JOOMHz chlD. WltI1 Katmall 
Pentlum I" soon to .m.ve at SOOMHl and beyonO 

AS ever, thougtJ,lIardWare.llOwever POWer/ul, 
is nothing Without software With Dreamcast Stili 
an un~ QLl<intity and PlayStation 2 in ttle 

distant Mure. amDltIOUS game oeveIopers have 
rulOecI to the PC as their platform 01 choice, Even 
GoldenEye's most ardent fans are stunflecllnto 
silence by ttle absorbing delightS 01 H<lff·Life; ttle 
goolOO5t5 have Snitted 

looking Into the year ahead, tne'e's little 
doubt Where tile innovations are tlappemng, 81ae;:, 
andWlme, Kmgpm, WlIROne 2100, Quake", 
Arena, Galleon, HOmeWfJrId, WlIc1 Metal COOnuy 
and O\IfC3Sf are all hugely deslral>le PC mles 
(often ehClllng a mISguided 'Imagine tile 
Dreamcast verSion' from pundotsl, pushing back 
tile technical and conceptual boundaries 01 
VldeOgamlng Tile dlVlslOI'1 between tile traditional 
PC and console markets IS Sl pp.ng !unller OUt 
01 locus DV me day. as talented \IIOeogame 
progralT'mers migrate to M crosoft's nest. 

Th iS ISsue'S fealllred prescreen IS Giants 
(see P42), created Oy Planet Moon StlKlios The 
ex-ShlrlY Entertainment team was atso responSible 
/of develop.ng MD/(, a SI1Tlllarty Innovatrve PC t tie, 
Along 'Mth the list of otI1ef leadlng~Wlntel 
games, Giants IS teSting out fresh concepts and 
new technIQues which are not commonly being 
seen on the consoles of today - 01' tOlTllXrow The 
fUlllre, It would appear, has Imel Instde 

When 11I1.ound it "'Iosinsthei.s, the PC r,11!form is consistently producins innonti'" titles. 
From I,ft; Black and White, Kingpin . nd Go lIOn eclipse the Hquelsicknesl sliShtinS consoles 
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.'1 trom ow.. tt r.o.ts - ......... -I'ISWIs. and WIld 1IlIunsa.c 
tank.Ii(C ...enodes intern 011 
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PRE SCREEN 

( 

PRESCREEN ALPHAS 
RACING IS A RECURRING THEME ONCE MORE, WHILE SEGA UNVEILS A NEW DC PROJECT 

UNDERCOVER 

• 

"-' 

FOR MAT: DREAM CAST DEVElOPER: SE(;A 

sm in Tokyo, =5 !oS detective Kai Samelma, your tasl<: IS to SOi\te the 

mystery surrCUldmg the plot. wtllch Indvdes frequem C(IIlfromalloos wittl 

members of the Chiroe5e aoo Russian Mafia,>- The character anima\1OIl may 

need scme ....:>rl<. but a djonamK: camera system hopes to follow the acuon, 
aoo apart from the eastern setting, the game IS POSSd)ly tleSt oescr,bed as a 

mooure of Metal Gear Sdid meets Resident Evil. El<pect more iIlfo r.e~ is!;.oo 



SPACE GRIFFON 

PRE SCREEN 

FORMAT: DREAMo.ST DEVELOPER: PANTHER SOnWAl[ 

ContJrlUlng tne ~ iIffecoon fOf all ttHngs rned1anoKI. 1aS! wi'lnessed in E68'S FriN1ll! GfitJe ana DiglIAI MISSIOfl. 

pantllef ~ uPgI'adIng lIS foro-shoot 'em up 5pIC6 GriffOn ()figmal~ outed on tt'ie P1aystatior\ D<eamcast's DO!Y' 
puSIwlg 8Oo1,ues StIOlJI(l rnal<e to< a $l,nklef ex3eIoence ItIarl beiofe. SUe ,otx:u Wl" DC availab4e. "";111 ead'I rnCJfP/'if18 
IntO t/u'ee shapeS for CIUISe, assault and ~ mooes. Rep:lrtS suggest it ""q be lllOfe actJor\-(lI'oerned tnIIn tlefora 

FI NAL FANTASY VII I fORMAT : PLAYSTATlON DEVElOPER: 5 UAIE SOFT 

Released in .IapOO by the time Edge hotS the streetS, Filial F.ntasy .... IS Jll¥Jlllee<I ID 00 one of the tIIggeSI games ~ !he year. wnh saleS 

n1ellSOl'lng In mlllooos. $Quare has also irltl\lded POCkctStaoon s.uppotl in the Shape of a dowrIIoOOatlIe I'IIII1Igame calle<1 CX1ekdke ChIXoCo, 
ali<1Mng even more time to be spent Irtter~lngwitM Squall t.eomear! and 11~, There's still no news of liS Of European release dates, mougn 

• , 
0-
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PRE SCREEN 

( 

BRAVEHEART 
Regula r Edge reilOers will remember tMI5 as TarnmAmly, !)ut whl le the name 

has ct\anged, tile game 's essence rernJll'IS tile same lalbeit I10W named after 

Mel GlbsCO'1's clepIction of the Scotush Wars of Iodependeoce fn the 13th 

centu1)'1 DUe fCO' release in March, ttus strategy tJtIe sees 1'00 control ling (lOO 

of 16 dans in tile hope 01 becoming IJng of SCotlarXl aro:I <lelea~r,g the Er,gllsh. 

FORMAT; PC DEVELOPER: RED LE MON STUDI OS 

REDLlNE FORMAT: PC DE VELOPER: ACCOL ADE 

Mete f?e<IIine shots appear as tile title nears compIeIion, Grapl1 ica 11', 

tIllflgS haw f11(MJ(j 00 sulCC Edge last saw lhts imnguir,g offenr,g 

The abil ity to use any of the game'5 veIw:Ies ilS ~I ilS w¥lOer arCUXl 

00 loot re-mall.lS. and ACcolade IS ~een!O Stre5S that all m,ssK>!ls require 

a mLXture of !)Olh of theSe, rather than relying solely 00 elther mooe, 

• 

" 0' 



CLAN WARS 

SLAVE ZERO 

FORMAT: PC DEVELOPER: OM" DESIGN 

I.D:Jk-.: dDser 10 home for I~ IM IlITIe, Dundee-base(I OMA has C1ea!o>(I o.n w;:n, 

~ SCOttISh sIaughterfesI of epoc Pf'CiIXIItlOI1$ The basIc$ are sn'()Ie t;o..oI(I)OUISeIf a 
castle, trle!'I storm !he 0Ihef clanS tIef(:q !hey stoon YJI,J. AAT1oI!$ or aro.m 2(XI at ITIOI'e I!l.loke 
tlioOOy 1'\'lUI'Oef. ano:l SIege waoiilre - ...,m DalitSUIS, trebui:tIeIS n:J caIapujIS - features heavJy 

FORMAT: K DEVELOPER : '''COLADE 

lOOtIng sornewnat hke It 3D !)eM 'em I.4l fea!u'1'Ig 2O-ITIWe-hgh oo-rotlOI$. 

SIoM! lero oct\.IitIly ofI&rs I PfogrmlYe. iIWenIure-OOSeO struCtUre. Thefe 

ar, _ill rnefest'"ll Pmepj(\'1 Ideas. s.uch as I'lUr ~ iIi'IO'TIatedJ 

• 

--- .-

PRESCREEN 

PerI\aps aopropnatetv. thiS NM 

e<lloon of ~ ~ PIayStatIOn­

onIyfoo ca,-~ ~tle kSan almost 
~ocal copy of the Oflg l~ (12 cars, 

t!!n tracks!, tlut n does ~ a few 

8(1(IIoons of its own. AS SIJCII. el<tleCt 

fourpIayer deattmatdl. l\IrIOClI8yer 

'quest'. and 1hree$O~ 

~. brawl ano smear) mooes 
10 000st !he game's ~ .Mb 

ExpanSIOn Pal:: support, mea1Whi1e, 

s.hol*I ensure cris<l64Ox48:l VI$Uilts. 

VS IS currently sct\edI.Jled for March. 

• 



PRE SC REE N 

V-RALLY 2 

.. 19 £DQ£" 

fOIl M ... T: PUYST ... TtON OEVHOPER: tNfOC;;IAMES 

uroe<standably, 1997 's V-Rally IS showing its EIgC, particiJIarly WIth CoderliJsters' CQIm McJIilfI Rally currently woomg 

the raiIV ~ puciiC. Enter thIS SE!Q\.Iej. tnen, v.tIIch gr~, lit least tS k:IokIng mucn lmo<~. Niltu<alPi, the cars 
~ tleo!n l.C)tIate(I, too. and the seIecbcwl onctuoes. among 0U1efS. last season~ PeugeoI306 MalO mooet tseen 1Iere) 

R Wt l be ~ to see whether \fit DhVSICS mooet I'IaS Deen I.OlIKed ~ WJtIIthe otNIOus YISUiII JrnIIoOraliOM. 

S"->U"-,-P-,E~R,-,-~S"P---"E,-,E,jD",--,R,,A,,-,C,..I,,N,,-,G, _________ -"'0" ' ''" ''",'-': DRUMU5T OEVHOPU: SO ... 

8qUlvalef!td formula One)-llcensed po'oduCt twICe. Ihe ~ ~ seaters 

IeIIIl.n! ~ and sesa roas naa the S\ClOOf1 01 ooe 01 the teamS on 
0f0ef to ensure autheritJC SCUld etlectS ana, tlC(:IefuIIy; \t'd'II1ICaI1latB retal$lg 
tocar dynamM;$a$well In total, 27 dmefS from 17 teams ...... race theu finely 

tiJ<le(l mao;htOe$ arouna 19 CUC\.l1ts. A MarCh release IS expected for >aoan 

• 
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PRE SCREEN 

Near" re,..,.,. to tet,.::.,se PC OWfIers 

ev~re, capcom's hug€" 

attoSP'lef~ anq Shock'ng tale of 
zombles alld other hornf,c, rotting 

flesh emmes shou\(I maKe ,t ac ross 

WIthout much difficutly, nor tndeed, 

m.JCh change." so, tile episodical 

nature of the prOCeed ings (rather 

than ooe • possibly two · Iooger 

narrallveS), may not be to 
everyone's agreement althoogh 

Edge suspects trlat thIS is unlike" 

to serklusty OOther the PC mar-.;et. 

BOMBERMAN 2 

Alter fJooltJenrun's first bumpyencoomer WIth the N64, Hudson MS fmal" 

decided 10 attempt a seQl.IE'I. AIthOOg!l "' the earlY stageS oflleYeloprne!lt. 

the atmosphere of fJoolberman 2 seems to hart back 10 the SNES ctass.ocs, 
particular/;' in its use of closed stageS. CIOe dlange, however,lS the 

m\fo(tlxuon of a 5€'CoM character, Pom;tu. enablIng COO(lefiltrve opnons. 

VAMPIRE 
H's rare for Edge to feature many Japanes.e-(lev!)lopeoa RPGs (excepting 

0UtpU! from lhe liKes Of SQuare and Eni><), 00t llus fleW effort from 

Astdink presents something roore than tile usual e!ves-an<:I-<>res fantasy 

fare. POCketSWt>::lr1 com~lble, tile game may eventllaliy maKe it to 

the ~t thanks to its evergreen player-wrsus-tIle-(II'I(Iead tIlemes. 

• 

" .. 

FORMAT: NINTENDO 64 DEVELOPER' HUDSON SOFT 

FORMAT: PLAYSTAT10N DEV ELOPER: AR TD1 NK 



,D"'R"'lcV'-'E .... R'--____ ______ _______ -',"O!, .... "c.l',,,,,",",,,,'"10N/I'( DEVElOPER: IEHlCTIONS 

~OIIc:I'Mng 0tI trom tile P\ayStalOJI1 snots In E67, roere is the ClJUe!l\ state 01 the 
..,~ Of ~. eagertv a_led dnwrg eooeiMlUf 0eIa01S 800ut 

speofic game wucture are ~ ~ ana ~ the L:l,ts neantlII 
r-. Edge OOI!Sn'! ~ anvhrther IIl1tm'IIIoon unti __ COCII armes. 

RALLY MASTERS FORMAT: P(jPlAYSTAlION/ NINTENDO 64 DEVELOPER: DIGITAl ILLUSIONS 

AIIO!her ra!IV pme. ItIIs tme from SWeOtsI1 oeveIoper tIIgltalllkrSlOllS 

~ IasI r8Cl1g attempt, the /vn.onstIc ~. ~ tlOth extrtrnetv 
playabe ana tethrllCilly competent ThIs tome the locus is ~ mucI1 on 
realism, as the 'MJI'IO rally &t'dSO<l tS emulated complete W'lM the inchJ$IOf'I 

01 super speoaI stajjeS (below, tar!e1tJ and 8Wf'/ offi<:l<lI manuf<ICMer 
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PRe SCREEN 

The PC mari;:el has 't. Mac owners 
hiIYe played rt, Pl¥tatkln OISC 

0rlYeS across !to!! 1nl 'MII ~ be 

5PIfIIIII18 rt. and " was 0Ny' maner 
01 tme be/(lre ~ ' was 
crammed IntO 311 N6A CJftrK!ge. With 

the chief cOOH1g 00005 lII'IOef1a~f;!l 
Dv tile ~ resoonsocIe tGr 
IInngll'll Dute /tIUtem ana the 

onill\ll <Wte 10 ~'s 64Drt 

mad'WIe. !IllS promISeS \(I be 81 

least ted'W'dCaI'v proficiC!1t. lilt lin;ll 

cart Should appear at e!lSleI' 



MESSIAH 

Endlessly delayed, these new shots of MessiiJfl are proof positive that I'rort 

conur •• .oes on SI1ulYS nrghly ambmous title. Messiafl is the fust game ID 

feature the RI·OAT englrte (Real Time OeIormattOl1 arn Tesse1la1ionl. whod1 

was prlMOOs/y only found on hogtl-end wcrtstanons, to create tile most 
realistIC allUlliltio!1 possible Oh, aoo !he AI routmes are highly complex. too. 

SPORTS CAR GT 

PRE SCREEN 

FORMAT ' PC DEVElOPER; SIt' IiT ElHfRTAINMEN T 

FORMAT' PC DEVelOPER; WESt WOOD STOO IOS 

AJlO!oor mcmg lIlie, tillS bme from WeslWOO(!, wtllCh as well as facIng external competition from countless other sJmdar e;;arnplesof the genre, 1'<111 

attempt to outcklss EA's own NASCAR serIeS. From screenshots. the game \\QUid seem to rows solely 00 the world of US GT sportscar roong, 

although as few detaLls IIave surfaced hem EA (or eve<l wes!wQO(l 'lseIO. it woold t>e too earty to dlSCOOfl1 OIher pos:;.tble GT series bemg feature<! 

".-
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ALIENS Vs PREDATOR 
P~k t"':o "icious extra-terrestrials, throw in a handful of space marin es and stir with a speedy 3D engine, 

What's cooking? An atmospheric three -games-in -one thriller to capture the imagination 

After fi,hting his way through numerous levels full of super last and ultra-nasty aliens, the marine gets a IaSR of the 
lealact lon; the alien queen, The pulse rifle, even with its combination grenade (aunchr, suddenly seems a little ineffectual 

The view from the 
alien's mouth as it 
bealS down on its foes 
is powerfully evocative 

F.ormat: PC 

Publisher: FOX Interactive 

Developer: Rebellion 

Release: Sprir\g 

.. Origin : UK 

n or developers, the concept Is to kill foc a 
.. flrslperson shooter tlacked by two of the 

greatest action sci-l i movie lIcences ever Small 

wonder, then, that people are begInning to get 

very excited aboutAJlens vs Prediltor. StIli, there 
has been a long gestation period since the f,rst 

draft of the game surfaced on the ill-Iated Jaguar 

console. Almost sunk. along With Atari's hardWare, 

Oxford-based developer Rebellion has spent the 

last three years honing the game's concept. This 

has meart juggl ing the requ irements of Strict 

licensmg rules Wlth garreplay that ma~es It 
worth playing. Rebelhon has developed its own 
3D engirre, capable of dealing With the TTlO'\IeITlents 

of ultra-fast aliens, and it looks as if Aliens vs 

Predator should be that ra rest of th ings; a btg, 
movie-based gafTie that satisfies both critics and 

public al l ~e. Think Half-Ufe on tile silver screen; 
Mission: Impossible it lsn'l. 

AS could be expected, the structure of AJrens 
vs Predator is tnJngulJr, with the maril1e, alien 

• 
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and predator each avaIlable as a smgleplayer 
option, This has crea!ed some development 

lleawches, balancing OUIthe strengths and 

weakl1esses of the characters. The easily ~ll led 

but well-armed marlllC has to play aga inst the 

fast, unarmed aliens. The powerful but slow 

predator plays agamst the al>ens, which in turn 

pit one 01 themselves against the marines. 
Beginners wil l fee l most at home WIth the 

marine in trad~ional , firstperson shoot ell 'up 

style. tnitially eqUipped with pulse fifle, grenades 

and the Infamous motK)ll tracker, he must 

recover fi les and complete the usual selection 01 
submissions while collectIng weapons uogrades 

and medi-kits. The smart ammo Quic~1y becomes 
a necessIty when deal ing with ce,ling-crawllng 

aliens. ~ becomes evident hoWeVer, that the 

lone of Aliens vs Predator is subtly different to 

games that have gone before. The advanced 

creature AI linked wi th open level design means 

thai al iens are seldom lound in the same 
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Alien$ V$ Pndtltor is a truly Nrrifyinllame when playinl as the fralile marine, He may let a ferocious selection of wear;:ns Ind a motion sensor but 
alainst enemies like this, anythinl'ess would be complne suicide, There are no prius iOlluessinl who the most popu Ir firstpen;on character will be 

locations twice. The ir 'pheromone-weighing' 

system also allows them to track prey aroorld 

levels, so it's best not to hang arourld lor too long 

Of the three characlers, the hardest to 

mastef is the Preoator It may be powerful, but it 

needs time to bring its firepower to bear. In 

navigatirJg aroorld levels, onty an Insect·li~e 

bug eye's Vlf!oN, Ifs not until the combat mode 

that teeth, claws arid the auto-targeting Wil 

appear Or1sc reen, But thiS doesn't 'ealty 

help as the aliens can attack from anyMle re. 

Feline-like, It can fall from the ce il ing, larld 

It looks as if Aliens Vs Predator should be a game that satisfies 
both critics and public alike. Think Half-Life on the silver screen 

The aliens can attltk from 
I ny direction and angle 

addibon, It is limited t7y tile energy source whicl1 

fuels its (l(ju ipment; In particular the cloakrng 

clcvk:e and the auto-Ioc~ shoulder cannon, For 

that reasoo the crucia l weapons that need to be 
employed are tile razor-sharp wrist blades that 

ma~e mincemeat of anyth ing in the" path. Other 

armaments inducle a iong.Qlstaoce speargun 

and an awesome thrcming (lIOC 

~ IS the aliens that will capture tile attentioo 
of most garners, though, It'S (llsconcert ing to 
begin with as there are no Vlsua l Cl.leS for 

• 
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00 its feet and take the head off a marine 

in one sharp movement. 
Although unable to use mcdi -kits, the alien 

can boost health lewls WIth a precise jilw anac~ 

that beheads a target , Yet, playing as the alien 

IS not just about ki llmg, TO SUfVlV'€ aga inst high­

~red weapons, cunn ing is needed 
O<Ie fu rther aspect of the game generat ing 

a lot of interest is the multi player levels. 

various optioos that seem li~e~ to be 

featured include cooperalllle modes and 
'last man alIVe ' sklrnl5h events. Due to the 

Mferent combat styles, some sort of score 

brasing wi ll have to be introcfuced to 
balance out the face-to-face weaponry 

aovantJgt"!s efljOye'C1 by the manne and the 

prooator over the alien. All thiS, combrned 

WIth the three -games-in·one flexib il ity of the 
Slngleplayer optlOll , means that Ailens vs 
Prooatrx is certain to take the interaction 

between movie licences arid games to 
new levels 01 finesse - and terror 

One second it's there, 
the nut it's vanished, 
One of the predator's 
Jlutest assets is the 
Invisibility offered by 
its doakinl ability 

£DG£ 23 
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DARKSTONE 
RIGS may well be standard fare, posturing dungeons, dragons and fistfulls of magic, 

Format. pC/ PlayS taUon 

(PC version shown her e) 

publisher; Electron ic Arts 

Developer: Delphine Studios 

Release: April (PC); 

October I P S ~ 

, Origin. France 

24 EDGE 

but De lphine is attempting t o subvert the genre w ith lashings of story and swordplay 

... s RP(; fans, the French are second 0I11y 10 

IiI the JaparJese. And just as french cinema 

has developed a uniqlJe style of eXistential cool, 

so developers such as cryo fJlli1f(! and Adellne 
ILIWe 8igAd'venlure) have a reputation for mixing 

beautifu l graphics WIth quilty Storyl ines, The Ortly 

cnticism levelled concerns &<lmepl<lY ~ there has 

always tJe(!n a suspicion that Frenctl developers 

are happiest dealing W'th style over content But 

with a reputaUOrt bUI lt on Fade To Block and 
MOIO ROCff, Delphlne 's new RPG, Darl::srone, 

could haVe the pedigree 10 bndge th<lt &<lP. 
"we wanted 10 miX classic themes with more 

action and adventure and bnng emotlOrts, 

surprise, relle\:llOfl and deeper stories 10 RPGs," 

development manager Betrand Gibert te lls 
Edge at EA'S Berksh ire office Stantng three 

years ago, the DIlrkslone team has developed rts 

own 30 engine and effects ed itor to ensure the 

finished prodllCl is as close to its viSion as 

possible. The result IS an intngllillg mixture 01 

• 
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The combination of point-and-click direction and a rn ponsin high-angle 
camera al1oW$ players to ner0ti . te O",blone's lD environment with 
use, Even buildings cause no problems thanks to its transparency effects 

trad itIOnal RPG elements spl(:ed up WIth some 

subtle new features- "We have all the features 

that worK and that we Imow peOple liKe: Gibert 

ex~a i ns- "m terms of complexity, there are 
combinatlOrts of characters and you have to 
worI:: WIth your character and imprOlle them. But 

the interface is not Complicated, and tile fact that 

it's In 3D makes It easier kx new gamers to learn 

Even if it fs a little bit dilftcultlO Star! woth, the 

stones make you want to continue: 
POtentially, the most meresting aspect of tile 

&<lme is the simultaneous cOrttraj of twO 

characters. One is set as the leader, while the 

other /Qjk,Jws. These roles can be switched, or the 

link between the characters broken, as and when 

Your mission is to 
save the world from 
the evil power of 
the Oarkstone (left) 



As seems to be the vogue in 
these post-le/do days, the 
second half of the game takes 
place at night (be low ri ght) 

The high qua li ty of the 
particle eHecls used fo r 
magic and comb.t are 
~ ne of t~ e game's most 
Impress ive features 

PRE SCREEN 

While Dorhtone mixes fra ntic bunts of dungeon-based fig hting with refled:ive story-bued e lements and problem 
solving. the simultaneous control of two charaders adds tactical considerations to the hacking of skeletons and ores 

different scenarios require it. COIlseqLJentty, Al 
plays an important role in all of this - yQ\J can 

onty direct one character at a time, JIter JII , yet 

even If) tile early levels, ~'s SU!pfI~ng hcYW the 

ability to swap lead characters adds to the 

strategic elements of combat 

DarkSIOne also deals WIth the usual 

problems 01 camera angles WIthin a 3D 
ertVironmem with aplomb, combining a 

responsIVe high-angle camera WIth a transparent 

'onron-skln' approoch to sohd buildings, it 

th reatens to turn everyone to stone. And while 
the plot is as ofcj as the hills, there 's al so li ttle 

fleW about the poim-and-click direction ()( the 

cons:arn effort needed to maintain the 
characters' hie, mana (magiC) and food levels 

Much Of the action ta~es place in dungeons fu l) 

of goblins, ores, skeletons and other staple RP(; 

nastles, and on occasion the speed of combat 

and the swarming clolxJ of foes IS reminiscent of 
the halcyon days of GaunrJer , However, th iS IS 

soon broken up WIth gentler adventure-based 

On occasion the speed of combat and the swarming cloud 
of foes is reminiscent of the halcyon days of Gauntlet 

enatlles players to remain in charge Of the action, 

othcf impressiVe tcctvlica l aspects incliJOO 3D 
realllme lighting (as the latter half of the game 

takes place at rughtJ, and plenty of particle effects. 

MOre fami liar are the bones that make up the 
sl::eleton of the game, The two characters are 

selectable from four trad ittona l cast-based types: 

warrior, magician, thoef and PfleSt. with players 

opting for either male or female varieties. The 

baSIC stoiy sees these protago!llsts travell ing 

through seven levels to collect the lost crysta ls 
of the MagiCian's GU ild, These stones unlock the 

Ofb, the only weapon thilt can defeat the dragon 

Draak, who unleashes tile Darkstone and 
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activities, wh ich invofve teleporting back to the 

main town for a little R&R belore upgrading 

weapons and spell s and undertak ing any number 

of different sub-q1.teS1S. 
Considering the variables, 11'11 be interest ing 

to see hcYW Darkstone develops ttroughoul ~s 

5O-plus hours of gameplay In these situatiOlls 
there 's alWays the sense that some cnaracter 

combinatrons woll prove more powerful than 
others AS Gibert pointS out. "TOO many RPGS are 

complicated We want DiJrkslone to be easy to 
play, but hard to master· And even al thiS stage, 

the game displays a coherence that makes {::g: 
It a truly pleasurable experience. 

, 
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SAMURAI LEGENDS , -
what better subject matter than the grace and speed of martial arts to illustrate how far the videogame 

has come? Konami picks up the guantlet in its upcoming Japanese action adventure for the PlayStation 

Special moves enable 
your character, either 
male warrior Kolaru or 
female warrior Hyaku, 
to take on more than 
one opponent at a time 

Format: PlaySlatlon 

publishe r: Konlml 

Release: THA • 

-' orig in: Japan 

Borrowing elements from Resident Evil, you 
choose to control either the heroine Hyaku .. 

Ir:'II s VldeOgame Spfltes evolved from boxy 

IiI spacecraft to animated human figures. 
game developers immediately began the 

daunting ta5/:: of capturing the elegant and 

mystical arts of Japan's Nlnja and samurai. From 

SflinOOi to Tenchu and samurai Shodown to 

Bushido Blade 2, you'd be hard pressed to find a 
better home for SOphisticated col li slOO detection 

than in a martial arts·based action game. 
AS Tendlu and BUshido Blade demonstrate, 

successful action a<Nemure gilmes are ta~ing on 
more story-<lrMJn elements, and samurai 

Legeflds is J10 exception, it comiJines sword­

slashing, alteml iJlood-spraying gameplay with 

an invotving storytlne, not unhke the Resident Evil 
series. Player.; assume the role of either a male 

warrior. Mtaru, or Hyaku, a female memt>er of 

the shogunate pohce. Like Res EVil, the tv.Q 

characters share an intersecting story, Kotaru 

returns Irom training to find troutlle iJrewing in 
his hometOW'fl, and hiS parents ' graves have 

mysteriously been dug up Hyaku has also arrived 

in town to try and track OOwrl her brother, who 
also worI::ed for the shogunate police, 

It'§ not all blood-Iettinr; some of the NPCs 
are there to offer you advice ind issistince 
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... or the male protagonist. Kotaru, The martial art§-based Idventure 
$ee$ the characters' swordplay make qui(k work of weaker opponents 

In Konami's early dem:I. seen here, player.; 

can explore the tOW'fl as either character, 

and in severnl cases, have to 5UCCesslulty 

defeat different enemies in S\Wrd combat 
t>etore progressing 10 the next area. Wtliie 

exploring the tOW'fl, players have the opponunlty 

to s.peJk to many non-player characters, 
who occasfonally offer you inwntory items, 

such as healong ~ants. 
At thiS stage, the game's prereJ1dered 

backgrounds and criSp 3D modelS already 

capture the criSp anime design that mace the 
samurai S/IodcfNn characters so Ii~eable. rt the 

combat (Stili very much in the early Stages of 

development} IS able to keep pace with the 

atmospheric setting and characters, Samurai 

Legends could definitely t>e in the running ~ 

to t>e KOnaml's next t>ig Playstation winner '"LS 

As thi$ $tage, it look!; 
like S<lmuroi Legends 
will offer an inwolving 
storyline, as well IS a 
slashing, action-picked 
atmosphe ric adwenture 
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TAN KTICS 
( A realtime strategy game that involves it flying magnet, recycling sheep and building 

forma !: PCIPlayStatlon 

(PC ve ,,,on shownl 

Publi5her: (i.ftmlln 

ooveloper' OM ... Design 

Release~ April 

Origin: UK 

tanks. It could only be the latest brainchild of those enfants terribles at DMA 

Like iI family labrador, you Cln', help 
adoring Tonlitics, thanks to its (olourful 
environments Ind off-beat gameplay 

.... art scrap.lJealing and shepherd ing with 

.. some obligatory tank commanding thrown 

in, DMA'S Tank/ICS, is something of an oddlly. 
Starting in the stone age but spread over four 

time periods, the oasis of the game is simple' 

you must build good tanks while destroying bad 

tanks. The details are more bizarre, howe\ICr_ 

TO stan with, Interaction with the environment 

IS via a flying magnet that can grab any metal 

object lying around. oocepicked uP. these can 

be dr~.intO the part-O-Matic.l1lIs base unit 
recyc les whatever is thrown in it. inc luding bits of 

old tanks or sheep. sprung 001 a random selectIOn 
of new parts. ProductlOll speed can be increased 

by dropping more sheep on Its treadmill. and 
when exhausted they can be revitalised in a 
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There are fOUl time periods; stone age, medieval, modem and future . In the 
modern eril, a helicopter ClI,ries the all importlnlairborne magnet (above) 

puddle of sheep dip. Tanltrics is the tank game in 

which she\lp matter as much as armoor. 

USing the magflel. the piles of parts - tracks. 

engines. weapons and radar unrts - can be 

assembled into a OOSIC tank_As they are 

moc1ular, different combinatoos can be Slotted 

together.lhe only rules are that 00 tan~ can 

consist of more than ten parts and must include 

an engine and a radar un,t one interesting 

aspect of the game IS that tanks can be built 

anywhere on the map. They are Usele5S. though. 
until a radar is drOpped on top. 

Vllth tanks complete. the rea l battle begins. 
Each ~ has a number 01 enemy receivers 

clotted around which beam oown evil tan~s. 

Their sole mission is 10 oostroy your Part-o­

MaliC In the pHlcess of defending th is crucial 

resource. plenty of canoorush tank·on tank 

actioo ensues. But before the receIVers can 
be destroyed. the,r oofences must be switched 

off_ Each SWItch must be triggered by a certa in 

ranK. With tanks having 10 destroy four enemies 

to gain each promotlOll_ 

In addition 10 the fou r stages. with eight 

missioos aprece. wacky time trials are available. 
0f1e olwhich invol\les dropping burn ing sheep 

on wooden tanks Thankful~ a fu ll tutorial mode 

wi ll guide you through the mischief. Whethef it 

Wi ll explain the psychedelic ingredient in 
Dundee's water suppty IS another matter 

Using parts recyded 
by the Part-O-Matic. 
tanks with aLl manner 
of different speed 
and weapon attributes 
un be constructed 

£DG£027 
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BUST A MOVE 2 
No one be lieved Enix coul d sell a game about disco dancing. Then, the world went disco 

mad, garners discovered how to boogie and Bust A Move cleaned up. Enter the sequel 

A new, Ilternate polnonal rnlhowel is plornlnd fO I each of the oripnal cast 01 
I 'oon", IS well as I vlriety 01 new additions which should irnplove Ilrneplay 

hen the orilinal's 
',.cfer tharleters hive 
retulned for whit will 
hopefully be a longer 
lasllng exp"ien" 

Format I'l l ySt l t lon 

PUllIlsner Enlx 

Origin Jl pln 

28 £DO£ 

DI or about ten ITII'ILIteS. SUSt A Move 

prOVIded one 01 the moSt original and 
hilarious IWO(lIayef expenences Yldeogamlng has 
ever c\evlsed. unfortunately, !leSpite Its famastlC 
charactefS, cool moves and funq sounds, the 

title Lacted real S\¥l8 pov& - something MetrO 
IS no doubt Iloptng to I1!dress WIth the sequel. 

At ground level, BuSt A MOI'l! 2 IS not a map 
Departure YOu SlllI control a Clal'\Cer and you std! 

have to follow the onscreetl commarJds (using 
lhe O·pad and fire oottOOS), to pul l off a selection 
of dal'\Ce ITlO'o'es. ~ also seems that all of the 

oogmal characte~ have ret\.lfned - albeit in 

funky fresh tlothing - and orw a coopie of new 
characterS Mve been 0ffidaIIy iWlnoonc:ed: 
Tsutomu, a sctlOOI tlOy,and comet. Fre<\a's Slstl'l' 

thiS tune aroul'ld, howeVer. MetrO has taken a 

litt~ inspirallon from beat 'em up lore and gM!fl 
eilCh character their 0Wfl speCifIC COf'1Il'\ands al10 

r'I"lOYeS, emphaSISing il10widuality and giVing the 

game a brooder gameplav SCODe. The desJgnen; 

have also added a ITIOfe lfl1eJrtgeflt game syslem 
gMI1g Caluooally offbeat ~ easter dance 
commands to pull off, until they ilT1pn'lYe. 

01 COOTSe, the visuals have been <M!fhauled, 
too. For BuS! A MOI'l! 2 MetrO has moved out 01 

me stuffy confir)t!s 01 the eluo scene and instead 

presents a serieS 01 tn...e·JD 03Ckgrounds. The 

" 

'--

- -- --- ". -- -
~ " 

Seco"d timt! lIound. the dandnr has 
left the dubs Ind hit the tily streets 

AJngle Tour Sl<!ge IS partICUlarly rnpresslVe, 

leatunng a wooden dancE! piatform IIoaUng down 

I ~ surrounded bv r<l1/l forest foil<lge. The 

soundtrack. tOOlS belfll! oompIetely re·thought­
apparently Japanese garrers complalllOO about 

tile ffltrO teel ot tile !IUd~ 10 the first title. 

SO, while no drastiC changes have been 
made to the format. BUS! A MOve 2 should 
hopefully provide a more Iong·term challenge 
than Its predecessor, certainly me more complex 

command system will DrIlg depth al'ld divel~ 

and the Clfltenlgent', tutorial.nature of the 

ooepiayer game may stralf!l'lten out tIlat ~armng 

curve. ArId arr(W3'(, in the aosence of (!irea 

competlllOfl, a figuratIVe lick 01 paint is 
prObably all that was r.eeoea 

Tsutornu the schoolboy. 
one of two newly 
I nnounted d,ntt!!s so 
fll, tin be seen "klnr 
on the fluid tlpaeila 
.Iien twins (.bove) 
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UM JAMMER LAMMY 
, > 

f Sony returns to the world of paper-thin cartoon freaks, teenage angst 

While Lammy's 'ha.e' 
~uitar te(hni~ue (lop) 
15 a ~ood indication 
of things to come, a 
mulliplaye. option is 
yel to be confirmed 

Format: PlayStall on 

Publisher: SCEI 

~ve l oper: In·house 

origin: Japan 

and rhythmic action, but it 's time fot a new character to adopt the role of MC 

As before, a good sense of rhythm is tile key to 
success, and various teachers aid YOUI progltss 

n:n hen Parappa's success igrllted the 

W market for music-based games, it was 
inevitable SCEt would produce a sequel 10 

its bizarre cartoon rapping title. However. 

atthougtl artist Rodney GreenblJt has been 

tlfooght in aga in to draw the characters, game 

de~gner Masaya Matsuura has made some 
tlravt! rr.oves away from the onglnal title 

Most obviously, parappa, the loveable doggy­

sty1ed MC, has been grven the boot. The hero of 

the new game is lhe eponymous lammy, ao 
underachieving teenage slacker Who seeks fame 

and fonune 'Mth her rock band. MilkC<!n JOIning 

her are Katy Kat from the original \ll1e and 

Mah-san the drumming mouse - an all·glrl cast 

perhaps inspired by the huge popular ity of the 

first game Wllh fema le players. HOwever. wh ile 

Chop Chop puts in an appearance. parappa's 

girlfriend sunny Funny IS absent. 

Accompanying this change of character is a 

new stYle of music and a variatiOll OIl the fami liar 

gameplay method. In the first title. players had 10 

hit the iowad buUOIlS at the nglu hme to rap 

• 

" -> 

This time around, instead of rappin', you're required to mlS~r a 
multitude of 'musicar ;nslnlments. Here, ummy is strumming I fire hose .. 

alOllg with a senes of teachers. TIlls mne. 

players have to master a collection of musical 

instruments, hitting lhe buttons 10 strum 10 l he 
rhythm - admlltedrv nol an epoch-making shift 

in d,rectioo. tlUt the SWllch to rock mUSIC is 

interesting considenng the recent success of 
KOrlami'S dance-based Bear·Mama titles. 

Parappi.l·S teaching staff were a freaky ()(Jtf~. 

Dut here Greenblat has excel~ hlfr.self During 

her quest for fame. lammy is taugtlt by a diverse 
bunch, including an arline pilot, a fire-fighting 

dalmatian and a beaver. Wtlat€V€f they're tak ing 

at SCEI it must be e)(4)ensiVe and il legal .. 

Elsewhere. the incluskln of a Simultaneous 

twoplayer mode will please fans of BuS!A 

Groove - there is alS() talk of a multiplayer Jam 

mode. although SCEIIS yet to re lease details of 
how th s wil l work. Edge is certainl'y 

looking forward to finding out. 

While Chop Chop Ind Katy 
Kat make i comeback, 
the celebrated ParapPI 
is nowhere 10 be seen 

, 
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MARVEL Vs CAPCOM 
It may be attempting to hau l fighting games into the third dimension with Power Stone, 

but Capcom is happy to remain among the old -school for its latest licensed beat 'em up 

Choosinl the rilht flcnlinl ~rtners Is ,"udal, AS they can be called in 10 
help out durinl b.nlo,'s well AS combinins for powerful joinl . ttlcks 

Thue will k I r,nle of 
15 chlrlcters in lolal to 
choose from, with nth 
pllye r choosing two 

FOfmat: Drnmcut 

Publisher Cl pcom 

Developer: tn ·hou • • 

!!,Iuse M. reh 

Origin: Japan 

D na I'I"IOYe thst W111 please members of the 

beleagtlCfed 20 gamu"lg COfTlmI..\'1ltv. as 
well as owners of sega's new console, capcan 
plans 10 port its pep..tar Milrvel VS capcom 
arcac.le beat·em UP to Dreamcast. capcom has 

spent three ~s tryII1g to COfM'ft dlHerem 
...ers.iOOs of the senes from Its CPS • board 

stanDard. The Iowef spooflcaoon hardware of the 
home game madllnes. first saturn and then 
PlayStaUOll. haS never a~ a satISfactory 
converSlOrl Ot dldn·t help that the saturn 
YefSIOI1S reQUIred the use of an addmonal4Mb 

expaoStOll pack_) With the Oreamcast vt'fStOll 
hoWeVer. C8pcom seems confident ~ has the 

proceSSlIlg power needed to create !hat I1\05l 

prized acCOlaOe. an ·arcade perfect' conver5IOIl 

After lYortmg through various generatloos. 
from X·MOO VS Street FtgIn8r to M.lnIeI SUper 

Heroes VS StT€et Fl8flter, C8peom declde<I to 
ch8nge tack. While Marvel VS Cilpcom MS 

a control S'(Stem SUTIi\ar to !hat in Marvel 
Sl./per HerOes VS Street Fighter. the conuol 

of the second tag member has teen reinforced 
NoY.r they can be called on fOf defence Of 

attack. Of ~ dUflng a counter-attadc Both 
team members can be used together ~ the 

comblna\lOl1 mode to attack at the same 
IJI1Ie. Thts makes the ChOice 01 compIernenta(y 

\earn members Incrcaslngty cruc11l1 

• 

C.pcom is b.nkinl on Ihe up.bilities of DrUmtlSt's ul .. proceuing 
power 10 achieve an 'arcade perfect· conversion 01 its latest kll 'em up 

Featuring many of the Characters from the 

ongu"\81 S/1ee/ Ftghrcr senes, players coo select a 
pnmaryftghter ffom a dlQoce of 15. The second 
tag fighter is then chosen Irom another set 01 20 

dlaracters. on the MaNe!" SIde the thOtCe WIll be 

sptderman, venom, C8ptatn A.menca. Hul~ War 

MachIne. wo!Verll'\e aJJd Gaml)it C8lXofll's line· 
up Ir'ICIlIlcs; Strider. li"yu, M, MegamaI1.laIlgfef. 

(aP\i1lll COr'I"ImaIlOQ. Morngan and Ch\Jn·Li. 
While many expect MatVeI vs Gapcom to 

be at least dose to arcade perfect tapeom 

remalllS ~t·bpped at present and so f .. haS 

onty revea1e:!:l a select stage in vs mode. 
SCheduled !of release soon alter the eagerly 
aw<iJted PrJwer 5rone. a \It le IlOped to ITlCNe the 

genre forward, Marvel VS C8pcom could find 

Itself L(lhoIding the honour of the oId·SChooI 

Ileat·em up Dngade. Edge earn WcIIt to 

see wIlk:h party ends up IIIctoriOUs. 

Morvel Vs Cflpcom 
will be .ttemptinl to 
ch.mpion Ihe honour 
of Ihe old' KhoollD 
fighter form.1 .g.in 

I 

, 

----
0" 
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Edge glimpses into the epic world being creat ed 
by Sega 's legendary game designer, Vu Suzuki 
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m at all games are created equal some are g fted Wlth tile 

ILl SImPle yet lIlYTIe3SUfab/y worthy bonuS of betOg a 'good idea' 
In the firM place. And some are JUst not AS the savmg goes, you 
really can'! polish a tun:!. In the process of C\eYelOpment on the west 
coast of Amenca, G:ams IS one of the CI'IOSeIl few 

In a tllne 'Nhen the ~flaI gloom of PC games IS 
comnon enough 10 fisk pIayer$ being uppeO lOtO permanent 
oepres5lOl'l, GIantS is a p~rcing ray of Oflgll'l8llly Yes, It'S a shoot 'em 
up. but chiefly in the third· not firstpersoo (although there's all 
optIOn to SWItch rt you so deslre). In ~selJ, that descrlPIlOn undersells 
the title's potential, not least because there's a beautifully coloured 
game I'IQf\d to e~. a mICrocosmIC ecosystem to participate in, 
and a P40t Which, as ever, demandS to be unfurled 

If there's any game wlllch can have a finger pointed 10 It as 
IJ'ISPIratoOfl tor Gi<lnts, tt's the eQUally Off·beat anl Similarly 
thlntperSOn shoot 'em up MOK. There's a $jlTlpIe expIanauon: me 
team respOI'ISIble fOf the \WO games ~ one ana the same. ArOu1d 
the ITlIOdIe of 1997, Iiw ban~staI'red oeveIopers took the dlffcuh 
GeCISIOI'IIO splinter from oave Perr{s sn.ny Entertainment, where 

MOK had been born 

• 

-' 

, ,. ot PlIMIMooe I M.umed Ill" 
KlflwIIO enlineer'. 

_ ........ tpMtIIl •• .,...·"" __ 1 

In I ......... oh yes, Ihr f<utt of Ihr .,...., .... 0< Ifft. 

IN.,........tIy .......... _ ... ,...1 

AncIy -.. _;r, no _I Ho', bftn known 10 P""'I 
IWmeII blue _ ..... like ~ do/phIII. Ihr ........ Smo<tie 

'* on kM-" niptt. Who u-. ~ """" jut! wort<_ 

_ .... .,... ..... t .... '""" ........ 1t_1 
'Pr ... «>ntinur' of <_ ...... no! befonI • 11,1" rIIu of 
__ trip 10 PllMI MojotCl whet. I upe<l1O enio!' their 

.bYndiroco of r,M cu","'e InG fftI "'<po,ed 10 ...... ile poeII'/. No 
doubt fll ""urn ";Ih 1,..""nOoullllfl lnd _.1 T -ohi'" 

Giafl ts Is. U J ou might u pect. pl.yed In I 
Ilnlasy worl of vut proportions I nd epic 
eventl, such u the Ru pen ' whirlwind 

"Regrets? Nape. Hard to leave? Very. 

DavId IS one of rTri best friends: reminISces 
pre5IOent of the new group. Nick Bruty 

"We haO been malong games together for 
ten ~, anl the Il'ormng we told him we 
were leaving rallks tugtlly in my top ten of 

bad days. "With SMy went nm Wllllams. 
Bob Sleyenson. Andy ASlor and ShaWn 
Nelsoo, IncOfpora'JOB the ir new studio In JUly 
'97. Certainty. their move from Shiny was 
more (Mflcult than ~r earlier depanure 
from Virgtn InteractIVe - a brea~ which BMy 
deSCnbes as, "A rel~( That plate was 
turn.ng ntO a zoo. TO leave Virglll and start 
ShIny was o:rnpIeUIIg a orde. It was 
gen.ng Dack to JUSI. having 5heer ~ 

good f\.WI makJlg a game W'thout any rules. 
JUSt like the earty days before the induStry 
grew up rllo a responsible old man WIth a 

tweed wardrooe: 
Wit~ the deClSIOfl made, and Interplay 

retalf1e{l to publish Whatewf tOO team 
prodUCed r~'s muCh easier ;fyou can 
StICk W'th the same publisher, as they 

learn your odd w~: grIllS Bruty), two 
more PIeCes then slotted into pjace - a 
final team member, prograrrmer scon. 
Guest. anl ...... ttt him a company name 
PIaoet MOOn StudIOS. 

"n's a ma\apl'opMl that s.con once 
came out WIth during a drunl::en rugtlt" 
explains creafiYe Clrector Willlams. -we j~ 
liked tile aDSurdltyol ca lling the moon a 
planet." one of the company's great 
annbures Is Its sense of humour, a facet 
wtllch has splled CM:! r IntO its game. Gja{)ts 
IS packed Wlth moments which tlI'ing a 
srmle to the face - such as the chatter of 
the smartIeS. the I'It.ngry inhabitants of the 

game inspired tly SOVth Pa«5 malnounshed 
'EtheI'OPIaIl' StaMn' Marvin_ 

"Yes. we are I\aWtg a good laughl" says 
Wilhams, cracking a broad smile. "I think it 
has a lot to do with the fact that there are 
only SI)( of us here, we're good at What 

we do. and we're all great friends. Plus, 
we like the OOd G&T down tile PUb. and 
that'S gona be good for the klds l" 



Big game hunting 
Sitt ing 00Wn to play Giants for tile firSt time, 

I' it would be easy to dlSITIIss Plar.el Moorrs 
• venture IS a tectmicolour MOK But !fie 

SIITlIlar camera view of a character with a 

gun IS juSt the Starting poIIll for a far riCner 
experience, a IOUrAey nto a game wor1CI 
so SParldIl'li with colour and life tha! ootoj 
Infogrames' /oI'ttlCOrnIng ourcast (see ES9) 

could De considefed a l'ival. 
"Mal:lI1g G!M!t5 colourful was a very 

COf1SOOOS deCiSIOn for us. we were S/tTIPIV 
fed up of dOIng dark graphics. MOKWOUId 

haW been brighter, too, if it wasn't for the 

fact INIt we needed so many plain Dlack 
POoYgons to keep the framerate up, · aods 

SleverlSOrt PIaoet Moorl's co.art director. 

"The OUIdooI' vast Landscape was pM 

0/ our IMIaI oes.gn: says progfam"flll'li 

director ASt/¥, ·Somewhat taking MO( to me 
next step. we'w gone ttrougII a runDer 0/ 
des.rgrI cycles on how our 0I.I!SIde wor1CIlS 
constructed. In geflef(ll. I tly to I:OOp me 
CleSIiJ1 SImple. SImple often means fast. and 

wnlle tllere's been some ,hal lenges In !fie 
landscape programming, that's not ...mere 
we spend most of the programming time: 

·Between deVeloping and playing games 
we otrvioosIy spend too muc~ tlme irlSiOe. 
so our gane is based OlItside: Bruty d\Jps 
in, "MylWO-pence pIiIosophy wfttl 

oeveIoI::ment IS to never be weIghec:I oown 
I)y an.,. tectrvcaI restraur.s at tile Start -

freely throw1I'Ig ewrytImg onto tile screen 
wltn reckless regard for poly COUI1ts In 

search of that ~ttIe J)leCe of mag~. And 

then,lle explalns,"When you find it scale 

everything else aroond It Gown until the 

whOle ttung starts moving agam: 

'The actJOn takes place on a maSSiYe 

chunk of a shattered planet hurtling through 

soace. But tills rock IS far from a barren 

asteroid, it's more of a lost Eden, If! fact. 
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29 (INn JftI', own .. I boby) 

ru __ ._,.... ... _""_ 

MD« (PC), £WJ f lU (SNES), AlcodIM (~~). AMI J 
(SNES), SupfMHJcy (M>it:I) 

_,Itoo_IIYM"" .. ,... ... __ 1 
I onte __ 1IKIofIOOI-, ~ __ ....... 

a. _......., _Itoo __ ..,...,1 

NO. bull 110 ... ,."..,. IlK tiNed IH -si.H _ of ~ 

Mat ... _ ....... la ... _Itoo • __ .. __ 1 

tIM IIO! food MIrl<tI 

of S .. ChlckenL 
ond ~ .. 1/ 

11' ........ _ ; OEMf, (~, pr ... t""B", 8u. rhi< will 
t.. wh.It rm drOlml", of "" tIM IIO! nifht 01 dewIoprnent: 

SorMwt\efe in lIMy, I tin "'0 • bIioolul rJMp ofIIy to IWO« 
in m. mid.., of tIM 1999 Pi ... i pllato __ 

regard for poly counts In search of that little piece of magic" 

populated I)y vanoos creatures - paSSIVe and otherWise. Battling fOf 
oontrol 0/ this apparent paradISe are three forces, each wrtt1 its CM\1 

strengths and weaknesseS; a iIIren-esaue se, Reaper called Delphi; 

a wayward b<n:I of SOldIerS. the ~ ¥Id the g.ant twnsett 
Crtlzen Kabutu On the SIOeIn!S are the tI1'IOI'llUS Srnaf\Jes. Mto 
()CC3SI()Oa1ly offer help to the MeCC¥ynS 1'1 reum for food_ 

Although GriInrS IS DIAIt alOU"(! the stOrY of the Mea:aryns -

ao:tually a rt::JM1v oockney crowd lagged BaZ.. TeI, Re&.. Gordon antl 

Bennell - Plar.el MOOn has almost created three games in one by 

allOWIng you to play eadl of the three sides. "To a Certain extent. 

yes," adrruts Will,ams. "You start off playing tile MeCcaryns. but 

during tile coorse Of thell S!()fythe player will lind turning POints 

where they play the othef cnaracterS -~ 01 lI~e one character 

handrng tile baton on to the next but at the same time retalllJl1g 

the cohesIYene5s of the MeCcaryn stQfy." 

"The MeCCl build up OWl bme," Wo I(II1'IS goes on to eJCPIatl 

Nick Bruty, president Planet Moon 

, .. 
, ...... _Itoo • __ '._1 --......, 

"-~ 

The Ilant of t ile tl Ue is (i tllen K.buto, . protective loli.tll eruwd 
by the Rnpers, but now wild, His slle .nd se.le 1$ tru ly lmp.essive 

-" 

• 
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our own li\tte piece of Srrta in here at Planet 
MOOn, but it's probably because we were 
completety bladdered and missing our 
belCN'ed country" 

Having it large 
Technicalty, the game has much 10 commend 
it. not least the far horlZOIl to which its 
graphics engine can draw Edge test-<lrOVl:! 
an eartyversion of the game OIl a P2M with 
a Voodoo 1 card, and the then·unoptimised 
cOde ran fairly smoothty, even when 

contending with swarms of enemies. Bearing 
in mind that MD/( was imtialty available onty 

to run In software. Giants' adept coding 
makes perfect sense. 

Planel Moon has created an entire world for the player to explore, complete with its own hiera rchi Ul I 
ecosystem. The draw distance has been pushed IS far IS possible to help suspend disbelief while playing 

"We tend to support Whatever maKes 
sense, and the graphics driver is also an 
external DLl: says Astor "The primary 
support is for Glid€ and 030. I've got a 
problem with OpeflGL as it doesn't support a 

• 

" • . m<l< I"'Hi "'".,.. 

"FO r 
In o. 

whatever we 
coolest country in world, you can't really go wrong .. . 
Maybe we were Just creating our own little piece of Britain here at Planet MoonN 

Tlm Wllllams, creative director Planet Moon 

"At ex.periern:e level one, your team of four wi ll just stand t>y you 
and fire; but when the team is up around experience level ten they'll 
dIVe to the ground, run behind trees, rocks, or even use dead 
creatures for COVl:!r before flying behind the attackers for a better 
shot. They actualty become more Intelllgentl YOO JUSt equip them 
with the weapons, and they get to wor~ helping you out." 

lot of the graphics blending rt'I(ld(!s that 
we're using and therefore can't achieve the 

visua ls that are necessary fOf this game. 
AS a minimUm specification. we're looking 
at a " 166 with the equivalent of a Voodoo 1 
graphics card: 

Giants is IInged With Blltish symOOl ism. with the East End 
Meccaryns planting the union Jack at eW!ry opportUnilY - Which at 
first seems a Iltlle odd tor a game be,ng developed in san Frarn:lsco 
"FOUr of us are British, so I think there is that influence in whatever 
we 00. Plus, sirn:e Bntaln is the coo!est country in tile world, you 
can'l really go wrong: Williams grins. "Maybe we were JUSt creahng 

AUra lty, Giants is set to ~eep pace with 
current lectomques, too "We plan on 
suppomng normal Dire<;rSoond 2D (some 3D 
in software), Dirocrsoond 3D, Creativl:! 's EAX, 
A3D, and anything else that makes sense: 
ASmr reveals. "The sound portion of the 

fI •• " "' • • JOIf ... .". ... on 
in Bri"i" duri"i ,"- old Commodo<. 501 4 days 

• 

. ' 

~nd·l·hIH where you sho, old Ildin in 
'u oon bY, thot did.'I", _ -n. f ortuMle!y IOf me, No 
wa. nice ~ I<> ...., ..... for tI>< MOl: ~m. I -.1 .1r1iJt'1 

10 c;.",a where I ' Iin worIc 0Yef\ 10 th .. dll'. 

Wlwrr. tIM _ I 11-""-' , ....... _ _ 1 

11'. beIween: 
1) C.ndle S'id< P. rk in »n f llncisoo 
2) "" """,oc..-, 1_11 ~'" in New York 
J ) Redwood I,ee in S<-quojl Nationll Pl rk 
I) A ~11·pric ... 1e ~ lIIe loa! de".."",o.' "<><e. No wM. mll 
wo. ju1.t 1>ugo', no! • ... nf. 111 slid witJ. tI>< r,rn ihfft. 

0. , ..... "")'OM oIM cIeo ... f:M _ . .. ,... DeIfoIon 
.... lIIe 0"" ...t.Q conlrOh "-, """""mont. I r;.on conlid...,dy wy 

no"" 01 tI>< fUY' hov. .""""'" leel",,, for "' .... I ...... n hefl 

Wlwrt ... "'" piro, le .... _IIM ,_ 1s_1 
I "" ... 1", hike fl ' inlo tI>< ",ountains 01 ~I~n c..lrl"","' 
.nd I .... with I lrifle 0/ YH'/ 

• 



The shHr oddness of th. MecUlrynS, 
fl.l,-W.lvinl chirpy (o(kn ltY types, lakes 
• little Idjusllnllo, Those (lilY Brils, .. 

game is externalised into a 0lL so it 
shouldn't be hsrd ID drop n sound drillom 

as !hey are nee6ed: 
As WIth an deYeJOI)mentS, creating 

Gi8nIS hasn't been without its obstaCles. 
"The animatiOn system was a lot of work: 
admits pmgrammer kott Guest. ~ 

$I.Ipport a lot of features $I.lCh as animaoon 
bIerldmg (for smoo!tt tral'lSitlons between 

nnatiOfls) and arumation splicing (for 

cornbD1g arnrnations together). Additionally 

we also support all the PRS type conlfOllefs 
found in 3DS MaI'. TtllS required a lot of 
effort figuring out rlO'N MIX worked 
Internally, thus taking my medal tor most 
techniCal obstaCle.· 

Ending the epic 
With a compIeoon date set 5CIffil"IotIef near 
summer {"We'1 1et you k;r'I(Mr as soon as we 
fl(!ure it out: quips StevensonJ, GIantS stili 

has much 10 be added ID Its promiSing mix 
Already, tho\Jgh, there's a refreshing sense 

mat something a little different is bemg 

programmed OUt n san FranCISCO - an 
abIl!Iy mat seems ID come natUrally ID the 

Planet MOon crew. 
~ striVe ID be ortgIrlal- which, let's be 

honest isn't too hard w!\e(I you look around 

- but if we didn't have the natura l abi lity to 

DaCk it UP the rew~s wou'd probably look 

weak.' maintains Bruty 
'It was a little frustrallng with MDK: 

lIdOs Stevenson. °1 CIOn't think that it fined 
rornfoIt.lbIy n 811'( particular genre. People 

ttIougt1t it was very creative but !hey weren't 

wre what the hell it was: Ttlis tune aroufld, 

the team wants to connect more Strong!y 

with the game's potential players. "We want 

peooIe to know trlat underneath all the 
unusual visuals and asiOe from the lact 

lhat you play a group of live space guys, 
a I(X).fOOl:-tall giant and a De8UtIfuI female 

sea Reaper: that thIS game is extremely 
straightfOiward,- he says, stlppinggradually 

into irony before pointing out that, 

"Ultimately, we're very proud 01 this game 

and we want it to sell well : 

The support from 1nI~ also set to publish c:onfouockng 
Factor's Galleon, IS Clearly 8P1)ret1a\ed. 100 "Interplay has been very 
active In piCkIng up quality develoPe~, and then gMng you the 
pe~ and QUiet a small developer warns: poIIItS out BMy 'TheIr 
PC llne·uP through '9915 nard to malch for OIlgln8lt1y and content" 

AS one of the 'Star' small develoPers of the late 1990S, Planet 

MOOn Is part of a grCM'lng trend that looks set to become the de 
facto business model for deWIopment n the 21st century ~ I 
started wormg at Vlrglf1 Wl \tie US I was astOl.WIdea by hoW many 

people !hey had workmS on a SIflg\e game." expialllS Stevenson. 

"Then. at ShonY. there were JUst $IX of us ~ on MD/(, 50 when 

we decided 10 move on and set uP Planet MOon Studios I'( was very 

fmPOrtant for us to keep mat manageaole SJze. It seems like there's 
oeen loads 01 small development compames that have spI,t from 

larger comparues only 10 QUICkly e!!pand and become blOated 
1:hernseM!s Wilhul a lew ~ars. TtIat cycle seems IfleYItaOie to me. • 

If small and potent meaos an lOCrease in If'IIlCW8tJve and \ltles 
like GIat'lIS, then roll on the reYOIutlOll Meanwtllle. WlIIlI'lg tor 
Grants to be finished wiI m&II:e for a frustra:mg $IX months. 
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The best PC in the 
It seems like only yesterday that the hottest piece of gaming 
hardware in the home carried a Commodore badge. But what 
happened to the Amiga, once the most durable of platforms? And 
why was its passing so lamentable? Edge looks into the legend 

D ~:=:: the 
Armga -s first publicly 

demonstrated at 1he """ler CES show 111 
New York. In the tirr.e since tt Wi!J5 created. this 
pIatfotm has arguably Md more mpaa on the ~ef 
g¥TleS irQ.ISby than an; other. and is ~ rmIfOI p¥I d the rMSOIl 

the UK has 5UCh a ~ deYeIopmem CI:IITIIT1ldy today. 
The ArToIga RSe!f _the b!an:t.iId a/ ..,. Minet', noN widely 

regarded as the 'fillher' cl the Arr9-~ started hi!; career in 

eIearonK:s" dnItJng ~ ~ ~ n the jpIden "I\'E! of 
Sicon WIet. before Landng IwnseIf a role at At3n, wodIng on the 
2600, before gong on 10 help ~ both the Alan 400 and Alari 
800 home computerS. His ambItIOn, howeYer. was 10 ge! Ono.dved in 
newef technoIogf and produce a 16bit home computer. As he 
I'IlC"IIed in an ~teMew given in 1992. 'We ~ jus! finished the Atlri 
800 bac and they wefe not abou: 10 5ptnd another umpteen doni!!S 
on researdl for a 16bit ~ The pn:x:essoI chip ItSelf cost SIOO. 
R.6M was also rea.,. expen5Nt' oYoCI ~ v.oUd ~ needed \WICe as 
much. They CCIlAd1't see the ...nMg on the wall and they jus! ~ 
'No:sol~r 

The lWl¥rilgol a new ~ _ not ~ MIner 

cook! unc:Ierti!ke IWnselI. ~ vmIe ~ hoN he cxUd get 

backing. he ..-u to work for a o;m.,U ~ ~ called X>,mos. 
In the me&l!lmI', more staff at AIan were ~ the corropa!1¥ 

Many of the game progranvr.ers felt sIigh\tt md'ed that they Md 
I'IUked hard creating games for the various Alari platforms - whid1 
~ ~l;ng faster than anyone had eve! dreamed - but they weren't 
gettng mvc:t1 O'ediI, or bon~ A number oIlhem asked for a pay .. 
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TII, al.phicillly ,nhilnc,cI A 1100 sold 
well, but licked (uttlnl-'O,I !tltUlts 

.. nse, Of at 1ea5lto be put 0f1 ~ smd roy~1ties sdleme. and v.t.eo 
Alan refused. they quit, too. 

One of these wage rebels was !.Any KapIan, v.tJo, along 'MIh 
~ other Iotmer ~ foulded a neN company called 
~ with the ~ ~ 01 ~ to use !her talents 10 
awe new ganws and seq them IhernseNes. (But that's aI'ICJIher 
SIO!Y .. ) Kaplan SIbsequentIy left AaMsion, ~ he wasn't eI1fOVII"I8 
the job ~ mud! as he had ~ ¥Id got in touch 'MIh Mo1er, 
remembering his dream of ~nng a 16bit compu!ef In 1962 they 
joifIed up 'MIh Dave Mo!se, ex of Tookll toys. ....m'd been 
approached by some investors v.tIo WIlnted hrn to 5tilrt up a 

vodeopnes company and de'o'eIop a new ~ ~ seemed like a 
good idea at a trne v.toen ganes rnadwles were pop..0' and !he 

fastest gtOWI'1g a.ea 01 the entertaQnent ndustry. 

Creative collective 
Miner ~alised that he warned to fTlIIite a p!OpI!f <omp!.Jtet'. not lUSt 
a games~. He w red nis jdus 'MIh Morse and got a good 
receptlOn. but nerther 01 them told ther inYesI<n Soon theII ~. 

v.td1 dIanged It; name hom Hi-Tono to NTlga (Sp.y1i5h far 
'gv!Inend'), was jcWled by iI ~ of talented enpoees and 

prog!o!ITVI"OeIS, not all oI...Alom rr9lI haYe fot.nd employment at 
some 01 the JT'IOfe COI'1SoeI\IaM esIaIbish'nenIs rJ the ~. As MIne! 
recounts:' was alo.Yed to take rT'I1 dog to....;rl; and that set the 
tone !of the ~ atmosphere 01 the p0ce_ It was more than jus! 
comparuonship with Mitd'ry [the dosl - the lac:! that she was there 
meant that the othef people wcUdn~ be too CJitic.a1 0/ some 01 those 
we I'ftd. who were weird, q.JIIe flanIdy. There were 8IJYl' o:mng to 
work In purple tJgh!5 .JfId pri; bo.nry sippIn. Dale ltd (soItwa1l! 
erpeetj Icd;ed iie 'PS _age oIf-lhe-sbeet, homeless hippy. In 

fact the ....tloIe 8JOI.4> was P"ettv lad bad\. But I wasn~ about to say 
anything - I knew talent ....t.en I saw it." 

In his plan to make the Amga a ftA..bb,yn compu\ef. Ja>t MIller 
found an ally in (Arl Sasservath. AI his interview 10( a job designing 
the OS, SassMrath was asked v.M he'd reaIy like to ~ He 
replied that he w.wed to make the OS ~ ConseQuenttr 
Sassenrath proOJCed the AmIga's ~ Exec, v.tidl mQ ft the 
worlds cri( ~ /'one COfTIPt*I'. 

RI MocaI, preYIOUSIy from ~ the COIn-Op company. was 
gr.oen the t.lSk 01 wriMg t1/lJ1fJ1YJ - the rrteSSagIng and ~ 
stnxlUre that ~ the ArTWga a p!Opef 'MMP erMrorvnent "RJ pretty 

much did rt all himset(- rlOIed MIner. "He was holed up for three 
weeks and ~ out JUS! (lOCI!! 10 Mk ~rl Sassenrath about message 
portS. That's It. Really! lie 'MOle klAArJon and then wen! on 10 do the 

graphics padage. Graphicraft, ~ noboctt' eIoz cooId do -1Iltot-
MInef Iwn5eIf WiJ5 NW1g M desvlins a new 

0JSttm co-processor...nich I"duded a 
bitter !or rapdy rnr:M-Ig areas 01 
grll;lhlc RAM. Vif! came up WIth 

"I was allowed to take my dog to wor1<, and tIIat 
Whole atmosphere of the place. There were 
tights and pink bunny slippers. But I 
anything - I knew talent wfien I saw It" JOy 

• 
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The A 1500 wu • SCSI-less Ylri. nt of 
the A2ooo, to suit Jm.ller pockets 

all sons 01 iI.n;Dons for the bitter. L.ne­
a<1'Ml18 was ~ rnur:n 1.ner at the reqJe5t 
of Dill!! lud. one of our software gl115. This 
W<JS about two weeks before !he CES show 
where the Amiga W<JS unveiled I told him, 
We can'l put that inlhtfe,' i!S the d1ips_ 
neao1y done Md there WiJ5O't ~ room. 
BuI he fiddled about and ~ me what 
regtSIers ~ needed, so in it went." 

RJ and Dill!! lucl became knc::wn as the 
'Da~ FoolS. A<; the deadine for the CES 
approadled,they ~ 10 spend Iongef and 
longer hours at work debugging criball 
5Ohware. 1n order 10 st4y a'Nake and aIen. 
they played loud music Md took regtJar 
breaks 10 darw::e about and keep ~ 
actNe. At iI"os stage wtuaIy eYeI'fOIlt _ 

w::xb1g <lIOISId the clod, but nobody 
seemed resentful RJ Mical reveIed in ~; 'We 

worked WIth a g~1 pasjon. My most 

~ memory is hcM' much we 
CIIred about v.f1d1 we were dcwlg. 

we IIad someIhing to pn:!Ye .. . a 
reallcM! for rI. We created our 
0Ml sense of famitr' cui \here." 

Hard times 
In spite of being a g~1 success 

at the show, the Amiga was in 
~flllnaal trouble. ~ainst a 
~ of gerer<ll5lomP in the 

games industry (at Ihi5 lime, Iargr: 
rurbers of ET cartndge; for the Atan 

VCS ~ being <:k.omped nto a be t'CIIe .., 
the desen. _ ( 58). the i"M!stoo ~ 

ne!\IOUS. ~ the team IIad the capabi(y 
10 tum the AmI8<1Ifl1O a ~ home 
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''Wewof1<ed wttII a great passIon. My most ehertshed,~~~fJ 
Is how much we cared about what we were doIng. We 
something to prove ... a real love for It. We e ...... 

(' ouf own sense of family out tflere" RJ Mica! 

computer, they were running short of cash 
and couldn't pay the bills. They maflilged to 
staYe off debts (at one stlge Dave M<x5e 
reputedly took out a second mortg;,ge to pay 
the wages) until they had ~Iicon ready, and 
made it to the next CES show v..ith an amost 
wmpIete m.x:hine - but it couldn't last Their 
onft dlar.ce oI5eOOg the Amiga through to 
!he end Wi15 to sell the company. 

Jrl Tramiel. then boss 01 Al.Jri, 

despefately Wilnted the 16bit custom chip 
technology the Amiga teilm Md created. He 
offered to bi!~ !hem out wittl haH a miIt>on 
dollars, on !he condition that they either paid 
it bad lNithin 30 d¥. sold out to Man, or 
came to a deal on the rights to !he mipset 
'This Wi15 a dumb thing to agree ID, but thefe 
was no~: Miner recalled !.ner. AlIeged~, 
the ITIO!'leY was all spent the next day. 

In a rare fit of prescience. and ~bIy 
just 10 get one OYer on his old boss Tramiel. 
Irving GouId and Commodore then stepped 
if\ offered $4.25 a share and snatched the 
company from under Alari's nose. Tramiel 
was reponed to be livid, and decided 10 

produce a 16bit mac:hine without the ruslom 
~ a machine -Mlid1 due to its more 
Ynple nature he w;ye, able to complete fa, 
quider than the i>miga - the Atari Sf. 

The AlOOO had a ll the missing ftatlllt s 
the ori gln. 1 Ami,. l.eked thanks to 
(ost-(uttins:. I1 Wil5 an e:lf ensive unit. 
but proved iI popula r choice in the US 

Tough at the top 
Quibbles OYer costs and design iSsues kept the 
Amiga from launchlor a further year and a naH, but once 

~ appeared on the scene, and was followed by the 1<5OCJ, there 
was a certain inevitability of its domination of the l6bit market. Even 
when selling at f 1 00 more than the riva l Alari ST, ~ 5eefTled better 
value, and it was an unpopular Santa Oaus who \Qted with his wallet 
and delivefed the latter on Christmas morning. 

And still the frantic p«e of advancing and perfecting the Amiga 
cootinued. Oave Haynie was a Commodore engineer who pned 
the Amiga project. as soon as he could: 1 worked 15--20 hours a ddy, 
for months at a time. I kept a sleeping bag unde1" my desk. I 
dreamed about the project5l was worl<ing on. and OCGlSKnlIly 

figured out problems in those dreams. The p.xe was iroedible, ye! 

a" we wanted was more of it This was the absolute pinnacle of the 
engineering ar15." 

The early ~ars of the Amiga were remarkable lor the machine's 
un.l~ ilable momentum of popularity. and the quality 01 the 
software that be<:ame available for it A significant number of today's 
best-kroNn software designers, artists, musicians and programmefS 
St.llted out on the Amig.J, and many publishers who Md started out 
on the 8bit platforms be<:ame household names with the help of this 
potent new pLnform. espeoaIft when the cheaper, and il some 
respects more powerful. A'YXJ appeared on the scene 

There is some dispute about the first COI11rnerOal game to be 

released for the Amiga, and it does Oepend a little on v.t.ic:t1 coontry 
you we<!' in. MIlld "'kJlker, a puzzle game, has the strongest G!Se, but 
~ps the most stgnificant eatly title was Gnernaware's Defender 
of the Crcwt. A graphK'..J1 <Kl\'ef1ture/strategy titIe....t1Kh didn't e>".3CtIy 
shine in the gameplay department its graphIC> and music.J1 score 
were nevertheless something special The artJst5 responsible worked 
wonders with the Amig.J's capabilities,leaving onIook~ convinced 
that this ...- a rn.Jdline they simp.'y had to have in their home_ 

The Amiga 3000 WI S, ucording 10 
some of Commodore's engineers, the 
lut Amiga to be built without financial 
and lecllnologiutl compromises 

Although mote ~ than the ST, the elegance and ~ 
01 the Am.ga was something that pote!1ttal ~ aspirl'd to and 
developers wanted to v.«k ...;th A propel" OS I'<ith lightning fast 
g,aphics. a jXM'effu1 16bit proce5SOf and huge QU<lntittes 01 memory 

(512K being a lot in those days) were ~wy to play with. 
tt also appeared at the right bme. In the early '805. 5ChooIk.ids 

grew up with comput~ rtke the ZX81 and later the Spedn.m and 

CI ,I Sa .. en,ath 
~ legend '" Am'8~ ciI~ ~ .... dS 

s.s ...... th·, 00 10 make the 
"""g. fTIII~Wmg. Currentiy 
""""'-"'I! on lnlen>et "'Itw .... , 

• 

RI MiCfI 
One of the orginal Am i&" team, 
Mocai ..... , responsible for the 
IntuilXlil pa" 01 the Am'll. OS, 
and maoy of the earty demos . 

David Piu .. "", 
E>:-MD of Commodore ut:.. 
PIea~ .ttemp!~ • 
rnar>agemen\ b<Jyoot when the 
compaflY floundered in 19'94 

IMnl C;ould 
At. bos, of Commodore, 
GooId bought the Amig.I horn 
under Alari', nose, ool laler 
pres.ded over rts f.a from f.....,.,._ 

• 



At over (l,SOQ, tile ".Ir,hlp ""000 WIS 
only ,ully .Hord.blt y I llphiu Ind 
rideo plolHSlon.15. It was . Iso used by 
NewTek for its Iqend;.,., Video TCHlster 

Joe Pillow 
In the origiN! Amiga FIOMs. someone 

found space to hide • list 01 the names 
of the origiN! Amig. le ..... which 
would be di~ upon • «<win 

combination of key pr~~ 

0"" of the nante5 listed might 

Mve caused some confusion .mooS 
people finding the list - Jot Pillow. He 

.tIso crops up in some N!Iy ~ 
~ but. d>ed< 01 the roster -' 
Amig. wiI ,~I noboct1 by ~ ......... 
-. M)fking tMre. 

,.", Amigil shown 11 the winter 

CSS in 1985w.H rutty. pfOl~ 
The main custom chips had beef1 

WO!Io.ed out on • series 01 \IefY 

~ brN<fbo.rds, linked 
~ wilt. literltly IuIdreds .Id 
poWbIy thousands 01 ~ The 

construction was deIicMe, the 
eompone11ts were sefKiWe .00 the 

Amiga tHm had to someh!Mt Iransp<l(t 

the whole setup to the odIe! side 01 the 

continent by plane, The ~ 
boerds obviously couldn't 10 in the 

hold 01 the ~ Iod<er, so they 
Md to bool an ~I ~II on the flight. 
whefl! the boards rested in fNtio.oe 
IUlUry on .. couple 01 pillows. 

Some sources claim thllthe actual 
.il1ine se.n was booked in the name 
Joe Pilaw, but iI'$ bkely dlis is just the 
~ the Amiga team ._ to the 

f~~~. 
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CommocIore 64. A/tMugI1 
there was ~ ~ mar'.:;e\ in 

<;OrT'II'nercia1 games, most 0'M1eIS 

m \\Wte a 101 01 g¥11e5 themseIYes. 
usuaIt...,m the he\> d mag.une isbngs. The Irst generatco 01 
teenagerS broujtJI "4> WltIl computerS were ps. teadwIg adulthood 
at the time when the AmIg.l was Iao..nched. 

I.JrWke the ~ console ~ ~ 01 Amga soft.Nare 
wefen't ~ to M any license fees 10 o!flY!lfle, Q( even haYe 
their software approved. ~ the Nnig.J used SI.l~rd IIoppy 
disk df'l\leS, there were no C05tIy cartndges to manufacture, and no 
~ ~00n eq.JIpn'IeIlt ~ Progril!m'lel5 could 
SIflllIy wnte a g¥Ile and 00pIicate It the I iSeNes IMth no eo:tra 
equpment -1tle odr teSOU"Ce they needed was trne-

Development IDOls were pretty e.sy 10 o:me by, 100. The 
sha~ COOO'pI. r&lIv took off onlhe Amig.J (1'Yel today the 
Amlg<I boaSIS the l.vgest single ~ 0/ siwl'Ware, the Amnet), 
,,00 even commercial tools weft! dleap. EIKtronic Arts probably 
started 011 many a career wth lIS ~ bltm.i!p .m pad:.lge 
Da»ce A:wIf. It was not ~ fartasllC, 11. WiI5 also IT1lld1 dle.Jper 
than ~ '~ IOOIs on 0Iher pIiI\foon!;. and was 
soon boocIed wrdl the ~ 

The L.Jte '80s and eolrly '9Os saw ¥I eo, oeogeo iCe 0/ a todaI_ 
0/ enefgetir:: ~ taIenI: n the sames ~ and the Amga 

S- bint11Q a great many game genra Wdna the ~ these 
visioo!ries would h.Jve still emersed. 0/ t;DI.JI'Se, yet Conmodooe's 
rT1IChine allowed them to reaIo5e some 0/ their best worllt's 
certaorIIv hatd to o;ee ~ v.ob'!g pretty IT1lld1 on h6 QIM1IQ begin 
'M\h, Peter ~ could "- created Populous on a Mesa ~ 

Altho"'Ch the notorious Jtff Mlnttr Jtlrttd on 8bit m.chines, 
. nd was. nol.ble AI.ri Sf supr:,rttr, IS . I.",ded codt 
Ctniu l h •• Iso hid • soft-spot or the powerful AmiC' 

• 
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There re.JIv are <brens 0/ 

"""'"""'"' """""""" ..... n the t.story 0/ the Amiga, and many 
game ~ and po.bishers ~ 

r,M! their QJrrent status to thos r.ow 
unfashoonable and maligned platform. 

Commodore crashes 
It's difIioJ~ IQ ~ I'klen thong; re.JIv swted 
to go ~ Iof Corrrroodore. partly because 
iI beg.Jn ~ the Amoga ho'n day 
one. The fug ~ were marketed as 
business tools, and then, ~~ in 
Europe, as sunpIe games units rathef than 
computers, seIing them Wiry shc:rt 

The o:ornp.!iny Md itlwirys been I"M:Wed 
., the manulaclu'e 0/ PC done!;, wth wlY""t 
degrees 0/ success. lis idea 0/ =<o!J'og a 
'bundle' 0/ ~ ~ aOO 
software and ~ tt as a COI"I"pIete soMoon 
ill " km pnce did ~.,. weI_ or course, I'hr1 
it became apparent that this marketong 
suategy was lI"lCI'I:dib!y successful everyone 
else ,IOII1ed Ill. Commodore may h.M h,)d 

the ideas,. but was soon 0I.JIdassed ill ~ 
them. ()ye- the COI1"iI18 years. a b: 0/ tome 

and money WiI5 IffleSted IryI1g to recapture 
the share 0/ the PC dooe maRe! • !\ad CiI'lCe 

0M"'Ied. ~ed by a r.ow spraoWog and 
~ corporate structure and too Iittie 
attenliOlllQ ~ fTom regional offices. 

In North M1erica, other PC 
ma...n.x::turm were hiMng ~ success 1"1 

seIing the.-~ for home use. ¥od !he 
PC began 10 pock t4> pace on the game 
scene_ CcM •• , oodoIe did VIII1JaIy notIwlg 10 

impro>.oe !he Iow-end Arrvga too- sO; years, by 
.......d1 nme !he A500 was ur'lde< increasing 

pressure from second ~at01 consoles 
and the increasOngty ~ PC. 

If som. flCUlt1 . rt to bt belin", tht 
clin ic ASOD sold somewherl in tht 
recion of two million un its in the UK 



Th. A~i- lepl .. c,d the A~, only to bt! 
supttceded its,1f I f,. months I .. ttl 

~ weary of ~ decision5 1lI~ compi'<msing the! 
designs on the b.JSis of 0l$G. The A4OOO, the fLlgshIp of the NnIga 
r-., Nd to be ~ to fit IIltO a pc. case btQuse 

Commodore bos5e; wanted 10 get nd cl 50ITle cl the! acess stcd. 
SmiarIy, ~ were I'lOI abooed to include a ~ more 
~ SCSI interlace, but Nd to settle lot a much sbNer IDE 
type, aod the new OJStom chip design was haked prematUrely, 

Ieawlg the Arruga with extended graphics capab,Jibes, but I'o,thout 
the 16tMt'SOl.ll'O:i to go I'.ith them legendary hal~le enpleef ~ 

~ ~ then th.n the best of Amiga ell8I_''S __ in the 
pI5I: "'This kind of fnJ5tr.JIIOn IS !he ~ It ~ Ytt1en dot1g 'fOU' 
bel: 1StI~ BOOd enough. at least )'011 C«I S6Y you ~ brao.oett. 
Ytt1en you are told )'011 won~ be abved to deiYeI 'fOU' best. !he 
r&m are devastabng. both persor.aIy and in !he restAtrog desIgns.' 

"When doing your best isn't good enough, at least you can 
say you fOught bravelY. When you are told you won't be 
allowed to deliver your best. the results are aevastatlng. 
both personally and In the resulting designs" __ 

Peffiaps the fnaI bis effon behind 
Amtga tedmology was the laun.::h cl the 

CDTV. earl Sassenl.m, I'of\o was heavily 
involved in the projed, !ecaIs rt as I\avW1g 
beeo hI5 happiest tme at Commodore: 
"ItYing (GOOd] cheered us on (and pad for 
~, the hatdware was done in Japan 

by seYefaI ~ the software was done 

here rO"1 Ws Gatos. I'lOI at 'Ne$t Chester, 
Commodore's HQ] and the dleam was 10 

bl;41d the perfect oonsumef-Qliented Amtgll 

home computer 101 ur"odtf S3OO.' 
lklfortunately, Corrmodore's diluted 
~ about WIaI the COTV was aauatt 
builllO do 1i*I~ P'epate • lot success. 
(om. oxIooe bosses ntlaIy forbade 11 to 

eppear in ~ stores.. pmrnc:oIii1jj rt 
instead in Ii-fi outlets - v.+!ere it looked ike 
an ~'e CD pIayef instead 01 the w:J<Id's 
first true multimedia home computer. In 

many w~ ~ was ~ cl lIS time. although 
It certainly g<M the rest 01 !he ~ 

ordJStry ideas about \her nect macfWIes. 
FoIo.Wog ItIs failtn. the Amga plalfoon 

end the ~ wortung on • soon fell: 
!hey were being ur"odtf~ aod 

• 

By the \me the CD32 came out. although stiI i'I"iOn! adIIanced 
than ar¥hmg else on the mar'<.et. confidence in Commodore's abity 
to marW and suppoo1 the platfoom adequately was f~ fast 
Nnancial problems cornpounded. -'I"id due 10 the compicated 
COI ' 1eaicM is be\v.een the various ~ enIltieS aroo..n:I 
the globe. a domino effect 01 finanoaI ~ ~ the ~ 
10 f~ apan before !DO m¥I'I' people ~ knew v.tJat was P'iI on. 
COmmodore went IIltO ~ 0"1 May 1994. W one rnconIh 
later, on me 20, ~ MorIer firoatt sucant>ed to the Iudrley 
probIems....nod1 f0d beero troo..ting horn lot years. He died. aged 62. 

Looking ahead 
The orogor.aI COmmodore crash is sorneIhing the Arnigd never n.v 
IeCOItIed !mm IIr"rMg.l suppcorItI5 were hcoprog th.n ¥oO!her 0JrTll¥IY 
wooJd soon IlIke 0'0'eI" the ~ and patentS 10 the platform and SIM 

manufac!i.n1g agan~. Ccorrmo:Dre's fn"nces ~ 
tncky lot the io:pdator 10 iXlravel and there Wi!S a .,.eM cl limbo 
ahead lot the .Amoga untiIlir.atly itS asset5 were 50Id at auctIOn 0"1 

New yen. The oecipoerolS weren·t the management buyout team. Of 

the likes 01 Deil Of IBM I'of\o attended, but a moddleweIght German 
PC manufacturer bt; the n.JITIe 01 Escom 

Though there Wi!S rn.och !ae/ ...toen the corroparoy 
darned • woo.i:I support ¥Id o-kop the pIatfoon, 
IhG soon turned to frustr8tlOl1 as ~ Wi!S 

accc:rnpIished. NoN i'I"iOn! MId more 
deYeIope!s deoded 10 scale oo,.,.n 
their Amiga activity - d there wasn't 
goit1g 10 be any wppOIt for the 
Amiga any more, ~ was pretty nsI<y __ ro 

pn;ocb;ing games lot iI, ~ 
tKPf v.tth lengthy Ie.x! ~ 

Escom f"iled to do atiyIIw"og 
I'.ith the Amoga. ¥id made the 

• 

A computer with bounce 

AI. the CES wtlefe the Amiga Wll'l fim 
~ one ~ of ~a.e mode 
t¥t<ytoody $tOp .ono:! IlIke noti<:e. It 
_~ anyItoins tenibly ~ed 

by IOCY(s standafds - Wo facT.. it was 
lec:hnicaIy less demanding than nwoy 

of IOCY(s saeens.r.<ers - but in an aae 
of bIKk .. nd.....toitt Macs ,00 bIocky PC 
glaphics it stood out 

The 80ing demo was simply the 
~-white d>tquered sphe<e. v.+lich 
SpIn ..-ound .-I bounad .bout the 
Kfttf\ with $UitabIe ~ eH«tS 
MIen iI ~ all the iidtI of the 
d~. This demo was KtUlIIy writtfll 

11 the show itseK (IS WIS ,lot of the 
software), by RI Mic.lI and Dale l uck. 

The 'boOns' noise was a distorted 
SIImple 01 another Amiga employH. 
Bob P.ltUt ..... hitting • prase door 
with I foIm ~ b.t. 

The demo JIfU"ed 10 popular thIt 
the Amiga team used the Boing INIr as 
an unofficilllogo lot the Amigl, but klf 
leasons lost to time. Commodo<e 
dtm.OOed tk.JI they ~"8e it 10 the 
mily le<ogniwbloe, though dull 
multicolou.ed !id. In late!" yoe.rJ, with 

the f"HUrftdion 01 the Amiga by 

GIIeway, the Boing baI Ms finally 

become the officiII Amiga logo. 

........ " . 

• 



The Amlll pioneered CD 115" limes 
I nd multimedia formal Ihloul~h the 
Introduction of CDTV . nd dt'l' ( et like: 
t he A510 (above), .In ASOO CD .dd-on 

SItU.JIIOn somewhM: worse lYi ~ " I'IUIT'bef 01 the more 
~ ~ of the former CorrmodoIe stdff 11 ~ 
roles. kc:ncatj. ~ was ~ QMl OYtfCO o'ide!( ~ ., the PC 

~ opefW1B a series 01 Higtl Strftt reIaiI outlets anx.nI Europe, 
l...tllch led 10 its financial ruin , Y"' Ia!ef. 

The M1ig.I WrlS then wbjea to anothef period 01 limbo -MlR 
Escom was WOLod up. Dt!ays led to furIt!er defedIon5 on the pIrt 01 

111e InduStly not only needs home comr uters that you can play 
great games on, but one which wll allow young people 
to expertment wtth WIttIng their own, because that's 
where the games programmers oIthe future will come from 

developers. IYIII1 even 5Id~ like Team 17 and Sensible Softv,ra.re 

PIAWl& out 01 the A.rnlga ma.tet 
FNIy. r. 1997, PC g.¥t Gateway bough! the nW!ts. Asde from 

the rneIectu.J,I property 11 was KQUfY18. • W/IS also inIeJesfed .., the 

ArniB"'s ~ many because 01 the ~ and ~ 
response it go! from the ~ crllhe NTJaiI rnarb>t. So '-~ 
!vs PfQIT1ISed new hardv.tare ~ a rw:w OS, but the madwIe I{ is 
pj.,nntng ""';11101 be an Nniga.,~« COlJd stil be a <;I.ICCeS$. 

'The game5 industly needs hcmt computers.. of ccurse. 

Staodao:kssue CO!15OIe5 C¥n:JI be programmed, and SonV's yamze 
system 151'1~ a seIf~ ~ ....n.:n has repeIed matIy 

~ hcmt POCJgIi!ll'.'~ The JQISlJy not oriy needs I'O'ne 
COIT'pJIers tI'0I can be used to pIIy ~ pnes on. tu one 

I'ofw;h wiI .,."." ~ people 10 e>peImeI f WIIh \o\\'O"I1hef 
OOMI, bKAuse tlwfs ~ $(I many 01 the game 

progral'Tln'lel5 of the Mule should CDITlI' from. DeYeIopr1g 
for ~ 98 may be~. but tt rernans ~ 
I!lIperlSiYe proposIIIOn for many ~ d1idren and 
stJ.Jde!m. and the PC platform I!i be5eI: by Iepcy ISSUI!S. 

A new nw-~ from scrnd'I w:Ud be 
l.tVnatelv cheapef. lastef and more efIioert. Ma.,tle 
~s dre¥ns won~ be reaised. bu the 

oppornrilv IS ~ ~ for ¥1 ~ ccwnpany 
10 wc:ceed And then. in some W<f'(>. ~ the 

sptnI of the Amiga. ~nd ~ Millf!1', \oWl be reborn. 

, 

Tbe stunt" precursor to the ..,1100, 
the A,6OO WilS t"* fil'$t in .l Rri" of 
Commodo,,'s .In, inHrin, blund. rs 

Windows of opportunity: the Amiga applications that shaped the future 
Deluu P';nl The orisinel ~p art 

p.ICkage. You might be IbIe 10 creale 

Ireat WO!b oIlrt in Photoshop Ihe5e 

d.Iys., but !Of designi"tl bitmap Iraphics 

!Of use in limes, 0AJint (.IS iI bec.Ime 
knoIom) w.s the best. So good,. in 

Ikt, tI-..t oompanies -n .lS ~ 
conIin~ 10 use DAJint lor donignins 

lime sraphics IonS Ift~ it stopped 
developing Amiga games. Many 

game developers rate it IS ~ mosI 

iITIporunt piece 01 Amigl software. 

I.isfrtwwe ~ tWns and TV Kries 
h.IYe ~ NPNT8'. Ug/'ItwrM !Of 
theW ~-genefIlW effects, 

including 'Bab',1on 5', 'SeaQI;HI DSV' 

Ind 'Star T~ mC'. lhe softw.re 

" S4~ 

subsequenlly Ippeared on many 

other hiSh-end srapllic plalfonns, Ind 

mosI r«ently w.H used utensiYeIy on 
the film TQnic'. Othef notable 3D 

pad<.Ises -...fIich bepn 1ft on the 

....... ndude Ci'1emc140 and 
~. The Amigl iIwIf i'I ~I 

veiued .IS I movie-making: 1001 

bec.llISe its display can be easily 

synced 10 film speeds, I nd because 
it can geneflle standard PAI..Ind 

msc signals straight out 01 the bol. 

Minim This w.s III!fIIock. the fnI 
che.Ip genIod< whid'I aIawed anyOne 

10 0YefI.Iy oompute( B,apllics onto a 

live video stream. Suddenly you 
could title your own video productions. 

• 

-' 

An Amisa and ~ were the 
original ~op ..-MIeo setup. 

SoundTr.ldleo- The ~ PfOiI,am 
10 use the now-ubiquitous MOO 

foonIt. Soundrroder was the irsl 

music ~ 10 be ~ from 
I P">8,lIffItfIft's point 01 view. No 

aOlch& and q~ 10 '""'"Y about. 
just hex values and timing ~8"-fts. 

~ Virtual Reality tabs uea~ 

Iendsc.Ipe Iendering on the ........ 

Usin& lOpOSfaphic.ll daI.I, iI W.IS 

~ to 'VirtuiIIy visit' .ll"fl'Nhere. 
Mhu< C Clark" w.H 50 impres.std. he 
WfOIe a book about Ma", i"usu,!tw 

with VisIa gefle(atW images. 

Disbnt Suns Astronomy comes 10 

home oomputm. Lona: before Rtd 

Shift, AmiS' ownen wuld ~Iy_ 

ac.wrate ~ 01 the ~ 
above me;, own ~ and t.1~ 

animated trips tIwoush the solar sy5tem. 

Sc.Ila Desktop multimedia 

~ et its finest Even 1ftet' 
Sc.ala devtIoped I PC ~ it 
WitS still using Amig.lS kw i~Ued 

systems because ItW!y ""et'f' more 
reliable and Ysier 10 m.tint.1in (not 

10 menDon cheaper). When you tJ~ 

on ... HSS feny, 5lr( in .I hoI:eI Of visit 

a larae 'KOId thop. ~'s a good 
man« ItItfe it stift IKl Amiga behind 
the in·hou5e infonnllion system. 



Amiga: the 16bit hit factory , -
, From the late 'SOS to the earty '90s, the Amiga games scene was brtstIing with jjnno~ ... 

out of this creattve era. This is just a small selection of the Amlga titles that can claim to 

Oefe ..... ,ofv.. er- (1986, MirrorwIt/Cinemaware) 

AhI>ough lading on the gamepWy fron~ this glI'M was 
just '10 t-utiIuI to i0oi< at (and abo one 01 the witst 
comrTlft<ial lilies loo the format) that ~are sold 
almost .. many copie5 ;os there _ Amigas. 

OUnpon Maslfl (1987, FTl/Softw.", Heawn) The 

original icorHIriven, almost _!time RPG. In 1bCl, one 

01 the """'f first tnJe RPG games. Minions 01 miles 01 

dank comdo!s have been prorrammed in ifs waO:.e. 

i.ase< SqU6d (1968. Blade) Jul"n GoIop ~l\IIged 10 

sec the standards for tum-Nsed Slritletf 8~ will! !M 

dIort and countless w.riants foIIowN . .w. I.n~ ~ 
!M gtn'" with m. seminal UFO: fMmy UnA:noIm. 

I'op<IIou< (1989. EA/Bullfmg) The ~ that bmYght the 
~ 'god ga __ into t.e;ng. Probably the most original 

game conupI of the Na and one whi<h Peter MoIynew: 

~ 10< the .o.migl almost by KtidenC <_ E66). 

IIoIlman the M<Moe (1989, OcNn/Jon Ritman) 

Although no! maedibly original in term> 01 the glme 

elemem., Ocean p.orted wmpony with tradition and 

produced • film licensed ll"l'le ~ witS actually """'f 

Mable. Commodore then also tool< m. ,""'o<ofoo""", 
$le!' 01 induding ~ in In Amiga oond~ - probably me 

only ~ comput ... game 10 ..-~ sold this Wltf .. 

Xenon 11 (1969. ~ 1If'I>IMl;) 

The foIow-up to ifs hit of "'" pteYious Y"~ this 

WH the <l«initive slinky shoot 'em up from tt... Bitmap 

II<oIheB. The «><iWIop'. patented gr.ph~ ~ing 

te<hnique> went lu WO!!< like oeYI!f before, a<>d the 

Jfl.UIt wH IS glorious to look at as ~ w;1' to play. 

Kid< Off (1989, Anco) The fil'5l """ball ga ..... that 

was ocrually anything loo. playing I ..,,1 g ...... 01 

IooIban. n inopinod Sen5H>/e Soccer .• tin coosidered 

by ~to be the ultirmte computer footban 

lame (though not in the rKtf\! PlrtSWion ~). 

• 

"-' 

Lemminp (1990.~) n,;. ~baW 
<iM<ic <>I>Yiou.ty werII on 10 ""'jar <ttK.S-platlorm 

wcuss, and .1thougtI1'sygr"mis WM .I~ fill.lrlC:ialty 
wcuWuI with ~ ~ke Shadow 01 the _, tn .. 

game made the cornpony a ""'jar player. 

Fl Gt.nd Pri:o: (1991 . Miaoprnse) M a foIIow.up 10 

h .. dassic SlUm CO( Roar, GM!! a.mrnond producer! 

the fint FonTIuto OM title that could honos1!y be 

called. radnj car ,""ulaIOf, and not just a game. 

Rioilroad Tycoon (1991, Miaoprose) Although Sic! 

Meier didn~ a<tuaI!y code M garneo on the Ami:ga. 

both this MSet ""'''''gemeot classic and Mure 

Meier in~ation> like CiviIUo6on were most 

SUC<e55fu1 on the Ami:ga pl4tir)nTI. 

_ of Monkey Island (1991, US GoId/LucasM!i) 

Point ... n<k:Iid ~at ib best. Hou~oI 

eotertoinment delivefed in. wtkrilled Ind 
.musins style. l..uc.;>sArt$' frntst houo-. 

Dune (1992. Vlrgin/Westwood) westwood'. original 

rN1t;me S1riJItgy grOllndb ..... ke,.. _01 ye...-s befo<e 

PC ~ were thrilling 10 the remake in the form 

01 COfI1III<IIId& C~. 

The SettleR (199~, Kompon/Blut B'(1e) The S«tJers 

.. es>mlially • genre in its own right.. .00 81ut Byte 

"",<tied ~ on the Ami:ga. along with other 
groundbrtaking dMsi<:s such M History line 

Wonnl (1995, T ... m17) Although not M influential 

.. the other garneo here. this .. another tyvicaI Ami:g. 

wr;cess otor)'. The I'fOgrommer got h .. big brNk 

by entering ~ (e<$trlIiblty a·9O$ update 01 rOll.O) 

in a compttition run by ftJIure PublMing's Amigo 

fomtaf ""'garlnt, ond ended up helping TNm 17 in 

aeating one 01 the best...-llirlg g.".... 01 the ye .... 

were born 

, 
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Entertainment SO~y its 
very nature, constantly caught 
somewhere between pure fantasy 
and the real world: Edge considers 

• 'lj/1Wt~'~i • 
the ments and the mlsdemeanors 
of the true-to-life videogame 



There are two ways in which a game aspues to 'realistic' status: conten~ and 
appearance, A game may possess either, both. or neither. OamM of Time IS not a 

'r?"istlc",game on one level, in that rts environs are rooted in fant.lsy. By providing a 30 

M area, tIloYgh, and the means by which player; can move and gale fr~Iy, ItS 

''NO<kI1y' credem'als are assured. Its ant.thesis, perhaps, is Grand Theft Au!O. VISUa lly, 

DMA's op<.IS appe.lrs every bit the videogarne Its premise and cootent by contras~ can 

be regarded as ·rea l·. Its references to drugs. caswl killings and (admittedly, rathe< 

t.lm",) alluslOOs to '"". are M odds with its oki-school. top-down perwective 
Videogames ar", d\anging. So, too, is th'" manner In Much they a", developed. 

Designf:rs now toy WIth advanced physK:s, eminently believable anlmat"", and """n the 

con<:e?t of emotions. Although the 5pryos, Crash Bandicoots and Abes of the onduslry 
continue to oiler beguiling fantasy t.lles, the 'realistic' game is rrnturing. from hltMg a 

Me tal GeG' Solid (top) is pra ised 
for its stulth-b.esed adion, yd its 

Ittention to realism was championed 
by the original (above) 12 rnrsago 

welHe>::rured wall in Co/in McRo", Rally, 

10 embrwng authenl>c phys>cs in 
rre5fXl55et. and being tokl 10 'fuek off 

by a Kingpin cast member. the point 

wher'" garners Can live semH;onvinang 

lives vo::anously is no longer a pipe dream 
But this was not always the way ,., 

Back in the day .. " 
·An/ Alfoc.t on the Spectrum was grea~ " 

~ DMA:s OaYe lone" · It allowed 

players to tee! free. that they coold 

explore the oly as they ~ fn Another 
not.lble ",xample was Foirlight When 

you ki lled guards, you coold pock their 

helmets up, stack them and use that 
new plat/OflTl to jump on things, ~ you 

cooldn't get the he;ght, you coold move 

a t.lble. and then stad things 00 the 

t.lble. The sense of 'rm in a real WOtid, I 
can do anything" w~s impresw... Even in 

games today, rt's hard 10 do that - the 
pIlys>cs just arffi't the",· 

Pole Position's " rUlde take 
on Fl wowed coin-holdin, 

r, l.Jrer'S - much ,lS F'GP2 
"I"" wooed PC ,,,me rs 

~ softwa", indust,ys programming pioneers were, with hindsigh~ a remarkably 

innocent bre-ed , If,S notable that the rT\O'5t ceo.brated BBFC certification of a SP"'CIrum 

game was the grapl'lic 'te..!' ~ntur"' , Fronkensrem, Astooishinlfy, rt was submitted at 

its developer's reportedly 'hopeM discret"", and, as the tall! soes. it actrvely 
campaigned for a IS-<eltificale. At this poinl in their evokJtoon. games cooldn't hope 

to look realistic. Somil.Jrty, the ~mple design of the average Bbot 8affil! invariably 

coo!dn't support a convoluted. invo/ving.ltl{Nie-like plot Even the crafting of a simple 

hous.o: location pre<>enled earty codeshops with innume<able complications. ~ M artist 

drew a d\a .. , the logica l progression was that a t.lbie was required to ilCOOmpany it 
Tha~ in tum, meant 'sketchIng a $Ink for the lutchen and a toilet to< the bathroom. 

Such memory·intffiSlVe deta il was prohibruv...lv diffir:uh to incOfPO'ate into any!.W"'ll 

blueprint Thus, the shoot 'em up prospered; the outlandish 'P'fIe IIoorished t....cau,"" 

the human fOflTl was dillicuh 10 recreate; the ~mfflt.lry 20 platfOflTl game t....came 
a St.lple of any given relea,"" list But there were occasional Sllrpo1$1ng exceptions 

Bc Jangeborg's Fo'rlight WaS a game with a fant.lsy bnet Qyymg mD<e than a 

pa5$1ng nod to Ulto~te's Knight Lore. ie isometric graphics ~ ooce coosider...d best 

of bre-ed. Its ",al innovation. though. was the intrOOuction of physical attributes for room 

furnrtur"', Ba rrels. taMes and other soch objects were given 'values' that defined their 

weIght and their inertoa. 'fh<o. abiLly 10 inlefad with surroundings, albeit 00 a SImple 

level, was a crucial dev~t;!he fad that sudo OOte<;ls were 'rea r, doobly so. 

Take a glance M rT\O'5t recent adve1\u"" games. and it's surprising to <>ote the 

absence of this feature. There are a number of ""'PlanatlOns. Choel among these is the 

simple fact that by removing the boundaroes that prevffit a pIa~r from pushing a chai\ 
table 0< cupboard, a desogner introduces a variety of complications, Consid..,o- this simple 

example. Should a map ...d itor wish to add a settee to a Irving room. they h<lVe 
to ffisure that an object can't be ~r>OelM"ed into a position wt-e it 

FAIRLlGHr'S REAL INNOVATION WAS THE INTRODUCTION OF 
PHYSICAL ATTRIBUTES FOR ROOM FURNITURE. THE ABILITY TO 

INTERACT WITH SURROUNDINGS WAS A CRUCIAL DEVELOPMENT 

". ... CII .. .....-U g rm 
o<¥:~ _ ... ,ou~(U_ ... • m 

tIXnI -""ZQ1" _ ... IIMI~ 
nwIB~1IOINs1O~ 

the~,~ oon"tllt/all .. 

• 
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bIocl:s an entrance or exit This sets limitations 00 
the layout of that IocatlOO. The",'s also the 

~mple fact that. by gMng pIa~rs yet another 
variable to consider. programmers can OV<lr" 

complicate a proje<:t. As teams strive to 

c",ate games of """" lahng complelCity. 

there's an """'r"p<"""nt danger thM the 
'game' coold be lost ben",ath the weight 

'- -TIIt ........... CII ...... 1*d!: 
tIIIr ~ r:.dI: __ -." r:.dI: 

~. NaM. AI the*"'- ....... 
• rrUIItudII d..,., __ utWtt 

COJl\Ih:ed. NOt IIIIt the'Id IdmIt It now. 



With an invisible alien only 
sensed by sound, Enemy 

ZtUO WI5 an interesting 
concept - but not. itlllust be 
said, • g.eat game, An aural 

lIIasterpiece, nonetheless 

of p~bfling leatures. AA 8bot game, 
though, could isolate one key reali~tic 
attrib\Jte and use ~ as its roiwn d'err~, 

With lim ~ed prOCfflng l"'W"'.t 

1I1eir disposal, early developer<; - often 

one programmer, one alllst - could be 
ootstmdingly ,nventrve ,n their labours. 

MercetWry (1986), for e>.dmp1e, saw 
Paul Woakes create a sp.lrsely Ium,I-hed, 

yet - for the time - astoru~ngly 

detailed city. Its wrreframe world appears 

embarrassJngly ba~ when set aga,nst 

modem--day fir.;tpe=n trtIes, vet fe-.r 
(unenl ~oolempora~ can rrva l its 

frffiorm, norHi~ar remol Most 

codeshops ~ouldn't afford to unde<taloe 

its like today. They would be e>peded 

to add flesh to its!>imp1e wrrelrame 

viw.JIs. a ~b1e populace to inhab,t ,ts 

exponen~l ty inaeased number of 
bu ilding:;, alld cut,sc~ to accentuate 

the progression of its pk>t Even then, 

after the enormous development 

costs such a project wou ld entail, 

reta il obscurity coold be the lamenta~, 
~OStIY conclusion - as Gremlin', 

excellen~ but relatrvety ufl50Ccessful 

Hardwar &..rnon.trates. 

Una ble to replicate rea l-life sights 

to any sign ificant degree, many 
dev-elopers of the 8- and 16bit age 

opted for outland ish or ",rreal design~ 

It's no coinodence that many games 

m ... • ..................... 
... )'11: .... _ .... _ 

,..,. juIt IbouI ~ IUCh _ '" 

.... of IrMIIwmInt lis 1IIOI1Od."I" 

The evcHUtlon of sound in Videogames remains several paces 
behmd tile advances in grap/lics tectH1ologV The necessary 
hardware, of course. is ava,la ble - espeoalty torthe PC. where 3D 
sound cares are rIl;!W very affordable. umemably, the woll and 
effort on the part of a given developer often is not 

Early games used sound effects to accompany lallCl inform of) 

a play 'evem' Finng inSpace~, jumpHlg inJer ser ~Ilyor 
uSIng the 1I1rust contr~ illJe1P1JC eliOted an aWO(l(late ooise. This 
'one act>Oll, one soullCl effect' Standard is, astoolslllngty, Slill used 
111 the rll<lJOrtly Of modern games Real life has an Immeasurably 
larger aoroum of aural detail, 0rIIy rIl;!W, though, are renain 
developers attempting to repHcale lhal. 

you know when somethmg's far aWI1-{ We 've (lOne the same wi1l1 
soullCl. " you see a til<l< that's maybe a hun(lred metres away from 
you, n' lI jllSl be generating one sound - the eng.ne drone, AS it gets 
doser, rt starts to overtav !hat with the ooi se of the 'ndll/ldual 
wheels squeaking as they turn aroollCl AS ,t getS ClOse< Stili, you 
can near the sound of the tracks CllJIldling 00 the gravel 

'This land of detail mear.s !hat the sound engineer has to do 

as moch wart as an arust. They tlave to i0oi< at every diUerent 
sJtllation for eacll vehicle - like the gun rotanng or the gun fi"ng. 
and then ooild mu lti ple levels of detail and r;}(liate those sounds 
cased on the 3D world. YOU have to gIve as muc/l conSlderatlOO 

"In Wild MetalCootllfy, ~'ve effeaivety 'rendered' sound: 
says DMA'S Dave lones "Every sUlgle eIeme-nt 111 the game tlas ilS 
own sound ~ttoched, In 3D graphtcs. you have levels of detail. to let 

to audIO as you (lo to art ~'s still a cooststertty disregarOOd as.pect 
of games. PecIpk! tend to say We've firushe<l the game - let's (lo 

some sound: But rt has to be (lOne from the start <tnCl rt shOuld 
be consideretl eqllalty impOrtant as \'OUr art resou rces." 

th rooghout h,story have opted lor d fantasy bne{ tl's often '-;"sier to create game rules 
and features, rather than copy or interpret aspects of real life. Those that did try 10 

offer a ta~e on real ism, however, were just as happy to 'dleat' for ef'ect as the current 

breed of 3D 8d~ One la rgety forgotten - but, .1 the time, uttefly capt"aMg­

eMmple is Dunelrs Turbo E~t Very much a precursor to Grond Their Auto, it gave 

players comrol of a car in a city. Olarged wrth the duty of stopping target cars, \'OU 
negollate<l ,ts vanoo~ ~tr~s and back alleys by moving a vehicle viewed in a 

thirdpe<SOll pe~, Turn,ng a corner invollied the game camera 'switch,ng' 

to that drrectK>r1 - be ~ eas~ south, west or north. This was a stmple solullon to an 

otherv.;se insurmountable problem Additlona lty, and very much like GTA. civilian traffic 

effect'-e'y 'd isappea'ed' once ,t was oot of view 

New sophistication 
"'The first s,mula!lOn that realty caught 

my '¥! WdS Revs on the 8BC Micro: 
says Co/in MeRae pfOdocer Cuy Wilday. 
'For me, the sophi"'c<ltion and detail of 

the mechanic; were way ahead of thoo:" 

b"", - it W'" the first gam~ wrth a dutch 
pedal, I !hml k was also the f,rst game 

in whoch you realty fe1t like you were 
dnw1g a stn~ater ,ace ca, roond a 
circu,t The natural progression Irom th is 

MANY DEVELOPERS OF THE 8- AND 16BIT AGE OPTED FOR OUTLANDISH 
OR SURREAL DESIGNS, IT'S OFTEN EASIER TO CREATE GAME RULES 

AND FEATURES, RATHER THAN COPY OR INTERPRET ASPECTS OF REAL LIFE 

The gr~ater procesSO( speeds of 16brt tecMology allowed programmers 

and arllStS to e.xpenment wrth the firstper.;On pers.pective. The 
scaled sptite came of age in Sega's OvtRtm COIIHlP; 

moUort capture was championed by the likes of Deiph,ne's 

Flashback and Midw"Y's MoffiJ/ Kombo!; thoo: prospect 

of a living "',;rtllar city Iu~ ,.,ahsed by US GoId's 

ambrtKl<JS, yet flawed, L~ of \0\1/0(. But 

games were still fa, from convincing in appearance. 

"'Mlen Virtoo fighter first came oot rt blew 
my m,nd: enthuses Coofoond ing Factor 

ro-foonder fob., C.rd. "The first time I saw 
the or ig i~ 1 Micro501r Flighr Simulator, f 

wa~ quite impre'ised with tha~ too, Of 
coorse, we didn't know how panlS ,t 

realty Iooke<l, but people were poJmng 
in their fiight hours wrth it" 

• 
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F-22 Ai, DomillGfICe Fighter . nd CoIin McRft R"'".re titles from different 
ctnf6 whidl_ the Iion'l wre (If their sua;ess to their rulistic: retIIitI: 

was Fonnula I Grrmd PrIX on the Alii'; ST. The mechanon were)USt.tS detll~. bIlt 
roow there were \fads ~t you cou~ recognISe. I ~ raong the ~nt \fad 
tIeIOft watchinS the Grand Pnx on TV 5Q thall would kncJw what m look out foe. And. 
01 COOIW. Jacques ~ us.ed Grond ~ 2 m I.1mIIo.Jnse twnseII \MIh circuits 
he h.1dn·t laad ckJnng his first season 01 rormuI.J I." 

It's a contenllOuS JXl'n~ but it's arguable the! !he !WO genres dial CQnSIStem!y push 
the app.J rent boondllnes of ",,~ilable her""""e are. by n.:rtufe. the ~~t to a~ft ,n a 
'rtlll~tlC' manner ~te the ocuSIOf>IIl'wtabOn wrth a bi<dseye _. the raang same 
oH~ a br~1ld 01 authenuc.y thaI ~ en<\ea .... rt m ~ the most c.lSUIIl of 

would imas,nt. 'Fire and fo<set' was J\OI cooned ~s a twee marJ.eting line by 

mllJwons-produons conglomerates and the media. It's I term genuinely incIiatM! 

01 the nature 01 onoOern aenal w.tofare. COmpound thaI ",,11'1 the fad that eYe!! the 
mudHauderl DlO sunulat0r5 reqo.we stnct ~ence m ~ wrIbn COIlYOIuted. 
~ike manu.!$, and the ¥t som seems like ~ ~ more work. 

The dd.parrty ~ tI>HoI! IWO IIlO$I _able of senres IS po!fhaps rooted on 
their lespectM! evolutionary peoods. 'M1ereas dlMns games - and the.! lTlO<e 
"'l"IO'IallYe felItll'e5 - hoJVe been test..:i1"lVell in the cuHhroat Made ondustr,; the ftisht 

sun ~ long been !he 5CIIe preserve of the home o:mplJter- user. 
"wmeplay IS the key." ofIen Guy WIday. "If Coi1 AfCRae RoIy w.ss toI.t,- JHIistoc. 

the only perwn...tlo could ~. would be Coin! We make games th.n allow people m 

'''''''8''''' whIot rt would he ~ke m ltee. £250.000 (.,Jr a,ound the world ~\ high~. k 

IS ,mportant!hllt the ,ea l"", of the game IS bIltanced ""m how fun ~ ism play. COIin 
Ms spent all hIS life ~minS how m be the best lally dnver on the world . k would be 

Ill11easooab11i! m DpeCt a gamer m do the same." The WCIft< 01 Se:ga, Nam<:o. to:otwomo et 

01 Ms ~essed thaI!oK( upon aI v.ooId-be eocponenlS of !he r.tang game. The fI9II 
sun. IhoIIgh. hots almost evo:Wed rI1 ISOlation. pre.Khina m I corwer-ted audienc:e. 

It's ~",. that very reHOIIlNU OlD is wnent!y ~ into what Cln only 
he de.aibed lIS more 'mainstream' products. "The bneI 10< loIotltgosm WdS cornpIe-.' 

~ DID managing director Ma rtin Ktnwrl,hl "We wanted to make rt m like a 

st1l1e-<li.the-¥\ som. but m make rt M ae FIx""''''''. 'MIll Vob"ggsm. we deliberateiy 

-.led ~ ~ oJnd IYIOt'OCS, 

"IF COLlN Mr WAS TOTALLY REALISTIC, THE 0 
IT WOULD BE COLlN! IT IS IMPORTANT THAT THE REALISM 

bKau5oI! we didn't want m ge1 people 
bogged clown on anakelenb\le stuff -

we warned people m be onmntly 
addicted to it. yet blown 1Nt6y by the OF THE GAME IS 

prno= t~ ~",. the ~'S onaedoble mawnarkel ~...m: lie. 
on ~rt wrth Namc:o'S ~ RIdge ~ ~ and the mall'f 
polished, ike-monded trtIes that ~. 

The flight $Om. COI"M!r5eIy. IS a.-.che senre efledivety cnppIed by lIS 

IflC/easing realism. The likes of MlOO5OIt's Flighr SHnulalO< and ,ts blne< riva l. 
the Eidos-pyblishe<l RtghII.lnJrmiled. boas! scenery dig'tlSed from real-worid 

tandscapes. As game, they INke ¥aY good smuIollOf"S.. In ter-ms of pod-op­

and-play~. they're far rerno.e;IlYOm theW car~ ~ /,I;6t.Jry­

onented ahematrYes .~ rI1 general equaIy ~ for aI but the most 
hardco<e of PC 0<MItr5 Of plane emho.-sts. l"he f\!MOIl1 Modem alf-to-a" 
engagements ~re a far Cl'/ from the RAf-YS-luflwaHe dogfighlS that most players 

JUT"'" -~"fnC,..~_.~ 

du*Y3D~-._r:rw~" 

~~ Ino«..! I/rrrrcn 
r.-tt III*OdeS oIlhe ~ It _ '*"" 
bulltewUd I ,... .... oI't1eqthn'. 

• 

look and feel of the graphics.." 

There'S an rony IfIherem rI1 the ~ and !light som ~ respecM dftction in 

the late '90s. The rotang tnle 15 ~ Ltst discardi"lg the IrrYoIous ~ of its forebHr5, 

and embi-aong an lI'ICle.>osed, yet carefully botlllroced degree of extra~. Its 

a,rborne peers,~. a", Iolo""''"g OlD's lead and m set m $Omplify their tOtuent 

,n OI~r to appeal to a woder-. more ma,nstre.>om audience. "Even though Ytbrgosm 
may appear fa,rIy stratghtforward,' confide!. K.enwrigtrt. ~ots ~ is more ~ 
than some of 0Uf somuI.!!0r5. 8<Jt It's aI irMstie m the~. There's reaIv complicated 

route-findin& and terram IoIoMng. ~ke 'fnj the best, safest route: He. There ~ IS a 
lot of I'wisibIe AI ~th." 

The message from the !WO most rtlIlistic: of same styles appears to be that a happy 

~;lIm is best. By striking ~ bIltana with real--world wthenticrty and the obvious need 

m of/ef I gen .. nety enJOYfbIe experience. the ~ goets the best of both 
worlds. '"l"he most I'I"lpOttant part of a ,otang game IS the mechanics 01 

!he a.: say$ 'MIdfy. "If you aash, l,ay car rill<> a tree I1 l20mph 
and rt doesn't ~.ss you'd exper-;f. j'OII immec:Ii.Jt~ lose 

that sense of rtlIlism. In Co.WJ McRoe ~ was just lIS 
important that \'011 could make a mistake and reoovef 

IYOm rt .ss you could suffer- hom it" 

unnatural balance 
Per-ha", !he most ~ oJsped 0I1f""J 

OebIlte on the rtlIlistic content of games IS 
that the most 51lien~ commonplbCe 'real 

life' evem should never be recre.ated on 

vid!opme form. Its name? Boredom. 

M.Jny would argue that ~ 

·M re 
"".,.. .............. PC CItIId .. 

1 ....... . . ~ ........ 1IId 

"" .......... oI""modIm 

fIrIIpInan iliooi: '''''''''' Md ~ 
mrnersM to boCIt - 11\ ImJnIIIW rtIurM . 



dtssatisfaction at any given time any 
'enjoyable' PUl'5oUlt Io5e5 itsloignlflCance 

(' From a philosophical StiHldpomt Edge 
~ 1>0 te.JWrl to disagree. But gamt'5 

need never p<ovide this bal,lnce, 

bec<lU5e real life - an unenjoyable 

<;.;Iree<, too mudltime commuting. a 

lack of mon"Y, and SO forth - IS already 

Kka lty sor.ed to align ing your 

~tions, And, Wlth few ex.reptoons, 
II fulfils said task Wlth aplomb, 

Enterta inment software, then, Mlould 

do just as its name suggests. 
"They'll never get too realtslic. as th.lt 

would stO!' them bemg gamesr ""daims 
Si",,,e 0ea1looS' MD Martin Chudley. 

"Yoo'U ~er get to th.: pomt where you 

won 't want to damage your car bec<luse 

11'11 take w. weeks and E 15,000 to rep.lu, 

Of physicalty assau~ enemies because 

)'00 <;.;In get arrested 101 it. or 5hoot the 

aliens in ca5e they obIite<ate your planet 

Ifs the rerTlOllal 0 1 re.Jl~ile constraints 

that makes a game a 'game', rather th.ln 

• rea lis1K; - and ther"IOfe r.ther 

unexciting - simutatton of r"allae." 

I nst~ad, developers are 
c:oocentrabng on 'inadentar touches 

and fe.Jtures; the minutiae th.lt, iIS a 
collective whole, im rne<ses the player in 

a wealth 01 worIdty effects "Thafs the 

w~ wftware is !!O'ng.· says Marti n 
Kenwright, 1I's all about 'never the same 

mlng twice', It's Chaos Theory on your 

PC' Games are slowty but surety 

becoming notably lTlO(e wbtle creations. 

As the add ition of aestheti<: and physica l 

niceties - th.lt is, linle deta ils largely 

divorced Irom the game 'prope( ­

become the rule rather than the 

exception. will we see the introduction of 

~ts th.lt may ooty occur, say, once 
during a title's lifespan? Ifs an Intriguing 

p<ospect. Toby Gard, however, feels 

developers should restst the temptation 
to loimflly fiU games with eye--<ilndy 01 a 

pu rety llisual nature. -Un~ incidental 

touches h;!ve a PUfj>OSe in the game. 

details like that . re. waste of time to. 
targe extent,· he opines. "But, at the 

same time, attention to detail ts 

fundamentalty important, because you 
<;.;In't do something sloppity. That's the 

' .... "JMDUI -IIIWIlId br _1nCI., W1ft1Inctt front­

Ind. tAiI8rIds aI!/IJou' _ rtOt""""''' 
embIIIous..,. It 1IIrrUItecI., entire town. 

wIth' houses. shops, dIqeons II"Id - most 

~ - iotdlpetldettl movtrw people. 

difference between a good and bad 

gamt'5 de5<gne<. You Im<e to m.Jke :;JJre 

th.ll all these elemen15 you' re putting 

logether actualty ~ve some kind 01 

purpose wrthin the game. It'~ gol to be 

more than just a p<etty poe<:e of window 

dressing. It should be able to tell you 
somethmg, g .... ., you InfOllMbOI\ or 

dues, or vvhatffle! - ~ should be tller" 
101 a reason,· 

Naturalty, the shift from tigtllty 

locused projec15 00 8bit machine5 to 

the huge undertaking th.lt ts creating 

a modem game hits seen the 

development fratemlty adapt almost 

beyond recognrtion. 'W<!'ve seen rt In 

the past ten ""ars.., as\ronormcal 

change: says Dave >ones. "And, over 

the ne.t ten ""ars, I think we'lI see 
another astronomical change. We·.e 

been seemg stuff th.lt Sega are doing 
HoH-Life may be ma re 'X-Files' than real-world, but its na rrative overtones 
a nd strate~ic action e leme nt provide a n incredibly convincing atmasptte re 

Wlth the" new game. 5henmr.;e. And il 

Iooh like VirtuG Figll l'" 5et In • city, with .11 the cha racters and scent'5 and 50 lorth. But 

when you see th.l~)'OO appreaate th" 10 create. oty and lill it with character.; is a 

huge undertaking - and th.lt's Wlthoot the actual won on the game Once you've got 

the aty, thoogll, rt gr.teS you so much scope, Once you've got)'OOr buildings, people, 

vehicles and AI, you can "t bad and mink 'Rlght I'd1at would boo: fun?' I thonk "",'11 
!-ee - and need - bigger support teams helping to maintain these worIds~ 

New resources 
Martin Ken'Might,loim ilarty, recognises the resource--hungry nature of the 'realistic" 

game. 'With simukl1ion ... • he says, "more and lTlO(e of the world is becoming dig;osed, 

You <;.;In 'buy in' huge tracts of the planet as d..tabilses. Then you can go to a company 

the Quake // source code and tweaking It 

to wit thei r needs, its creators a~ 

themselves of the mass"'e responsibility 
creabng a prO!'rietary engine entails. The 
Ome thi~ afforded V.llle was, wi5ely, 

spent creaong Half-Ufe'~ incred ible 

atmosphere. Toby Gard diSl:usses the 

ments of Half·Life in referffiCe to hts 

war.:. on lorthcomtng Golleon: ' t's still 
very much like Quake: he relates, · in 

th.lt you run round the comer Into Ihe 

'ATTENTION TO DETAIL IS THE DIFFERENCE BETWEEN A GOOD AND BAD 
GAMES DESIGNER. IT'S GOT TO BE MORE THAN JUST A PRETTY PIECE OF 

WINDOW DRESSING. IT SHOULD BE THERE FOR A REASON" MAATlIH£NWRIGIfT, DID 

th.lt specialises in making ~D models - basic.J lty, the fumiture to poputate 

the world, like houses, churdles, rOil'ds. So realty, people need to 

ask; do we do . 11 th.lt ourselvt'5, or do we buy it in. and Iree 

our->elves up to create a wonderful atmosphere, to do 
th ings th.lt are unique. So, you can get the colours right, 

get the r.in, get the liglltning. get the Wlnd gomg, So 

you buy aU 01 mts in, off the sheH, and then put 

your magi<: tou-ch to it." 

Peffia~ me mosl SlXcessful llindication 

of thIS concept - that is, 10 look elsewhere 

fOf rl'SOOrces, thus /tying against the long­

stand ing trad~ion of IIlsutar, aggresSM-ly 

remote rodeshops or designers - ts 
Vallle's m.Jgn ificenl Half-Life. By ilCqULling 

• 
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m!l!'~ themes 

A d,:;CUSSlOn on the jncreasi~g numtJer 
of software U!les 'M\h 'ooult CQIlIenI' 

is soch a tlrrod subje<:~ it warrants a 
feature of its own in a future issue of 
Edge. It wookl be WfOl1g.~. 

to leave thiS faSC i!l(lung 10I)i(; 

une.wea In an arricle on realism 
in games-especiau,. when the 

O!Jinioos of Industry ffgures poIlOO 
makes fCM" interesting reading. 

"I thirlk there isa moral fssve: s.ays 
Co%IJnc:ling Factor's Toby Gard "H's 
\IefY hard to find a way aroooo n. If yoo 
want to do action adventure, arl(l yoo 
wam it 10 be re<!'istiC. you MVI'! 10 have 

confrolltauons of some ', rl(!. MOSt 
~ prefer a game WIth a grounding 
in rea lity. AIld it's fine as Ioogas It is for 

an adult alKlience. But I think some 01 
the ratir1gS 5!uff ... we nee<I 10 be 

entorcmg it more S\fongtv Iron.:alty, 
TOOlb Raider wasn't meant to be at all 
8OfY, as there weren't reallV any people 

in ~. So we had animalsl lLaughslThal 

was a mistake ~·s prot>atliy lUSt as 00d 
The fact that II'IC5I of them were 
endangered actual" made it a brt sid<:er, 
in a way. We're trying to move away 
from fl<Mng people (lie On GiJIIoon-" 

Martin c hUilley of Bllarre 

Creations, beIJel/es tIm software win 
ooe Gay be regulated in a manrler 
simila r to visual med.a, "Games. as tI>l"V 
become more realistic, wil1 1all mo<e anr:l 
mo<e under the same moral guidelines 
of the fi lm inr:lustry. CenSOf as.sessment 
and certillcauon wi ll t>ecome 
compufSOry for alllltleS, not JUSt a 
I<lIUrlWY cooe. HOweIter, jlJS\ as fi lm 
directors liKe quentin Tarantioo show 

horrific anr:l gruesome scenes, there will 
be games which 00 get made lor the 

I(jngpin is a moral olll:rale waitinl 
to liappen. Sliould tile fact that ifs 
aimed at adults alter Ihat 'Ict? 

segrTlf;fl\ Oltl'ie audoence tt\at oemands 
Itiem, Resident M 1 anyone?· 

oave Jones, chOe! prota!!Ofllst at 
ofl-beat OMA Design, ~ mo<e tllan 
aware of II(7W 'aout\' scenes W1t11.n 
software can exote bslless ha(is and 
their rent-a-{jtJOle 'sources' He does/l'l 

apprO'\le, however, of those who 

introduce mature or nSQli! themeS !co" 
publicity ak:lne,·H yoo',-e dO<ng 
somethmg prOPefly, as a game, and !tie 
eng.ne betund ~ is fine, rt's okay: he 
argues. ·SlIt 11 you're dO<ng something 

!co" the helt of it.lhen ifS wrong. ~ 
does/l'\ come ao-oss property, euner 
PeO(>Ie see straight aw.¥y that n's a 
blanlllt attempt to create trrPe. because 
there's no game there 

"W\th GTA, a 101 of \tie stuff people 

were ~ atlout was jusl lOOl(IU(S 
they'd heard, When tIley ao-ually got 10 
see the game, tIley were actually QUIte 

disaPPOinted, tt was just a game .11 the 

end of the day ~ n W<lS/l't grapl1tC in atrI 
w~~djlJ$t~d~a"~ 

nast'; stuff and they'd got n fu<ecl ln their 

m.nd that it would be liKe a video. or 
something. Ano when they saw it. It 
was notl1mg hKe they'd irTl<lgmed" 

-.... -Id.... ..._ .... tu:fI ­

IbWIII's '161* /SS "'*-_'" betW to 
... - tu: a 'gIenI: .. of ~1I .. (ic«Ylt 

IJOP(IItIDns for .... ..:I pI _1taIIor1ll 

values h foI:ItI*I stns. And It $tll1oob pxI . 

• 
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You don't have to pad!. your pme full of 
' l1!ilr features to make it. appear realistic - as 
Ocarino of rnne and Tomb Raider I11 testify 

next sc.Jry monster who kills you, but if s all done in sud'l an interesting way - ~ke the 

integration of the story inside the game. I was just playing it now; actually. ~s amazing. 

Yoo knoY<, those are the kind of things we're trying to pv! in Galleon. Bul they gol there 

one year anead of '" . llaugh~J ' 

Martin CI1udiey doesn't think thilt the Increased ~t peOOd~ seemingly 

indogenous to the 'realIStic' ga~ will necessarily ~ to the death of the 5mall 

codt!-shop. 'tis poss.ibli! to do a reatisbC ga~ W1th! reasonably sized team. ' ~ 

believes. "Some COIIlpanle5 seem to thll .... throwing more and more people at a project 

"SOME COMPANIES SEEM TO THINK THROWING MORE 
AND MORE PEOPLE AT A PROJECT Wil l INCREASE 
THE REALISM AND MAKE IT A GREAT GAME, AND 

, I" IT S JUST NOT THE CASE, MAATlNCHIJIlUY, BIlAARE CRUo.IIONS 

will increas.e the ~alMl and maluo. ~ a ljJut galTll!, and it's just not the CllSI'! ! For 

e..a~, ForIrnJ/o I was wnnen from scratch by ten people, with ooly loor luli·tilTll! 
artist5 modeIbng the 18 circuits although oor guys all worked extremely hard to do itr 

Feeling real 
Of wurse, a galTll!'S appeilran<;e ha~ an incredible bea ring on how a pLayer wiI interp<et 

It , have 00 doobt thilt the realism of the tracks had a big effect 00 the 

populanty of CoIi!I McRae Rally, ' states Wilday. "V-H!. had 

commenl5 from people from all of the wuntries in the 

galTll! commenting on how realistic they wefe. Its all 

part of the ellperien<;e that the ~ needs to be 

part of n's important to have a CIIr that hand les 

greal on mud, but you need a cooWooking 

mud track and effect5to ma ke the whole 

thing ~a'ly involving.' 
Simply being anractive, 0( in three 

- -- -
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<imensoons, doesn~ ~riIy make a 

galT"le reali5bc. Oe5ogners ~ need 

10 ~ real-lde details, and sompIify 
j' _ ...... _ .... --­

'WeR, tefUlon/y our company ITIISSIOI\ 01 

rT'65IOf1 Sl.!ltemenI, d _ t>ad one. would 

be 10 create really good ~ton.· says 
MartlI'I Kenwnght. Wlthou!. IrKe of 
-OIly. "And !he ooly way 'fOIJ can make a 
really good ~ IS to do one btsed 
00 reality It's the fourId.ltoon of any 

simu~tlOll. We need to create an 
imlT"lelSM! atmosphere of 'being thefe'. 

Yoo have to >'IJI rea listIC, amazrng telTa ln 

in thefe, amazing weolltleNICCu'ate 
colours, Un~s yoo're doing somethIng 

like 'Yellow Submarrne', br~ green w,­
and blue hills. 'fOIJ have 10 bas.e rt all 

upon reality, so people can atsooat! 

wrth rt. ~ reeds 10 be pINsibIe." 

Looks pUll! videogalM, plays like I Bluploitltion wipt. There's I metaphor inher.m in Grand Theft Auto's duality 
~eft), bvt Trespasser (centre) tries 10 be too 1I!1~.nd flils. PerhlpS GGlfeon (riJhtl pts it righl with ib 'stylised' IooIi 

Lara Croft. the poster child of the 
32brt generatoon, was JUSI INt when 
10mb ROIdet WM ongrnaly relea5ed. 
"lira's anrm/IlJOn WIS meam 10 be 
pretty rNIisIlC.· says Toby GIrd. , 

was ~, because some people 11. 

the bme sad that they !hough! ~ was 
mobOn captur@!!. Nrt'sglanngmatl 

poea! crlalWTllbOn IS one tIwls 01 

w~~ j U~l that ~ had a rNIIy good In lmatJon system. and !hat was I'oNt drew people in 

ro a large e>ttent Oh, and [wt"spers)1he chafilCter wa~ qUite good itS wel l )Laughs!" 
Try to imagine Tomb f?oider with Lara's an imation frames cut toy two-th.rds. Woold it 

be itS popular? n's an inrere:;bng disc~\.ion point For the sake of argument. ~'~ say 

that !he EKios GHh-<:ow is far Ies~ enjoyable wrth Its prOlagontSl n'IOWlg ll ke I normaf 

wleogilrTle d'rar.!ctef. 'Mlat does INt tell you1lhat e<cepbOl'lally smooth Inrmatron 
.tdds .n unprecedented degr~ 01 realism, but Ihe ondustry Ms yellO calch on 10 the 
facO Or that. reiaUvely simplf.' conce?l - on thIS ase, dedocatlng ~'8'!' "nounts of 
memory and processor time 10 a centlal d\a(.!ctef - can add a sense of r~ that 

pr~ wouIdn'l be considered 10 be pan oIa pme1Th1! probIem,~, IS that 

'relatrvely IoiIr9ie ccrr>ce;II' and ~ deIgnerS often appear rootuaIIy ecduwe.. 

The art of imitating life 
"Real kj@,ISNsalyaaessble- it's ~ too- 'fOIJ to Cf!fl'I.' says 0'rudIey. "SuI ~ 

the al1l5tS have to be WIIed enougtr to .... pture Ihe reallftl 01 , pl«e M well M lUSt 

the geometry. I would say that getting. aty that actuaIIr ff!.tIs nghI '$ ~ and can 
rully make Ihe ganre spea"t.. 

" IF IT'S GLARING THAT A PIECE OF ANIMATION IS ONE THING OR 
ANOTHER, THAT PROBABLY MEANS THAT YOU'RE NOT DOING IT 

I " WELL ENOUGH. T SHOULD BE TRANSPARENT TOIIvGNto,CoNfOU'flllNGFAClOfI: 

aOOlhef, mat ~bIy muns that 

you're not doong it well enough It 

should be that you' re SI')'1ng '011, that 

looks nice' and not 'Ughf Motoon 

c.at'ture', 0< """"I bad anrmauonr ~ 
should be transpa,ent' It'S SUrpnsu1g 

that Lara, <:tesp<te ne. O\IeI~mple bosom 
and ~e 10 bIod~ game 

rules, IS still consrdered toy mmv gamefS 
10 be the most technocaIy soph!SIKiU@!! 

IIideogame char.!ctef around. 
Toby feels that Lara's ~rd alWTlltron 

was integfallO 10mb RcrKIe<'~ appeal. "If 

Tomb RaIder p!O'Aded any kond of lesson 
too-~. he offers. "it's that n 
didn~ have .nyt!'rong speaacuIar goons 
too- rt ... tem'IS of1l$~ lIS 

enwonments, 0< ItS game mechanKs. ~ 

mRM, -...... ...,... .......... 
................... 111 ...... ......... ...,_~s. 
IWYIIr 0lIl of .. ""* ~ 
and '1'811' cIrMnI UtIlI _ produoId. 

There IS, 01 COUIW, anothef reason why real-wot1d locales can Increase the appea l 

of a game. , th ink a good analogy ... ac comp<rred to Del. f?eIgn: says Jones. "(00 ~" 

down and play ac, and you say, 'Th i~,~ a tank. that's. guy. I know thal ,f Ih ... tanlr. 

goes 0\IeI the guy, ~'s going to kill hrm. I know that thIS tank Nr5 m'$siies, so rl l fire at 

this jeep 0\Il'f hefe, it's go<ng 10 blow n up'. But rt 'fOIJ take someltung f,ke sci-fi, 
where somebody invents their C7WIl units, 'fOIJ sot down and th ink. I'ohat !he 
heU ~ an thrs? Yoo!hen f"we to le.!rn ~Ing o1bout that wOOd. And. I 
thrnk INr ptm a k>t 01 ~ all It's 5UCh a SIITIpIe thing, but I don~ 

thrnk a lot cri ~ appreo.te m.t lhey thonk 'GrN~ SCI-fi 

- we can aeate our own un""r But Ihe Ie.!rTlIn8 CUI'Ve 'fOIJ 

wrtroduce ... mlhat IS ~. ~ hke stuff they can relate 

to. It's" personal opnon, but that's ",ally how I ~ 

abolnlhe subjed." 

It'~" wery well ~ ru/.world physoc:s, but rI 

Ihese """ke a ntIe I.lbcrriooJs 10 M - U.e 
D<eamWorh' ambruous.. yet risible Trepcmer -

they offer unpIe ..... nt purgatory, .. !her than the 
'real kI1!' me. desogn bneI once promo5ed 

• PI • 
_~ ............ o ... 

!XUI'IIIe. rIIonncI para ... ~ 

u.;.ct mIttIr and '-1 ~ '­

meny IrmwIMI toudlII, ~ 

11. dIIe!'VIn8 vIdeopmIn& cIIuIc. 

~e'r" bfOadenrng oot rnto more 

entert/rrnmen~' says KenWfight ' In 

term5 oIlMlity, wh.n W<"re soing 10 
focus on less now ... Ihe comple> 

thousar.d-page manual. and more on 
stuff that's b.lsed on iKtual physical 

real,ty. ~'re doing 50ITle really good 

stuff nghl now. but t don', wanl 10 

bkHv Ihe lead lime we've 8011 [Laughsl. 
let me put d tfvo.; w;ry. 'Mlat _'d 

ike 10 do would be to model the 
wt"OIe planet To ~ rt very $(.aiable -

to be able 10 go from ~ 01 grass 

up 10 the atrno5phere. To be able 10 
III!II:Iduce ,e.JI we;rther. We're plglO 

put more energy into creatong effects, 

Irke <:k>u<k. and we;r!her, and ~ 

M wet. ~'re going 10 try and "",,!(e 

people become 'Nl" 
tt seoems that S!riving too-~f and. 

perllaps. 'irradent..f re;olism ~ the way 
fOlWard too-~ But. at Ihe same 

lome, the appreciatron that a game 

should be focused and - abow! )"C:;I 
all - fun 10 play is quinle5senMI. 'l.!:S 

• 
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lbe delinitive mnntbly assessment nltbe wnrld's latest viduaames 

!nnwtbe senre 

D n E61, tillS seetlOf'l oetal~ Edge's appr03C/l to 
review scores (nOw summarISe(! at the bottom 

left d the page) And while the O'>'efaH SltUallon 
hasn"t chVog«I an fact. in some cases certam 
pul>licat.orl$ t\fVe suffered In increase in their 
already-auamente<J review scores 10 the point 
where sometromg sconng 80-000 per cent 1$ SIlII 
termed '_.'). a numDeI' 01 Edg. readers have 
IIOItI!d c:onfu$oOn (M!f the nt.mDef 01 g<lTOeS SCOfI!'ll 
BDOYe _1gI 10 the magaz.rwrs Ttst5Creen section. 

Some I'I8ve ~ tone 10 the tlooDle of calCUlating the 
_age score for I nl,.<llber 01 parttcu ar ISSues ana 
fOU'Id the resulting fIgUre to IloYef ;voona the $M!r1 

mort "Hooo: tner\,' they argue. 'ctI\ yOU declare IhIt 
iIYI!rage pIMS 1ece!Ye _age scores1' 

Othef tMn tne funoamemal ftaw In mei, 
matnem/local rtaSOlWlg. there IS 01 course a sJmtMe 
~_ The observant amotIi yOU will be _re 
!hat EdCe 1IOe$fl'\ AMeW as many games as ott'IIr 

rrUnformat rnagazmes. 11'1 fact. 10 some cases more 
leYIeWS can De fOl.O'lCl Wltnln .... Issue of a S<fliIe­

fOfmal p!JOliC8tion" yOU really need tell na. lnere Is 

$IIl101y not SPKe within EdCe to cowr every title 
released in • month for fM!fY format 

But thin !fie magazme ~'t about QUaOlI\V. n 
about quality for harocore pmers. TI'I!5 means mat 

fM!fY month. the best. most IIltlmlSbng. Wlnovauve. 
h)'peCI 01 prorm,mg Pme5 (usually around ten) are 
selected klf IfICIusKln In IhM Issue'!; Tl!Slstreeo 

sectiOl'l GlVI!n the freQuently low standard of the 
malOrlly of titles released. me selectiOn process ISlI't 
paniC~ar~ tM-a,n--meltmg. OCcaSlOOal1J: tIlough. 

fincllng even etgtn btle$ worthY of CO\IefIIge within 

theSe pages can prow iI $UrprislI13!'Y labOrIOUS task. 
NallJ'itI/y. there MU 011 dlsappomllTents (SOuIn 

part.. nescasser ilOCl M,SSIOfl. ImpoSSif)le Detng 
OOviOOS examples). iJoJl as the games revIeWed 
reprewm that month's stl.ldied seIectton, even a 
student $lIlJggIing WIth GCSE maths w," reaIJ5e that 
the prObilOlllty 01 the mlJOOty of \hem SCOi'Ifli aDOYe 

_age 1$ Sogruficarttly MIgtl 
TO save you the IrOODle. thiS montM'S average 

score IS 7.3 001 of 1ef1 Last month·s was 6.2. an 
trnmedJ.ate~ comparable figure given that oom Issues 
tMry .. ldentIcal numblr 01 reoIIeWS (n1l'lf!1 Hence. 
accooltng 10 the cak:lU:Or. IhlS month'!; selectiOl'l of 
games Is of a higher q""ltty than Ei\S's.AlI tn lS reveals 
IS that tIIere appears to t>e a better clutch 01 games 
ava,lable tnlS month - ~t really matters IS the score 
of UCh game. as tillS $hOUkI De ,",hlentJalIO your 

purctla5tng deasnOfl. UltlfTlalely. ~ It I$,n In Edi t . It's 
often not even worth YOU' t.me, 1t't alOne your I1'IO<ley 

.. . 

-~ . . '.~ 

;./ A. 
l' , 

U 
Frglll Itft: Knife Edge on th NU, '"')'Inosil' PS t."1 FI '98, and Oru lIIW(ltu' SIng/! Soldiet'S 
for the PC. her wondertd why you hnt n't seen thll iku of thue In Eelre's Testler .. n section7 

VideDoame s Dn Ihe Ed ge 

This month Ed le has been mostly playlnl ... 

ze!da; Qcarlna of T1me ThrlN onv. MJrrlo party -...... 
(NIWI Nlntendo (AfCllde) Konallll (NIW) Nlntendo (NIO GIOI $NK 
Yes. ~'S still ., me number· Witn so many racona UIIes 1I m8y \le I lImJled ... ,ta ry ~ game. room ClearOUI 

one spot. cnle~ \leQuse COtIIi!IUaIIy relUsaC tor e><Pl'lletlCe. DuI HudSOO ..-.eartned Edl" S Heo 

lIOot/Ief ...... ., EdI.·' 1/11 COOtI-OC) tTII'UI. ,t', lies or..Ioped one 01 tile (;eo co. ~ row-
hI5tDrf nas Ilr(lJgI1t IOOuI "'~IQ MClOfIII .. <IlO$l tr'IItrtafIIIIJ Plrtv \l1l'-<I Mf1t$ of PuUJf 
SO II\II'Iy IIIIfI!flOn. fed- IOCIoctM! IS II'1II aWl· pmK «CtUM un~ -.1WIIIjIom>!n ..., 
.,., ..... """'" IIawi eIfon Irom I:O'IImI '" fCMJf1)Ir,tI' rT'O:XIe. in Tact. 0J0s 1oIIO'llI ~fIleS ensued 
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TESTSCREEN 

HGA RAllY 2 

While the IIrade ' lime Is undoubtedly limited, lhe len-ynr chllmpionship ensures plenty of 10n,eYI~. 
Slid I" though, Ihll en,lnll sound is generlllly diSilppoinllng IInd f..eble, which proYls sti,htly unengllllng 

Network plllY; Allhoulh 
Ed,e hill been unllble 
10 e.perience it 
firsthilnd. it hill been 
reported ttllIl plllying 
SR1 in network is 
repuledly prone 10 IIIg 
Ind slowdown. rhll 
Clrs contllin fir less 

r,0ln;ons II nd the'lI 
s 11 muimum of only 

!ourplllyelS per ,lime 
(liS opposed to the si. 
St'1 initilllly proposed) 

m 0. It Isn't. Arcade perfect, 

that Is. Furthermore. firSt 
impreSSiOns are $h.alcy - occasional 
sIoINOOwn, consistent framerate droo 
from 60 to JOfps every time a COfner 
is taken (partlcu~rly in 'In-car' VIE'WJ. 
and IreQuent distant scenery tlu ild,up 
are all not lceatlle the moment your 
vehk;1e leaves the Starting g<! te. 

Rewver from ~r initial 
disaPPOlnt/nem, I'IOwever, and ~'II 
soon realise that your TV screen (or 
PC mon~or YIa the Dreamcast VfiA 

adaptor. see pl2Q).ls displaying the 
moSt visualty Stunning racing game 
ever to grace a living room. bedroom, 
or office. In fact, It WOUldn't 100« OUt 
of place In your local arcade, provided 

~ kept It a safe distance from its 
MOdel 3-powered ~g Drotl1er. 

More IfIIjXIft8Otty. howeVer. urdef 

the polygonal glOss l;es a very 
playable game, Naturally. the arcade 
game Is reproduCed in full lor anyone 

• 
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wiShing a quiCk five·mlnute rallying 
sessiOn. tlUt it's the conSOle-specifiC 
ten-year dlamplOOShlp that'S likely to 
prove the favounte WltI'I Dreamcast 
owners. The struCture of eactl year IS 
SimIlar to the arcade mode. wIlere 
fou r special stages are played In 
succession. There are two 
fundamental differences, ~r. 
The first (s the atlillty to tweak your 
car'S settings in between Stages 
(namely uam;rTllSSlOO type. gear ratlC\. 
susperlSlOll SllffneSS, steenng and 
tlrake senSltMty, and tyre category}. 
which alfoWs yoo to correctly SUit your 

vehicle to the road Conditions in order 
to maximise its handlIng potential. 

The second are the StageS 

tflemseJves: as well as the arcade's 
Single desert mountall1, Sf'IOYIY and 
rlYlera offeflrlgS, sega MS UlClllOeCI 

two extra stages per terraIn category 
(WIth the e~cepbon of Riviera, which 
rema ins a sol itary stage evenO, and 

two further categorieS (mlJdc!y and 
Isle), with a tno of special stages 
eactl, bnngmg the total number of 
courses to a healthier 16 (tflere IS a 
further woer speoal stage hKllng 
WIthin the COde). It'S not a particularly 
ImPl"eSSlVe number tly today's 
standards. tlut thankfu lly the majority 
of me e)(tfa tracks prove better 
deSIgned tllan the arcade's original 
QUaf1et. WIth some very technically 
demanding and enJOYatlle examples 
aptlearw"lg as the ctlamplOnshtp ITIOYt'S 

on. It'S also worth noting that sega 
Rally r fans will be plea5ecl to find the 
fi rst two stages of sa id game 
(complete with mInor alterations) 

make an ImPl"essive poIygon-boosI:ed 
appe8fllOCe 85 pan of the extra cracts. 

It's a Similar SIOfY for the vehicles. 

The COll1-OP'S eight vehicles (foro 

Escort WRC. MltSUtlishi Lancer 
EvoMlon v, Peugeot 306 MaJd, SUbaru 
Impreza WRC, Toyota cellca GT·Foor 



Some of the ti lcuits appu l more 
finali sed/ optimised than others­
fUlther evidence of I rushed release? 

ST205 and corolla WRC, Lancia Stratos 
and Delta Integra le), are jo ined by an 
additional 12 motorised compet itors, 
most of which are rewards for 
finishing each campaign In first 
poSllIOn, A lew are simply ear lier 
versions 01 last year's rally editkms 
(such as the Subaru 555 and 
Mltsubish i Lancer Evolution III and IV 
models, for example) boasting mmute 
whee lbase or IOrque differences, bUI 
some, l i ~e the PeugeQ! 205 S16 and 
the Renault A 110, are likely to get ral ly 
fans frantica lly practisin~ their digital 
heel-and-looing and left -foot braking 
technique m anticipallOn. 

Once on the stage, they'll be 

pleasantly surprised to I od thal the 
application of such racing procedures 

do make a diffe rence. Of course, given 
the game's origin, the act ion leans 
towards the arcade side of the 
authent iCity sca le, wi th most aspects 
of the car ctynamlCS both exaggerated 
and simplified for 'pick up and pfay' 
appeal, but a fa ir amount of 
genuineness preva il s. WhiCh is why 
the Wi ld stratos spends most of Its 
time sideways, with itS driven rear 
axle int~nt on overtaking its forward­
mounted freewheeling equivalent. 
whi le the Stable 306 Maxi can hardly 

TES TSCREEN 

Format: Dreameasl 

P u bli~ h er: segm 

Develope,: In-house 

Price: vs.aoo 1(30) 

Release: DUI now (Japan) 

WIl ile the consunt 60-to-lofps shift is fal male noticeable in fintpenon view, the chase-cam view can a lso 
suffel f,om slight slowdown, The sense of speed is male convintingly conveyed than in the a rcade nnion, 

!Given the game's origin, the action leans towards the arcade side 
of the authenticity scale, with most aspects of the car dynamics 

both exaggerated and simplified for 'pick up and play' appeal ~ 

be persuaded to lose traction (chassis 
stiffness being a Iong·admired feature 
of al l Peugeots). It's a shame, then, 
that the cars don't react more to the 

actual road surface, as all too often 
you' re left With the impression that 
they're f loati n~ above it. 

Stil" there's plenty of other IIISual 
rea lism. The var iOus skies and 
environments are thril ling. mud and 
dust tarnishes the vehic les' otherwise 
reflective polygonal surface as they 
ma~e their way to the finish gate, 
engifleS backfire, and snow cl ings 
stubbornly to tyres. Observers and 
flash photography is a further 
gratifying tOUCh, and it's still just as 
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satisfying to powerslide oot of a ti ght 
bend and be laced with a spectator 
scurrying to get behind the protective 
baffler, camera in hand 

When combined With sol id 
structure and fine gameplay values, 
this forms one of tM more enjoyable, 
engaging and remarl:ably addictive 
arcade-based raCing experiences 
current ly available But, ultimately, 
you can 't dismiss the unrelenting 

feel ing that a little more time in 
development wou ld have made F2 
a significant difference. ~ 

flUhl DuI al Ien 

Despite insisting on 
some wild (lmer. 
movement, the replay 
mode occlSio nall ~ 
offe rs . muing'y 
realisti c sequences 

£DG£ 67 
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rEsrSCREEN 

AOl lCAG[ 

Atmospheric lilhtinl.nd multiple explosion effects domin.1I! the visu.1 field in PSYlnosis' I.test 
"ce'. Atthou,h It f. Is short. It's not too diflKult to detect HIe influence of p.ed«usor Wipeout 

P.!I ooS/defing the fact that It was 
Ii::I a flltUflstlc drlVll1& game U1at 
more Of less made the reputation Of 
PsygrlOSiS in the 32bit era. It'S IroniC 
that a futunstIC drMng game should 
now arrNe to panly repair tllat racing 
reputation a'ter the dlsastroos F! 98. 

Indeed, RoI~ is very much 8 

retum to familiar Wipeout terntory 
Apart from the 'futuriStiC' motif, It's 
also an Incredibly faSt self·consclously 
unrealIStiC affair, ...mere gerung IlOkI of 
the light weapon ana speed pIck·ups 

; Succus in the sinllepl.yer chmplonship mode unlocks sne,,1 
twopl.yer dnthm.lch .'enu - mindless fun 10' • couple 01 houls 
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can often be rTlOfe rmportant than 
driWlg skills. Take the IIAleeIs oH 
these slmllne Duggles and ','OU'd be 

forgiven fOf thinking YOU'd returneo to 
the Wi.oeout OOmaln, w,th $'NOOOIJ1I. 

SWlrlrng orCU11S,1Iazy sk'1Irnes ana 
darl: Industflal citYSCapes. Right Down 
to the arrow speed cheYfons. RoIJc8ge 

wears lIS hef,tage on lIS sIeeYe. 
In many ways, howevef, the game 

is more Of a hgtlt,hearte<l romp than a 
seoous racer The buggres are 
oes.gned ID teep rllOYIng, even when 

they fiip on lhelr backs. and ifs 
pOssible to sca~ the walls and drive 
alOng the celllnlS of tunnelS - wtlich 

pr(1Ye5 to be an interesting, if 
disorientat ing, experience 

Handling Is equally throwaway, 
Pitched somewhefe betweefI Mal/O 

Kart and MICro Machines; the lightest 
Of left or fight tooches is enough to 
send these things hurtlmg at a nght 
angle to the" prev/Ol.lS trajectory 
Aammedly each of the Six (inrtla lly) 

available cars does llave different 
specs. so you can choose something 
solid and safe if you're prepared to 
sacrifice spee<l. o.ut even that won't 

offer much prOtection aga.nst the 

combrnallon of tricky ob$tadeS and 
ever-present gunfire. 

Ttle weapons are certainly fun. 
thOugh. There are eight d,fferent 
PlC~-ups available and players can 
carry two at once. A Worm HOle ~tS 

~ swap places 'Mm the car in Iront, 
homing mlSSl~s tare OUt Strategic 
Pieces of scenery which crash on 
to the tracl: behind ','OU, and an 
especially mean-spinted protecti~ 
heads stralgtn for the race ~ader and 
blows h,m way off course. Effectively, 
even the most skilfful drivers are likely 
ID come unstuck whe1l nussdes, 
boulders ana eXpJosKlns Inler the 

trac~, and the merest bump can send 
~ spinnrng off the Circuit . 

unfortunately. when thIS I\iIpPeflS, 

the process of correctiools 



Hilti nl other eilu (top) u n 
be disilStrOIlS, lIS elIn nudl in! 
objects such ilS lilhts (Ibowe 

agolllsmgly slow. SO - as in Gremlin's 

equally uniOrgMng MOtOtheacJ -

the energetIC ~rsull of a qual'fying 

pos.tlOO can often be lost WIth 

one tlOV slip-Up. 

But at least there is p~ty of 

atmospl\erlc scenery 10 admne 

wh ile you 're St randed. Hollcage 
offers ' 1 races in the singleplayer 

league mode, wlIh each tak ing In 

a different set of lamlhar sci-fi 

setbngs the rocl:y maman surface. 

the neon-lit nigtmllne crty and 

the Ion&. poorly ht lunne SYSlem, IO!' 

example Tllere are also a number of 

SU().routes. shortcuts and jumps to 

make the already fast action even 
more frenetic. 

Elsewhere. the I~ trial and 

tWOPlayer optk>ns o!fer their own 
se lection of cirCu its. while performing 

well In tne !Cague mode opens up a 

The hl ndlinl eiln somet imes 
prowl I rrilt ic. wh ich detracts 
from iln otherwise fl ne game 
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TESTSCREEN 

publisher psnnosls 

Oevl!l~: 

Attl nt lon to 011111 

Price: UO 

Release: Out now 

The power-ups product iln intefestin, filnle of visuill 
effects, such ilS liJt!tnin l (left) ilnd t nppy blurri n, (ilb01lI) 

I Take the wheels off these slimline buggies and you'd be forgiven for 
thinking you'd returned to the Wipeout domain, with swooping, 
swirling circuits, hazy skylines and dark industrial cityscapes ~ 

selectlOO of deatlvnatd1 arenas. so 
playeis can pretend they've bought 

1'WI5teo:1 Metal 3 
W,tn tts SliCk presentallon, decent 

selectk>n of oneplayer, IIIne attack 

alld twop layer cirCUits, plus several 

hidden bonuses. HoIlwge intelligently 

takeS quite a few pointers from 

Japanese driving game resign. 

ONerSlty and hidden surprises 

lead to longevity (a rare commodity 

In non·N'ppooese racers), and 

anentlOO to deta~ ensures players -

already hooked by the Visceral thrill of 
the filst few races - have plenty to 

Keep them going 

ThiS. then. is a good, honest 

drMng game, with a lew nice deSign 

features, some great sei-li scenery 

• 
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and engag.ng twopIayer SllPPOft. 

wnat letS 11 dOwn. IS a lack of 

InnovatiOn and the errant. often 

nullifying. handling. AS fO!' the fact 

that the best man doesn't always 

win, and driving over the right 

POWer·up at the right time can turn 
emoarrassmg failure Into easy 

success. that's /lOt a fau~ per se. ~·s 

lust 11 different ~ of doing things. If 

only A TO IIad dlSCOllered a few more 
ways. thiS tmOislllittle racer could 

have comptete/V fepIacW Wipeouf as 

the key PSygnosts-published racer. 
ramer than standing 

respectfully in ItS shadoW. 

Seven 

The twoplayef 
splitscreen ... ode is fut 
. nd fun, ilnd . dds much 
to t he longewity of the 
title. The deplOY"'lnt 
of wu pons hel e Is 
ewen mOfe Htisfylnl 

- " 
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TEST SCREEN 

MARIO PARTY 

Hudson's Iillesl t!ltursion in 10 the world of videosilminl is iln entirely sociiIl 
event. repllUltinllhe elperiene, of lininl ilround iI dilSsie filmily boIrd I'm. 

'r..d is lhe esHne. 
o this fourpl.y,r mini 
I .me (top), where the 
opponents you f.et tie 
elthe'iI hilndful of 
willinl friends or the CPU 

70 £DOE 

m ana Parry IS the pertect 

~ renuncjer Of hOw tun 
viOeogames afe SUppose(110 be. Ifs 

not fleCessanly an IfXlicallOll of the 
direclion all games should follow, but 

while all arouod 1I are concerned with 
looking increaSIngly realistic while 

striving for the IOCIUSIOI1 of ever more 
matUre content. rt's refreshing to 

come across somethIng that doesn't 

take itse lf partiCularly seriously (whIch, 

gtven Its party game nature. is a rattler 
WISe move). HenCe, Mane! parry's aIm 

IS attractIVely SlIllpllSlJC as enher 

Mario. lUlgl, Peach (Pnncess DaISY 101' 
western playerS!, Yoshi, oon~ey Kong 

or Wano, yoo mUSt compete against 

three other members (which can 

either be CPU or human controlled) 
of the Mario-reiate!l gang. The wmner 

~ the one WIth the most COIns and 
power stars at the end of the game. 

The main contest's structure Is 

cased around a DOIIrd game, with 

every. player taklng turns at roiling a 

dICe and aaval'lClflg lIle appropmne 
numbel of spaces. once all haVe 

completed their turn, It'S ume 10 play 

ooe of the 5O-Odd s.u~games These 

usually take the form of free·for·all 

Wekomelo Milrio's \'irt\lill Hellth Spit. In order 10 wlrd off this ilpproachlnl 
Boo, you mUll frlnticllly spin !tit control stkk 10 powtr the hlmp behind 

aHalfS and OCCiI$101"1ally a fourplayer 

cooperau'o'e game crops uj). 

BUt there's plenty to do before 
plaYing the sub·games Every 

protagonist haS a board wor1O themed 

OIl hiS, tier or its Character, and while 

the cle5tgll$ and colour schemes dIffer 
wildly, they all share the same 

fundamental layout. Alternate rooes 
are offered arod the aim IS to navtgate 

yoor way arouf..d trying 10 collect one 

of the fIVe PQWef Stars that are 
scatte!l!(l among the mushroom 

heads before one 01 your adversaries 

does the same There are pitfalls, of 
course (meetIng Bowser usualty erods 

up in lost c~ns, for e)(.lmple), tlUt 

then,larodlflg on the fight SoDOt 

can offer the Cflance to build a 
commenoabJe ~ad or maKe UP some 

lost ground In the form of an extra 
Slngle~ayer sub'game, Of (1Of a 

mocIest SUIT\) the opportunity to steal 

a pewer Star from one of yoor fellOw 

players, counesy of a helpful 800. 

Of course, the board 5eCtlOl'liS 

nowhere near as emenalnlng as 
battling yoor opponents In real time 

in one of the many mini games. The.r 
vanety is exemplalY, rangUlg 

from SlIllple race-type aHairs (SUCh 

as a 5CalextrIC-Styie grand PlIlO, 
to straightforWard banle games 
(attempllng to bounce your opponents 



The diversity of mini games is 
admirable, and most feat ure elements 
from the Morio series (below right) 

off a tmy Island while balancing 00 a 

beach ba ll), to more unusual offerings 

(among others, 'pass the bomb', 

underground treasure hunting, and a 

limbo cootest), SOme worK better than 

others, but with the right crowd, the 

majority prove immensely 

entertaining and a fierce competitive 

atmosphere rapid ly develops. 

Misanthropes will be del ighted to 

learn that there 's a OneplJyer 

dedicated gJme wh ich foregos the 

board game aspect. offering a stack 

of min i games instead (you sllll play 

aga inst th ree CPU opponents) but th is 

is not the main reason for purchasing 

Mario Party - not oo ly is It a limited 

oDtioo, but it also fJilS to capture the 

game's essence, 

01 more re levance is the practice 

mode enabl ing you 10 perfect your 

technique 011 some of the more 

tr icKie r games, and a shop offenng 

you the ability 10 purchase Items w ith 

The multiplayel option is the key 
10 Ihe l ea l 'party' in Morio Party 

There's a fail amount of Japanese ted, so you may w ish to obtain the US 
version (out by the t ime you read t his) or wait for t he March PAL release 

TES TSCREEN 

For ma L Nintendo U 

pUbliSh"" Nlntendo 

De~"loper: Hudson 

Price: V6,800 (£3 5) 

Release: o ut now (J apan 

and US); Marcll (UK) 

lHudson has incorporated many references to the plumber and his 
digital adventures, As such, many of the hazards found in the Super 

Mario series make an appearance in most of the mini games ~ 

the mooey you've collected from 

previous games - and these come in 

useful the neKt time you're up against 

thr€€ cheating. back-stabbing and 

all lance·fo rming indIVIdualS that some 

people would call 'friends' 

One of the nicer tOUChes in Mario 

party IS tile way Hudson hasn't 

forgotten the Mario theme and 

incorporated many references to the 

pl>Jmber and his digital adventures. 

As such, many of the hazards found 

in the Super MarlO series make an 

appearance in most ot the mini 

games. T11is attent ion to detai l 

eKtends to the aural side of the 

"--

proceedings, too - many of the class ic 

MaflO tunes are inc luded and every 

game IS accompanied by fa ithfu l 

sound effects. 

AS a smglep layer proposition, this 

is unlikely to ~€€p you interested for 

very king. but as a console 

muluplayer experience there IS little 

that can claim to be its equal in 

entertainment. A copy of Maria party 

and a couple of friends is guaranteed 

to radically liven up even the 

dullest of evenings in, 

Sem &Ul ! [en 
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All -STAR OAI RANTOU SMASH 8ROTHfRS 

Format: Nlnle""o U 

Publisher: NCl 

ne"e lo per: HAl laborat ories 

price: ¥l>, ' oo (ns) 

There 's a handful 
of bonus characters 
to defeat after 
completing the 
oneplayer game, 
although they're rather 
more obscure than the 
initial eight celebrities 

Twoplllyer is fine, but there's simply 
too much onsereen to keep track 
of the action in fourplayer mode 

n t a t ime when the beat 'em up 
W genre is struggling 10 find both 
direction and popular favour, it's been 
left to a pair of famous acronyms to 
suggest a way forward: NCl afld HAL 
(the former needs I'K) introduction, the 
latter made the Kirt;y series of games), 
ha~e teamed up to create All-Star Dai 

Rantou Smash Brothers. Since the 
N64'S inception, owners have been 
crying out for a fighting game. This is 
Nintefldo's apparent respoose. 

Ta~ing its cue from the $NES 
classjc Super Mario Kart (see p1 16), 
5masl18rothers pitches a handful of 
reputatlle Nintendo characters In 
compet it ion, with the combat now 
hand' \I;l-hand rather than wheel -ta­
wheel. Gathered together are Mario, 
Link, samus (from the Metroid series), 
Pikachu, Donkey 'Kong. Kirtly, Yoshi 
and Fox, some represented in 
polygons for the first lime (Rare had 

• 

".-

At its best, All-Star Da; Rantou Smash Brothers is wonderfully silly, 
such as taking on an entire tribe of Yoshis in hand-to-tongue combat 

to approve Kong's visualisation due to 
the forthcoming DOIlJ:ey Kong 64 

AS happened in Marla (an, HAL 
has toyed with the stereotyped 
S1fengths of each star to create a 
surprisingly ba lanced selection of 
fighters. In some respects, the 
characters' abilit ies are 'airly 
predictable, but there's a defimte 
charm in this': VQShi slurps his 
opponents up w~h his tongue, Mario 
performs his old·school upwards 
punch, FOx has his blaster and link 
hacks away with his saber. 

BOuts take place at a number of 
'famous' locat ions, including Kong's 

jungle, atop Hyrule Castle, and on the 
back of the Star FOx mothership. And 
in both the single and multiplayer 
games your goal remains the same: to 
cast your opponent(s) off the edge of 
the fight arena. Whi le each cha racter 
is equipped with a reasonatlle number 
of attacks to exploit, the point is really 
to force others off into oblIVion. With 
seemmgly no reward for how wef l you 
actually fight. Ttte action in Smash 
BrOthers is never anything less than 
hectic, with a plethora of over-the-top 
attacks on offer, Dut there's a marked 
lack of depth - something super 
Mafia (art could never be accused of. 



Plusingly, the game has a great 
freedom of movement which 
enables you to necute both 
long-range and close-up anacks 
on unsuspecting opponents 

The game opens with a ~I I ­

executed seql.lCnce which aeplcts 
Mario ana co as toys scattered 
around a child's bedroom, which also 
provides a clue as to which portion of 

the market smash Brotners IS aimed 
at. While not overwhelmingly simple, 
there's little real sense that you're 
ever completely in COlltrol 01 the 
action, a lactor unalaed by haVing to 

guide the characters With the analogue 
stick, Beat 'em ups are entirely a test 
of memory ana reaction, demanaing 
instant recal l of the best response to 
a situation, Anything that hampers 
that process, such as the long Ihrow 
of the N64 's contro l stick, or the 
poor quality 01 so many PAL 
conversioos (particularly the Tekken 
seri es), is liable to erode the 

sensatlOll of Involvement. 
BetWeen the eight combatants 

there's a select ion of shared moves. 
The C buttons perform jumps, while 
the right shoulder buttoo either 
activatl!s a throw or calls up a bubble­
like shield, Although the game is 
representea with polygons, the act iOll 

TESTSCREEN 

locations and characters are 
all tom from classic Nintendo 
properties, lendinl credence to 
an otherwis.e aver.le lame 

IAs in Mario Kart, HAL has toyed with the stereotyped 
strengths of each star to create a surprisingly balanced 

selection of fighters, There's a definite charm in this ~ 

is stricttv \WO-{! imensional, with HAL 

shying away from the complexltlCs of 
true 3D combat. Unll~e in traditional 
fighting games, there's a great sense 
of freedom of movement. with both 
loog-range and close anacks. This is 
easily the game's finest aspe«, 
demanding some adjustment 10 being 
hurle<1 around the arenas after the 

restricted fighting of Teleten et al 
A large pan of smash Brothers' 

appeal is the way HAl has played 
with the protagonists' histones ­
answering questions that no one el'lJr 
thought to ask: wt!o's tougher, Donkey 
Kong, Kirby or Pikachu' It's a 
won(lerfully ood concept, which, 

,sadly, lal ls to succeed as a game_li~e 
all beal 'em liPS, smash Bratllers is at 
its best as a twoplayer game, and 
whi le occasionally frustrated by its 
control system, you ra rely lail to enjoy 
it But a lad of depth limits HAl'S 

'.' 

game immensely,leavtng you 
wondering how NeL can so 
freely squander the world's most 
valuable videogame properties. 
smash Bratllers is a novel concept 
executed With conSiderable fialr in 
plaCeS, yet it fal ls far short of 

Nlntendo's grand standards. 

five ten 

Paslinll the opposition requires you to knock them out of the 
desilnated fipt aren. (left), but a finer filhtinl style is not rewarded 

, 
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AlPHA CfNTAURI 

Tht gr, phics in Alpha Cefltauri may bt ra rtly mort Ihan rudimtntary, 
bUl mimage 10 convty tht huge amounl of nectssary information 

74 £DO£" 

D o those unaccustomed to the 

milgic of Sid Meier's g<!mes. 

Alpha Centaun' looks liKe one glork>us 

mess. But then. a lack of airs. graces 
or modern presemationalldeas didn't 

SlOp Civilization and CMliz3tion2 

from becoming the besHoved 

strategy games around. For a formula 

about as complex as they get. these 
t,tles have become frighteningly 

popular with the pe·owmng 

mainstream. so It goes With Alpha 

Centauri. another subl,me work 

cloaked in the mundane. 

Ostensibly. this is Civilization in 

space. and to a cenain extent the 

• 
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Kty ennts Ind diKO'Ieries I re herl lded by sti ll im1lts I nd o<clSional FMV 
loolllt (Ibon). It's al$O possiblt 10 te rrl form I new llnd5UIpt (lop Itft) 

games bear comparison. Expanding 
an empire remains the driving factor, 

and many other elements - such as 

the isometriC VIeWPOint (as used in 

Civ 21. the defiantly turn·based 
system. and the heavy reliance on 

technology trees - have also been 

recycled. But there's actually rather 
more here, with a new graphical tile, 

set and the occa5lOrla1 reference to 
mind WOfms and genome proj€crs.lfs 

the net result of all Meler's Pfevious 
1NOr\:: in the genre: every strong 

g<!rneplay element and magical 

empire Dulldmg ingredient has been 

emp+oyed In a game that possesses 
an astonishing level of depth, and 

near-perfect balance. The result 

induces an experience a~ln to tunnel 

viSion. ~re the onscreen events 

draw you in to such a degree that all 

thoughts of the outside world are 

soon extinguished. 

The scenarfo sees a craft 
launched with the intention of 

colonising a planet in the Centauri 

system. conveniently splitt ing into 

seven factiOns due to in·fighting. As 
the game opens the variOUS Sides are 

beginning to adjust to life on an alien 
planet surface. encountering the 

indigenous Ille for the first time. 

learning to make use of mineral and 

energy s.ources. and stanmg 10 

expoand their emplJe by" bUild ing new 

bases. vel1icles. and ploughing lime 
and energy Into research, Where they 

differ is their approach: one side 
adoptJng a Ga ian philosophy, another 

pursuing the sc iences. and so on. 

All the action is executed using a 

poim-and-c lick system that's initially 

less than attractive. yet graceful in 
practice, There are freCjuently several 

ways of achieving tne same reSUlt. be 

it handing Ollt an order to a unit, 
selecting the constrUCllOn to-dO list 

of a base. or engaging an enemy In 

combat It's also possible to automate 

var iOUS processes. ewn letting a 
computer-control led 'governor' juggle 

resources and production at any base. 

wh ile the various menus also let you 
toggle var ious warntng and interface 

facilitKls on or off, The idea is to 

prOVide power and flexibil ity for those 

who want it. while keeping things 

streaml ined for novices or those with 
less patKlnce. AsJde from a few 

fa ltering steps (a lleviated a litt le by 

tutorial boxes and on l,ne help). it's an 

approach that works remarkably well. 

The main Obstacle to prosperity 

comes from the other fact ions. and it 
is here that Alpha cemauri realty 

excels.. The other leaders behave In an 

all-too·human manner. sticking to 

their chosen principles. making and 
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Format: PC 

publisher: Electronic .Io n s 

Develope<: Fireaxls 

pr ice: HO 

Release out now 

Communication with other f.ctions is n«esHry .nd fil ures stronely in II/pho 
Cen/our!. Key decisions misht invol~e , meetin r with.1I se"n Inders (left) 

breaking alliances, switChing research 
programs to su it changing needs, and 
constantly communicating with the 
player Ilia pop·up wrndows. The planet 
surface of th is alien world may be 
inhospitable, but solitary it's not A 
multiptayer mode furthers th is idea 
with the abil ity to fight or CCIOP€rate 
with other gamers Ilia the Internet, 
LAN or other usual link·up options. 
Wtli le the pace of the game may 
resu lt in prohibitive p/lone bil ls lor 
home users, the temptati()(l to play 
in this mode is all too strong. 

Graphically, the game is leagues 
behind current PC blockbusters, 
although -like CIV 2 before It - does 
combine functlooal ity with a pleasing 

style, and at least Ihe various zoom 
and grid overlay options ensure you 
get the optimal View of the action The 
cO(Jntless menus, readouts and 
options screens are actually the more 
altractive elements, each wor~ing to 
provide a su itably futuristic look. 

Alplla cenrauri may leave 30 
accelerators gathering dust. but in the 
world of strategy games it aCQuits 
itself rather well. Only the lack of 
clarity when manoeuvring units in a 
small area annoys, with the isometr ic 
View ar1t1 an inabil ity to portray more 
than one vehicle in a single map 
square necessitating an extra, and 

rather nebuious, 'stack' window, 
which feels like a ~t of a Dodge, 

In a genre rife with unfrrendly 
design this DOe suspect element is 
quickly forgotten, though, The simple 
truth is thal strategy fans have rare ly 
been presented with wch an 
altractive and intUitive Iroot·end, And 
as for the game design itse lf, nothing 
else comes ClOse. The way the 
lechnology tree encompasses so 
many areas 01 research is astonishing, 
making progress and the abihty to 
create new (and customised) vehicle 

11'5 possible to h. ndle the soinp-on al nch base individually, or you 
u n oplto assisn it computerised 'Io~ernor' 10 oversee l enerallasks 

IThe result induces an experience akin to tunnel vision, where 
the onscreen events draw you in to such a degree that all 

thoughts of the outside world are soon extinguished ~ 

and unit types genuinely exciting And 
because even the Slngleplayer mode 
is blessed with such a high level of 
interaction with other leaders - going 
to war, trading knowledge, making 
alliances, snaring battle plans - there 
are always Other things to conSider 
bWOnd simple empire build ing 

Alplla Cemauri cou ld so easi ly 
have been a retread. InStead, it takes 
a rock·solid foundation and bu ilds a 
marvellously engineered venture into 
the world of science lichon, using !hal 

• 

". ' 

new milieu as the inspi ration for 
a barrelful of compelling new 
ideas. It'S this that assures the 
best of both worlds, giving Meier 
fans exactly whal they want, while 
providing newcomers with an 
experience that wi'l obliterate any 
prejudices about mediocre visuals 
and turn·based strategy in an 
instant. Out of thi s world 

Elth bit of completed 
resnrch advances your 
knowledse, makinl it 
possibLe to (on$t ruct 
new unit types. That 
knowledle can even be 
Iraded amonl factions 

• 
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SIM CITY 3000 

Format: PC 

P u bli~ her: Electronic Arts 

Developer: Maxis 

Pri ce: £3S 

Release: o ut nOW 

The game offers. 
number 01 lOOm levels, 
.lIowing both delicate 
local control and a vast 
general overview 01 
the exp.nding empire. 
Both ate very uselul 

76 £DOE' 

The cities that Sim City ]000 builds Ite $0 diverse and det.iled that it's possible to scroll 
lIound the serH n lor several minutes, just watchin,: the antithesis 01 late-'9Os videogaming 

m sing the cranial grey malter 
is somewhat out of fashion: 

firstperson shoot 'em ups require 

reflex actions aoo the ability to 
memorise terrain, while mil i!ary 
strategy titles requ ire you 10 employ 
spe!; ilic units qu i c~ly. But now that 
PCs can move vast amounts of 
detailed visuals about the screen at 
incredib le speeds, actually expecting 

the pla~ r to sit bad and ponder has 
t>ec00l€ a sorrteI'.tlat laughable concept. 

50 where does that leave Sim 
CIty? Alter all, ifs not even a 'game'. 
With a limited budget the user builds 
a city using three dilferent zone types 
(commercial, industrial, reSidential) 
and a variety of publiC bUi ldings, 
recreatiooal areas and transport 
mecl iums, II it 'S bu ilt well, thousands 
of people moVlil in and pay taxes, and 
the City expands. tf it isn't they don't 
and the City dies. Either way, the 
player eventually gives up and bUi lds 
a new City around a different design. 
But then Sim City has always been 
more of a train set than a videogame. 

• 
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And things haven't even changed 
much SHx:e tile last Iteration Fans Will 
soon re<:ognlse all the old transport 
typeS, recreatlOOS, <llsasters, power 
StallOl1S aoozoocs, aoo WIll be able to 
empkly a few of the same old taCtics. 

But Sim City 3(UlIS stili an 
engrossing way to waste a few days ­
if you're prepare<! to <lrop your 
prewnceptions about what a g<lme is, 
m shoul<l be - and there are sewral 
worthwhife new additions, It's fou r 
times bigger than SC2K, allOWing 
much more room fo r manoeuvre, and 
the presentation has been improved 
With a user-fnendly menu system, 
dozens of maps and charts, and a 
panel of computer·cootrolled experts 
who help out With each of the City 
hal l's <lepartments, Elsewhere, players 
can control thetity's waste·disposal 
system, Visible people and cars patrol 
the streets, and hundrecis of new 
buildlllg designs len<l a new air of 
rea lism 10 the proceecllngs 

Most importantly, however, you 
can now ma~e buSiness deals With 

nearby Cities and incoming companies 
Who might want 10 plon~ a jail or a 
medica l research faci lity in the mi<l<l le 
01 your urban mass. consequent ly, it 's 
IlO'W >Xlsslblc to ~ic~stal1 the economy 
just l i~c rcal local governments <lo ­
��y saCrIfiCing the safety of the 
populace for a qUick couple of quid. 

Ultimately, though, Sim City JO'X) 

is more of a MOIl -intruswe overhaul 
than a game in its own right. There 
shoul<l be more new elements 10 
inVlilstlgate: playing With rubbish wi ll 
not be enough to attract new gamers, 
Then again, perhaps Maxis is right not 
to mess with the lormula tOO much. 
After all, the po licy of subtle changes 
is certa inly working lor MS Croft. 
Plus, with its modest list of new 
features, and the promise of 
plenty of <lownfoaoable patches, 
this game IS more entertaining and 
longer lasting than many a fly. ~ 
lIy-nighl firStp€rsoo shooter. L...::J 

Seven oul Ol len 



TE STSCREfN 

-DHTA fORCf 
(~O~ ________________________________________________________ __ 

Fin Clmpligns provide 4o-odd miss ions - !;Ome ille simila r in natllre. bul the 
differing environments and pa rameters assist in promoting the fu ling of Vlriety 

... long with spec Ops and 
W Rainbow Six, Deltil Force 
completes a recent tr ilogy ot military 

specia l forces-themed PC titles. The 
emphasIs is firmly on 'actlOll realism', 

with the developer aware that too 

much authenticity woufd have 

probably done more harm than good. 

Stili, a Single. wel l-placed tlullet does 

finish off enemy soldiers, and in 

addition to the main firearm, your 

DF operative usually only carries 
secondary weapO(lry (typically a 

double ammo load), a kn ife, a 
handgun. and SIX grenades. This may 
appear limited, but in pract ice works 

very well. Naturally. all ale particu lar'" 

spec ific. bUI something l i~e the M4 

5.56mm Carbme with attached M203 
40mm grenade launcher can prove 

remarkaoly versatile in most 

situatlOlls. But there's nothing 10 stop 

you arrMng at the drop-off point With 

a personal ised weapon selection. 

Of course, once there, there's also 

little preventing you from making your 

own route to the target rather than 
following the trajectory proposed at 

the pre-mission briefing, However, as 

most of the missions rely on stealth, 

straying off the optimallow-proli le 

path increases your chances 01 being 

detected oy a penmeter patrol, 

The pace, too, is authentic and 

therefore unliKely to agree with 

anyone brougtlt up on a diet of 

Quake. And, as NovaLogic has stuck 

with ~oxels instead of opllng for a 
polygooal en~l rOllment (the former 

proving advantageous wtlen depICting 

vast, open settings), anyone wish ing 

to experience the game's SOOx600 

resolution and 16·mill ion colour 

modes will requ ire a monster PC. 
unless they find sluggish, jerky 

frame rates deSirable, (lIlere Is 

a 'turoo' option, wtlich smooths out 

the framerate, out at the expense of 

enVlrooment detai l,) 

There are more important OIggles, 

however. The AI is mostly adequate, 

out there are occasions wtlen 
enemies behave disaPpolnllngly, 

e~en on the harder difficulty setting. 

Also, the use of a scope faCi lity 

offered by several of the weapons 

can render games a little unbalanced, 

al lowing you to pick off enemy 

soldiers effortlessly from relat ive 
safety, Dut thiS can be re<lresse<l 

by tweaking the game's 

comprehensive set of player aides-

·0' 

f ormat: PC 

Publisher: NoyaLoglc 

Developer' In-hou.e 

Price: £35 

Re lease: Out now 

Delta Force features some enlrossing atmospheric sound effects. 
With a Pro-Logi( spuke. system you un hur enemy bullets whin by 

increasing the enemy's intell igence 

is but one e)((!mple. 

Sti ll , wtllle you're unliKely to find 
the missioos tOO ta>;ing (particu larly if 

you retain the game's default settings) 

and a little repetiti~e as a lone soldier, 

the multi player opt ion oHers great 

potent ial, particularly in coope rall~e 

mode, wtlere re al· life strategies can 
be appl ied with hugely rewarding 

consequMces, This further 

strengthens Delta Force's positiQll 

as an accompl ished. highly ~ 
playable stealth-based offering. 'l.5 

Seven Oul ol len 

The various ( ampaigns 
keep single players 
ru son. blyoccupied, 
but the lame's true 
potential is uncovered 
only vi. multipl' yinl 

£DG£'n 
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SIAHI flGHHA HAO 3 

publisher ClpcOm 

price U ,IOO {UO) 

Releas.e 0111 now {Jlplnl; 

April (UK) 

Street Fighter Zero.1'. 
sc:enery I1 typiully 
tlIpcom: deta iled, 
.... ried .nd fill,d wilh 
'St!(.ets' for you 10 spot. 
The qu.lity ol.nim.lion 
won't di$ilppoint eilher 

Th, rlnlle of dI ••• Cle.s m.kes for 
fascin.I,n, slilnd-offs. fei-lon(s 
speed is diffKult for Ryu 10 CCXIn~r 

O IllS latest verSlOr'l of the l erO 

series might be tile most 
Pfogressrve, adVanced and, 00 

occaSlOr'l,lnnovatlYe Street Figtlter 
game for an agtl, but nevertheless this 
zero 3 IS, ultimately, JUst another 
rMeraoon of an ageUlg l)lueprYll 

Familiarity, It IS said, Oreeds 
cootempt, but for SFZ3'S caSt lISt, 
the opposrte is rrue ItS qurxa of 
over 20 characters IS ImpresSIYe. 
but It's the indMdual names that 
engage the greatest Interest The 

return of many former favourlteS ­

from E HOnI1a to cammy - rather 
hlghllgtlts the I3cklustre nature of tile 
senes' newcomers. was Bird ie ever 
f11O(e than a poorly oesIgned fuSiOn of 
Zang1ef and M BISOI'l (known as Balfog 
in the \YeS!)? long-lost Street Flghler 
fans - like those, perhaps, from itS 
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golden era as suPer Nlnrenoo dar1Jflg 

- WlI undoubtedly be intflguecl Dy 

sucn retOWll5atlle figures. 
Sueer FIgh/Ef Ze£o3,lrte ItS 

many predecessor$, demonsuates 
capcom's relUCtanCe to subjeCt Cl 

proven design bnef to the mbulal!Of\S 
of a radrca' overtJauf _ COrnpIementrng 

the usual measure of polish and 

Visual refirl!!menr.l\OWeVer, are a 
number of thoughtful ana apprec~ble 
gameplay-Sj)E!1;lfiC additions. FOI'esr051 

among these IS the IntrOdUCtJOll of 
three different lighting stYles - V-Ism, 
X-Ism and Z-ism - wtlich higtlllghts 
capcom's underStanding of liS gaming 
aUClIlll1Ce. Represennng 'lla~nCe(r, 
'aggreSSIve' and 'defensow' 
respectively, these complement 

vour own indiVidual fighting style. 
SF13 also marks the debut of 

what, In effect, repl'esems an 
energy bar for blOCking ~s, 
ThiS 'guard gauge' -lOcated beneath 
the round tuner for either frghter -

IS reduced With successive bloWs. 
Once depleted, the character In 

'Supe( moYe$ .re still of 
vital importance, 'fnore 
them .1 YOII' peri 

QUe5bOIlIS vutneral)le 10 • crastJrng 

blOw 8ut, most impressrvely of all, 
Zero 31naoduces a novel take 00 
the genenc 'arcade' mOOe offered 
Dy all rtgtnmg games. Begllwng 
With a baSiC collection of IndigenouS 
I"fIIlVt!S, players fighl through valled 
bouts selected 'iI8 a world map 

'tOur degree of success leads 10 

awards of experoence poonlS and 
new skills. The RPG overtones Of 
thiS world lour mooe serve to ClOd 

purpose to otherwise largely 
meaningless solitary battles. 

But in spite of its vastly improved 
lOading tUTles, SUpefiol anrmation 
and pleaSing new features. Street 
Fl8flter zero 31$ Stili, to an equally 
laudable and Ioathable degree, Street 
Figtlter The most venerable of 
IIghtlllg game franchises IS, aptly. 
symptomatic of liS ge!lre's creallve 
catharSIS Kowe1/er, it's also 
maOdeningly playable 

(i,hl UI ul l!n 



TE STSCREEN 

SUPfRBIKf WORlD CHAMPIONSHIP 
I' ~~------------------------------------------------------------------

Th ' motion capture on the riden is 
f.l,ly del.lIed I nd convincinl - until 
they (ome off thei, bikes. th.t Is 

r.'I ddty, deSj)lte being thrilUng 
I!I machtnes to ride, and 
panicipallng 11'1 exCiting televise<! 
laces featuring seemingly endless 
overtaking, motorbike games haVe 
never capture<! the playing public's 
lmaglnatkln in the same way as the ir 
cal-based equivalents. 

Which Is wtly this latest offilring 
from MileStone {usually associated 
with the tar·featuring saeamer 
serieS} IS unli~ely to gel the masses 

rushing 10 thell local videogame 
shop, regardless of the fact that 

thIS Is cleartv the best twO­

wheeI·based slfIl to have appeared 
In a long lime. 

Based On the 1997 Superbike 
season, aficiOna<.los will rejOlce!O find 
favour ites such as Carl Fogarry and 
New 2ealand's scary Aaroo Slight 
lespecti'Ve1y battling for Ducati and 
HOOOa supremacy. for example. All of 
the other manufacture~ (Kawasald, 

vamaha and SUZutl) ale also present, 
of course. as ale the remaining JO 

rIOers ano 1211'IIernational CUCUItS. 
Fact aooiCt$ will also welcome the 
1988·1997 result statistics available 
for perusal, while the majOrity Of 
pla~ rs will prObably viSit the photO 
gal lery wnlCh,lnstead of motorcycfes, 

PTOYidedr,ur PC bouts suffKient power I nd speed. ,leat , .,phiu. 
true-to-li • bikes and nu r TV-qullity repl . y shots I re ,Ul rlnteed 

features pictures of grid girls from the 

different internation.allocabons - a 
reflectiOl'l of the sport'S I'liIture rather 

than the lact that the game is 

programmed by ttalians, perflaps. 
SliM. ooce on the tract things get 

very senous. very QUickly. The usual 
QU!Ck/$Ingle race and dlalT\PlOl'lShip 
mooes eXISt, as well as arcade and 
SImulatIOn options and an Impressive 
number 01 aspects relating to realism 
(read: dlfficultyl can be tweaked 

NaturallY,the arcade-based Side of the 
prOCeedings is particularly forgNlng. 
and coming Off the bl~e reqUires 
some 0KKJed1y reckless riding. NOt $0 

In slm mooe, of course. where you 
need only sneeze to fll'ld yourself 
piCking up your bite from the SlOe of 
the tract . Real hardcore digital nOers 
WIll no ooubt turn all of the realism 011 
and revel In the Incredibly diffiCUlt 
experience, but mere mortals may 
prefer a more 10rgMng set-UP, 

Visually, the le~e l 01 detai l Is very 

• 

0' 

Impressive, and provided your PC Is 
~rful enough you'll observe 
IndMdual spol(.es, suspenslOl1 travel 

and dnve chain movement. as well as 
&CIrTIiring tICI'N faithful each motorcycle 
is reprOClUCed, right down IQ the 
speoliC dllll arrangement. The tracts 
are equally beautllull'( modelled, WIth 
very little evideoce of scenery build­
up, and the replay mode Is superb In 

COfNt'yIng authentIC lV-stYle coverage 
Milestone has developed a 

POliShed, highly accomplished and 
aCCeSSible (given its arcade OOtlonl 
motorbike rating slm wh;ch deserves 
to form pan 01 any b ke fans' PC 

game coIlectlOl1. But the lact of 11 
OedlCated cootIoI peripheral (such as 
a steefll'li wheel for car-based t tieS) 

means that for the average pIa~r. 

~ 
the experience IS never as 
engrOSSIng as it might be. 

Seven leA 

Formal: PC 

price: £35 

Release: Out nGW 

Naturally. there Ire 
sever,'ln-,.me views 
on offer (top) and I fully 
workinl fill system 
similar to other forms of 
motGrsport (centre). The 
re,l'Y5 Ir. ml,nlficent 



d e v e I o p 

Mathenllne: Redefining in-game physics 
n ~ns E6is feature 00 the 

... coming.compIexities of rea!tune 

physics in games, the recent Idunc;h a 
Morhengine, a product dedic;;!:ed to 

~ the p'ogr~rrvrW1g of suet. 
physics, seems omeIy. 

B.lsed in QdOfd. bur...,;m offices 

flung to the corners of the eanh - in 

San ffanosco, Tokyo and Madras­

Mathenglr.e Plc and ItS eponymous 

product IS catch'"g the attentio<l of 

several ~ing games developers 

througt1 a no-nonsense 8ppt'0i0dl to 

spreadins Iti ~ Available as a 
1.7Mb ~ ifom the comp¥l'($ 

websrte (_.mathengine.com). 

the ModlengIne software ~t 
~ (SDI() costs I'IOthrls _ than 

be.ng ooline to retrieve It Howeve<, 

~ a deaSIOI'I is IIIken to ~ the 

code in 8 game a negotiated fee 

is applicable. 

Try before you buy 
Included v.«h the downIo"d are 5eVeI,,1 

demonstration ~ to iIusbate a 
few 01 Ma/hmgInc's capabilities. Aftef 

IUOIlII'l8 ~ 5(lITle! of the test 

p.eces....,th Edl' , Mcrhengrne's 

representatM:s wefe keen to point out 

WorkStatlon 

the engIne's IlllnlmalloOO on the CPU 

- 3wund one pe! cent in most 01ses. 

They went on to dam that even in 

extrernetv CXlITIpIeo: appications, the 

CPU load shWdn', ever exceed ten 

per cent. However, ot's early days fof 

the soItw.-Ire, and there's ~ to be 

IJfro( reakYorld ,mplementatlOnS 01 the 

code, built rllne out of te<l ~ 

evef1t~11y prefer it, then the company 

will NNe fu~mled its mandate. 

Minor revolution 
In aI of the d!:monstfabon!; Irlduded 

\Wh the dc:JrrMIIoad. ts the speed of 

~ eYen MIen run through 

Mathengine's adnwedly poor graphIG 

~. whidl impresses. Eelll!! t­

been 'MtneSS 10 other physics !~ 

but none 8t'fleIated rTICM'fTIeIll at 

anything approadling a narural pace. 

If the company's promISeS of easy 

nootpofJtlOn flto emMg code. 
ON processor overheads and ~ 

level physoc:s are true. !hen g¥I'Ie 

deveIopmenI COlAd be 11"1 fi:x a I1WlOf 

IeYOIubon. Alieast, the as-yet 

unnamed Japanese company 

spoosonng the Ma~ 

£ ToIIyo office must th ink so .. 

vldeogame creation under the microscope 

mathengine 

~ Inn top rIsht: this snake ""- tin III pltlcld up ~ Its ....,. _ cast 8RMId; 

.....- .... oattfi ~ ' __ -1nl In II1II wtnd: _ • 'rH/' rope brIdp In actIOn 

O 
his month's ~!ently unhi~ WCIIt. ~t ~ to Alan Jad\. support engmeer at DMA Design, OJrrentIy testing IWd Merol Counll)'. Proof po5itive, if ever ~ 

WM needed !NI SIttIng 11 an office wth creawe manager Gary Pem on one SIde (see pl00) ¥Id PR bos5 Br0n BagIowon the OIhef ISI\" good for your mentall'leahtl 

-" 

• 



The tnals of a start-up developer part seven 

AhfIf co-founding L.ionhead Studios with Peter MoIyneu.l, Demis HMwbis set up his own dewIopment 
~, EixiI Studios. ~ ECTS looming. !he time had come for Elixir 10 ~ itself. publisher 

CIotJn. ""' .... 1 

'Em' .... .---lYoO mDI"IIhs old ..cl despIIe .. 

01 !he t!Ir. we sOIl...tn~ ~ a pobWong 

dNI. The [.-opean ~ hde Shoo.; 

ECT'S, IoIb!s pike ., Londoo M ~ begmflg 01 ~. My 

...., locus IIliM __ eemng ~ deal s.gr>ed IS soon IS possi:oIe. 

We _ ., ~ process 01 !aIb1s 10 Icu' pubIis/'Iers. The d'Iooa: 

01 po..CIishe< is ~ abouo: as ~ as c so:ts for I ~, 

.o,nd Ihol'.where ~ see lldy, YOu ~ thri. thM. oomes.x- to 

v.n.;. oiler!; yoo!he ITIOS1 money, but oI's no! as ~ "" \hot. 

~etv, we tvmed .x- I blue< offer II\an the ono we too«. 

In my ......; III ~ !ho!<l! lit five le\' ~ to considef. Money 

1'1 oIMooItv ~ mpoIIII'IlI\d comes II1lYoO forms - ~trw: 

~ and ~ Some~ pme to gel heltyup--fronl 

~ and $I!ItIo for ~ rateS as low IS one OIlYoO pc! cent 

K yaJre r:r::>:1firIenI1hot.ish. ft. ~ beaef 10 seaIe to lower 

up-Irorc.., ~ for better I'OOfiIfI' rllK. 

11tri ~ ~ '-r; ~ $I.IPeIb over ~ 1II'Illew)'ellS IIId 

!I.{'"' ~ I new ~ 111l1li5 10'9. At INs! some 01 Uri's 

"-'=" 100"- b<:' atII'ilo.rII!d 10 !he ,.,. eaIent pies cowrage 

81"""""'<1 bv the ~ PR ~ Ther.....agerner1--' 1'1 

~ ond I knowthM we c.n WOIk ~ 

I "'- known IIIl ~ (chaormar. _ E651111d Charles 

~ «EO] b • Ionl! twne.and 11tri ~ blend 01 games 

~ IIId busroess ICI.II1"Ier' is I ~ powerIU and UI"OCp.>e 

~ It's ono! oItt>e...., reasonsYhtwe -..eM 'Mlh!hem. 

Plus, the fK! that they il/e UK.t>.Hed means thM I caor\ take I MIf· 

hour tnp to .ne;. ofIices and SOlI Cl.( II'Iy problems f~ 10 f~. That 

~ comes from a de!.Isn ~ ....... I'll r..,re booos, as tt 

~ thM roe reaIy ~ ~ III""Ie CIOO'ICIep!5.lAIIr'naleIy 

I fdI: IhoI ['dos' ~ and sw.lIIds matched 0lI" O¥ofI. And IS a 

~ !he fwsI SI¥ 01 the dell ~ HeIds 01 ~ _ 

~ on!he~ 01 ECTS.I bJnd .~hII'd ~t1'115 

" It'S fashionable among developers to denjgrate the importance of marketjng. 
But a marketing team with enthusiasm and jdeas can make a real difference" 

The wa:nd consoderilOon IS the power a/ !he publisher & '""'" 

n.1S~ IrT"pJII¥1t You need. ~ 'Mlh ~ 

rT"l.I'Ide. Do Ihev I...-e !he poMlI" 10 .... .,.,.. ...... on WMs aratn:I 

!he worId1lie Ihev IS 5lIOI>S 111 the fvnencMl ond ~ """""'" 

IS Ihev In ., Europe? How a:nn;;rog 1'1 toe. .... operilOonl 

The thrd ooncern IS rna<keMg. 11', Ias/Ioon.tJIe II"'IOIlC ~ 

1Odenoar_~ ~ 01 ~ t don'l ~ 10 Ih< 

poonI oI_M ... A ~ -....e. ~.-.d ode»S (.111 

make.rU~, ~they~to~~~ 

.,.,.. game? Do the people ~ p/Iy and ~ ~1 

The fourth oonsoderlllOl1l'1 the issue at the pt<J!lIe d~ 

Iw: yoo confoder>t thI1 '[W caor\ build • successful ~ 

reIatmsI-.p \Wh I parucuIaor teilrll of peopIe?~. this I'¥I 

IS the IeasI $OI!IlIIIic. M<x:tl of ~ comes dawn to gut nstInct. 

The firIIj '*'" is that 01.,.,.. SIolIUS....m a ~ publisher. 

There'. Mworys • dIrltrer thM ., SIgI""'q WIIh one a11he bogge< oudits, 

....... game'" be -..peel bv the sheef -.. a/ Ita- ..:hed.k. 

You __ Ita- people 10 !oil ~ «Id lite noo;:e a/ .,.,.. game. ~ 

gel 10 be turI! 1Nl ....... pubIishe(' P'll1O see '[W IS 0'ISIIUIna1III 

10 ~ ~ wtt:Je!oS. Ti"o5lUMit1U!f!5 1Nl1hev'" U'iI Ita­

fide 01 the dell 

Atltllmu:h..,..-..I 

<:Ieoded we woUd to ""'" 
6::Ios. They h.)d ~ we 

~ They - oIIenns an 
eQIerII deal \fIIIlh the .yc 

..... """" """" 
~IJIptne5e 

S<.bsodi¥y «Id they\oe ,~ 

~ .ne;. US oper~ boch of 

~ s/'1oo.Id ino:rN5e ~ 

poMlI" ., the respectr\'e martets. 

• 

.-

.-.; 10 the ..... pubi!5heB. .... nee hII:IlNde "" ~ aIIeB. 

~. MR __ P'f: ,.,. weI. helped bv ft 8doibon a/ 

two more IIINS. C.oIin Seaman <;ami! 10 us from ~ where 

he __ an an <TlIIIIgef (prew;Ius ~ n;Iude an 

"I'J'NI ...... on lmyHan'~ 1i¥t BellI' show .). Then ~ 

Gombo!; <ami' 10 U5 from Germany, where he vroorted on IIIo""'! 

<AIM Moy Day. ~ _ an ~ 1'1\ ...t.en he tuned ~ 10 his 

0111...- .. Ie.lther ~ A ~ efIioerc SttwofI pIIyet 

'Gorrb:>s the ProIoss' ~ exhorts hIS ooIIe.lgues .. ~ noght 

~ 'Mlh rnes of'~ Yoo must IIIICkr 

So ~ te.>m ~ begww>s to Btl Befo«! I swtcd [IOQr 1 hid 

come to the conr:IoNon thI1 so-npIe taienl isn't eoougil. I am keen to 

"""" \Wh peopIe....,1I> the og!1t I!t<tude PIWOI\ IIuojer «Id 

t....mIIty I<e es5er11:111 trIllS. They've aI5o!l'll to I...-e.sense 01 

t-um...-. v.t..., ,,00,", ~ 16 ........ droylOfltlher. '[W .... set 
10 set on. I h:>pe Ihrt _ 0I1hos hIppeos NU~, b<.c lily 10 gM! 

tile pro<cIS • ~ IIand. so the ~ pays b eW!rfOIW ID to 

out once. rn:nt.. ....... ~ peroon ~ b eodI 

0\Ulg. We'" ann..e 10 pa., somes ~ UIUIIy Ihos 

help. !!Mm 'Jd. b<.c It-.- "'" eoa:paons. 00pI0:ImKv, lIS ~ 

~. WII5. r:Ns&Ye 

.......... -­iocd>II_ .., U>doned ... ~ ....... ..­
The ~ a/ wn IIIdy 

.. O!S' .... r.,1S Iurri>enntI 
IIOI.fId .1ootbIiI p«h .-

• SIg!'lr: ., il5eIl Howr:W1.r. C 

WH'1¥ttaslJc ~ 

1O~~"'ear:t. 

£ 

" 
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B
est known..s;> jou'rwlisl from the Ileyday 

01 ~g m~ga.rines aap 64!. The One 

and Amig<> AIwN, Gary Pel1n is now crNtiYe 

~ at Dundee's groundbrNking OMA Oe.ign. 

~n's position~. uniq~ among UK ~ 

offering 1$ he doH consicM!~ input to DMA's al.~ady 

lHodigioos OUIpul while at the SII~ time trying to 

conceive of noIhoingless ambitious than a g~Mral tMory 

01 ga~pliJ'f. He hopes he's not alone. He hopes there 

are other people in the d~lopment tommunily §trivinl! 

to answe< the SlIme """,, qUMtions. He hopes they'll get 

in touch. But fir.~ they'd rn.lter read this __ 

(dp : AI. Jou ..... s! you .lwiI", seemed cynigol 

.bout tb"bulln"n. Hes bein .. on the other lid .. 

clwnced your opinions? 

CO.". ..... n: No. It's ~ me Iw.<!CiIlte why things are 

me wll1 they are mo<e than I did. I me'l\ rye had 
e~~e from an different angles oow; from tlM: punier 

through 10 the jou'rwkt: the publishing side - marketing. 

PR, m.nwols - pretty modi eYefY single aspect; but this is 

the rll5l time Iwnck-on in the ~I side 01 iL rve 

kind 01 ~ it II~ which is pl'Obablywhy rm ~ cyniuol 

Idp: How do '."""1 SHIn to fOU n ..... as in u.. .,..t 
you __ HelnllO 01' 4G MW 1"_ • month .nd 

_ Y1HI'l'tI lnwoh'ed wittI_ for two run or...ore.. 

COP: Ilwrdly play ilnything. I If)! and kftptab.onwhars 

gain. on but I find I don't have time. 

Id,.: If It's '"-"" to kHp your enthusiasm for ... 

GP: pntefTUpling] No. no. no! Enthuiiasm is differ~nt The 

problem with the cynitism thinK is dlat it's gen .... 1ly 101 

misoonsrn.oed. The medium itself is fantMtic. rm SO C'f"al 

about it be<:.alne it's so underexploired. 

Ed,.: You ,"-v. I.1th In the ...ediu .... ltten. but not 

In ttI. bulk 01 wlwrt's produced? 

GP: The medium itseH, I think ... _11. I wouldn't want to 

be in any oth~r busineu. It's as simple as that That's 

jartly tlecause I ha~ SIKh a good undefStanding of this 

busin.ess. but also tlecause it shares common elements 

with OIher media, in that YOU'f~ working with pe<IJI~ and 

you're meking things- I tan't think 01 anything bett~r than 

t~t It's the wme with magazin.es. Excepl dlat with 

meg.zinn. you g~ to do it 12 times a year. With software 

~ the NOIutionary CII~ hH to ~en out 

beuuse ,epetition isn't so fTO!q.-.t With rn.agarinn. 

that's • la, more established medium and business 

model You haw • structure, I fTl<MWOfk. a lanswge, a 

grammer. """"teYe! you _nt to caU it. So ~ knows " 

U«tIy what they're doing and....-here they're xoin&.nd 

you un ~ within that Irarnoeworl. 

(dee: And you ttllflk this mediu .... Yideof._, hi _ 

youne to haft that kind 01 MOdel? 

GP: Yes. The appreciation of the medium isn't dI ... e. I'd 

say, ~ anyone appr~u~s it. it's the >apa~. ~ did 

the WITIe with tomb. The tofItrast ~n Japanese 

tomic book evolution and westem comic book evolution 

is quite marted. More re<:ently. the western side of things 

hiS paid more IIttention to what the Japanese Ire up 

to, but dley were ~ry experimental. Ws me same with 

videoglmes. The Japanese are a lot mote efficient at 

what they do. They're always tryinK to experiment 

£DQ~ 101 to-



'" can't think of anything more childlike than running 
around pretending to shoot 

people,111at's what I used to do a lot when , was a kid" 

.. 102 £1)0£' 

Id,.: s-_w ur dial: DMA 15 die doHst 

'- • JIIpa_tyt. .... ..- In the u • ... 
Cl': Po5sibly. The reason rd argue kw thaI- and it's partly 

the ,Itiorwole bdlind the whole digiul toys-and.games 

w.-, of Itoinkina - is that the Japanese I.IIIde<sYnd tha(s 

MIM it's lI.bout. 1hey Ipprea.te the whole ~ .;rspoed 

far 1TlOft! than the Europe..s do. Amfti<;a and Ew~ 

the wes{ lIS I whole, lend!; 10 boo. -V wary of simplifying 

it as the 'Md generation of I"'" bK.ouw!hat..,..oo,; 

childish. And ~s the biggest stumbling blod SO fa •. 

Ed .. : You don' t lib tIM ':-'- 1nterKtln 

........ In-" do you. whkh Id,. us on Its cower1 

GP: That's boIlods for a start! [yughsl_ Ok;ty,1he rnI.l$l 

base form 01 i!"lle' oKtive entertainment is .... x. Now, you',,, 
telling me I'ideogameli are the same "'~? I don', think 

so. Ally game you play that involves playing with toys is 

• 

-' 

inte.active and entertaining. So why 
call this medium inle-rKlM 

entertainment? 
Up: Does It i_ply _ SOft of 

~ co.pk d T1Iat to to. 
_ <IS dolldlsh Is. bM thMal 

GP: ~ I CAIl'1 think of ilflYlhing 
lTIOfe childlike man running lround 
Pfeteoding to shoot people. n..t's 

what I used to' do 11 la! when I WiH • 

kid. I WitS always playing with toy un. 
with KtiOfl figures, .nythinll «IUld 

lay my hands on. And thM Indudes 

po-etend, the whole roleplay aspect 

tlw kids do - you get I Slide and that 

becomes a gun, Or a liahtsaber, 0< 11 

Ltnte. ~11y, the irnagirwtion stMb 

~ up aII_ of lantasy worlds.. 

Wh.at's ha~if1lll now with 

~arMS is tIvI kovt!I of lantasy is 

~ng lar 1TIOff! organised and 

$truCtufed. The ..mole Doom/ 
Quake Sf!riH is far lTIOfe ijkf! the war 

...mh sticb lor gum; !;hat 1 used 10 M. 
but it'$ in <1 lTIOfe ~t form. 

E..,.: If nteos- ani! tors -
play'nll_ and c:t.ildsp&ay -

doH that MU" that the audletta! 

fOl wldeo(a_ Is liMited to thoH 

paopIe who appreciate toys and 

,amu -la. a yoltlllaud letta!? 

CO P: Not at <111 . The strict definition of 

a loy is <1 play thing 10< amusement. 

primarily lor children. 1 think !;hars 

our p<obIem. BuI you get sex t~ 
Are you telling mo:o sex t'¥ <1re 10< 

children. or is the lerm 'toy' misused 

in tIvI context? I don"t know. 
the ..mole lerminoIogy thing dcJe. 

bother mo:o a 101. rm ¥PrY pedantic: 

.t>out tMninology. 

Edp: So. .... do .,... WKotporfte 

tM:se bask toy COM.ef'b Into you, _ .... , 
COP: The role here has kind of changed 

and modified <11ong the way. I WitS 

senior produ«< at BM(; and 00f! of 

the teams I looked aftf!f WilS DMA itS 

a whole. O;:ro.oe [!ones. heitd of OMA] 

was interested in what I WilS thinking. 

because al this timo:o I WilS formulating 

thi'i di8~altoy idea. I'm not ""'ing 

~ elsewhere; I'm not ~ing people 

fOfmulate a structure for this 

medium. They're producing ~gn 

documents which are hund,eds of 

pages thick and me<1n shit. 

Ed .. : Duip ~_IIOI 
.... Ity about. the _ of I....,.· thoup.. n.ey ......... .,. 
.bout doe suriKl! details.. 

COP: Yeah. I mo:oan, don't ~ mo:o _ong. 
the .... rfau is really quite important. 

!..oak at the WlIy tIvI a polygonal 

model an be represerlIed in so 
many differenl forms - i biI5ic 

wUef<amo:o slwpe. Itwen the different 

forms ~ bm when you st;,rt adding 

tex!u.f!S and lighting. The ""'"" thing 

lIppIies wilt. the samo:o sKI.. of it ~ you 

WlIfltto lKuk it down into a dinic.al 

Iormul.a : games _ t'¥ + rules.. For mo:o, 

it's itS simple as thaL 

IM there is no Holy Cra;I, this 

isn't alchemy. this isn't some attempt 

to find a definiti~ formula tIvI~. 

·Right. thal'. it. All videogam'" are 



, 
''The strict definition of a toy is a play thing for 

amusement primarily for children, 

Are you telling me sex toys are for children?" 

produced in this manner: From my poinl of view, Ihe<e 

must be SO/m son of ,ommonality in this. there has to 

be. There's rommonality in every otne< medium. And 

from that commonality. that's whe<e you get the 

differences. beuuse people stlrt 10 e 'pe<imenl. They 

~Iart to I<Ike wh.Jt is accepted and suddenly turn it on its 

head. or I<Ike t>its ;,way. or;wd bits to it 

Ed",: So it's lik .. AriRotle saW: ttlere are onty Hven 

types of story but there CM be so IIMny tiny variations 

on each one that _ keep listenin, to ttMfn. 

COP: OM thing that's let me down is, ICI be honest. 

educat;on. I don', have a particularly solid edUC<llion. 

50 this year 1'\Ie promised myself I'm going 10 start 

l"eilding some relevant matefia1. 

Edee: HlIYe you tried ,eliding lOlie ph C.mpbell1 

GP: Yeah, I got The Hero with the Tholt'Mlnd Faces' and I 

started '"ading it bUll Ul\.Ik!n'j get through it And Ihafs 

one of the dangers with the medium [of videogamesJ. It 

gives you a really sh~ attention spilIn. 

(d,e: 50 why are no oth« complltlies I'MI" Iookl", 

.t thlnls this deeply? 

C:;P: I'm sure there are people out there who think atlout 

it, but who do they talk to? Where's this common bond? 

All the development conferences I've attended tend to 
approach things from the diniul, development side - not 

the g~me ~de which it needs to be. To publishers it's ~ 

pi...:e 01 software first and foremost, ami then it's a game, 

n...re are quite a few defini!ioos that I want to get 

aaoss to you. First, there's this fmmulate approach, Ihal 

games _ toys + rules, then you've gOI this whole aspect 

of touch which is so underexploiled, and that's another 

Ihing that irritates me, 

£dIe: In • sense, ¥ldeos.mes hne .Iway. been 

.bout toud!. Wh.t .... Itn or b .... ks them is the 

qu.lity of the control uperieflce. 

GP: But that's what's also important about this medium, 

It's the first one to exploit touch, Sculpture, and to a 

certain degree art. alludes to touch, So, if someone's 

doing an oil painting. part of the plocess of using oils is 

to create a sense of texture, 

This medium takes the illu~on 01 touch a 101 turther. 

The main strenglh of Ihis medium is the sense 01 

,*,YS;ulity. It's the sense of being able to touch something 

that can't possibly exist and being able to manipulate it. 

~ you take a typical fighting game, you've got two action 

figures. These action figures are specifically built fm the 

purpose of combat. Now, if these two action figures could 

,*,ysi<ally exist ami you could control them with little 

remote controls, rather than me as a kid wit~ one in one 

hand and one in the other, b<lnging them lI8ainst each 

oIher going 'Arnghr, it would be brilliant. 'MIat's 

interesting is that this medium is exactly the same as 

doing that, except it's more elaborate. 

Edp: And you tilke this concept of touch to mun 

• 
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the ""M of beinl in contn>l 

r.ther thorn .nythinlli .... force­

feedbad!. }oystidu? 

C:;P: Force ·feedback can help, but I 

think it's a danger to start introducing 

too many elements too soon. I don't 

believe that people have mastered the 

key elements of the art ~de and the 

audio ~de - the visual and audio 

leedb<lck - and the physiul ~de, that 

is, the physiul sensation of 'holding 

this thing. whether it's a flat 20 Splite 

or a full·blown 3D polygoo model. 

It's all a quesOon of separating 

the tedmology from the aeiNMty. The 

technology's just the tuding medium. 

This medium is not going to be<:ome 

,"",s~ .. 1fket until the technology ~de 

bec:omes no big deal. As far as I un 

"'" from the Ja panese pelSjleclive, the 

technology side is less of a big deal. 

Programmers have always been in 

control . Looking forwards, I'm saying. 

programmers should not be in control. 

E6p: YCKI think they're just 

technidlon5~ 

C:;P: Yes. n doesn't me.>n they'.e 
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dispensable , It d~n'l mMn they',,, worthl" ..... It mean., 

if anything. they',e mo,,, valuable, But Ihe disciplin~ 

na...e got to be mor" focused. The point of treating 
things as djg~a l loys is that ~ gives everyone a focus. 

It's 001 a sprite. it's not a fl<Jlvgon. it's a lucking toy. 

Ed,,, Do YDU think that Ihe way the businesl i. 

run .101" people findin, out all th ..... thing., 

stop. people experimentinf? 

CP: Experime ntation i, difficult From the toy point of 

vi~. the lules help to make the game by exploiting the 

tools. And, again, this is why I like the way the Japanese 

work. as they tend 10 build the player toy first - be it 

Mario or any olher toy - and then they basically produce 

an appropriate. comp limentary hameYllOrk lor him 10 play 

in - Ihe play"r gel<!; to exploillhe properties of Ihe toy in 

question. The,e are so many areas 01 the tKlsiness. let 

alone Ihe development side, that aren't being addrl'$~d_ 

People ar~ getting on with i~ p""ple a re making money, 

why should they both~r trying to mak~ the "'oc~" any 

differ~nt? Be<au~ that implil'$ risk and danger. 

Edee; Looklne lit vicl-eoclmes I S I fonn. U you 

I n!, you hrlI to look I1 "",rlllll medlllikl film 

''l/Vhy should a developer be given the God-given light to 
develop what he likes? I think 

it's unrealistic to expect people to fund them to piss around" 

ilnd tellvlsion Ind see thlt their devel09ment 

hu been so slow Ind stifled be<.tuse they've 

been run IS commercill mediums, Isn't thll fllte 

IWlitlne vkieoelmH? 

GP: I used to agree with del/elopers when they moaned 

about not being able to do what they were good at. But 

this is so long as the del/elo!",,, in question don't piss 

th~ money up th~ wall in th~ /irst plac~. The re has to 

be s.ome framework, some structure, otherwise creative 

freedom just goes all OVer th~ .hop. It has to be far 

more focused than it is at th~ moment and, to be 

brutalty honest, d~lope" Bre probably more 

unprofessional than magazine joumalists. 

Irs sur; to have come from what I regarded as 

not an l'$pe<:ia lty proll'$.;Onal environment on the 

magalin~ .ide, Bnd then to come over and re.llise that. 

Jesus Christ, th~ developm~nt process is a mess. Il"s 

so unprofessional. Unprofessional isn't bad. tt doesn't 

m~an that the peop l ~ involved ar~ crap . Unprofessional 

meanS that the re is no real 'tructur~. Why should a 

developer be gNen the God·gN"" right to d~lop what 

he likes? Who's paying for thi, stulf1} think it's unrealistic 

to expect pe<>p le to fund them to pi" around. 

EdCe: So ...... rs your strudure It DMA? Do you drop 

mIIny idlu by the wlyside? Do you like them 

• 

on fOf I whi .. tt. .... 51y, 'No, WI're 

not takinr tt.lt Iny furtt..n 

GP: y~ah. There's a lot 01 stuff that 

doesn't gel through. There are ce""in 

ge~ri( things that un be 

implemented aooss the board, but in 

terms of improving things you don't 

find out whether most of the stuff 

worb until right near the end. It's onty 

when the toy set is built and being 

used in the way that was intended 

that you st.1rt realising. 'This isn't &S 

much fun as we thought: That"s the 

rtaSOn why a ~ of th~ DMA games 

have taken s.o long to deve lop, 

because we've been allowed to 

rewrite them, eifeclivety. 

Edp: ..... d ~ow Ibout publisher 

pressure? How does it work 

with Gremlin, for ", .. mple, 

be<.tuH IU its history IncI 

,Imes seems Ilmost like the 

opposite of whit DMA does? 

GP: That's true enough, and I think 

opposites attracting was probabty 

the initial interest As I said before, 

it's unr~al i 'tic for developers to 

~"I'ecl to do what they like unleo;;'; 

th~y fund it th~msekles. Those days 

are long gone . You have to start 

focusing a lot more, you can't just 

~, 'Right, let's sit down and \W'II 

design anything we like : 

Ede" So you're nol Just some 

old ;oumo urpine on lbout 

the old dlf$? 

GP: Not at a ll, because I see a strong 

conn~ction t>etween then and now. t 

don't se~ much of a difference, apart 

from the fact that the m~dium's 

improved in quality. In t~rms of 

exploitation, there has been progress. 

But the biggest beef I have, the 

reason t'm trying to lonnulate this, 

is because I'm not getting new toys 

to play with. I'm just getting the same 

o ld toys I've always had. 

Ed,e: But I IthOUrh It's slow 

proeress, I n! you opllmlstk? 

GP: I don't know. I te nd to fluctuate 

between eo:tre me optimism and 

extreme depression . 

Edre: And tt.I puntlrs. Do thlY 

know whit they're Ifler now? 

GP; They probabty know what 

they're after as much as I do. £ 
And I hil'len', got a fucking clue . 
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F+'LFIIIE LE" I CUTTING - EDGE COIN - OPS FROII ACROSS THE GLOBE 

ATH '99: SPHIAl R[PORT 
AN EARLY UNVEILING AT EARLS COURT FOR SOME OF 1999'S HOTTEST NEW CDlN"OPS 

N.omi-bued Cralr 1011/ (m.in) W'S IIlrudy hi, hly enJoy' bit. despite belnc unfinished. other titl.s in the Hllomi line­
up included Zombie Zone, THCTrD 2, Ind Dynamite Boseball9B. AtIIli's Wcrr: Final Assault WII5 11 leal surprise (lIbon) 

• 

110 €DQ£ 

total of <I 16 emibllors, occupying a reo:wd 

floor 5p«e 01 19.739 sq m wnsIIMed 

1999's NnusemenI Trades ElihibIIIon 

tmemallonal a1 L.ondor!'s Earls Court Extlbbon 

Qontre last month As 1!W!f, !he show attracted 

the main pk!yer5 (\\Ilth the e>.cep!ion of 

Capcom), eager to COI'I';1oce ATEI dtteodees how 

much iocome theif mad'Iines v.otJkl genefate 

once pOCed on !he arcade fIoof. Indeed, unlike 

!he maJOlity dlhe ye¥s show.;, ATEIIS very 

much about 1'TlOOI!'f'. and very little about games. 

Still, Sega ~ ItS usualllTlpreSSiYe 

appearance, Wlth "IoodeI3-powered European 

rlCI\Ie!ties such -'5 LA Machmegun5, Doytona 

• 
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USA 2 fbv,e" Editiof!. CJceron Hunter, Stor WJrs 

Tri/ogtAtcode, ar.d last rronlh'sMogiwl Truct 

Adventure, but d rTICIfe rteresI was tI>e 

cornpany's N~fueIed range. HeOOng up !he 

assault W<tS The House 01 the Dead 2 in its 

varJOllS cabinet guises, txJI on partICular, an 

unfinished but already very play~ble Oar; T= 

(see pi 13), Next to,~ Zombie lore (BJocd 

8uIet OIl tt>e~) proved atremeIy enjoyable, 

If a 1ittIe repetIbve afte< prolonged play, ¥Id a 

graphically ~ ~e BosebaI98 

completed the new ~ . 
'Meologic, po'OYidef of me ~ VII: chip 

behind N.lomi (as ~I <IS Dredmcast) secured 

Midway's Hydro Thundtr 
,.rnered conslilnl attention 
"ATEI (abon). The use of. 
sub_fer to h.ndle the ~b' 
low rem n,en,!n. is fint.ntic 
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N.omi-powt!red The HouR of the Deod:l futured heavily, .nd WU"fY popul.r 
- but (dIe did not>« • touple of $Iowdown O(wrrtn<e s .ftIIor plolonled pl.ylftl 

~I"$ N.omi c.bine! 
aln lI.we new lames 
l"sUilled with ,.I.U.. 
"se - end 11 little 0051 

~ modest $land, proudly !.hoYiIng off UIDmore 
Rare Pro IInd The f*Juse of the Dead 2. 

Konami had ~ subs!l!ntial presence. lOO. 

and introduced DonOng Stage 10 the ~ 

IMlidl. accordrog to the companys 
represent3tNeS, had been very __ recef.<ed 

by the UK ~ in ~ test runs <VOI.nd 

the country, ~ Edp's concerns thcIt 

western a~ ~ters might I~ 100 

seIf-<:OnSCious. Bcol-Manio rerumed in a Jrd 

Ma lorm and GtRtor Freaks (see p 120) 

completed Konami's musical adve!11Ures. 

Elsewhefe on the stand Hyper &Sh, Bash> felt 

intriguingly playable. v.tJile ThriR Drive (see 

p112) pn:Mad di!ngerousIy addictille. 

~·s SlaI1d ~ the big ~ 

trio. bur desprte the ~ rv.mber 01 odes on 

oifl!f, Edp fo.n:I few ~rtr exoung. 
Fn:JI Furlong 2 and A:Iint 8ItJrJ. 2 were 

seemingly denbcaI to theW ~sors. 

.....nerus rmt' Cnsis 2 Solo <,iJoN the CPU ~ke 

COf1tro1 of your guMOUOg p.lrtnef fOf a 

singleplayer~. The onfy new Nameo 

• 
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Kon.mj's super Thrill Drive (top, left) WillS d.ngerously .ddlctlvt. Not 
so with Ultimate Roee Pro (top, riCht) .nd Nlmco's SOO Cl' (.bove) 

titles _ kogIer Kilg. nspued by (though 

no! qJrte lIS good lIS). Sega's Get Boss, 

and the Mltstre 50QGP bike g¥Tle. Fill' more 

interesti1g was "" ar~ werwn oI8ust A 

Grooooe, and RoIng Extreme from GaeIco, 

whose RodikJ/Biters po-OIied one of last yea(s 

hits. This year's revetatioo was Atari's fine Io\t)f: 

F"1flI)/ Aswvlt (see pI12)...t1ich almost made 

up for the huge disappointment of Gavndet 

Legends. Further on. MicMay's Hydro Thunder 

(see pIn) ~ 100. 

Othef regrets were few. buI ~s 
absenI;e was notable, as was Capcom's. 

On a more wonying IeoJeI. ~, pm! 

mactlnes (5imil.1r to SNK's NeoPmr CltI) 

that have quickly ~ed .lapanese arcades.. 
were 0\lI in more ior<e thim last year 

and k:Jok set to do the same CNef here. 

£DO£' 111 .. 

• 
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WAR' fiNAl ASSAUlT 
( ATARI GAMES SURPRISES SHOW WITH LAUNCH Of fOURPLAYER-lINKABLE ARCAOE SHOOT 'EM UP 

Although the game can 
be played in tflirdperson 
m~, the experience is 
far more accomplished 
if you view proc:e-edings 
via YOUI chalacte(s eyes 

or: Final Aswull is a genuine surprise 

Immensely pkly~ble, Alari Games' 

fOlJrplayef~in<able Voodoo lIi'O""!red filSl- or 

ttmdperson action is little more than a Quake­

inspired arcade offerin& yet such is the 

COOse!Vdtrve state of the coin..:>p market that 

no other developer had previously displayed 

the forethought of ~S1n8 such a product 

The irony, of cour.;e, 15 th.lt IMJr is perfectty 

su ited to the format of arC3de play;ng After 

they have selected a charader, up 10 four 

players can choo5e to either billtle it out in 

deathmatch mode or take on the CPU in the 

game's missiorrb.J5ed, coopera\lVe g~me 

lMlile the kme! was urldvadable at the show 

(Alan hasn't finished tweaking its title), the 

deathmalch option was highly promising. The 

action is relentless as you rush around kx:>kjng 

for weapon upgrades ar1d heafth power-1Jp5 

using a comrol system inspired from the 

mouse/keys combination uti lised by firstper.;on 

THRill URJVf 

shooler-playing PC owners. The directioo keys 

are 1Xesent. but a joystick Ms the role of the 

mouse. It's a system that woro surprisingly 

~I . although according 10 its 1TIdkers, the 

tack of a steeMg wheel or a lightgun confl15ed 

some shcm ~neodees who chose to bypass 

Of'le of ATErs best offerings. 

Even in its current unfinished StiltI', 

lM:!r.- Fjnal Assault sOO....s impressive potentiaL 

&pe<:! plenty of firstperson shooters to 

gradually folk'lW lIS lead. 

KONAMI'S LATEST ORIVING GAME COIN-OP PROVES TO BE A CROWO PlEASER 

D Konaml 

Out now (Jap&n) 

."'" 

Despite not boasting the 
most realislit dyn.mics 
ever seen in I coin-op, this 
racing game is immense fun . . 

<Ill 112 £DG£ 

h,,1I DtNe was undoubtedly one of the 

show's highlights, proving one of the 

mo51 addic:tivoe games on show, Technica lly 

5.peal<ing. ~·s unlikely \0 win any awards ~ 

scenery poJHJp is frighteningly obvious and the 

clynamics are occasionally dubious - but get 

behind the v.fJee! arod all is forgiven. 

Essenl~11y an evolution of GTi Oub, the 

graphics convey a realistic erMronmen! within 

which, after choosing your vehicle from the 

, 

__ c 

seven real production rnocle1s on offer, you 

arid up to three othe< ~ race to the end 01 

the stage. Because tins ocrurs on city streets, 

highways, and COOJntry roads, cMl;"n Iralfk is 

frequent and wlule the - nogh on inevitllble -

resulting crashes are the mo5! rea~stica l ly 

depicted ... an ar<:ade g~me (complete WIth 

imtant ~ angie replay lor added drama), 

it's prefera~ to resost veering into the path of an 

oocomlng bus rt you plan to reach the next time 

extemion before the seconds run out 

At the end of the game your dm.;ng is 

asses5ed <lCCOfding to your te<hnical ability 

(including speed) as well as intell igence, 

courage, and coortesy displayed. 1I you're 

lucky to find the game in a deluxe cabinet at 

your local arude, you'll benefit Irom the option 

to r<ICe using a full manual gearbox (including 

dutch, of course) as well as the usua l maWe 

projection screen. Expect to queue 

before getting a chance to play it 

Here you're looking 
down on fellow 
competitors from the 
safety of the bus (top). 
Crashes .re repl.yed 
inst.ntly (.be") 

• 
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CRAZY TAXI 

o .... 
,~ 

.,," 

Althougfl still unfinished, 
and therefore ,1'lclly, 
(fOxy Toxis visuals ilre 
Ihe ~st demonstration 
of Naomj's impressive 
polygon powers thus lat 

A FIRST LOOK AT NAOMI'S MOST PROMISING SUITOR 

nfinished, and shown only as part of the 

forthcom ing Naorni line-up, Crazy Taxi 

is \ookj ng very promi5ing. An evolutIOn alias! 

year's Model3-po'Nered Horley Davidson & lA 

RKkrs, th is latest offenng sees you taking on 

the role of a taxi driver who must look for fares 

from the many pedestnaJ15 found strolling its 

polygonal streets. Thankfully, there are pIef1ty 

01 them around, and once you've picked up a 

passenger rt's you r tas.k to get them to their 

destination as quiddy as ~ble_ ~ pays -

I~ela lly -10 drive reasoo.lb/y we/y, h<:Moever. 

as the more acadents you get involved in the 

lower the tip. 

The handling IS typically dJcade-e5que 

in nature, erubl ing plenty of outrageous 

powerslides, jumps aOO other amlhing 

unrealistic nonsense dS you attempt to negot",le 

t~ heavy downtown traffic while kcl.mg for 

possible shonaJIs, wtlich could Involve anyttllng 

from one-way streets to a bumpy fide across 

one 01 the aty's pdrll - although don 't expect 

your lares to share your enthUSIasm for 

experien<ing countless heart rate-a ugmtf1ting 

autOMOtIVe near-mISSeS. 

~'s a fun, time-based, colourful affa ir that 

'Mlrh well and prOl'ed pdrticularly pop<.Jlar with 

the punters at the show, regardless of its sole 

sldnd-up cab;net and 'blin~-ilnd-yoo' I ~miss-it ' 

positioning on 5ega's stand. Given its 

NaomHxtsed nature, a Dreamcast 

conversion is not unlikely. 

HYDRO JHUNHR 

Midway 

~­

"' 

Being an arcade game, you 
«on expect some of tile 
watH -based locations to 
prove a little lar-Ietclled 

IT'S RAPID RACER ON STEROIDS AS MIOWAY TAKES TO THE WATER 

owerbo.lt racing titles have traditoona lly 

enjoyed more SIKCesS on home formats. 

oot this Ialest Midway-developed (~fKlP may 

help redress the balance. On offer are 11 

i>quatic trad:.s (complete with hidden routes) 

and 13 different ~rbo.lts. Sc.lttered along the 

courses are !lUITI<'rous ~r-ups 0nduding 

~rxIy tumo i<;ons) ...mieh aid your progress. 

The graphics are IlOt groundbreal<.ing. oot 

they do the job and, imponanrly. they include 

• 
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convincing water and spray effects to add to 

the se<lse 01 immersion (althougtl r.ot litera lly) 

This is lurther enmnced with the placement 01 a 

wbwooler unit ul"\dem(oath yO<Jr seat. ...mich 

reproduces the rumble 01 the engine 

convincingly. and proves w::>nderfully apt at 

conveymg the e>tra RPM caused by the 

libera l use of the turbo tunctioo. 

Hydro Thunder is simple, noisy coirKlp tun 

and multlplayer races (up to lour cab1nets can 

link) are remarkably competitive. The addition of 

a turbo button...tlich you can keep pressed 

down at your discretion (provided you r.ave 
enough turbo 'Iuel', of course), is a tremendous 

addition, ...tlich gives you the rufHJP needed to 

la unch off the ra mps to collect the power-ups 

floating high above water ~eI. 

Quite how its traditional arcade nature wi ll 

translate to the small screen wi ll only become 

d<!ar once the Oreamcast vef5lon 

appears early next year. 

Laugfl as you collect lares. 
and then ensure they get a 
ride they wi11 neve, lorget 

Midway's title may not 
look as immediately 
impressive as a Model 
]-based offering. but its 
playability deserves the 
nttention of arcade fans 

£DO£ 113 .. 
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ROLliNG fXTRfMf 
GrlE lCO' HITS A OOWNHlll SLOPE --.-0 " ..... ~ 

Origin spain 

This extreme sport isn', 
uadly mainstream yet .. 
Just avoid the lampposts 

Iter the jnrlO\l~. non-aggressive fun of 

IiIst yea r's Radikal Bikers, in which you 

Md to race aloon<! a oty delivenng pillilS on a 

moped, Edge made a bee-lir.e for Weko's 

stand at ATEI'99, Sadly, the SjAlnish company's 

new offefing didn't quite lIVe up to e>:pedations, 

f&ltunng the curious pastime of rolling down a 

hill lying on a skateboard. The simplicity of the 

imerlilCe (left, righ~ pur.ch and brake) hampers 

the fee~ng 01 wntroI, a!though !he for= ~ 

feedb.-td through the yoke is stroog. ~ 

l~MACHINHUNS 
SEGA PLAYS WITH HEAVY WEAPONRY 

Developer AM] 

Reiease DIrt now {lapan) 

Unusually 101 a modem 
SOOoI 'em up. rou need not 
reload In LA MOc/llneguns 

rash and loud (aoo set in the US). AM3's 

Ii!lest is an al!-out blast played on the 

Model 3 board. As ever, visuals a~ suitably 

impressive, soaked in dense colours and highly 

detailed Two huge (and rem<lrk.lbly hedV'() 

plitstic machineguns dominate the cabinel, 

complete v.i!h recoil feedb.rl. Gameplay is 01 

the 'shoot fir>~ ask questions klte( variety, but in 

this context mars just abcxJt enough. Beat 'em 

up-st)1e air juggles can be performed with )2 
successive hits, cal~ng for careful aim ~ 

• 
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SEGA'S BEAT 'EM UP BlOODBATH PROVES A KillER 

De.... Dl'r AMI 

R out now (Japan ) 

The battle tlkes place across iI hugl! VIIr;dy of locations, including l top 
a movinc f.eicht train. Machine cunnin, lombies scores a bonus, too .. 

01 entirefy dissimilar to 5ega's other rlfflI 

saoI~ng beat 'em up Spikeoot, Zombie 

Zone iKtually p1"0YeS the more playable of the 

two. Nthoogh lading its sister title's inJl(Native 

multiplayer lin~ Zone is packed with major 

events imd little touches. Doubts about the 

real power of Naomi are reinforced by 

oc.c<tSiona l pi>::elisation of texture fT"kIJh 

GAUNTlU lfGfNOS 
A CLASSIC REWORKED IN THREE COLOURFUL DIMENSIONS 

Sadly, Gauntle r' s move into thrn dime nsionality hasn't really worked 
as well u Ed,e (and possibly Atari, too) hoped. Legends is fairly wuk 

ndenklbly one of ATEI"s disappointments 

(possibly the bigges~ in fact), Atari's 

isometric 3D reworking of arcade classic Gauntlet 

represented a terribly missed opportunity Update 

was dloppy, progression sluggish, the (Ofltrol 

system umesponsivo! and the action simply 

(Oflfusing. Ahout as far renlC1l.led from the J"2 
origina l game as possible, then... ~ 



CHOICE CUTS FROM THE VIDEOGAMING VAULT 

SUPER MARIO KART 
1($ a publisher's nightmare. Your game is so good it sets a precedent that cannot be bettered, even by a sequel. 
sLper Moria Kart for the SNES was such a title. and it took the plumber right back to the top of the best-sellers l ist 

M.l5tering the in",,"rities of the 
Ghost Valley WI,es (toplwe,e IImonl 
the p.test Kh,evemenb of the 
true MDrio Kart champlon. Later 
(OtJrses - natlusl the infamous 
~lnbow ROiId - tested roU1 dHterity 
to its limits. The pma's strudure ,011 
peel! remains the y.,dstidt for other 
W:Ieos;lme 'KinC tides to match 

pub lish er Nlnt e nd o 
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Ir."II I !he IlmI! r:i ItS 1990 launch, one 
IAJ 01 the SNES's ledv>ical hlghlrghts 
__ Mode 7, a ~re f¥:et used for 

~ <V>d 1OIil~ spmes, powe!f\.I'f 

dem<>-Nr.)(ed at Iounch byF-b!tO (_ 

1i't'lrtMew. ( 62). ~ bev1g ~!endcfs 

p.1rty. tt took Mane to get Involved 

bt!W<" the w:;.rId S<JI l4' and took nouce. 

~ 1fI.Iap¥IIfI 1991, S4per 

Mcno KDtt was the ubnate defirlIIIon of a 
~.n.t., the -..deog.!_ 'MlIId. BeIofe 

rele.l!.e, bolt! ple5S and punt<'lS e;:e:ted 

little of ttus cuoosoty, ~ raci ng game 

fe.atlJing Mano and chums bdtlO8 about 

.. go.k.Yts. By !he end of the Sfl.ES's 

rt'Igr\ ~ Morlo KDtr had ~ 

the system's nurnber.ooe s&I on Japan. 

~ ~ Super MG'io >Itri:I 

(~0I burde deoli5) 

~ ~ ih"ooM 'NI1hou ~ IhM 

$0 """'Y scepoc$ ooukI ~ '-mn 
--,.,d wahouI S(.IK t-.g ~ 
good furl ft _ th.!t lock 01 sobne!y 

tilngled up II'l a thoroushlv ~ 
taong~,...n.cn ~ me g¥TIt 50 

addoc:tM.. ~ _ ~ ~ Ih.n deWered 

<¥"wma of !!le hogtlest "",nd"rd, 

""a~ tJghIIy f1 N,ntPOdo', tr~ 

gameplay stNcIUte, Progt~svn was 

1TIi!~ by new modes aoo tr..ru beong 

Ulllleiled; the SolllStilCllOO 01 compII!tJns 

the 1500: mode was only ~ by 

T 
08 ye lop er : ' n house 

!he~ oIlhe<e beong 

no 200(.(; to ~ ne>:!-

Mastety 01 S(.IK could only be 

och~ thtOVgh houl'S 01 imensive play, 

honont1 ~ t.1mong dnfu, ~nd krIoo.wIg 

~ ..nen to le! kx>se the ~-and­

~ A!d shells. RIvaky between 
p<ac1ltJ;)Oet!; fA the daB; aT! fA Mono Kart 

wdS often ontense, the ~tesl sI'!>"VP 

certMllO lose a 'ace The devo:>us. 
\'WIWog tracks \eoIt Iott:Ie lOOm !Of effOI 

• was WIe surpnse. !hen. that Mono 

Kut 54 was one fA the ~ 

~ ant>cipdted trtIes tf\ the 
N64's GltaIogue_1he disappoII'ltrr.ent of 

pIayng Nas haH.nearted '64' ~ "" 

b¥ety be ~ Gone was the magoc. 

the oghI-mt ~ 01 ¥IOIhef past 

~ d.mtc. So those in the I:lIOw -

....d the<efO<e loUtely s!iI ill ~sessoon 

of • SNES - WIll egree that thete temo)nS 

only one uuty cJas$I( Km mle. ~ ~ 
that 01 the SIger VP:'!V- =s 

SNES 



O ne 3D rare IS OIl', declares the 
WJef oIl5We SI)(. WI\tl d shot from 

N~mco', p.1f~;gm.shilting Ridgt! Racer 
dearly demoostrabng".,rn! IS to come. 
IrlSide, the coming 3D ,e-Qiution is 
" ... mined, ilustra!ed wnh • sligIltly 
cl<mvoyant mod....p of Sonic 3D (ngI!t) , 

With eight months to go until the 
~"'tion dr>d Sinum's Jap<lne5e release. 
the Wlnte, Consumer Electronics S!>ON in 

Las Vegas gives Sega ample opportunity 
to flex its m<J5de5,. RoIing demos of 

DoyIvr>a US4 and what WOS 10 become 
R:Jnzer Dragoon __ att~ Mu~ 

Silicon Graphics arld Ninlendo ... ,.-uen 

conlidently from the <le"m.,. Projea 
Realrty stand. However,!her undoubtedly 
impressive demo!; nappen to be running 
on $100.000 Ony>.2l'oQ1\;:staoons -

" 
" . . 

. " -t . , . 
\,-~,. ,-

Meanwl1 ile, Sooy gatt-s Ut( 
developers at its London HQ to show off 
lIS new PS-X console. The r-..,yst.JIion's 
now famous H?ex demo makes i15 ~ 
appeawoce in the wes~ and one 
ar.ooymol.t5 p<ogrammer noI~ 'It's go;ng 
10 ~ise the way computers .re at 

the moment,' while ottJe..; comment..d, 

'Noth ing can touch It' Aod nowv.i!h 
PlayStnion 1 on the horilon, it J""R 
""'"" Sony Ms come lu ll aIde. ~ 

Th" T-Rex demo opened and dosed its mouth in realtime - and won 
the h~lrts of m' IlY. Inilial PS-X sales larget5 were just tllree million .. 

Ol d the y really say that? 

Arch.,. MacL.,an. p<>ndenng his 1utu,~:"The tmnan 

seems to th ink I' m a CoIumbiiln drugs b"ron. 

but basic.a lf,< rYe pt.,yed a straog\1t bat' 

PIXEL PERFECT 

Di d Edge r eal l y say th a t ? 

'5>Jper MerroKJ Wi15 Nintendo's other brg new 

SNES g~me - the......,..ds 'b,lffel' and 'SOaping' 

~Irmst sp<ing to mind: 

restscreens ( and ratings ) 

GanOOre Goeman 2 (SNES; "'ne), 8omberroofl '94 

(PC Eng""'; eight), Total E~ (300; ~), 

NII)ht Trap (300; five), Raiden (Jilguilr: live) 

Every gamer has occasional moments of sparkling excitement.J~ejtJlle first time Speedball booted up'. Qr~mRletjng_ 
Sabrewulf._High-profile gamers are no exceRtion. Here. DM..8's Davld JOl1es waxes lyrical about his "unbeliev~bl e.:. Amjga 

r:. ne cl. the SITOrlgt'St memooes I 
~ II.Jve is when we connected up 

d couple of Amigi15 for the firs' time 

to try out multipl;lyer gaming. At tIlis time 

is was th rough the serial port aM 

therefore restricted to I'Ml mad unes. 
Then ....., tried out .. couple of games 

that only supported I'Ml pt.,yers th rough 

this ~nk (no 5plitsaeen stuff). These were 

Geoll Oammood's Stunt Car Racer, and 

Populous by some company I c.an ', 

remember. UnWievable lun. 

TO me this proved ~ars ago tlcm 

moch fun rt wa, playing dt"lOthei person 

r.ther thiIn playing some artilici.ll 

in<;OIIl pe1eoce. These were, of course, 

great gartK'S even in " ngIepbyer, 

but playing them in mu ltJ pIayer mode 

put them onto a Imgue of their """". 

We pIay..d for about a ~ nonstop. 

and from then on I pt.yed ~ for 

alxlYt I'Ml years, once a week, on the 

even"'g ~ set the scene lor 

Command 000 Conquer _ • 

• 

' .. 

Oave lones reflects on 
the impact of Stunt Cor 
Racer and Populous (left) 
as multi player games 

• 



Phips PCA645VC WEBCAM 
' £92 contact 0181 665 6350 

WeI>c.:wr6 seemed a me Ilea """" Ihe ...m:J aod I'i5 rTOstress were 

fw!>I ~ the \\b1d v.kle Web. ~. the Pi <;I pcm.g you 

<JNI1 \Ol>: Iq> on the InIemet was lost by !he ~ faa Ih.:!t ~ 

llarnerille led to JW Iookf1g <iItn::tIy pky, rl every sense d 11... w:;o-d 

~. the trnes iW'e a ~ as more baOO.wlIh l>eame5 

~ .YId ITKl5IIol5' processor speed shooo st.y ~ .. PJ ...",.j 

f)(N; is ~ lISer.frierdy <:amef3 

Enter ~ 00ane ibIe fell, l.ooI<ilg like 5OIT'Ie1hong w. d 

~'Ihe VMx;..m'$ usa de'.Oce is a delight 10 lISe. Pk.og t 

.. ¥Id bad ~ Ihe ~ aod - $0 kng as j':lU're nnWlg 

v.n:h'6 98 - rWoe ready ID brnacbst ~ ¥W"ld !he 

gIOOe .. 24bi: c.ob.. 'i!aY. v.w, a satisfactory ""'*'tm r;l 

176>: 144 PJ CdO shoo! vdoo 111 241ps - MYthi"'8 betta" and 

lheflitmefilte .... ~ to 15 pe< seanI. lhs ..... sIi 8""'YOO 

odeqwteiy ~ feSl.ts, ~ doo~ e>pe<l...m.-ot ahn; !he 
ca-nera ..... 1e..-...e you IooOi:lg washed 0.1. 00ie Ihe rn.n.IiII 

IooJS CdO c.>USe bUmg.,..re, capILmg fasI-<TKMlg 00je<;Is. 

• 

( out there) CONSUM ER TECH 

sony KV-28FX6OU wega 28-inch IMdescreen TV 
' £1.100 contact 0990 111999 

Eager to p)ft co: !hat f)()( all widescreen teie5 h.lYe to be ~ to 

COOzie.v1 ~ Sent has released a ,....... 28-i"lctl1L3t5creert 

""'- Wile 1hs .... be a <ieam ~ true b tI-ose v.h;. ~ to 

.....aac..the widescreen e<a buI SiIdy find ~ iWlg ... a 

~ II.n. il lT'O.Q be said 1hat the 1V is ~ """" 

as~asils~~eo.oen~abit~"""", 

~toj<lUf~d4:3_ 

On the plus ~ ~00es U'ie Sony'~ ~op Wega FD Tooitrm \We 

10 deiM'!r a virtl>IJIy fIiIt 5m!en ~ ct ~ refIedJ:n;, and offers 

\oM::l, c.nsp cd::us. 

ToMrde~~ ~Ihe""," fOOmt 

IMure eiI:hef sir:::a a si.oer <if the IqI ;nI bottom a the pictt.re. Of 111 

tmt5 jusl; 5tid;s b!.rl. bars ~ We, vhh isn't the m:lSl attract1.e way 

to """"" ~. You' c:oIeanl of IetterlxJ>: ITI(II.ries is h.-.rded 

I:>( ~Ihe ~ so Ihat ~ fits the S<roen, a ~ ~ 
Klea but <ne Ihlt Ie.lds to a ri!!hel ~ f1<iny Iriii1. 

De.;piIe these ~ 1hou&t\ ij iUJ'''' ~ 1lI1he bit to 

pI;ty 11... ib.s oj Goidenfye and Tom 2 in ~ but O<e liml:ed 

by sp;tee. PJ cwId do ~ 1too ino.esI ll !his ~ <¥Id t>iPJ TV. 
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PhiUps on< 6370 Digital TerrestJiaI Receiver 
1'"£200 (pUs amectm chatge a1d sti:Jso~1) Cattact 0171 819 IDXI 

I U'IIiIIhe diwl 01 digfaI ~ ~....no ~ tl get tn:lA! 1Iwl1h!. has.: ~ ~ se bad; !of 20 ITW'OUII5 os , .-...wd'les for the ~ d\wlneis, ..00 ~ get ~ ""'" the 

.....:U:l ~ ~t)defao::t.lt-...- ~by ~a ~ cW1- ~oI~lhey'd ~ UIeI-/nerdfIHTDl!<XlI1rOl 

~ had Ihe ~ d ~ ~ QbIe ~ du:rwJg '4l1heil_ f'bI\ Ihri:s A ~ oIlIw1gs ;n'"OI.JI'- W bI.ti1gs on I:tlcllhe SIIJII4 ~ ID ~ pd..II5. 

10 On-digcal ~. dwJgt!d. wm h; iiaIe PhIips IJTX 6370 ~.at on ycta' ... Md n ei!rf!n1o! !IIwIKR;, ....non ne decr:x:II!f 1$ ~~ tl ~ the t.wy piJIIl'Ir6, Ihe 

)IOU need IS. TV aenoI.d ho!y ~ - 30 chameB. ycu cispDsaI. IfTIol8C -..s and Ihe SCJ.rdrad< breaks lfl jU5I befon! !he eI'IIR..-.n falo!s t> t:e:i Also 
Seft4l1S ~ ~ C!n'oed the boo tl ycu 1V USII"€ dher SCAAT Cf UHF cables, roe N U5II'!i a baI:!ee::I ok! aenaI can Md kl h! orx 6370 fM'e tl pod l.p Cf!I'IMl <hame&. 

Jabra EarSet 
Cmtact: 01344 883399 

f pIve __ had tl perbm the ~ ~ that IS 1aIb'1! on ycu 

mobie phone told I'IegI.XIoDlg ~ ra.rdabooA 01 SO'~ /IQO.I'ld tor 
5OI'Ile ~ )OJI ~ the desre 10 '-allwd hand. 

"IhIs yeat w.I see ~ ~ of ~free ~ ~ )'OU tl d'Io1I 

~ ...nie IeaYng ycu I'M" """ k> do ¥I','\tlonB yw: hean desore<; -

but none MI be as ......... ~ os the Jabr~ EatSet 

Bc:Ch !he ~ and ~ iYl! QJI1Iaioed f1 • alIcu 

gell'hd1 mcU:i!; dSd 10 It snugt,- ... yr:u ear. I.k'».I! ochef ~ 

the !iCUld IrN:Is ~ I1D !he M' canal ~ dirty, and 15 

boosIed by toVlIr ~ ra;e Il!d..ccn tednJIcgy. 

The quaky oIlhe I. oio~ ... oe is. ~ hV\ ne friI 
cbobad beIrw. perhaps, 1Nl yr» "'Xe!CUlds ~ more <i!w1 

1Iw> U5WI. N5o, lIS fie rric:rop/uIe I§ faoed. rcJ ~ how rn.dI you ill 
.wo.nd the sanj rerr.ns ~ 

W)ie pfI ~,.,..,..". bget that IOU '-!he E.vSeI ~ 

d;I ycta' E\W, Ihe gel is hardy lRl'lITlfortabI and lIS rT'I(lIjded edges 

thankfI.ty lad the fOU!tl ~ 01 loam pads. A ~ little gadgcI and, 

~. ts also ~ let PCs, Mx:s and coosoIes. 

• 

-' 

• 



(out there) REPORTAGE 

A day at the races 

Ul\; ~!he poW"( lIeN !edwd:lgy" !he __ ATE! show 11 

LOndon (~~ pl10),Ihere'saiwaysa ~ kl~ 

S<:Wne d !he ~ o.nJSWI ~ ~ oi:IpI!y. Edp aui'ft __ 

The prue few IRJ5I: ~ prod.n lit A1B IS always haIy ~ 

'MIh _i111ron1 n.rroer.; 10 choose from.lNwlg asde sudl wcndI!fs 

ilSRiIey'S~~~~~(~\\OIh 

t1.VIey Oavdson "so). ¥>Cl fl,(XX) ~ machnes (se00u5 

stuft, appatenrt,.),. qri~ ~ me ~ kl toe ~ 
Casono Elhbmoo IS a ~~ 

Sega had. braced ~ ~ ~Qb1e5 

plus !he largest most ~ ~ pne IMf aMed, tu 
Edp's f.7.ane.,. ~ ~ ga11I" lrom .. LrilMfd..d 

~. Tlwi 2OfI.bg IewJIhan IeilIIftd naIIq 1es!.1han 

51< c.neras ~ aroo.nd Iti trad. kI,.e,y!he M' aam bad t) 

• SO<nd'I SO«'" ~_ Pu-Ie'l; _ ~ mpressed. 

Bad 00 1he ATeI sI'QN Iku, few <Wo:! ~ !:he hopelessly 

naccurate fT'Ii'XIOn deIedor IinW Ill. """""" of ~ J. 01 

Namcc's OON ~ game (al'lily5ti!tm....nm seems ~), 

• 

-' 

BU It... V>n"8; and indeoed lilt most "'" l'1 ~ ~ rTiIe5 

1W"'~Iho~~¥WJwtv~~ 
wall (~ ~) hodden ., • la! CDIIW!f a/1he To.... (an 

~ SIlIp at oriy £ 13,OCO) - • rri{ because ~ g<M!'!Iw 01 

Edge's COffespoodents the most ele'OSe they've had 11 'I""X5. 

• 



.-

• 

• 
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.....-w-..-~.....,.Un 

won ",,"'s doMIo!>. ...... NI 
-~pod:Ip'c""",,, ..... _...:1_ bewrne>.-."""" 
dried. aono:u~ ..... 
~oppood>_n"'Iorm" 
IlO(l new ~.....,. - J4.5t>' (l:> 

~ SoIos/lIJr<Jh!rs (lop) a-d '""'" 
~(~~bof1 ~1h5"""" 

( out there) REPORTAGE 

Heart beats 
~: w.h ~ IM R£wet's star prtMI'€ one 
cl h mD5I likeable d>.Jract!,.; cl 1996, mII"Iy pe.:ipIe 

'M1 be ~ N: ~ pape-.tWl1v.n::I doe5n~ 

appY III Ih! sequel (see p29). haIq been 

rt!pIaced by r--~ rod< dlid< Um .IammeI' 

tarnrnv. BtI: IS a __ Jap¥>ese.xNert 5I"llw.; 

(below). ~ I'wr6eW ~ I¥ fIom l>*oertd 

The lid opens""'" P¥appa ~.,.,. .,1rt:IIlI cl 

hos'TV (1). SucIde-Ir' hos eye is VlU!tn by ~ lithe ~ 

CIfl = (2). 'l!'s t.nTr,r. SheVlris dJeekiy .. twn 

IIOd 1he Iilde rapper ~ !;.Is ne..d t>o"er tIeeIs 

b hef~W¥ (3)_ Cut., l.lnwr?f...-d her 

b.n;j ~ ~CIfl ~ (4~ The~ Mds 

WIt! Pa-appe's Ieee dose agar.st ~ """'" 15~ 

~ ~ pII!YO.lS ~ I'IIL'!r\':It 5..-.ny lUny 

doe5n' make ¥I 'PP&V...-n Ihos ~ arani 

-" 

DataStream 
~ .. ~~ 
tIe .. cllland :\0"""""", 
• mobie,n.... er beoper: _ 

~clemIII~ 

"""-" ft\VftI' t.l Ho! 
senI .,. 0....... prt>deI ... , __ "", 

~b.Jso:d ... 1hI! 

"' -l.erf:Ih cl trre in Pf'IOI' t.l Hti 
_~ 10 by !he a.-
IUh:w-Ibes fo- • ....o..mnins >W! 

powtI. 2~ 

~cI~ttd;USN64 

........... ., ...-..p '" 24 I [XX) 

~ cl Sa.fh Rri:: ' ,..,. 

~cI~'''''*l.ISrT1..151: 

_"...-..p '" 1.085.373 ccpoes 
cl Ganh Bomb 'Oo:a.tIIe tJ,o:' 

al:un l,..,. 
Cm! cia 30<.0mnd.oMrt dt.rrc 
!he 5I.p:r B<Mt $1 .... 

bCiI ~Foo~ Il 
F""'~ from its ~ eo..! 
<:<M!I¥, 'I_ 
TaW U~ ,,*,0I~· 

...-
To;Q lJl( s-*s 01 s..p,-M:nl 64 ...... 
boI L.: ftpGJIclMda:1he 
Gbnla d r"., 4~ 
~d~oeaMdby 

... m:: (\>depo:rdI:n: "'*'-'" 

-> """""" -.do', 'SIt'JS h/th TV.t 10 

~cI ............. Ao:daom 
,ener-.i from Nnen:Io proc1.oa 
"1996._ 

~oI ............. tt-IIII 
1ocd.Wn ~ from 
~proc1.oa"l996' ll' ........ ...,..." .. 
pI!rned by kdom: 0 

PIlot 01 noes ... Ut( I'*"""!I: 

...... pmdnr~- ... 
begn-q cllIIrABy 1l.5p 
PIlot cl 51....,.; ... Ch-Isoe 00 

...-....y 21 . 2n.Jp 

PIlot 01 "-.. Ch-Isoe on 
.IrlllIry 21, 129p 

Ibrbe-cl~~ .. 
lJl(~mrio' ll'­
~ ru-ri,.,- cl ~ 
errp.,oed ... ut( ..... mrio by 

'"" , ..... 
~ risf: in Miaosofrs 
q-..!yarrwl~_ 1S'1Io 

~ or;" .. IBM's.-....l 
.... l l'Wo 

ru. d 50 <libn Fdz!d '4' by 
pob ""-1:ll.otdJn clb, 

~~dm-A<*Ics-" 
~d~_ 

<bw'l! 1997 in !he US b ... 

~~"7" 



, -
ISmaI Metal jad<ets 

l/S:~~~oI 

~m..""""'Ift'-tl5I1. 

""""~~r.....""""",", 
~ YoI t>ooe Met;f (Je(y 5dd 

...,. ""'" us Df mal.,- MO.ww, 
(...-o..n;l~10...a.)",-~"", 

pIosk Df..nl by~ 10 be 
~pxI~oIt... 

~~W"",".,g.· 
stoog ~ ('dd, ~ R.YIo<n rod 

o,bc<g ~ .... _ t.oInw) """'" 

~..oh~rod~ --_rru:h .... "'"bI=ed~ 

~'-''''''''"....IJ''I ...... t.m. 
Glnrl(be~,,~ 

c' 

Square goes soft 
UI(: SQwre ""'Y ~ S0"ted ...00: on Fm F<lnIasy the ~ ((68), but the UK reI&1se <J Fm ~ 

\klO.rnes I ¥Id 11 ~ is ~ Iof fm ~ "o.-rsed 00 !he muItH'niIioo seIng g.yne: the 

~ foIow \he adIIentures cl. Prettz and l..ilMy as they battle to save PI.roe! R fIun the U;n! cl. o.,l'<ne5s 

and OblMon Th.rlduIy. ~ reief is prOOded t>y Roogeand her Ieather-dad Im1yd~ plfates 

""'" boom 
UK: /he ~~. lied so.ed. 
~ "'4 h-g;!P"I;rod ~ ... 
~"""""-'dbe1l>rodd5 
'f"'JIIIO'I~_ -__ -dd 
Sam.ooj~.., N64_~ 

Inte<esled P¥IIl'5 .... n<;(et1\31 Sqo.I.lre'~ I-WorOOoJ ~ is<redted asro-prodJctm ~ 

Everyoro!> eI5e rniWrt weI t<tl ~ ~ ~ !he ~ 01 ~ ill 

PC behaviour 
'-: 5q;a"'''''''''''~VGA.~~ -.rod ldp ~made""''''''"""d 
..... !ftoll ..... ~r.._~~from 

..a..bor.1O s.w.. In """" ...... _10 Sonr" ,...,.. 
~ <odopb. t.. VGA. boo "'"""'..., "'" 0JIp.t! 10 

.~d~"""'~105.5<rrn'-' 

jod. -''''' """ -,. i! .......... , ~.ro:a 

..,.,""""'a..J ............ IP<t~"'I""'i>1I-.. 
rrlToess 01 \hP: <:<Jb.n """"""" ......,. 10 t>e I\.e RG6 
"If""/. The5t!<Ilnd B_rnd> ..... 12t'br~·.-'* 
~_.FC-eq.lrIo<!,ru.IO~ 

"(X)'17-n:t1"""*'<.(' ._~ 

'-SJoIdoo. ..... ~~"""""""' ­
~ ~ ScIO IIoIot 2'.1>:>::c oequ!<'O! <Uns 
_ ..... ~ a k¥>;we.n Ntp-e b . \ocgo PO 

weaving a neat Web 

• 

"-' 

Tum )'OlH DC into a PC with one itty-bitty black box 

"n-enI:lllJl~b",,'<aid 

hiomchr,""" .... 1htnw>'lO 
~'4'IO~hoo.rJ;OC.".,., 

~- ..... """"'"-looIrog ..... ~,~~t,_ 
N.~hsllPP'l'f!\"l.~ ..... 
,...dIop',I'Ion;k~-,lb1g 

"""-'!!h 10 "-de on N&4 pod ~. 

~~~"""" 
~s.nt,.""" •• ,.........rtiche 
~Ni'mrl>"""'_ 

And the!e you wefe, v.ondering 
.....t.e<e 0Iher mu1tiformat 

mags ~ their ~!mm_ 
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MY TINY LIFE 

i(1the t.eg;"'Wl8 me ~ ~ I!though some 
,
I' peq:o\e caI'.ed !hem D::m!ns. >100 they were the SkVI (i 

(rine ~ ci IeilWlg the oeal....m:J beIwJd. 
Some tm years loner, VilIg<.> \tice wnter JuIian DbbeI 
~ ~ in one 01 the tl"IOSl fifl'lCO.lS v.Q<\ds, 
l.olrrIbddMO(), ~ b,' ~ level d ernOOooaI 

attrlmern M1d depch of hosIooy, he deOdes to go 
underro.er in the best lradiloons 01 ~ and _ 3 

Ix:d:.. He bgs ros ~ .,~ peoods cl real ~e 
(RL) in MUD~~; 'Bed-oom: Yoo are in 3 SYl<!I 

n:x:rn ._ The_AuIho< and The-",.JI!u'~_Gdr-o!nd are 
pre5e(lt', In COOI!ast the~ ...wtwIlife (Vt) 

p.lSS<}ges ;}re l'.<lIIen "' I'IOIIT1aI pro5e loon. 

~,~ts.~~read.Yet 
there·s~~edi!boot[Jtt.el'~,m~ 

to ~ '*'-' !he s&ppery form 01 thr; new mro.., My TIII'f 

IJk ~ to.....,.-es5 the feeling of M->g in beIween 

N seems to be the rvJml kY It... digital ~ 

W IREDLlFE 

Edge Ms ~:med to~dooyd Mrrs~ ~ 
to _ a book 00 ~oe flit",,, dilectiw 01 the ~. 

lh.lnIdtIy, the I.ltes! ilddinco ~ Cffir\es Jonsd1er, co­
diI..:!or 01 the R5eardJ. Programme on ~ 

Ms Iu~ the somI prYlI,lMliIe prcd.Jci1g. ~ 
prros 00 the IfTlI3CI 01 the compytef. 

.kJns<:he< i5 <tMoo.dy orirvessed \Mm the Mur<0<:d 
sd100I 01 ~_ N; he ~ts oul, ~ e.o:re '" 

deaIi1g'M1ll a r.amJW bMd oIl'oJman ~; no:xabtr' 
tho5e N tan be def...oo ~ the <tiph<w1umero:; 5eI 01 

tef1 ruOOers ar.d 261et!!= Fa ~. the onlY su1ff'<se 
v.t>en Deep Blue be.JI chess ~ Gary ~ 
w..s IhiIt it had !alen progr~ so long to deoll'oilh • 

b.Jsi::: rMllber~ problem. kid ""* little 01 the 
mntern at v.Ire<t.ife ~ r.ew, t doe,; posse5S • certain 

rnrrty, t:mging ~ ID arpnenIS !hat are \00 

ooen sImuded in tec:hnul ~ .Ion5d>ef 
.Iso rmnages 10 take the heat aut d many cl the ITIO'e 

contrt7JerSl1ll ISSUeS, ,;uch il'l r.J ilI1d the Genome 

~ pI.tilg them v.ottWl3 brooder enworrnent 
~ "\'\M are we n the digMll>ge? It... """"""" 

I'oOOId seem to be: the 5¥Yle ~ we h<!ve ""''''IS been. 
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MOOHSOO 
Mind and BOdy 
(R&S) 

'-'odd 5OIJ, ""-<l M:ins " <ne 01 
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pooneeI', so ~ COIT'Ie'i '" 00 SU'p<lSe 

10 frd r.m ~ deep 

eIearorw:: ~ 00 the """"'" 
ob..m cn:Je. d'IIs 1'I'IO<'Iiker. A$Ide 
&om the r...tonaI.osped, ts A!bl<' 
ability to rluse hi. rn.t5IC .... the 
very be>! ~ IhM mort. r.m 
oo..(for~~;~1>p 

flop and /I.ri. he builds. soo.iftj 

1"'1 pri<one so.ni MnrrtaIism 
r .. ~so.ntso~ 

BINARY 
Blickwall Music 
(Planet Noisebox) 
Hd!Jng lnf ~ bot rJ met.lI or 
hou<.eI>:>Id ~ to create beats 
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M«< Br.or(' MM:: en.rbot ha<; 

"'"""S"d to WId scm!'!hr1g M 
.,. -v """_ ~ nu:I1 mace 
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~canbe~Wch.kw 

bits 01 soap .nd • ~, 

CASSIUS 
wo. 
(Virgin) 
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C<1 rl>e Frero::h ~ ocene. C=ius 
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VIEWPOINT 
EJ;:PRESS YOURSELF IN EDGE - WRITE TO: LmERS, EDGE, 30 MONMOUTH STREET, BATH, BAI 2BW (e mail - edge@lulu r""'etoo,uk) 
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rm ith regard to yoU! article on 

W Quake Ill: Ar('na (E68), it was 

about time someone clarified what 

it is id is attempting to do. When id 

announced Quake Ill, it was met 

with moans and groans from 

garners 31ld criticism from !.Ome 

areas 01 the games press, be<:ause 

everyone could only think of 

fifst~rson shoot 'em ups in terms 

of Half-tire or GoldenEye. Calling 

Ho/f-Ufe and Quake 11/ firstperson 

$hoote~ is like calling Tomb Raider 

and Qca,ino of Ti~ thirdperson 

adventures when they clearly do not 

belong to the S<lmt' geme. 

TOCA Touring Car players don't 

complain about not being ablE' to 

save the world in a Volvo $40, and 

FIFA players don', moan bKause 

they can't choose what Ronaldo 

does in hi5 spare time. That's 

because this isn't what the games 

set out to do - and neither d~ 

QU(Jke Ill. Some games don't intend 

to have you saving the world Or 

immersing yourself in a heavily 

plotted story but rather provide 

the quick thrills and competitive 

addiction 01 a lootball game or 

beat 'em up. 

Everyone knows that playing a 

racing game or football game 

against a friend is most fun, but we 
all still enjoy the single player mode. 

If id can pull off the level 01 a,tilkial 

intelligence it is striving for, QU(Jke 

III would well be more enjoyable 

than any 155, Tekken or TOC4. 

I myself have never had the 

opportunity to play against 

someone else in a firstperson 

shoot 'em up, and I absolutely 

love H(Jff-Life and Co/cJenEye, but 

t can appre<:iate what id is 

attemptini to do and feel it should 

be applauded for having the guts 

.. ; to try something new and 

128 £DG£" 

revolutionary in an overly cluttered 

and stale genre. 

One linal point: SpeedlxJ/fs 

developers tried to create the 

futuristic sports same for the 

21st Century, but QU(Jke Ill: Areno 

could just be it 

Mikey Foley, 

London 

D 
wrote one of the anti-Mac 

rebuffs several issues ago, but 

leaves a dealer with 20 to 30 original 

iMacs to shrft with a paltry price cut 

This is alt of course, assuming 

they could meet the demand lor 

the newty announce<! models­

which only direct dealers can. Once 

again Apple threatens to alienate 

the people who may give them a 

wider Silles base. And apart from 

the iMac there's yet more processor­

only marketing (If you can't beat 

Intel on sales, ridicule it then «IPY 

"can appreciate what id is attempting 
to do and feel it should be applauded for having 

the guts to try something new and 
revolutionary in an overlycluttered and stale genre' 

this time I hope it ~cceeds. But 

watch this familiar pattern - .,-},e 

iMac wiiJ be«lme the games 

platform of choice: says Svengali 

Steve lobs, before Mrewing his first 

iM~c buye.-s by upgrading the vide<) 

hardware within three months of 

the machine's launch, then again for 

a '1ew vide<) chip (and not just a 

4Mb update th .. t was already 

possible), and now for a faster chip 

and different colOlJrs (though nothing 

about larger Mreen sizes). That 

it). Apple should be happy about 

the diMounting; if I can upgrade 

two PCs in one yea r 101 less than 

the price of one iMac, you've lost 

me already, especially at the 

inflated prices of the mainstream 

PowerMac range . 

Kenneth Henry, 

via em. il 

171 s a South East Asian, I have 

LiJ personally witnessed a 

sllange paradox in the videogames 

sector at home. As you may know, 

this region is the hotbed of software 

piracy, with the majority of console 

users buying only pirated games 

(for as little as f2 per title). The 

PlayStation is the overall favourite, 

as its range of pirated software is 

the largest and cheapest. 

Thus, the «1st of videogaming is 

very low. The aver .. ge gamer need 

only pick up a PlayStation, get the 

retailer to remove the lockout chips 

and then he is set for a lifetime of 

cheap videogaming. The casual user 

can accumul .. te up to 50 games 

in a year, without even needing to 

sacrifice any lunch money. For the 

most part, Asians .. re unconcerned 

with the moral implications 01 

supporting software pirates, as long 

as they get the games cheap. 

I believe it is this that led to huge 

PlayStation Silles in Asia. I1 this 

much is true, SCE would not be too 

concerned about stopping piracy. At 

the 'small' expense of potential 

overseas third party software 

revenues, SCE could sell a lot more 

PlayStalions with the unspoken 

promise 01 ultra-dleap illegal games. 

SCE can then mOfe than offset its 

rampant piracy problem by signing 

in more del/elopers, using its 'piracy­

contributed' PlayStation market 

share ligure as the main attraction. 

With this logic in mind, I could 

say that the N64 and pefhaps the 

Dreamcast may never reach the 

dizzying heighl$ 01 the PlayStation, 

gM!n their respective proprietary 

storage formats that make illega l 

duplication more costly. 

Nglen Soon, 

Kuala Lumpur 

PS Is this letter so controversial that 

Edge can't display it in Viewpoint? 

No, although it's some way up there 

on Edge's Unusual·O·Meteo-"'. 
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O
n respoose to E68's driving 

game feature, I question the 

me~ning of 'realism'. 

The Prost llnecdote was 

ex«!lle<lI of course, but very few 

game,s ever get to sample the 'ful 

thing', While a gamel' un ;J5<:ertain 

whether Of not 11 lame i!; fun by 

playing it, their imprnWn of its 

' re<>li5l'T1', thougb grounded IarsetY 
in hype, has be<ome , primal'f 

criterion of game quality. 

Nam(o's RIdge R«er i!; 

fTequently Mid up as epitomislI'Ig 11 

luddite approach to phy5ics. yet 01'1 

its PS debut in '94 E6se hailed It IS 

something of 11 simukltion. plKlng 

its arcade parent illong5ide Hard 

DrNin' (pI'esurnably on KWUnI of 

its optional m-$pHd shift). The 

original Ridge Roar erwbled Its 

pilot to drift through 11 wmer 210 

degrees backwa.<b (10 little mst), 

/lnd awarded '61r.' reY!; on gammg 

traction at. specific: iII1g\e 

(advar>eed lap bmes necesllated 

it). Though slightly Ir5.s 

imaginatively, Ed&e's 'Kent drMog 

feature paid tribute 10 the ' realistic' 

attributes of Da)o1onG. The 

fppliYIlion 01 such lenns is 

therefore 11 very vllriable one. 

Yet 'realism' is so rarely what 

we get today. Even JOOI ,md GT 

fll~ to n.snslate precisely ,lnd t'VeI'Ily 

tveIy twi5t of 11 N~ at f:YefY 

speed, IlIrgely bKilU5t 01 the 

gilme(s need IOf assistance with 

rtddly DUIII Shock nipples. 

FlJrthermOfe, the JogCon's OYtl'Slght 

01 analogue throttle/brake input 

represents a signilicant 5tep 

b"ckwards. I lail to understand Ihe 

v"lue 01 softw"re Cilpable of 

discerning tOfque settings when lhe 

g"me ibell regulales pedal 

appliution and most 5teering. 01 

cour~. Gron TUrismo has 

wonderlully intuitive digital conlrol. 

but the arriv,,1 of Ihe 3D aKe "nd 

NegCon compatibility has allowed 

us to ~rpass even the diKitJl 

btnchmarlc. - SNES Moria Kart. 

M, tthew Sttdm,n, 

M 

Perhaps you should try DTeamcast 

Sega RolIy 2, whose default control 

method assigns brake and 

""ctlerator control5 to the tri88er1, 

both of which are analogue. 

r:'I egarding Craig'sletter about 

LiJ the merits 0I2D over JD 

(E68), a friend rKently raved to me 

aboul lhe amazing Kraphic; in 

Unreal. When he ~owed them 10 

me I was indeed impressed by the 

3D enKine but felt the Kraphics 

weren't as good n Street Fighter or 

Costlevanio . It's not just Unreol- I 

simply prefer the sharper graphic; 

2D can oIfer. In lad I firmly mainl"in 

that Legend Of Zeido: A link to ~ 

Post has the best Klaphic; of all 

time! It's just Ihe style, man .. 

Eu,n M<1Ckenlie, 

vi, e mail 

head. I am a hardcOfe gamer and 

h~ bought Japanese IInd US 

PlayStations. Slitums, N64s and 

DreamCilsts. Why? Beuuse I wllnt 

to plily the best now, nol in 12 

months' time, IInd not in slow, 

bordered PAL mode either. 

The importer was right: no 

~rious gllmer would drum of 

bothering Sega in the UK llbout 

an import machine. rye hlld my 

DreamcaSI since November and at 

lea5t rrve 01 my §Ofl·S friends hllve 

expressed In interest in buying one 

since §!@ingit-sowhere'smyten 

per cent commission for 

a~rtising7 You wanlto stop 

importS? Then do the following: 

a) Ensure thlll your machine is 

released simuhaneously worldwide 

b) Reluse 1111 games wolldwide 

Oh, alld by Ihe way, whal ever 

happefle"d 10 freedom of choice? 

D,vid Basselt, 

vi, e m, il 

Releasing ,bsolutely every g"mt 

created fOI " Japallest (ollsole 

outside of its home lerritory m"kes 

little sense - who in the UK.lor 

Mke Sherlock's attempt to stifle the import 
Dreamcast market IS another typical example of 

~lnkered, Philisline, pig-ignorant corporate 
suits who wander around 'Nittl dollar signs in their eyes' 

And you used 10 be ab/.e 10 so to the 

cinema, have thlee pillts 01 p"le ale, 

gel some chips on the wily home, 

and still have tmllge ~ from £ 1 

~ ike Sherlock's attempt to stine 

UJJ the import Oleamcas! market 

(News, ( 68) is "nother typical 

example 01 blinkered, Philistille, 

pig-ignorant corporate ~its who 

wander aroulld wilh dollar signs in 

Iheir eyes and 110 brains in their 

• 

example, would be illlerested In 

somethillgl ike T~ito's Densho de 

QJ! ("u Let's Go By Train!) series 

for the PlilyStation? 

Illlerms of simultaneous cross­

terrilOry releases. attitudes ore 

cltallsillg. ~lthotJgh Ilot as quidtly u 

most garners would hope. The va5t 

amount of hIIrd CiI~ involved 

cerlaillly hIImpers the p'ogress. 

Ultimately, harckore g"mers are 

still a cruci,,1 §E'C\or oIlhe overall 

market, wh iclt is wtJy EdS- will 

(olltillue 10 deliver news. previews 

and reviews 01 hardw"re ilnd 

software irrespective of the (oontry 

01 orisill Of "flY anti-import attitudes 

of its m,,"uladurefS. 

O 'm a Net Yarole member and 

would like to gel ill touch with 

a 20 artist to get involved in my Net 

Yaroze project. The work would 

irwol~e mllin (haraCler desigll, tile 

desigll "nd map layout; if arryone is 

interesled, could they let me have a 

Websile URl or other eMmples of 

their work? (I would rather not 

rKeive large emails il possible.) 

I'm also involved with another 

P'oject - this one in 3D - and we're 

looIUng 10 locate all artist for it. 

We're IlOttoo worried about the 

software used, whether ft's 

L;ghlWOve, Mayo. Softimoge or JD 

SWdio Max, but the artist would 

need 10 be able 10 tem.re the 

mo<Iels sparillgly (as we doll't have 

much space on the Yaroze) . 

Thallk you lor your attention. 

NiCel Critte", 

nl,tl@"mew,rt.demon.co.uk 

r;l: uys, you ha~e to wake up. 

C.J ShilloDi is better than the 

~"lIow fUllning around of Ninio. 

Mr HeIi is I", better than Einhdnder. 

Vertigo, 

vi, e mnil 

Er, it was sopposed to be" little 

joIIe. Sony. Won't happen 'g,ill. 

E1"J ou oughlto ligtl1en up "bout 

.. that 'sexy' Tomb Raider advert 

(DuI There, E67). After all, ill had 

Ihllt man ill my bed that's eQct!y 

wm.t rd w,,"1 him to be wearing .. 

M. rit LH, 

London 

Whalever Hoats your boat Mark. 
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