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The legend lives on: 
psygnosis re-enters the 

PlayStation fast 
lane with Wipeout 3 
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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

O S videogaming a 'cool' purSuit? AS 

much as some industry evangelists 

would have it. the answer is no. It'S simply 

another pastime, like listening to music or 

going to the cinema. Crucially, however, It Is 

no longer a pastime lumped toge ther with 

trainspotting and stamp co llecting, forever 

destined to remain in the realm of geekdom. 

where once videogaming was a pursuit 

typified by lone individuals In darkened 

rooms, hunched over screens flickering 

with Tolkien-esque adventures, It has 

emphatically moved into the living room. 

After nearly 30 years of development, 

videogaming is now, finally, a socially 

acceptable pursUit. Those who used to talk 

aboot their habits explicity in the company 

of like-minded indIVidualS - albeit in hushed 

tones - have happily come 0U1 Into the open 

This month Edge showcases Wipeout 3, 

a contmuation of a series wtJose birth was 

a major catalyst in the shifting cultural 

perception of videogames. The new game 

retains all of the values that made the 

original an event wtJose consequences 

were so far reaching: cutting·edge graphics, 

banging soundtrack, and peripheral artis t ic 

support from the Designers Republic, 

With SO million PlayStations already 

shipped, it's clear tha t videogamlng Isn't 

about to go the way it so famously did 

following the console crash of the 'SOs, 

This is no longer kids' stuff. More 

significantly, though, it doesn't go hand 

in hand with the humble anorak either. 

This coll.,clor's iu". 01 Ecil~ ui,l, In Iwo 
different Desi, nen R"p"blic form.I, 
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cMttigg EdgEtuttlif g~lf"e 
The latest news from the world of interactive entertainment ~ g 

Cuttin~~~ge 

UK DREAM CAST TO DEBUT AT £200 WITH MODEM 
While firm price details come as no shock, Sega's network plans reveal a company with a specific mission 
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Like its lapanese counterpart, the western unit wi ll ship with a modem, 
slotted into the relr-Ieft of the console. It will be a 56K model, though 

• 

IF.1I S originally II1tlmatW by Sega, 

&AI the UK versIOn of Dreamcast 

willlauodl in the UK ata pricepOint 

of £200. On september 23. the 128bit 

console 'MII debut in Europe, t'M:l weeks 

after It hits AmeflCan retail 'Mth a price 

tag of 5200 (appro)t (124). 

P!!rI1aps more irr'JponantIy than 

priang iSSUeS, IIcJIo,ever, sega insiders 

have revealed that the companywi ll sh ip 

the westem vefSlOO of tile console with a 

p::IWer, and the company rcN appears 

committed to luring potent~1 customers 

With what might be termed 'extras' 

lomega to lend support 
It has also been confirmed that external­

storage·medium sproalist IOr1lega 

COrporat~ is to work with Sega 

engi~rs in developing an add-on 

Dreamcast Unit capable of handling 

100Mb magnetic dists. 

It remains to be seen just how much effort 
5ega will put into itS Dreamcast Internet 

push, but this is one area of commitment 
it can Qurently boast over sony 

S6K rncxlem built-in, The ongtnal.lapanese 

model was shipped in DecemI)er laSt ~ar 

with a 336K rncxlem tlmr. and sega's 

plans for western territones confirm that 

~ IS as firmly commrtted to selling its new 

hardWare on the strength of cornectivIty 

out-{)f·the-boX as much as It IS to lIS 

steadily grcming softWare cataioglle. 

Although sega has yet to fEMlal any 

plans regardlllg multiplayer Oreamcast 

netv.Ork gaming. tile company wi~ be 

bu~ing on the experience gleaned from 

ItS previous outing. VIa the saturn's iII­

fa:ed X-Band rncxlem, in building a stable 

elMrooment througtl Yotlich players wil l 

be able to indulge In head -to-head 

e:o:periences in the likes of 5egil Rally 2. as 

well as use wet}-browsmg and email 

utilItIeS This poSltions the console 

alongside stnpped-down PC Intemet 

computers In what has become a f.ercely 

compe~tive marl:etplace. 

Sega mows full well that It is simply 

not able to compete with SOO{s 

/orttlcOming console in terms of sheer 

The company's Zip storage 

technology is well -establ ished in the 

computlllg field - and f.Jl<OOrably 

regarded for both reliability and durabi lity 

- and its Dreamcast unit win not be 

diSSlrnilar to eXisting un~s. which offer 

a seeK time of 29ms and retrieval rates 

of up to 1MbJsecorl(t 

IOr1lega has Stated that the 

Dreamcast·speclflC drive will not only 

enhafl(:e standard gaming -enabling 

players to store 800 hmes as much 

data as is POSSible with a VMS unit­

but is intended towork as a 

fundamental component in Sega's 

drive towards Internet connectivity 

and the potential k affords.1OrTlega 

claims that its unk Will increase the 

capabilrtle5 of Wet)-based actMlies 

such as content saving of email in 

game-oriented channels: 

n remains to be seen just how much 

effort Sega wi ll put 11110 its Dreamcast 

Intetnet push, butthis is one area of 

commitment It can currently toast C/>/er 
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Ir$ not known when the Drumcu I keybo.rd willl.1unch in the west. but 
Sq .. is (uln!nlly dnelopinclnte.nel (Onlent to m.lt(h that of J,p"n (.boY,) 

S/:lrl't .....nictl has yet to release 

CO'II'leCtMty oetails for ItS rellt­

genefBbOn PlayStatiorl. 

Such an Initiative brings Drearncast 

MO closer to a PC in terms of 

capai)jhties. of COOfSe. MOre s@1iflcam. 

~. are the irf1lIicaoons this has 00 

sega's next·generauoo str3I~ lite 

NIntenOo, 'MIOSe aDOrtr.e anernp!S at 

rncxII.W Slorage ~ Iosllt 

milliOns witn its 8-. 16- and M bi! formats. 

sega famoust)' failed to sell its modular 

MTlpfO\'elTlelltS, the Mega CD and 32)(, 

to a messma~et al.!llience. sega 

representatrYeS have eYef1 stated 

outright !hat Dreamcast ts iltenOed to be 

an 'evoIWlg' pIatt(l(f11. Perhaps NII1\endQ. 

follOwIng ItS 1>400 fiasco (see 1'lt"W'S, E7 1 ~. 

shoukl haVe a quiet word in sega's ear 

Consumer demands 
Regardless of techrI'JIogicaI 

errbeIiShmefIts, poremiaI Clrearnca:sl 

rustoners I'llhe west are ct\arf¥lIng at 

the brt for software <le\ails. lhe madWW 

v.in launch here wiIIlle11 titles. nctJdl'1ll 

Wrua Fig/net' 3!lJ and sonic AtMnnKe, 

the latter expected to arlM! in tweaked 

NEWS 

lomq.', Zip drives h;IYe proved enormously successful In the (Omputinl 
sector. Th proposed Drumust Hnlon will UN! the uistincl00Mb apKity 

roon. ItS 0IlglI13I g,ilches haVIng been 

ironed ClJl Me.YrwtiIe, 1.5-(Iarty trtIes 

~ Sl1eet RaCer (see P46l ¥IO 

PrOjeCt VelOCIty (see E7O! are also 

expected to stup on september 2). 

sega prorruses arother 20 mles 

Defore Christmas. Wlduding sesa lfal/y 2 

fO)OSSIbIy n tJIXlat!:!d forml, TIle HOuSe of 

!tie De¥12 and a Dre¥nC:aSt-speofic 

YelSIOI'I of COOI8oiIfOeJ5lsee p28). 

taurICt1 tJtIes III the us. ~ 
....,. IIldlI:Ie raci'l: games H)(Iro T11utr:Jer 

iIOd CAR. T RaCit1g (aka SUper Speed 

Racq - see p88). se&<! Sports titles NFl 

2W) and NSA 200:1, fighting games Soul 

CBllbur 1see p26), Marvel vs capcom (see 

D89l, MOft8/ Kcrnbar GOkJ and PoMN 

Stme (see E7O), prus a new versiOn of 

CBslJevania from KOnami. 

5ega claims that ~ in 

AmeOCa ~ reached the :J),OO) mart. 
an:! the canpany eJq)OC!S ID readl a 
Iigunl of 200,l1li before 1aooctI.1t also 

claims tI1at one milliOn Oreamcast UMS 

SIlifte<l in >apan throughout the Ccw1S01e'S 

first four months on sale • 

TEAM EFFORT 

,....--.. ... 
_fC ....... 101It 

wonr.MIUIII E1:m 

the oontract. """d! .... 
_ IhIIl,<n;Ior>.baed tIW 
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be !he Iqe$t .... of Its ~ _ _ ~1IIe pr-.. 

....... ' ... IlMhal wiIII NC. 

Thr .. kt y Iilunth titles In the UK wil1 b. the 1,5-pilrty-developed Metropolis Street RQee, (left) Ind ProJed Veloe/ty 
(centre), plus Sell's Sonic Adventure (rllhl). which could Ipptll in more Impressive form Ihiln the 'ilplnese oripnill 
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Sony has home advantage 

o-eamcast Mrdware arwl softW<Ve saleS 

are CUleIltIy ~ at weat levels 1'1 

ItS natIVe Japan, howeveI' I'amItW 

Expt'eS$, the COUf1try'S blgg€sl gamng 

puI:jlc8bon. revealed 1'1 ItS W'/7 edlllOfl 

!hat PiayStatlon titles were IeadIll8 the 

pack. WttIl78.6 per cent of all software 

sold 1'1 the PfeW:lus week.. N64 traoled 

WI\t112 5 pe! cent. In:! DreamcasI 

brought up the rear WttIl3 pe! cent. III 

the SIme peood. P\a'ySta1Kln console 

sales were reooroed at 36,288, 

oreamcast at 13.348,and N64 at 12,129 

tt's dear 5ega needs 10 engineer Its 

westem Ialn::h IMth a phenomer\iIIleveI 

of asnneness if it is 10 repeat !he /eat ~ 

acnleWa with \tie Mega ~ - that Is, 

domInaoce t:Ne( its rNals in both the US 

In:! Europe. But N.ntenOO ~ 

stole sega~ l1'lilfket IeaOershtp IMttI its 

SNES, \tIank$ ~ to software SU()pOI't 

5ega haS the b<lclOng of such 

big-name deYeIopefs as Narnco ana 

caocom in its home temt~ but 

many ~ oeveIopefs 00tsicIe of /aparl, 

incluCllOg the lik~ of stuny 

Entertaument and new Rare break..otf 

I.r1tt Free Radical ~ r.wose 
memoers - see p1l8 - were key figures 

1'1 the de'o'eIopment 01 the IegencIafy 

~ and the hCNY CII'1tIOpated 

Perfect cartI, have alfeaoy Stated ttlcil 

they're ho4ding back 00 their 

COITUIItmet '110 Dreamcast.. 

• idepe!IdeI,1 codeshops will not 

be pushed in:o OOYeklping fOf 5ega's 

rrochI'Ie. of course, If. tlowe'.'er, the 

~ can mar1(et lIS new format 

WttIl the bang that the proposed £9CWn 

ftm·year ElJro.W1dl budgel tIas the 

POteI'Ill8f to affortl- r:ruoaIIy 

'T'llnt&!'IIng irr(letuS weI into 2C(l) -

!hen Dreamcast's coo:!er·friendly 

artMecture IM. eventuaDy IW1 CMr 

development SUppor1 to ensure ttlcil it 

at least stands proud in the face 01 

SOfly's proposed OIISIaugtlt, 

Mar1<eting matters 
ft~ dear that £200 representS 110 

extrernefy attractive pricepoont for a 

console wittl the tapabjlities Dfeamcast 

offefs. The problem 5ega faces, of 

course, is that ~ is no Iongef targettxlg a 

Sl!INj alJd~: the average \I\OeOgame1' 

01 the late '9Os is a malti!dt)' (kfferem. 

beast 10 that 01 the early oan 01 the 

decade,l'ttlen the company IaSl enjoyed 

major COOSI.ITle!'of1'\8Ore\ success. An 

attractive prICepOont wiI not be enou&i'I 
to htt the layman I'II'leffi it maners. 
PertlaPS lTIOfe tI\at1 any Other elements 

of 5ega's western operaoo1S. its 

mart:etJng dePartments dearty 

(filst row) Vittutl Fighter ltb; The HOlJse of the Detld 2; Sego Rolly 2 - set to be the fi llttitle to telt Se,a', weste rn Internet ,.mln, mtltle; Power Stone 
- another biltitlt before the rflr'1 end, (Stcond row) SOul Ctllibur; Snowbexmling Supreme; CooIBOtIrders: Dretlmctlst Version; Blo-Hoztltd: Code 
Venm/ctI - a I tlpt~d soon .fttr I"lnch. (Thild row) Shenmue; Buggy HfiJ!; Air Force DeHo; Gein Forct -.11 Ht for 1000 (if .pprov-ed fOI the west) 

... 08 £OQ~ 

~'-' 
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WORLD'S BIGGEST GAMES EXPO TO ROCK LA 
over 400 exhibitors and 2,600 games expected at the interactive entertainment event of the year 

n Itef \WJ ','eiII"S i1 AtI<Wtta, E3 

I.il retOOlS to LOS~ where 

Ifcm May 12·15 lt occupleSr:1oIef 536.<XXl 

square feel offered bV!tIe oty's ~ 

Co:'NentJon Ceoue. Wittm the 'MJfkl of 

'>'1Oeogame$. 00 om snow comes ClOSe 

- I"lOl on~ In sca~. but also in terms of 

ITTIPOI'tMCe. MOre publishers stiQ chooSe 

to premiere the<r respectrW titles at E3 

man at IJI'rf othef ~t. 

Show of strength 
01 aI ~ at IaSl year's s/'m( NflterJIO 

emerged WIth the srrongest line-up 0( 

btleS. although cenainIv not the largest. 

ltMS IS somettmg It will be boklng to 

repeat 12 rrontt1s 00. A rlear·fimshed and 

henCe ~alJ.le Jer Force Gemim, Perfect 

Dart (the first thiee levels and I11\JltJpIayer 

rtXTII)Jred to be pIayatJIe) and the pibllC 

urwedlng of Donkey Kong 64 {aIlege<tt 

pIayabIe) should ensure Rare makeS ItS 

usual mark. ~'s RIct'e Rarer 64 WIll 

be J'e'M"18 ~ next to V'Oeo Systenrs F·' 

wat:I Grand Pr1x • and Sa' w.n.: 

Hurl, 1,600 tilles will'pp .. f.' El, of which 1.900 will b.e mlkinl their 
full public debut The Sill of the '""' r,!lleU In Industry In rude hnlth 

EJ]ISOde , Rarer from lUCaSAItS. 'IIItlile 

other appearances irIcItJOe Eternal 

substantia l pa rt of !tie proceedings 

AtNJys popular with shoWgoers. 

ElOOs'stand prOO1l5eS a feW new games 

arT*! the legions of semI~ mode:s. 

NOtatlt,'. FeM Facta, a PlayStaOOn Res 

EW dole WIth rT\aI'lga-~ VISUals. 
'MI fiearure ~ OOlitJ'ctl, tktIoW! 

OIIOS Md SBboreur!See p34t ""* 
F!gtItJfW FO«:S 1 (On PlaySl3tJOO tlut not 

0rean'I:aSIl is expected 

5ega will be keen to showcase Its Initial linoHJp in 
an attempt to reinforce its commitment to US 

garners. Dreamcast-related announcements 
should loon a svbstantial part of the proceedings 

DM::ness la 30 horror a!Nenwre will 

ume-!1lNeI asoeas !hrOM1 rn, MaOO 

GaIt; RIQa (a firstPE!(SOll sci-fi shooteflas 

~I as a COUPle of POkemon !!ties. A 

'signifICant' announcemem Iran 

Nintendo IS also expected 

Eager to Impress 
AS Dreamcast's us la....cn nears, sega 
wiI tie keen to showcase its iMlallirle.yp 

i'I an atterr10I to ~ its arnrmment 

to US garners. The HOtJse 01 the Dead 2, 

soniC AdYentt.¥e, ~ FigtIteT 3ttl, PQNer 

Stone, SUper Speed Ri/dfIg, SOUl ca/ItM, 

S/IeMIue and ReSKJem Evil: cede 

veronJca are expected. Dreamcas\, 

related announcements should form a 

I'SMJOSIS /\as (ne gf the more 
SUbst<rIhaI ~ gf the ~_ WIpeout 

J leads R1mlJIIJ 1999, M:lfocTGtSS 

MonJess, G·PoIlce Waaptns 01 AlSoce 

and otIlers on P\a'yStaoon. wtuIe PC 

0WflefS 'MII no 00Ubt be IooIOng at 

DrBkan: Order 01 me Flame, Hired GiHlS 2 

8Ild Metal Fatigue In addtOOfl. a ROM:8ge 

sequel ~ el(peCted to be present. 

I(onam replaces last years Metal 

GeM SOld with the rr.egralve~ (See 

~. v.nIe dfiW1g offefir1I: RBIy 

(Y«lft!flg title) and the semani IfIUSIC 

range corr(lIete the rew ~ 
Half-Life: Opposmg Force and Te.9m 

Fonress 2 from valve should prove 

POPUlar. Othef interesting titles inCh.ICIe 

Oddwcnct Munc/1's ~ and 

co:t.Yot1c1. Hand of Odd - a thlf(I 

instalment m the popular series and a 

rea'~ SWleg)' title ~ (DO!h 

are planned for PC and NGPS) Tal:e 2 

SIbsId~ ROCtstar Games willXIYeII 

GTA2 and an upaared MaK PByne,....t1IIe 

Ir'IteI'pIay wl haYe GaIleoo on ~ 
COOemast~ makes rts f'lSt . 1Oepei Dell!. 

EJ appearance wth NO Fear t:JownhII 

MCWram BIking and PrinCe Naseem 

8Ont1B am:x"II! IXI"Ier5. west'MXX!'S 

eagerly awaLted e&e- TibenMl $(.n will 

show rts face in ~ for the tirst tITle. 

and rts acn:n-RPG PC title HOX SOI.I'IOS 

1)rOITISI18. TradmonaI RPG In ShOtJCI 

relish ~ \IaIwr from NamC:O, as 
welas~'sCtlooo:lol~2. 

F.vI Fantasy IM, FtIirI ~ ArlIflOotlSY 
and ~ FrontIer 2 

sony spurns speculatIon 
At the time of 'MitIn& SOny is keeping 

0ITW'I0Us/y ql.llel alXJJt its EJ planS. Gran 

rurismo 2 is likely to ITl(Ike its offdal US 

debut. in! win most Ikely be JOIned t¥ 
Dn;I Oists,IWe f.scape. ~ Boost 

~ next LSSUe). and Mafia /(8{f. done 

Speed Freaks (as welas coontJess GT, 

Metal Ge¥ SOIicI in! Res f.ViI rip-off$}. 

Expect an exhaustive E3 

SPeC~1 report next month. 
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(from top) Donhy KOrlg 
64, MOrloCO GP Roe/"g, 
Perfect DfJric, G",,, 
fttri$lllO 2. Jet Forte 
Gemj"j ."d WlpefHIt J 
.re just some 01 th. titles 
set to It.b the .ttenUo" 
of jost In~ crowds.1 this 
yur's El In Los Anl,ln 

........ " . 

, 



NEWS 

PRESSURE RISES OVER VIDEOGAME VIOLENCE 
Softwart companies sued for millions as another outrage spills controversy 
{ . 

O he effect cA wIeogame WIIence has once again 

fallen lXlder the spotIlgnt foIIc7.W1g a "*'8 
spree In an Amerlciin school MOre WOfr,Ylg fOf the 

games Industry, a 'M!ek before me tragedy, a lawsuit 

for ~ S 100 million In oamages was filed against a 
var1ety of fll'T11S including la game compal'Ues. This case 

(esu~ed from an attaCt In 1997 In whiCh a 14·year-old 

boy sIlot ciead tnree guls at a scIlOOI in KentuCky, 

unsurprislngty. some news reoorts suggested !hat 

!toe recent attaCk at LIttleton, COIoraoo. v.tIIch left 15 

read, was Jnfluenced ",. viOlent 1mages,InCluding 

vicIeogames. NBC. in partlcuIar, reponed !hat the MO 

~ were faoaucal DOOm ~ an:l sI'I::Med 

footage of ttle ga-ne in YiI'iCn ~ saKI, .~ M down 

haIlw3ys oestr(1y1ng ~ !hat rTIO>'eS. • It was also 

suggested that one of the killers I11aI'ItaU'Ied a DOOm 

fon.n1 on AOL 0Ihef ~ reportS sI'I::Med material 

belng remcM!(l from !tie hOme of one of the suspectS. 

inCUling t:IClI:*s bean"C !tie DOOm * 
'1 don't beUeYe YIOIent v.deOgImeS lead to WIIence, 

DuI tfIIS was Oifferent. • corrmented , student YofIO 

mew Doth kIIers. "TI1ey'O play these ~ for I1:Us 

and hours and hoors." 

The influence of violen(e In (Ompuwll.mes is causin, incrt.sinl public concern followinl hilh· 
plofile ilttildts such ilS the lecenl Khool shooUnl'n llttlelon, (olor.do, which resulted in 15 de.lhs 

'The games trained Michael Cameallthe killer) to point and 
shoot a gun in a fashion making him an extraordinarily 

effective killer, without teaching him any of the constraints 
or responsibilities needed to inhibit such a killing capacity" 

The WOfding of the Lamu~ in the Kentucky case, 

hoWeYer,ls specifIC 1"1115 conOemnanon, ~ alleges that, 

"The games tralr.E!(l ~petratorl MIChaeI ca~ to 
point and shoo! a gun in a lashIcI"I making hlm an 
emaoroinarlly etIectNe killer • .,..;ttJout IOOCIW1g him fIITi 

of Ihe constraints or resporlSIbII«les neeoed to i1hItlrt 

sudl a kilillg capacity" The oIhef co-oetenOants 1"1 the 

case incl.ocIe Trne warner,responsibIe for the mcMe 

me BaSeOaII DJaritlS, an:l ttree POI~ websItes. 

Legal experts believe ~ has little chance 01 s.uccee<llng, 

Meanv.tlile, spalll is seelung to pass a bill in me 

EuropealliJruOr1 to restrict me avaitaOtllty of violent 

games. unlike II1e UK. SpaW'I dOeS IlOI use a ranng 

system. ttaly has also expressea sirnIaf concerns, an:l 

III France, a pressure grcup is caWng for games sudl as 

ResK1em Ew ano ~ to De I)anned, lI'Ie EU 

One of the len obvious I.mu cited in tite Ke ntucky Iilwsuit is Mech Warrior 11 (left). Resident Elfll 
(rilhl) hilS th. 101e, but.s .lhlrdper50n til le, did It ru lly tllin Ihe killer to point I l un effectively? 

• 
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GAME COMPANIES SUED 

~~(antJltf"2 --
GT """""' ""'" -""""'-N rttenOO. NfBhtmare O'earures 

"" ""'" V'rgrn: ResIdent M 

ACtMsIcI"I: ~ Med! wam:.x ' & M 

(;aJXom: ResK1em EVil 

SOny: FIfI8f Fanrasy \.11 

I.asefSOft: DOOm 

W'iJJams. Qua~e, DOOm 

EIdos: FirJaJ Fanrasy \Ill 

Square: Final Fanrasy Vii 
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BULLFROG CO-FOUNDER LEAPS FROM POND 
Further shake-ups at Britsoft darling as Les Edgar departs to pursue various projects 

.. es Edgar has resigned as 

1.:1 chairman of Bu llfrog, the 

company he co-founded with peter 

MOIyneux 12 years ago. BOth Bu llfrog 

parent EA and Edgar stress that the 

parting is amicatJle: he will maintain 

links WIth the company, (leveloping fts 

presence in theASian market 

-I'm hlgt1~ motivated by new 

cha llenges and the time felt right to 

hand over the feigns of BlIIlfrog in 

order to :,pend ITlOf1J lime on the other 

imerests I eniOY: Edgar told Edge. 

one of projects he v.ill be involved 

with is the BUllfrog offst'oot lOSt Toys. 

"Bullfrog nurtured some amazing 

talem over the years: saKI Edgar, "but 

I can safety 'ia{ that [the LOSt Toys 

team] were among the best: 

LOSt Toys is currently in 

discussions with ~arious publishers 

cClf'lCt!rning its first title, due on 

PlayStation and PC next year. M, well 

as supporting the ...eotu'e financially, ' 

Edgar will act in an advisory capaCIty. 

"I 'd love it to aspire to BUlrtrog's 

lOeals," he explained when asked 

about his hopes !of lost Toys. "T11<lt is: 

creative, innovawe and abcNe all a fun 

place to be, where evef)Ql1€ feels they 

make a difference,· 

In addition to LOSIToys, Edgar is 

tall::ingto a number of other small 

developers and has Ideas fOf an 

Internet venture, too 

"I also plan 10 spent a kit more 

time WIth my Kids, Jamie and lOOise: 

he smiled, "rm;that they're old 

enough to focus-test games on!" 

After Bullfrog was founded in 

1987, it raPtdr,. grew to become one 
of the UK'S premier developers, 

prodllCing genre-oosung games well 

as POpulous, Magic carpet and 

Dungeon Kreper,lhe company was 

sold to EA for $40 million in 1995, 

Rumours of more Bullfrog 

break-offteams are unfounded, @ 

Lu EdJilr's fint role will be 
funding and overseeing the 
developer Lost Toys (see E71 ) 

SONY STRIKES BACK AT CONNECTIX 
Virtual Game Station loses the latest round of ongoing emulator wars 

If you see this for sale, buy it­
Connedb has been forced to 
slop shippinJ its Mac emulator 

~ ony's continuing efforts to ctamp doWn on PlaySlation emu.ation have 

~ fll1lllr,. borne fruit. Alter earlier attempts failed, a san Francisco FeOera l 

Dlstrict COUrt granted it a preliminary Injunctoo against connectix. lhe ruling 

forces connectkx to stop shipping Its Virtual Game Station emulatOf for the 

MaCintosh, although the company says that ~ will not be recalling units already 

at retail It was also oroered to stop (levek:lprnent I'oQrI; on all products that used 

sony's BIOS and hand them over to the COUrt. 

sootdaims the rul ing uphoKls its claim that COnnectlx had Infringed the 

Pl<r{>talion's operating BIOS code and diMed sony's trademark. connectix will 

appeal against the decision and claims it is stdl working on clevelo()ing aWindows 

verSIon of Virtual Game 5tallOfl."'This is jUSllhe first stage of a lengthy process: 

cornrnented ROY MCDonald, pr€'Sl(lent of Conr.ectl>t 'We are confident we will 

be able to resume shipmentS once thiS matter has recel\l€d further re\'l€W," 

Earlier in the month, sony had failed to gain a temporary restraln ingoroer 

on /.J/reml's PlayStatOO emulator for the PC. F(MkMting 5t(l,(XXldownloads of the 

.oomo, the fimshed product has started to ship H is not known whether Of not the 

COnnectIX ruling will set a precedent in thiS case 

In another development Da\Ie'S Classics webstte reopened Wlth a temporary 

URl (www.davesclasslcs.warzone.com).shornofalltheROMSthat 

spurned sony 10 ~ap a lawsuit 00 UGO, Clave's previous seMCe pwvider 
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CUTIlNGS 

C*MIII ..... _ 
_ ... UlllDrlNltllfl 

...... 1iIIttIIII CItCMDtl ....... 

.. a.....,.produCIOrI~ ............ ,..,., 
~ ..... ;W ...... .. .......... _ ..... . 
nat ....... _ ... ...,.. 

.... ..-- ........ 
In • bitIrTe mIM. 5ep MS dIrNrWIId 

1!lat M IOItwn ~ II'IdudirC 
-..co.-.l KOIWN, SI'oluIcI pay ft 
licome left sap sa,s dIM It_ 

!hi inttIKtuII P<llI*tY IWlllIor 
teCtroIoC'I thII.uc-~ 10 

sWItdo ~ In-pmt. In order IC 

.~ ifs case, it has SIlUl"d a 
~ dell withAtari. ... nich 

possesses SInlnfI pnrng ted'onoiogy 

patflItS. F<:u at tile ~ 

concen-.ed IIM! foIed roontef·dai."s 
~th the )apaoese _ ~ , 
ER 111 to _ GMne 

Electronics BoutiQuo has put in a DId to.­
rMII retailer Game in ~ deII ~...w.g the 

company at £99 milHon. Game has 

r«enttv sufferlrog c:\Isat:IpoIntlrlg 

pe!1or~, w'IIle ~B IS IooI<ing: to 

aggressiYe!y expand its presence in 

~1,II'ape. The combined <lPl'faliDn WOUIO 

boast 268 store:! and EB says it wit 
maintain tile Game tlrMO _ In HIgh 

streets tIIa1l1M! both s/Iop$. 

nroze meet. Its mak..-
sorry has cooIirmed that ~ has $Old the 

last at its Yao-oze en1huSlast dev ~rts. 

II.rOund 10,000 at the tMad< 'I'lIrOZf! 
PIayS\atIoI1 units _ ~actwed in 

one production run and OYer 20 per 
cent 01 the _ total _ $Old in 

tile lJI(. $my has pledged to mIimaIn 

support to.- e><is!O>g users. hi:;Jwe\IeI 

£DQ£ 11 
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PRESCREEN 
EDGE PREMIERes INTERACTIVE ENTERTAINMENT'S FRE5HEST FACES 

Emotionally challenged? 
sony's thought-provoking approach raises more questions than It answers 

In othing stands between the 1Ie)(\-generatk!n 
~ PlayStauOll and Its dominance of the 
videogame Industry. Not N,ntemlo's fabled new 
COI150le, not Inlel and Microsoft WIth the sjuggard 
F'C platform, nor sega's Dreamcasl. SOn.,. 
Computer Entert;Mment has rocketed past the 
stars In a single burst. Or so you rnigtll thin~_ 

SOmewhere far below, catching the Intellectual 
fa llOUI from SOny's SlXcess, are the gamers. Tal~ 
018 CPU dubbed 'Emot!Ol1 EngHle' is an well and 
good, but when did you last p~y a game that 
prodUCed a sensauon other than teJlSlOO 0( lean 
An(! hoW man.,. vIdeogames have maoe you cry? 
(OUt of sadness. that s. not frustlattoo.) The truth 

IS that gaming's elite tIaYe swallowe<l SOny's 
plaStIC Pl'OI'Il<SeS WIth amazmg grace. convenJelll1y 
forgen,ng that the PlayStatJOfl has hosted a PltlfuI 
nomoe, of games ...... th emollonal depth, ASk 
yourself how many PlayStatlOlllllles stimulate 
your m.1CI as much as they do your reflexes? 

Other IlIan pertlaps liOI'lhe(l(\'s hugely 
ambItIOUS (and about to beI;Ome hugely delayed) 

Black and WIIJ!e (pr1!\lleWll'd on p24), there are 
precIOUS few btles capable of evef1 toudllng the 
concePtual bounds of YAlt Kutaragi-san and 
company have alluded to. A girt's ~owmg locks 

are a p!easant grapl1lcaltrlCk, but few massmarket 
HOllywOOd movies - wtllch adDress the eKact 
same alJdience that SOOy 1'0'111 be targe\tlng WIth 
itS next machine - are able to Clehver a cred ible, 
stimulating plot - and videogames even fewer, 

Amid al l the excitement surround,ng the next­
gi!neratiOn PlayStatiOn, scarcely anyone has 
actually aske!l whether Of nOI vldeogames should 
even be chas.lng a goal such as emotional 
response Indeed, some of the talk Irom SOny 
and Its lar.s cames CIsturblng echoes of the hype 
that accompanlea the 'mult,mecha Il!VOlutlort' 
rnose F11I!'Mre and usa sockets are an IndltatlOO 
01 just how desperately sony's Other dlV15100s 
want a J)Il'Ce of the PlayStatlOfl PIe. but does SCE 
really want to p'ten ~ uoeroonsole as a 'home 
entertainment centre' when ~ are 
SiJSI)ICIOU$ of....nat that means? 

YOu only need cast an eagle eo,1! 0'Rf the 
neKt-generatlOl'l playStatlOl'l aemos to see what's 
really on offer - Relko Nagase from RIdge R¥:ef 4_ 

a new Tetten ana Gran Tunsmo 3 Or sex. VIOlence 
ana racing games, In other words. The IndUstry -
ana SOOy W.1h 11 - haS a lot 01 maturing ahead 01 
11. Right now 11 seems to COOS!St of I.nle more than 
a lot of hype-18OeO OUt ultimately empty promiseS. 

Despite consider.bly Increul'd Il'vl'ls of deUi~ somlthinllike. TeII:""'n Sl'qul'l (left) (.nnot "In 
hope to m.tch thl' fuli nl5 l"Ioked by Fingl Fgntg$Y VII (cl'ntre) or I'Vl'n O(Clrin<l of riml' (right) 

F"" an """"*' moy 
IlMlltoftilletNm(see 
1)1181, caJSMliI $M"II! 

to worry ...net/Ier tile 
projeoct IWI iUNer as • 
reSlit. "101 Edse, IhouKI'1 

• 
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A rTIaSSM! suc:cess on troe 
SNES('Wro1>ere tile Wl!<'IIlOI.I$ 
ape 0!flC1jed ttv'8 01 ItS 
someS/,!tare seems 
confident OK'S r"SI 64t:<1 
_ture wiI M'We" 

1'llI! lfItI-p IICe!' IllS 
been tMt«I uP .".. III-res. 
tlut it'S me spjitSCIeerI 

thIIt ... ~SH~Pblrto 
me IIIresr. generawn 
Of P\aySwloo ~ 

~lStIIgIlY_ 

asI<ed IIIXlO.!t troe prn",-s 
end iI"Ii - t/IOm! m.'I'y I'lOl 

""" toe one - but ff:w 
m.'I'y ctIlI ~ ~ <:lell<er$_ 
~ proml.5IIS etwwt>ere 

PRE SCREEN 

Index 
prescrHn Alph~$ 

page 14 
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page 24 
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-" Cool Boarden: 
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Saboteur 
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Racinl UIClOl1 , 

po,'" 

Ichllekl 

"'" 37 
(volva 
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Wlp30ut 
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PRE SCREEN 

PRESCREEN ALPHAS 
VU SUZUKI'S EPIC PROJECT RETURNS WHILE METAl GEAR SOliD GETS A NEW LEASE OF LIFE 

SHENMUE 

• 

--

fORMAT: DllAMCMr DEVELOPER: UCOA (AMl) 

u S/IIi!rInIue representS the measure of sega's amortlOl1lor Dreamcast. 

It also demonstrate$ the POtential CO$! of f~Wre. While '¥\I So.m.*i hIIS 

preocted hIS masterpoece ..... sell ~ ITIIIIIOIl coooes. It hIIS already cost!M!f 

S20 million. Md while rt Impressed mlJIrf 8t the Tokyo Game ShOw, news 
tIlat it wiU be releasea in at _t two pans i;Ioes 1,!tIe to con"".,ce sceptlC$ 
the prqect hasIl't ~raDe<l out 01 control. one \Nng is certain. tl1CJogI1 - ttWS 

is the best-look". DC game tQ i;I<Ite, TIle first part hits Japan on "",gust 5 

• 



META L GEAR SOLID INTEGRAL 

• 

'--

PRESCRHN 

FORMAT: PLAYSTATION DEVELOPER: KONAMI 

Don't get too exoted - t/1iS is an enhancoo .ol1SiOl1 of the PiaySI<ltioo classic ratner than an enbre~ ne'W ga~. me 
roost notable addllKln is the abiUty to ~aytl1rough the game aga in in flfS\person mcde OI'«! ",""W compIeted~. 

otl1e< ooa'tKMlS ,ncl~ m \IR stages, new end-of-game Ixlnuses, new IlIn~-limited secbons, Irve difficulty levels, 

altemate ootfits and PoctetSlillOO comp.n'bil,ty. ItS Japanese release wi ll be followed by a Um ited-€ditioo Ml here . 

, 



PAE SCREEN 

• 
JET FORCE GEMINI fORMA' : NINTlNDO 54 DEVElOPER: RARE 

AlmosI COfTlC)Iete ar(l set 10 make a pIayatlIe lIPJ)eill'iIOO! at E3. Rare'S intrig\.llr1B outer space.Dased. ccMOortul3D 

tjaster has ret8llWl(lllS appeal oesprte I'll.ITIerOUS 0e!3yS.. EJ\DeCt the uwaI Rare prOO\.lCtlOfl vaUes (both graonc.etv 
l1l1(I ~"are« charaaellsatJ(lf1. ~ PIM'!ffuI ~ and possotiy e-ll hont 01 oIcI-scI"OOI-sI"rIe 
pia'j"llbMoty as you progress. ExpeCt I COITlI)f(IIlerI up(late on the pne's progress It! next trlOI1!h"s E3 report from lA. 

"R"E~S",-,I "D'-JE=-cN!.T'-E'=-'VC!I"L'-'6"-4::L _________ --"""'.u,,''',.'-'"''''" .. ,~ENOO 6t DEVElOPER: CAPCOM 

AAa SIl after mucn ~ N6( owners....a 500111)11 aDIe 10 tIf1I01 the 

$iIITlI!~~dI\lOYel"15rrmths~ElIO.'\lIrtlSfl·1 

QV:te the same - «e:ordong 10 capcom. !tie NflIen:IO YefSIOf1 contaon$ 

add,tJonaI eventS l1l1(I SoOeSlOnes <lOt present 11'1 tile origmaJ ve<1Ioo. The 

COI11C)atl'(s compresSlOfl teChnoQUlS musI aire<lOV tle woOOn& am tme 

-' 



PRESCREEN -~~-

-
MARl oNETTE HANDLERS FOR MAl : D.EAM CAST DEVELOPER: MIC.ONU 

'" ccnceot. thIS 15 wnoIIr 10 All Df'j("s ClIIrnage "'NI" you tJUiId 8 rOOOI from one of the $I>; tlaS<C mooeb on offer an! tne<1 "'" It apnst an QIlIIOIleIIt 

WIlhIn one 01 many 30 arenll$. YOUr robot's pe<formance ~ OIrKt\y <JepeOOant on lIS ~gfltIfIi progr.vrvne (!leIe<mone<:l at the outSet YI3 an COrHeo 
i~'terface) as well as the varIOUS DOO'y partS pUrchase(! from Wlnfilngs. Eigh!o!ay!:r toorname<l~ IMI tie P05S'bIe, while \!MS Ccmpa\lbilrty is a SMlI1 

New d.".lopmente 
NTaC-PAL/looall.atto ... 
......... no.d tal ....... teanIe 
-y ...... 
Graphloal alt.ratlon. 
D •• 1gn 

• 



PRE SCREEN 

1I'IIS tJme .0lJ"I0, Dungeon uepers' 

tan expect tne owaI a'!l(lO,nt 01 

~~~ooanCla 
o;ornb.)t PI! I\M! been added, anCI 

new speIs. uaos 1nl creatureS 
are pr(MCIed, Crelllllt'e AIlS more 

sophISUCaIed toQ. IMth up to 35 stat5 

c;ontroUJng beha\IioUI. including fear, 
Icw::atK)tl Md Ilerd WlSWlCts. MOo'e 

~ngI',: !fie firstpefsoo IT'IOde IS 

Detler ~8ted H'Ito!fle gIM'I1ePQy 

WI!h speafic mtSsoons leQUlnng 

j'OIJ to rell/'lQlJlSIl j9.II' 'goo:l ' \'iew, 

BLADE 

SHADOWMAN 

This hack'n'sIa$tl PC actioner, to tie putIIished by Gremlm,-was Oftglrlilltv 

pre'o'IeWed ~ baCk III E36. rI the tme SlI'lC:e then. ~ $OiInSh ~ 

has been ~ ~ ~ an accompllslled COI\1t).;1\ engI'll', and 

engreefing 5I.It*ne parude etfe<:t5 tor realistic water, flle and blood, AetIe! 
ACl;daIfl1S its p!lySics engine, tOO; Is esoooaDy sw\sll MOfe next montM 

• 
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FORMAT; Pq PU't'$TATION! NINUNDO U DEVELOPER; IGUANA UIC 

TheSe IateslIIIIiI8f!S from IgIwIa lKS ~ acIventure come Iran 

tnree formats. ~ tile PC YI/I'SIO!11m/11n shoISIieeOs !fie OIhers on 
!fie 'IiSuaI Sta~es. alttlOOSh DOth the N64 (a!)()o,fe lef!) and till! P\aySUlIIOI'I 

(a!)()o,fe light} rnl!fPll!UltlOl1s remam Impfess/Ve. ~ I~ can use its 

h!IIJd W'IfIoences ~ S/laoXIwrIlM COUld tie a stonTlong \JIJe, 

FORMAT; PC DEVELOPER: RUn ACl STUDiOS 

• 



SOlJL FIGHTER FORMAT: (O IN · OP/ DRE AMCAST DEVElOPER: TOKA 

Recemry revealed as one of the few European-<:leveloped Oreamcast laundl "tIeS. Soul Fighter"s lim incamatlCt1 will. strangely, tle as a Japanese 

5Pn-op..Mlxmg the core of a 30 oeal 'em up al)(l !he pk)t elements of a RPG. French developerToka IS p(Omi~ng arcade actiolll)Ut WIth a console 
( feel. TIle thf&e playable characters flgtlt a I'lmety 01 an imal avatars Whose souts are coI~ted_ Next rromh"s issue wi ll realure a report from Tota 

Avid. SO F:F I 
4 Sea 

2 days training 

Avid tool 

, 



PRE SCRHN 

• 

A surPflse art/lQUfICeme!1l from 5.NK. 

I(CIVde/k.J IS rllOlCalty lemo:MlO from 

Itf'lype of!l1le .the ~ IS 

usuaov iIssoaateC WItI'I A 

P ~talIOII RPG rean.nng Goufaod­

SI'I/IOed c:Nfac«!'lS and JO battle 
5(enes. the game 15 selln a welsh 
castle. 100 years ago. The COI'IlI)a! 

system is SIITII~r to FFVI'r.. which IS 

pemaps unoerstarlllaOle CCII'lSMlenr~ 

!lie _suaw team DeIIIIId Itls 

IS 'Of/ned of ex-SQuare mtl Three 
i:lIarllCters will be Pi3)'olobit'. 

x - BEYOND THE FRONTIERS 
Open-ended tracllr!& and combat space s.n'I$ I'IaVI! come a IOrlg way SH'lce 

Ebre x ~ Be).;wx! !fie FfOfIt1ef$ (currenlt)le worktrig mie! is the lIItest attempt 

to create a h.eV auun:mous JO IJIIM!IS(I, ~....,. De SI!( differem 5peOeS 

fORM~T: PC DEVELOPER: EGOSOfT 

"B"R-,-"E"A""K"N-",E"C"-,,K~ _________________________ --""FORMAT: PC DEVELOPER, SYNUIC 

• 

--

90astJnK t!'Ie It)iIty to many ~ dynamICS to arcac»-m..-ced ~ TtIQ'S racre offema haS an ~ 
colourful appejQII(:e as we! as;l ...... .oeo seIecuon of veIlICIe5. ~ e"ea$. ...-..oIe lace mooes. 2. tracks, ana 
seYen alternate SCllI\anO$ come as stanOard. and in true C<:WI--OO 1;l$/II0I1. alter ~ your mode Of transoort from 
one Of 40 different classes you're offered the use of n~OlIS SIy<es Of weapon With wn.ch to tale out \lie 0DP0SIt1(ll1. 

• 
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PRE SCREE N 

• , 
EVI L ZONE fORMAT : ' ~AY5TATION DEVELOPER: YUUS 

In Japan. tIllS ~tIe has oeen we!' r~ probably as a result of it mWng marga.bI5e(I d\a(acIm and psydIIc attack$. ~ fac~ rnucn 01 the 

~ ~ .0U'ICI1he Iim9r - f81l'e< tr ... 1OOpI. 11 retken Of VIrW8 FIJ11rer aoprOoJeh, fIo!i' zone eno:uages you to keep a reIativeIV safe 
ct.stance from OCI(lOfIefI\1., and perfect those speoaI n cctJfI!er ~ rTIOYI!'S. The game IS puDlishftI here by TIWS. and IS se! to SI\C) 1'1 Ant. 

1 X SOFTIMAGE"13D Base 

3x SOFTIMAGCl3D GT 
Version 3.8 SP1, both IRIX and NT CD's 

2x One Day Training 

£6,750 
Promotional period- April, May and June 1999. 

Prices exclude VAT and delivery. 

Contact us now for further details: 
if: 0171 538 3800 

Avid. 
e-mail: 3doffer@aura.co.uk 
AURA Is a registered trademark of AURA Business Systems Ltd. _ ~ ~ .... 
All other trademarks are registered trademarks acknowledged. ~ ,~ 
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DIYIIOped tor the P\aySlaIllln ~ 

~tJ:IlSlSoneofthel'lllWlY&c; 

H4urd dooes ~ !It me teoent 

To(yo Game SIxm. l.Jke C'!XOtTrS 

I'oOr tor masterpiece, the serungs ate 

prerer;;lered and v>ewe<l courtesy of 

somt OramMIC camera wor1l AlIeaSI 

100 01 $UCf1 set-poeces are promowd. 

30I"III WIth 15 tnnIIes 01 CGI-Dllse<I 

FNN. In a neat !'MS!. the YalT!DU'e$ 

ITICIfl)I1 f1IO Olffe<efl!-typeS 

!/VCMJg!loI.Jt the game deDer1dtng on 
ywr IJIocw;j type, "'putted 8t the start. 

1- - I ' • . 
I. !I! , -1) 

i " , 
.. '. '.. ~ " , .. ~ " . • .... 1..llI.!.&~ 

RIVAL SCHOOLS 2 f ORMAT: PLAYSTATlON DEVELOPER: CAPCOM 

Whereas lIS preoecessor _ origw'reIIV developed tor the.caae mnet 
DeIore Den18 potted across to !hi PIayStatoon. capccrn IS <Ie'VeioPrC the 

5eQJeloltet1!Y on Sony'$ 32tIot IX»l The game IS pmented on I'MlCOS 
iOO<.lding a 'SllTlUlatioo' moae and POCketSlatJan mini·games. 'ItIU can 

tleate fighters and CUstomise C~ cnaracters w fight ag8l11st a friend's. 

STR E ET FI G HTE R III 3 R D STuR~1 K~E::===::=-_ • ••• ~'~O'~M~"~' '~o,~ .. =o~. ;o,;"~,o:.:,,~,,:: ... ,,o:. 
'm. a"IOItoeI" SUeet Fwnet game AnI:! woukI you Def.eve rtlhl$ tIVd ~ at SRI ptOlTllSeS ~ ~ new 

comD05 II'Id new SI)OeCIIII effectS. as weu as Impr!M!(j ~. Nroeteen ~ '" tJXaI ~ <S, men (four 01 wn.cn 
oe<ns newcomer!}. plus Detter ~11I'(l more re3lJ51!C anrnatIOI'!. and a new grildong SVstem DI$e(I on otrense. 
oefense. tedlniQLJe and El( po.rus. The game should De on test at select IocatJOnS .., lOl"lOon ~ !he tme you rea<! thIS. 

• 
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• , 
ONIMUSHA fOR". "T: PL "YSt "tlON DEVELOPER: "'PCOM 

E5.5eI1tlo!1l1y • 8J<r~ard set in medieval >apan, when $aml.lraI weft mQl'e common sigllt$1hIW1lorT'ltNe5, expect Onl'llusha to present 8 sirrular 
rdTIber 01 enemieS, as weB as a tlu'ldle of Il'IyliWift MO a smattering 01 trapS, ttle utt.mate foe ~f1j • mIC! oemon-(lke e!l~tv. The hlstory-\ect 

/.lot has Deen"entr\lS\e(t to Caccom $UCSl(ll¥Y Flapnlp, p~ resoonslble fOf perwWJg ~rd 2 ExDect, felease in >apatl ia:er tIllS J'NII' 
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BLACK AND WHITE , . 
N penchant for burning ants, and watching black-and-white classics and dodgy 'Twilight Zone' rip-offs 

has resulted in Peter Molyneux's most important game to date, Edge revisits l ion head's first project 

FO<~t , PC 

PubliSh .. EleClfORl t Arts 

oe..eloper- l lonhud 

ReIU$e: [Uler 2000 

9,1&ln UI( 

Fir flom thl monoeh,omlltie st.tus ib title suUests, Blllek. White's IlIndsupe is stluelincly buutiful, displlyinJ 11 
colourful, orlllnic qUlllity thllt is currently unmlltched, The IlI nCt olllnim.tions lor the erutuln Is no Itu imp't SJIYt 

Em hen aske<l wII3t 1IlSj)IIe<l hm to create 
W 8JKk ancJW1Itte, Peter MO/ynewl WIll 

mentOO'KIIl8 Kong' (the 1933 ooginal, nalUfall'jl 

and an ejlISO(Ie of the '().Jter limits' rsandKings', 

~ you must know) Oh, and the despicable vet 
Slrangely cornpe!llng actIVIty of burning ants 

WIth a magnifying glass as a child Needless 10 

say, InlS isn't g<ljI'Ig to De JUSt anothel platformer, 

essence of the plot remains the same. YOU tleg!n 

In eoen, a WOIIa of UI~n beal!!y, POOUIated by 

dJflerem mbes tA.zteC. klPanese, Afllcan. TtbeIiIn, 
EgyptJan, Greek, ZlAul and a variety 01 crearures 
01OllS. cows, sheep. rabbi:s, among ~) 
NOt necessarily aware 01 the eKtStence of othel 
tilDeS, Eoen'S ruJiibrtants are peacefuf, busy 

people blIssfully IMng theIr trO!lble,l~ Irves. 

One of the most interesting features is yo ur ability to select any of 
t he world's creatures and turn it into your own towering bipeda l pet 

0nw1g Of f1rStPefSO!'l SIIOObng game. But then 
that's hardly the sort 01 tI\tI1g you'CI ~Ie 

WIth the creator 01 POpulous, wtuch means tIIat 

categollSlllg It ls!1', necessanly goms 10 be easy 

AI BAFTA's lOOCIoII headQuaners, MOIyneux 

re!:ently CIemonstrated a wort-Yl-progress YeISlOll 
of BlaCk Srl(fwtlite, aoo wMe the game has 
ptogresse<! well SU'Ke Edgf! laSt saw t, the 

• 
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AS one 01 several ~ your presence 
wm !hetr wortd wt. IIlI!\IIlabIy alter manE!f5. 
In !heir eyes, perfoorung magiC IS seen as 
pos5eSSIng godly p(M'ers, so tile SlIllJ)Ie cnlWlS 

can be easily persuaCleCllO worship you. ThIs 
ptoYes crUCial, too becallSC your PCI'Nl'I'. or 
mana. can only be rcplcmshed by regutar 

diSPlays 01 mual adulation. AS your PO'>Yer 



Perhaps expech!dly, there ate resemblances to some of Molyneux's plStlitles. 
Nevertheless, expect his tum to come up with something very special indeed 

Magic spells . re cut by 
'drawing' a series of 
shapes with the mouse 

increases, new spel ls are OOded to your 
magical repertoire, and depending on your 

tribe, there will be a bias towards that people's 

natural ability. 

one of the fTIOfe interesting features In the 

game (and there are many) is your ability to select 
any of the worI!;I's creatures and turn ~ into your 

CM'Il towering bipedal pet. This lasclflatlng en~1Y 
then becOmes your responsibility. ns moral identity 

is shaped depending on I'It"iat set of vall.les you 

teach it The behaVIour you wish to encourage is 

rewarded, While unwanted actiV"ty is ponished. 

Bear in mind, however, that your creature is 

continually learning. A wonderful example of th is 

occurre<! halfway through the BAFTA presentation. 

Having seen ~s master gather the tflbe for some 

~ mely ~rstllpping belore demonstrating the 
fi reball spell , Mo!yoeux'S ape-like pet began 

casting a seemingly endless series of fireballs in all 

directions. It was later found reli shing the attention 

of a SUoslantaal number 01 villagers it hOO 

persuaded 10 chant and dance in a CIrCle around 

it. MoIyrleux wasted ht~e time in Quashingthe 

ape's ~usiOns 01 grandeur. 
This is a perfect reminder of another of the 

game's revolullonary aspects. Everyth ing in the 

Black and White world is controlled via the mouse 
and the onscreen hand pointer The screen is 

refresh ingly clutter·free, and other than the mouse 

buttons there are no keys to press. consequently, 

rewarding your freely wandenng creature is a 
simple case of stroong its head, or other bod ily 

areas (don't ask) . MOte amUSingly, though, 

punishing it sees you s1applng it around (scroll 

the mouse wrth enough momentum and you can 

sweep its feet from under it) cootrol ling the 

a"ion becomes 'NOrIderfully intuitive. 
Ultunate ly, your goal is to get the wtlole of 

Eden be lieving in you. Earning the inhabitants' 

'--

PRE SCREEN 

You mar be responsible for your ctuture, but that doesn't necessarily 
mean illl obey your every command. Think of it as a rebellious teenager 

respect can be !.lone either by helping them 

or te rrori~ng them. ~'s up to you. Ttle landscape 

alters to refiect your character througtlout the 
game as you work towards a goal which 

Lionhead is current1y reticent to revt!a l. 

To put It bluntty,l.llack ~nd White is a stupidly 

ambitious project. Blit if it all comes together 

as MoIyneux predicts, it could make as big 

an impact on the gaming world as the 

original 'Kong' (lid at the ciJlema. 

The creatures suffer damage during battles. Blood runs down the 
(ontoun of their body, and once healed. the sUlrs remain forever 

£DO£ 25 
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SOUL (ALlBUR , 
Will Dreaincast be able to fight its corner with Namco 's latest beat 'em up 

Forma( : Dreamcu! 

Publisher: Namco 

Developer: tn-house 

Release : Aug'U51 (Japan) 

(lrigin. Japan 

26 £DO£ 

coming out on Sega's side? It's in the Tekken mode, and could be a worthy recruit 

m amco's COntribution to an embryonic 
...... PlayStanoo market will perhaps, in bme, be 

accorded Wlth the significance It trutv deseM'S 

Although less poetiC than the cancellauon of the 

PlayStation acld-oo drive for the SNES, the role of 

Tekken and Ridge Racer in establi shing SOny's 

console is no less Slgmficant Had Namco saddled 

upWlth Sega, history might relate an appreaabty 
different acCOUnt of the 32bit COIlsole war, FOr 

sega, then, SOUl CJlloor is a coup of some 

importance, That Narnco is wi lling to lend its 
weight to the del icatety poise(! Dreamcast speaks 

vo lumes in an industry context, but gamers Wi ll 

more II~ety appre\:iate the improvements rt is 

implemennng for th iS conversIOn 

AS the are<tde original runs on a mcxMed 
system 12 board (the same, incidentalty, used for 
Tekken 3 and fhrg€lll, an el(.3ct converSiOll wook:l 
see the Dreamcast running a few cyllflCIers short 

of full capaCity. Re\:ogn sing that, Namco is 

activety improving the IIIle for Its OC debut. The 

.' 

reportedty:ll per cent-romplete version displayed 

at the re\:ent Tokyo Game ShoW certa inty 

demonstrated a better quality of ammation (at 

6Ofps) . SlmiJa~ ItS character models are crisp and 

refined. lJke Its predecessor, the enjoyable SOUl 
Edge (known as SOVI Blade in the west), SOUl 
Galll,ur is bil le(l as a 'weapons-based l igh~ng 

game: In practlce, s.uch weatx>rlry actS as an 
eX(enStOl1 01 each character's body. The game 

Evolution of the 'hit sta(; 
where once puny bitmaps 
empMsised damaging 
blows. POll,based effects 
now comp ement them 

• 



owes more to stabiemate rekten than the 

genuinetyweapon-oritmted Busflk!o Blade. Dut 

the addltkln of vanous armaments allows for 

an interesting array of fight dynamics. 
SOUl Edge was berated by pur ists for Its 

rather simplisti c control system. MaIlY felt its 
elementary move sets and baSIC bloc~ing system 
were inadequate; others took e~ceptlOl1 to the 

ease With Which 'button-bashing' victories COI.JI~ 

be actueved. Namco has twea~ed SOUl Calloor to 

PRE SCREEN 

~~:::;;~m;~~~ii~= The oyertly showy nature I of se makes it I perfect 

available from the start. with a further seven 
unlocked through successful play 

There's oothing like a Ilome conversion to 

test the strength of character design and the all· 

important parity betl.veen eaCh. But. on evidence 

of its reasonable popularity in Japan, there is little 

reason to ooubt the SUitability of soul Calloor's 

protagonists What is disappointing - for Edge, at 

least - is its predlctabte range Of play modes. 

From oneplayer to vs, from team battle to 

benchmark for Dreamtast 
titles. After .11, the NGP$ 
is still some way off 

Calibur is bi lled as a 'weapons-based fighting game: In practi ce, 
such weapo nry acts as an extension of each character's body 

OOdress such problems its ready-made comoos 

are not significantly more inllOhJe;:j than its 
forebear. but the ability 10 (lelay an altaCk 
element is imponant. Players can time a chained 

attack to address the actkJrts of tlleir assailant. 

It'S a significant strategic addttkln. 
SOUl C4libur also provides support for 

custom combos by way of an attacUn~ing 

system. its bIoc~i ngsystem, too, has undergone 

several changes. Preventing damage can be 

achIeVed With joystid, block buttoo or with parry 

lTlO\Ies followed by attacking ripostes. TO restore 

balance potentially upset by greJter defensive 

capabilities, Namco has introdllCed 'unb1oclcab~' 

assaults. The game has ten playiltJle fighters 

• 

'-

'Watch· mode. Calloor IS, In thiS respect, 

comprellenSlve, yet genenc. This is a fault 
commoo to almost all fighting games, but 

Namco itse~ ooce attempted to innovate with 

the RPG ... SQoo Edge Master mode of 

PlayStalion's soul Edge . Ca/ioor would be 

Similarly enriChe<l by an eqUIValent sectioo. 

SOUICallbur received a lot of favourable 

attentioo at TGS where, along with Shenmue, it 
stood out amid a faceless sea of tities. ~'s WOIth 

COOSKIefirJg. thoogh, that its predecessor was 

spurned bymallY purists as a poor man's Tekken 

Calibur needs 10 convince hardoore garners with 

quality of play alone. on the strength of its ~ 

arcade CCUlIepart, Edge IS ~~ 00pefuI. 'L:.:::J 

Poln:onal modeJling 01 
this quality is currently 
only the preserve of 
Dreamc.ast in the home 
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COOL BOARDERS: DREAMCAST VERSION , . 
Si~ty frames a seco nd , and more authentic locations make this Dreamcast 

incarnation a smooth operator. But wi ll Sega manage to grab a piece of the action? 

The Inclusion 01 11 hllf·pi~ course WIS Inevihobl • . If Cool BOOtdt fS DV uses 
11 fr .. form blueprint similllr to CB3's enjoYlIble hlll'-pi~, it could be ncellent 

Developer· UEP 

28 8)Q£" 

O he-e t5 an Irony iMerent i1 the popularity 

of current $I'lOWIXla1'll1llg games. Bar the 

exce!lent 1080". tht5 perhaps OYef-subscrb!<! 
subgeruv is often typified by one key 

InaDeql.\ilCY a low tramerate. UEP's COOl 
Bo8rdet3: DINmC8St WfSioo (a prOVIsional \Itle) 

Will be the first consoIe·based snowboaI'lllng 
game to offer a respect3~ 60fps upda!e. The 
signi ficarlCe of thiS cannot be uf'lderstaled. 

Wilh the Dreamcasl. UEP finally has the 
hardWare capable of expres.sJng its Interpretatl()'1 

of me real·bie sport. For manv. the success of 
COOl BoBroerS on me P.ay5tallOn was perhaps 
dlsappou1tlnS. TecMrcally poor. sIow-iTlOYing 

and baSIC r'I design. its ~ Street 
~1$IVTIent belied its tritJCal reception 

as a title of fnllXllIrlg QUlllity its t'IIO seauels 
introduce<! a degree 01 aesthetic elegance 
but. again. stili had mUCh to do. 

COI'i B08r(/ers: Dreamcasf VersIOfl 
possesses a degree of viSl.lal authenticity that 
its predKeSSOfS cou ld never aspire to. Whi le 

• 
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The more stunts pllyers perform, the 
more precious seconds lire rew"ded 

UEP'S basic ~gn blueprint does not differ 
wtldly from previous titles. the realism of its 
locales Is of great importance. 

One early ~ for example, sees players 
travelling through a town. III1as I\aITOW Strl!e!S 

to nesotrate, and the eXlSlence of such 
recogrIISlIbIe onscreen furnitUre makes a 
pleasant Cflange from bland sncMISCapeS and 
roc~ tunnels. certain sectrons of thiS course 
allow the player 10 jump from roof to roof. SUch 
outrageous SIUnts would be InconceiVable 10 real 



Thue's • bold, (lisp feel to Cool Bo"rders: Dreomccu, Version thill ils (ontempolilry, PlilySlllion-bilSed peels lilCk. 
The onscrun bOillder ilppUI5 lenuinely solid, Ind he (01 she) luetS well to the villous surfilcu ilnd obstlClu 

life. ~t enrich the gamepIay here. While many 
0Ihef snov.tJoarding games purpM to SIITIWte. 
UEP IS styling COOl BoartIeIS in true artar:le 

trClChVOn. lI'1l.lS, its basic onepIayer rmde sees 

players roce downhi ll aga,nst a timer In an 
interestIng twist. though, you can gain extra 
wne t7j e;o;ecu!ing st\JI1ts. The ~ of v.toether 
to go fOf outIand~ IriCkery or speed can pr<M! 

combps in oroer to succeed Othefs will feature 

more ~ hazards - from arwnals and rock 
falls, 10 a bnOge that OUllbles as a J)Iayef traYeIs 
0Y(!f 11. tt's Important, though, that IJEp WJri:s 

hard to create a nrm, yet fair colllSlOl1 system. 
A 5IX>!tcomlng common to almost fNery 
sflCMtmnllng game is that a bump or fall can 
be accomparued t7j a frtJsuaung few moments 

While UEP's basic design blueprint does not differ wildly from 
previous titles, the realism of its locales is of great impo rtance 

An iIlultrltion of iI 
sedion found on the 
lown CGUru (lOp). 
Undoubtedly.llell l 
(illld p'0ssibly fltl l) In 
rnl hfe, such elcilpism 
milkes for I.tlllilminl 

Important. ThIs greater emphasis 00 such pad­

oriented creatIVItY shook! be appIauc)ed. After ai, 
WittI basic doWnhIll races, many SIlCI'Mloanbng 
games are little more llIan InferIOr raclflg games 
WIth a different visoallntenace. 

UEP has stated that its IntentlOfl wilh COOl 

8OiWlJei$ rxeamca5r Io'efS(Jn is 10 make ItS 

tricks system as lflfUIIiw as possible. Uke Ih8 

Iow·tey but pIayabIe saturn statv.'aft Steep Slope 

Shdefs, stunts can tie performed WIth a simple 

ootton press and analogue stick directlOfl 
ThIS makes it far mOre approao:;hable for the 

beguvler -agakl'l, heighterW1g the COIIH)j) sty1e 

of play. HOpefuI/y. such smpIbty can be 
canplemerued by depths to be cisaM.'feIl by 

more elO.j)erienceO garners. 
some tracks will conta,n sections that 

demand a pjayer performs specific SllJnts or 

• 

aUemp!ltlg 10 realign a prone booroer WOrse SlIn, 
momentS where the boaroer getS 'stuck' betuod 

another - an all-tClO--COOVTlOO flaw - are 
iflfamoos for SjlQling ttle IIow when there's both 

a faSl ume and bags of POints to PIav fOf. UEP will 

00 well by eliminatJ ng ttlese proorems. 
A1ttJougn K WOItkI be a boon for sega to 

acqUIre such a recogrnsed frallChlse, the 

eventual use of the COOI8oatTJers brand 15 not 
assure(] - a name change 15 therelOfe likely. 
And otMOuSly this cook! serHwSly impact its 
fNentual mar'{etability 

UltImately, Cool Boarders. DV is typical 
of most games IOf Sega's new system in that It 
appears almost effortlessly anroctlYt' and 

smooth, AS ever, though, the Importance of 

fluent gameplay to match really cannot ~ 
be underempnasised. 

PRE SCREEN 

Compilred to 10BOO, the 
stunts in (BDVwill be 
lel~tively euy to pull 
off, PerfolmlnlthlH­
part (ombo tricks, 
howevel, will tlke 
consid~rlblt PlactiCt 
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LEGEND OF MANA 
Square proves that 2D is still fashionable and returns to its 

glorious RPG past with an update of a brash and colourful fanboy favourite 

However much polYJon Irtlstry mll, have .dv.nced, hilnd·dr.wn sprites still 
.lIow for ,ruter desi,n fI.lr in the impressive scenery of MtlnG's 20 world 

n:n Ith heaa'5PII'Vlll1g MOCIe 1 ~ 

W sequences. a smuttaneous ~ 
f6ature and a huge and coklurful quest. 

Squa'eSOfl's secret o( Mana became 00 Instant 

classic wtIen It was released 00 the super 
Nlntendo in 1993 AS a tlack'n'sIasI\ action·RPG 

Its reliance 00 a tastlngger finger rather than 

reams of menus and numbefs endeared It to 
game~ who had neYef encountered a JapaneSe 

RPG. ~ e the typICally tantastIC square storytlne 
captured the heartS of Its rapklly expanding 

MlKh Will m.de of prtvlous Mtlntl ,.mf s' use of colour IInd li,htin" 
but they certilinl, Clln 't complI,. to the lushness of the new ,lime 

The level of detail ,in the Prat chett-esque world is never less 

Rel .. U n ... 

Crlllln: llpl n 

,.-

than astonishing, even if the interac;tivi ty seems restri cted ... 

hardcore fan base.lnCreCI~ at that ume it 
received 00 official Ul( release. and such is the 
game's MyttucaI statuS that even now SQuare stili 
receives petitlOOS demanlllng a westem release 
tQ( Its superiof Japanese-ooly sequel. 

Strangely, apan trom the Final Fantasy and 
saGa franchises, Square has never seemed o,oery 
lOtefeSted W'I merety uPdatll18 past gIones, but, If 

notIWlg etse.l~ 01 Mana certainly seems to 
tie pandenng to !tie <leSlres 0( agell1g far'lllays. 
Sporbng the compall'fS brash and COItfident 

return to the world of 20 SIlI'ites and ~ 
Mana ta~es the I'Iand-<l'awn tlOCkdrop$ 01 recent 
re1ease saGa Frontier" to itS colourful Storybook 

- " 

extreme. The IewI o(<!etarIn the Pratchett-esque 

v.orIa is ~ less man 1t$ta"l1SIUng.. even if the 
l'neractMty seems re5I1lCted to only gomg artU'(J 

and 0'Ief the landscape. 
NeVe r one to Ignore the ctlance to impress 

and S/'loW off with Its innovative approach to 

rOlePlaYing (an9 to try to draw attE!fltiOr'l ~ 
from the age.Qd problem 0( the Japanese RPG'$ 

hnear IlTlltaoons.l, SQuare's dam to fame 'N!th 
l~ 01 Maf1.j is the lBndmake system, USIng 
this, players literally create the world arOUnd 
them by finding items (known in the game as 
'aniIOCts') hidden within troe Story, and pfantlng 
them on the game's empty mail The resuttlng 

• 



While the high level of deUi il present in the glme's 1D backdrops Is without 
queslion, Iheir lack of interactivity makes them little more Ihan eye tlndy 

M/ma's Landmake system 
allows the player to 
literally <reate Ihe 
worl d around them 

area, be It a town, dungeon or other kXauon, 

sprouts from the grOUrld arid is subtly altered 

depenlMg on its geogl1lphical pI)SItlOfl and ItS 

alignment to one of the game's erght elemental 

spjrits (each hauled fock, stock arid barrel from 

the previous games) SQuare, of course, promises 

a completely different experience for each 

gamer, but like in 5eiken Dense/su 3, where 

dIfferent Slory1ines depend on whIch of the six 

maIn characters you played as, Edge suspects 

that the changes in Legend of Mana's scenarios 

wi ll be realised only in the order you meet 
bosses and through varyIng item pla~ment, 

The amount of worI:. laVlstled on the game's 

visuals seems far too great if 80 per cent of 

'ooc;e-Qf11y' ~rs were to miss them due to 

the incorreu plac ing of a village, 

~ the landmake system and the game's 

presentahOll show SQuare reinvenung the 5eiken 
series, the actual game eng.ne seems httle 
changed from Ma/UJ's predecessors. AS usual, a 

party con~StS of up 10 three members with 

al'lOlher player able to join in cOOIIOUing one of 

the secondary characters. A sing1eplayer game 

has the CPU COlltr~ling your allies' fortunes in 

• 
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If you can'l find a new location to visit, your time is beller spent searching 
for new artifacts so that you can crule one yourself on Mono's map 

battle, allhol.lgh rt's not yet known if you can 

control thei r combat tactics (as in 5ei~en 3) The 

new 'ActiOn Ability' system does, howI:!IIer, make 

it possible 10 assign any special attacks or magic 

you may learn along the way to any button. It all 
seems very familiar, with battles ending up as 

something 01 a free·lor·all scrap rather than a 
considered and planned combat experience, 

n may seem lil;e bac~ard logiC, but with 

virtually every game O(JN sportIng the latest 

polygon livery, Legend of !.Iil/UJ's hlgh~ 'reuo' 

Ioc:* actually makes It lo0Io:: lresher than the 

origirlal SNES utle did nearty sewn years ago. 
COupled WIth famll.ar gameplay and characters 

It Ioc:*s set !o ma~e some old gamers, and ,r c::? 
maybe a few newones, very happy lOdeed, ~ 

An energy meter 
directly below Ihe main 
HP counter allows any 
spedal attacks you 
have garnered 10 be 
unlel$hed when full 

• 
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.- UNREAL TOU RNAM ENT 
Deathmatch is the word when it comes to 3D blasters for the PC nowadays, and w ith 

this upcoming release Epic is cast ing another threatening glance in the direction of the Quake empire 

A wupon in both hinds _ somethint: Qualre nllver I'Vii you" Whltn p •• )'int: 
Slbotltul on the Netlhe limit "nu pllYlln to comp"1I perfonn.nce 

On lop of Epic's 
dlll.ctelistic.n! <001 
!ilhtlnt: .nd ex, osions, 
Unrltfl' rournament will 
support AlD l.nd 
EAX 1 ' ollD sound 

FOrmat: PCIMlell'n ... 
(PC version shown) 

DItv.loper . EP~C Mel.G.mu 

Re lease j~ne 

origin' U$ 

32 GHl£ 

O hougt1 a grapluca( and tedlnoIogical 

maSlerplOC8. EPIC'S unreal Iacted Ihe 

mmefS/\/e feel that Id SOftware crafted 11 the 

Quake games" senously dentmg JIS onbne appeal 
WI!II Unreal Tournament EPIC'S out to put m.tgs 
ngnt The NOrtII Garohna-Dase<l oevelopl!r IS 
aiming to spoil kfs partY I1t' releasing the tItle 
juSt before the hotly tipped Ouake Ht /vena. 

like Arena. Uf/f88/ Tournament 5klmps 01'1 

plot to focus 01'1 multl~ ganvng. "BeCaUSe 

we"re not constraIned bV a complex SlOj'Iine. 

we"re able to create an IfII3ZJI1il varIetY of 1eYe!s, 
from a loading dOCk bV a 17!11 century satW1g 
snIP loan underwater commaflO post: says 
Epic's vice presldem Mark Rein. 

Pan of its appeal wi ll be It5 graphics - all 

rendered through the game's rncroved unreaf 
engl/1e. The texrures dresslllglngame characters 
WIll be four lImes more detaIled than before.. ana 
players with savage-DaSed grapt\K:s cams wiI be 

aote 10 erqoy TOUmamenr'S glgabyte of I'IIgh 

resoIutlOll, W1!1124b!1 colour textures 
AddreSSing unrears fiaklrleSS uflOer 

deathmatch condltloos, Tournament WIl l boast 

some seriously beefed"up ga~ay. Four 
mu!tlpiayef options are 1IldlJded. assault 
captUre the flag. dOr'nInat!Ol'l and learn 
deatlVna1ch. ll1e weaponry has been stepped­

up, 100; the bfand-new RIpper fires expIodmg 
projectiles ana, for melee combat. there's the 

Intr1gwng Impact Hamr.er - a compressed·alr 

lac~h<!mmer for ...macldns opponents down. 

Though there's a deathmatcn 06entation, It can 

• 

alSO be pIayed~, WI!II AJ bots as 
eoponentS or leam-mates. TI'IeII Skl91eYelS can 

De adfUSU!d, and RM sees ~ as a W<rf of 
~new ~ 10 I'I1JItIpi<Iyer gamng 
Wltnout ~ ~ "1lle bets cnaner 
biIck and forth" gfW18 the ~ game the 
feeJlfl2 of the best onlIne sames, but you can 
ease intO the game WIthOut the lOpSIded 

sJaugllter a new player Is UflOOutnedly gojng to 

experience wnen I!OIng oolme." he enthuses. 

EPIC has -.wrke<I hard 01'1 the game's 
Interface. There"s an IfljaI'lle 5eIWf I)rOwSer SO 
players can find matChes 10 JOII1 WIth no fuss. 

NOW irs game 01'1 to see wno can prOOJce ~ 
tile best multlpiayer biaStf!l' yet 'L5 

AmlIlnl seltinls, bUI 
thllre's nothillg yet 10 
rully rinl Quake 11/ 

I 
I 

I 

, 
) 
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SABOTEUR 
Eidos takes another pop at the most abused genre on the PC with this 

Shllo Ihe f,lthlvl 
hovnd IVlns, blind eye 
u hero Shin helps 
hlm~11 10' b'a 01 
crisps. Llh, ,ul pet. 
Shilo needs Ulrlnalol 

Forma\: PI.yStJllon/PC 
{PC version shOwn) 

PUbllsn..· EldOl 

Developer· Tllon Softwue . 

Ninja -influenced beat 'em up. It' s one man and his dog against the world 

.... eiIIr"Ig no reiatiOnShlp whatsOeYer 10 the 

1.:1 anc.em Spe(;ttu'n piatlorm classic by 

Du~I, thiS new mcamatJOn 01 saboreur is the 

tatest In a ~ hne 01 attempts to CorMnce PC 
owners to apprecoate beat·em ups. 01 course. no 
s.mple Tek~en ClOne wi ll 00 fOf the PC. so EidOs 
Is beefing VP ~s oontenoer witn 30 graph;cs, 
NPCS. a Storytllle and ,nteractM'! scenery. 

Essentlart-r'. S8OOteI;T ams 10 nght the wrongs 
of Fl/1hons FOfaI, EICIOS'IaSl foray into 
thu"dpersoo combauaa..enture temtory. It II8s 

an JnpreSSlllt teatl.lfeS set. such as ~ 
combat 111 a fuly 30 envlforment. that will 

hopeftlflv SIOeSIep the trOO'oonaI pn.fa!ls 01 the 
genre. In the pc·s oan: past.. such spatial 

complexmes have geflerally reduced combat 10 

little more than a sequence of raooom swipes. 
But eldos reckoos ,t has the ptoblem licled with 
a combat system that automatically locks 00 to 
the flearest 8ttaC~er wtIeOever the player"S 
character moves IltO a new pIane.ThiS ensures 
accuracy at the POSSIble COSt of skill, !hough 
doubtless you .• oe atIie to toggle such opoons. 

Adc\ItIOl'lallV, them'. De the usual array of 

moves. plus hogMow ae~ posrures. and a 
choiCe of fJghtIfl8 st"1Ies allo.wlg the player to 
diSplay his prowess 10 the afts of swonlpJay. 

hand·to-hand and DaIIIstiC weaponry. MOSI 
interesting of all, though. is saboleu(S 'wingman· 
feature In the shape of Shllo the dog. Add ing a 
httle e~ra depth to the ·chm all-<omers· 

• 

--

Soboltuls sloryl'ne end a.,phles dr_ huvlly vpon Ihe Nin'" ,esthetic. 
In the finished a,me. Ihe ,dion will occur onr]O levels ,nd the pl,yer 
Uln lell his m,rtt.I,rts skills 'l,inS! more th,n )0 inl,me (h,,,de.s 

~ players 'NIl be able to convnand Shiro 
to attaCk enerRes or to help them sotve 0UZZIes 
- by retneving ooteru. for e~ Shrro·s keen 

feral senses 'MM further act as an earIy·warnlng 

sy5lerrt. aleftong you to the approach of ho:leo 

danger Of course, like arTY dog. Shiro needs 
IooIong after, which Will acd further tactical 

comPleXIty to the comDat as you seek to nurse 
the mutt through the tnctter later levels. 

Grllpl"UCally. there IS cleilfly some ~ to go­
as ~ presently spartan er"IIIII'OI1rTl 

ndlCilte. There will be more ItIan 20 IeYeIs. 
tnough. populated Dv 0\.1!f 3l incIrVIdual 
characters, and the deformable scenery haS jl.lSt 

been Implemented. certainly Eidos IS crarrmng 
satxxeur With more ideas than any game that 

haS prev.ousty represented th iS ur\der-

perform,ng gcnrC.l)ut whether It will be 
enough remains to be seen. 

T1Ie ,bility to dodle 
bullets il now In 
t!Jsenlial ~arl of the 
modern Nlnj.'s .rtistry 
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RACI NG LAGOON 
T~e 1i~ f1\ble RPG, once the cornerstone of so many anti-nerd digs, is diversifying and 

moving into more fashionable territory, Witness Square's tale of hi-octane warfare , 

Becau5l! th l! gaml! is scl!nario-drivl!n, it's not nl!cl!sHrily a matter of ruchin! 
th l! finishing linl! bl!forl! every opponent, merely )'Our super-competitive riva 

Thl! rultime lD map 
section often a 
surprisingly hilt. 
amount of dl!tail (top), 
The vital customisatlon 
process belins (above) 

Format PlayS tatlon 

Publisher: squareSoft 

Deve loper: In-house 

Release: TBA 

.origin: Japan 

r.I PGS may once have been syoonymous 
IaiI with ewes, dragoos and heroes whose 
mooikers ~re as unpronounceable as the ir 

pumped-up torsos were improbable, but 

JaparJese developers have 11tIi€ regard for 

convemion, and In re\:ent years some have 

drversJfied the genre tQ the point where, rather 

than plaYlIlS the pan of an as;:IIr1ng magic-user, 

gamers can assume the role of a farmer, baseball 
star, or even an aspIring footballer 

SQuareSOft is the latest softoo to broaden the 
genre's horizons wi!tl Hocing Lagoon, rippmg OUt 

the cllch&! combat sequences .of old and slotting 

high-spee;:l urban road races In their place, 

The action takes place In Totyo's Yo«:ohama 

district, where !WO riva l street-punk gangs, the 
BLR (Bay LagOOn Racers) ana !he HNR (HQfllnQI::u 

Nights RacerS), tear up the tarmac as they 

endeavour to hammer OUt regiona l supremacy_ 

Played out via three distinclty dilferent styl€s 

.of presentallon - hand-drawn 20 character 

interactlOll sections, overhead 30 map screen 

and Gran TUflsmo-esque racing sectlQns - RaCing 

Lagoon captures the moOOy feel .of Tokyo at night 

with some aplomb, and events unfold in vivid 
fashion, Wh ich is not to say that the game ranks 
amoog the best-I.oof:lI1g Playstation IItles ever 

created, though_ The limited an imation of the 

interaction 5eqlJences, which often sees 

ch<lracters offering onty a coupK! of frames .of 

movement as they lay down challenges IQ .other 

drivers, wil l be disappointing to those who'Ye 

• 

"--

The RPG element eschl!W5 experience points in favour of reward points, 
which un be spl!nt on car improvements and, eventually, new vehicfes 

witrlCsse<l the full-poly models of FiIJiJI Fanrasy 
VIII, while the 3D racing engJrlC Itself isn't as 

accomplished as lhat of,~, Gran TUrismo 
The racing sectlQf1s 00 not offer lhe scope 

of polyphony's game, either, the approach here 
being skewed more towards an arcade-like f~ 

But Racing Lagoon ~ essentially an RPG after 
all , and Square's twical attention to detail 1'\'00 
can Cruise Yokohama's restaUrants, shops, ancl 

.other locations, fOf example) will J10 doubt assure 

the game frefllied attention in Japan. A 
western release, thOUgh? Here's hopIfIg_ 

. 

Interaction stenes arl! 
high on style (above), 
whill! CClrs slick (left) 

• 
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ICHIGEKI 
( Ba ; dai's new title offers something more than the outlandish tactics and cartoon-like 

physics of previous beat 'em ups. Prepare for a painfully realistic fight simulator 

With many beat 'em ups, those who favour 11 predominately defensive 
style are berated by purists. With Ichigek!, it's intrinsic 10 the game play 

Format: PlayStat lon 

P u bli~her: Bandai 

Release, summer 

' .: Origin: Japan 

n 5 playable as the Te/(~en or Vlrtua Fighter 
IiI franchises may be, their outlafldish Jttacts 

and cartoon-li~e physics (]Ne little to mal-life 
comtl<lt dis.cipllnes. Barldal's /dJigetl, then,ls a 

rare title - a fighting game that purports to 

provide a Slmulallon ·h~e alternatlV'e 

Th is is 1101, in Itself. a parucularly innovative 
fdea {veteran gamers 1'1111 no doubt remember 
EA'S Buaokan. or the pur ity of Wayof1lle 
Explod1f18 Fist). Where sandai's biLJePfIO! does 
differ, though, is in the degree of preparation 

reqUired to 'raise ' a fighter. Rather than rush ing 

into a tradrtiorlal (and predictable) series of one 
OIH)rlC bouts,lchlgeki requires you to train your 

Oflscreen persona. Although Its outward 

appearance IS perhaps disappom~n& even 

With plenty of patienllraining Ind 
p.act"e, yOLl can creale a powerful fighter 

• 

' -

scrufty,lChlgeld hits a great deal Of depth 

Essentially, your remit is to create and train a 

karate fighter In this sense. it marks an interesung 

fuslOll of a nunuring game with the more 

immediate attnbutes of a fighting game only 
through careful training can a fighter hope 10 win 

tournaments. such labours can be underta~en OIl 

tOe PlayStatlOll tnote the intriguing gym shots) or 

on POC~etStabort via a range of mini-games. 
IChlgek(s sim pretensions are furthered by 

tile need to 'warm up' priof to a tournament 

bout This increases a fighters ability to sustain 

and survive damage. Dunng actual combat 

exchanges, you can actively target specifIC areas 

of an O\'lPOfI€fIt's body If thiS proves to be 

complemented by convincing AI - for example, if 

you could target the legs of an opponent who 

favotlrs a ~ick-based foghting style - ,t cou ld offer 

refreshingly strategic deVetopment of fighting 

game mainstays. In a further nod towards 

realism, body parts can be bro~en or damaged. 
Ichlgek,'s appeal is its adherertee to real·life 

physics and combat Obviously targeted at 

established gamers will ing to invest the time 

aoo e'fort; it marKs an obvious progression 
for a stagnating genre But, in demanding that 

players successfully prepare thell fighter, 

Baooal's title could become more work than 

play, For Ichigel(l to S(Jcceed, it ml.lSl carefu lly 

I)alarlCe the desire 10 Simulate With a 

videogamlng requiSite - it must be fun. 

The Birdy Song' jibn 
aside (aboYe), the 
practicalities 01 
warming up before I 
bout proYe essential 

u •• 
I V I 

It may appear low-rn 
when compared with, uI' Namco's superb 
Te ken}, but /chigekls 
no-f.ills blueprint is 
strangely refreshing 

, 
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G 
enetk: efl8Ineenng is hot. and 

ItIat makes Wll lla m Ll lhllm a 

very happy man DOIly tne sheep, 

the Human GenOme J>fOjeCt, mutated giant 
tomatoes - tne more the T11e(!la gets 
woond uP. the happier ne becomes. And 
the reason for thiS satlslactlOl1? FOr OWl 
a year. his team at Computef ArtwOrl:s 

have oocn working on EvO/IIa. a game 
wIlOSe core lealure 1flW/VeS mutaung 
genes 10 build a leam of fearsome 

warnors called genor .... :ners. 
"When we firSt lOOked at the concept 

geoetIC engjneenng was vieWed !IS being 
welltl Md wacky: I.atham smaleS. ' But 

000Y aH tIliS stuff In the press IS IUSI 
perfeCt oecause it has educated people 

in tI'IOSe iOeas.· 
Techrncal dn<:tOf Mark Atklnson 

agrees: -It'S a bizarre analClg,l, DIn In 

ad'oIertlSlllg. 't<lU'Ve only go!: XI secondS 
to get sometIW1g across. YOU can be 

IrmYattve DuI you'W: got to be pushing 
buttOnS mat are alre".,.,. there: 

Straight up, with a twist 
EvoIva, then, seems to l)alance Innovatkln 
witl'lltadltlOMl gaming staples. n uses a 
standard thlrdper5Ol1 perspective, thefI 

m i~es rt up by intrOOuclng three extra 
pjay3t>1e cnaracters. "The baSiC game 
strllCtUre - kil ling aliens - Is nothing new 
But then !!lere's another \WtsI. Instead 01 
the usual power-ups Md add itIOnal 
weapons. characters Ire upgrooed 
genetICally YOU kin a creature and then 

absortl its geoes to aCQI,lIre its abIlJtleS. 

Eadl set 01 genes control a range of 
different anrltMe5, from IVII'oWl8 
enormous ClawS or spore gLIIS. to more 
ITl.IIlCIar1e aoillties such as ruwtt \IISIOI'I or 

the rN$I:et'S of evolution 
lead ~_ Rlk HeyWood 

fllOI'_ MIcftMIBl_ 

PIOIJ_ DIwrNd ~ ~C __ 

..........- ....... 
..., Ir1ISI "'" WIct_ ---­.... ....--

IIti$t Oflll LMn 

.-IIst ...... 5camIW 

ado ...... UltlllInman 

With a n fourlenohunters IYlilable, Ero/vG a llows pl.yers to switch between each charader or use a top­
down ladiul view. The main screen shows. cenohunter equippe d with ctaw and I l ene-disrupto r weapon 

jumpong characteristics.. TIle genetIC make· 

up Wi ll even change the external 

appearance and sound of the genotIlxIters. 
If II 1'J()(ks. Evoiva could be the HOly Grail 

that dENelopers seek: a hardcore game 
that appeals to a massmar1tet aud.oence. 

BeCaUSe if Ihefe's one thing COOJputfl" 

AltwOri:s does well. 11 IS 10 push the 

IIIdvloIogy" envelope, add OrIgInality and 

surprISe people with the result. f1lSl. 

1l1e genetic make-tJp will even chnnge 
the external appearance and sound of 
the genohunters. 1f it wor1<s. Evo/va COl d 
be the HOly Gra that developers seek 

bursllfll mo the puDhc eye In 1994. lIS 
CX88f/IC Art package mxea an easy·ta-use 

Iflterlace with IIIgtI-end graphics. It 

allOwed you to !)reed shapes. creating 

tW\StIf1i entII.es 10 De used as 

~ lhe media went ba/bsu(:, 

and Delore long 11 crossed nto the v.orIds 
01 fastuOll 8fICI cfut) culture - not Dad for a 
prqect that started OUt as a vehicle to 

deVelOP 30 teCI"If1OI()gy for games. 
• 11"1 tile years Since Organic Aft. the 

COfTIP<IITY tIa5 been QU iet. ClccasIOIIaI 

oetalls surfaced aIlout EvoIva. Dut 11!t1e 
01 rt!al SUb$llInce emerged 

"We got our heads 000Ml and did some 
realty good won::: says Latham. "There's 

always a 080i!er that oeve+opers start 
ShOuting aOOUt Stuff Defore lhey've cIoOe 

Developef: 

computer .... nworks 

Release: Chrlllmn 

Origin: 01( 

£DOE" 41 I> 
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anything.· But COIT'(lUIef ArtWOr\(s has 

been hard at .....00:: these last \WO years 
~,ng ~'s cooe k'l-hOuse. All 01 it, 
from me 30 engme to the phySiCS, Al cooe 
and me nsame editor, is rTIOOular and is to 
be reusable for future title$. 

AS well as f'oI:lIvI. Latham is also 
exCited that the Organic An sefies is being 

TM first IInl of dlflnu 101 the palUlt.'It till crustlcun· llke ~Idi'ns (,bovI). 
Thl IrulfOml Ind·of-Ievel bones 0I1t! I very different proposition, however (left) 

continued Initially. the upgraded Organic 
An Deluxe win be released t:Ji the end of 
the year, wtllle work on OI'gilniC An 2. a 
compIetety new title. has Staned as well. 

lhe Learl'lll'lg COmpa~ recently acQUIred 
t:Ji giant roymaker Matte!. has atreaay 
picke!I up IXIth titles and the sales 
pt;Kentla11ooks gooa 

/ItTIOItIous DlJSiness plan,' And recent 
rumours suggeSt that ~ will in fact 

be a launcn title for the next-generatiOn 
Pl8ySta\lOl'l b1 Europe. 'It 0Dvi0usIy !encIs 
Itself to mat Dlatform as we Mve written 
neat, transferable tec:hnolo!rl.' he remar13 
somewhat ambiguously. "You can draW 
your own CXIOdusIons.' 

A basic mirrtary unit, Next gener.otion game 
Ul'lSurprtSingtv. the game is based in 

the far future. wrl(m man~ind has 

mastered the an of genetic engine1lring­

the resu" of wniCn is the genohunter A 
I>aSic mil itary unit, it is designed to be 
drOP()ed into alien environmentS I'ttlere it 
then absortls the genetic material of the 

indigenous creatures. evolving to become 
the ultimate llgIIung beast AS the E\'ONa -

or corM\aI'Idef - of four genohIrne~ you 
receive a message to deploy to a planet 

where a paraSIte I'IiIS Ian(led. spaYo'I'ling an 
allTlV of guard.ans to oefend i\seK YOur Job 
is to wipe them OUt before the ""'iYerse is 
Infetted with the paraSite's offspring. 

.wsoril!> the 0 " of the 
indigenous creatures. evolving to 

become the ultimate fjghting ~ 

'We Mve oefln~ety positlOrled ourselves 
to be light at \tie cutting edge. so that we 
are a oesIra~ !levelOPer for people like 
SOI'l):' confides Latham. 'We Mve an 

Organic Aft De/u .. Is 01 mOljol upa'OIde of Computer ArtwOlks' whOleked,oul 
3D Klt!ennver OIpplieOlllon. Expect to see it In 01 club nUl ~ou 100ttl Ihis ~ .. r 

• 
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Starting with one genohunter. 
addltklrial units are added until the team 
is Ioor·st.rOI1i. Each genohunter can be 

playe<l as the main thirdperson character, 
with tile views of the n!ffialllll'lg wee 
dlSDl8ye(l at the bottom of the screen. 

"On ttle first !eYe! you jJst comrol one 
genohunter and get into the Herf!t1C • Sly\e 

of gamepIay: explains producer VIne. 
FOIrquharson. 'By level four you'Ve got the 

Syndicate wars multiple selection stuff: 
Around thfee-qll&ne~ of the game 

will be playe<l using one genohumer, W1th 
tile remall10er util ising a top.OOwn view 
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fOf the more tacti cal elements of 
gameplay. There will be some puzzle· 

based items that requ ire genohunters to 
be simultaneously positlOl1ed in different 
locations, for example. 

"At one el1(l you've got Qua~e: says 
Atkinson. "At the other you've got 

command & Conquer. It was a 
fundamental deciSIon to go in between 
and focus on this uneJePlOred area of 

sma ll -scale tactical play: 

Extra intelligence 
One issue for this type of game is that the 
genohunters' AI must be good. Find ing the 
time to bui ld more when half are wiped 
out isn't always going to be poSSible. Blit 
If s not just the genohunters that exhibrt 

intelligent behaviour. All the creatures 
demonstrate soph isticated levels 01 AI. The 
paras le'S guardians are designe<l to react 
aggressively. and will attempt 10 wipe out 
€'IerythlMg they come across. The planet's 
indigenous creatures are more defensive, 
tlowever, and are liKely to run away. 

The code behind this is hlgtlly 
complex. WIth creatures possessing up to 
20 innate factors \\It1ich determine hoW 
they react 10 any given situation. These 
range from territoria l preferences, to 
health IM ls ar.cl the proximity of fflends 

ar.cl enem es. A fuzzy logiC controller 
defines overal l behaviour. FOr example, an 

PRE SCREEN 

Although E~fva is a relatiyely lineu game in terms of strudure, IOU will han to hunt down certain types of 
genes to progress through the leyels. The flame gene (abon) wil pron useful in onrcoming ice obstades 

aggressive guardian, \\It1en close to death, 
may efttler go into a death frenzy or turn 
tail ar.cl run away I', hoWever, lt fi nds 
another groop of guardians. it could 
become aggressM' again. The creatures 
have baSIC memory and mapping 
functions. too "If you run away. guardians 
wi ll see where you ran arour.cl the corner 
and as that's the last point they saw you, 
they'll remember that something was 
there: says FarQuharson. "Quite olten 
theywil l come up ar.cl investigate the 
pface they Jast saw you in: There's also 
a messaglng system so that they can 
communicate with each other. It may only 
be a game, but it will feel as if you are 

figtlting a well-organlsed and intelligent 
enemy In realrty, EvoNa is flOthmg rrlOfe 
than an auempt to set up an aUlonomoos 
environment and fill it with a variety of 
animals whlcn exhibit emergent behaviour. 
Then comes the crunch: introduce a team 
of geoohunters and wipe everything out. It 
therelore has the ma~ings of a great game. 

Illere'S this COllll1l€!lt on our 
Webs'te," reveals Atklnson. "'Evo/Va is 
tipped to be one of the games of 1999.' 

It was actually written by us, got copied 
by lazy journalists and now everyone 
says it" And after seeing the game, 
Edge IS confident that the title can 
live up 10 the leger.cl. 

~rf 

"-+ 

One of the most important 
tools developed for £volva 
is the insame editor_ It 
eases the bllandnr 01 all 
the crntures' .ttributes 

, 
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Formula One title but Bizarre was, oy thiS 
pOint, lE!(! up wltn the SjXlrt. 

"Then they came up with th is fdea of a 

serious, City-based game With real cars: 
adds Chudley, enthusiastically'SO that's 

what we did," That's a bit of a humIJle 

descriptkln for a development process 

which has Ylelde<l what promises to be 

one of the true tIlorooghtlreds of the 

racing genre. A few tantaliSing screenshots 

have so fa r only all lJded to Its ~tentl<1l but 

flOW, four months from Dreamcast's 

European debut. sega al'ld Bizarre have 

relfflaled wnat cou ld be then I11OS1 

spectacular European launch title. 

Uving for the city 
From the central premise of a clty·b;lsed 

racing game, Sega and Bizarre set to work 

flesh ing out the design for MetropoliS 

Stroor Racer. Being as realis~c as possible 

was something Bizarre wanted 10 achieVe 

from the outset. as Chl.!dley expla,lls: "We 
felt that FI had good attention to detail. 

There had been a lot of Rxmula One 

games out before us but I think we were 
the first to actually make It real. Monaco 

was MOnaCO. It W3SO" JUSt a 
representation of It. Ai1d we wanted to 

extend that forwards into rea l cities." 

RJ r MetropoliS Street Rxer, then, 

8izarre has sought to model nothing less 

ambitIOUs than three one·and·a·hall·mde· 
square areas Ifl each 01 three cities. san 
franc isco, LorKIon and Tokyo were chosen 
(to represent each 01 s.ega's Key sa les 

territories) and ImensiVe research began 

Topographical maps provided basiC 
CNefVIew5 of eaCh City area, but the detai l 
level required by 81zarre meant that ~ had 

PRESCREEN 

The inclusion of one-,nd·,·h,ll·mile·squ,re areas for each of the three cities featured in the game required 
over 30 hours of videotape and 32,000 photographs to ensure the polygonal recreation was totally .uthentic 

to send its artists 10 SUIVeY each city. 
They ended up shooting 3:) hoofS of 
vtdeotape and tak ing over 32,(((l 

photographs of !lOt JUSt e'IfJry street 

and build ing, Dut INery different wall 

or road surface, and e\'ery element of 

street architecture, too. 
These photos were turned into 

textures, the largest being 256)(256, 

wtlich were then applied 10 models of 
each city's buildings they had constructed 

with rough geometry. The results are 

breathtaking. The Sh ibuya dlstnct of Tokyo 

recreates prec isety its main statlOll, 
fIyo'IIers and street plan, but more 

recognisable to western gamers are the 

spot-on renditions of downtown san 
FranciSCO and the heart of tourist London. 

• 
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TOJlO!II'lphical maps provided basic 
overvJeWS of each city area, but the detail 
level required by Bizarre meant that it 
had to send its artists to survey each city 

In the us circuit. play!!rs drrve paSt 

the TranSAmerica pyramid en route to 

Fisherman's Wharf; in the UK, you pass 

by the cinemas of Leicester Square, across 

10 Eros and the neon of Piccadilly Circus, 
ItIrtlugh Adrruralty Arch, over Trafalgar 
Square and past the church of St Martin 

In The Fl€lds. other CIrcu its feature 

Buckingham Pa lace and, in san Francisco, 

the COlt Tower There 's no denying that 

Metropolis' level of detail is magnificent 

From the general layou! Of the roads, 10 

£1)(1£ 47 Ii' 
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The lulLlres applied to the walls surrounding the 'circuit' were 
originally photographs of the city locations taken by the artists 

.. 48 £DG£' 

tile scale and shape of tile bu ild ings, rignt 

dow'n to the iooivtdual shopfroots, 
everything is recreated to an unriva lled 

staooard of accuracy, Keeping it so rea l, 

howeVer, did create problems. 

"We inmalty wanted it to oe a little 

more open than rt acwalty is: admits 
Chudley. 'We wanted to have big 
gndwor!(s of every SIngle street you 

could drive down, But we found that it 

was somettllng l i~e a factor of 1611mes 
more \'iOI1( for us to do every sJng1e SIOO 

street accuratety," 

SO in order to Keep things 3\:curate 

yet manageable, Chudley and the team 
elected to restrict the racing to particu~r 

roads. Dnvers can ooty go dow'n a set 

ci rcurt of city streets - if they try to go 

• 

A distind lick of civililn trl ffic un make Ihe adion appear rather spartan at limes 
(main), although Bizarre Creations promises to include other louches 10 compenute 

down Other roads, glowing chevrons wi ll 

fade in 10 show the boundary of the 
p~ying area, Try to drive through the 

chevroos and the car wil l COI1'le to a hak 

against an invisJbte barrier,"~ t:eeps the 

feel of tile city bul brings it all in. That's the 

ooty real compromise that we'll<! had to 

maKe," admits Chudley. "The Other difficult 

th ing is, because ~'s real, we can't just 

stiCK a mountain in the wffy aoo hide 

POP-l.lP. We've had to deal with it in 
programming terms. " 

worKing With a new coosole and an 

all-new development envirooment also 

prOlllde their fare share of problems, as 
Chudley explains "It was fraught to begm 

With, as we started off on the very early 

dev K~S, and every time the Kit changed, 
or every IIflle the SDI( changed, we 'd 

have to redo engines and th ings liKe that. 

11 got a little bit IrusuaMg. we JUSt wanted 
to get on and do the game but rt was a 

case of three steos forward and two Steps 

baCK to put the new technology in. once 

the set-S dev Ims came out, however, 
it's been relallvely pla in se iling.lt1e 

development erMronment is really cool: 

SOft top, hard shou_ 
Matching the painstaKing efforts at 

recreating a City is the modell ing of the 

cars. Rather than taKing the Gran runsmo 

apt){oach aoo modelling €V\!lY\hing in 

the WI1<it CAr? Buyer's GUide, Chudley 

decicIed to be selective about what cars 

were featured in MetrOlX'ris Street Racer 

-We're a small team, we 're not gOing to 
compete wth Gran Turismo or anything 

like that on the numbers game. 'Nhat we 
thought we'd do is go for a s.ubset of 

cars with a fa irly identifiable upgrade 

path. 50 we chose convertibles - they 

look cool, the'{re desirab~, but the'{re 

not out of people's range: 
SOme 20 cars are represented as 

standard, with a further eight bonus 

cars to discover lt1e full roster Includes 

the Renauit SPIder, Rover'S MGf, the 

Honda NSX, the Fiat Barcherta aoo the 
FOrd MUStang. akl!1g with other motors 

from MefCeoeS, TVR, AlIa Romeo, 

Malda, F'{lugeot. ;ensen, Toyota aoo 

M'tsubishi. licenSIng actual cars 
presented problems to the game design, 

With certain manufacturers allowmg 
one thing aoo others refUSIng, "II'S been 

a bit of a strain because of the legal ity 

01 it all : concedes Chuo::lley. One 

consequence of thrs is the Ia<;t that the 

cars wil l not be deformable - most 
manufacturers objected to the concept 

of their ragtops being smashed up. 

TO model the cars, Bizarre used 

pertormance data s.upplied by 

• 
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Topless vehicles from ReM,ult. Ford, ~lIltOt. Filt. TVIl. MitsubishL Hond., Jennn, Al,. Romlo, M"cedu 'Md Rover lIt .ep.esen~d with incredible 
Inention 10 del.1I (will" dost, models futu,. 1,000 polys). Sadly. the licensin, dui with tht manufadurers doesn't allow the (lIS to suffer d,m.ge 

manufacturers. as lead cocIer Matt Birch 
explains: 'eacn Iodtvk:!ual sortng I1'l(JYeS 

afOUnd wittl the car 30Il the I'ttIeelbase 

is from manufacturer's statistics. The 
WKM 0( the tyre is taken intO account 
as to how mudl rubbef IS III COrlUlCt witI1 
the tarmac.· 81rCl'l can alSO Yenfy how 
/lCCUrate me car I1'IOOeIIIng IS frem 
personal experience: "The game it$ejl 

generateS torque CllartS all based on 
manufacwrer$' oata. lYe go! a l.OOJS 

Elise and I got an K)enucaI ().6() lime as 
the data , put Ill: 

The d',fIM1ics of eacn car may be 
real, men,OUt 811d1 is COI'ISC1CIUS that 
~ are necessary 1'1 a 
YiOeogame 10 compensate !of the lad( 

of SUIltleues like pef\phe(aI-.1siorl Of 

feedback from the Steering v.f1eeI "We"e 
not going to compromise tile ptIysics. 
we're jllSt compromrsing the way voo 
interact,witn n to make it fun: he States. 

"FOr example, the arcaoe mooe wi ll 

probably have the contr~s doctored to 

In order to keep things accurate yet manageable, you're resbicted 
to a set circuit of city streets - if you try to go down other roads, 
glowing chevrons will show the boundary of the playing area 

make it really back-end happy; tlUt the 

essence of tIlE! game WIll be 11 realtstic 
physics 1'I"IOdI!I,. 

IO-game, the cars are modI!!le<I at one 
of InK IE!vE!Is of dI!".a~, depeflcbng 00 
Where they appeal' lhE! largest USE! 1.(00 

polygons. the fll'xt 500, th1!r12S0. Wtth the 
smaIest IISIIlg onty 125 polys. (8,zarre 

currently esurnates that it WIll be flOSSIDie 

to have up to 12 cars ooscreI!I'I, at vanous 
detaillE!YE!ts. at once). Each car also has a 

separate I'I"IOdI!I !of highlights 'htlich SItS 

00 top of the basic car I'I"IOdI!I Nt.mOi!r 

plates alld lights are separate elemems. 

allowtng scope !of effects liKe motIOn­

OIurred lights and localised, user-defifll!(! 
numtlef plates. The drivers are separately 

modelled, too. They react as an extension 
of the baslc physjcs model. and can be 

• 
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seen ieanlllg ~to cornet'S and Ci'IangJng 

gears among other actIOflS. 

Open roads 
WhIle MeUOpOII:s may 1101 gM! you tile 

freedom of the CItY to expIO'e. ~ wo •• 
BIzarre dauns. be much rroore vafll!(! than 

other orCUrt racers. "1here'~ a lot more 
ooerness to the r8Cll'll brII!S: Claims 
linen "1here's no SIngle perfect racing 
hfll' And eYeI'Y type of car ~ 
differently - cenalfl cars wllI ta~e certalfl 

routes.· Fof example, the Renault SpicIer 

WlI cornet' ~gh&j, tlUt laclcs really high 

strarght-hoe speed so drivers may ""'eH 
take QU.te 11 t.ght rOUte woth that panrcular 
I"ChlCle By contrast. a biggElf, faster car 
like the MCrcedes will take a much Wider 
line on corners but will eat up the st raights 

EDQt( 49 .... 
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Perhaps regrettablr (depending on your point of view). Metropolis Street Rocer 
doesn't feature civilian traffic - the team felt it would push the machine too fIT 

All of the Clr d.t. has 
been taken directly 
from the various 
m.nuf.cturers so that 
the ingame models 
behne like the rnl 
thing ftor.). Similarly, 
every burlding is of 
the correct dimensions 

Bizarre believes that these cootrasts 
wil l keep every car competitive arld stop 

any DOe ~ehicle being clormnant. arld 

wi ll ultimately prevent the gameplay from 

becoming pre!llctable an<! repeutive, FOr 

thiS reasoo, the team a\fOi{jed top-i!nd 

cars li~e POrsches and Ferrans as they 
felt they would unbalance the game, 

Players wi ll be cOl"1petlng against 

other racers ooly - commercral traffic or 

pedeStroans Inrocentty going about their 

busmess are coospicl.!OUS by the absence 

- but spectators are promised, along 'Mth 
plenty of inCidental, moveable scenery, 

including that ca r-chase staple, the pile of 

cardboard boxes. 
l ike Bizarre's FI ti:les, MelropollS 

sueet RacerWl11 ha~ two baSiC modes of 

comparisons with Gran TUrismo and its 
forthcoming sequel will be inevitable, if 

not entirely reliable given the respective 
ages of the PlayStation and Dreamcast 

... 5o £DQ£' 

play. The arcade mode will offer moo 

attack. head to head, single race ar.d 

championsh ip optlOflS But the team is 

currently keeping fa irly qUiet about the 
'gang mode', v.t1 ich chud ley revea ls 

grew out of the feel of tll(! night-time 

circu~s. " ~ 's not jUst a more serious 

• 

vefSlOn of the arcade mode: he reveals. 
"TIlere's also a lot more depth to it.' 
Whatever tll(! intriguing gang mode 

turns OUt 10 be, expect a more open 

envirooment Wlth more shortcuts 

a~ailable than in the arcade counterpart, 

5ega'S dream start? 
SOt.md effects and mUSiC have oeen 

handled out of Bizarre, by Richard JacQues 
at Sega Europe in l ondon, He recorded 

sounds for every car at different revs at a 

motor ir.dustry research centre, the 
Whereabouts of which sega will not reveal 

/of mar of tl~ng-off rlvalllewiopers. 

.Iacques has also used the Df{!amcast's 

DSP chiP to provide slight reverb on 
effects in tunnels arld narrOW" alleyways. 

JacQLJeS' other contribution is a 
soundtrack of some 4o-plUS tunes 

c()Vt!flng practi ca lly every musical genre 

Dance (big beat.jungle, garage, European 

hOUse ilia sash), R&B and jazz funk 
(matunng USJ sessloos players).3f{! al l 

featured, along Wlth a dosage of 19705 
prog rock nm a IlIt Of GenesIs man, 

myself. " confesses JacQues w:>rryingfy} 

The amount of time and money 

Sega has lavished on Metropolis' 
soundtrack - and on the recent preview 
of the game to European press and TV in 

Uverpool - shows just how highryo Sega 

In addition to the basic car model, 
other elements such as number 
pl,tu, lights, even the animated 
driver, Ire Hparltely modelled 

thinKs of the title, and how much rt 
appreciates the need for a distinguished 

driving game for rts 128bit console. 
comparisons Wlth Gran runsmo ar.d its 

forthcoming sequel Wi ll be inevitable. if 

not entirely reliable given the respective 

ages of the Pla'j'$tatkln and Dreamcast, 

arld the fact that the Sony t~les have been 

developed relatively late In the console's 
life cyc le ".,i th much technologica l 

groundwork already hammered 001. 

so WlI I Metropolis be t/le killer ap!) 

Sega seeks In launching Dreamcast in 

Europe? Bizarre certa inly has the 

pedigree, and the real·w:>rld mode ll ing 

and accurate car dynamics are thoroughly 

impressive. The next few months wi ll be 
spent fine-tuning tll(! gameplay arld it's 

thiS factor that will determine v.t1ether 
Metropolis Street Racer is merely a 

virtuoso technica l achievement or the 
grandstand gameplay expenence it 

has the (XlIential to be. 

I 
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.one of the motllmport.nt embellishments 
Is the splltscreen mode. 10th horizontal 
ff\O ftftic..l Options wll ~ ~ ~all.bIe 

.. 54 £DO£' 

01 hIS team. 1.eeOS StlJ(\'(I go! the prOjeCt 

bec.auSe of the talent base that was here: he 

states pr~ ¥eI. of the arena! Wipeovt 

team. OtIiyone l)efson rema ns. PredlCUlt)ly, 

tor a same 'M1ose cac:t.e depends as much 

on ~ appearance n COOl marketJnB as 
garneoIay. that pe!'SOO'~ Nlcky westcott. 

Ieaa /IttISI: on .. trwee utIe5. -we are trying 

10 keep W'pecII/! as W'peout and not tie 

I'lI1uenced bV otIlef games, - she says. "The 

streogttl of Wipe(lllt IS !hat f!. IS brave enougtl 

10 stanO on 11$ own" 

Less is more 
COntltkJ ty IS IJTIP()I'tant when a new team 

startS WOfk on a foIKlW-up tlt.e. It'S toO easy to 

throw out everything the harOcore fans loved 

about ttle previOUS game ancl lallto wm over 

a new allllrence MdltlOflal feall,Jres SUCh as 
spilt .Ievel trac~s. Stages Instead of ~Is. and 

custom sable slwps were early casualtIes in 

develOprTl€nt fhe changes are more subtle, 

In fact. the whole approach to WipJout could 

be C!escribed as'~ is more' "We're really 

trying to push the boundaries of what IS 

acceptable In terms 01 games: says westcotl . 

"HOW low can we go?" AnO the answer 

appears 10 be prelty cm The brash colours 

that characlense<l the early verSlQflS have 

been toned down, The fronlend is sparse an(! 

the game's cover artwork is almost abstract . 

Equally, the lechnlCal lmprovernents, while 

crUCIal. support the gameptay rather lhan 

• 
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AIthoulh WlpJOIIr 1'\1'" In Ill .... "' 
flnt Impressions sI\ow tile 'less 
Is mor,' .ppr~ch the desllners 
hav, a<IOpted. COlOurs .re 
muted c:omp.ired to the preyIous 
pmft. One new Iddltion. 
howwer. istht rtnow- pr".lmity 
III'dlCltor In the top-right·hand 
comef of tile ICfftII (left.) 

revolutIOniSing tt. The hi-res mode ensures the l!tIe·s graph~1 

strengtn. while the multlplay!!r OPllonS of venlca l Of hOflzontal 

~ g;..es Pl1IyStatJOtl ownefS somettllog their Nb' COUSif1s 

have already enlO\'ed for months. The analogtJetDual Shock controller 

is also lIIilrsed for the firSt tvne m the senes. 

In terms of gameplay. lIttle haS funclamentally changea. either 

The mood 01 th is sequel IS evolution. not re~olution. There are eight 

new tracks. all set Within one futuristiC City. The modelling of the 

ships has been Improved. an(! three new teams adOed to the rlVe 

from Wipeout 2097. seven new weapons have also been Oesigned. 

but posSibly the brggeSt change IS the acldltlOO 01 a proxunrty radar 

With more of the weapons possessing a rear· fi ring capability, some 

iod>ca11On of targets' POSitIOn was needed HOWever. even thiS IS flOt 

cena,n 10 make It into the final verSion. 

WipectJl has alwiIYS been about more than juSt extreme racing, 

thougn. tt was, after an, one of most IrI100rtant Intellettual properues 

The dulln of the new trlCh has focused on m.klnltnem more fluid. 
u se of pUly Is also helped Dy the . n.lOl1.1e and Dual Shed JUpport 
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in 32bit gaming. But ...mile Eoos demonstrated its corrvnercJa l ocumen 

with the Tomb Raider prodUdion line, wipeout languished. "In many 

ways I think it's crimnal that the Wipeout brand hasn't been pushed 

funher In the past twO vears: says Glen O'ConnelL. PsygnoSlS' head 

of PR "By the time Wipeout 3 launches. It WI ll haVe been three \'f!ars 

sin(:e the last adaptation came to market.1his delay is WIdely recognised 

as unacceptable and has al tast beeq addressed within psygnosis: 

Crossing the Atlantic 
If Wip30(l/ is to be successful it must take ()(J ttte Amer ican market as 

we ll as tile European. "The US is a huge market, and we have taken 

states, he is strategically balanced between 

the underground and the mainsueam. A joint 

5aslla -WIp300t·Playstatioo club tour IS in the 

process of bemg orgamsed, and it's common 

COf'..Cif'..LJiC'I is imporCZlf'..c. ic's COO !2Z1S'I 
CO ct-..row OLJC lZ'J!2r'1Ct-..if'..CI ct-..!2 t-..Z1r.a:or!2 
1=Z1f'..S lO'JiZd Z1i::.OLJC ct-..!2 pr!2'JioLJs ClZlm!2 
Z1r-...::! 1=Z1i1 CO wif'.. o'J!2r 21 f'..!2W Z1L..J.di!2f'..c!2 
that into account, " says Freedman, a veteran 01 four years in the US 

mOl'ie irKIustry. Tfle other obVioos focus is music sasha has been 

appOinted as musfcal director to the game and WIll deliver five Of so 

exclusM! tracts, Not only IS hiS muSic appropriate to the brand. but 

more cymcally. he fits the demographic. well known in Europe and the 

Knowledge that 'a big US act' w 1I 00 inl'(ll\l(l!j, 

as well as some of the artists on the 2097 

soundtraCK, ·we 'Nant to firestorm the US 

marKet, arod WlpJout VIII" do it: predocts 

Freedman WhO 'd bet aga,ost it' 

compared to the mlshmll5h of previous Ioutions, al l the tracks In WipJout are situated within the SlIme city location. The 
Oesigners Republic has. once again, added Its stylised Japanese tooches to create the characteristic racing environment 
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Use of high·resQlutlon 
allOWS the Ylslbmt) of the 
antl ·gravity ships to be 
improved. One neat 
Idea is to give each racing 
team Its own coloured 
engine trail (Red ArrOW'-­
style) for extra recognltlon. 
Another OptiOn the team 
is considering 15 creating 
vapour trails to show the 
speed of ships graphically 

, 



PS'lq"osis crI2Zlt:I2.d 
most: cult:urZlN 

crl2.dit:.112 qZlml2 I=rZl"cl'-.isl2 
worl.d I'-.Zl.d 12 ..... l2r 51212" 

~ eptcm!;ler 1995 Sany computer Entenalnment launches its 

~ new console, the PlayStation, in:o western markets. Already 

a tlurgeonmg force in its native Japan, Ille system is pan of the 

next-generat ion superconsole attacK, set to reln~igorate a urEKl 

and confused industry in a way not seen Since the heyday of 

N,ntendo's revolut ionary Famicorn. 

In a guerr illa marketing assault led by Geoff Glendenmng, the 

PlayStalloo brand is about to be skillful ly entwined with the lives 

of Britain'S yool. During the summer '95 Glastonbury Fest ival, 

thousands of perforated 'roach' cards bearing the infamous 

Edge (mlslqlJOte, clalmmg $Ony's 32bit wonder to be 'more 

powerful than God', are distributed 10 thousands - a potent 

and contrOll(!fsial statement of Sony's marketing intent 

By the time of its autumn launctl. It soon becomes clear that 

for the real cultu re IlUltures there's only one piece of entertainment 

technology worth investing In PlayStatlon. Right on cue, blast ing 

straight onto the tips of everyone in that key lS-24-year-old 

market sector comes Wipeout (or WipEout, as Psygnosis had it, 

dra wing cr itic ism from the media at large over links With a 

certa in il legal substance ... ). 

Fast, furiOUS and as fa r from the c~ourful cuteness of the 16bit 

games of Nlntendo and sega as could be imagined, psygnosis' new 

racer was. WIthout a doubt. hip. Backed by a kudos-heavy musical 

score including dance luminaries such as Orbital and l eflfie ld. and 

iced with the ultra-sharp design senSibilities of The Designers 

Repubt ic, it seemed little had been lelt to chance - easy work. even. 

But as DR'S fan Anderson said in the aftermath. 'Wipeout strikes 

such a chord; it seems otMous now that ifs all there" 

"t:l'-.is WZlS t:1'-.12 I=irst: ..... i.dzoqZlml2 t:o 
Zl t:l'-.ir.d pZlrt:'l i" ..... ol ..... l2.d wit:1'-. t:1'-.12 corl2 
01= t:1'-.12 qZlml2, "ot: just: t:1'-.12 I=Zl"C'l 
st:uct: -0" t:.it:s" 

' -+ 

r-.icl:::~ WIZSCCDCC, PS~Clr-.DSis 

The deOOI of 11>< ""g'M I Wi~ .. Idl_ 11 wa, born out of a 
..,., 10 P5~' I.M<po<:M HQ. The lode p<omt5ed to >W1d'1 the 
Iitm', not",.,.,. '8'N\8'ophi« . .......... ~m~ 'tp<J101J0<1 

Idl_ II h<1-~ tt.. """ 01 nuGa"", 
<"\tu", - the """""iI""". of d."". m"",," 
des<8n, ..... ~." .. (:t" wdI a, ~""""r 
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Edge Issue: 25 I Cover month: 10.95 1 Teststreen score: "" f---------------, 

Testsereen quote 01 : 
Wipeout 001 ooty creates an exhilarating. r€alisliC sensallon of speed but serves up the most 

impress,l'€ grapllics vet ~n on the PlayStation: 

Testscreen quote 02: 
'The craft bob up and down cOfMne,ngly, feeling \J\lsfymgty welgllty yet responding well 10 the gentle 

nudging requi red on the 1"51 couple of tracKs. ' 

Teststreen quote OJ: 
'Ifs hard to c""e ise wen a beautIfully reahsed aJl(l well-prOlluCed game.' 

licensed audio trilcks: 
'Cherf1ical Beats' - The Chemical Brothers I 'Allo R,(Ie' - Leltf'ekl l Wi~\ (PET.R,Q.l)' - OrtlOtal 

Riding the fast track 
March 1994: psygnosis, one-time pr incipal of the Armga games 

market has been under the ownership of SOny Computer 

Entenainment Europe for about a year Purchased lor the express 

purpose of generating content for Its nascent PS-x (PlayStation'S 

code name), the creative buu Within PsygnOSIS' Uverpool HQ is 

palpable Several \Xltemial prolects are already under considerat ion. 

Bac~ in 1989, Electronic Arts published a well -regarded - but 

tectll'lOlogical ly hampered - hovershlp rac ing game fo r the Amlga. 

Tagged Powerdrome (see p122) and coded by Michael powell (who 

went on 10 cO -found Particle systems and create I-Wan, the game's 

conceptual potentia l was maSSive. consldenng the possibil ities 01 a 

32bit rac ing game, two of psygnosls ' in· house deve lopment staff ­

Nick Burcombe and llm Bowers - deCided that the PS·X was a pllme 

cand idate for unleashing Powerr1rome's poSSibilities. Drawll1g furthe r 

insp iration from seminal titles such as F-Zero, Super Maric Kart and 

300'$ Crash '1\' 8um, Bowers created a short SGI sequence that was 

Edle rflur""<l to "'YlI""'" to ,;e,., ,to 
.- w""" ,If otl<-> ., .. "", 3l , t"""""biy, 
tt.ough. I\o\~'." 2097 tool cen~ < .. go 
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eventually to fea ture in the mollte 'Hac~ers' 

Razor-eoged hoverships plummeted down 

twist ing. dar~ry futur istic trac~s The project's 

style and pace was established. 

By spllng '95 the game was well 

underway, with Burcombe and Bowers part 

of a t3-strong leam, guided by the man who 

was to become psygnosis' head of internal 

development DOminic Mal l,nson. Invotved in 

the project's arttstic evolutton from early tn 

its cycle, Nicky westcott ha, stuck with 

Wipeout through all its iterations. -A 101 of 

stuff was gOIng on behind closed doors on 

the early ps-x dev kll, - she reca lls, "and I got 

involveo when it emerged from behind those 

doors, and it became Wipeout ,' 

It was westcott who pushed to expand 

DR's involvement in the game -The 

£DG£OS7 .. 



marketing people originally wanted OR 

involved lor the paCkaging, so I said, 'Well, 

hang on, you can't have a box that doesn't 

look like what's inside,' so I got them 

involved in the ingame stuff, " she explains. 

"I think that's what stud in most people's 

minds, that thiS was the first videogame to 

have a thi rd party involved with the core 

of the game, not just tne fancy stuck-on 

bits. Other people have Since tried to take 

the formula, but don't seem 10 understand 

why it worked in the lirst place: 

"imml2LfiZlCIZN ZlI=CIZr Ct--IZ l=irsC qZlmlZ IZlUf'..Ct--12Lf 
WIZ t--ZLd Zlf'.. ZlboU~f'..CIZ 01= music coml=lZlf'..ilZs 
Zllmosc borIZZli::if'..q Ct--IZ .dJor .dJWf'.. CO 
cZlIi:: t:CJ US" cjIzr-, 0CCI'.N2II, P5',Ql'>OSis 
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PR manager during the promotion of both Wipeout and its '96 

sequel. Wipeout 2097, Glen O'Connell remembers the buzz that 

was genermed In those formulatlve months. "The exCItement of 

being one of the first European PlayStation developers ensured 

that both pressure and adrenaline kept the team working to the 

limit: he says. "During the development of the original Wipeout 

Ridge Racer was the only benchmark tile team had to know what 

was actually achievable on the console itself" Ambitions were high, 

too. "They all wanted to show the world that UK de~lopers could 

(l0 anything as good ~ if not better ~ than the Japanese giants." 

one of Burcombe's other key ambitions was the inclUSion of 

those beatmanic backing tracks, which proved essential in securing 

Wipeout's POSition as tile styflsh marketing missile. "I'd always been 

into dance fTl.Isic," he expialflS, ·and a dance music soundtrack is the 

only thing that would have SUited an ultra-fast game with attitude: 

working with product marketing manager Sue Campbell, 

D'Conne11 and the team eventually fOUnd willing participants, in 

the shape of three remarkably credible acts: Orbital, Left/ield and 

the Chemical Brothers. "We approached different record companies 

With an outline concept and moSt didn't see what value could 

be added for their artists," O'Connell admits. "At that stage the 

PlayStatloo was stili a fairly un~nown entity, and in some ways 

they can be forgiven for thel! caution" For the follow-up, things 

were a lot easier, neltlng the Prodigy and Underworld among 

others, "Immediately after the first game launched we had an 

abundance of mUSiC companies almost brea~ing the door down 

to talk 10 us," he wryty aOds. 

The race is on 
The months leading up to the PlayStaMn's september '95 European 

release were tense times, as the Wlpeour team worked day and 

night to complete its game. "At times it Ioo~ed hope!essly impossible, 

but we kept going: says westcott. si~- month sell-through figures 

• 
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wipl20LJt: 20<:;17 

• Edge issue: 38 I Cover month: , 1.96 I Testscreen ''''co '''", e------------, 

This advertisement, depleting. 
young coup~ after a partlcul8r1y 
'heavy session' of Wipeout c.&me 
under heavy criticism from the 
media. Blit counlng conl l'OYef'SY 
only raised the game's profile NrthM 

Testsereen quote 01 : 
'A truty vIsionary synergy of outlandish courses, with Designers Republic branding and 

great British music.' 

Testsereen quote 02: 
'WIpeout 2097 reta ins all the elements that made the fi rst game such a landmark t itle. boljb ing 

over bumps and po\V{'fsl iding through corners has. if anything. been improved.' 

Testscreen quote 03: 
'This 'special ed ition' delivers more than many sequels do an(! cements Psygnosis' place as the 

vanguard of Bntlsh game design.' 

licensed audiO tracks: 
'Herd Kl lhng' - Future SOund of London I We Have Explosive ' - Future SOund of London I 

'landmass' - Future Sound 01 London I 'Atombomb' - F lu~e I 'V6' - Flu~e I 'Dust up Beats' 

- The Chemical Brothers I 'LOOPS of Fury' - TIle Chemical Brothers I 'TIle TIlird Sequence' ­

Ph01e~ I 'Tin TIlere (underworld Ed it)' - Underworld I 'Fi restarte r (Inst rumental)' - TIle Prodigy 

of one copy of Wipeout for every tWO PlayStations sold in the UK 

prOlled that the effort was worthwhile 

·On the day of launch," Westcotl re lates, "the team went to a 

loca l game store to have a loo~ at the launch display. N i c~ 

[Burcombe) and I stood outside lor a minute aM rea l'sed we were 

standing by a maSSive PlayStation poster advertising the four launch 

games - With Wipeout up there next to Ridge Racer, we just looked 

at eJch other and sa id, 'B limey, we've dooe it!' " 

The sa les figures, and those of the PlaySt3t ion itse lf, soon 

proved that they had captured the attent ion of exactly the 

audience intended. "It appealed to a new, older age group - 18-24 

year-aids who had previOUSly shunned videogames,leaving them 

to their younger brothers or sisters to play With: exp lains O'connell, 

"In that sense, Wipeout was definitely the one title that mirrored 

Sony's own marketing ambitions It defined a new approach to 

videogames that showed Widespread appeal existed outside of 

the trad itiona l demographics" 

And flOW, after fou r million consoles amI one m 11 100 units of the 

games sold in the UK alone, PlayStatton and Wipeout are about F2 

to ta~e centre stage once more. It's easy when you know how. '1...::S 

~~Icom 
~-.---

COIRE)(-RO] 

The Designers Republic has contt1buted to 
tile sertes' styling from the outset. A5 well 
as creallng box . rt, Its tllents have produce-d 
each flight team's corporate identities (ablMt 
and left). Both versions of thls l$sue'$ cover 
were al so designed exduslvely iOf EdC' by OR 
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As gaming hardware becomes more complex and eclectic, it's being 
suggested that soon only the major development studios will be able to 
cope with the huge demands of game production. For small- to medium­
sized developers, however, there is hope. Taking a modular approach to 
game development and relying on bought-in technology and artwork could 
be the way to survive as the era of the next-generation consoles dawns 

F 
1naIti. the dust IS begirvung to settle /I'S a oouple of monthS SInce sorry 

announced lUSt how powerful its next-genera\lCX'l Pli.lyStatiCl'l is going to 
be. and the euphona 11 the g<rne ~t CO'TIT"UIlItY IS (lying 0C1MI. 

That WlIbaI sense of wordermenl and expeaatJOn OrOugtlt on Dy !IUs ~ 

new pIeCe 01 han:lware IS gMng WlrI to one or twO more rea:lSItc concerns. 
AccOn:lIl'\l! to Its SPeCS. P\ayStatlOn 2 should be able to render rea/bme scenes 

dOSe 10 the QValiTy of"~ Story', and v.;m a built-in OVD driVe it Wit be able to 
oe /ver games c:ootaII\IIl8 • 7Gb of game oata. NOW, 'OV Story' errl)IOye(l20 
people 'M)(klllg for twO years on its anma1l0ns alone (the recent 'A Bug's Life' 
~ 60 arwJIatorSl. and that was just for a two-hour movie. TOIla'(S game 
~ commontv retyon teams of 12 or 15 people who speno 18 montflS to 
!WO years oong all the work on a SIngle contemporary game !Of CO·ROM 
Questions are naturally bemg raised as 10 how they will cope witn prodUCIng 
seven ~mes the amount of data at four or fwe tunes the level of retail, packageO 

IilIO 40 or SO hours of gamepla'y. and all wit/un a simi~r tlmeframe .. , 

NOt uneKP«ledty. some Industry pundits speculate tIlat only the Diggest 
deVeloPers and publishers wi ll SUrviVe. n's simple technologiCal Cleterminism. ttley 

say The new console demands huge 

teamS to Cfeate its games. so the 

Iafge cornoarues who want 10 rrob! 
money Dy pUOhstllog games for it 
~I assemble big reams. Small 

deYeIopers' products smpIy won', 
be able to compete WIth gJam studios 

run Dy the lttes of EA. Eldos. Square, 
ACc\alm er (11, and WII thefeIore be 

bought uP or go bust. It'S the 

COIWl"ll.laliOn of a trem wtuc:h has 

seeI1 a move from games written by 

a SIngle programmer (Sentinel) to 
titles pot t~thef by teams 1[X)Om, 

TOm!> Raldef), and (l(1 to epics cremed 
by massiW tleveloPmeflt studios 
IFIMlI'aIlrasy VllI,lelda, Shenmue), 

• 
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T Hf. f.N GINf. ~OOM 

FEAR AND LOATHING 
While suell fears have their foundations - there are numerous examples of 

big publishers snaPPing up small development houses for a song - they are 

over-exaggerated. TO begin WIth, worries about howthe gfO'wmg capabilities 

af haraware will sua,n and O'I'erstretch developers are nothing rJeW Although 

the PC isn't currently able to pump polygons at the same rate as the forthl;oming 

PlayStation 2, as a platform it has used oVD technology fOf a wMe al1d developers 

are Deginning to grapple with ways to fill the enormous s.pace ~ of'ers The same 

is also tfue of the Dreamcast, With its high-capaCity GD drive. 
The latest run of graphiCS cards on the PC are Cllpable of displaying te)(lures 

up to an incredible 2,0481:2,048 pixels lQU<lke Irs are 256x(56), meamng a real 

boost in the demand for hi-res artwork. Th is may leave some game deSlgrw;fS 

spooked, as they'll no longer be able to get away With splash,ng the same sma ll 

selection of textures over backgroood polygons. nor can they rety on filtering or 

miD-maps to blur mer-used textures beyond recognition. To create a true sense 

of realiSl"'t scenes now requ ire onginal aftwort for most of their surfaces - an<! 

artwork tilKes va luable time an<! a good d€al of manpower 

THE MODUlAR APPROACH 

Although game developers Ire u>UlJ lly relucunt to licen~e blocks of code for 

their gl mes, 3D engines.t lust u.n be bought in with impunity. Recently, 

FOr smal l- to medium-sized 

developers, the ans~r 10 t~ is al'ld 

many other problems cootd simply 

concern more outsoorc ing. Already a 

crop of compames is emerging to 

suP>X)ft game deV'l.!iopers as the 

hardware they wort with bnngs 

grea te r demands, and the 
expectations of the gameptaymg 

alJdienre grow. It'S perfectly possible 

for today's small game QeV'l.!loprnent 

team to buy in a physics engine. a 30 
rendering engine and some AI. license 

some IWeframes and textures. ture 111 

a mlJSltliln to do the tunes. and buy a 
sample CD for the SOUfl(I effectS. T1le 

there has ~n I slew Clf _II-e .. ecuted games for the PC ba~ on the Quoke 11 

engi~, ;ndudi"8 HerWc " , SiN and the in'piring Half-Life. The.;e Ife to be 
followed by ti~es utilising EpiC. Unrwl engi"." 'ndud.ng Duke Nulem Fa,_, 
Wheel 01 Ti_ and Deu. Elt. 

Once Epic hIS sold tbe Unreal engine to. d~Joper, it's up to that d~eloper 

how much it invotves Epic in the production of tbe game, explain. vice president 
Martr. hln. "We <ion't get to _ our licensees' W<lrtr. W<y often: he ~ys. - In some 

caocs we ~r _!!>em until the public sees them. We en-courlge licensees 10 

come 0Yet 10 ou , offices in R.'eiSh. NO<th Caroli .... nd trot Ihem by DU' 

development tel m, but ~ se-kiClm h. ppe ..... and they',e ~nainly 1\01 required 10 

do so. We're often more likely 10 _ a licensee's S""'" on a stand It It.-ade 

show tha n we are 10 get In in-deplh soing 0VCf." 

WIIile Criterion's Renderwl ,e hIS been confirm~ by Sony to be a 3D 

rernle,er for PleyStltion 1. the next two biS engines for me PC .,e likely 10 co ..... 

from id's Qual e Ill; Nffl(J and Epic's Unre<J1 TO!lmQment <_ pJ2). 

.. 62GM1£ 

Whereas gamei like Sentinel (top left) were written by a single programmer. 
Doom (aboye) and Tomb Roider (left) were pu t to\ethe r by turns. Tbe 
prosped of developing lilies for Pll p tation 1 is I erefore stagge ring 
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main W,ks of the game·deveklpment 

team would then be to concentrate 
on getting the disparate technologies 

and artistic styles to work together, 
and to produce the gameplay. Th is 

modular kind of approach 10 game 

Development could prove V'l.!ty 

lOIeresting and exciting. and some 
1f1 the kndustty thinl: ~ may even result 

in better games. 

Probably the best mown cases 

of technology licen~ng between 

game ~s are seen in the area 

of 30 engines for PC titles. Raven 

SOftware licensed the DOOm engine 

from id as the ba~s for Heretic 
and /leJ(en. MOre recently, the 

Quake 11 engine has been used In 

Sin as well as Half-Life . Epic 's unreal 
engine, meanwhile, is set to return 
in around ten upcoming games from 

various publishers. 

With the number of mediocre 

Quake clones that have been kicking 
around, some view the licenSing of 

3D engines with scepticism, After 

all, ~ might stifle originality and 

lead to c;m ically produced games, 

all with the same i0oi:: and feel. 
EpiC'S vice president Mark Rein, 

hoWever, is upbeat about the 
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Pfosoects for companies who license 

30 ' """, 
"Engll"iesare JUSt a set 01 paintS, 

and game cevei()pers are painters: 
he e)(l)lalllS "It'S 'Mlat they do Wlth 

the paint that oeterrrlIfleS the 

outcome. YOU can &1:Nff{s copy 
someone else's lOOk and Sl'{Ie. Of you 
can 00 something original. I' ll skip 

examples of ~re it'S haooene<l and 
POint to Haif-Ufe and ()uake W as the 

shining example of how It can oe 
gloriously overcome. Ellery 3D game 
uses pb\eIs and polygons. It'S v.tIBt 
you do with the PIXl'Is and polys that 

makes your game uflique.· 

lnoeed. the r.omogeneirv Of many 
of the 30 titleS based on bought-in 

engines could be put down 10 a lack 
01 originality on the pan of the 
licensee rather than a general fai lure 
of the concept. The Oxfon:Hlased 

company MatheogIne ('wIm offlces 
in Madras. MOntreal and Tokyo) ~ 

another that sees 8 blg future for 
moctular forms of game development 

HavIng progranvnecl a toolklt for 
wrq OOvance<l physics mooets, and 
with no ambition 10 develop games 
Itself, Ma~ is geared UP 10 

suppty- ooce and suppon IQ game 

Developers I'Alo wou kj rather spend 

18 months IookIfl8 at gameplay than 

wriMg new physics engmes eYeIY 
tme tIley oevelop a game. Ifs a 
mar~et niche shrewclly identrf\e<l try 

Mathengine as game de5lgners and 
players alike often pomt cut !he lack 
of solidity and realiStIC physical 

behaViour in the O!hefWI5e astounding 
3D worlds of toaa'{s games. 

The ccmpany's software 

~nt kit haS tIeert taken on try 

SOrry as pan Of the miOd leware su ite 
for PlayStation 2 oevekJpers. ma~lf1g 
Matttengrne·s physiCS model avarlat>le 
to anyone wishing to use it for a 
nomlnalliceose ret!. PC deYeklQers 

are also being encouraged to try it 
out. and try me nMIIenr»um 
MatIlerigifll:!'S oosses hope to see 
thei r company's logo on the OOKes 
of some of the tOP game releases. 

It'S a tuge amOltioo, but 
MatI'IerlgJrie's markeung manager 
paul Toppfng lS certam that the 

company's physics WIll helP Improve 
game development BlJ)III1g In the 
variOUS elements lhal make up a 

plOdLlCt wig not onfV help CleSlgrlefs 

concentrate more on the game. 
but he IS CO!'1flc1er1t It means 
tI'Ie'(I be able to release tltles 
more QUtCkt1lrs a trend he 
refers to as rapMl apphc31101l 
de'lelopmen1. or RAC. 

"YOoJ can DUy)OOr meshes fl'O:T1 
>AewpoInt oatalabs. you can Duy 

teKlure COS, you can buy COS of 
eJq)lOsJons. you can buy rendering 
engmes. you can Duy AI engones.· he 

enthuses. "Many game ~ 
I~ that they can beat me tect\nOlOgy 

of these englr.es, and many can 
get dose, but they end ~ 

concentrating really hard on !he 
technology and not me gameolay 

"~'s probably evide!lt In many 
games at the moment." he conunues. 
'By uSIflg external tedvIOIogy 'IOU 
can put the gameplay back. YOu can 
coocentrate 0!1 artwOrk. hoW It looks; 
hoW it feels; v.tIether it·s 'un to play 

And games can come cut 'aster.' 
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PHY~(~; WlIC.JiT AND 5ll 
While lD enc~ "- come on lJ_ndousIr _1IIe pnt IhfH or Iou< Y'N'" 
ptly5its is OOIMlhil\ll ~ "- tet\de<! to SInIp with, to the irriIrion 
01 m.n~ ,'me... fnle< Orlotd·baH<l .... ~n'ine •• complny liminl to s.l1 its 

physics tKhnolotY to ilme ~ .round the worid. Ed" WI1 'ecen\ty 
sn-n some st.rtli,.ty rellistic: sirnuCtt;om of ",MWOrkI physics. iftdudinl 
wave and wake ~ tor wllt<·1>ased ,'IMS; bubbles. balloono and bounci.,. 
ball.; tile lumblil\ll 01 wII,. . nd builcIin •• ..t.e-n .t/udr. by ... edil\ll t.alls; ur and 

"rerlft colliiion.; . nd cen"~ul" tore ... on b<k~ moIorbike .nd unicyde wheels. 
"Almost -.y type of lime Cln use us ... lundl ...... r.I pan of their dyNmics 
or to p<cMde speci.a eIIetts on lop: S8fJ ,.,.rteti.,. II'IIMgeI" ","ul Topp/fta. 

M.ltheII;I ...... ~I $01tw ... has been liken on by Sony to p<OVide 
PlaySlllion 1 d~lop<m .... th I powt!rtul bni. 10< the physics in their I .m .... 

MathenCine's Paul Toppinl 
believes Camepla., will improvl if 
dutlopln Idopt his companys 
system fOf modellinC ph'(Jits 

LIke Zt'd" (I.ft), ShenmuI (above) 
is e mployinca hllc' lum of Irtlsts. 
proCrlmmen end desllners. With 
modlllll methods of I,me treal lon 
this needn't alwl'(J be the en • 

The lechnololl su .tthls bOll ncy 
and deforma e objed5 115lnC 
wild". 1 models that un 
chanCe in slle and complulty 

GMaC' 63 11> 
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.t\~TIFlflfU. If'JfiWGlNCl; THINK AC.NN NOT INVENTED HERE 
The reluctance of deVelopers to buy Wl teChrlo4ogies rather l han Invent ana 
re-invent them in·house is somelt1lng the indUStry will most l i~ely need to 

overcome ~ some of the smaller game oeveIopefs are to survive in the era of 

ThU$ fit tOOt hIS ~n linloe IkeMing 

oI.rtmciII intelli~ ~ies 

~~Aln~ .. 
~ 01 thot rules in any Ulmputef 

lame. .nd is ...... rithlly tHen to 
be I core .. u 01 ~ in ... _ 

ptOdllCtion • ~menuI to cM 
oritintllty 01 any ride.. _. tan 

Ikemed AI be ruled out in the Murel 
ProhIbIy not. ""i .... tion Science's 

Itam~g' IKhoology hM ,lrtady 
bftn si8~ up unde< Sony'. 
middlcw." p,os ,am for the next· 
lIeneration PI'VSt.mon. Though not, 
geMrll AI system, Ri mpa", yn "" 

used to '<Mm the conscious and 
instinctM be~r 01 individual 

chatKlIIff ""'- tMYre in crowdI. 
~ on how well the 'bob' 
(AI comlNt entities) in limes ~~ 

Qw.tem and UrInoI ~ 
turn OUIIO be. ~ iJ the tHI 
p<otped m.t ~ too may be 

lKemed to OIM< ~ Cybefl~e 
MS not ruled out the possibility 01 

selllfll its neY f.1 ne\·bued AI, eit~. 

"The't Ire «,~inly om." oul 
tl>e<e Kt,,,, ., AI conoult.nts with 

tKhnologin," "'1' Cyberlde'. at'live 

direct'" Toby 5imp ...... "But rm not 
__ of .nyone litemi", • complete 

AI solution for entertainment >Ottw, .. 

as yet. PM! of the pooblem is tt..t 
~s Alil.difl~as 
~. en. __ d&. FiAdina: • 
common, complete AI ooIucion wittI 

SO .... ny diflerent ~ would 
be uception.11y 6iHicu1t. It is 
p<t(\Q~ Ihou.h. 10 dui in I>IrtiIoI 
toIution. ouch as nl'Vil!. tion oysIems 

. nd 're-nt'Kriptins langulges," 
liken 10 ItIlogiClI extreme.;r. 

possible that one o.y comp. ni" 
will develop AI for individual galM 
c;ha,.a". or crulu~ 10 ord ... .. 
Okay, so you wanl code for some 
eit;ht-'--UI!, bipedaI <MTIi¥orous 
bI,ck with aU'HSi¥e Itrritorial 
intIin<:ts ....... ,",11 thM Mm, whow 

primary ...... in life II~ 10 kiI human 
beinp, 1_ the IIm from !heir bocIift 

and then fHd ~ 10 thei, chicks? We 
.Iso Iww I ~ ofIe< on _.MS 
01 IIyInjlilllck which display bat·like 
bekaYiou., I~ on toadstooh .nd 
"e non·.u ,euiv~, un~ provoked. 
e. cept in warm ...... thet" or dun", 
thei, Matins _son. 

the Ofeamcasl, f'layStatioo 2. and tomorl"OYl5 super·Pes. "f'fogral1"J:l1E!fS are an 
arrogant tlfeed: CCIflrIl'ntS Je~ san, head 01 Yetefan Brrustt developer ArgonaUt. 

"1hey li~ to rewrtte stllff even If rt doesn't need rewriting. EVery new programmer 

wantS to wme their QINI1 new 3D eng.-.e JUSt DeCauSe they think ifs goIJlg to go 
02 per cell1ll1Ster II"IIrI someone eIse"s.1t's a fact 01 game dI:!YeIoJrnent Iife­
progfamml!fS like 10 show off the Size of their 3D engmes. And. sometllTleS. they 

are actually better than the ones they replace: 

The same problem is iOentlf~ bV Andy Beverldge 01 SN SyStems, v.tIiCtI, 
h~e Mathengine, is working 011 deVelopmenl lOOS lex SOf1y"s middieware program. 

"one soIutlOl1 is to 00 What some of the smaller mavie productlOl1 compames 

C)Q - to 0tIy In facilities that vou don't have vourselt - he notes. "Ttlis is somelt1lng 

that the game deYelo\)mel1t corrmJnrty 1"1850 traditionally been QUite alrawj of. 

MOSt software (IeveIoper.> w.:tntlO use their O'M"I cooe - ifs often a matter of 
pnae that a te(1l-ied aeveloper can cID a better lOO of the 30 engne or physics 

model for !heir game than 10 buy It In. ThiS tuces a kltoffocusand wlue 01"1 

tedIr1oIogf and the result is that everyone WllStes ume relr"roenung the wheel 
and we get games with fancy-looking grapIlic$ rut poor corrter1l Ttus IS StartIng 

to change. ~ - look at games WIth license(] engmes OON. HaIf·l.Jfe 01"1 !he 
PC IS &0 excellent example: 

BeverKlge's company, SN Systems. is produclOg various mKld'eware tools 

inc l""ing a OVD-ROM emulator that Wi ll enable f>layStation 2 deVeklpers 10 

monitor tne likely performance of the JT\&Chlne's ova drive long belote they even 

tIave 'MXklng hardware to test their 8ameS 01"1 AS an inSiOer 011 the JTUCldleware 

As this Mquence demonstl.tH, when M.then,in.'s C:cs lIe .pplied 10 ••• U-like strudule, the I"flutts could 
si,nlfluntty e"h.nct siqe ,.-. or limply lud to r-lookin, destllKtion Klnes dUli",.dion seqLlences 

program, he DelieYes SOf1y"s new system Yfin make a OrClaOer range of support 

available 10 801me developers. Though developers may De worried aOOUl how 
theY re goin8 1o put 20 milhon ~s ontO tile screen every second, or how 
they're goin8 to fill QV[) discs, SOrty Is making moves to encourage the sharing of 

ted1no1Ogles througl1 !he JTUCldleware progfam ""There was atways a limned range 
of tools avaHable for N64 cIeveIopment or sega saturn deVelopment, tlott1 in 

programners< toOlS and arusts' tools," says Beverldge. "What is new is that SOny 

has extenOed this ~ beyond the progranvners toOlS Dv setting up a program 
to encourage anyone that has a gooa tool or teCIV'ICIIOgy for any part of game 

• 

deYeJO!)meIl1lO mat1::et n so that 

the whOle PS2 development 
commuMy tan bene/it." 

DEVELOPMENT DIY 
n's not only pride or arrogance that 

WlM cause game deYetopers 10 swerve 
aw&I from the rruddleware tools and 

prograrTYllUlg ms produced Dv !he 
li:es 01 Matheng!ne. G¥ne developers 

wI'IO can affofd rt are tabng a 

SCIeIl~fiC approac;l1 to the problem 

of r.creasmg\y compleJo; llardware. 
ArgOmut ;s one of a number of 

companies that runs its (}NfI research, 

Imd-develOpment department. "ThIs, 

• 
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too. is probal)ly a Sign of the maturing 
Of 1be games induStry- separate R&D 

is very common in other irldustries. 
and has a huge profile on the 
hardware sfde as well as in business 

software. In entertainment .software, 
however, much R&D IS part and 

parcel to the process of actual 
proouct development. "'.any game 
deVelopers embarl: UpoIl some R&D 

before starting a new project. then 

do the rest as they go along. 
At Argonaut. however, 

tedIr"oc>logies (Ire developed that 
then facilitate prodoct (game) 
developmem. san doesn't think he 

needs Mathengine's p!lysics models 

because his lab has c\e1'(!1oped their 

own. Equally. tle probabtywon'! be 

seeing the new to use Renderware ­
devek>ped t>y CriteriOn and accepted 

by SOny as the middleware 3D engine 

for F'iayStation 2. Nor is san likely to be going wTth Microsoft's Direct3D for 

Dre<lmcast or PC tlties He's OUlling no ouncheS. "We have the cooIest physics, the 

most pOowreali$tlc renderer, the largest fractal30 planet compression, and some 

other R&D going on: he cla ims. 
ArgOnaut has licensed out Its Brender 30 engine to other game 6ew!lopers 

in the paSt, and there's 00 reasoo wtly the company's p/lySIcs model 5houldn 't 

give Mathengine some competition. By the same token, san wouldn't rule out 

taking OIl someone else's tecl\nology if it was better than anythlngArgonaUt 

could produce. HOWeVer, looking around at some of the bigger game deVelopment 

stl.ldios, he is bemused by the lac!;: of initiative OIl the R&O front: "With the 

OrearTlC<!st and PlayStatlQtl 2, the strategy for most companies. partwlarly 

the Japanese publishers announced so far. has been to throw more polygons at 
the problem. None of them seem 10 want to try and sh ift the paradtgm. None 

of them are ex.perimenllng with new physics or new rendering technologies. 

TeI(t en 4 wil l just be Tek:k:en 3 WIth more characters, using more polygons. Final 
Fantasy x will just be Final Fantasylx with more polygons. HaVen't these guys 
got any imagination? SUre you can have 247 artists deslgning el'ery fIOOO: and 

cranny of Shenmue. but where'S the R&D? Where are you going with thiS? Are 

you just throwing more polygons at the problem? ~·s time to do something other 

than just more artl" 

I N-HOUSE, ART HOUSE, OUT-HOUSE 
I ron~IIy, an is something some game Developers feel the least comfonable 

producing in-house. The'r might be able to scrape by Wl'iting original code for 

their 30 eflgines. physics and AJ models, oot unli~e the big Japanese studios 

they haven't got the manpower to handle all the anworl:. FQr some it seems 
that even though they'll shun modular methOOs of game oevelopment and focus 

on del'eloping thei r own technoklgy and gameplay. buying in anworl: isn't flearly 
such a ~tter pjll to swallow. 

The Wipeout team famously bought in graphics from The Designers Republ ic 

wnen the original PlayStatioo first appeared (see p56). and OIl a more mundane 

• 

Mt5H-MA5H OF A~lWO~K 
3D ~I ing un bt O<>I! 01 the most time-con .... ming mks in ga~ ~~~ 
....nich i< why many lD artiSIS turn to mesh . r>d le<lure libraries. The bMI-known 

resoorc. in Ihi< field ha< 10 be Vlewpoinl Dalalat>s, and the comF"'''Y must h_ 

been rubbing i15 hand<; logell>er ';nce the announcement 01 PlaySt.hon 2. 
While Viewpoint is oft"" u....:! by developers 10 supply wi'ehme meshes for 

use in cul-s<;ene ani motions, the increasing p<>Wer of PCs and !he coming of PS2 

c""ld see the modefs laken on 10' in_g.me gr.phics os well. Viewpoinl oilers a 

lib<ary 0115,000 p<e-boi~ meshes.r>d a new modef Nnk with 1,200 1exturNl models 

- each al four ~t. of detail. Speciali<ed <eMces indude previWl li ... tion, la<er 

scanning. NURBS modelling. texture mapping and i" •• "",,-kinem~ic skekton design. 

"You hive to Iook.t ....n.t m.kPs. ga~ .ell; says Daphne Rowan. Voewpo;nf s 

UK MD. "It .. g.me design and gamepl..,.. Eve<ylhing else i< juS! fancy decoration 

rh. result: many develOpers are 

focusing on gamepfay and are 
constioo>ly avoiding 'r.;nvenling 

the ....neef . ....nidl unles a market 

for "'ppliers of models. te<lures, 

music 01><1 ...... n pieces of software 

wde. rh. modul.r approach you 
are seeing .. just the f&CIth.t 

gam ... comF"'nies .re locu,,;ng on 

the ba";($ ol....n~ mo"'" a game 
sell and oUlSOUrcing all the rest." 

Wanone 1100 (left) and Expendable (righ t) are Ju~t two glmes thlt 
have relied on Viewpoint Dltllabs for models used in cut-sune 
animltions.. ViewpoInt . Iso specialises in car and aircraft models 

, 
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THAT BIG-5C~ttN Fm 

note deslgners can OON buy COS full 

of afdmectuflll textufes to use. 
VieWpoInt Datalabs considers me 
games Industry 10 be an lntIeaSIf'I8IY 
Imponaot source of btryers for ~s 
accurately modelled 30 meshes all(! 
other production 5eMCes. Rage 

'MIile rn."" develoj>ers p~ them~ on the end.04·misslon cuHCenes Ih~ 
produce. N ptOdUCIion 01 broadcHt· or ciMml-qu,l iry .nlmillions is in ,,",a """*­
~II ~ c.n let a lot 01 otemiIl<I9f'O<l- sono is HIed "..;m .nimation ..Id 
FX ""'-'. .... "1' 01 wIIich .re .tldy 10 lend thH '~fUllO the I • ....,. indl/Stl"f. 

OiIitII Arts Ud is _ such c.om~ny, and MO Gr ...... a--.... rtin is 
..wml"t IhM I.me ~ ....... Id be Iookinc to cornptt'Oies ~ke hiJ lot ...... 
end e'p<!rtiw."l'he distinctions in prHefltWon ~ INtu .. fil ..... nd ,-mini 
will continue 10 blur .nd thus the UHf ~tion will inu_: he.ay>. "There 

will . Iw.yl be the Med 10. hiaMy e<I, •• in'llmepl.y. whkh Is surely tht key skill 
o/.ny OeveIopet. but I ~ the """ket will expect • much hi,her qU40lity of 
presen~ _ on • ~r .MIll the belt oIlilm and Tv." 

Fo< Btgwn.M¥tin, ..ne- c.om,.ny produced .nim,rions .n<! ""_ 10< 1.001 
in Space' .nd 'Contact', the coot 01 tooIin, up ~I ""'-' to produte 
IimiIIt effects lot limes .re silly. ~ whM thent .re dedicMed .wdios re..ty 
to do the --. "Sm.1I ~ 'n! oIready out>ourtinl some of their prodllCliof\ 
~rticul.rIy , lIplli< dnig", .nim.tion, live Ktioo.nd FX. while ~Hpinll lhe cort 
skills ~ '/hose IN, don'~ i.u • cliffi<uk futu,,.. ~ .... ppen'I ~ !My p<odute 

'I,me tMt bombt in the (N.iteIJ How do !My continue 10 wpport.I ITII'Uiw 
imestment ... equipment ¥>Cl tMnl until !hey hopefullr ~ it rich! nut time. I 
..... , wy !hey won1 "'~, but m.., ....., ....... trouble sleeP". It nicht' ~ wys. 

• 
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software's &Ctiorl ~tle Expendable 

mlgt\t use some fantast1c ligtttlng 
effectS and a 30 engtne deVetoped 

by Rage.0lIt ItS rendered sequences 

rely heav'lyonVlewpomt models. 

as do the rendered sequences In 
CMllzatk:ll, CBllto Power 

Prerenoered cut-scenes may 

seem suoernuous adIHlns to many 
progranVl'lerS.OlIt !hi! use of 
V\ewpOInt models tIas alrealti IOO\Ied 

beyond the fluff and there's 
WIdesOread use 01 the wireframes 
WIIhtn games such as M lCfosof!'S 

COOIbat FIIgtJt s.m and EA's 
impressive range 01 Ji1fIe 's 8W' tor'Jt)3t 

titles. GT's DtrveI 'Nil use VteWOOInt 

models, and SO willlnterstare'82 from 
A(:uviSI()J1.After all . there's haroty any 

potrl1 in emOk¥ng an artISt 10 model 
an ApaChe all'ctalt or a UJmIlO!gIlInIIO 
perfection When ViewpoInt has 

alread)' Done all the ha1l work. 

MORE FOCUS ON GAMEPlAY 
Blit is a modular approacl1 to game 
development the iOeal Wlri forward? 
can sony'S mockIleware program allay 

develoPers' fears about being 

swallowed by Dig publirJlerS7 well. 

il these ideas give the sma ller 
develoPer a C!lance 10 use hlgt\1y 
deta~ artWOfk or a cumng.edge 30 

(iviUl/ltion; (fill to PoIw" (lop), 
Expendoble (centre) .nd Driver 
(.bowe) .r. thrn very different 
t itles Ihlt .. ch mike 115. of 
Viewpoint D.t.l.bs' 3D model$ 

~ or physics model WIthout JIYeStlng too mud111'O"1E!Y or tme then It'llill 
certainly prove to be a ~febne for many_ And. as COI"1O¥IteS selling vanous toOlS. 

models. deYeJOPment kits and so on are QUICk 10 POInt OUt, ~'s an approach 

that can prevent programmers Irom being distracted tlY the need to deveklll 
everything separately and from scratcl1.1hey are Ir\!(! to focus 00 wha!'s 
absol~ CI'1.ICiat when It comes to designing a game gamepIay. 

AS any ~r wiI tell you, tney'd kM! to be 8IlIe to do everytIwtg ifI.OOuse, 

and to have as much tilTlE! as they want to do it ill. too. Blit 1ft en industry more 
prone than most to bouts 01 raPId ct\arIge. a pragmilllC approach is calle<l for 

Those \\,;th the skill and ongmallty to deVelop what they have !Cl and the ht.rTIlI'TY 

to look for helP MIen they need It, are the ones wtwn SUMYe and pra:sper. 
On the edge of thIS new nonner oreseI1ted by DfeamcaSI, PlayStatlon 2 and 

the ever·evoMng PC. the worst ttllng mat can happen IS 101' 8f¥ltle to go along 

with the oesstmlSIS who belIeVe lIlat conglomerates Wi ll swallow all There's 
no need /or small develoPers 10 throw up their hallOs and pul up the 'For sate' 
signS. With support fran outSIOe scuces, they'K stil be able 10 make great 

games. Many woold agree that It's vital they stay around to inJeCt a spark of 
ingenUity and originality tlto procee(llflgs while the accountants inside the 

major publlsners look at WfJYS of reallslO& more sequels. All that's needed is 
the willingness to adapt to this exCiting new envJroomenl. 







Cormogeddon lInd m0111 resolulion: is thl, simplistic Imllle 
. dhe!i"1 to IlIme I.w. 01 .n lid 01 murder by I SIIdistic Ilmer? 

VIOLENCE 
'Keep violence In the 

mind, where It belongs' 
Brian AldiSS, Barefoot 

in the Head 

I\tIoogh some people Continue to 

dlsDUte the worth ol videOgames 
III SOCIety - as was onc::e the case 

elements 01 th!S II'Ia$$ market are adults. 

PfOOlemiltK:atly. !tie ~ pel'C:epllOl'I 01 
YIOeOgameS IIas ~ to sMt to eocomoass 
th iS fact 

From the oulSlde IooO:.mg Ill, the 
mulhbiUoon dollar gatlWIg Ifld~try IIlISI. be 

ao IntIrTllWtlflg phettemellOl '- filii reIattYeIy 

s.hOrt s.poce 01 tII'I1e, IIl'1as grown !Tom a 
small, almost hobDyIst concern IIltO III 

behemottl With III revenue to rl\lallhilt 01 
rTlOfe established enlertiHrment medu,lfTIs. 
For the people who hiIYe played galTle$ 
iIIl'lCe !he dayS of the IX SpOOrum ¥Id C64 
- 01 even belOle their advent - VI(Ieogames 
are an accepted pan of life. however 

wtwe games &re Stlij regaroeo in some 
QUllirters as the sole pr~ 01 children, 
any ~toe IhaI /ISOIres 10 entertain !Ill 
ellCllISIYeIy mature /lud>e1lCi! WllllneYltalliy 
coon coouowrsy CMmageddon IS,IOI" 
'adult garrurtg' adWcates, a btle thlt raises 
I.tICCII"lonable ISSUeS.. AS a game fOf (M'f­

las, illS at worst gnltllltOllS, and certamtv 
g,mmir;k-()llf!nted 81.11 !he very!delll 01 
'k llhllg' people 101 points IS, naturally, very 
C'StastelultO some 

From a ~berIlll5tllll1djXIIllt. 
Clllrmagedc10tJ IS pt'f'lllSSlbie as stylised 
e-scapLr.m. when cOllSi\lered III the context 
that ~ideoga~ vi~ence doeS flOt create 
its reaHife eqUivalent. S1mllarly. oavkl 

CIlrmageddon. IlOwever. sees players 
actively er1(;()(JfagOO to slaughter 
peoesUlaflS In their Ilundreds.. Videogames 
can 8et away with murder, ~ seems. 

"Tttat's the whole po;nt atloot 
escaposm, thooglt: says OMA's Gary 
Penn "The fact remauts that biting 
someone IS probably 11 Yf':fY !NItlsfylng 
thing to do. n doesn't make I1 any less 

morally reprehensi ~e. II has to tie 
addressed that lulhng somebody is 
actually qtJlle fun. I, personally, would not 

warn to take someone else's life - mUCl'l 
as I woukln't !o ke the lCIea 01 somebody 
ta~ln8 my hIe. It's prooably very gooc fun 
oou'18 all the things we're not supposed to 
00. That's why we 1I/I"o'Il1aws.." 

fI a VK!eoga~, rtal·1!fe laws are 
repealed In favour of the developer'S 

own set of ru~s.. In GoIdenEye, progress 
IS festnCted by the presence of armed 
guards who must be dispatched Ln Ofder 
to progr~ Tttus,luIhng becomes an 
acteptatlle means to a OOSlrabie end 
Rare introduced an important feature, 
however, by including game mechaniCs 
that IIIIow shots to De targeted at tefUlln 
bodily areas, bnngtllg aboot different 
~s: a shOt 10 the gram sees 8 

SOIOler Clutch himself and crumple, 
and 11 body shot does not gLJaram,*, a 

"THE FACT REMAINS THAT KILLING SOMEONE IS PROBABLY A VERY SATISFYING THING TO 00. IT ~OESN'T MAKE IT ANY LESS 

MORALLY REPREHENSIBLE. " I. PERSONALLY. WOULD NOT WANT TO TAKE SOMEONE ELSE'S lIFE-
MUCH AS I WOUL~N'T LIKE THE IDEA OF SOMEONE TAKING MY LIFE" GARI pmN OMA 

" 70~' 

With cinema lIIod, later, televiSlOfl - thell 

VOICes arc wIdeIy.gnored . The growmg 
acceptance of eleCtronic entertatnment 
me<IIIS that there 1$ a greate\' detr'I/IOCI for 
more YlIfled forms of software Wl'lere 
Slmp4e themes lIIod tIIIsic suruallOOS once 
sufficed, a new, genuinely mass mane! calls 
fOf Utles to SIIIlSfv Its deman:ts. And many 

Crooenberg's 'Oaslf, ~ argtJe<l UflOer 
Similar terms, is not III film that warranted 
the barlln Westminster that estabhshed lIS 
1I'If1lmy. ConSIdef the following. thcugh. 
!fie prerTllSe betuna Cronenbi:!'fi'S ITICMe 

,f1YO!ves!Tlltd (though. comel«lIIIIIly, 
perverse) ercta and violence In the 

fOfm of LntertbOf'llll L/f!IlicuIar coIIISIOIIs.. 

lull, but ooes at the very Jeast IeIlCl to 
VIsual damage. 

vl(Ieogames II/I"o'IlIoog aSPIred 10 De 
grap/'llt III !hell dePICtIOn of VIOlent scenes.. 
GO/OefIEye IS not eKCeptiOnalm ttus 
respect. The delinlns of dlfferem bodily 
'zolles', however, ma r~s a funher step 
towards more Ilf~11:e Chalacters.. ~rom a 

BLACK DAHLIA BLADE RUNNER CARMAGEDDON 
Oennis ttoppe< 'wmmin, i( iI'I an FMY· 

to..ed ~ dfticne<Ilor I moture 

ml,k"'- Su'pr .. ,n&iY _11 ' .... ived, rH 

--

MI5IerfuI ~ <lithe thdina: "1.'1'1 

Sf film. U<b the ....,.;e', ~ 

buI iI'I ~ IpprOKh;' 

5O'1 1fTIOfll ub on IOId ,.,.;. "",tile 

..- tub!Ie Ill"" _ conuMd. ....... 

wllWon kiIWIg...t core CCIIIOIi!w ~ 
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censor's pomt of view, this introdoxes 
uncomlOl1aOle issues Scenes of torture 
wi1bin films are frowned upon. especially 

{' when e~pressed in a 'frivolous' manner. 

some people as being more e~cessive. 

Violence is better in virtual hfe I sure 
don't need to be shoollng anyOOdy 
out on the street " 

The controversy that surrourlded the 
infamous ear·sl iclng scene in 'Reservoir 
DOgS' is a good example. HOw many 
GOIdenfye players ha~ 1101 tried 10 
~ how many times they can ShOOt 
a guard without kil ling him? Imagine a 

similar situation in a next·generatlon 
PlaySlatlOO game, where a more 
comrincingly drawn arid ammaled 
character's face reflects agony. The act 
remains Ihe s.ame, yet its VIsual realisation 
beC<l!rn:!S tangitJ./y more authentic. 

"A shooter is a shooter - that's what 

\IOu do. fun afound aM kil l people: says 
orew Markham. president of Matnx, 
wtlich is currently pU\lIng the fini shing 

touches to Kingpin. ·Of course, th ings are 

getting more realiStiC in terms of graphiCS, 
so that wi ll probably be misinterpreted by 

Even an attempt to steer away from 
vio lence perpetrated on the human f<xm 
can be difficult. as Lara Croft creator Toby 
Gal"(! relates: "When we started making 
Tomb Raider I wanted to make a game 
wtlere you didn't go around murdering 

IlOards of faceless eVil minions, so we 
chose to use dangerous an imals as 
baclches instead. TIle problem is that man 
has poshed all of the dangeroos animals 
we chose close to extinctkln, Thus. from 
reasonably good inte-ntklns we ended up 
maklng a game where you spent most 01 
the time kill ing endangered species. 

"It ma~es you concerned about What 
kind of message yoU' re potting out 
sometimes. I think it"s the physical comest 
that prOVides the fun. not the actual killing. 
In about beating your opponent, It"S not a 

Llr. 's c.e. tors a~oided hum. n conflid In Tomb Roider by pitting ~icioul animals 
against the player. Tbeir new project,. CtJlleon, will not include gratuitous violence 

big issue here. but I think everyone on 
the team agrees that our new game 
will not suffer in any w~ by avofd ing 
excessiVe death, I'm sure that It is 
possible to cIcl a non-violent action 
game, but I reckon it wou ld be very hard 
to make. I'm certainly not saYIng that 
Galleon has flO viOlence in it - In fact. it's 
quite acbon-packed. with lots of fighting 
and suchlike - but the emphasis is on 
winning that fight rather than pulling your 
opponent's spine ()(J\. " 

ViOlence, an arbitrary term at best, 
does constitute 'adult" content in the eyes 
of the censor, But exceSsiVe violence does 
not necessarily confer 'adult" status. ~'s an 
important distinction. 

SEX lAND, PERCHANCE, LOVE) 
'Is sex dirty? Only If 

It's done right' 
Woody Alien, Everything You Always 

Wanted To Know About Sex 

Remember Eric's chaste kisses With his 
glflfriend in Back 2 Skool on the l:I. 
Spectrum? Many years after its releas.e. 
there are few videogame retationships 
more complex. Te llingly. that imeractlve 
romantic ta le lasted for seven presses of 
the 'K' key. Thereafter, tragically, Eric's 
fUrther amor()(Js advances were met with a 
swift blow to the face. 

It"S d,ffk:ult to envisage how a 
relationship C()(J1d I)e illustrated Within the 
strict confines of an action-oriented game. 
In fact, it's harCI 10 imagine a situatlOfl 

where it would be appropnate.let alone 
possible. An adventure game. by contrast. 
offers the opportunity to develop 
characters to a necessal)' extent. 
SquareSoft·s Fmal Fantasy VII and its 

sequel are two games that do just that 
A/tIlough FI'VIII has yet to be translated 

101 English-speaking audiences, WOfd of a 
'will ttleyrwon't they" subplot has eXisted 
on fan websrtes for some time. Apparently. 

CUSTER'S REVENGE DOOM DUKE NUKEM 
An arr<>Oou< .... ,Iy an""'!'t It Idu~ 

gaming wn this tffort from the elrly 

'80$, which saw playl!f'5 hoving >ex with 

an Indiln "'IUIW tethered to I pole. 

The fi rst high-p<ofi~ outing of the 

modern ~l1tperSO<r shoot 'em up. 

Regarded .. I no-no for kid, althe 

time, 1"'1 po.mv..1y tame in rwospecl. 

' - + 

S.uual ti~ lIation. violence, bid 

language ... vet all wilhi n an (admittedly 

throwaway) plot p'"",ioe and married 

to I ooIid, enjoyable action lame. 

Tomb Raider's violence 
(top) is weak at best; 
i1$ most bloodthirsy 
events occur to Lira 
herself. GoldeflEye 
(abo~e). howe~er, 
allows players to be 
more creative in 
thei. death-dealing 

-EDGE'71 ~ 
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Cloud 

Squall and R,f'IOa - tile stars of me mUCh· 
celebrate<l DaUfoom dance scene - are 
t)ut twO partS of a low tr.ang1e that also 
0lITlClf15eS !>elfe!", SQuIll's DOU!ntloll 
11f!meSI5. wt\Je !he ednona value 01 
thes SIOfyIIOe woll depencllargety (WI the 
quahty 01 ttle western conversoon. the 
effectIVe narratlOr1 that typlfie<l itS 

predeCessor is worth COOSiOOflng 

Frnai ~I8SY I'll spons a gre81 yarn. 
While ItS SCflPt IS often basic. rt 
corrtpef1Si1tes for III(!I<IIY shoftrom,ngs 
by offenng 8 huge quantity of QI310gue 
ano preset conversatloos. TO reaCh the 
POInt where A.ens (a lead d'larllCter) (lies, 
~ must pass through &ppI'()Jumalely 

JO hours 01 game tune. SQuare. 8n 
accomDiJShed narrator. establls/le$ a 
Slgn,hcant hnk between central figule 
Cloud aoo A.ens dUring tna! perloO NO 
WCII'lOef. men, that a small, ye! endearing y 
vocalnumDer of fans - mostIV In Japan ­
adrru\1e<J to bemg moved to le3l$ when 

she meets her grtSIy aeath M the !'lands 
01 the evil 5ephiroth 

·It sure IS ramlng hard . · 

Final Fantasy VI/ appuled to older"mlll wilh its depth of story. 
The I . me's emotional impact Is ,tronler thin that of action tilles 

can the Fimll Fantasy mles be 

compared to mainstream romantIC 
comedIeS. 0< a '!oYe Interest' SiJbpIot on a 
HOtywood 1TICMe11l1at's down to t~ 
IIlClMooat But tIO'N many othe< games use 

relatJOnstups as an Integral element 01 plot 

01' PlaY? "TIle problem: I!Iments MIIrKham, 
"is that most of the folkS wIlO make games 
lack the kind of sens.tlollues that WOIJId be 

necessary to puO off sornettung I,ke that, 

wothout having tt De cheeSy. aut rm sure 
th!It !IS ttus mealUlTlmatures a bit more, 
we'll see It soon enougn" 

sen~t)Ie SOftware's ~ Drugs 'n' ROCk 
'n' Roll, a 1a00Ur of IoYe for IndUStry stalwart 
}On I4re, was orlSJf13lIy SIgJ1ed ~ nme 
Warnet' dunng Its abortro'e forst foray nto the 
games mBrkel FoIIowo!'Ig an ilCQUSlbQn 01 

warrlel'S w!eOgarlWlllllterests and assets. 
however, me \I!Ie was consKlered too riSQue 
fOf Its POrtfollQ. SenslOIe toolo. the t itle to 

arQl.llld 20 other DUIJjIr./1ers but bar one 
unsatJSfiltlory offer. the game was 
COI'I$I$terItly lauded, yet I.IF'IS<gned. 

,he problem W1th sex 'n'Drugs was 
that I1 could be perverse: ot1ers Hare 
"The main character coold shag an air 
II05tess ,n a plane tOilet Nem. yoo 
oould also have a b<lnana fOf lunch 
YOu COUIO Pl11lt up her Slurt. and tt 

maae SQuelch roses. YOU COUldn't see 
It llut I1 was the,e ~ lmpllcallOO. There 
w8sthls othe, M In a hotel wtlere 
there's a porn channel vlewmg from 
!lelund the TV, and W1th the Ilghl Irom 
It shlmng on hiS face, n was made o/:Mous 
he was masturballl1i aut w!\en the CIoke 
was on the screen, he WOUld Slop." 

Puerile' very poss'bIy OffenSIVe, though? 
well, that's su!ljecIIVe. BUI are tho:.e 
Instances any more controver~al than 
the coilaboratlVe 'NOfks 01 Adroan 
EdrTIOnson and R1k MayalI, 01 even the 
·CQnfe!".SlOl1S of 'movoes1 

More IITlpOl'lant~, was sex. Drugs 'n' 

ROCk 'n' Roll's sextl/ll content any mole 
flSQli& than that 01 the Le,sure Suit Larry 

games? !.arry's ~ntures, scripted to 
/itll lale a male audience, inllOtve hiS 

attempts 10 bed female stereotypeS. If 
Sensible's aborleo proteCt prOll1lsed 10 De 
luvefllle at umes, the Lany games are 

POSollve!y emD"yonoc. 
"In oIde1' films, they Wl)l'e lar moo'e 

subtle where se~ua l SltuallOns ~re 
coocemoo: contliCUtes peoo "Besodes, 

the actual r~atlonshop was always (he 

most emouve PIIrt R was aU J\andle<J fS( 
!letter than It 1$ now - I Iind such films IS( 
more intereSllng. mevre not much use if 
you' re looking for a baSic wankfest 
Ilaughsl Fran~ capra's Probably one of the 
best romantIC directors ever, because ne 
tends to poet. uti on the more tr_', SIlly, 

fun SIdes of relat>OnShlJ.l$.-" 
SOwhere ,s the induW'{s frank capra, 

IhlS looMdual wTIo can direct Sllch movong 
scenes" Arnl, more Slgnllicant ly, coold ne 
work within the rest"ctove confines of 

established genres? HLStOry will surety', In 
lime. relate, 'IaPPY end,ng. 

BAD LANGUAGE 
' In language, the Ignorant have 
prescribed laws to the learned' 

Richard Ouppa, MaXIms 

In 8Tlta,n, ITIOVIe$ tlI'oaoca~ on TV are 
Often omsoreo for tlad language after 
tfle nine 0' dock watershed Imerest,ngly. 
Illere afe many dOCumemed onstances 
of lilm producers bartering Wllh censors 
to reach a comprormse on obsceru/.les, 
SUch tales appear Sketch-show matenal, 
yet are firmly grOUndeo In leahty "You 
can keep lhe rove 'SlUts' If yoo drop one 
of the \WO 'luCkS': carga lns the censor. 
"can I drop the tnree 'wankers' and keep 
the 'fucksT enaUlfes the producei' 
"DOne," says the censor 

"WIth adult content" opines Penn, 

"the main Issue 15 wIlether it's gratuitouS 
or not. There's a very fine I,ne 1le1~n lhe 

\WO IS the s~alinK in KonBpin brazen and 

GRAND THEFT AUTO GRIM FANDANGO HALF-LIFE 
"""·M</n in III but "Pl"'Mlnct, bUI 

lriumploed -..;m il$loimpt. Gesiln brief 

....t 'reolisric' 6du~ ~ n.e content 

0/ iu; sequel wiI be doHIJ KnIIiniHd.. 

-- -

Su~11>Io for III !he Ilmily, "'" inltlli,eno 

in I cLor, witty manntf. 115 SIyIised 

oppNIon<e ond ~ 

humo..- .... ~ idullor ~ 

SobiJOIy ;. .... lIIIiboM thIIlyf>ifies some 

cl tht 1>esI'1du~' woru.. Holf-tilt s.pinI 

I compeOinc IlIe. 6KpiIe ifs IOion­

'-ed remilllnrN.IIIed ....,.., ifs &e"'l. 
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grmmlci:.v. or does It genuinely contribute 
to the amblE!nce, the feel7 I ttllok it does 

1t'1i like Half-Ufe WIth slWaring . ." 

peDn's POint IS val id ToWance 01 bacl 
language ~afies from person to person­

and, of course, the cOIltext in which it IS 

used. Its validity as a form of casual 
emphasIs is forever a point open 10 debate, 
but It's at very least an apt roncidence 
Ihal such language is often described as 
'colourful' Kingpin aSPires to nave a gritty, 

nasty atmosphere. 

Wou ld Xatnx be lieve that K1n8Pfrl'S 
language contributes to 'IS 'feel" ·we 

wanted to create a more ,e"hstie world: 
says Markham, "wnere chara<:tefS had 

certain agendas and were not necessarily 

immediately Ilosllle towards you In order 
to make that world more convloclng the 
charOCters all needed to be able to speak 
to you in a generic or scenaric fashIOn" 

Would Kingpin work with a more 
limited vocatlularyl "In my oplmon, no: 
states Markham. "WOUld 'GoodFellas' 

have been the same rl'ICI'<le Wlttloulthe 
'tat>oo' language? Of course 001. Tt1is IS 
a gritty, realistiC work:! we are trying to 
portray, and tile language IS part of that 

Tt1 IS is not a game for OOS - it's a mature 

unduly senSitive on any termolY, But when I 
was writing the script, IIOUM myself 
pull ing expletIVes out of dialogue, I d,dn't 
wam too much swearing. I wante<!;t to be 
realistic or /of emphasis. A POint that many 
pe<Jple missed WIth Sex 'n' Drugs was tl1at 
is was meant to be very Iromc, very toogue 
In chee?;. There was thiS one bit where 
some of tile characters are in a pub, and 
0I"re says, 'Oh, have \'00 seen DeS lately?' 
Someone else says, 'Oh, Ile came round to 
my house ana as~e<! me If I had allY gear 
I said 00. so he 5aod 'OKay Illen, See you' 
some fliCking mate he IS' You know - pub 

rubbish, some people only see the 
crassness of It They think ,t's rebellIOUS 
because there's SOfl1l1 bloke smoking a 
joint, or that the characters swear" 

FREEDOM OF CHOICE 
'You should make a point 
of trying everything once, 

excepting incest 
and folk dancing' 

Sir Arnold Bax, Farewell My Youth 

"one Of the big thongs WIth ro leplaYlng 
games is that you play to your character's 
alignment." says Interplay's semor 

Se~ Drugs 'n' Roek 'n ' Roll is I n u plicitly adull adventure, bUI 
was passed ov~r by a lmosl lO p ublish ~ r5. Censorship al source? 

B<lldur's Gate ,s an Interesting 
adventure in many respects. Five COS 
in sae and s.urpri~ngly open~nde<! in 
its approach, it IS regarcled by fans as 
one of the best D&D-style games ever 
created, Part of Its appeal IS Its stance 
on moral cho<ces. If you play as a Ranger. 
/of example, you're expected to be 1a,,1ul 
Kill inllOCents indiscrim inately and It 
will significantly alter your character, 
for better or worse - abilities ind'geflOUs 
to a particular class can be los\. but the 
damage 10 your reputation as a 'good' 

"WOULO 'GOOOFELLAS' HAVE BEEN THE SAME MOVIE WITHOUT THE 'TABOO' LANGUAGE' OF COURSE NOT. THIS IS A GRIm. 

REALISTIC WORLD WE ARE TRYING TO PORTRAY. AND THE LANGUAGE IS PART OF THAT. THIS IS NOT 
A GAME FOR KIOS - IT'S A MATURE TITlE AIMEO AT AOULTS" MATRIX' DREW MARKHAM ON KINGPIN 

title aimed at adu ltS who watch movies 
like 'GoodFel las' Of 'Pulp Fiction'" 

"In each different territory, " 5aYS Hare, 
"you 've got different problems with 

censorshlD. YOU can show 11\5 in Germany, 
but any form of violence IS frowned upon. 
YOU can get away With swearing In some 
countrie ,. but not a gW snorting a line of 
co~e, We made our game very scalable, so 
we could pull thmgs out if they were 

producer, Olarrnfd Clarke "If \'OU want to 
be an 'evil' character in I1lldur's G81e. you 
can. TI\(lre are penalties for being that way, 
but It balances oul. Tt1ere's one character 
who IS an absolutely great Cleric She's as 
black-hearted as they come. Slle's not 

gomg to JOin WIth a Paladin {a D'edormnately 
'good ' characterl. It gives ,t an interesllng 
twist, a real D&D feel, rather than JUSt 
of/ellng 'van il la' characters to col lect." 

person may endear you 10 less 5avoury 
,ndividuals later on 

Without laws and social ru les, society 
becomes anarchy Thus, antiSOCial acts, 
from violent behaViour to the cu lturally 
unacceptable, are reviled, With in a virtual 
environment. such concepts can be judged 
in terms 01 good taste alone, AA adU't who 

commits murder Within the conlines of a 
videogame IS oot a muroerer. And what IS 

KGB LEISURE SUIT LARRY MORTAL KOMBAT 
Obs<ure Crvo po;nt~nd-dick adventure 

with JTIO'o'ie.Iik. plot. H iI exioted M . film. 

"'ichul calM would no doubt M • 

rypiully iNrpproflria!e proIaS""irt 

One oI!M oIcies! gaming fran<hiSM, 

[ .... n!ially I .... <orn.dy !a'8"'~d a! 

a ~rmly ma l~ audi-enct, LSL f~ in 

juwniit humO<o" YOII!ove ~ Of h-Il~ ~. 

-" 

Not ra!ed for .r~ yet p.en. 15 

c~r!~iute "" homo! rele ..... Despit. 

it. edid 01 gor., "'I( pal ... n~Xl !o the 

gre.t~r poi ... 01 m. su_ Rghm ... 'i .... 

£DGt!!:"n ... 
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S,IIJIIIWtllWords, upllclt ylolenc • ... Kingpin's relus. will cerblinly (ourt. lood dui of (ontnaversy, .nd 
the VirJin/ lnterplay (offen will bul,. 10 ~fl.d thlt f,ct. XliII.'. du", 10 crute .n .dult lame is intllluinl 

'!IOult' Status but the freeoom 10 ma~e 

a greater number of choices? COOSldefiI1g 
mat, should VIdeogames oes.gned for 

mature audiences al$O ottef " greater 
degree of choice? 

~1f·Life IS a game that makes more 
Inan a passmg nod towaros the concept 
of realism, SClence·fictlOn storyl,ne and 
all Its maps are populated with friendly 

NPCS deslgne<l 10 be reasonably 
authentIc; 10 conve~ w,t'! me player 
and to react to game eventS. AlSI as they 

.re wlneratHe 10 attaCks by H41f-LJfe's 
IT\81'ly aggressors, they can &ISO be 

harmed by the htJman partOClpant SUCh 

benavlour. however, can trigger a 
response from valve's code. If a player 
shoots • scientISt In the presence of a 
guard. for example, the guard will attaCk 

the p&ayer In other IIlstances. shoollng an 
'Innocent' SCientIst can result In the game 
endmg. as that character IS needed to 
open the way forward 

7Urok 2 rather glorifies its ~iolent 

CO!'1tent - as anyone to Il3W fired me 
cerebral 80fe weapon WIll atteSt - Dut 
WIth one nnportant dlstlrlCtlOl'l . 115 DaOOIe5 

are monsters, fantasy creatures.. The 
eoonymous hefQ IS r!!Qu,red to rescue 
human CIlildren, Ilowever. ShQOt at ttlem, 

though, ana theY rem.un unharmed 
Furthermore, the game 'rules' do J1Qt 

address the 8nemPL 
·YOI,(ve set up a Situation, a Virtual 

enVIronment for people tQ piss arOUnd 
in: olfers fOenn. "and you completely 
damage tile consistency by J1Qt alkJwing 
tllem to do things. If you're going to put 
fuctmg guns and klCJS together, ~'s 

IOeVItable that people are gOnlg to uy 
and put the !WO together, ISln 1t1lha!'S 

the whole point 01 InteractlOl'l, and 
eXpe1'imentlns as 11 player: 

Thllt doesn't mean that people sIlould, 
or even would der ive any pleasure from 
shoohng cMOren ~thln a videogame 
The poont IS that, flom a purely dlnical 
pe1'spectNe. It'S a Ir&etule ill the reahty 

of the 1IJrok 2 world. "ThIS IS the 

problem With re~'sm talong a hold at 
the moment." eonunues F'enn. "But 

you could Ik1d something Dlzarre if you 
shootlhe kidS, something splritual- 'T!1e 
Hand Of Goer That's ~f If you shoot tile 
kids, God smacks you dowf1 and says 
'That's EVIli' [Laughs)" 

Should mature games. If the pmople 

fJlS the blueprint in QuestIOn. also offer 
'good' choices 10 complement the 'been 
would a firstperson shoot 'em up be 

enhanced by tile add,toon of, say, a 
tranqu ill iser 8trn1 

"I'm J1Qt sore thallI's our)Ob to make 
the modern-ciay equ...-alent of AeSOp's 

FabIe$: says Garcl. "or 10 tact. on syrupy 
moral statementS In an Ameocan soaP 
kind of W<I'I I trunk games are not about 
maklns perSOOlll statements In the same 
way that maybe films and I'IO\IeIS are. 
Games are abOut letting someone 
have some fun In a Itttle wor1d you'v.:! 
prOVIded for memo I think it would be 

wrong for us to treal that as an 
opportUnllV 10 try to enforce our own 
moral at\ItuOeS on people tOO muCll. 

OUr audrence IS much more mature 
flOW than It eYel I\aS been before and 

POSTAL REDNECK RAMPAGE SYNDICATE 
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Probably noI. An awful game. 
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I don't thinK they would appreciate being 
preached 10. Just liKe with films there 

must be room for all types of game, from 
the excessively adult to Ihe equivalent of 
'sesame Street'· 

Penn offers his take: "If I had a 
tranquil liser gun in a game like that. I'd 
go around knockmg the guards oot and 
then do horri ble th ings wh ile they were 
out. NO, the scary thing is, SOITle<Jrll! has to 
cater for every choice. WltIl a more passIVe 
me\l ium. like a book or a play Of a film. the 
outcome is al re ady defil\ed. With a game, 

YGu have IQ cater for different possibilibes 
- v.11 ich means you've thought about it. 
you've actua lly thought about being 

sa\1ist ic. That has far more unpleas.am 
unde rtooes as far as I can see, and causes 
far more prolllems when people are 
looking from 1he oots;de in,· 

Arcade frequenters of the past ten 
years wil l recall the 'Winners Don', Use 
Drugs' message that adorned the Iront-

new elements to an adventure game 
'\I\'l1at happens il I snort the coke? \I\'l1at 
happens if I dOfl't?' somet imes you could 
do that and your performance was 
completely rumed, and you could lose the 
game, tn other places, it could open 
optIOns to you that weren't necessarily 
there before The rea li ty, as anyone who 

has taken drugs mows, IS that it's like 
thrOWing dice: it can be good or bad. 
That's what we wanted to reflect In the 
game But we did understand that we 
ne€{Jed to offer a route through the game 
where you didn't take drugs..· 

CREATIVE 
CONSIDERATIONS 

'Taste is the enemy of 
creativeness' 
Pablo Picasso 

"I think that if you wam to be unpleasant. 
10 imroduce 'oou1t ' content. It's better to 

assailants In order to progress. So how, 
for example, could such a game - deSj),te 
countless, desensit ising COflfrOfltatiOflS -
hope to establish that a particular act of 
IIiolence IS bad? 

"Think about the ear-cutting scene in 
'Reservoir Dogs': offers Penn. "It's not 
particularly graphiC, you don't actually 
see anything, but it's vel)' powerful. In 
a vldeogame, it would be hard to make 
that anything else than graphic. It's a lot 
easier in the Cinema, because shifs 
happening outSide of your view. If the 
same occurs in a vldeogame, it's depri~ing 
a player Unless, of course, it's not an 
interact ive scene .. . in wh ich case, It's not 
a game any more " 

I!'S no mystel)' that the FMV sequence 
remains the plot-advanCing device of 
choice for moSt developers. But. as penn 
states, thiS is not 'gameplay' It'S a pass ive 
aside, a cinematic 'update' divorce\l from 
the game proper 

Althollgl! uprened in 
• relatively simplistic 
style, 8o/dur's Gcrte 
. ,IOW$ pl.yers to 
m.ke their own 
choicts. Players an. in 
effect. commit mllrder, 
Is sIKh freedom In 
'Idllh' conceptl 

''I'M NOT SURE THAT IT'S OUR JOB TO MAKE THE MODERN-OAY EQUIVALENT OF AESOP'S FABLES, OR TO TACK ON SYRUPY MORAL 

STATEMENTS IN AN AMERICAN SOAP KINO OF WAY. " GAMES ARE ABOUT LffilNG SOMEONE HAVE 
HAVE SOME FUN IN A lITIlE WORLD YOU'VE PROVIDEO FOR THEM" TOBY GARD, CONfOUNDING fACTOR 

end of many a game, SOme will also recall 
NARC, a loud shoot 'em up that saw the 
player slaughter syringe.toting add icts on 
hor izonta lly scrol ling streets, Drugs are 
forever celebrate\l and courted in popular 
cultu re, from movies to music. IS It 
e~cesslve ly wrong for a game to fea:ure 
similar references? 

"Sex 'n' Drugs was probably too 
subversive: offers Hare. " You'~e got bits 
with people smoking pot, taking drugs and 
hal luc inating. There's no smac~ or 
anyth ing like that. They're just snorting 
lines of coke, smoking, drin~lng - nothing 
you wouldn't see in a mO'Jie, It didn't 

particularly glOrify it. But it introdUCed 

SOUTH PARK 
ftorn tdu~ .,.r10011!0 !~"'u, Quok~ 

• • n.nl Nin!endo'$ !ellinS ~~ i< 

fir more ~11hi<1 Iny oUlhrrMCh 

...... rins...won rhi< misht offer, 

be subtle about it: says Penn, 'People 

are less liKely to moan. This is the 
great thing about censorship and the 
Hayes code In the 19305, where they 
imposed all these fuc~ing restr icliOflS 
on movies. It was a great thing in many 
ways, because it encouraged people to 
be far more in~entlve: 

In the absence of sexual or risqul! 
cultural content most games are 
gratuitous in one respect alone: the 
depiction of violent acts A shoot 'em UP 

offers a milieu in which a player offs 

The death of Aerls In FrMI FanrasyVlI 

IS depicted In an FMV sequence. ActS Of 
Violence withm FFVlI'S combat sequences 
are light. cart(lOfl-like events. Sephiroth's 
act of murder, though, is expressed in a 
far more graphic manner, hiS sword 
passing through AertS 'S body, 

"The thing about the death of Aeris is 
that it'S the one act wllere you realise that 
sephiroth is beyond saving: enthuses 
Clarke "He is the bad guy - and he's so 
cool . For me, you want him to be a good 
guy. You want him to turn at the last 

Half-life's u · it-happens story is. in many senses, no more sophisticated than that 
01 most .«ion movies, but it5 diaiOC"" and scripted eY1!nl$ are 511rprisingly subtle 

£DCJ€ 7S ... 
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THE PUBLISHER'S MORAL STANDPOINT 
(Killing aod Sadistic violence' EA's coqXlrate line on its decision to bin Thrill Kill 

Kingpin Having the abi lIty to create 
real istiC lactal expressions on the 
fly would only enhance the process 
and product: 

Edl e: Whit I. EKs policy , .... dinl 
, Imes with adult content? 
EA: Eiffironic Arts ~'! piJbIM gdmes 
",tn M Mub Only (110) ,.t.og. 
(d,.: Vid..."lmin( s 'comin, of •• • ' 

h .. mu.i thll some du.Io ...... hive 
$.H" fit to Iddres. adults in I r.th., 
basic mlnn"r. 11Ii' h .. oftu munl 
fflOrtin,10 Ih.N main •• us of 
stimulltion - HI. violence, Ind b.cl 
I .... "'., • . How does (,\ ,.,. ,d the ... 
Sil l' I •• of Ih .... ' . II. d I dult ,lme? 
EA: The ,.<lINI"fI\Y of 001 go""" .re 
r. ted T 01 ' ~, 11oJweom, WI! t..v. 
~ished some games tho1.", roted T 
01 'M' that rnaycont.lln mild 01 ,,,,,",be 

""""'t<.'d ""*'nee, mild 01 stroog1anguage 

and/or suggest"" themes. 
Ed,. : As n_techn.ol"" ""corn •• 
nKlre <Ipable of ,., Ialin, tealin;c 

iml,e..,. where do we d,.w the line? 
Do we Illow more "Iphiully .'pti"l 
,.pr ••• • l.otion$ of nolenet, or muol 
we supp . . .. llI.m becaus., Ifte, IlL 
11 i. onl, ,,"me, 
EA: W,iIe the C4P'!biI~ies '" the new 
nardwore pI.>Ifo<ms will provde !he 
opportunity 10 have mole realist.: imlg<'!)' 
in the ga""", pu~ mu>! ""cep! 
ndMduol re>poe»ibolity tor the content 

they pul>ish ""'" "",ke ""aMble to the 
rnarl:.~l More reakti<: im.lgny doesn't 
"""""",rify t,.nslote .,to rmr. '"'*""=. 
con ais<> mNn rmre '&llrs!>:: footb.>ll 
pIayet<, 1"" .. 1 e...-",st::>nS 00 hock.ey 
pt.yers .nd exdling flight >ims "" wet 
AtlOLn, individual ~ ~ 10 """e 
~ aOO<Jllr.e kind 01 contentlt\e<y 
want to t>. a,soaat..t wnII. 
Edl e: Wh, did El< <hOOle to 
diS<OIIlin ... Ihe Tbrill/all proje<l1 

EA: Electroo", Nt<' ocqul"t.on of ""'Hm 
I nt~'.aive (nten. inment', W",twood oM 

I"';"" >ludic> g""'"' the rights to """" 
than 20 btle<, one of "".ch was Tludl 11:"­
In the coo,se 01 ... "luatlng the t,tIes 
ocquired, we 0e0ded that EA would not 

put>ish TluJ/ I(i/l We ~ that the prod"'" 
doest1't ~ 001 st.inda,ds for ~ 

matte< and a""'''P' .. te coot""t 
Edl e: So Ell" detiJiOll ... d .... 10 
Ihe l ame's <onlenl ,atlte' tlIon 
substandald lam~play 01 cr>dinl] 
EA: EA', de<:;'""" wa, cootent IMsed. The 

foorplayer fighnng eng''''' " ,evoIuti""",)" 
aM _'re exploring wKfS 10 US<:~. 
Edle: Did Ell see the announ<ement 

of Tbril/IC;lr. CI"<eU"tion ••• " 
09POrlunilt' 10 .ppuse pren .. ,e 

I 'oups and <on<~,Md pa ... ftlS] 

mlnll1e, to 'move aWiY"jlrom the dark SIde' 

And he doesn't When '100 realise that he 
IS the guy that you have to I:llf. rt's almost 
a shame. You want to be IlIm. They build 
that very well from the beginning: 

"Frnal Fantasy VII bored me rigid, 
I'm afra id: $,1YS penn "It doesn't Intere!;t 
me at all . Half-We wor~s rar better as a 
story. It has a lot 01 subtleties, a lot of 
underlying suggestion. The best stones 
suggest more than they actually say, Half­
Ufe has, for example, an excellent setllng 
in the research laboratory - wnere 
anything can happen. It'S a great location 
for shit to happen - a real ly tight, 
conta ined en~lfonment: 

Could a character like Sephiroth be 
created by means of play events alone? 
Half-Life and Kingpin suggest so. By 
otfenflg almost subtle, as .t happens 
narrative, they effectively place a player 
tnside plot events. AS gaming hardware 
Imploves, the be l ,e~abi i ity 01 the 
inhab,tants 01 virtua l enwonments wi ll 
also increase. Sony is certa inly bettrflg 
on the development of this type of 
cootent With Its Emotion EngIne 

"The major ity 01 our communication 
as humans comes from the combinat ion 
01 words and faCial expres.s ion," 
contrtbutes Markham. "HaVing that extra 

Side of the pa lette wOrktng will open up 

• 

' -+ 

I 'The o:ontJ1we.rsia1 and wntrivflI 
Thrill Kill: I victim of its tontenl 

Ell: No. We s.mply dodn't _. game 
~ .mosl enurelr 00 'o:tkig ond -..dos!>:: 
¥ioIen<:e "" approf>Iiate for the marI:.~ 
Edp: Is Ihe .... nythinl el.e Elect • .,..K 
Am would lib 10 add ,tla,dinl lhe 

I09K of .dull 1 ...... 1 
Ell: lhe ESRB ga_ ,anng sy<lml Ms 
p<oVefI 10 be highty eflect<ve in gtIIing 
oon'u~ nol"'" of pos,ib-!y 
obteaionable (ooten1. We urge I"'''''t< 
to be in~ in the ente<ta",,,,,,,,, 
d>oi<:e> of tnerr child,en, be" the books 
they read, ~ they _, I"MI<Is they 

spend Ume wah 0< the compute< aM 
vlde<:>ga",.,. they pa.,y. 

tremendous new posSibilIties for 
deSignerS. The opinion mtght be that thtS 
woo't be Significant tn acliOfl games, but t 
thinK that • gIVen the opportUnity - xatrix 
would certainly low to contmue on !he 

kIn<! of game that we've started wrth 

Tech~ogy is not the sole Issue. 
however. "TO an eXtent, games are 
decades away from delivenng the kInd 
of SlJbt lettes that good /r Ims detiver," 
argues Gard "We are strugg ling to 
recreate the scenarios of Slmpl(! formula 
action mo~ies, or the emotional content 
of Disney films- I'm not entirely convinClld 
that story-based games should ever try 

to tread the same space as say, an­
house films. By the ir nature games are 
about puzz les and act ion, and these 
conStderations are much more important 
than the story 

"I don't thln~ they".,., 1I e~er be able 
to deliver a Straight story as we ll as 
non-interactIVe mediums do. Often, for 
a story to work, tt!(! main character 
has to be dOing things that you would 
not do Or would not enjoy doing in the ir 
place, so If you're plaYing as that 
character then the story can't happen 
The sto ries In games are drIVen by the 
gameplay content that we want to put in, 
SO our stories are necessari ly 
stratghtforward, and often a btt contnved 
If there tS a way to brKlge the gap to l ilms 
furthe r, I can't see It : 

Are games, handicapped by their 
interact ive rem,!. condemned to appear 
Irrvolous wnen compared to great works 
01 ficHon or film? Could there be, tor 
elQlmple, af) 'ApOCatwse N<NI on a 
conSQje? "It would be very different. 
purety because games, or dlgttaltoysets, 
are about doing. not vtewtng." says Penn, 
"tn terms of ehc~mg response, stimulat ing 
emotlOfl, It'S go<ng to be different A lot 01 

GTA's 'CioIIr<lnga' bonus. gained by mowing down a queue of Hari Krisll nn: sick? 
Theoretically, no. Most p<1pers miued out on this det.il. Wlwil price Orristilns in GTA2J 

, 

• 



• 
S~,lls need to come from other industries 

into this one. It would be foolish for 
people In thiS In dustry to assume they 
haVe a good handle on developing 
characters and plot. You',e not developing 
passive charaCtlHS - they're active. 
They don't just have to Ioo~ nice, and 
sound nice - they have to be fun to play 
Wlth as well" 

THE FUTURE OF 
AOULT GAMES 

' IS It progress if a cannibal 
uses a knife and fork ?' 

Stanislaw Lee, Unkempt Thoughts 

Did Xat ri. intend from ~he OUtset to ma~e 

Kingpin an envelope-pushing title' 

"Absolutely: states Mar~ham _ "A lot of us 

have grown up WIth the Vldeog3me 
culture. but It hasn't grown up WIth us 
OUr tastes in mo~,es and music have 
changed. but we felt that game content 
in general has remained in a rather 
stagnant 'safe' mode. It was time to try 

to change that. " 

Clarke is of a simi lar mind. "For many 
dewlopers, 11 used 10 be doing thIngs 
biggel, better, faster - that was enough: 
he says. "NOW, the market's ddleren!, 
You 're nO! just sell Ing games 10 15-y1!ar­
old ooys on the consoles any more. Me, 

GOING UNDERGROUND 
'Money is coined liberty' Fyodor Dostoevsky, House of the Dead 

The WIeog"me ~ Mol" ,""""" 10 be I"M 01 it"; ~""'bIe 'ur>delsrOlllld' /r.temi,ies (effectM!ly me primordial soop from whence ~ 
came - ""t thot's onoI"'" stO<;') From pubIic.,Jomain demos 10 s,horf!WJre 8~mes, enlnus..sts I'oQI'\dwide """le _ks 01 code with 1inIf 
nop.. of finaoool '" pMOOo>I ,~~""'- """"" '>Irl1 eflorI'i <h:>uId OO! be beLnled, r>depeodeolly producO'd, low-bWget games can 00 

long<'< - ,e"lisuca l ~ - hope to compell! with ~ c""""",cia! coonterparts. 
"a..a. ;,., me day> of the ST, AAug., C64 MId Spcarum: SO\"! Ion H, .. , 'there wa. fI'IOfe ~~ 01 ~t -.ith the ptJbIi!h.ng 

....".Jd. Md ~~rnes _e cheape< 10 "",I.e. A couple 01 guys C<.lUId <Md 001. g'e.t 8""'" "'. 'lNr. 1(, wtwl ~ ompossible 10<. deveIope! 
to finance t.mseII r><ffl. ~ Ms 10 8" 10 a pubWooor - tha1 8,eat I>iR elM tn the sI;y. The publisher agr~ but 00 the conditIoo m.,the 

8'''''', """""'sly, ,e~ the ""'~ "'. 'decen( Sl~. Tha(, fine, but ~ can lead to rnppIjng a .. t"", compromISeS.' 

In the him and ""'-""' industries, .. lenl ond wortt.y "",teml ~re dr ...... from 'ur><lergrour.d' sce"'" V1de<>g. r"" ~.nd 
~ can "" .. ,nIy employ demo 1l'''''P' and shar_re auIhcwl.. bu1 """e 1$ • hu~ <irsp.l1L1'j '" qwhl'j be1We<'l1 am.lteur and 
prol~ pr~. f rom The e..atIes la OIIU'--(oo_ ... 1 cull lavou",e 'Sad T."e', and fiom the urc>ml"omising 'Romp<'J 5tom~ 
to off-be., Porttshe.>d, <Iet"'""''''t''''' (and a little luck) can Ie.>d 10 a iticaland commerCIal 'ilJ(ce-;,;'" <msic ond ftlm "",r\:.~ VIdeogomes, 
thoogh, lend tnJth to me .>doge lho, ge<UU> " ooe I"" <en! inspiration and 99 I"" "",,1 perspu.t"", 

A btMn~ dire.:tor can. a. 'Tht. F<>eulty' d."""" Robert Rodngu., Ms ,elated, sI'I<:.:I!. frlm for. It'W IOOus.lnd pounds. The ""'JOOI'j 

01 SIrl producoorn ..... r ...... m for""", 1cNJ.-le'y -., the omportl nt distlllCllOO betNeen liIm and WIeog~ is tha1 - ,., the "'~ns 
goes. b<J! W'!h a 'iIigInIy dilleren, empt..,,,. - the """* world is. mge, Creating. videog.me reqtJue-; ~ l ... m (or, """t unIiI:.efr,,,, 
indMdwI) to ""ore on ""';ror1n>en1 from watd1. The fiIm-"",,,,,,. horldicapped by. 00 01 funds, does not. 8oo0Wlng. I"end'. I1.1t for 
• ,.",,. .. ",.~,,., ",a"ue. p;.ce 01 SOCIolI 'omml'J1""" is ~ thong. Boo""""g a PC to WIIle the next Half-Life is qulle.OOIher 

Or is n' v.-1Iin the r.exllffi ~.rs.!he wleog."", indus,,), cooId, potffiU.lIy, hoppen upon the meo", by whicI1 ~ can suppon an 
'undoo-rgroond' with genuine oommercOol polential. from Hfl;<m', _ •• ed Doom .... &"'" 10 HoH·Life's inspired "'" 01 mod~ied Qoo/:e 11 

"""'co:. using.oother~. g~me <ode is I..,rdly.n '''''''''atlOO. A> me r.dustry - . nd "'" ~nes II $<!ppOI1$ _ continues 10 grow, 
many srn..- deveIopme11t IIou>es .... ,~ugg1e la both ae ... a gome """"""""",t .nd tt.. took to ""'~ ~ """'"- A riuMnij mar'<et for 

off-lIle--peg Sdi'" ""8""'" then, " a ,ealisoc possil>bty. 
Su<:h OIl """,tuaul'j could be bo:nefK:iaf to an tr>duSl!y ruled, as n -..., by . (ootr<Kting numbe< of publishing ~ 'M>iIoe 

these ~ I"odu<e "",lI'6tream bdes. w""""be ere.t""", '" the background cooId, polffill.llly, ,,""I' "'" ""'1I"lS~e.m lilies 01 
l00"lC.-lOw. tt', 00 flrght 01 f.onq to o;peruj.1le th.ot garn<'S for "",tu" audoerKes <0<lId 1\oo,1$h uOOe! s.udl circum''''J"I<es. 

Thrs month', P .... tJng B'/ ~ ~e (p6O) explores the type of sa"", productioo cited here;'" more detail 

"MANY PEOPLE. ESPECIALLY ADULTS. RNO IT EASIER TO RELATE TO SCENARIOS THAT MIMIC THE REAL WORLD. BUT IT ISN'T THE 

ONLY WAY, THERE ARE DIFFERENT TYPES OF REALISM, ASSUMING THE GAME HAS AN INTERNAL 
LOGIC STRUCTURE THAT ISN'T COUNTER-INTUITIVE. I THINK PEOPLE CAN DEAL WITH NON-REALISTIC CONTENT" TOBY GARD 

personalty, I get rl1O<e into games tl there's 
some kmd 01 story: 

lechnology Wil l always rema in an 
tssue of development. yet tt IS Incl,nation 
on the PJrt of publIshers and r:!evelopers 
lhat dicWtes the shape and form 01 
game COfltent Slowly, bUl surety, the 
tn dustry is acknowledg ng the eXistence 
of adu lt gamers. 

But sex. violence and bad language 
do not an 'adult' game make There tS 
mUCh more to the process than that 
"Many people, especiatty adults, find it 
easier to re late to scenarios that mimic 
the real W{)rld : says Gard , "but it Isn't 
the onty way The'e are different types of 
rea lIsm. Assuming the game has an 
interna l logic structure tha l isn'l COUfller· 
tfllu ilive, I think people can deal With 
non·reallstic COfllefll. Wh at I mean by 

that tS, certa in types of 'realism', liKe 
~reater attentIon to detail in computer­
control led charaCters, and phys ics 
simulation, are generalty good th ings, 
but tt should not stop us making games 
of a fantasy nature: 

When reduced to its constituent 
elements, the baSIC engine beh ind a game 

can often be expressed in remarKably 
Simple terms. Imagine a 20, wlrelrame 
road woth a crude image 01 a car placed 
upon It NOW appfy Co/in MCRae Rally's 

physics, map layout and joypad controls 
to this simple graphICal ifllerface. The 
button presses required from the player 
are Idefll lcal, success, If1 phYSIcal terms, 
IS achieved by the same means The game, 
however, is a pale shadow 01 ilS lormer 
sell Th,s exercise can be appl ,ed to many 
action titles For an indication of how little 
games have changed in terms of physical 
InteractIon, tt serves its purpose. In 
hrghl ight ing the importance 01 visua l 
styling and destgn, though, rt presents a 
far more interesting argument. 

"It's all down to how you express 
somethIng," otfers penn, "11 you take GTA 

ou: 01 Its real-world context it becomes 
paC-Man The people are the dots, the 
cars you are stealing are actually the 
yellow androgynous blob. BUl you can do 
real ly unpleasant thIngs With symbol ic 
graphICS. YOU could have, lor the sake of 
argument. a pInk blob. And il It'S made 
very clear tha t the pinK blOb tS a pregnant 
woman, and the next col lecllOn of plxels 

• 

' --

tS you Wllh a gun .. there are different 
resolu tions you can appty to that: 

And 'resolution' 's, tndeed, the ISSue. 
For yea rs, developers have merety appfled 
layers 01 technolog,cal gloss to 
establ ,shed genres. More recentty, 

however, the 'adult' gamer IS beglnn'ng 
to draw the attentiOn of pubhshers and 
programmers ah~e, and his 0' he, needs 
are beIng emphat>calty addressed Will 
this lead to more cancellatKlns a la Thrill 

~iII and Sex 'n' Drugs? Possibty. But such 

games are expensrve lessons wtltch 
others have no doubt learned from, 
What's ce rtainly clear is that. as 
gameplayers have grown up, so too 
have game makers. 

GOing on the eVIdence gleaned 
th rough thiS feature, the dream project 
of adult-game producers wou ld perhaps 
be the videogame eqUIva lent of 'Pulp 
Ficl ion' - something wtlose narrative 
tS as engaging as its graphical content 
tS prOVOCative. That dream may be 
some way oil, and I1 the journey there s 
littered WIth some ill·conceived steppmg 
stones, tt WI ll prove a fasclnatrng 
one nevertheless 
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Worth Ihe wail 
n':YJ &11, pra.se tile Iorlllor Ortarnc.ast Had sega'$ 
l:&:J 128b1t oox not oeen ... ound,1hIs month's 
TeS!$Cr~ Soe<:bon would be Slgnlhcantly slimmer 

(not to mentlOO dOm,nate!] by one forrroQ 

Th is month haS Wltrle5Se\l a shocking lack Of must 

buy software. SUre, Get 88SS is surpl1S1ngly erljO'{able. 
and most of tile OItler tlties featured in the following 13 
pages also ofIef no smalllmOUnI of enteruJlrvnent 001 

there's ratwl8 I'IIflI W knOck your head ott. 

YOu'll notICe tllal t/lefe"S no Nlntenoo M software 
rE!W?WeO thos monm, And Other tnan the enrertanng 
buI tet/InQIIy cnallInged Syphon Filler, there's no 
dea!m PlayStalJOn IoOOer erther NOW. belOf! ~ all 
....... Ie .., stallng the 0lM0uS. yeS, seYl'f!lll PlayStaoon 
games alii! a trICkle of ~ blleS I\3Ve s/'lIpped 111 the 
last 30 oays. M. as clanf>e<l to \hIS sect~ threi! 
months 8gO, voo won't IlrKI lhem here because by 

al'l(l large they're Slmp/'; rIOt worth bothenng With 

But thIS isn't w!\llt was I.UP\XIs.ed 10 happen AS 
thiS ISsue was tIe,ng planne<l. the NJntendoo 64 versoon 
of OWKe N was aut!. as were Df/ller aod Soul Reaver 

tor the PlayStal.JOn The PC iJlSo tIad a hugely prOl1\lsmg 
game Sd'IIOuIe<ItO appear Wlthe torm of HOmewOrld 
FrustratWlll't 1'Iowevef, Itlef\'t' all SUpped. And w.tIl the 
excepoon 01 OIJakt I fW tIl apparently no one prepare(! 
to c:omnuI to , new Gate), rlNleW code for all the 

OIners 1$ promosed In lime for next month) IS$UI!. 
Past elqlefleflCe has taught Edlll not to hOld Its 

!)ream, Dot it'S worth outl,n lng the ConseQoe!lCes of 
COOlOnua11y o:Ietaye<.l t,tieS. Yes, ot's nugcly Irrotating 10 
T\8~ 10 W8l\ even iong('J tor somcth,ng that may 
alre!lOy have taken the best part of two vears to amYl!; 

t1ut rest assured that put)hsl1er5 Bre not on tile hatJ.t of 
1lOkl1l'\ll a game back o..wtless It'S ab:SOIut~ necessary 
eons.otr aT, lor examllle- The us g.ant IIM recently 
announced that " expectS to PO$l a s:.aggenng SSS 
moIbOn ((3Sm) loss for the fourtlt quaner, to bII 

follOwed ~ the loss 01 650 lObS at Its HQ nus. 
WOUld you btloeve.. IS tJemg largery ,tt"Doted to 
<JeIays atfecuna OIS planned releases, J\¥\'IeIy TorlS 
AIIfIIhlIaIIOfl l(iItgOOms, unreal TOOrlllt7leflr <see 
p32} ana the RefIecOOn5-oeveloped Dr~ 

Few putlllshers are In tile prrvilegE<! pOSttoOO 01 the 

h~es of Rare or Nmteodo, wrucn OOth enforce 'release 
wtIef1 reaay' ~ICIeS FOrtunately, thOltgh, as rile ma f~et 

l)e(:omes IncreaSingly compeItlM1, p(JtlIlsllen afe more 
wary of reteaSiJllil unfif'jsl!ed product (\XIIeSS " comes 
'MtIt a DIg liCence att.1dIed, of course), aware tfIat 

QUauty software alwayS ends up geIleratJrti more 1OOg­

term revenue- A/tIlot4It " may not ~ them 1\ItWY. 
""5 <IOe$ 01 CCtI'$I! ~ mean tfIat the prner 
on the streI!I ends up beIn:g tne rn.t oerefilCtOf 

The promllinl Homtworld (Itft) f"its to m.wri"UH, Eidos' ~I ReG~tT (untie) lIu yet to 
"clllen rtYiew" blt status, " nd er doesn't ,"m botllered to wpply Edle with • copy of Driver 

Video games on Ihe Edge 
This month 's power plays 
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THmfonrns """'-, 
(PC) H" ... as (PS) seEI 

Ot:$tlOle ~ WllII1lI1i CanwI& Irom Ihe aeator 
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euv, rut snnImets .... De "'!\'eI' iO"'2 '0 1.,110 make 
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GU BASS 
.. 

Playi ng Get Bass with a standa,d jaypad p,aves .,.erlectly adeqUlte, but fo, t,ue a,cade· in·the-home ,etlulion 
you'll need to get hold of Sega's offIcial D,u mcasl fis hing rod (o ntrolle~ which even offe,s m!ld vibration effect!; 

... S odd an aCtMty as fishing IS, 
W It's perhaps OOder sttllthat 

someone wou ld want to replIcate it 

with in the form~t of a videogame, 

Yet, spare<l of its dreary aspects (the 

endless wa iting around whI le fish 

dec ide whether to take the baIt or 

gobble up an equal ly allu ri ng decoy 

amId the countless others dIscarded 

along the l a~e bed) the whole exercise 

becomes rather compulsIve, 

Worryingly so, in fact 

True, plaYing the accurately 

cOJ1Verte<l arcade mode WIthout 

tltan lum,strength WI llpower should 

see you discover the end cred its 

within a few minutes , coortesy of a 

IThe gaming elements are stupefyingly simple; 

limitless supply of continues. Fear not, 

though, for there is a lot more to Get 

BaSS than a quarter-of-an -hour's 

enterta inment. Like sega Rally 2, 
another of the company's arcade 

conversions , SCga has added a 

'consumer' mode to keep olgi tal 

anglers entertained lor hours Taklllg 

the format of compeuuons (furthe r 

subdIVided into five seasons), you 

must bJrtle for bJss fiShing 

supremacy against a selection of CPU 

fishing fanatics. As in real·llfe fishIng 

competi tions, the angler who has 

caught the largest cumulative we ight 

after three fisl1mg sorties (WIth in a 

strictly imposed tIme limit) goes home 

essentially, all you're doing is casting out a lure and 
reeling it back in, hopefully with a fish in tow ~ 

• 

with the trophy. But don't expect to be 

doing 100 much champagne spraying 

100 soon - I10t because this is an 

actiVIty usually reserved for 

motorsportS, but because winning 

competitions In Get BaSS is very hard 

work You'll have to devek>p an 

understanding of the different lures as 

well as when (and how) to use them, 

depending on the fi sh ing COnd itionS 

And Ivtll le tomes on fish behaviour are 

u n li ~e ly to become compulsory 

read ing, an awareness of how the 

atmo5pheric elements affect the 

creatures will prove crucial in 

ootwe ighlng the competition. 

The more, and hopefully bigger, 

fish you catch, the WIder the choICe 

of lures, which are awarded 

depending on your performance. In 

truth, you can prot>ably stick 10 three 

or four types, but as everyone seems 
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Vlsu.lly, it'$ difficutt to diffe,enti.te 
betwH n this .nd the coin-op orilin" 

to StoCk 10 an IfIdIYIdLlaI sele<:llOI'I. 11'$ 

good to nave the freedom ($ choice 
ThiS preference also extends 10 the 
dllfeflng techmQLIt'S used by 

mdlVlduals. While a lure's deSign and 
COK>ur (the latter of which can be 

alternatedl usually dictates a certain 
methOOolOgy for its successful 
appliCatioo. ifS Inevitable that 

everyone eventually develops their 
own techruque, usually With vary1flg 

Degrees of success. 

Vlrtu.1 fishin, hIS nevel proved $0 much fun. Rod in hand. Ed,e now 
enten heated discunions on lurt uu,e and bus fishin, techniques 

Ul\lInately. there's very little abOut 

Gel BaSS that falls w,tt.m the 

DO\.II1danes of a VIdeogame. At least. 
I"lOl ,n the traOotlonal sense of the 

WOIll After all, Its gaming elemems 
are stupefyingly Simple, essentially, all 
\IOU're cmlng IS casting OUt a lure and 

reel,ng It back In, hopefully Wlm a 

fish In tow, before repeating the 
sequence. which IS hardly 

revolutlOrlilry gameplay, NevertheleSS. 

the fact that more IU'TIe has been 

SPeIlt playing Sega's fistllng game 
by the Edgt team than moSt Other 

games In the laSt two months (W lm 
the oIMous e~ceptk>n of Team 

Present.tlon throughout is first-rate. the visu.1 style .nd use of colour 
e_udln,. cleln feel which only Japanese desi,ners seem capable of 

• 

Fortress) perttaps serves as a stern 
IOdlCatlon of the state of gal1lePIay 
valLlt'S in loday'S games ralllef llIan 

Edge'S possobly ryperactlVlty.onvert 

deSIre for something 1a!CI-bact 
But then, when examined 

OOjetllvely, most actIVitieS can be 
made to look surprisingly trMaI. Get 

Bass' appeal hes In the constant 
presence of a random element 
allecMg its proceed,ngs ~ there's no 
way of prOOlctlllg the SIlt' of the next 
f,sh IX how many you'll catch. If any 
The possoOlhty of landing a record, 
SiZed bass Wlm )QIr next caSt alWays 
proves too ternpung an oppoourmy, 
lesultong in a thoroughly refreshing. 

enjOyable and compulSNeiy 

Seven Dui DI In 

TESTSCREEN 

oeveJoperc In,house 

Price' n, ' no IUO) 

Release: out now (Jl pan) 

Some of the J.me'. 
different fishln, IOCIIH.. 
8;15s distribution is 
.ffeded by the vanous 
atmospheric elements. 
su(h ;15 the time of day. 
rain and wa .. , temp 

8)0£ 81 
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MACHINfS , 

Unusu.11y fa. a lame focusing on liant droids, """chines has I urtoonish 
visual style. The nplosion effects only come .nn wIIen SHn dose up (top) 

82 £DeI£ 

O he aim of Machines is nothing 
less than the IIS~ synthesis of 

the fi rstperson action and realtime 

strategy genres. If the resu lts are a 
touch uneven, they are at least 
compel lingly different. With its use of 
mechanoid warriors, builders, and 
scouts, Machines initially appears to 
be little more than a regular POlOt· 
and·cl i6 er With a styl istic debt to 
Mechwarrior, And in the early stages, 
at least, that feeling remains, 

The primary viewpoint is a lofty 
third person one, a lbe~ With worn and 
rotate controls ma~i ng use of the 
poIygon·bast!\l visuals, while both 
the method for comrolling units and 
bUilding bases is standard strategy 
fare, l'ttere are mines to haM!st the 
raw material, research bases that 

• 

The use of shoot 'em up .ction in M"chines is surprisinlly innovatin .nd 
Ireilt to look.t. but is ultim.tely let down by the un.esponsive (ontrols 

reqUire techniCIanS, military and civilian 

bui ldings, and varloos defence turrets. 
BUt that's one one way of watching 

the actioo unfold. 
two other viewpoints have been 

included, one providing a ground-level 
thl rdperson perspective Similar to that 
01 the forthcoming Star Treic New 
Worlds , It's not a wholly practical one 
for general construction, but provides 
a far better vantage point when the 
Inevitable conflicts (d isappointingly 
against sides dist ingUishable only by 

the colour of thell mechanoidSJ begin. 
And then mere's the l irstperson 

view, where the usual po im,and·click 
interface is replaced by direct comrol 

of movement. aiming and firing, 
ObViously, the possibil ities this opens 
up are fantastic: playws can direct a 
whole army of machines against an 
enemy base, then drop rigtlt down 
into the fray, making a crucial 
di fference to the outcome of the 
banle, And, because Machines 
provides so marry diffe rent klOds of 
units - including flying bombers, 
hover grunts, huge mobile gun 
batteries, and humanoid leviathans ­
each player wi ll find favourites, either 
ta~ing comrol of the beSt units, or 
opting for a weaker machine, sa fe 
in the knowledge that the tougher 
troops can look after themselves. It's 

A tr.ciition.l, though zoom.ble, third person view is the most effective one 
.v.ilable. Unfortunately, thi5 perspectin is .Iso the leut speclllCul.r 
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Htr .. two views of the SlIme bue 
ilre displilyd usi lll both the elevilld 
il nd I round-Ievellhirdperson cilmeru 

surprisillg 10 discover that e:o:tended 
perkxls can be spent In firstpersoo 
mocIe WIthout haVing to worry about 

the strategH: siOe of the game tOO 
mllCl'l . And ~'s relre that an attaCl: 

has to be al>anOOned beca!lse the 
computef<Ofltrolled units aren't 
doing their lob prOPerty But men, 
this kind of automation has always 
been at the hean of realtlme 
wargamlng, making it poSSible to taKe 
control of units sPread out over 
traditiooaltop-dOwn maps- Because 
MaChines Is so lIeXlble with ItS 

vlewpclIOIs, aoo maKes It so easy to 
IIlp betWeen them, there's none of the 

awkwardness that often occurs when 
\WO genres are welded together 

AnO )'et MilClllnes never 
caPitalises on Its split personality as 
mucn as ex.pected It'S not the 
swltcnlllg betweeIl game styles that 
creales the problems so much as the 
tompfomlSe Induced by using the 

same game engine throughout. 

Gettln& Visuals to work effecuvery itI 
both vieWS Is ooviousty not easy. ""ith 
the result that Visuals whiCh loot 
great ~iewed at a distance tend to 
blur when VIewed up close, and VICe 
versa. Similarly, the Machmes neve r 
impress as much wtlen seen from the 
remote thlrdperson camera as al 

,ESTliC'ln'I!:"'~---

One 01 the more I dn nced I round units facu off illlinst In lirborne 
Milchine, but the shool 'em up ilCtion is nOI illI it's Clicked up to bt 

!Players can direct a whole army of machines against 

Form~t PC 

Deve\opH: Chlrybdll lid 

Price: ns 

Reins. out now 

The unit types have iI 
wide rilnle of asSllult 
milchi"es ill well ill 
more sublle cr .. !lons, 
such ilS this t lilnsporttr 
Sillvilllnl IClilp from iI 
du troyed mu hl noid 

an enemy base, then drop right down into the fray, making a 
crucial difference to the outcome of the battle ~ 

troop-level. And, crucially. there's the 
complete lack of any subtlety or 
SPeed ¥men dlrectty controlllll& a UM 
- the MeCflwarrlor games have 
nothIn& to worry about here. 

Macnlrres gets so many tnings 
flgm. IntroduClrlg imagmatlve 
s<:irmlsn modes 10 compl lmem the 
campaign system, adding COUntless 
toocheS like the clay and night cycles, 
and utiliSing a superb Collection of 
unit types But while that shoot 'em 

• 

-' 

up element onty forms pan of the 
formula, it ought to haVe the depth to 
stand up 00 its own. sadly that's lust 
not the case, wtllch leaves the game 
in the posltiOO of being worth~ of 
attention for its genre blending, yet 

most enjoyable when played in a 
thoroughty traditional wa~ 
HQWlronlc. 

SenR UI al leR 

, 
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forma l: PC 

Publisher: Rlge Software 

Deve loper: In-hou.e 

price ' £40 

~ elea se ; Out now 

While the design is famili." the visuals a le never fess th.n .mllin" 
spolting slladows, mist layels, reflections and envilonment mapping 

Drimatic explosions 
(above) play a part in 
tile gung-ho .dion. 
Almost everything can 
be blown to pieces 

n rrtish developer Rage has 
1:1 sornethlng of a knac~ for 30 
wizardry: following the viSlJ(!l!y 

explosive InCOfnil18, thl5 new offellng 
tellders even more lavish visuals. 

The deSign is familiar enough, 
using a fo rmula that stretches all the 
way bac~ to Berser)( and Roborron, 

although IOO~lng more akin to com­
ops such as I)(an Warnors and Smash 

TV. one or two soldiers must battle 
th rough the mostly linear levels, 
destroy ing waves of attackers, 
collecMg power-ups (mostly 
overSlled weapons), and occasionally 
saving hostages. The oack of a stamp 
would bs tOO spacious fo r Willing 

down this fo rmula 
But as cosily wel l-worn as that 

concept is, it wor~s fairly convincingly. 
Unlike Incomil18, which used effects to 

-' ~~ 

Expendable looks fantastic, making good use 01 tile latest ]0 card fu tures, 
It even plovides support fOI S3 's texture comp,ession, and bump-mapping 

hide deSign deficiencies, Expendable 
sets up a Simple, sol id stall from the 
outset. By ~eepi ng things so baSIC, 
Rage has been able to imbue the 
control system aM the blasting with 
a decent degree of precision, There's 
never a moment wtlen an obscured 
vlewpolnt leads to tfle loss of a 11/e, 

or wtlen an aim 15 hard to judge 
consequently, it's poSSible to work 

hard to master the controls, learnlOg 
to move, and rotate independently, in 
order to run in one direction wtlile 
fmng In another 

That Expendable k.lo~s so great 
also otMously helps The camerawork 
IS exceptional, and the textures used 

are near works of an, aided by 
coloured lighting. true shadows and 
ubiquitous exploslOflslt's also 
wonderfully free of the slowdown that 
so often plagues th iS kind of title. Th is 
is, in fact. one of the most dynamic 
looking games ever to hit the PC, and 
it nears cOln-<>p quality in places The 
catch is that. like so many com-ops, 
long(lllity isn 't one of its se lling points 

Whi le some may lind it CUIIOUS 10 
expend so much energy pushing 
technologICal boundalles on a piece 
of softWare that disp lays such a 

brazen disregard for game play 
innOvation, Edge must applaud Rage's 
treaunent. PC gamers have too often 
suffered at the handS of O'Ier-fussy 
de~gns, or gl itchy, sub-conso le 

coding Expendable knows elGlctly 
what kind of popul ist enterta inment it 
wants to be, and it goes s.ome way 
towards reaching Its aoms. 

However, Ifs difficult not to look 
at Rage's points of refere1ce and 
wollder JUSt how much more wou ld 
have been achieved had t conSidered 
other examples of full-OIl . balls-out 
shoot 'em up action. Top-viewed 
shooters are notOIlOUS for their lack 
of breadth - you need only look at 
something like Konami's $NES claSSIC 
Super conrra by compallson to, say, 
capcom's Commando Iwtllch 
Expendable more closely apesl to see 
Mw much more potential lies in 
presenting pure, arcade-style actlOll 
from a Side-on perspective 

Expendable may have visua ls to 
die fo r, but it doesn't push them in 

the beSt directions A case of 
what might have been, then. 

five au! of leA 
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In Tonkl;a, the tucup . nd IoU trumpet combo (rilhl) is the p.rtoO-mllk for 
producinl t.nk ~rb, while the pterod.lCtyI with m;ll"el (.bove) is the cursor 

I'!t MA is nlgtllV regarded as a 
I!.I gameplay pioneer In an InclllStry 
wtlidl- surpfls,ngty. for an apparently 
oeatJVe medoa - so often prefers 
imitation to mnovatlon. arid Tan~!lCS 
IS its typiCally!.kewed rewnte ollhe 

realume SUategy fofmula introdUCing 
players to a r!eW conlr~ mechanism 
and a uroqlJe methoa of resource 
management, tile actIOn takeS place 
in a frM:llooS canoon reality With Its 
own set of sheep-dr....en phySIcal 

laws. The Stage IS set, tIlen. /of another 
semmal garrong momeflt, 000 that may 
rank alongs.oe such !LIl\lflg points as 
Lemmings and Grand T/left AutO. 

This time. tlowevef, OMA haS lOst 

its way. r,mktlCS is a VICtim of liS 

own Origina lity, the vita lity of ItS 
approach Dune<! III1der needless 

layers of complelYty and frustration, 
Ta~e. for e!(Bmple. the crane. ThiS is 
the cursor by any other name and 
appears in the early levelS as a naPIIY 
PlerOClactyt.llKe any cursor, the 
crane enaOles you to mteract Wlth 
the game worl\l But In Tankt!cs the 
cursor IS magnetic. 

TttIS IS the key prll'lClpIe that both 

unOerp ns and undermines the whole 
game, because every Other obJect In 
the WOfId is also magnetic - from 
tank partS, to boulders, to sheep. so. 

Instead of jusl Clicking on objectS 
to acllvate them, you must ClICk to 
magnt!\lse the crane ana then piCk 
an Ollject up. men fly 10 another 
Jocatlon, click 10 demagnetise, and 
deposit in the Desired place. AS an 
operation, thIS IS no lTIOfe laborIOUs 

than using any old cursor, e~ccpt that 
any Old cursor ISIl't a finicky 
magnetiC crane thal liPS the turrets 
off al l your tankS if you don't POSItion 
Its n3Vlgduonal stJadoy.r in exactly the 
fight place. or remember the 
direction of your polarrty at all times. 
And, whereas every other RTS game 
prOVIdes a wealth of labour-saVing 
devices to let you get 00 with the 
figtltlng while the AI deals with the 
menial, TankllCS, obsessed With the 
wonder of magnets, makes you 
perform every last chore yourself 
Nee<l some tanks? Then you've got 10 
build them piece by piece With the 

flying magnet Need lan~ partS? Then 
yoo'VC got 10 (lfOp the resources Into 
your fa.ctOlY (or part-o-mallC as It'S 
kno ..... n) by magnet c CO\Inc f. Need 

power for your factory? Even that 
must be l\and-dehVCfed VIa your 
magnetic tOOl 

Ultimately, it'S tiresome. In 
between fogtnlng a tank Dattle, 

clearing the map ana manipulating 

'-' 

TESTSCREEN 

objects, there's JUSt too much for 
you to dO. The sheer effort reqUlreG 
10 carry Out even lhe Simplest of 
taskS IS OUI of all proportlOll to the 
onscreen reward. robbmg you of 
any rcal incentIVe to COI1l1nue 
Persevefance msv be a Virtue, btrt 

after three years In develOpmenL 

TanktlCS' DeS-lgners have 
turned It IntO a vICe 

fur lit .Itn 

, 
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FO<~t Pl.,StlUon, pc 

(PC version testE'dt 

Publish,.' G"mlin 

Oo!vt!loper' OMA Delll" 

Price US 

II.leas.e Out now (PC) 
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The whimslul c.rtoon .esthetlc fln.1I1 proves t ... t , .. ,hies don't rutly 
.ffect the ,.mepl.y, Tllnktics flils, but not bec.use of 11$ "ed looks 
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Format; PC 

Publi~ h er: Ubl$olt 

Developer: c~clone 

Price : US 

Relea.e: out now 

Turning enemies into 
pillars of salt is more fun 
than using an assault 
rifle. The animation is 
also accompanied by 
some appropriately 
powdery sound effects 

A Trinity shotgun is little use against 
the four-armed Geryon (above) 

-:w ngels are commonly viewed 
IiI as goodly and godly, so It'S 
something of a surprise to dIscover 
that ReqUiem's Chief protagonist 
is one of those white-winged 
creatures. EXCept that, in this 
instance, avenging angel Malachi is 
one of ttle rare ~ick -ass variety 

Starting in a tortured spirit world 
called Chaos, Malachi is on a miSSIon 
from the Lord to Stop the Fallen. Led 
by arch·demon lihth, the Fallen have 
broken into the realm of Creation and 
are preparing to bring about the 
apocalypse, Basing its viSion on 
Milton's epjc poem 'Paradise LOSt'. 
developer Cyclone has OOVIOUSIy 
approached the firstperson genre 
in an IfnaglnatlVe manner. It has 
attempted to creale a game driven by 
a concept rather than convention, for 
the one thing that stands OUt about 

A Pitkis, or demon fish, viewed 
through the snipellifle's sights 

• 

Requiem mixes the mundane exrerience of blnting mechs and grunts 
with the more n otic pleasure 0 taking on the ve ry legions of He ll 

Requiem is the way the angeliC theme 
is integrated throughout. You may 
spend the early levels slaughtering 
'grunts', but you can use spiritual 
powers instead of an assault rifle, 
And it IS these special powt'rs that 
ma~e it interesting SOme are nothing 
new, but are merely wt'1I implemented 
- the sequence of turning enemies 
into pi lla rs of salt is neatly animated, 
for example. PosseSSion, on the other 
hand, generates an OUl-ol-body 
experience, enabling you 10 briefly 
check what's around the corner or to 
possess the body of an enemy. More 
stll~ingly, the resurrectIOn command 
means you can reanimate dead 
bodies 10 fight OIl your side, 

The spiritual aspect of the game 
also speeds the somewhat leaden, 
mission-specific plot. AS demon 
bosses exist on a different plane, their 
introduction adds a surpr ise element 

rather than being found at the end of 

a level. An!!, in contrast to the 
weakness of human enemies, they 
are hard to destroy and relatillt!ly 
invulnerable to projectile weapons 

Yet. the main frustrabon with 
R€(julem is that its clever features 
can't be use<! to anl'lh ing like their 
potemlal . As you don't need spiritual 
weapons to complete most of the 
levels, most players won 't use them 
Equa lly, the weakness olthe enemy AI 
doesn't al low your resurrected army to 
do much except get in the way. Maybe 
if Cyc lone ha!! remOlled the guns and 
worked on pushing some of the indirect 
spiritual powers,lt cook! have been the 

Start of someth ing radical. AS it is, 
Requiem sits in the purgatory between 
the hell of Hexen and the heal'€n 
Of "<llf-Ufe It'S good, but the 
earth doesn't mollt!. 

Sil OUI al ien 

, 
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... 5 its name may suggest. Ihls 
IiI Formula one racLng title Is the 

latest 10 boast the Pl'esttglOUs (and 
extort ionate) FIA licence, al lowing all 
of the tracks, all of the teams, and 
every driver (excePt for canadian 
Jacques Vi llenewe, who licenses 
Independenlty from the FIAl to be 
Included, along With 1aS! seasoo's 
genuine names, sponsor·fuelled 
liveries IInd helmet designs. 

The problem Wlth F1 games, 
thougtl,ls the sheer number of them, 
They all nave very Similar features. 
whiCh means ~ becomes dlfflcuft 10 tell 
them apart, un~ one of !hem should 
do something conspICUOOsiy different. 
Which, by IOClu(lLng the esseoce 01 we 
sport to a levIll usoalry assocJ8ted Wlth 
a full,bIown simulation. yet adopting a 
handling model more in tlXle witn an 
arcade racer, is exactly what OfflclBl 
FOtmUJa 1 Racing ooes.. The result 
even With all of the driving aidS 
swrtched off, is an Instanlty accessible 
whLle reasonably authentiC FI game. A 

good Ihlng. loo, as its rather Simplistic 
VlSU8Is were never going 10 wm the 
potvgo'Ial race. The cars and tracks 
have been fa ithfu lly recreated, 001 a 
lack 01 refmement rankles, particularly 

11'1 the spray, spouts and Storm effects. 
A httle more aUe!luon to Cletall 

woold have prevented otller ruffling 
inconSiStencIeS. Wheets WOObUng 
after Impact and tyres bursting are a 
pleasing (and much overlooO:ed} 
adct tlon, but Why oorn the tyreS 

blister after locking up the brakes? 
And why does the pjt seQlJence 
alWays shoW a car In onStll1e 
condition Stopping at its place 
regardless of whether a wheel or a 

Wing has been fTUSPlaced as a result 
of an on·track colliSion? And Ws oDd 

to enter a grand pfix and be offered 
.the PQSSI/)Illtv to IT\aJlImlse tract M'Ie 
(free practice, Quahfymg. even the pre· 
race warm·up practICe). /)Ut only get 

thfee Qualifying laps instead 01 the 
legitimate 12 real drillers are allowed 
More Importantly, all of the CPU 

• 

Format: PC 

P~ bllsl\er· Video Sy"e", 
(distributed I)y Eido$l 

Developel: Ll nkhor 

~. Iease · Ollt now 

Side mirron disr,l.yin,. ttxhnl fllthlr thin . reflectin surflce Irl one 
of $e.erl l dell; s tarnishin,.n otherwise fin t . nd compr, hensi"e,lme 

racers drive exactly the same way­
alld seem to do very little overtaking 
or atlandol'llng of races (either 
t~rough mechanicallaolure or driver 
error). NOW, VOO could arguably 
reason that the first two accusatlOrts 
are oeffect Illustrations of the status 
01 today's FI. CUt the same can't be 

said 01 tile tatter. 1rl1&Ct, Edge can't 
recall the last lime a gralld prUl was 
completed wtthoct a ~ngle Incident or 
retuement something that doesn't 
appear to affect the ritual of racing In 
Off/(;i<JJ FormuJa I Racmg 

SIIII, this isr'l't a bad game by any 
means, it JUSt could have been a lot 
better. While Grana Pnx (and GP 
leseoosl allciooados win run aY/ily 

screaming from Its painless 
approaCllabl lltv, casua l racing fans 
10010ng for an easy route intO the 

worlcl of ojlgltal FI should 
5aYOur th iS opportunity. 

(~II filii" 

Sil DU! Dj len 

An i"'prn siv. l"'Ollnt 
of clm. " I n, les I r. 
oH./ld, I lthoulh not 
In Irl conducivl 10 
winnin, rlCes (top). A 
helicopter lOUI of elch 
ci rcuit Is • nut touch 

• 
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SUrfR SPHD RACING , 

oeye~' In-house 

Pflce. "'S,.OO IUO) 

Releasa out now (Iapan) 

"~~'$!!i ~ '-~ ..... .. 
I ~= -

An Impru sive and 
enJoyabl t twopl.,,, 
option {~OPI: • e,1ove 
l\ltomlllC1 Iy wipes 
the dirt oH YOUI vlso. 
(centre): II.ut pit 
sequtnu (tbave) 

Ed" is 1I0pinl thlt Selll de(ides to 
r.luse I twelked velslon in EUlope 

a Mlclllmpressoons 01 sega's fIrst 
!nOyCaf-based racer are good, 

very good, In fact DeSP'te ItS offloal 

CART (ChampionshIp Auto RaCing 
Tei/mS) lICenCe, rathe!' thaI1 tr~lllng 

OOW!'I the SlmulatlOl1 route, Super 
Spee<J Racing ~rs off In the OPPOsite 
IIlf&Ction, offer ing an Incrwibly 
acceSSlote arcade-style experience. 
The potygonal world IS COlourfut arNl 

detailed, lalttlfully r&Creaung the 
worI!I 01 tnay<:ar racIng. AA!I 
everytlung ffIIJIIeS along ..... th a 
sensatlOl'l of Speed rarely ma:ched 

Ily omer O"VIIlg games. 
DespIte 'ts arcade-IIU! handling. 

a·' of the 27 drNefS are real, from 
tndyCar wonderkld Alex zanardl (now 

In F1) to lli!terans Carl Haas ana AI 
unser Jr, not forgetting of coorse ex­
Ft failures sucl' as JJ Lehto, Mauricio 
Gugelmln al1<l Mark Blunae)) , The 

C!fCUltS, too. are aulhe1ltlc and 
although mostly based In the us, 
SIflgular VISitS are paid to Brazu, 
canada, AUStralia alXl Japan, It may 
surpnse some to learn that only etgtll 

of the ,~ tracks av.3llable can be 

categorised as the dull ovals lIStIally 
assoclale!! Wltn the NASCAR series, 
With the remaining t 1 motor rac ing 

venues IIlsplay'"g a success ion of 

• 

The SI .. rinl is very sensitive, and 
whUe tile frlmerlte Iltern.tn, it 
isn't as irrit.ting as in S~v Rv", 2 

comers more akin to European 
Cif CUlt destgrl (although wi"JI their 
relentless serIeS of 9O--degree turns, 
me !ra!ll\lOf'lal Street orcUIIS of 

HOuSton and DetrOit are Pfl,lDably 

takIng thIngs a I,nle too far). 
The elUSter\Ce of arcadoe aoo 

thamptonshop modes ,s unlikely 10 

StOO you In your tracks, and the same 
tOUIO De said of the laner's ootlOOai 
setlJp OO\lOl1S, avaIlable Delore 
practice, Quallfymg and racIng Orlce 
on · trac~, though, the sense of speec! 

is exhllara\lflg. parllctJlartywhen usmg 
the marvellous m-car perspec\IVe, 
compIete ..... th dirt OOII(l-UP on the 

'VlSOf' HavIng another 26 cars raong 
agaInst you IS another welcome 
aavantage over Other racmg hlles. 

5a!IIy, after an all-too-soon 
running-In perIOd, some fatal deSign 
IlaWS emerge Crucially, the AilS some 
01 the worSt to grace a rac ing game. 
Stop on the track and watch in 

OISDehef as every other opponent 

hfle5 UP behind you, seemmgly 
unaware that a few twitches of the 
Wheel WOUld haVe seen their car 

C!f~te your own, Furthermore. 
0011'1 dart' let one of you' ['{ft'S 

W30der onto a grassed area, as you 
W I suffef from a ridiruklus (and 
near-Instantaneoos) loss of spee!l 
And while Edge IS even prepare(l to 
over lool:: the fact that It is apparently 
ImPOSSible to sP'" yoor car, It does 
mean races can be won t1I SImply 

IWI'kmg your way UP to first place, 
knoc~,"g every opponent out 01 the 

Wf/'I - wnlCh soouldn't uouble 
UflSCrupulouS Plavers. 

There IS mllCh enJll'Yll)eflt to be 

hall from plaYing SSR. BUI you 
Simply ca~'t Igfl(lfe liS few, but 
catastroptlc, def,ciencies. 

fm Dut Bl tea 

• 
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• 

,MARVH Vs CAPCOM 
l ----~------------------------------------------------------------

• 

Appreciably colourful in I 5C1tenshot, it's only dUlin, play that Mo"",' Vs 
Copcom's Clown;nl visualllory - its 60fps f,.merlte - is discern.ble 

n 0 sega's lateSt macnine can 
U diSPlay Sprites WIth aplomb. 1I 

confirmallOll wele neeoea, Marvel Vs 
Capcom's screen-hIgh animated 

bit/naps CO(fooorate the ~ersatll l ty of 

the hardware. It'S ironIC. then. thal11lC 

VJSlIaI I:!XCI?SSeS of capeom's tatest 
act IS an aestnetic ball-ano-chain 10 
It$ combat E!I1glfle 

Reta,r ng tl'Ie tag-!I:!&m system 01 
ItS forebear, Marvel vs C8pcom IS 

typi fied by Its frenet'c ana 
unpredictable gamep!ay The ablhty to 
SW1tch between two fighters shoI.IlO, 

In pr inciple, confer a degree of 
Strategic depth 10 each bout. In 
practice, though, Ihls proves arbitrary 

10 all Ou! the most practised del'Otee. 
furthermore. the add ition of a 

'companion' figtlter who ContnbuteS 

special moves on oommana - and 

TnH! to Ionn. Capcom'l.rtwotk 
Is oystaI dUI . nd crunchy crisp 

se lected at random before a roond 

begins ~ merely contributes 
additional. potentially confusing 

screen furn'ture 
Marvel vs Ga{XOm lavours 

reacllon-based play. QwntessentlBlly 
cllaotiC, and lavounng me most 

nimble fingers, It'S a lar cry from the 
measured, balanced Streer FlJJoter 
Alpha 3. which IS both good and Dad 
11'5 not harll to CledtlCe that Gapcom 

IS pleach,ng to the converted For 

example. dilferE!<1t characters may 

change -states' (lunng bouts. Ryu, tor 
InStanCe, addresses the omiSSion 01 
OOth Ken and Akuma by be,ng able to 

d1ange Ius style of fighung - wllh 
reqwslte JOYpa(I sequence - to mlnlC 

either SUt who, e~cept the emhusoast 

W111 awreo;lte SUCh sublletoes? 
WIlere the game e~Cels. hOwever, 

IS In the imrOilucuon 01 a fourplayer 
mode. capcom's 20 fight'ng games 
are conSiStently bener as mulllplayel 

lare, and the tag-team system 

provides an ObViOus progressoon 
Alttlougli much Of a bout Will be spent 
With only one lignter onscreen, 
spec,al team-up attacks enable both 

players to fight ,n tanOem It'S 

!.II1lortJnate, tnough, that sega's 
Dreamcast /OYP1I(l ,s woefully 

unSUited to the (l8oors 01 Capcom's 

• 

For ma! Q.nmcast 

publisher Clpcom 

Price ¥5.IOO 1(30) 

.. 
• 

The shee t Ilnge 01 specilllttacks available beUats bellef_ But., 
unfortunately, suth utess is an impediment to balanced glmeplay 

si ~-button contrOl system rhe 
ana~ue l ana R tllggers!act the 

dog'tal ptt'ClSlOll that MarVel vs 
capcom Clemam:ls and, naturally, are 

baCliy POSit ior1ed me O-pa<!, tOO, leels 

InadeQuate Without the add,tlO!lal 

purcnase of sega's JOYStICk peflp/1eral 

- rwo, at least, 101' \IS matches · Edge 
would recommena gamers tn,nk hard 

before contactJllg the,r lavoured 

import store, 

AS a coin-oo conversion, Marve! vs 

capeom has few peers. As a beat 

'em UP' It owes more to old-school 
'twitCh' gamepjay than 11 does to, 

say, the orig,nal Street f Jghter " design 
bne/. In feel, 11 almost owes more 10 
the !.hOOt 'em UP genre thalllt does 10, 
say, retten. arid that. ultimately, 's why 
It woI' alJPeal mostly torea/l\ar(lcore 
garners - II'S not a tllle that WI, Degulle 

the mainstream market come ItS ~ 
westem release later thiS ';'ear "L5 

Seven OUI cl len 

Pethap51n an attempt 
to .ppUH tiKlH who 
might I lk fOl' • g, .. ter 
number of fi,hters. 
t.pcom hIS Introduced 
the 'lues!' I\taCk. Its 
01$1: ist 15 prodigious 



TEST SCREEN 

• 

PSYCHIC fORn 2012 
t 

FOfmat. Drn mcllt 

Pul>lisher lalto 

Prlcl: W5,aoo (U OI 

As e multiple,.er ,'me, 
Psychic Force is 
f ntfrtlininf: Most Frm:. 
devotfU wlllltruu1e 
to find like-minded 
opponents, hOWl!Vfl 

9O £DCU ( 

In~, T*'s cor.-sion looks 
fine. IkIt such /!IOOmeIIb lie r.ft -
most bfttIes tHe pYc:e at I ~f 

O Ile bluepnf1l behind PSydI/C 

Force 2012 is refreshingly 
oId·schoolln deSign: It has a trace 
of beat 'em up, in that cio5e-quarters 
exchanges allow Simple punch or 
kiCk oombos, whde its combatants 
fiOOt wtthin tne confines of a cube. 
and tile vast rrajority of Its assaults 
are p(Oject ile·based.lt can onty be 

accuratety Plgoorl·hoIed by usmg a 
common telm in a context that has 
larxety fallen into diSUse It is an 
'arcaoe' game. 

Although popular in Japan, 
western success has ell.Kied the 

buddmg PSyChJc FOrce series 
{Acclaim published a PlaySUlUon 

converslOfl of the original 1995 
arcade mactuf'e here, to an indifferent 
resoonsel Xi12. as a facSlm.1e 01 
Its COin·OIl counterpart. reveals 
JuSt why. Its presentatH)na1 style 
IS that 01 almost every Japanese 
Deat 'em up ever created. Yet, in 
play, IllS an Initlalty ConfuSlflg. 
mystl/yln,g expenence. 

Wllhin a penmelel clefined by 

the large transparent ruDe, two 

protagonists fiOOt freely. Movement. 
via the D-pa<!, sees fighters move up, 
down, left 01 right. PSychic Force 2012 

is, Inherently, 20 In df!slgn Stnpped of 
itS three·dimenSlOflaI veneer,lts basic 

gameplay would SUrvive a tranSition 
to a spnte·based engine. 2012 uses 
three buttons - guard,llght attac~ and 
wong attack - v.tilch can be 
combined to access a var ely of 
attac~s or actlOfl5. From a Cllslance, 

these take the form of projectile 
attackS or DIOCklng manoewres Up 

close. punCl'l or kiCk attacks can be 
accesse<l, a though these are scarcefy 
more comple~ than those of, for 
example. FmaI FJlhI 

AS premises go. PSychic Force 
rlVlIS retrogam,ng favountes In terms 
of elementary CleSIgn, ItS noa towaras 
comple~lty ana OePth takes the form 
of OIJllandlsh altaC~s Indigenous to 
cenain characters, and an Interesling 
power bar system Ttte falte r 
intrcauces a strategic element to 
eacn OOUI. EaCM fighter haS a 'psv' 
gauge, put use of the Strong attaCk 

ootton aM many spec ials depleteS 
thiS meter, COce exhauSteCl, such 
assaults are eflectrvety removed from 
a rtgt1\er's repertoire. II is possible 10 
repleMlsh PSy, but only While 
stallonary (and. lherefore, vulnerable 
10 attack,l In a neal, bafanong twisl 
the upper hmll fOf PSy IS increased in 
dIrect propoltJOrl 10 energy loss. SUch 
an apprecllllOfl fOf the undert10g is, in 

a sense. an appropriate show of 
soIlCIanty by Psychic Fo£ce 2(112. 

langUIshing In the shadow of 

C.lpcom's OUtlandish PvM!r Stone. 

Xil2 appears at beSt a poor tousm; 
at worSt. a maligned, dlSlant relatlw. 
A reasonably skilled gamer can 
expenence Vlrtualty all 1 has to offer 
In a few rowrs. Simplicity can be the 

key to success, but shallow is 
an entirety different matter. 

fin out of len 



TEST SCREEN 

-
,MONACO GRAND PRIX RACING SIMUlATION 2 

Mon.eo (.bowe) Is the only officl. lly IicenHd trick In UbiSoft', Fl simul.tion, 
. Ithoulh .11 of the otner cir(uiu ,vl iI.bl •• , •• 150 perfectly ' . pttHnled 

D here are many s,mll&nties 
oetween the onglna l PC 

\l{!rSion of MQml(;O Grana Prix 
(see E65, 7110) and thiS Dreamcasl 
InterpretatiOn. The most obvIoUs 
is that they both lack an FlA IIcf!rx:e. 
and nowadays. with seemingly 
every other Fl game puDIiSher 
bocISMg one, this is an aSPett 
that perl'laps shouldn't De 
overlooO:ed. It could mean the 

difference between t>elng picked up 
from the shelf or left struggling fOf 
auenuon In the bargalll bm, 

• Th8rU:lulty. like Its PC brother, 
there is an edit ing optKln avai lable. 
enabling you to alter the team and 
driver nameti so that R Bon'l)ras.co 
can beoome Brazilian Rubens 

Banthello. raCing for SIew<lrt m$!e<t\l 
of 'Team 11', for example And,I ke 
the PC verSion, there is an arcade 
mode. a retro optIOn featunng 
vehicles from the 'SOS, ana the 

all-important Simulation offenng an 
impressive amoullt of rea lism relat ing 
to tomemoorary Ft raang. me ten 
'$(:enano' 0Pt10I'lS present In the PC 
game IIavI:! seemingly falled to make 
the uarsltlOl'l, however. ~ wasn't 8 

cruCIal element. by any means, but Its 
omission IS nevertheless regrettable. 

And, whde the anentlOl'l to oatall 

anCI most OIltlOl'lS seen in the PC 
IncarnallOlt have tlaPP11y been 
Included. so. too.l\ave its 

sIlortcommgs. cars therefore appear 
to float abOYe the track. they aU souncl 

The rello mode's poOl bllkinK Ind low Krip Itve l (Ilfl) should Int your 
drivin, skills to the mu, whi le Ihl twoplilyer option (rl,hl) is compeUi! nl 

• 

_. 

Format: Or .. ment 

~ubllsner: UblSoft 

oevelope,: In-!louse 

Price: 'f5,IOO tUO) 

Release: out now Olpln) 

(ililSS ilnd cr,vel stick 10 !yru of the well-modelled (liltS 'ftltr iln off­
IIilek trip, Ind "ildUIIlly dlspelH Ifter iI few seconds of hilld drivin, 

the same, and the COCkpit view is Stili 
armies$. Furthermore_ in DreamcaSt 
form the graphICS fall to Impress, with 

some simplistic slcies and weather 
effects bemg the moSt obvious 
rulpnts. There IS a satisfyingly solid 
feel to the jlfOCee<llllgS, wrth 

scenery build-up rarely noticeable. 
but may look sllgtltly out of place 
0!1 what Sega IS marketing as a ne~t­
generatlOl'l console 

thiS IS stdl a proflClel1t, playaDle 
Ft Simulation title with a respectable 
set of handling dynamics. n's just that 
things have moved (l(I a litt le since ItS 
onglnal appearance (l(I the PC SIX 
monlfl$ ago, and mLS 'o'f!r5IOI\ IS 
therefore unable to match ItS 

preaecesso(s Impact. some genull'\l! 

enhancements - rather than a 
seeningly stralgtltforward port 

- WOUld have been welcome. 

U,t Jllill: 

Six out Dj ten 

An ilnimeled pit (leW 
illtends you I billtle­
sUlrred vehicle (top), 
.nd iI demonstration of 
Ihe ehusls-dlmilgin, 
outeomt of hi , h-spetd 
wheel-Io-wheel con led 
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S,YPHON fllHR 
For mat Pl aySIallon 

PYDIiSM" 919 SIydlOI 

DeWIOjH!r Eide lic 

Re lease . 0111 no w (USI; 

lBA tUK) 

11Ie tller is nol the 
most powerful wupon 
In the I,me, but lis 
si lent quality and 
limitless supply of 
,mmo m,ke It , rathel 
stulth·lriendly oplion 

Clllmsiel than LIIra and u,liel than 
Snake, this lem,ins an en,.,ln, tIIle 

O fs by no means an Infallible 

rule, but Ifs olten possible to 
gauge the QLtall ty of a productioo by 

the QLtallty of Its FMV. And Syphon 

F,Iter's IS. well. dOOgy. to say the least 

The plot sees you tncamatmg 

super·Stealth agent GaDe logan, on a 
rnlSStOO 10 Infi llfate ano halt a teffO!"ISt 

operatlOll ullOer the command 01 

baddoe Erich AAoemef. wno IS 

threatening to Qepk)y & biological 

weapon capable of Wlpong OOt m,brons 
of US ciuzens. In 5hoIt. ,n the usual 

'ooty you can nelp. yClOda. yaoda. 

yadda' routine 

SO lar, noth,ng specral. then. And 
lICcepung YQtJf IT\ISSIOI"I ODesrn 

appear 10 Improve ttungs. e.mer But 
persevere past the poor. c/iched CUt· 

scenes. the uncommonty bIocl:y 

nature 01 the graPhiCS. the clumsy 

COOllol system. the umelirred 

movement of the prWgOI1lStS 

onscreen. ana unsubtle use of DUal 
Shoc~'s Vlbfat/on, and you'll find a 

surpr'SJngty engaging e~perence 

YOU begm eaCh 01 the 20 miSSIons 

with a set of Objectives. but. 

mtere5tingiy. these aiter as you 
progress through the level, so mat 

although you may only Sl3rt off ..... 'th 
two primary InstructtOns. sl-ccessfully 

Oeallng the level may requ ire you to 

carry out a lurther four goals, wtllch 

• 

"-" 

11Ie intrepid G.be un lun, climb, jump, crouch, roU, 1' 'Iet. snipe .nd 
"en JH in Ihe d,rII (courtesy of a nichl yjsion·equippi!d snipi!1 rifle) 

are communicated to you ilia an 

agency operator. IfS not the fi rst l ime 

thiS has tJeen Im~emented In a game 
but .t does add , I,ne sense of PllCe 10 
the proceea,llgS. as well as lufthenng 

your mterest In the rather sim~lSlrc 

p40t . A furtller nIce touch is the 

diverSIty 01 your \asks: you could be 

settIng up C4 e~osive c~arges 01" 

prtMdlng cover for fellOW agency 

members one mInute, and ctlaSrrtg 

deranged terrO!"lsts dOWl' active tube 

lines 3nc1 sqlJanng up 10 a pyromanlllC 

in lJullet'proof armour wielding 8 

flamethr(M'er the next. To label 

'Syphon Filter !IS an mlerklr 

GokIenEyeIMetal Gear Solid clone Is 

unfa,r YeS, there are elements that 

may have been 'IXIrrowed' from the 

afOl"ementroned duo, and the 
exacutoon could have been better 
accompl shed. but EidetiC has 

inlfoduced a few ideas of Its own, alld 
these go a Ioog way towards providing 

the game with ItS own identoty. There 

are yery few games out there 

that can claim the same. 

Six OUT al Ien 



d e v i p 

Game Developer's Conference '99: 3D In perspective 
~ ne of the more obYious trends evidef1t during March's Game Developer's 

~ Confere'a on 5.wl .Io5e was that the ~IT"H!S settor 15 very mudI the dnYIng 

Ion::e behind 3D deYeIopment again. After a ~ of ye~ spenI: assidUClUSly 

coorting the ~Im al'ld posIi'foducbon market, competition for the gaming dollar is 

becoming roefSingly fevered Mo a ~ in the fi lm/post Soe(IOI starts 10 bit~ 

and comparoes jockey to be in p«ne posItIOfllor the expected incn!~ in 'iM1S 

~ about by PS2 development. 

Certainly. the scale 01 the pric:e:uts the Wldustry has seen so 1,,1 tI1IS ~r h.we been 

~Ied. 'MIll !IIashes 0/ 50 per cent ~e. The resu!l IS !hat !he 

~ SoltJmage 3D J,B I"IO'W rurreotly sells fa< £3, l OO, amuod the same price as 

Kneux' 3D Studio Ma\' -long the dI.tmpioo cri the bodgeI user. AliasfW~ hasn't 

been left behnd 1!I!hef, 61JMl ~ Mayo ~ ~ from £16,000 to 

£5,950. Top-end pIice$ have falen as weI, v.C'I Sofr.noge 30 &1Teme I"I(W ~ 

for £7,800 and MC)(1 UnIimIredb a mere £13,950. 

On the battlefront 
'MIatNe the price point, !hough. the ITIIIn tIw!g to emerge from aan-.w'I8 the 

new pl'ocIucts on offer 31 the GOC is that the feature WiJIS Me IatgeIy 0IIeI, and 

improyVlg wortdIcm is the new b.mIefront ~ Ki1eaJ(s JOS MaK R3 15 making 

Bl"eal strides in this area, with a c.ompIet!!ly ovemauled g<ap/'lical user interlace. Al l 

views, menus and tooIbars in R3 are ~ Cll5IOn'1ISabIe, specific screen 

IIyouts can be ~ the list of ~rd shorta.re; ha5 been SIgI1Ificantly ~ 

and ~ Qn ass.gn ~ to a single button. A dunky CUI has been a bit of 

an ~ heel WIth Mat, espeoa~ grven the advanc.es Alias' Mayo has made ~ 

• that area, so this IS all ~ stuff for 1.ISef5. 

Texture unwrap has also been rnprO'o'ed, NURBS have been overhauled, and it 

new ~ surface NURMS (Non Uniform RilIIOI'WI Mnh SmooIhs) has 

been ~ to the package's attributes. Rendenng has not only been COI'TlpIetely 

reworked, but a IecenI deal with Germ.m company Mental Images ~!Iy 

means that MG.( users win get access to the s.ame mental ray renderi ng tedmology 

tMt Softimoge clients have enjoyed for years. Most popu~r 01 ~II with tho5e that 

hive seen it, though. is the addition oi the (AO.;ndustry s1¥dtrd ExremaI 

Referenong. I..IsIr1g X~, iIIb51S C4rI create oo,eas and scenes 1Nl can be 

used in any nul""l"lber oi other Mail files, changes to the$e objects cascading 

through all the files mat cont~in them. The i.ltest texture 01 obt«ts can lhefefore 

~t.vays be <lCCeSsed WIthout any 01 the tedious loggIng. ~g and re-cheding 

oi changes usuatt teq\Jlred. 

Test of character 
,6Jso lJ"M'iIed at the c.oc were new details of Aliasr'NavefTonl's Iorthc:orrung Mo)tl2. 

The original Mayo release was skewed heavily towards charoK"1ef dn lrnatron, and 

KlMtb<', .... I" "'otd 30 SttKIio MU R1 ~"-i' It dHlgnad with the ...... "'\ream _In 

mIncI. TM GUI ..... been Impnwed. ~ey!)oetd tIIoItwts and (:UStomIM* fNWres IddecI 

• ,,-
- ' 

videogame creation under the microscope 

_ .,. GOC ... . __ Orop In jIfk:a for la _ pecb&ItI - 1n ..... _of 

...... _ 50 per c.nt - AIIiosIW . .. hOl II __ ...,.,. 1 to InIlppnClal!w aMmlIfy" 

a significant number 01 deveIopets have so far strxk WIth the company's Power 

A/limall:r rather than m,grate over. Maya 2 redresses the balilnce, the chief 

highlight berng 1Nl Alias !\as m.lnaged to further develop ItS powerful NURS$­

based Attrsan tools and get them worb'lg .,..;aw, the poivgonal woM::rw. 

Based on what the ~ny refers to as a pal!1tbrush metaphor, Artisan allows 

~ to ~ as If they were sculpting in day, as wen as quickly aa:ompli$h 

repeiltlVe tasks such as assigning arIour-by-verte:o: values by simply 'pa inting' 

them onto a wrface. Numerous worldlow enhancements. partlaJlilltt' In temJ~ 

m.lpplllg. t-lIho been fl'lade to the package - there's a fT1!R opened AA, 

.me! the same level 01 bind-dala lagging that helped make Power AnImar!::w" so 
strong in the ga~1opment field !\as finally been ported over. 

Tools for the job 
Completing the tnumwate of new products on show was Nichimen Graphics' 

Mlfoi. the r.ext-gene<atlOn version of the company's N-v,tJrld suIte of ~dltrme 

content cre~tion toofs. Well regarded fOllts modellers, the rea!time speciahs~ 

headed up by Nichimen and Multlgen Paradigm'S O~tot, IS starting to make 

a serious impact on the establIShed market as delive1y platform capabilitres 

increase_ MJf(JI features an ~ impressive tooIset and agarn has made 

significant stOOes on the worldlow front. featunng dynamICally linked 20 and 30 

editors that ..... rll a!lo ..... artl5Ci to wOO; on multiple obiects in multip~ WIndows 

5lmukaneously. It also has a brand-new channel-based non-linear anImatIon 

sy.;tem that has drawn favourable cornpari5On Wl\h SIde Effects' extJeme!y 

powerful HouOltli package. 

For an the current actrvity, pnsrng development te~ms away from !herr 

current software rem.lins a dlff..:ult!as.k. Economic costs, Including \raIning. 

start at around E \3~ per 5ea~ and time penalties lire ~rgely mcak u\abje. 

However, the grOWIng feeling In the industry is that PS2 development could 

force many companres to step back and take a long look al !heir establistMld 

setups. The potentral !idles are therefore mass.rve, and wh~ software thorce, 

as atways, corr.es down to balancrng budge~ runction"hly, suwort, prodUCIMty 

and creative edge, It looks like those sales are going to be chased harder 

than ever 0Yef the next couple of years. £ 

• 
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The tnals of a start-up developer' part ten 

Me!' co-founding Lionhead Studios with I\!tEs Mofvnew, Oefnis Hassabi5 5et up tWs own development 
house, ElWf Stucim.. This lI10IUh he rubs shouldffl oMth the ind...stry's brightest lights in Canoes .. 

l d the pod times roll 

"No! to long ago. ~ rou IoId peoclIe rou 
~ ~ games yoo'd,." a ~ 

that we<1t something along the lines of be.trd.; 

'onot" Cl' '1\0 ""ta: I suffefed~ 01 ~~ ~. school 

.-.:I c:oIeS" abooIlI; IW'J of rTIJ fnMc:k b.n:I DUI ibou: IM! 

~ (~ to do ...... ~ fTWId) .onc! ~!he CI:lrUp( 

so hU-cus they'd INp .-..nd t.Ib1a -n ...... on the t.e.I ....... 

mognory ~e>t swords ..nIe shoutong. 'PU; 1'M>I Ft.ts twoI' The 

inIereoce """ de.!<. 1_ ~ s.od 

In the !fit two ~ the g,!IT>e5 indusIry "' the UK Ms doJbIed 

on ....... .ond is now ...:11th """" tI\iIIl. billion po<n:Is. In terms 01 

.......... !hot pUIS ~ v.eI ibooe conema ond I'I(f t.r ""!he ........:.-.:1 

¥Ideo in:ltsInes. ~ rra+.eons by Sony .-.:I .... 1qe SUCCl$S 

of !to! ~ '-""",the industry. ~~of 

Richard aCld.toa,o. HcJroo,o _ have ~ 

B.rl; in Februa<y I ....as "",,"ed to toIi<lIIthe Milia snow "' Came. 

hIS honi The ~ I bnI ~~ _ lhMthey.....o. a 

bo.wdgame .-.on 01 C"","",""*,, to het> "' the ~ 01 It-.. 

game, It' •• cool odea and iI rNIIy toaJs,eo; in 011 the gamepIay at "" 

Nr1y u.se. ~'~ also. ~ """ .... ~ 01 ~ that rm 
"""'¥ P'I on a.:.... ...nidI IS "'" .......:j ID Iool-a. 0It..r 

IYP'" of pme5 kw ....... IItri. ~.-.d lIadoocna1 

RP(6 in ~ n undenau.<! by a kx of ~ on the industry. I 

!lri1h5 fIPPI1*h <.on pay big ~~ ....... ~ 

to ~) and IM " "I'P"""'" on !!-of, ~ Commondos ;M¥.. I 

~~~ B'me<...-.i r"'!done",soncefirst~ 

RMe St!7 on !!-of, ~ and then Lose' Sqvod 011 rTIJ old M'>ga. 

The WsI; merri>e< 01 the PiIIlf'I_ c:-. ~, ....to made 

TOmb""".l ~ ~a FtO i'om~ c-.deociM 

1Nl ~ _"t kw him ond !!pled kw pnes onste.Id I thnl. hIS 

~ IS I'eIIeaNe 01. patten r""! rooIad ITOOIe and ITOOIe CMer 

!!-of, WsI; ~ 01 ye«s. ~ ora !hey wooId IIwe been 

"I was suddenly struck by how fast everything has changed , 
The glitz and the fast cars where did this all come from?" 

n-_~_kw!herdJsuy,ond~....as 

IM """" ~ then III MiiI. One '"""'"'& ~ I _ 

~ 'ilnrl byho;N.tt$~' ~ The gIitI .00 !he 

tOSl """ - ...ner" did". tht$ c:t:lIN troml More~, -Mlefe'S 

~~? AlongsIde me on !he panel ~t the snow_ ~ 
Ger<iM (l!eic~ Ipoo ~ ~ (l'yro) aro:I(,oynRun'wnefy 

(c-). _!hem ~ fTIAdo H:wr-mt CI:nmard:)s 

ondTOmb~alOwyl_"""""'''''''~1 

neectl~ '-~ Ih:>usI\ illS rou CCiUIa\~ ...- line """" 

down-I-.rth ~, ~ r."g., att.!I and (:QITWTlefOI/ ~ 

<>one 01 !hem ~ to hM: Ioslthe plot Best 01 "., III hefn 

they're d ill tdow pmers. ftItget the fa<t """ ¥Id fiI ~; 
the ~ \ill; _ ibou: ZeIda. 

Nt:. Ga<den IS hugeI<,o 1ikeabIe>.-.d his SIQry IS. cool one. 'MIen 

""was 15 he_-.obrc on. yogIu1 shop. [)om t.IolIInO;. now 

...a ~ 01 EA. turned l4' on. bled ~ Nt:. ~ 

SlId 10 Iwn. 'Y<hateve j'OU're doona. toke me ...... yoo: "-s. ~ 

"" so< hIS Mt break "' the industry .. ~ tester These days, still oni'!' 
aged 24, he Ms his ""'" company (Relic) ond IS CIJIfeI'Ct,t SIttong on 

one of the tm...t g,!IT>e5 of 1999 

~ 'NI! swd.l4" 

tn.ndshp. and ....... he arne 
to London recemIy __ QUIt kw 

some t-r. lIIthe Spcns ~, 

IgMcio ~ 00I!eI1S aI50 

~ ~ on::! I !Iri his SIQry 

IS --t ~ Before-... 

l4' Pyo "" ''''' • di5Inbo.Ir:wI 

ccrnporI'f. M "" aeIIi .. hIYons 
SO!! up Pym IWh his brtlftI; one 

day !hey realised they noeded a 

~ '" "" deOdec! ID ay 

• 

swaIowed l4' by !hi! ca, ID -n: on doul-. ~,.. be5I 

auodenw:: prtI8'~ "'" <=.-.g ID""'" in tie III"'ItS ~ 

....-.:I.1he p/lyso:s, .... MId grap/'ID in II""Ie' beawne n'IOr<' 

sophsbclIIed. Kaderr.: lIaning ¥Ill beawne ~ .mpooant 

In Ia<t in f'Wl'I _ !!-of, game:I indusIry .. ~ ~ ac.odemia. 

~, t thnl. !!-of, da>f-; 01 b8:1g &>le ID t..o. ~ l4' f1 

.,.... bedooom ........ IM moIe'; .... ~ ID. c:Iose 

we ..... .....,,1w:I CU' .....- ID the gmd5tgne CMer the Iaost !wO 

monIhs. AI 'o'iInDUI pcW1I51hrwghDU11t.. ~ c,o. • 
dooYeIopef hM o..dino!oi!ha!..., se! by ""'~. ~ rou t.,;t to 

...-tlhese smtactonly you n.n !!-of, m.l 01 def~ng 011 .,.... 

~~Ovrfitsl~""'SolItheendolM¥dlandwe 

W¥Ud ID net ~ '- C. tu: to do '" -..et Mud! 01 the tdollonShip 

,-".~.-.:Ia~lSbtiedonll'llSlnso. 

...-. kx ID us to gel oH 10 • g:x>d sari ...... Eidos. In the ..-.. I 

Itri. thtv ~ pleased ...... wholI we ~ !hem I did faa one 

~ ~, ihoug!\ ......"., tan liw>gsIone dtsc<Mfed our 

"""" t.Jt>Ie foo!OOII t.Jt>Ie and ct-..~ me 10 a matd'I. tan's 00 

me.ao" pIiyer - ne isltlfTlClUr...:llo "- been HuI~. 

doubles chimpoon..all Slr.oe 

Jachcn - buI-..NI • t<!rT'bIe 

_ to puI me 1'1. Good 

bu5O-eI sense should "­

~ hefe; a MDing 

defeallll the I\a.r.ds of EIdoo;' 

d'Mmfn (f1 the flU' of tile 

"'P"'ID' ~ skis) 

'Mdd have been "'" the 
D<ka l'1; .... "'! P 11> dr_ !to! 

ir>e somewhere.lI\oug!l- a 

g.vne " • pme, afler 

al l won s-r £ 
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E 
a!Iier thIS yeM, five ~ 

cl h PM«! DOlt. team 
(fool 0/ whom v.orked on 

GoidenEye) left Ra re and started up !heir 

"..." ~ stJ.do. 'The new~ 
~ oes.an. ~ns 10 ~ 
~ b thene>.1-gene<.n>n ~ 

A de.JI t..s been ~ wrIh Eido-.; 

In!el'~...tw:n ensous FRO's fiI'it!wO 

trdes v..-. be pubished by the UK g.ant, 

wrIh the fwsI gIme e.peded f1 2001, 

After ge!IIIlg tJJpeIessIy lost in 

~m's s.np.e road system (¥"od 

a I'oJ8'! amount 01 bpOIogt5lfll). Edg~ 
fiMIIy trKked down the te.lm 10 crut 
about the<r aspirations. the challenge 
"'-d, aoo kfe after R.!are 

EcI,.: SO why did you lene R'~? 
DHid [)oak; ~ WiI5 I dIfficuk decision 10 

le-. tm ~ sold <Jbout IlOl 

seans Pedec1 oat 1hrQugh 10 

compIeoon, but I blow that 1he ~ Ms 
beellefllll very capable hards. .... 'hen I 

SUlrted !here ~ was I dream come true 10 

worl< /of the people makJog ..n.n I a""ays 
thought were the best games, and also 10 

work on the development 01 the game 

that bealme .. dbssic. But then you st.m 
IoOOng fOI....na1 you're goong to be dong 

Ion&,!, term IOd ~ IS flOW qu~ I bog 
place, ol<Id ri you COOW! 111 !Od yoJfe 

IlOl one of !he peopIto that ~ acOJally 

SUlrtrog ~ up,1hen jOU're never P'I! 
10 be .....aNed irl1hat pM of !he 

busoness. on the mab'lg of the ~ 

and 6rectJn81J111"1'1eS on the future -
yoJfe afNay!i itI'l ernpIoyH:. Aft~ ~bsong 
that you can actuaty ~ games, you 

think. ~ rd like to be comple!~ 

r~ for tt and have more freedom 

'Mth wh.t(s na~lng. 

Ill" Hihon: I !honk [)aye's nghI, II's the 

r~ 01 do!ns someIhong !of 

~ ~'s MIller 10 get 1Nl ",i1hin the 

stnJetlJre of I much brgger ~_ 

OD: I ttunk you I~ feelali!tle bn ~ . """"" 
Edle: Is. system lIS complu liS the 

NGPS. with.1I ttM possibilities it 
oHers. • !IQI")' proposition to 
cleY.lop on7 
KM: Ilhri. _'d be red:Iess ,,_~ 

~.libouI1I. but ~ doesn', K¥e us ­
(s deIinoteIy eooIrIg. 

51ep/len Ellls: lhe thons ... -.. wrIh 

~ 2, yal'i! got aliM atra 

power but VOU'Je stI sang to have to..se 

as m.xh of« as you caort You're still go;ng 
to t..,.,.e to push 1Nl bttIe bit e>::tJd be<:.Juse 

~ 
• 

• 

--

I 
• 

I • 

i 
• 

dyou don't you'", ~ going to end up 

WIIh a Ieaty _agH:xllong 8l'me. 
DO: t1honk also ~ ~ dawn to you. 

For us, womns on ~ WM !he 

tnt!me we'd e\'eI' been ~ in a 
w;Seogame, so Cs ~ a ~ 01 finding 

!he nsf'd people. t1honk it's =ty 
~ 1hI11hey fi! Ifl1Q !he team and 

NI ~(MI $011 of laugh ~ 

""'''-~ .. Itay: [JokJng!yIlI's actuaIy a ~ 

wcmhop. 11'5 no! a gamt"S ~ at at 
Ed,t: How difficu" has it IIftn 

Httln, up tiM: comp"'"y? 

SE: We've leamed a lot There ~re 
hundreds of lrttIe thonss that )'O'J ~ to 
do. and you don't ,know about !hem unti l 

you come up Igairnt ~ 

i 
I 
• 

DO: ~ IS fun, III a WlIf.lI's ~ rll!W 

ecpenence. and II's 'IClITII!Ihong that ~ 
atMys beeo I btt of a bLrl; bo.t ~t­

rl yo.J're wortoang ~t large !hen 

you don't see that part of 11, and)'O'J alw 

t.1ke It fOI granted. 'Mlat information )'O'J 

gtI os ~tobe Wtil ttlisishowwedo 
thongs. this IS Ihe WlIf !he O,IITIp/Iny 

wotk$,' and you kind 01 'XII 'We!, no. I 
VIOIAdn~ do tt that WlIf: boA now we Qn. 

One 01 !he !Iw!gs I fn:IlIl1I&Il8 IS that 

!here ~re a lot of SIlIrkIp\, It's almost 

becomt an almost ~ 1Iwlg now 

IhI1 you see SIlIrt-vp5 comong oot 01 bog 
~~dfte<oneOftwo 

"'""'" """" But tt t.1kes a long timo.. n took 
months. And !he tunny thong about 
tt is !h.Jt one day you ~ to s;t d!mn 

and St.1rt phonmg people and say, 
'You don't know mo.; Of 'I ~ you 

know me,; II\d Tm tIwlUlg of doIflg 
thIS,.tIt you ontere5Ied?' That's jtJSI 

r8IIy Ivrv'ry. ~ -.omeumes 
you do tt and you IJft rompIeteIy 

blanked. But other ~ and other 

po..bIishefs !like )'O'J YHy ~, and 
I !honk we were YHy fortunate to gtI on 

toucI1 WIth Edos at !he time we did. 

11-.ey were \'eI"y different to everyone 
tIse - tt wo)S rtollly SU<prising. 

Ed,e: Do you think it's (omin, to 
the point wt.e .... Ifitonolop is 

Oftrshadowln"ameplay? 

Sf: Yeah. 'Ibu tal. to ~ aba.I games 
and !Iqs end !he &51 ~;n 'Does 
• hr.oe iPn& ~ • haw 5hacbNs, ~ 

.hr.oea.....esll1's!ike, VhI.~.~ 
game1 And yoUre going dawn sane sort 

01 <:hed:is!. IICb1g 1tw>g5 ott: 
KH: I think we were ~ig\1t1y d~ppointed 
III ~ of the publisher. we ",Iked to 

-M1o seemed tOl.1l11y ~ 00 that sidt 
of 11. and they were la! less onterested III 

v.n.tt the IaIJ4I s-e was gong to be 
than ....t.at new, fabo.olovs sIwly tI:wIg§ we 
wooJd be procIuong for it 
SE: !Ill hall h tmw they ~ 'ibN the 
game down; they don~ ~ R better. 
Ed,t: So wMl do you think is 
the molt importlnt asped In 

dllll"ln,.,.md 

lH Ray: {PI:::onts individu<l~ to e.xh 
It;Im mtffib@r,ialJ8hingJ Progr~mm'ng. 

design ing. gr~pIua artist 

• 



j 
• 

KH: I tI'ri. we'w got. fawt,-on~ 
mile 01 people on Iho!; !elm on ~ 01 

wh.;H we play. Lee pI.Jys a lot oIlIight 

simu!.tor games. 0_ plays a lot of 

~ ¥Id woUgy ~ and I like a 
lot 01 '\tl'~egy ~ but I ..tso Ih P'I& 
bad 10 ~ the ok! stuIt I mean. r"" ~ 
p/a'riog "lot oIlhe rltW ~ thaI'~ 

CkII on the P\ayS!.IbOn.l\'s f.~ 
DO: Ithri; we .. kwe ~ GeaF Soit 
allhrugh I only ~ • once. and I thrV. 
that'~ probabIv the (,/1st 104'. lot 01 

~. The most ~ tI-q about 
~ IS that II's leafy JUSt the old 

Doom SIOIy. whodl isn't reaIy a 'ilory ., 

.U. l\(J~ by creabng a style and 
a~ they've managed 10 mak.e 
~~~WA:t.h.lI's 
really I'IIeieSIlIlg. "'" ~ 10 knt;J.v ~ 

ha~ next: Well, 'IIIhil1 nappens next IS 

~ 2rlle itS...t.at happens at the SW!. 

11'5 the Yme that happens" the Will 

1I'rol.'gh 10 the md 11'5 "" ~ 

'WE-€ all BeEn DISAI'PoIN rED bv GaMeS wHI,h LoOK U,aT 

BUT plAY B,div Its a DelicATE M'X· "'. HiltOn 

KH: f'efsonaIy,lrom an arnsts pool 01 

"lIeN, otMousIy you i0oi< olfOUI>d and you 
_ ....toll e!5e IS out there thac reaIy 

mpre;ses you IfIIi you __ 10 w.. "­
so. I w.-If 10 get itS much fIWty .-wfI 
on !here that really cooYi~ ~ 
Ihey'~ on the erMIO!'I('IlffilS that we tea 
!hem 1hey're n Because part 01...,. 
g.lme IS the suspensIOn 01 disbeIe! 

There's the stage v.t.en kids see n in 

the shop and thaI's <.kMn 10 gr~ but 

once you octuIIly gel JlIo the ~ 
there's the stage whe<" you KlUoII/y h.we 

10 $I! down and play tho! !hang. We"'", al 

been d.sappoonted by games whodllook 

gr9t buI play bocIy.lI'sa deicate m"­
OD; IIhinI< Ms ~ we prob..bIv 
8raQu,jted from Rare 'Mth, becausoe IMt's 
...nat Iho:-y olw¥~. and I think they're 

~8y."yo.1renol~ 
and moIIYaIed and ~ then ..,wre 
~ ~ to play It It JUS! becomes " 
lecMoIogy demo. But, on the 0!heI 

h"nd, itS" ~ teIIm you hive 
to have people IooIang out /of Ihosf, two 

{hongo; aoo. itS SIeve was ~ !here IS 

almost! direct tr(lde.off between Ihffll. 
It's lU. 'can _IIOM' It-.- SU'I'S .... !h 

-~......, 

models doons thrs?' and then he says. 
well. yt'iIM.)'O'J can do rt bot)'O'J can 
orVy ~ Ihreoe IIVYS~' $0 !hat 

~Iirnotsthe~ ~ 

)'O'J rrught S8i. 'te!'s ~ 20 oIlhem' 

and tiel S4'/ '¥eah, tNt11ooi<. great but 
SE; R will be a Slil pr:ture. 

DD; " will be a SIIII ~ tNt's nghI. 

Ed~: So have )'O'J seen anything ~ 

the IaSI year....tlo::to re;,Iy n'4"esse<l)'O'J? 

KM: r~ pIIyed. klfd Ht#I..de.1AI nox! 
on ~l I thri.lI's eaIIenL ~ s ~ 
III"IpfeS'SM! - then!' s ~ good balance there. 

They'~ rYy cre.ud all atmosphefe. 

SE; Ap;5rt m.n !he ~ 

KH: !lau!t<sl ....... the ~ ~ 

team ot:,ects 10 tt>e I.I5e 01 jumping. 
SE; For a ~~ same ~ 
_ rMIy good ~ stood 0I.Il 

• 

par.xlo>:; ~ g¥TIeS are pnrn¥ily 
shoot,,,!! g!llTle5, and the repettrYe 

shooting pall 01 n ~ really mportant 

~U5e that's ~ wo:d.s rYy wet in 

that krd 01 same- ,*-", f's reaIy 

5tr1lrl&" ~ n Ot"ott ~ on;tC!JOn 
films. People dcon"1J5I, SO out and so. 
Tm IP"C 10 SO ID the shops" rm IiP'"8IO 
h.J¥e 10 shoot ~ , meet con the 

~ !here and !hen Ihen!'s gang 10 be 

a....no&e load 01 0I:her IM'S (m going 10 

~ 10 shoot 10 get t..d: ~ 

J 
! 
• 

I thonk 1he ""de ~ fi!!ilperSOfl 

games Me stud aI Ne ~ at the 
rnornerrIlS ~ C probably tabs 

qu~e ~ lot 01 w:rl. 10 create something a 
br! more IIlterestiog. (d like 10 thonk _'re 
going 10 ~ someItq..nere people 
..wt be tI'onblg. Maybe III ~ shooonS 
M', such a good !lung. ~ II SO on 
shoo!JotI ew!)«Ie, people are gang 10 

thonk that (m ~ ~ bad per5OR. 

SE; It's got ID be quft moral 

LR: kruaIIy, we're 80'"810 gel MdIY 

~ encIorslng It. (1..a<Jghsj 
KM: I \IwIk f's mp:>rIr( I ~_ 

gong 10 set ~ on • g¥TIe 10 

reaIy get !hem thinblg ~ the ~ 

th!y're t.1bng ¥Id ..trt !hey're tIII<Jng Ihen\ 
no! i.J5I ~TmpnglO!\on 
.x-. here and ~ people at tIw: erw! 
LR: And neom ~ your bedroom. 

[L,lllg!1te1] 

KM: TIfI'ItS "- rntMed 00. ~ 

pUy P"'IeS on 1heo' ~ 1Oton'IS,."... 

"'--LR: Speak fof ~, 

DD: SometImes !he gwIfn«ds .....ndI. 
LI: RoIy1 

fdl~: Is loo much ,"'ism I Jo.d 
thinlo thln7 

KM: No saone is realiwc on the 5enSe N' 
pKlpIe pI.!y VIdeog¥nes beau5e !her 
~ It dww:e to~. Tha(s the....tdt 
poont -)'O'J CIIn p«Mde It realisbc 
e<MfOfIITle!lt fof them on which to do 
\tWIgs chey ..ajdo', do on IUIIife. The 

thing IS, d )'O'J W¥II It tota\tf JeIJIist>c: 

expenenee '" a k;~ shooong 
g.Yr1e !hen SO out and pI.!y paintbal 

n.e.e his to be " level at which ~ 
~ say, 'No. Ihos IS It YKleogame, You 
Sol in It cha,r and ~ pLly' 

DD: I thri. Me(d Gear Soid is a \IefY 

good ~ that IS aI ~ ve<'f reaisu: 
in 5OO1Il way!., and ncredilIv abstr«l on 

O!hers. You go IIYough If,.rod 11'5 It rea4i$bc. 

~~ tho!n ~ SO CUI and come 
b«k and these IM'S hBve reappeared 
agatn because 11'5 It throwbad ID okj. 

srvIe games and tt>e w~ thiOgS worI:.ed, 
The purwn 01 reaWsm be<:omes 'Jtty 

~ on teITTI$ 01 deYeIopmenI ~ 
o!S wet You hBve 10 say, 1ho5 IS M f.y as 
we're gooog 10 go: 
KM: You gel a 101 oi PC games where 

£DO~ 121 ~ 

, 



~ bo.lsI abouIthe p/¥iG eng~ '" 
~caedibtt' realistJc and ~ ~bng 
al'd an ~ CMIIrr stuff tha(s 8OIf1g on. H.!ij 

~ time It seems ~tless beG!vs.e the 
O'>Iefa~ effect you get at the end 15 ...n.n 
you ~ ~ da-,. &nyw~ J\.151 g<Jing 10< 
re~ 10< ~'s Sdlo:.e often doesn't 

get 1he effects you need 10 gener~te ~ 

e>:oterner1t you W¥lt in • g.:vne 
Edp: So what do yov tttink of the 
_ madtlnu from~ •• nd 5ony7 

lOt: I wasn~ ~ by 0re4mcast. 
SE; 11'5 'II'tIII)Wlg v.tIen you go around 

~It..g 10 po.bIishefs ~ are not redly 

ntereste<l 11'1 ~t w mur;h n 
seems W:.e it's ~ f.,;led a~e<tdy 

lOt : Personalfy, we didn't find a le! of 

su~ out there 10< It 
SE; n might take a CCIUpIe of ye!f'S 

~ ~ ~ reDIise that 
lOt: 0' pert.eps • v.!I take off and tIf!n 
publishers v.!I JISI'IP onbo.Jrd There's 
~ that ~ <It the <tal'l ""­
people .", uncertaon n ~ !!le 

1he diw IOd 50011! don't It <tanckn 

flIls on 5Oftware, '" ~ ete does. 
and rl ~ softwate comes out and 11'5 
good tIf!n ~ WoI take off, AI the nomen!. 

the software that rve seen on n n.w,'t 
~ ItS good ItS some top-end PC stuff 

and that's....:;wryong from a c:onsok. pomt 
of _ '!hi! COII5OIe IIas to try to make 

that ;...np M>Nd. 
SE; If you look at the 5pflC5, 11. 5011 d 

Ioob 'ke an 0lAdated PC ~. If we 
were talkong IbouI SIMJng deYeiopo1g a 

same 10< ~ now. what'"s a PC 80"'8 to ~ 
like Il'lIWO year(:nne7 Moo:>r..'s Lwt­

~ doubles ~ \8 JOOIlIhs. W 

11'5 out cJ date when you stan workong on 
,t you're w",tInS \"OUf time. Bu1 we're an 

realfy txCJted by P\ayStatlon 2, We've yet 

to see anvmons 'offic0I', but if everything 
you ~ IS true then • sounds rNIIy 
good. I woo.Ad '-.ked to ';I:'e the 
processor a bot f~ 

lOt: I !honk for us tts e.oIIng~ to ~ 
workons on cutOng-edge SUJtL 11'5 wkat we 
did "I>'IIh GcIdettEye. We <tarted it ~ 
the N64 WItS Launched and we knew 
then that we wefe on 1he very t:..sIthat 

was iWai~ at the Dme. NcM< ...... ~ 

to ~ I!\ that $ltUabOn asaon, when we're 

back worl:mg on the best that's available. 
Thafs ~ dlallenge, beG!use you've then 

got a v.hoIe new set of go.». 
Ed,,, : Would \'OI'~' corffide. 

de\I"lopInl for the PC ..... .tel? 
ItH: It's not our l\ItUfall'loo:M. VW"", aI 

come from Rare. ..00 an! ... ~ 
and ~ people. 

U , It's a rro.'IIllI targoet [\.aughs] 
lOt; 'That too. yeah. I rtwIk we like the 

lad that a ~ is' ~ fixed 
~,ar.d you know...n.n you're 

"'IfO"o:,Jng 10, And ~ you can do someth ing 

deve< on a console, then ~ C¥l 

see It Wth a PC. tts JU5I a qoesIIon cJ 
pkJggong on the ntl<Igraphn (.<Ird that 
('(lIl'ItS along and !hen ~ wkat 

you did isn't deve< ""V ~ 

SE: Also, ItS a general nk, we try 10 <W()4(! 

MICfosoIt software ~ pos5ible. We 

were n!aIt,t MPI1Y ....t.en we heard that 

the P\eyst.lbon 2 ~ Y(5!em 

woo.Ad rutI l.I"dtr l.nJl. 

Edp: TM "udlo RIement Ms 
e¥OIftd lOO, of COUfH .•. 

Ct_ NotJ .. : rm looking iooward 10 

rL On !he N!rrIerodo 5OtTIO! cJ !he we 
reII_weft!,..sI unb<!Iievab.e - I spenl 

KH : SOr'neIIwIg I think ~ was 
a bos contnb\.ong fKlo< tor is ~ 
garTWl8. because !hen jOU realty ar~ 

fightlr18 aga<f1St ~~, olnd it's 
a great expeoera. As that spreads 

woOer n IIas ~te< IIIlplic<ltoons for 

~ game. because then ~ 

II'Itellgenc<! 01 ~ter chardOel"S ha5 
to be beIler and pt!IJpIe <tan to noo::e 
more ~~ ~ IT1(lre 

real pt!IJpIe. You can~ just ~ ~ 

rtJ!"lW18 arOUIld shcubng thongs .. 

r1lr'dom -~ IIiW<! 10 i0oi people that 
!hey're Il'lteIigenl 

DD: Bu11 Oon'I!hok there'~ 5OtTIO! big 
tedvlologv wal!u'lg ~round the r;omer. 

People aren't !lOins to go. 'on, .... ~ do 
40 games flOW bKousetlw would be 
mucI1 b<!tter tt's ~ 01 ~ge, and there 

wiI be refinement and IIT1pIO'Ie"'eft 

Edp: Sony!wos h.cl. rood $t.b 

at conquerinc the mu ...... rUt 

with the .... yS .. llo .... which is 

Mlmethlnlit will olwlousty attempt 

to condude with NGPS. Should SIKh 

"thlnl oct\ltl Do you think we' ll 

flllOln in the long term. "Theft! are 0Ihef 

thongs that II'I~ itdrJIts od-oer than 

..... pong each od-oer out ., vo:leog.;!mes ond 
most 01 that hasn't been explored yet 

OD: But agarn, the dlffrulty is ,n 
integTatlng n inlO something that is a brI 

absu!lCt by rts I'l"Y n.nure. ~, I 
tI-ri. ....,th !he roght degree of rea&sm. 
1he ngf'II SIOrf and the rigtot <lITIOlJ'II 01 

nteractoon. !hen people v.ouId SI¥! 10 

!;Me Iaboo..c:!he dlaraaersJ.1 tI-ri. tt$ a 
dIaIenge 10 by and ~ because that 

IIIOJUId ~ some1twIg IrUtt irono¥atr'II!. 
(die: 00 you think lhe",'s .nythinl 
fund.menl,,11y wronl with lod.ys 

mnsrrwlrt.el,,,me •• ? 

KH: tt'$ frustrating "'""" jOU re...:lllboui 
certain thonss. On the Nmter.:lo [64] there 
wr.; FIFA SOCCt!f and !he Konamr one [/SS 
&f]1 at.wys thought the Konami one was 
far bettef, but you read the \.ales figures 

and you Md CM Ih.Jl FIFA 50Id lour !me 

ItS many. IS ~ down 10 ~ keno:e or 15 K 

down 10 a lot d bdo;........., ~'t kad , 
101 01 ecpenence of IorxbaI games 
tI'riong t's!he better produd? Everyone 

"iT' WORrYiNg WH,N yOu go aROuNd TalKiNG TO p'b-ISHe<S 
WHO a,e NOt rEally iNTER"teD iN dREAMcasT" ,T&hEn EIUS 

years and years gelling used 10 aafmW18 
IT\U5It rnIO a very IIn'( :space. for years, 

everyone's been sayong g;lme5 are ~ 
\le ..." scores now. but ~ ~'t 
re.1Iv been qr..!e there. ~, tIv$ 
1mI! we'"", hrt!he nail on !he head. 

KH: And Ihe5e days more and rTIO(e 

~ '- got much more 
sophtstlCated sound s~tems On 1heor 

names. p/lrtoCUlarty on !heir teIevosions, 

&'od you can ~ get the fuI effect d 
you can ge that rnIO , game. CerIaonIy, 

~we''''~U1doalot..,." 

the '- games 15 10 redly rroake U5e d 

!he sound on I ¥I!I'( rntrgral WlIf. 
Ed,., for)'HfS ""I'fOM'S bftn 
unh .. lthily 10Wftd on poly counts. 

What'1 the next obsession? 

00: I don't th,n'" a'¥)lle is going to mMe 
arrv fl'II!i$IVe [~","ps. Now 

""""'5 a general prolioffi:y. Yoo k>Ok at 

games and you don~ see the sort of 
, aomptteo ICe !Nt you !I!IN in !he earty 

~ rendemg - tears and snrtL 
~ try 10 keoe9l1wlgs tdy ,..,... and 
!hey're begontwos 10 get to grv; wrth 30 

arwnaoon IOd stuff Ih th..l ~ Mf' 

aMrays Pl8 10 ~ foIowong bmnd 1he 
~ stuff, !he computer-generated 

film stuff ~ IOd 11I"ri: we" come 10 a 
Sllge where the li.mbrlg foJOor won't be 
the IXM"" of the ~. it"I ~ IlK" 

amoom 01 tme rt Llkes to ma~ ~ game 

and !he numbef of people J'XJ need 

• 

• 

_ pt the equiv,lent of an 1ft· 

house film within the ,""",I worId1 

KH: rm sure lha!'s goor.g 10 IIappen in 

the ntl<Iltn ~ bec.Ju5e people \le 
us, ....tIo grew up wrth the ~ beo:me 
~ and ~ on pt,y.,g ga~ but 
the games jOU want 10 pLJy dIa"8"'. 

1 tIvnk !ny new «1t~rtaH\ment thmg 
starts oil beong attrlKtM! 10 the ~ 
people IOd then ~ inatures and is attfadrlle 

10 ~ people. They ~ N abolJ: aI !he 

~~~tM"-come 

11'1 .. ceruy" IIIri; \Mlh vidr!ogarnes 
• F"5!he Ymr! ~ ~ <IarIed oil t-.s • 
Iods' his " "s ~ IlIO an adul 
~ There .. -....,.s be a marktt fIr)OSl8 

~'s 81JrTle5and ~ g;IIT'I@:S.but 

there's also a !!IOM'1l! mar!<et 10< rroe 
~ proct.Ja beciIUSe tlK"y"re 

often !he people WIth the 1¥ge5I6s;>osabIe 
rooome and the Ilrne to pLJy them 

(die: 1kII.1ot of ,dult I,mes lend 

to slrftply be man riolertt versions 

of trMTent pn,", Would yov be 

iooId"l at incorporeti"l mor .. 
inlltfllpnt conWnl in yov. ",mu? 

DO: DefonrIeIy, ~ gore. sIhk 15 

!he easy WlIf 10 do "- 0' you "'" puI sex 
on. but I don~ tOOl: !he rerxlmng IS good 
enough tor that ]l..1ughs] 
KH: I tI-ri. we're very conscious about 

oor responsOolity in terms 01 violence ond 
stullllKe that n is a very "'"'Si' rood 10 go 
down and I don't llunk d does you any 

learns thraJ&tr ~ ~ c..n onIv 
be good ... the Ions tern 1Mt mort n 
more pt!IJpIe get rnto ~mM. 

00: But jOU can't sort of '11\', 'I'w been 
pIoyng games for .. ; because you end 

up beong the sort d old far!""""" says 
'Yes. .....eI ~ 'fOAl d been bwugttt up 

~ and pt,yed an these 8<'me5 then 
you'd be able to ma~ a good deci500n 
about them: People should ~ allowed 10 

prd; 1heor 0W'Il enteruunment and ~ ,t 
wtris for them, !hen that's~. You 

taled about art-hoose g.lr'OflS - rd ~ ~ 
rI people cooJd do quRy tIWlg5, buf n 
becomes lhr! _ (OS wrth art..house 

fIkn$ - yor.r don't get: the ~ 
lOt : You I-.:! a Woody AlIen tor the ,.,.......,. 
OD: But you see ~ thongs !hat Mf' 

compIetetr fascinatJng, like that Sega 

~rcade Iishong thi,,!! ]Cel Bass - see the 

DreamGitSl versoon on p60]. Have you 



seen 1N11 You jusl W¥lI to w.mh people 

.. pIbywIg. beI:.lu5e Ih;n'$ an IIO'MlII18 \/Sol! 

of tedlnology. 11'$ ibe fMons. ~'"PI It's 
W1tefeSMg. But ~ .., Japan said, 
'fve 801 a great i(j"a 10< a game, It's a 

.- ~ gM'M!: and someone else said, 
'That's a.great ~ go ahe.Jd and do 

~ - he!e's aI the ITlOOe'(.lt's a test.Jment 
to the faa 1Nl sometIwlg. ~t 

... Sep 15 gorog weI....nen Ihev pn.x:Iuce ............ 
lOt: 11'5 analogllus 10 the car nWwy'" 
many ~ [0I!1fts burst out ~ 

DD: ThIS 15 gorog to be good 

KH: Slay WIIh me on this one 
CompMloes will produce their bread-and-
buttef models. You krow. their 
bog5tandard saloons and ~. 
But ~ r>ON and then ttIP{I be giYtf1 
a bit: of ~ to 8"" 5OI1'"IettwIg 
~ out. You know, Ihey1 proiJa 
their IInIe coup! Of !heir little Va~ 

ftgla. Of Ihey1 do d-oeir ~ 

~ 106 RaI,'e. So. ~ a bog ~ 
~ can produce 115 'itabIemates 
and thongs t\iII ~ in large I1l.<Tb>rs 
then pemaps it can fimnce the more 
txCibng S!Uff like ~ Boss. 

Ed,. : 1t'11.r1y days yet. but 
whit .bout your first projlrt7 
DD: t thll1~ we want to build on what 
we've done beiure. You c.an't spend 

that IITIOUI'II rJ II'ne ttw.kr.g about a 
parocular II'!'VI cl game WIIh:lut 
~ the ttw.g. that yoId want 
to ~Itt change ., It. AIIhougt1 in the 

future t c.an see _1 be invoIIIed ... 

..... --SE: We'll': go! plenty of ide.ls. 

lOt: We've n'IolrliIged to mpr~ the 

pub/lsIltr erough for them to back us $0 

hopefu lly the c.or.cepts and the ode.Js that 

we hM! are sound. We Itun~ !hey are. 
We have 11r6Ci. record INt says _ 

maoroaged ID do, befure. rd ~le to thonI< 
1Nl ~ game ~ Rddic.JI does h"s 
KIrTIe 5011 cl IrIIIOV.mon in IL 
DD: I thInllor lIS, obviou~,_ 

want 10 pi'OITIOI" the cornparry and 
what we're Ooons rxm, but you don't 

W¥II to s~ ,n thal 5011 of ~meIight all 
the lime because. 'I'S not useful. We 

have 10 go arid make a game now, arid 
1 hop.. that ,n a Y"ar or la momhs' 
time, ~ it is IDat_ have 
sometIlin8 tha~s IJOins to ,mpress, 
then we aon~" to show It. BecaItse 

.....n.t's tho! pc.nt of cominB in and 
saymg, '()by, at the ~t _'ve 
SOl IhI5e great coocepts, and t...r.. 
Ihev are for ~ oJ1 the bad 
tal:.rna notes'? So I can tea you ~ 
we art SWlIng trOfT\, which is: we 
are r~ But I CIIn'tt~1 you exactly 
where _ want to BO. 

KH: But ...nen tho! time is nght «]: EdSI will get !he e~,hJsrve_ 

• 

• ~ 



FlLFLE I_Fill I CUTTING - EDGE COIN - OPS FROM ACROSS THE GLOBE 

AIR11Nf PilOTS 
SEGA LAUNCHES A THREE-SCREEN EXPERIENCE 

5epAM1/JAl 

OUt now (Japan) 

.'" 

lIirline Pilots is one of the trickiest (oln-ops ever conceleved. As with. 
~rjous PC flilhlllm, you must ,ully resptd the sensitivity of the (ontrols 

o ne of the most e>:travagant COUH::IpS'" 

recent yea~ AIfhrIe AIols IS the 

embodiment of the dLlectlVe whiCh Seg~'s 

arcade divrstons WO<'r; towards - that 15: oe/I!e 

expenences that are not possible in the home 

The game'~ cabinet replesen~!he gulf lhat 

still elQ5lS between arcade arid home gammg" 

the thr~ sunour.d ·V\eW monitor setup IS 

complemented by two pedals. g61 r and fup 

$WIId1es, thru5t lever and a cetlulll control suck, 

Players Ciln opt for lutomatic 01 m. nUlI mode. In the I.ttn flips . nd 
,un will be tlke" clre of, le.vinl you to s~,r .nd hope for the besl 
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~king Ihrs posSIbly the most ~ coin-op 

ever produced for the mass rmrket. 
f4s you'd expect Wltn such a setup, the game 

,tseIf is hard~ geared towards immedIaCy. In I~ 

U5mg the pracllCe mode before eotemg the 

game proper will be essential of II'Iy progress is 

to be ~ whatsoever. 

The traIning mode r.; bro«.eo down Into five 

separate scenanos - take-olf, Iarod'nS 180-

degree turn. ertgII'Ie trouble, and bad weather 

ooncibons - In order to bring players up 10 

lewd\, and 70 pomt5 must be ~ In earn 
before another becomes i!\Iailable. 

The fuU Hlght mode is lemII1l5Cent 01 

~, presenung coloured nngs which must 

be negoWted to extend pI.lyw1g tJTIe before a 

'IOCCessfullandlng 15 attempled. 

'Mlil!!Atrline Ption uses Naoml i1Il rdware at 

its core, the ~ty of its control system 

makes a Drearrast ~ unhkely. Fans of 

game-; suc;h as train s.irnlla1Of ~ dt!, Go! 

will wnply have to I4p up PiIoc;' multo· 

It _ms ftry likely t~t 
the It,inin, mode will be 
p!..ytd mOf1! IhIIn the fun 
fli,ht option, if only $0 

IhIIt ,.mers tan return in 
,n effort to ~r their 
previous hich-s<ores 

~,. -- .. , ,. 
~ '" 

....., i :J 
~-"'i "" 
Throttle? Ched. FI.ps1 
Check. ~dills1 Check. 
Fluk of In? Check 
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BURIKI ONf IN TOKYO 
-

'"' ,.. -
SNK GRAPPLES WITH THE FIGHT OF THE CENTURY 

s O:onceiwJbIe as ~ IT\o!'f 5eem, SNK'$ 

A latest beat 'em up ISn't a o:>n~flUiI!IOn of 

ItS _-du.abIe SamutO/ Sptrit5, FatoJ Fury 01' 

lUng of FlIJhters senes. Instead, !he company ha5 

opted to p<Jts ItS Hype, Neo Geo 64 hardvmc to 

use on iI temfic:61y arnbmaus figlmng tnle 

offef1ng d neYef.bef~ range of s¥es-

The ,lme's ) D tncint is. 
in essence," reworking 
of Somutvi Spirits Us. 
bot the .ctiofI it 
portr.ys promile$ 10 

The premi5e, sum M ;1 is. concerns a 

fiaruous figtrung dlamplOllShip 01 the <ent1JIy se! 

in !he Neo-Tof:.VO Grapple ~;n spring 1999. 

t~ horn at:JMs the globe Moe gathered to 

take part, bongll'l!llN~1 arts such M karate, 

~tIing. boxing and judo 10 the mIX. along with 

1esser-blown ~ such as Till Chi. Muay 

Tai arld Ta~. A vast number of moves 

fttm Ihese styles can be puled off. and ~ 

¥e ~ alowed to light <itty !of success-

SNK's Hype' KeG GI'CI 64 board isn't the most ('p.ble pllte of coin-op 
hllrdw." .round, but Bu".1 is selling on ,Imtpt.y ,.the. thiln vlt ..... s 

be molt Kcomplished 

~ so many SNK fightV1g prnes. &.o'lkI 

allows ~ 10 negonate 1\A 3D ~ 

and seems 10 place as much ~ on 
grapples. tIvows and ~ tednques 

as ft does more tr~ strikes. tt does tt.s ~ 
introducing a oumber of .,novat;...e touches, the 

fig being the F'I::we< Balance Gauge, whoch ~ 

pIayefs to take adv3nta~ of \heir oppooent's 

cercre cl grlMt'f (the 9Ioner me ~ the rroore 
sw::epclbIe the fittter 1$ 10 a !IvtMr). ltk! second 

IS the Lock Coauge. ~ ~on:e is ~ 

related 10 imrnobiisi1g ~ 

Such embellishments are to be expected 01 

a ~ling-game veleI'¥I such as SNI(, JC;I 
which is PfOfT\lSlOS great things of Butih_ 'l5 

Crapplinc (above) is a m.jor ,.mepl.y element, .nd il obvloully suited to the ch.r.ctltls 
whose b.ckClound is professlon.1 wltstJinc. Thlows (liCh!).It simil."y (on~uenti., 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

• 

POWERDROME 
I -may 'hay"e_ been a ,haRPY, 16-colout exp~rience \lYith primitive potys, but if developer Michael Powell had not tested 
the c~pabilities of the Amiga and ST in the..Jate '8-95, Psygnosis might not later have shot for the st~rs in the 32bit era 

O lie ~ ~ m.JV h.Jve t-n a catalyst on SM"S ...oeogames appeal ~ 

d tt.e. retnaNe. IIIT"IP-h<noum:l ~ ye! for " tnIe !hat __ or-oce I;,oded for 

IlS ~ ~ owes an I!nIlrInlUS drill. 10" 1989 tide crafled tor the Amigd ;n:I S1 

~ <oded by Mrliad ~ v.OO late! V<eII on 10 w::>rk on the Super 

fX-assrsled SNES tJtIe \klrteI' and ~ r«efllly Palbde Sy5Iens' ~ spdU' 

shooteo- I-IoItIr (see E52). Poweraom,. was perhaps a p<Oduct born more of ambruon 

than n was tedv>ok>gv. Because, despote generaMg what rmy ""'" seem like a 

nd!cuIously tom.d engl~ - ~e with ffiOOTIOUS, flat polys and 16 coIoo", oosaeen at 

once -~ attempted to push the \6boI COfT"4)Ultf S';SI~ <i Commodore arwl 

A:.!n to strl!l'lUOU!i Nk. The resu~ _ fA course, , ~ choppy ~ .. which, 

~ some fuodamemaly sound ~ pr(M!S ~ 01 Ies.s ~bIo. to&v. 
HoweYer. !here's no quesDOn ...tl.J-....r1hal ~ ~!he Iounc!MJons for 

...tI.n MS to be, on ......-.y ~ Psywv.IsIs' t:.ggest_ ha. Slap a ~ e.lra 

polys and 1eXUeS on kef .. and thete and !he ~ IS pretty !l'I\Idl on pIaa. 

publisher: El vctronlc Arts 1 989 Developer- Mlchael powel l 
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):DGE VIEW 
The videogame world never stands still. riding the breakiog~lL~vpncing technology. In this regular column 
EdglLPuts the indystr:is..P.JQgress in p:erspective with ai~o.!L.n..v..~lli1YJ~.g(ilieadlines : five years ago this month 

The Taos operating SIst"'": 
revolutionary It may ave 
been, but where is It today? 

11 akmg what oould never be te<med 
dnything 1e5~ th<In ~ bold sta~. 

EdIt isW!' nI~ hurls lIS fun ~ght 
beh ind Taos, a proposed new opeIdtLng 

system with the potenti.J1 w elimirwe 
platform diwej>-'flCieo.;. The new OS is ~ 
brainchild of OHi$ Hons~. aealO4' of 
~m ciassic f~'5 a ~/Iy ~ a 
sad" propOetI<: title, as Toes is 50011 to 
sink v.i!hout tr"",!!. ~ aside, ~ 
(ooceptua l promise of a p<lfa l l~ 

processtng. mu1tllol5>:.ing. g<lme-lriendly 
system is one wild! ~ too much for 
the iooustry to buy ,nto. BlJI ney. theft', 
always ~'nOOws, 

ElsewIlere, 1994's ECTS proves a 
di5<lppoiming experience • • 5 the Islington 
Design Centre is 'nere<!";!h gameplay­
lite titles. ~. an off-the-fecOfd 
f'sygnosis video of. PS-X demo whICh 
goes by the Mmo. of 'Wip<!OUl' stoI:.es the 
furMCe 01 hype beneath Sony's 
forthcoming console. 

US coder John (.,j"""d d~ses the 
next step ~. PC sMr<!W"are ~tle 
na~ Doom, wt,;1e a new gdme c.J1Ied 

TI!ernf: PrNf, developed by FbpIJIou!i 
"e~101 Bullfrog, is pr~ III the ,,~its 

progra"llmer MId. Edge dianSl ~ 
l~rms Hassabis IS ocknowIedged. ~ 

, . 
' : Cutting Edge 

Saturn shows its 
;:-;,: true colours 
~E~ 

RARE MOOl(]NG 
AlRA FlW GOOD 
G/.M£ D£VII.OI'ERS 

Clockwise from top left: SeCI 's nbit console WIS finally shown in 
mock-up form ; Rare began a concerted N64 recruitment drive which 
is still going on today; TII05 creatot Chtis Hinsley; Sensible's Ion Hlle 

Did they reafly say tha t? 

id Software's )ohn (armlcl< on the J~r: 

Did Edge really say that? Te stscreens (and ratin gs) 

, honestly !hUl~ It's the be5l deigned videogame 

hardware arouoo. I WISh I could get ~ on" PO' 

CommenMg on the p<;·X's nse: 'Coukj Sorry oust Nimer>do Pogan' ultima 11711 (PC; 9/10), T1>e Horde (300; 8/10), 

looustry puooits seem 10 !hUlk 1t'5 gomg to happen' (Neo Geo; 5/10), Super Me'lOid (SNES; 8/10) 

from its Iongterm dom,nance of the OIldustry? Some J Fatal Futy 2 (PC Eng""'; 8/10),Art of FigMng 2 

~------------~------~----

PIXEL PERFECT 

J 

.EY.m_gilffi.er has occasion qLm_Qfll.~n!~_Qf_Hl:arkJing excitement, be it the fir5t time Speedball b09ted UR._OLcolJlpJeting_ 
Sabrewuff. Here.J~ElJtertajnment's Dave Dienstbier remembers his 'first outright addiction to a sjngl~ vjd,e.Qgame' 

IT.'ft hen I was yo;Jng. one of the <;OOIe-;t pLK~ to hang out Ul 

~ Omaha Nebfasb (in5ert yo;Jr 'South Pal~.' ~nfluenced 
NebfasQ slande< here, you heathens!) wa5 a pIoce CIlIied WC Fr~nks. 

~ t\3d a re51<1ur.m in one haM aoo a la rge arcade on the other. After 

schc:>cM do.le<l5 of lOOs v.ouId converge there, arld on ~ ~ was 

fi lled wnn families. It _s in WC FranOs that I fell vicum to rrry ~lSt 

outright add'cbon to a s'ngIe videogame. Until 1Nl fateful day, I 

openly .dmn INt I was addicted to videogames in general, but none 

in p.lrbcular rd su""'-"'d Aslerolds, Poc-Mon, Roborron and a host of 

others arld <;Ome -if'( much f>OOfer, oot o~ fine. The first 

fime I ~ Tern~r,~, I was hooked. By the fime I Md 

fimsllfij that fOISt g.lme, I was redLlCed to a glas:;y~, drooing 

~. Each bme I pIi!'fed, I was overv.heI~ by the game's 

• 

'-

simpliCIty aoo balaroce. I was.&' 

on\llgtled by lIS abstraar>ess. wr.y 
IMOUId a little ship be stOO< on a 

variety of differently shaped 'tracks' 

I\o.ning in space1 wr.y v.uuId the 

trOKl<s be floabng there in !he first 

pLKe1'Mlo made them1 vmo thInks 

<JP thIS sluff aoo what are ~ smoIong? Hew can I get some? IImlt 

the IleII was thIS little sIl" of mone supposed to be any.'Vdy? ~ bends 

aoo ~ as I steer it left and nght. IS ~ alive? I don't under>tarld. 

IMIat I do know is INt Tempest still star>d5 out to me as one of the 

best gaming ~ rve ever t\3d fOO' aD the right reason" ~ 
the most important one bemg that It's just dam tun to play:' ~ 

Playing Atari's clasJic 
made Dave Diensibier, 
creativt! diredor of 'cuana 
Entertainment US, 
consider abstrad gaminc 
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(out there) CONSUMER TECH 

Nilkamichi SOUndSpace 8 stereo Music system 
• ~El. 1OO .D.Yltn 0181 863 9117 

~ Net ., the mist'; a \me, Nak.Ynicti WiIS 

the P\""'¥J' a the Me;:: tape decks OIl pI.lne1: 

",rth Then. 'MthcuI w~ s.ome Iou yeiIIS 

~. ~ ~v<Wli5hed_ Th¥IkI\IIy. ~ 

the boys IR;m ~ ~ retlIDed <>Od thei" 

tIne ~ rosnl been waste<.! d the ~ 
8,,~togoby_ 

s.m, the ~ hi-li !»'5Ieffi to gr<>ee 

lIfl'p1e's booge, the tiny So.r.dSpace is ~ ~ 

01 a fM!..OO:: m ~ oM a ~ 

p!eseI AM-FM tune,. 'Mm's'itriloJng" lhat the 

discs _Ioocl.d ~_ 100 ddJy h an in~1 

""l'. the ~·s po:M'eI is ~ by an 

e>tem.!l <lIll*fier boA rlIO the s¥!Sh ~ 
I'ft::h also Sl(.>pies the juce !or the tMl ~ 

(irV:y ~es. Co:nbrled, the system pro.oides 

the k.nd cl. SO<¥ld N powes the ~ is 

IT'OJdl m::te than a pretty face, ~ aklng by 

~ DSP mOOe tNt g;..es the b.Jss and treble d 

delic.Jte ~ IMlen MV>g dI kM-1':lk.rne5. 

• 

.Iamo EXtreme X3M 10 speakers 
• *£79:) a ra _ c:.oot<r::t 013:27 3J1111 

WandI.r aro..od ""y hi-fi ~ ond PJl 

become ;w,</lre of """ IIwlg: acccxding 10 the 

bNrded,~~ci~ 

thefe are <Dt Mo /oIm; a m.rsic 1h.lI de5erve 

to~~htrn~~-the 

dass.::s ... iazz- Now, ...tie ~'s r«twlg 

.....a'l: \Wh Ihese tm.... ct ~ <Xher 

more ~ geM!S "'" often i(pJred by ..... """"""""' 
lhri. ~ ~ th1rt ., celelxalloo cA 

lIS 30tl ~. >Iwno i'Ia5 deS@-.eda!.el 

cl ~ that cater fa those ...no M 

;s.gIe <IS 'o'Id as the ~ LoOOng 

t~ ., \hell ~-.n:l-bIad 1iYeo)'. 'MIll ... 

....mc....r the optioni!I ~ hao::lIes, 

the lBOwatl::OM 10 ..... rmke the 

fo.nd",tiJno; cA jOlX hoo5e shake 'MIll 

throbbong bass, yet rnraculoWy deWer 

ex<pSIIe ~ and mid-r"'"@" 

~1We1, the mid-r<tnge is ~"' 

dIJngef aI geItIng IDsI in Ifods th.n are twer­
bass ~. lII1d the t..ct IN! the tert-«h 
'M:I<Xer cone's bUk I1tO the W 01 the ~ 

(3r\ ~ positiotw1g them a tdd tndy . 

128 €DG£ · _ ... ~>\ott>~~ I«U"''' '''''oIPIf! lO pr=.Moooti<1lUr< ... nob>p<~ .,~~ ...... ~..,_""""""oIocIrorocJ.f''<'du<>< 
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• 

(' Pioneer NS-OV1 DVD 
SUrround System 
• *£1,':;00. CCrltoct 01753 78<I7ff} 

~ yoo lib. I"ll ncrne the ~ it is, yoo sIu.Ad f."'IHaIy 

!!'.tid nan.. <nerrn 'i:e the plague. Bd"C<e yoo I:rov 

rt, p.x bebJed booge gels .... adN by a hcxde 0( Ii'i1I 
~ oM cables 1hreaten to Ill' lOO LP IJI. fM!Sy 

tun - III <;0 yoo can listen to GodziIa ~ 

M¥o'Wten "' COb; DigMI gby. 

Ev!ofyIOOg ~ 'NIIh I'D:lee(s OON ifes¥e 
home ooema outfit Cc:lTIpffing a OlD player, bUll: ~ 

Doby DigiIai P!~. PM/FM Il.nef, SI.bNcder 

and ~ 0( the tinoesI: speakers ever to come OUI cl 

the kn:! cithe rlSngSOA the NS{Nl's a welcome 

~ for sore e,e;. A breeze to set ,"", !he la! olIw 

ndude5 an l.CD 'err>o(e !hilt can be t.JUghI: heN< to 

control o:::d1er pie<:e; cA kit Md. <l5 you ~ e>pe<l 

frcm Pionee<, the pidure ~ is p<I5In'. The only 

~tmen! Ct::I<1'"e <It twre IWh SO<.nd quality. 

W>iIe its deWery <;i ~.o:s is tIIrgeIy • aeam. 
iIJ cl' rich deI<M. -MW the ~ '"" too hIst> and 

~ the spe.1<er. sa.nd as v.-dy as tho!y led<.. 

• 

Sharp Mobilon Tripad Handheld PC 
• JI.n a.eI1ti! illJ( . ana:t: 00::0 262958 

Tl-005e d<trm y.ri;s n.:r..: ill the ludo:. The Phaltom Menace C<le month early, 

~ the size 0( Wales, <'<"od l'1(1l.I, the ShiIrp Tr'pld AI. present there <Ye no 

pIiIos to oeIease this biz;Jlle little corrp.Jtef", the UK, and ~ us, !hilt's a 

c:JYI"8 stwne, lhanks to so-ne p!etty rOIly ~...."..,. the T'l'<'<fs~ 

srn.en can be lISed as. tradi1ion.,ll..plql CO" as a ~ PC rnaIcing use ci rts 

~ 'Mth aoodH ~ ci the = ~ eYen beo::rnes a present.J00n 

!Cd w«h the a.p..y ~ -t from the U5l'f_ HoN a:>JI is that? 

~_ the T~ nn; oItthe NEe MIPS 1IR41 I 1 RlSC processor and 

IS ~ aIoog by :m.t> riEOO RAM....J 24", cA ROM. There'SdM the 

SI.1!ndard RE-2~2 semi ~ PC c.Yd 5b:....J ~b"fush meI'I"OI'f. The 

tut.ro m:xlem Ms the ch,;ous prOOIem ri W'fI.'f11Iy on/y corrW1g 'NIIh a LIS 

a:w¥"IeCIOf, but l¥lIII Sharp gets lis ad ~ .n:l ~ the T~ ... this 

g<ee:"I and pleasanllilnd, the only <hIlra: yoo have \0 gel"..,.. ~ on this 

fIed>Ie frIeod is poppong ~ to vrilllA-do. 5.Yn 5tdn carpiling petJ:r;Ir<S ION. 

ldto ... ~10""" prK<'_ po>oI>Io. .... lor~ ~ chod ....... ., .... "*>rIII pr'" or~ya.-IocoI"""""",, ~_. £DOE 129 .. 
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(out there) REPORTAGE 

That's your money they're counting 
UK: 1\o:or~1Il ~ Si.nOOy Tmes,!he ~ p r:J Brt.w1', ~ ondusIry ¥e rT'IO'III'tg l4' tt>e l.xIder r:J!he 

UK's 1,(XX) rd"esI bIo:. Wile ne,( ~ nestk>g l4' ag.JrI5I &I (.re;' '100 blew! MiaosdI SIOCk opaons, 0JITl'ftd tl 
!he.Ml'age ~s n:cme &Iao1's dooW\¥l ~ in clor1! prmy ~ 6>ri. jOJ WIlY rru.:h. 

Camed'Mlh!he~ 11 eo:ibon r:J ~Si.nOOy Tmes,1he .......,t Rich IJ5I pIked ~'s~i¥TWt, !he 

~ 4! !he topr:J~s gitteIatJ..m ~ a::d £100 miIKn T'~ by ~ <isI¥oceft ~ 

0I0:ting bRXhers. D.!w;j /II'ld ~ SO'~ by....m ~ £40 rriIoo ~ then\ ~ 31~.<Jid o.Md is one 

0I1he ~ ~ in me UK. Also "-'g!he £40 mIon rmW. IS Ferf..!!; Mc(.o.t!m, ....tlo ~ PII:lbt ~ 
back on 1984, ~ ~ OIA 10 AcI:Wn in '95. SuI EIIp .u.s W)I'I(\er tbot1 SI'lITIO! ~ III:rn Ihe ~ 

eapntioo..I5 h;:- Eidos' loJn ~ LoonheiId', ~ ~and ~s Jet San IT'USI" be'llQl'lh! ~bob, 

Oespe'i!!e III pro.oe lIS ~ on the ~ d.J,r ~ a.ser-~ miIIi;mires lII'\def 30, MI SO'1JPrl8 on was 
EIIp <ionst 0I!r'Ns ~ ~ ¥o(lI'Ih f2 rrOIIon III p.r$I21 jWIIS old. 

~ Ellps.a..ce 10 1hose WIShIlg b mat.e I WIlY fast bOOr. IS tl ehr I) ut is'! ramet ~ fiorT\ Of b) 

sell ~ phones. The ~ sponIS..to:. h.M! hanIed 1hose marIr.ets an! among hi! IIsII!st ean"IM 01 hi! last 

I$'t' ~ JoumaIists rank absokJIeti fIOIohere. fInWy enouj1 

Rare talent ------""-- .... ,,­"---c ___ _ -,_.--------.. -
And IIlIhink 1I'IfI " the UK', Iich$ man did was inYent 

I .-form 01 milk GlItO!\. SOme IJIIYS haw all the luck 
.:::....-===--""-_ ... -
:.r.-":!l",;:r.t.o: _._,,-_ ...... , 

W10 wants to be a tTIIionare? 
VI(; '!obrc n r. ~d 0-1 
on. Cl' Ooms HIIwt:.o <_ 01:04) 
•• _lI'ItNt>on d pn fl~ 

is .-~ dorl! ... ""- "" ne! ........ '. 

he~c..--."_ 
d ........ .. r. .... ro:l"*'f, km 

~II\"""~" 
a.do,,, ........ pI~ it.,. 
'1I'IoIP """tC "" N i:bs ...... 
wt>.o.a pi ......... km niM'\' 
~...:h .*s......J"'-

~ .... -"*-..... " 
tri ....... ""Qit, ...... .... " 

.. 130 £DGE" 

EUropeans gather for Shogo sI'KMIOONn 

Vie: on ~ 8. 1999,The ~ I1eIds. London's 

~~ ertl'OfUTI onW:w:lield 
~ hosled the Eo.rope¥I Shotp MAQ 

~~~from~asdlSp«.ne 

as F'MS ~ ~ c.den ely, !he SD: contesI.1I'Itl. 

~ ori'Ie 1"8S 'IlJCh • ~ and 'Q;N' -

deo ' iOIlStlfbo", l notI'w1 else, \NI: PC pners UtI 

be p;'e\ty !o)d, ~ they hail from. 

~, the ~ $kIs en cispIay....ee 

deodectt top ncld!, 'MIll an Edp ~ 

gettng t;OO'pn I5M!Iv ~ 25-5, A _ 

0I1leo1!S resu!Ied in WIJd and 'Wcro' da5hons on 

1 ~ final, WIth !hi! fI:lrmer (real rwne Mthonv 
~ from UrasIwe) ~waIlng 

lINlIf'MIII hi! ¥ Ioo.ooo pnze (1dUatf E5CX), bII: 

Shotp ~ '-'cods ~ tl Uf 1nII! 10 

!hi! game's ~r.ese CM!IOrIeS). Ec!c_ settled for 

fie ~ ~ PIs and 4 game 01 t.JbIe IooIbIl 

Ah !he ~ pIMue III We. 

• 

-

Shogo IinIIi5ts anMd from aI OWl' Europe in tho! hope 01 winning tho! muItipIIye< 
title and I suitcase lull 01 yen. v.tIile tho! com~ WitS fut and IuriouJ, Edp 

bowed out to gNe tho! excitable Euros 1 dIance (ahem) , Lancashire.wn tho! day 



I 
HorJ1ehetp 
"'pan: loob1s like" I1..ri7( ~ ~ , TamagoIrh a:mes roe 
l«resI~dre~~.onIrlhls~(s~ 

b b<h. I'.t:med to,. the r'I(re--.g ro.mbers rJ CW>s Mng alone. 
M.nsusI1ItIl ~ ~ • cur.. cl 5OftS: arte tobob:: pet> 

The. ~ Ilr:lplo 1Nl !!le My fnerds wI prO\IIde !he 

eIdMy Mh !he ,..,.,IP....! cl 5Ir\"I.kOon NI normal pet 

~ blAwthtddrd ~~ andWllhoul neecq 

........ -
BUIt-.1 ~ ...... tt.e ~ to ~ 10 bc:ch ~ 

CI:IrlOO and ...:xe aawation. By Will cA reply, 'ca1 m::;,oe lIS Y'5, 

hMd and IiTtIs ... " feine Ia\I1Ul and rc5Io'oeI' b.Jd. F'6'!y p/q5es 

are Sbed in IS memory; and Ioc.JII'"Ie'>\oS nI ofIer ri::IrrnlDon 

can be mooed IflIO ct:JIWmoIOOn And. as. Ms an IlteIrnI ~ 

dod<. ~ can be sell4' lIS 4 ~ .", do::d:. as weI • ...nen 
• v.tiIke5l4' • gr.oes a dIeeIy 'Good 1nOIIWlS', FaooI ~ 
can be ~ 00 !he ~ 'f¥!S'1oo. 

t.be~bo:.n:ened ~~!he 

tobob:: peIS fI..raon lIS rerntI(Ie ~ The Ir!Ie ~ 

sue the IP....! cl rterilCMy \Wh 1her -. and Ihs can be 

ex:em"Iy ~ 10 dled< on !he (y.ps ~ .....tho:::u. 

the ~d\lisllng. 

\Iideog<ming shows off 

SwitnNncI: ,.", arrbbws new etobGcn dedicated 10 ceetr.-.1he 
'l5edthe ~ has ~ at !he Zln:h ~ d Cteipl. 

Entitle<:l G¥ne CNe!, the eo<enI. vhchlU'lS ~ JoJ( 4, has been put 

~ by I teiIm of eoperts from the fields d new rnediI. ~ 

"" ~~ and reemetM. 
The ~ b G¥ne ().oer a.ne n p<Mt from IS ~ 

~ NI. despce 1hei" enonncus IIf'1'atl on m;dem oAR. 
~ ~ raret,- bee! ~ .... t.s bm.1hei" ~ 
Slil largely ~ t:) be rrurginaI by ~ ~ 

••• m ~ ~~=T-Y3/A.H. 
~T.H • •• it9H. 1999.3" 24 B 

••• m~ ~~=7-Y3/ASH. 
Sl'.a • • tUUU:I: 1999.3"249 

On<'! of these little f~ wil see your granny right. appa,~, wilt. rMlClte ~ Mabling you 1(1 eh«k up 
on the old dear from I distance. And you always thought that the Japanese had such r~ for the tIdertv 

Game o.a 15 ~ re nee ~: lNrJacIIO'l, IJRJII 

~ and ~ The hIS perlwps the rraif obwJus, 

~ \OSlOIS ~ 10 • 0J0'1trWtt ~ 5eie<:oon 01 games, v.hIe 

the 5«O"Id is pertwp5 toe IT"oOS LnI5Uo1I ~ the e:dboon's ~ 'i4'f 

115 .~ by ~ eIeme-G cA ~ P"JieaIon5 and IiItt. IhIs 

'!JIo'I% IS ~~ by,,~1MW:h ~and prIXleS5l'5 

~ ~ and ~ !!le spICe on bc.nn' The t.d mne. 
~ ~ 11,1 prqectgame~ on to'rionnMIon 5kin~ 

W IIIlNt sounds lex> mo.rl!, CNne Over i!. eooIlbmg Edge b pen.osaL 

~I" the most "",bitious I!YMt of its kind (but then ~ doesn't ........ mudI COI'I'1petition), Gan1l'! <Ne< is a $tyIish foray into the world of 

in~actM! MlertairllMfll 'lnfonnation skin' is used to rNy Iootago! from daHic lames via projection unit$. Moro. ;"10 at -.pmewer.OII 

• 
£DOtE'131 .. 
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(out there) REPORTAGE 

Brits meet for retro expo 

UK: ~lreabwil gellhe ~ 

10 meet up With Ile-mnded I'IUtS dI 

BnImeoeIl a ~ d oid-sdlooI 

~.1he N<II:r:niIIIbt.ey SI«fun 

on MiIIon ~ on June 5, 

~.~f<tir. tne e'>'efll 

wiI_ ~ pomg <M!f fiJfe mpor't!; 

.,.j~~~~ lO. pM '" txmament-¥ tx..J::; on 
jjo1ffiI!S M <iIoerse as VCS dtssic Ybbt/s, 

I.ooIWt5' seTWlII ~ .,.ne 
Batiwr.rd~s~ 

~~cJ8ombe"JU'. 

o.m.: ~ ~ 0151he \\!arec 

m~wilbeon~andN 

pnl5ped cA ... aIOJy bow en5lRS !hat 

wme cl1he mere CI\6l"Ibtt mMIbefs cA 
the £de- II9m >Ill end9.o..w lO ". • 

'*"'1!lDteeo.om V5il~ 
'*/Wi~Jttm kw nve nIo. 

~ from maon: Hudson's rare tenpl.lyer 8cImbffloon, Lucas' BoIIb/azef, 

and !he cas CoIeaMsoon - SlatS cJ 8ritrnee 2. .. ~s tl'Dng p.1f~ 

GTA's Mod squad hits London 

ut(: Most ~ bnng ~ 
p.maIists O\e m show !hem It-....IaIesI 
~ on .. roc:m as bleak as yr:u I0::oI 

GP'~ WolO"lg area. Bulb is no! how 3rd 

F<iliJd:>es~~t>rlal:.e 

2, d'"oe PR ~ made 51ft !hat IS 

c.erm... p.mos w:Ud gel a pn:W;::I 

p<eo.oew they woUdn~ ~ on a Iu!y. 

AAl!t riessng '-" .., Mod f'aIt.l ~ 

~shoes.n:j~~...:! 

~ doM'I 6lg's Ro.xI '" a I\e('t cl 

~1he~ Wit5 ~1he~'" 

<;000'$ Mod 5I'q;I, !he F.xe. Thet then rode 

pm,......tI '!he MoJd Mods hi £r9stmen 
saner P'l8lOthe ~ bj ~ 

bt!Iore dbbong on the Scala. Edp ~'t 

German ~ 10 bo:o i"*<l. ~_ 

Expect Parka jackets to jnv~ German fa~ d~ ....,jthjn weeks. According to 3/d Rail, camabo; 

StreeI shoppe<s CIfMred ~ of pound{ to. one of the Iimit~ eTA London-br.-.ded editions 

• 

-" 

DataStream 
~cJorh~ 

SI.4'PMOOI>f~ ' 1.000 
NI.rTt>ef 01 ~ PC ioI!Mn 

.--led lO llWO'I ~ 144 

eo. cA"...,.,..." CQrT1IoIIbIIy 

b"'~.~ 
t>r~: 5600 lNlion 

C<>st cJ~ """"""" 
~alMIa" • 
~by.· SO 

~ 01 f'Cs predaed JJ ~ 

", use~botthemdal 

=-
~ cl PT'"" merd-c 
!he i:*)o Garne SIuw CM!! 

w:>d!y!. 16l,... 

~~"'pe!­

<UIIt:InW ~ on "'*'"'" 
.adI!S~ 199$ 4' '111 

~of ...... thed!mo 
_ clbJ=n'(1he ~ 
~Ior lhepc)_ 

~n.""",,", soa.­

R.IIIo rJ Fird faJI2Iy IW".... 
v.ho ~ ~ ~ ~iI.egf 
guide b thepne: 1 .... 5 

~alUSCClllSlJlTlelS 

_cl'-~ 

"""'"' "~ 
~ cl US o::rsrnen 
_ et Ooeamoost 100lI0 

rurber d orh!rides b 
""""1'I.,.".USp!!l ..... .. ~ 

~ r:I.!lO'.m for !he 
Crirbemes'.,... sold CM!! 

!he ~ 100'lI0 

rurce.oI~'" 

~-
No..n"tleI et pious '" ~ 
ITIIIISIef'II ", l9'.J]- ' tobil;on 

fIlJrrbIr 01 ."... serc f\ 
1997 110 biIion 
~<J~o...m. 

SMrs'_~IhM"" 

QIfY ~ b CJoc 2' I5.Sm 

-~. 
~o;uode~ 

Ih< one 1ea!UIed f\ the 1\1 
P'tIII'I'm'Ie'~ 17'110 
Rrirc 01 IBM (1he hpsI. 
pIoted~~) 
in FcnunI 500 G: , 

~« MiaosoIt in same .. ,," 
~ol~ln 

~«1O.; 5lS 

• 



ELSPA raids pirate shipments 
" ' I 

UK: The Wope¥l ~e Sottw¥e ~ As5oOoltlc:o (El.SPI\.) 

beieves 1hiIt <:Ne< Bbn is lost eJef\{ ye;!Jf by the UK g<nIl'5 0>::lu5try 

by pf"o3teS - buI ~ is hottr>g b.rl: on ¥I ~ llequent ~ 

Recentbu9s~~jW no.v f<tr~~ 

pr"')' I\ol5 beo::rne. A rl;Cer( ffldent n So..n<lerW>d inI.oIved an 11"1f'i'J'" 

'*.I priv~te-0W bo;Iy ....no t..d pro<loced aro.nd 200 iIegoI ~ tr.. 

catch of the day 

Two girl!;.it III a caf~ t.-.~. 

watching the WOI1d go by 

'Aaaieeer SomeIhing's wrong 

EsWng I tOIl C/ltm, ~ wilips 

out a fishing-rod controller .. 

We see the tension metef, 

threatening a 'ine b<e.lI( 

" 

"-

e51mJ\ed o::rrmerWl value for...tw:h OOS ~ to be £ lO,(XXl. The 

bot{~ piIIer>lS were teplJtedy 'o3fl'\iIred and hom1ied'. In De!tryshIre, 

~ ~ poke cff>::er....no n..'ted d speeOng mot<:ri;t ~ed 

thin the perp<:lraT!;t W<l5 in filCl d pi"<1te with d £ lO,OC(l ope<iIIO'I. 

ElSPA r..s r=-ntIy 00tded i1',; corrnitrnern to fIstmng IW"'Y- foie 

we finafy about to 'Mtness 1he dea1h 01 d tme--honcued a'mel 

., .~nd pnx:~ to snag him, 

much to his ~ w",",," 

EL5I'!'\ aiIM officers' snaps rewoal the 

~ief side 01 bedroom COOlputing 

CUI to h:>oIage from olddictiYe 

Drea~ fishing Wn. Get Bass 

The expression hamme<s I'IorN End: a !ilK.CeSSfu1 caIrn IIWfIaid 

!he just.one-mofe-uy message with the gamf: bgo. 1n5pi~ 

a.;..: 0I."",....1ll>t>~~ 

Edp~_~t> 

....". . pn«~n."""'cI 

.-a.... .... - '" _ ., lmn< of pirllCj. 

~ en"" snet.oe. 01 ~ _ 

~~<:t:<.Idbeb.nJ 

~~~cI<'oI<f'( 

~ ~ ... (e.o.n rrdIHiI< 

prod.ao;....m ... Im I<>1l>sy \111). plos 

-~­
""" "'" (,.pete..o:n 'CW,-Ior ISM PC 

1'Nt95/98' Iogond on"" ~ 
dMiy),.-.d...." ~ CD! 

~~\OnS~....., 

~ .. .nv3~ 
Tho ~ ., Hor'!! I:ut 

, .... i>-tS to-!ne \OC, -.m. (I<ft) 

m~. Eopect .""'" 

~,..-t"""........t.. 

UItmHU with Wper Morio 64 

~nd a Final fantasy VIII game 
§OUndlrad in .mp3 fotmat­
illfgal but tolerated in o.ina 

£DG£' 133 ~ 
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(out there) REPORTAGE 

TtooI .cMress Omit" has more tlip ( ..... ). more fI.vnes (abcM! left), -.Id a man with an ....t:ftI&. 

The only p<obIem with the 'Hunted' ~rio is ~ng ~ to ~ the bank ma~ 

UJ(: SdIw.n ~ ~ on the Edp aff'K.e on a dao.'y baSIS, and keepong '-P v.1I:h the 

~ ci _0)1 ~ ~ ~dsca'l behardw::wk.~ 1Ilout\. 
~ se\ISIOII'I ca'l ....... ~ $ll'qellw1gs. VItdlos ~ ........ happened f"os ITUlIh 

a!i r'r"<R aod mote o)(!d..on paO:s for Moc!osd(s ~ SmAbI::r 98 ernert!f!d d.mg a IOl.OIe 

d9rout Theo" r.n.I.-...rber - \efI - IS odd ~ III Gel' (can the ~ aauatv be bog 

~ b~ SI.ld1 a ~1This lSIl'tOtxk. _ aI). bulthe promises !hey oiler 

an! the reaIt ~ port ¥Ih:\. for ~ """')'Y!I fa the '15 brand new dco::I r,pes' 

oIIerfd ~ tie FSCb.ds 96 mo::xUe? ~ • NOS '/01. re.xI the capcm bdow 

Half-life 00I1SUl1eS real life 
UK: Si\encrrg eo<en GoI:IenE)'e'$ mo5I ",6ent ~ v.ith • feN wet.ned 

~boII!. V/Me'sHrif.Ue ~one d 1998'sfne5l~ 
IT"CIITIefII5. WeI. __ 01 !hem,. 1'1 ~ 

Edge's d!ices ~ bee'! ~ 'MIll the sounds d ~ Hr#iIe 
tor a ~ ~ tu the appearance 00 !he Web d a new- offiaIJI pMdl (Uy 

~ba~~.~1aggM lOOEIOO9.ee, 

has ~ !he ~s proob:llon dk'dJe like I WI!kasI ~ ()ra 

~ the .eoe gr.e you ~ ID km Fottres Gmc for Haf.I.h, and 

IhrNIerts ID QI a Ila/t ID JQX ~ iIe. 

CJMted I1i 1he ~ g.1Ihering 01 ~ axIeI5 ~ for QtJcR's 

~ 1i!al1 ~ pI/Id1.lhe ~ was acIWI( shpped ID WJve's Caiomoan 

HQ!D~ Oassc e.a~Iwsby, 

TKIS a a mote 1hM>~. ~ HaIN'" (~youwouldn~ 
be ~ about. on ~ ~), In5lIMd 01 pncmg you " to b.mIe as a W1gIe 

enIlIy, the g.7T'Ie preeoI5 a .....ety d ~ for !lOO arrnes ID b.nde 1heor W<ri 

~ ~ addiooo Illhe trdIcnaI Captlse the Rag opIIOII. !here oft also 

dep«tu;es \rooI1he ~ sud> lIS ITdpIe IIoJI! pons tl tud - played on 

_41 ~ miIpS. Md ". oI1hese _ up to the U5UII HoIf.!ife m.n 
F .. mote n\IefeStr1g are the 'l-IutIed' and "The Rod( ~ The bmer has 

one pI.Jfer cas! as an ~ ~ WI:h one WIn lo!Sked ID defend twn 
and fie ctoer eqUipped ""'" ~ rM ID pick nm 01{ The ~ ~ pOts the 

b.lttIe'MllW! I pr$OI'I-iIr.e cornpIeo!. ~ e;oc;h te¥n must ~ 10 _the 

OItoef's control Cbld and use rt to &aPJate a ~ system ~ M .nhiIate 

Iter ~ Add !D the rm Voe IbIity to p&.,y out I I'Il.I'I"be< r:J roIe5. frcJrn scout 

k) rne6:. aod the Ilehod d "..." ~ ~ he.x!!; *r-d 
~.1«m.<mr= Gmcosaawlta ~ procbl. wch toe U 

1«m ~ 2~" dMIoprnent ~ reaI-w:xId ~ (ncIucq 

rlOI'lI:' "'" !two the crn.n. bMd'I ~ "la 'Sawlg ~ Ry..,'). Edp's 

prodIKlm ~$O.'ft1l';.-.etklbe ~ bhr.l!b;x;y~ IUI? 

Rathe.1han ~ !his pad 01 FigIrl Si'nuIaIor 98 modtJI,es, EdI'f! is ofIeMg tIwm to Itw: ~ who rMI ~ Itw: ioIrMons 
sentence (Ill 15 wonis or less) in Itw: most convincing fashion: WNthef add-ons _ SrN! because ... : Usual ruIe5~ Comp doses June 24 
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TO ROCCO ROT 
The Amaleuf VIew 
(City Slang) 

ww. Germonyis ~ as 

1he new France' in """" eIecMnc.a 
Qdes, il's r...d to "'" a band sv::h 
/IS To Roo:o F!(j '<h'Ig "" IW. for 
~tt.....rnl5ICis~lI:'. 

also too ~ for tt.. moss 
m.rte!; ,m', ""P"'1 GWlOn M'fICS 

from !hese l>::>,os. I'>hch is ~ ~ 
as -n.: Nnota.o IfrNI <IllAd be. 
~ het. n.. q<.-t MUf""",,, 

at !he Mlr! of the rruso: ....ns 
l>ene.I:h the """" """""...-d 
r+.yttmc patterr6 tn.I m the 

fon>gromd. Jo.lSI me rrae """"" 
rY'IM'II.lrd E..ape" SO groovy. 

THE HERBAUSER 

"'" ~"""" (NlnJa TUne) 

B<fls/1~rq,f\IIS""""hod"" 
ea5\' lime cl it NalIwd 01 

gIanuoo<;~b~'MIh 
the ""'WI $lroet$ d ~ i(s 

"""""",,, ... r-Oche.&UfThe 

~ (JfJW, llrf'" "'" 0lIl10 

t.R """'" the v.o:Id. ~ 00 t­
sI!ll AI the ""-'11 ~ .... .-l 
- old ~ ~gvest 
~dor'<~~~ 

inK1Wes - ard ~ ... """'" so weI 
~_I!"""'~OI 

0UI1o,;h:;d ~. ~ Ie.:ord 

MooV .., 
(MkJte) 

t;e·,~bem~lI.so 

m cblg rruse. rrm ard dassIc.lI, 
Mcby ~ ~ rrIiI<le rw; pPeI 
.tun Nco: tI"l! t.= ,"-,",'I been 

~ eIm-..m., hi<; "'-""< beb:e 

He,,1heCJf'€l"kll~ 

~BU:'PIofis~ 
1(,hi<;JTO!iI~~to<iole, 

ard his 1e.N~. [)i,m I>t. 
Iitltgroo.oe;!he ~" 
\trlIPI'd t:-. Pi.n> ~ ITa..o:h 
lI<llIJSt>:;~beIs¥ld~ 
~"M"<l~""f~ 
tu U>:f! ~ the ~ I,roI 

relrlJi't fu: p;JIIl '" hcJ,o:n swt; "'= 

(out there) MEDIA 

-_._ ............. "- . _ .... -
R U L E S 

'0' 
REVOLUTIONAR I E S 

'" < .. '"'''' ." ..... . 

GUY KAWASAK I 
, ;" " " '" ...... 

DVD 'ANT4: SIGNATURE SELECTION 
(OreamWorks Pictures) U5 (£21) 

DISCO 8LOODBATH 

h was !he perlect posI-medi<I drne. Everycoe .., New YorI:: 
knew that ~ ~ !he outrageous queen <J!he dt> 
kids, M nudered ~ drug-dealer Wlget Hem? 
\~ ~ kepi teIrtg ~. They knew 1Nl t-.s friend 
freeze hII AAgeI ~ a hammer and then Midw:I poured 
aan 00aner do,..., .... thrwt l3te< he chc:wed the legs 
011 and t!Yew !he remms IltO the Hodsoo. ~ 
knew, but no one re...,. believed it ~ was sud1 ~ 

t<!aSe. Then things go! """""" 
Artides rill1 .., rrIolNi 01 !he ctr(s new;papefS iYld 

rrngoznes. The \IiI:Jgo? \IoO:e v;vned the 'iJ.CI:'/ as ~ W'ef. 

~ CX1Ioy ~ was that tt-. was 00 oime n the 
IbIeroce 01 a body. Then the pci::e foood ! legless aJI1)Se. 

New YorI:: dtt>ber .lames $I J.mIe5 ~ .-.hen the 
dt> kids swepI iNIitf the old gu.Yd, HerOn ond K were 11\ 
E was out James was sIi <IIOOI1d. just, I'koen the Silffie 

c,de kjIed 011 the kids. literaly. H.s acmunt io; fuI <J bitdly 

~, <Vld IMWe he does ~ atten'll' ool11ort.l~ 
~1he~<Jthose~~ 

ilI1d <Yle murderous evening " briIIiantly.....ded 

RULES FOR REVOLUTIONARIES 

W)W Wi\m to get a ~ to bo.ry 'fC<X booI:, malre 
tIlf!m ~ " Ihe rule - tNt io; Ihe ~ message <J 
Guy K.Jw:asaki's t"tesl gude to business. ~ are 
snappP; titled - 'E.!t Iii<e ~ bid. poop like iII1 eIephiII1t' <Vld 

'Don~ wooy, be aoJPPl t:-.g I>'I<l &UJd ~ 
KawasaI<i 4Iso ~ .... tect 'M1Il euroses fa the 
.....oer to iIlIeIr9- Sm>e ¥e rherori<:.JI, Sl.dl as 'Ic:OO 
~ ~ kids, gr~ etc nto. s:.:rtKJn 
~' O:her.; wt to the c,..id; I'IiIh '1ICCeSS yo.x Web SIte 

"'" • 28.8k rno<lem - e>:!r~ points are 3W<IIIIed I...-~ 
NJt: t:-.g a real kiIer, OI~, tu,.,. relevant thrs IS to 

actuaIy nflning • re.ll ~ " <..r"ode¥. ~ 5ee<T'6 certi\IIl 

to ~ .... p.bIisheo- happy, trough 
Vel, beIW>d Ihe IriwIiIy there is a seo'o.t; pant The 

b.-""" """" ""lIid <J Ihe no.t-<TJe<iJ o::rnpiII1Y I'oC<I:s as 
rrudl by ~ hype as ~ does by eanooIic 

models. A r.eiI1 wt<4hilSe ~ \OoOI1h iI'J mo..d1 as a &UJd 
de.. ~5 ""'" pedigree 0em0nstri11e5 ns 
cmfusion. Alter yNrS iI'J iII1 evangrisI to- Apple, ~ 
became tNt most nefaOOus 01 ae.Jtures: a ~ So 
canny was he that he turned 00wn • <hance to be Ihe 
CEO 01 ~ .,.... 5\i!rt"W ci!Ied YoYooo. Instead, he II'M:SIed 
$110,000 into. dat!b.1se~. ~ k:Ned the 

beta, ilI1d the ~ folded o;orr-., rrnnlhs "If! wi1tDut 
~ ~ BuI '" the man nmseIf s.rys, 'Don', ~ 
barosity gm! JOU oo..m Wile • &UJd bo:* r-se..d. 

AI1I1ot4l currently ~ criy as a ~ 1 ~ ~ CGI-<,tP.ien mcMe ~ beIW>d 
~s ~ and smIilrly Iherned ~ Bug's LJfe' 11 p-erend!!mg terms, I"" ~ rT13kes Lp lis ted-nic..I 
de!rierv;y..wh ~ m::re m<ltUre denouement Hence, and because it's made in !he us. """ 
I'oa]'t be surp-ised to fnd the 4-!00-f"""'" ""~ """"tNe be<iltIIlg !he beoefiIs 01 
the~~, 

Perhaps ~edr'. the ~ transfer OS ~. <IS abiIty to biing out ~e beauty '11 
eo<en the duIe5I 01 <:Ok:us (ie. brC!Ml - and as rrost 01 !he acIIC>:l is 5per1I ~ !hen. is on 
<M'ft.j klt cl rt) bens perh..p51he mesr 6.m<lOO'l 01 lIS viswI prowess - even more SO than !he 
~s in!InSIC level 01 deIaiI, ~ \'et, ~troogs are jus! as sc:o.ni GNen!he fWn's 
run..e, iI .....ud be lfieilSO<\olble to expect <:arneroMke actIOI\ but the CIoIly ~ m« <;tiI 

"""""8"S to give !he ~ a ~, it rot 5trerOOU5. w::rloJt -Mth scone eIf~ use c( Slbde 
bass ellerts.Add 11 a pleltna 01 ~ extras and you'", le!! wi1Il a ,iIIher ~ disc. 

And lINt isn~ ~ hedrilg 'NocJ<t.t AIen (....m ...xes the m1IWl p!ct.lg<risI) let out 

on ""~ ~eam 1015 g<X to be worIh !he ~ pra diooe. 

• 
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VIEWPOINT 
EYfRESS-VO~RSELf IN E~C;~ - WRITE TO: LETTERS, EDCiE, 30 MONMOUTH STREET. BATH, BA 1 2~W (email: ~enel.co ... ) 

O
n your PI~yS1ftion 2 story 

(E70) you make the point that 

the forthcoming m,chinl! will be !IQ 

~I that d~lopefS may have 

difficultiei in lealising Its potential. 

It occurred to me that if consoles 

,Jnd PCs continue to improve at 

their Wlrenl rale, photorl!al~c 3D 

~ronments will become the norm 

!lnd developers may find them hard 

10 improve upon. This could lead to 

,situation where some notion of 

'style' becomei mOll! impolUnt than 

realism. Just as photosraphy pushed 

1r1IOWards impressionism, better 

graphical capabilities may force it 

le""issancl! of the simple polygO!'l. 

Fof I!~ampll!, the ori.inai 

Afchimedes game larch (aka Wros 

on 16bit formftS) is mud'! mOle 

6Hthetkally pleasing than 

Psygnosis' latest title Lander. Virtua 

Racer and the two washing­

mitChine 1000dies in Din! Straits' 

'Money For Nothing' video Irl! otMr 

cases of the pleasing nature of 

simple lO that accentuates certain 

aspects of reality. 

Graphical style is not jIW: about 

how games look. ay rep!f!Sf!flIing 

the world with priorities other than 

realism, new and original gamepl.y 

elements may be e~plored - which 

can only be a good thing. 

OliYef pawley, 

vi. e m. 1! 

An interesting op,n,on. Sut you're 

neglecting somethIng important: the 

CUfrent dimate, at least in the west. 

is SlIpI!f-commefOa~ and this will 

hampl!f experimentation in lavour 

01 exploitation. In fiye to ten years' 

time. lhough. who kn~? 

O 
purchased my first Sf!ga 

mactrine, a Siturn, two years 

~go, at a time when Sega was still 

losing but had, glimmering hope 0/ 

winning - in its eyt!s - with the 

introduction Ollhre! ~r games, 

Vf2, Virtuo Cop and Sego Rally. 

Being the big Sq. arcade fan that I 

am, I quidly went out and bought 

the system and those games and, I 

must admit, my friends and I were 

OIler the moon about my purcha$f!. 

IM then $ony kicked bad and I 

arcade gamesllf Sega wants the 

Dreamcast to succeed, it sho-uld 

take time out and work on all of 

its conversions it5eH. Great, we've 

seen an exte-llent ctlf"M!rsion of 

Sega Rally 2, but what about Ihe 

future? Will $Ome foreign company 

be handed Ihe rights 10 convert ace 

arcade titlt'511 cenainly hope not. 

'Arcade conversions like $ega Tounng Car, M;Jnx TT, 

and more recent~ T11e House of the Dead all sucked, and 

beheve rre, I was more than disappointed, 
Sega becarre the laughing stock of the garre mar1<et' 

reckon the same m,kers at Sesa 

lost all hope, ga~e up on their 

llcade convenions and handed 

them to foreign companies to 

transiate. No oifence, but arcade 

conYersiol"lS like Sega Touring Cor, 

Manx TT, and lTIOfe recently The 

~ of the Oeod ,11 SlIded, 

and beli_ me, I was more than 

disappointed. Sega became the 

laughing stock of the game market 

and·$ony's Generation X-sty1e ad 

campaign brOUght in the buds. 

5ega of Japan (the best there is. 

in my opinion) gave up and forgot 

aboul its blUest money make. - its 

• 

The new European Sesa CEO 

[Jean-Frantois Cecillion. see E68[ 

sounds like I great find - his 

attitude and opinions toward his 

company and the market 50Und 

very realistic. Honesty is $Omething 

missing in the competitive gaming 

world and I bet he will do worwlers 

for Sf!ga. 1 hope he also actually 

listens to the consumer, not just 

smile and say, "We'll work on it,· 

like the anogant American Sf!g. 

CEO hom a few years back. Good 

lud to the new Sf!ga manl 

Sega handed conversion dvtit'5 to 

an external team (Genki) 10f its 

premief Dreamust title, \lirwo 

Fighter .nb, and the rMU/b were 

impressive, $0 it would appear to 

be more a case of bemg selective 

with its partnefS rathef Ihan rulirrg 

such polenlJally valuable rflSOUICt'5 

out 01 the picture altogelhet. 

D am wrilinS in reply 10 Deke 

RoberlS (Viewpoin\, E70[, 

who believt'5 Ihat those quick to 

criticise glmes piracy are being 

hypocritical when recording TV 

arrd radio broadcasts. He has 

ignored s_ral key issut'5. 

Wherr a television charrnel 

broadcasts a film, it will have 

received .11 possible profits eoven 
before the movie has aired. This 

profit is generated from license fees 

or the advertisement slots during 

the film as they are expected 10 

1f!CeM! high viewinS figures. Many 

people will inevitably record the 

film on to tape and watch it again, 

but Ihe channel will lose no money 

at alt whf!IOO they show the wme 

film f!oIery year or nf!V!f again. 

OWIIership of the original film in 

real terms is that of the viewer. Even 

the film's original distributor will not 

lose out, as the channel will have 

paid them a huge amount to air the 

film. Besides, it will have been the 

distributor's choice to give the 

channel the rights to broadclSt it 

In economic terms, then, where 

public broadcasts are public goods, 

videogamt'5 are...ery much private 

goods. The development and 

publishing costs hllVl! come not 

from the public, but hom that firm 

(even if many bought the firm's 

previous title(s)) as purchasing the 

previous title does not constitute 

ownership of its newer blother. The 
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limple out(ome is that where a 

consumer ~ a pirated game, 

the manufactlJrerslose out on a 

sale which they dt'SeM to reap the 

rewards fOI. The tffects of this on 

the games industry are obvious. The 

same principle applil!'5 10 the 

controversial issue of emulation, in 

particular of the Ninlendo 64 with 

U!troHLE - the authors will him! 

been fully aware of the implication 

lor illegal N64 ROM downloads. 

The primary concern is probably 

not of legality, but of morality. A law 

is not ne<:esSll.ily just by nature, and 

YJt\en remembering Ih.t the 

relevant Acts were PHse<i Ions 
before sudl issues af05e, they 

cannot wholly be applied. 

Companies sum as Nintendo 

and §ony ale rosinB out on millions 

they rightfully deserve bwluse 

of piracy. The BBC Ind ITV ~ve 

never suffered through the home 

lKOrding of 'ElIstEndm or 'fallll 

Attraction'. No one can use the 

e~cusl! that piracy is Ihe result of 

strut prices being set too high -

you hiM! no divine right 10 own 

thHl! games and you must pay 

their prius if you decide you WBnt 

them. Quite simply, if you own or 

produce pirated game-5, you are a 

thief by definition - whether the 

law says 50 or not 

l H Hyde,. 

Upmlnstfl, £Iso: 

rT:n ith the imminent arrival of 

1,;&:.1 new consoles, I'm curious 

as to what measures the big thrl!i! 

manufactures will take against 

imported titles. Their cunent 

machines can all be 'persuaded' 10 

run import titles. Dedicated gamers 

want to ptay the latest game-5 ilrst, 

at full screen, full speed ete. and 

they will. Just look at the PlaySlation 

owners wilting 10 invalidate their 

warranties by having them chipped. 

'Mlich begs the question: why do 

the big three bother? The attitude 

shown by Konami and S!ga recently 

is baffling. can't buy a genuine 

import copy? Nt!\Ier mind, I'll buy 

a pirate copy instead - alld it's 

cheaper. The pirates must be 

rubbing their haods with glee whef"I 

they hear news like this -1 heard 

that pirated Metol Gears went up in 

price because of it. Instead of this 

shortsightedness Sega et 01 should 

comentrate efforts and lawyers on 

genuine piracy. That way alieni 

only a pirate will need to sell a 

~er 01 a chip 10 make 

identifICation easier. 

r:1 ~ps I am a neo-luddite, 

LII bUll fear technology is 

moving 100 fast for its own good. 

The obvious eumples here are PC 

CPUs and graphics cards. My family 

bought a 4B6 SX/2 running at 

that can produ<e graphics I once 

~r thought possible, but because 

we do not have enough money IOf 

a.- PC - things like cars aod 

renovating the house have a higher 

priority - I have made do with this 

one because I had a Mega Drive 10 

play action games, and I can still 

play great games like UfO: Enemy 

Unknolm aod eN 11 (almost). 

Surely there Ulnnot be enough 

P200s out there for even a title like 

X-Wing AllionCf/! to sellas much as 

games like Gron Turismo. I think il 

would be better for the industry 10 

stop producing in~tal 

upgrade-5 fOl systems alld bring out 

genuinely .-components every 

couple of years. I know this would 

IlOt stop Ihe march of technology 

(a good thing in itself) - and it 

has already happened with 

motherboards - but al least Pes 

WOIJld not date so quidtly; people 

WOIJld see real benefits in 

upgrading. and new adopters would 

not be confused by several different 

types of processor of the wme 

'No 0Ile can use the excuse that piracy is the result 

of street prices being set too higf1- you have no 
divine right to own these gamesand you must 

pay their prices If you deCide you wantthem' 

33MHl with a 1Mb graphics card 

and 4Mb RAM in 1995, and at the 

time it was I middlMlf-the-rallge 

setup -I could Nil cutting-e<lge 

game-5like nE Fighter without Iny 

problems. Now, looking at the specs 

of new games. my Pes hard disk 

would melt even before its CPU if I 

brought home the likes of HcH-Lh. 

Later in 1995 I acquired a Sound 

Blaster 16and my ffiellds were 

amazed at the dialogue they heard 

in nE fighter. Now people wanl Pes 

-' 

generation and varittioll5 of the 

same Voodoo and PowerVR theme. 

mhn FefJUson, 

&.IIllymenil, Co. Anlrim 

Try WIshing for WOfld peace. It's 

more like ly to happen. 

r:I ollowing the ~eaded 

1.11 rematb made in f:7O's 

Viewpoint (Stephen Macklnt05h 

debating Sank AdvImture's 8/10 

score), is it time for I resurrectioll of 

the old 'review score-5' debale? 

Soone< or l~ter some brave prinl 

pUblication has 10 take the ptun~ 

and ditch the troublesome, 

misleading system of points aod 

percentages in reviews. I'd love 10 

see it happen in the next frve years, 

but there seems to be a huge 

amount 01 resistan,e 10 the idea. 

Pemaps, given the sub-GCSE writing 

ability of many game joumos, the 

thought of having worIl assessed on 

the basis 01 written word Ilone is a 

lad threatell,ng? Or perhaps the 

mISses really arell'l ready lor such a 

radical cOllcepl? Whalever the case, 

I sttSpect Edge's staff h_ a few 

GCSEs ~ them. and your 

readership to be anything but 'the 

masses'. Go on, give it • try. 

Nick f"lufQ n, 

vi. emil,l 

Actually, how about a silver SCfalch­

off ~oeI, so mat you have the 

option 10 read the SC:Ofe Of oot7 

r:1 egarding The Truth 15 Out 

lJ.1 There {ElOj, both Morio Bike 

and f·Z~o 2 are made by Nintendo, 

and could be playfll only via the 

.laJMIn-001y BS Salel1aview add-on 

for the Super Famicom. 

That kind of sloppy re5eal(h isn't 

something I assodate Edl' with, 

Illd I hope I WOIl't see it agalll in 

the future. I suggest you gkte the 

re-5ponsible journalist.n 

apP'opriale ptlnishment. 

Thom., Ertflsd" 

vlil emilll 

When laced with your letter, Ihe 

writer in questioll re5pollded: °1 

didn't s.ay the games W('Ien~ 

IYililable via SatenMew, only 

that Nintendo wouldn'llell me 

.bout them. which was perlealy 

true: we still took him outside and 

repeatedly beat him with a length 

of garden hose, though. 

G)QC" 37 
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563,000 square feet, 400 exhibitors, nearly 2,600 titles 
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Next month: the biggest interactive entertainment show 

in the world - Edge reports directly from Los Angeles 
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