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ENTER THE FUTURE OF INTERACTIVE ENTERTAIN MENT 

rr.tI hat stark contrast between the image 

1:&:1 that adorned this page last month and 

the machine pictured above. 

Despi te the praise heaped upon the 

design of Sony's original PlayStation, the 

company has screwed up that aesthetic 

brief and thrown it out the window. Out goes 

the youth-friendly grey colour scheme. Out 

goes the warm, circular C~ -drive lid mot if. 

And out goes the simplicity, replaced by a 

groove-laden unit whose natural home would 

appear to be more the window display of a 

sniffy independent hi -fi retailer than the 

shelves of a branch of Electronics Boutique. 

But PlayStation2 has at least something 

in common with interactive entertainment 

platforms gone by, notably Philips ' CO-i 

and Panasonic's REAL 300 Interacti ve 

Multiplayer. And, crucially, it's not only in 

giving its new console slinky black casing 

that Sony is treading familiar turf. 

Consider this sentence from the editorial 

intro of Edge Augus t 1994: 'Perhaps in years 

to come we'l l see the PlayStation evolve into 

a multimedia sta t ion with a multi tude of uses 
and all manner of peripherals' , 

Now, finally, Sony is ready to attempt 

what others failed to do before it, to deliver 

a unit that will reach out far beyond the 

con fines of mere vldeogames, 

The mul timedia set -top box has long been 

one of the consumer electronics industry's 

most infamous pipe dreams, and until 

recently it looked likely to remain just that . In 

one fell swoop, however, Sony has blustered 

in. offering OVO support as standard, LlINK 

compatibility, and a plan for stable, widescale 

connectivity by 2001, leaving other hardware 

manufacturers gasping. 

But what of the humble videog3me, 

the very reason for Edge's exis tence? Find 

out what Sony has planned on p6 onwards .. 
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NEWS 

~!ltting EdgEtutto_o" g~lf Ede 
Ttie iatest news from the world of interactive entertainment ~ g 

Cuttin~~ge 

SONY SHAKES GAMING WORLD WITH PLAYSTATION2 
Final hardvolare design, firm specs and first batch of games shown to receptive audience in Japan 

PlayStation.2 

_0 

r::II CEI official~ lII1Veiled plallS for rts 'lext-generatlon assaull to a 900-StrOflg crowd 

1:.1 by showing ItS PlayStatOO2 conso'e In ToKyo on Soeptember 13.llle machllle IS 

set for Japanese release on March 4, at V39,8OJ (approx. £3:JJ), Wlth a fIrSt wee!; 

shipment target of one million untts, making it the biggest lauod1 of its kind 10 date, 

In add~1OO to the console, sony announced the ~opment of its Dual Shod:: 2 

joypad (featuring analogue, \I1'!lodty·senr..tive buttons), and an 8Mb memory card (With 

a transfer ra:e up to 250tlme5 faster than the current \I1'!fSIOI1), tx>tn bacl::ward~ 

oompatible with the existing PlaystatOO 800 set to retail at 113,50:) (approx, (20) 

HOWeVer, of greater imp::lrtance 10 p::Itenual buyers is tile console's DVD 

oompatibilJty: as well as f.ljpporung audIO CD, PlayStation C[)'ROM, aoo PlayStatioo2 

CDfDVD.ROM, the mactllfl€ will play DVD movies out of the box. And the quality is 

exceptional Edge viewed a demo DVD dist running on PS2 at the Tokyo Game ShoW, 

and the playback was of a standard equal ing dedicated players in the £50:) region. And, 

as witn most dedicated players, PlayStaloo2 supportS OOIby ~gital and DTS (DIgItal 

llleatre SOUf'Kl) audio formats via its optical digital outpUt. 

SOrly's grarld presenta\lOll tool: place ~ Tokyo's ANA Hotel near the district of 

Roppoogi and was hosted by Ken Kutaragi, SCEI president and Ceo.After confirming the 

• 
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Mnsuring a compact 301 mm(W)x I18mm(D)d8mm(H) . nd weilhlnl a ,.a$OnabLe l .IK" the PSl it initiaLly an 
odd· looking device, cert. inly in term$ of g. mes con$Oles. Its blue 'fHt' may be $Old Hparately from the unit 

CO!lsoie's name (ending months of uresome speo.Jl<!nonJ, 

Kutaragi·san focused on \tie markets be ng targeted t:!; SCE!. 

The toy and vPdeogame markets are otNious consicIerations, 

but \tie company expects a new sector, refefred to as 

'comPUter EmertalflrTleflt Market', 10 join \tie former two at 

a later date. AnOther emerging area is what KLJtaragi·san calls 

the 'f.jetwor'.;ed DigIta l Err.ertalflr11e!1t Maltet' , and it's one 
SCEI plans to enter in 2001 , Broadband nelWOfk Internet· 

based distribution of digita l content via an Ethernet 

connection wi ll allow PS2 owner.> to 00M11oad data to 

hard-1J isc drives In~aally, \tie existing range of PlayStallOf1 and 

PiaySta1lon2 games will be made ava ilable, An expans.ion 

module serving as a oetWOrI:: adaptor (slotting into PS2's 

IEEEl394 port) will also be made available in 2001 

Software support 
Also CO!lfirmed 'M!re 162 PlayStati0n2licensees (89 in Japan, 

PLAYSTATION2 SPECS (PRELIMINARY) 
,~ 12Bbil 'EmOtIon E"iine' 

~,~ m .912Wtz 

MIIin "'""""Y Difecl RDAAM 

Memo<y tapIOly ~~ 

~."'" 'GI1Iphlcl syntheslMr' 000_ 
141,456oVHZ 

EmDedde<i CacIIe \IWlM ... 
'00. ~, 

"'-"'"'* <lI """""" 48 d'IIr'ooeI • soI!wIre 

-~ ~ 

~ " """"" ~~ PllyStatioI1 CP\J~ =- ll.868a136B64MHl ~tablel 

~~ "'" 
Discllrtlle CD/ Ove·ROM - co; 24X 

OVD; 4 , 

• 

46 111 the us, 27 in Europe), along with a list of 84 !ItIes in 

development - although SQuare has subsequently reYeaiea 

tllat It Ilas another siX PS2 ~tIes in production, several of 

which wi ll be available at the mac/nne's launch and some of 

wh ich are related to the Final Fantasy series (Ounng a recent 

Visit to SQuare's To(yo HQ, Edge was shown a series 01 FFV111 

rut scenes mixed in Dolt:!; Digita l which COllie be ind icattveof 

SQuare's PS2 deVelopments. The el<Jsting P~tation is unable 

10 outpUt a Dolt:!; Digital Signal, of course, so there would 

have been little point 111 remixlng the seQLJellCes unless tI1ey 

would be used for a system with the reQuisite techrtology.) 

After Kutaragi·san's speech, the curtainS on either side of 

the auditorium were pulled back to revea l 12 PS2 units, all 

featuring playable software. At its most elegant when standing 

on i~ edge rathe r than ~ng f1a~ the angula r un it is 

surprisingly small and resembles a slab of hi·fi techflOlogy 

rather tllan a games console, a direct indication of Sony's 

The PSl dev kit combines two 
sepa rlte operltional modes in 
one unit: I /"qull r PllyStalion 
programming/debuginl mode 
and a workstation mode which 
al1DW$ l'a phlc5 creallon wilhin 
a PSI deveLopment environmenL 
A snip al ¥2,00Q,00Q (£11,760) 

At its most elegant when standing on its edge rather than 
lying flat, the angular unit is surprisingly small and resembles 

a slab of hi-fi technology rather than a games console, a 
direct indication of Sony's desire to tap into the mass mar1<et 

Don't undereslimlte the po_r of marketing: PSI 
discs receive a consumel,welcomin, blue fini sh 

EDCK" 07 .. 
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Graphically, only a few games truly impressed. Namco's 
Tekken Tag Tournament and New Ridge Racer made perhaps 

perhaps the most impact. the latter displaying astonishingly 
solid-looking environments and highly detailed vehicles 

desire to tap II1to the mass martet. ~, 0l'Iy I'M) 

joypBd pons are offered (and, despfte rumours, !he I'M) usa 

pons will rot be used /0( jcry'p8d attachments. I"()I" wi ll the 

[)uaj Shed 2 paos be able to daIsyd\aIr14 la 300). SOl"! 

e!IpeCt$ pner$ ~ the ~ expeoeoce 10 use 

I'rlIItJtaps ~ WfSj(M'S are compatible) aro dallTlS !hat 

the !IeCISOl rot \0 n::lude an eJdtll I'M) portS stems from a 

v.11110g0ess 10 keep Pfoducoon (an(! hence retalO costS doM1 

sony shows off 
M<w1V 0/ the g<wneS d~ at the IOI<YO Game Show were 

High lights from 5ony'5 confl rmed PS2 catalogue 
~ ltiI:n F t 

SCEt p,esident and ( EO lten KII!.Ilari (main) hosted 
the eHnL which I_I" SOny's _ !.IlJel mar\, ts 
(. bow. richt), Most limes on show _rt runn in, 
on dev kits (lop richl). Dllal Shock I (above centre) 

In trt.Je WIde5cree!l format (ralt\e( than the Sl:jLJeezed and 

stretdled rnage usualty800pted b':f PSgames).Gran Tunsmo 

2(XX) was <ne of the panoramic examples, alttn.igjl scme 

tr.Ies - SOny's Dwt: Cloud oeing an IWftl)Ie - retalf'lll(! the 

flA-lrame 'pan and scan' raoo. Gt"aP'lICaIty, hoNever, 0l'Iy a 
few of the games on Ilisplay trvty I'l1pressed. NamCO'$ rekken 

7li8 700rnament and New RI(1ge RaCer (both womng t~~ 

maoe perhaps the most rnpact (the latter displaying 

astolllshingly soI.~ erMrOrments and hIgtlty detailed 

Yehides boasong realisoc suspeIISIOI1 travel as weD as 

COfl'o'WlCIII8 smoke and spart eIfectsI. along wm Square's 
TIle 8oofIcer. whidt threW an excrtmg amcx.m o/...,suat 

effects around. albeit 0l'Iy on ~ WIeo. 

CrlJC~l ty. every PS2 title Is stili too early in its oeve~t 

cycle /0( CCIIllprehensNe assessments of the mactune's 

~ to be rnacJe. G17i:m may offef all the p(ayatIdIty 01 ~ 

--DMlC!*" bTV ~1IImo ~_"..... - --

oil Q8 GMa£ 

cnooo WIJ stili 
iookin,utly: Ihe 
(an art SlIperbly 
dwiled, bll1 the 
UIW need wOfk. 
Note the OVa·like 
pKu,in, (left) 

• 

'. 

~~ .. - . . 

-." 
!~ . ' ,. 

, _ ... --



TeU"n Tog Tournament looks better th.n its coin-op 
paren,- .hhoutn its fithtinl"'IWIS.It buih usinl' 
Hp.r.te Ht of polyJOftS 'rom the 1D b.ckd,ops. which 
un lud 10 odd results. N.mco still hIS work to do 

32b1t brethren, oot other tIlan ooautlful't rendered (If pertlaps 

excessively shiTlyl ca rs, !he environments are 8 long wwy from 

1in/st1e(I, with road textures parurulat1y low on QUality. 

HC1n'eYer. M'Iat was <;ertall1ty deaf was tnat just about IMIY 

oemo offered constant. glitcMree ~ action. ana IUd 

anmatI()I1, Tne fact !hat !he majOrlty of PS2 Wldl games are 
liket)' Itl De little more than graphically enhance<I ~ 

titles is not SUl'prislIlg. Edge has long feared that, Clue 10 time 

cx:nstraints. 0IM>I0\)erS v.oold not be able to fUlly exerCISe 

PS2's arCf'lrte<:ture for Launch utJes, ~awlg EMlI~ry games 

"""' .. --, ' ­.. . . ~ 

~~._ 'c 

• • 

•• 

to carry the baton lI'I the plaCe of !he truly re .... ollrtionary 

experiences pronused by SCE! dunng Its first PS2 

amouncement tast March IrclnlCally, !he late! release date 

fOf tennooes outside of Japan will meao that the lWStem 
IalXldl Gales <:n*I be !he ones to really get t;.xcned about. 

AV3IIaOIe In the lest 0/ ASIa by the,SU'I"ITler, PS2 'MI 

Iau1Ch in the US and European manets In the auturrrl of next 

year Edge e)(pOCtS the UK date to be Fnday september ~, 

whidl would reIIea the oogJOal PlayStattoo's Fnday 

September 29 1995 re~se Clate 

. -. . ; . 

. ( 

NEW S 

New Ridge Rocer Is ".plllully 
impressive, ,Ithoulh its can 
cur'lfntly look lIS thoulh th,y'r. 
lIo.ting,round the t'.cks 
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The power of PlayStatton2: key Japanese titles unveiled 
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SEGA SHINES AS MUSIC STIFLES JAM MA '99 
only original titles stand out at the Japanese coin-op industry's traditional annual eXjX) 

D tie Japan A.rruSemem MaChIne 

ManufacbJrers ASSOCia'Jor'(s 

37th arn.aaI emblbcr1 recently ttrt 

plaCe 1'1 'RlIcyo, attraetrIg fewer 

elCfbtlttOrS man ever, 8 dlsaptXJrnmefll 

tI1at forced \tie organl$l:!r.i 10 ~k;ome 

rlOI1~ to the tM:!nt for the first 

lime 111 itS history. 

PredlctaOly, the rhyttvTl-acton 

gerre dorTw'0ted proceedings, 'Mtt1 

JaiecQ. AIlIs ar.l sega all itJr(lIrlg on the 

bardwagon, The real star 01 the s/n.Io: 

1'ICMie'm, was ~ 'MIId1 cropped up 

on jUst about fNefY majOf &and 

Of all \tie CO!lllOOIE!S 1'1 attendance. 

II was pcmaos sega that PflMOed the 

most e~C/tIng and var~ line-up- Yu 

Suzu~1 nimSelf was on hand to 5how off 

F355 7'Mn, a new netwOrked verskJn of 

thE! roedible NaOmi CCW'I-(lP- The game 

uses one 1'l'IOrlIt0l' rather than three. but 

tnaI 010 no! detract from ItS popi.ltanty. 

one 01 \tie key draws was ItS VMS 

cornpatJbIIity nstead 01 the pfintoot 

opoon offered Wt!l the old mooeI, 1WItl 

haS a \!MS sIoI aIIoMng players to 

dOwnI09CI ~r best tmes. 

StI.'1 Out Rigget, offerinl joystick-.nd-tl.ckball (ontrol. wu one of tb. show's bill,st hits (m.in). World Kicks 
offered .nother unconvention.1 control method (top ript). Power Showl Simulator (ripl) wu surprisinlly lun 

Equally Irlteresting was the first 

airing of SUJrwar5 Episode J RiICef, 

CUl'rently ~ de\IeIopment with software 

R&Dr.;, The game was only available to 

The mOlt unullI.ll.me at the 
show wu S'I"s Typing of the 
Dead, which reqllirn words to 
b, buh.d out 10 vanquish foel 

<Ill 12 CDOE' 

v.ew VI8 VIOeQ. cot ~ gave an early 

representallOO of the poy.er of sega's 

MOdel 4 roard (shoYMg Il"Iindt:b.YIng 

poIygoo-handlll1g), whiCI1 is bebew<! to 

De set for cIeOut at AOU next ','ear 

AmOngSt sega'S other offermgs 

was CM mgget !see Ar<:adevie'o« p132), 

v.flICfl proYe(! t..JgeIy POIlID with 

~and~QlII 

At7lI)(J/anC.e, in wI"»ct1 pIa;.ws have to 

speed round New Yofk. Chtcago and LOS 

A.nge1eS reSCUing people from accidents 

and droppmg them off If) Silfe places. 

A contU-W\lOl1 of the 'pa~' genre 

~ bnII0"1UyIn Crazo; Taxi, the 

patient's hean rate serves as an ent'fg)' 

~ 50 ~ they cop 'I. so do you 

Software R&Ot3'sJambosafan, 

meanv.tJII!. haS ~s careenng 
arOlRl a game I'l!S€M! tryIr1g to lasso 

228 breeds of \\oild anrnal. The Simple, 

open gamepIay lrTlPfessed ~ryone. 

Frolly. samba de Amigo, from 

• 

SOftware MOO and soniC Team. was OperfltJ()(l ~, The onty other Naf1"lCO 

mtfOduced .". '!'up Na>:a himself ~'S a oftenng of note was an arcade verskJn 

comedy rtlyttm-acnon game with a 01 urn Jar/Vrler LMVnY featUfing a 

SOUtn Amencan S<!mba vibe, featuring a SlrTIdar caoirlel to that used for Guitar 

d¥ICrlg monkey as the lead cmrOClef. .wn Ft)"), but hardly ~ 

Of the many urusual lilies at the 

Playing for kicks shcrN, Tatto's ~ SIIo\oeI Smutara'" 

~ Namco had little to was one of the ITlOSl enpf<lbIe. 

snow at the event. \V()'/d Kds is an odd Sponsored b'I KOmatSu, a famous 

fot.q)Iayef Naom soo::eI" game in wtlidl -="""'" 
players actually kick a football at the manufacturer, the game has ~ 

base of the cabinet to control the USIng a vibrating power drill controller to 

on-screer1 eQUNalem. unfortunately, the per1o(m a number of menia l fJuild ing· 

graphics are a little dated, and kicking SI~ dloI'es. There are several sti~ IeYeIS. 

the ball to pass. shoot and tackle j)rCM!S ana COI'l'(lIeoog the tralnlrlg mooe giveS 

a httle CO'Ifus.I'Ig Meanwhile, the third access to a comedy rruri-game 1'1 

i'ISlaImem In the TIne CnSlS senes, 'AfIICtt you load trucks. 6eslrat klxury 

CI'lsis l fJf'le, was a ImIe rmre prorT"QSII1g. cars. and rescue turtles. What 

The game uses the same 'ClUCk pedal"' ~ treatUfeS have to do with 

as itS I)redeCeSSor.;. cot rQN offers a constr\.ICtJ:ln is anyone's guess, but It 

madllnegun In place of a pistol, I'IhIdl seems like TMO gave tIP on reality wren 
ta~es aw<Pf the prooSion element It stsned this proteCt~, and the 

SOI'\"loe'M\at and drags the genre tlaCl:: to resu~s are YIIrlr1ingIy compulsNe. 

• 
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Left to ri,ht by column: Crisis lone was Nlmco's IIther unconvincing follow-up to Time Crisis; World Kicks may have offered In innovative interface, but 
its XTlphlcslooked dated; ~go Te/ns, flom Software R&Djtl, is the filsl coin-op Te/fis title for 11 yells; Sombo de Amigo offeled iI monkey with IINllcas 

An action and music mix 
carx;om's main contribubon ttllS year 

was tile Naomi conversion of M comic 

aod film character, spawn. The game 

uses tile same hlgh·speed netv.Qrl( 

feature as OUt Trigger, but is aimed at 

a more harocore audience, ullhsing 

complex controls aod a camera system 

ot:IIIiously influenced by that of IJ(;arlna 

ofTime (pushIng a button reset the view 

behiod ma in character). There was also 

a playable demo of Strlder 2, aMlough 

it's still tOO early to gauge the quality 

of ItIIs platforming actioner 

MUsic is still big at Konam despiW 

the company's admissions that the 

BeMani mar~et is finally slcJlf.ing down. 

11 is OON anempting 10 push the 

concept abroad to get a new al.ldience 

hooIo:;ed, At the show, hoWeVer, Konami 

was happy to show 011 Dance Dance 

RevoIu!JQn 3rd Mix, Pop'n'MuSIC 2, 

Bearmania 5th Remix, Pop'n'slage aod 

Guitar Ff()a~s2. There was also a new 

spin on DDR entitled Dream ecme True, 

after a farTl(l(js Japanese pop baod, The 

g<l me is pretty much standa rd DDR fare, 

but stricW uses the group's own songs 

There WJS also J special karaol;e 

version, alklwingooe person to smg into 

a mic whiie anotI1erdances along - a 

corteePl easily adaptable for overseas 

marl::ets. The most imeresting aodition 

to Konam i's music family, thougtl, was 

Rap Freaks, whICh ooesn't use a mic, 

as the t~1e might suggest. but instead 

reqUITes players to clap out a rtlythm. 

AS for other atteroees, Ja leco 

seemed completely uTJthreatefled 

by Konami's recent lega l actlOflS 

concerning VJ aod its smilarrties to 

Beatmanla, as boltl RocK'n'Tread 2 and 

steppin'stage 2 were ciearty influertced 

by Dance Dance RevOlution , Meall\o'ltiiie, 

Audition, a karooke game in which 

pIaye~ have to sing along in the correct 

key, was a little more InnovatIVe 

Of roost interest 10 some of the 

more sooalty frustrated attendeeS was 
Tecmo'sDeadfY AIirIe 2 HoweYer, the 

gorgeous graphics aod welHl(IlaflCed 

gameptay of tile title dashed the 

cnticlSffiS of those who'Ye tagge<l it 

a cheap T n-A' ftghtmg game 

UltlfTlately it was httie surpnse that 

JAMMA '99 was dormnated by so many 

mus.c titles - muc/1 to the frustraton of 

overseas diStributors who have so far 

failed to fiod a hugely welcommg 

al.ldience with such games in the west 

A wide, interesting aod at times 

~in eccentric sega line-up I~ up the 

event reveali ng a company currently on 

tOIl of its game. FOt Dreamca5t users, of 

course. the seerr.ogIy irrepresslble nse 

of NaOmI spells good ne,ys. WlItl a raft 

of tw-quallty attlon titles set 10 T2 
hit the hI.nle In (:(lITljtJg monltls. ~ 

Sex •• nd Konlmi g~ve ilttendees somethin.110 shlke thilnk$ to Sambo de 
Amiga (left) ilnd Rap freaks (right) respectIvely. two rhythm-ilction titles 

• 

' -+ 

JAMMASTATS 

..... .,.., 1III1'IIJCfh$;.t,6G 

.... lNrlto,~3._ --'" lflli \!>all W~ 14,m 

~51 ano 100~ne-s ',320 

MOre '''''''101 ~ 3.00 

-----~ 55 8 " oIpne centre ~ are Male 

56.9 or. of uson are <Ne< 21 years of age 

7.9'Iro 01 uset$.,;s., g;rne cewes as a 

""""" fordale$ 
33 S'JI. 01 tl$ef. 'o'iM _ OO1!res one to 

_ timeS • mornn 15.3'Iro \"<Sol more tIl3n 

"""'" J:/.?IE. of ~ pI3y 1le!VoO'!e!1 J:) mnltes 

ano one !>Our duror1i! eadl vt$I! l" ·3'l; 
pI3y /or m<;te thiV1 three !>OurSl 

, 
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• 

SPECULATION AND 3D CHIPS DOMINATE ECTS 
The aisles '#ere buzzing as Sooy and Nintendo ruled the floor but the real actIOO happened el5e'Nhere 

Nintendo rlayed its ace, .,.acinl the show floor with the presence of 
Shipru Mlyamolo, followinl up wilh Ihe European debut of Poiremon 

In the ablenu of 
se,1, distributor (jem 
anempled to maintain 
some sort 01 Or.-meast 
profile (top)_ Ern WI$ 
also Ihe nnue lor the 
announcement 01 an 
alllbltlous n_ dew:o, 
Evolution Sludios, 
hflded u~ by fl-DiD 
man Martin Ktnwriaht 
and erstwhile PsYlnosis 
chief lan Hethtrlncton 
(abon, left and rilhl) 

... ,4 CDQ£ 

r.w nerdance may have bee!l up, 

&AI OUt the r~ actlOr'I at EelS 

oc:cuned on the peripheries. lnSIe<lO of 

softwate n.mg the headlines, the mosI 

~ news was generated t7{ the 

~ cornpetJt/Ye grap'uts ctup 

~ Nw:I.a <rid 30fx displaved new 

teCMOIogoes. Wtth the sheer IJ(1Ner 01 

NVOifs GeForce 256 cafd upstagtng 

3Ofl(s T-Buffer and FXT' !ewrt'­

a:mpres$IOO ted\nOIOgy_ Meanwtule, 

n.mours aboUt M crosoft·s X-8C»c 

briefings I'l the I1OO!'by Hilton HOtel 

tocusea POSI-s/lOW dlSCllSSlOl1S. 

IrOrlICaIIy the major software 

announcement cane from a VS 

0E!YeI0Per BlIZZard released deIa!S of 

waraaII' •. Other prerneres IIlCkJOe(I 

westwox!'S C&C Renegade arr:l Geotf 

crao:rmond'S Grand Pnx 3. 

on the show floor. Nintendo anO 

SOrry battled for most impressive stanO 

• 

W'ith kef players such 1$ Sqa, EA. Actlvlslon .nd Microsoft not present the 
slap WI$ Ht lor smaller companies 10 make an impad al this yea(s ECTS 

pIalJcJ,ts will SOny's 'shoW wnIW1 a 

'JI:oN' coocepl caoog up ~ And 

v.flIie Dreamcast disuiblnor Gem too;] 

to fiI the gat) left ~ sega's aosence, 

many \Wfl! left \WI"Idere(j about the 

'Msdom of that deCIsion, 

Bl2arretv. 0!1e of the shovIs best 

perfot'mers was SNK'S Neo-Geo "OCket 

COIor such was the level of support 

ttlat SNK ~ back the hanctIeId's 

retease I'l ortIer to meet demarr:l 

'MIen It came to sofiWafe. 

hOwever. the rnajOIl!y of lilies were 

ECTSAWARDS 

............. ---­/:IOIOIIIIII.,... .... 1IIrt ---.-".1 ~ 8OUW. "..".., ---Rqrw s,.... _ SIOmI 

TIle most exciting news was generated by 
the hi><hiy competitive graphics chip mar1<et with 

NVidia ana 3dfx displaying new technofOgies 

shoWn behind closed doors. Doe of the 

best~~ corners was the EiOos­

KaIam!-TaI:e 2 enclave. with KOOamI'S 

gokffiSh tarts being the shoW's ITOSt 

i'II"(MIttve ard'ute<:nJrill ~ture.1t !'lad 

at least 0!1e good g<rne. too WIth !SS 

Pro EW:MJon wnlI'lg the ECTS "best 

game" award Take 2'5 GOO games alsO 

\()04(ed good - the tturdperson NOOe 

action adventure Rune is already 

Impressive • ...male KISS: FWchO OrCus 

~ IIltrlgUlngIy grotesqlJe. Ems alsO 

had a couple: of eJ(00sives up its sleeve 

v.nn 08I'\IStI-deveI PC title HItmaIl 

oemonstraung POtenti<ll. 

But. once again. the staIkni horSe 

that IS e3ck And Mute s:ayed 0U1:St0e 

the show Peter MoI',fIe\J.l( rematned as 

eotI1OsIastic as ever to shoW off the 

arntlr\lCI'l of hIS game. though. And the 

game of the 'private' shoW 

contll'lUeS 10 look fantastic. 

• 



DREAM CAST 2 TECHNOLOGY CONFIRMED 
I'VideoLogic continues partnership with sega to prcMde next console's graphical grunt 

I " 

n n Industry IOSIdef MS revealed 10 Edge that 

&iI IfIdeoLogic, the creatOI' of the PowerVR 20C 

gra"",iCs cnp ... the eldstlng Oreamcast has alfe.D; 

CQIl1PIeteo wort on Offfl graphics technology for use ~ a 

Dreamcast 2 untt. Edge's co:nact spoke o/"staggenng" 

performance, bur 'NClIAcI1'IOI De drawn on speafcs. 

sega MS often referreo to areamc.ast as a modUar 

system, l/flgradeable as MC! whe!l comoeung tedlnoIogleS 

or Inirtet conditions neces5ltated It. whd'I maI:es t!'IIS 

rt'Yl'1atIOn of o:.mpIete-rt'I)Iacement tednlIogy all the 

more remal1o:able. It wou~ De follY. howE!ver. for sega I'lOl 

to invest in further graphICS techrloIogy development at 

IIiOeologlc, ~ ... Wgtlt 01 the perlonnar'lce of NaCm. 

IMIose Iow-coSI: con.op 5OkItIcI11ias proYeCI extremely 

popuIaf wrtIl 00!h arcacle game deYeIoperS and operatCn 

Dreamcast DVD confirmed 
In other Dre.wncast news. 5ega chose 5eptember 16 to 

confirm ~ plans for bottl DVD and lip ~ adG-oos for the 

unit. The COfJ'IP<Irly \\OUkl not De drawn on release dates. 

hcmevef, SLltlllg rnstearl tnat the OVD UM 'MlU1d be 

While In Tokyo lOt T(iS, EdIt .Iso pl.yed the ~t 
build of S/lenmue, wtlich looks b.ttet tNn tftl 

introduced at an 'econorTIICa!ly VIable' pool - scmethog 

inskIefs ~ hinted may be as early as February 1'1 Japan. 

lhe untt ...... SlI lXldemea!t1 the DreamcasI: console. 

Closer to home. sega Europe tIas re.oeaIeO tnat 18 mIes 

will roll acCCJl1l)ill'lY the PAL Oreamcast launch, thanks .r c 

to the delaywhld1 pushes It bad. 10 octobef 14 L...=:J 

MICROSOFT TARGETS CONSOLE MARKET 
With its X-Box strategy, the Redmond software giant is attempting a PlayStation 2 killer 

r.:I pecWtIon that MIC1OSOII is c\eYeIoc:II'!I! a pc.styte 

1:.1 consoIewas all but otrlC ia l ~confirmed donng ECTS, 

attBf 11 became dear that developers were belflg briefed on 

the so-called 'X-IIOX' Ahtlo.Jgh Microso'l Old not haVe a stand 

111 tile S/lC>.\: select grQJPS v.ere shcJ,<,on It at !he nearbv Httton 

I-IOI~. All r.aa to sign strICt fIOIl-disclosUre agreementS. 

initial reportS of the tx»c were carried In the NOYember 

iSsue of Edge's sister puDbcatOl'l, 

Micros.oft is plllnninlto 
throw tOltther. numbt r of 
oH-the-shell componen1$ to 
deli", i1$)( -80:.: te-chnolosy 

• 

"-' 

Next GMeraOOn. n detailed a rroduIar console, desIgrleO to 

be a Iclw-cOst upgraoeaOle unit matching !he tuoctiooahty 

and power of Pla'yStatKln2. The irutial boiId of tile DV!).base(j 

~ Ix»! IS thought to De based 00 a 5I))Y.Hz InteI CPU, 

~ an ~ GefOrce 2S6-based ~ cartI.1t wt'lIAd 

al50 come equlpoed 'Mm a 1'OOOem. CUrrent J>C YCOIlOfS wen 
as ~I and Gateway WOI./I(I se~ their O'MlllefSlO(lS of the box. 

WIth MCosoft ~ tile pIatIoml"S c\eYeklprnenl 

MICJ050It IS already heavltt inYOI\Ied 11 the set-top tJusmeSS. 

having ~cessllJlly spent mllhoos on ItS W90TV tlox-

OUrll"lg EeTS. Stepflen MCGiM. MICrosoft's European games 

~ manager, oened kr\oY.1ecIge of Ire x-aox. but the 

presence of f<l Fnes., general mar.ager 01 Maosotrs g.lITleS 

group. suggested. however, that sometIwlg was afoot. 

-All of us In the tedn:lIogy busU1ess are looking to 

d~'- J.5OIl Rublnsteln. nters dlfeClOr of games told 

Edge 'MIen asked speaficaIty about X-Box. he sta:ed. 1 

wooldrl"l know aboot the n.moor nut n 'M)Iidn'1 surprtse me.-

Microsoft also recently sjgned a S5hn cleal with AT&T 

to ensure that WinCEYAI De used III over 10mdIionAT&T 

set-top DOxes. 11 has released a new ver$IOI'l of WlrICE fa" 

Dreamcast. 100. 10 dalEl, Iew ~s haW used the 

operating system to make games for the console. 

NEWS 
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P.RESCREE N 
I. EDGE PREMIERES INTERACTI VE ENTERTAINMENT'S FRE SH EST FAC ES 

A human face for gaming 
Better graphi cs wo n' t enable emotion: more rea li stic characters are the key 

D he measure of sony's marketing nous In 
naming the PIay$t8tlOO2's CPU emotion 

Engine IS only now becoming apparent. It may be 
the biggest proauwon chiP In the world, but like 
every other Slab of doped silicon, all il does Is 
crunch strings Of ones and zeroes into new 
seQuences. Afle. reading some breathless reports 
from the lokyo Game ShoW. hoWeVer. you'd be 
forgiven /of th,"~,ng ~ contained some kind Of 
emotion Injection Unit, providing all PlayS!8tion2 
titleS WIth a spl!'Clal sprinkling of magic dust 

At a superfiaallevel. ArtD,nk's A -Train 6 and 
lConami's M8hfOIl8 rarouze

' 
wlll be the same as 

PfevtOllS tTaln Simulation or uaClitlOfla1 boarCl· 
dernte{j videogames Even character·dnven titles 
such as SQuare 's The Booncer aren't guaranteed 
to usher In a new level of expertence. In that 
sense, the Emooon Engine IS but a fa.cade. a clever 
aaverllsmg pIov. 10 another rl!"SOeCt. SOrr(s nam,ng 
dec'Sion IS cruc,al PlaySt8Uon2 won't OefiM tile 
beginning of emollon In games, but 11 Goes mark 
the start of MW po$Slb "tlt'S of emotionally 
InvoNed galT\lng thiS won't be eYO~ed by the 
abilitY to model the intncaclt'S Of cheelc muscleS 
movmg as a lace breal:s IIlto 8 smile per se, but 
PlaySlal ion2 1'1111 prOVIde devefopers I'I1th the 

reHett_lIII~ 

10 l\1l"(I 01l\1l"(I, _11''' ... -. 
~'esQetI"" 01 ItS wafer· 
ttw1 1l'erT'<Se. SIlOuId 
k.d:saI1 PS2 ... 1Il a ~ 

• 

Ao..ndIoI~ 

-~ atterr"!Xed \0 PIlI ou.te 
moo a.-CIIOtS, _ ra~ 

Sega IS >et \0 show mem 
Mw ~ SI'ICWJId De ClOne 

opportUnitY 10 Stimulate gamers' emotlOOS. These 
toots W1H only be uselul W1thlFl a certalll context, 
and tile key IS character. 

MOSt games contaon characters, 01 course, 
even lilt's only Colln MacRae's name In the IItle. 
BUt to Simula te emotlOO, the ne ~t generatioo of 
charactefS must be more than JUSt phySIcally 
ChStonC! "gures eXISting purely to enable speoal 
moves. InStead, they muSt become lTlO(e 
amblguo~s figu res, IMng in a game expenence 
that provides gamers With both the InClinat'on and 
the opportunlues to dO ITlOfe than just kill 

vet tllere are some Signs that developers are 
aware 01 the Sltuallon Games such as 8/acJ: And 
Whirs and Galleon are attempting 10 create a 
conlexl for we lt·rounded characters. Alter th ree 
games, each driven by FMV, eV1ln ~StwOOd is 
eXDlOl'>J1g a playalJle Character With a thlrdperSOl'l 
"tle, C()f1lm<Jnd & CCflQuer' RenegMki 

With Unit safes for PlayStation2 predicted to 
be In the hundreds of mil lions, any attempt 10 

crack the real mass market wil l reqU ire Cha ra cters 
to belieVf! in. While NeH Ridge Racer, reuen Tag 
TOumatTlelll and GT2OO:l all have the'r place. 
emotionally they are backward·loo'cong IItles. sony 
has openea the Oooc the future 01 gaming awaits. 

E .... _ orIV JIIIe to 
_ roIIni fo::I\;Ige 01l1li 

W. III tile TiJi:yo Game 
Show, M tII3t was 
ef'IOOII1 to ""'>et even !/'le 
most sateO 01 ~!ttK 

CiIpo;wn'$-~ 

from Ractoon C!V" CI<lI! oItne'f'l'Jll"$ ___ 

tII¥b to l1li NCrne\.iS. NO 
wonoer Cepeom wres 
..-e at a 10-1W' to~ 
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PRE SCRfEN 

PRESCREEN ALPHAS 
BITE-SIZED PREVIEW CHUNKS, LEADING WITH WHAT SOME ARE ALREADY CALLING THE 'BEST GAME EVER CREATED' 

BLACK AND WH ITE 

• 

fORMAT : PC DEVELOPER: LlON HEAD 

to Peter M01yneux. woo was demonStrating n IJe/1u1d dosOO doors at the 

fl ilton Hotel CUring EelS. The functionality 01 the onlllle aspect 01 the game 

is fu l ~ In place. Krl()WI1 as The Gattl€nng, this non-pers;stent multi player 

eflVi rO<"l'l'le'llt will be the eQuwalent 01 an ;nte<aatve chatroom for y(lIlr 

creatl"eS anO willleature them l,p-synd1ing as they talk. Conver.;ely, the 

ma"" area to be CDmpleted IOf the s; ng!epIayef game remains tile plot 



• 

~, presenrod a pjaya!lle + ofttltS ~10 one of the 
ties! tM!I' F'iayStatioo muIIlpIiyef 

e~~ at It5 d''''''"''tMJ bootn 
aT Eels. In addrtm to the eve<1ts 

of the ongmal. &Ill new actMtleS -

~ spnngboan:l diving. 

"""" """""'.­
~/bni. and 1TIIOd~ 

rIIIVWl8 - haY!! been NIc;lJded. n. 
raonocs ~ naturally 'morCNell, 
tIut the s.mpIc, stupefying IICIdK:tIve 

gamep!ay re<Tl3ll1S. of course, E>:Dect 
a western release in ~ 

M I C ROM A CHI N E S'-'4'--_ _ _____ --""0.,,~.,'''.!!'''''AYSlATlO ... OEYElOPEIt , COOlMA STfII S 

unveiled NI pi;lyable form at EClS, !IllS new IofraO MK:f'IInes proJeCt 

drspOSeS 01 veIIICIeS to focus on OIlCII-h.gh tloooe<IIII en\ItJeS CIiIe(I 

MarIIaCS. Naturally, fourptayef actKln is guar.,teec:l. 8IOng witll a var'l!'ty 

ot weapons 8no:l 0Ir.er learures that CocIemastel'$ IS currently hold ing 

dose to lIS COfPOlate dlesL 00 present form, the potenualllere is huge 

TO CA WO R L D TO U RI N G C A R.~S,-___________ --, .. ",."".,,,,,-. """"",,,,,",,,,"o,,-,,o,<,,,,,,,",o",,,,,,,,,,"o,,, .. ,, • .,.,,,,!,,,,,, 

.. 19 UK1£ 
• 

'--

1DCA ~ lit KTS, Eda' was cunous as 10 II(MI the team DeIIu1d 
the IlfOI(!a WDlAd attempllO ontIoouce new elements la the _OIlS me 

II1CIu5oon of touring car events ffom Japan, Europe, AUstrall(l. an(! SOvth 
¥lO NOrtl1 Americ<l W111 bnng some mucn welCome va.ietV!O the game 



OUT RIGGER 

AlSO fealllfed in ttli$ mont~'S ArC:a<:Ie\o1eW (see Pl321. (M Rigger is ooe of !he most in~ 

coin-op:s to surface /of some ume. Created by Sega"s SoIIwoIre R&OO. rt's a IlrSlj;lerSOl1 s/1O:':lter 

fof!he arcade martet. Aro. CJr(» yClI/"'l accImatIsed to IJ5IrIg a trackbail instead 01 a mouse. rt 
Kicks arsc, (':S!leCia1ly in /ourpIa",oer moOe. The Nacrni-Io-oreamcast COI1\IefSI(Wl could be rl\aSSMl. 

STUNT GP 

FORMAT: COIN_OP DEVElOPER, SOFTWARE R.IoDU 

fORMAl : PC/DRUMCAST DEVELOPER: TEAM 11 

Bnngmg tlaCk fond memones of NlntenOO'S stunt Race FX 00 !he SNES. Team 17'$ racef featurmg rildlO-COfllroOed st\lrll car; Ps hugety endeaflrlg 

TIle courses (of I'ItIId1 there are mo<e than 24) eocourage jW to perfCM"m lricks try pI.ocing jumps, loops, corlscrews, ~fa/s and othef obstacles in 

\'OUr wiry. Of course, you',e also expected to staY in front of your opponentS. ~SbfO expects 10 release !he ga.:ne in the forst Ql.I<lner of next year 



HALO 

GALLEON 

• 

PRESCREEN 

FORMAT: PC/MAC OEVELOPER: BUNGlE 

One at the rughlog!1ts at 1W!(!<a'S GefQrce 256 press coofemoce was 

!he clemonstraoon of Halo, a game w!1ict1 is MiKhl'i anticipated and 

already rur'J1O\jred 10 De a POtential P1aystali0n2 1111e. And tile WIde O!)efl 

1a00000pes of !he futuristic thirdperson s/loote< certainPy SOO11 to De 

made /of tile po/'J'-pushIng and fighting capabMHlS of tile GefOfCe. 

FORMAT: PC OEVELOPER: CONFOUNOING FACTOR 

AIInough not pIayabIe at ECTS. lolly Gard and Paul DOUglas were demonstrating a WOI'<-in-progress vidro betund ck7..ed 

(J()(n. "resolutely ~ ao::tventure exoo<.eoce. G.1IIoon reloes on stroog characters. tile heMI of tile game onvoMng a 
Io.oe-Inangle between the hero. C8ptain Rhame Sabrier. and two female characters, !he sweet Faith and the .... ~ja Mihol<O The 

short \'Ideo sequenee showe(! a ~ character anempung to .,1 Rhame ~ directing him (M!f a treadlefous bridge. 

£DO£ 23 .. 
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PRE SCREEN 

WORLD'S SCARIEST POLICE CHASES DEADLY PURSUIT 

AS a muItlmill ioo-OOllar emertallY!le11t corporaoon, Fo> MS a list 01 licensable propertIeS longer tllar1 \'QlIr ",rn, 00t 

thos IS roe of the most unusual. BaSed 00 ilIl ~ne ... can tekMsIon show (natul'aIIy!. wa/d's scariest POlice Chilse;; 

see; y<:>.J in tile drive(s seat of a cop car 00 the taol 01 ba<l guyS ~ 75 ITIOSSIOnS. lJI( ~ Teeny weeny GameS 

prorTllses tile lalgest CIty <Ml'r seen in a driving game, while 'ropter views and commernal\' add to the atmospilere. 

BIOHAZARD: OJNSURIIM)R 

O!le of tile SUlprlSe titles at tile 

aut....-mTOkyoGame S/loWwas thOS 

ligtrtgun powered spm on the horror 

game genre frCW11 capcom. unIJ~e 
ll!fle; ligtltgUn titles, the title llSeS 

its reattll'lle 30 engLrle to alJcMo 

players to freely move WIthin its eefie 

IlfMrcnnents. The ooly restnCllon 

is that yoo cannot retreat, wttidl 

hampers what miWtt tI.l'w 00cn 

a thrdllrlg e"l)l.'fll.'nCe If capr;om 
can someIlow address this limitatIOn, 

tile game WIN t>eOeIi! 1I1'V'IlI)(lSeI. 

EVOLVA 
MOther tItle ba5l;"lg in the relJected glory 01 ""'-"dla'S GeForce crup is 

fKWa. with !1Xilnicaf d,fector MaO. Atbnson proudly de!noosllatll1g 

tIlat, u:smg the chip, f\lOll'<lllas more ..-.game polyS 00 screen than it 

had lJ(evioosIy in ItS FMV rut-scenes. And a1though Ifs unli~ely to ship 

• 

' - + 

FORMAT; DREAM CAST DEV ELOPER, TEENY WEENY 

FORMAL PC DEVElOPER, COMPUTER ARTWOlkS 

, 



PRESCR EEN 

-
C & C: RENEGADE FORMAT: 1'( DEVElOPfR: WESTWOOO 

lIISPIIed DI the sm.I-stele!XllTl'lillldO II'IISSIOI'IS of rtS POPIJIar 
~ sene:s:-~ Df¥(l entrISIOtI Dnn8 tne ~ onto 
the realms 01 songIe cnaracter wth. thorO-Oer5On ~ 
~ .... st;j 118 SUPPOrteO~, WIth the ,s rTII$!iIOO 

areas feaWl'llg er;;lITIIOlI$ InOQI)r and outdDOI err.wonrnentS. 

STREET FIGHTER EX3 

More SCfeensnots II'~ the "SI (lIlI!'vlt3tJle) Street ~igflter bUe !co' Sony's 

PlayStallOn2. ~ these mages cap!Ule !hi! fI.:svour 01 capcom's 
rormt; establ.shed set of dl3ra.crers (Ctoun·U and Slim ... among !hem), 

,!he game KloI<s ClOd A cris!l resolutIOn OI:MOoSly ma~es !Of better Cletail. 
bu! ttlerc'$1'IO denying the dv'»cal f~ of the whole ilffaor. Tome 1'<111 te ll 

• 

fORMAT : I'l AYStA110 Nl DEVELOPER: AIUKA 

£OG£· 2S .. 
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PRESCREEN 

KOUDELKA 

Recent exposure to capcom's tales! 

episode of SUMvalIlJnu< II<ts prove<;! 

it to be a far more actKJn.pacl:ed 

g;me than prev>ollS ttle5. Weapons 

thilt kill with a single shot are 111 great 

SlWo'V . ...nch is helpful const<:Ie<mg 
the flUmbefS of zombies oo·screen. 
although go<ng the....tde hOg ..... tll 

the galling gun remains the more 

enjoyable opIKln. leSS saILslactOl)'. 

though. are the scr,pted options 

provided during certaJ/1 cut scenes. 

<Ill 26 £DG£ 

FORMAT: PLAYSTATIOH DEVelOPER: SACHOTH 

Forme<:J i(1 Marctl. (leveloper Sacnolh comprises seven eX-SQuare employees who between them wor'<:ed on the classic 
5NES seiken DenseI5U (ai:a seaet 01 Mar1<l1 Silft€'S- FI.KlOed t>,t SNK. the codeshop is making the game it felt ~ did oot 

have to lre€dcm to reahse within the ~ast SQuare campus. A horToH hemed RPG with lavish lllsuals. Koudelka is an odd 

release for Japan in that it uses EngI ,str-language spot;en dialogue ancl commaoos, One W i0oi:: out lor 00 itl1j)OO, then 

COUNTDOWN VAMPIRE 
With lOO secuons and 15 lTInJIe!;oI pre<e<V:Iered CG sequences. CountOOlw! 

VwnpiIe '5 a<me(1 squarely al Resident &illans. NOt only are the enemoes 
here affected by the g;me's moon cycle, buI also the player's bOJod type 

(entered oelore pIaying). wtud'1 infloences the evil forms Itley rnorpn into. 

• 

FORMAT: PLAYSTATlOH DEVELOPER: BAHOAJ 
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ME.[)lE\o1L 2 

FOllowIng in the IOOI$tep$ of ,-
G-pt!JCe 2 comes. aoother safe 
sequel opIlC<l from sorry Europe's 

coosiOefable cleYelopment resources. 

WIlIIe the fi rst Me<;J,'f!\Iii SW1ped wme 

worthwhile Kleas from !he Ze/da 

series, n wtunately failed to gel a5 

a C()IlVillCing \\tioIe, With this 

tonow-LJP. SCEE's camtlridge StlJdoo 
Os oHenng a rJeW weapon system, 

allowing twO instrtmCJlts of paUl to 
I)e wielded sJmultaneotJSly, Other 

e!lhaocements remain a myslely. 

Bl.OO 0 AND LACE 

Recem.~ shown at ECIS was 

l ta~an developer GMM 

Entertatrwnem's take en !he gothPc 

horrOf genre. Boasting beautiful 

and atr1'lOS!JllerlC biIc~0und5, the 

plot of Blood and UICe rfMlIws 

arwnd a mysterious ocajt !elQ. 

the Picatrl><, lost ~ 18th OOrltuJ)' 

paris. With both PC aJ1(l Oreamcast 
VfJfsions in development !he game 

should be ready for release by me 

end of !he \'Wf, although no 

pubiisher hils \'I!! bcc!l s.gned. 

EVOLUTION 2 
AS. one 01 !he first tlt~ to et'Ija)t life on Dteamcast In Japan, the aJlgiroai 

fl.t>'UJI(>'J was lar from being a CorMnclng R~, althoogl1 claims that the 

title was rushed in OfOOrtO gM! sega's lirst WiWe of software as much 

drtefSlty as ~bIe ma)I c.tIrry wmewe'ght. Sung is noOOUbl. puUmg 

aut the Stops in .11 ellOft to make thiS sequel a more complete game. 

DEVIL MAN 

Devil Mall Is 'I'll anoIher example of JapcJ>ese ~' CUJTe<TI 

fiX<l100n WIth all th ngs horrOf-related Playmg as AAira , you hiIIIe t'Ml 

forms - human aJ1(l 'devi l man' - your relationship WIth other charoct= 

changmg ;}(;co<dmgly. light Meral (;&jr InfltJeflCe5 should spice ttungs up 

• 

'-

FORMAT: DREAMCAST DEVnOPER; SlING 

FORMAT: PLAYSTATION DEVHOPfR: SANDAl 

, 
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ETERNAL ARCADIA , 
Sega 's first Dreamcast RPG is an ambitious take on the high-seas adventure yarn, 

except that here the ships fly and the ocean is a totally 3D skyscape 

The fdion likes piue on. series of f1atinl isl.nds which SHm to 
like their inspirltion from I m!. of st.nd.r RP(; Ind Tolkien sources 

AelUst: Sprlnl'Uapan) 

m nee the excitement of those first­

generatIOn beat 'em L4lS!WId racr.g 
games subs.Icles. every pliltfOll11 neeos lIS claSSIC 

RPG series to SUfViYe. FrJaI Farl!aSY. Wlk/ AIrnS 

andllafll'tal HeiNtS nave all oone lTI'TIeasurallle 
good for the PiayStation,jUSt lIS Final Famasr­
secret of Mana and Dragon Quest ooce Kept the 

SNES buoyant With the RPG. the classica l 

elements 01 story and Characters, rather than 

vrsuals, st'IVe to attraCt fanatICS. PS2 may boast 

grali»cal at/lIetlCISI)'I tleyOn(I that of DreamCast 
but If SeglI can set the fourldatJ:rrs of an epIC 

series flON, It CQJkI nave many thousands of 

swords'n'SQfCefY fans on boaro for the duration, 

This may well be the thll1~ng behind Eternal 
Atcadla PrOOlJCed t)y RIekO ~ma, who 

• 

The Eremol Arrtldio tUft! has lOne for I briChl, vibr.ntloolt, jnIrtly to .tlr.d 
RP(; nowices, pem.ps put off by the often d.rk n.ture of this ullblished cenre 

PfEMOUS/y 'MXtea on Phanrasy Star (and was a 

de~gner on the first SOIlIC title), Eternal Atcadia 
is billed as a truly epic r~ng adventure set 
in 8 mythical realm of floating kSIanOs and 

Irl\abItabIe c:IoOOs. The game. which r€'lo'ClNes 

around a buccaneef expioref named vvse. IS 

essent;ally a ~ of alllhOse ok! stones of 
twale5 !WId I1Idden treasures. but here the boats 
IIy and the ocean IS a totally 30 skyscape_ 

It'S a Pfeny astute set·up, Flying sh ips hav1! 

a firm place 10 Japanese RPG trad itIOn, wh ile the 

Cok.rrbJs era 01 dlSCOYelY - which the plot 

allegedly rTIIITIics - IS rllle With possibilities 

I/'I:lWt!fSt(l' and SOUl C8hbur haw1g ra:enttv 
ShOwn how "ye 0k1e sea·lamg' tmagery can 

SPICe 1,(1 a familiar geme). HOwever, while n IS 
kflCMIn that 'lyse is a 'good Pirate' vmo must do 

battle With Dad pirates as he explores tile sbes 

lor new larlds, little else rs Known about tile story­

SeglI is, d1aracteristitally, keepmg its caros dose 

to lIS treasure chest 

one thing aoout tIllS prOjeCt IS dear; though -

It IS maSS/'o'ely amIlItJOuS. It may even be an 
attempt to redeflOe the Rf'G for a whole new 
age. Consequently, the oes.gners claim not to 

hav1! been influenced tly any other RPG ~tles 

(although, Mturally, they have played them all), 

Elch rICe within the 
lime hIS its own ship 
des)lns (above), Ind 
uch boat hn different 
strenllhs, wuknesHlS 
Ind welpons. The 
ph.te look is popullr 

, 



EI,mo/llrcodkl is 
HI 10 irKlud, 5Om, 
stunnin, spHI.1 
.ffKl:s. most of which 
will bt triu,r,d 
throu,h th, us, of 
m.,ie Ind wnpons 

Gi.nt sn.ils If,n't the Inst bit unusu.l for 
In RPG. but EI,mo/llrcodio .llnst r.nd.rs 
them with no sm.lI.mount of fI.ir (.bowe' 

as v.tIat they're attemptlJ'lg to do is create 
anlllrovatrve new game system and, more 
Importanlly. one v.tlictl can be PICked up by 

newcomers 10 lhe genre. WlJich IS perhaps wtr'j 

marty Of the team Ila\Ie been drawn from sega's 

SOftware RiO . 7 oepanment - a SQuad lhal 
W()Il(s on SIffiI.I!a!lons allCl adventures 115 ~I as 

RPGS. KOOama san IS IooIong for fresh 

perspectIYeS on this most esoteric of gamrng 
St')'Ies. She's looking lor the next FmaI ~rasy 

Gendef IS also an issue tlere. NO!: onIV IS the 
prOOucer female. but a large percentage of the 

deYeIopment team is. too AS a reSUlt. you can 
expe(l the female d'latactcrs in Eternal ArCi:JdIa 
10 be more rea l lSt~lly OepK:ted tIlan is usually 

the case. and the Story to be more emoIlOI'IaI 
one of the team's rev alms is to (feate a game III 
v.tlrdl playefs can e)(jl(es5 their feehngs ttlrough 
the main characters, rather thall sJmply IT"ICNe 

them around liKe mindless automatons. RPGS 

~reaoy command a good percentage of female 
followers in Japan, but could ttllS l'Iea ltlly 
IIlfeCUOI'I of oestrogen be the I100k 10 attJaCt 

western lemaIes to the genre? l'rme Wt) tel. 
But banIe IS also IIllfll'lSlC 10 the genre and 

,n not betng SIdetlned here The ream IS piannlrg 

some II"IiISSIYe encoulners. not JUSt DetWeen 

oOOMduiI chafacters. but be\WeeIlllOBtS and 

E!'o'E!I'l armadas. recreanng the epIC encountelS 
the lterary genre of seabound swashOuCtJlilg IS 

Not only is the producer of the game female, but a 

PRE SCREEN 

large percentage of the development team IS, too 

The sky is • completely n.viSlble ]0 spice, ,Ivine unprecedented 
"udom to the llmer, The plot slilllollows • linnr route, however 

• 

famous for. n wiN also be possrble to use magrc 
and speooI attacks in the game. both of YttIIch 

are set to be <JCCOITIPi,IIlred by glossy effects. 
ASIor ~ allhough frem81 ArCar:Jrot is 

not a lree·roamlng multt--scen.arlO RPG, ttre 
deslgnersooo't want ptayers to IWI hemmed W1 
by all ob'I'ious!y linear narrative. KOdama-san and 

co want th;s 10 be a bright. Vlbrant world - a 
WOI"Id of possJblInres rather than fnsWctions. SIl ips 

are ttlllS piloted in real ~me. With ~ayers movrng 
from ISlaIlCl to iSjallCl as they see f~. 

frema/ ArCildIiJ ce-nainly has ItS ~tS set on 
grandIOSe adllevemelltS. the map Is gargantuan, 

the sty can apparenttv be Ba\ligated in true 30. 
and the designers are even COIlSIdemg some 
kIIld of mOOem suppon optiOIl - mult(ll3yer 

rOle\)laying a la U/f!ma Onhnellt'S possrDle. WitI'I 
tfIrS and S/IenmUe on the !"QrIlOO, Edge WOI1OerS 
what reposte SQuare has in store on P$2. TIle 
poss.brllt~ are reaching beyond all prevklusly 

kr'CwIl parameters. For RPG fanat~, ifs 8 
great lime 10 be alive. 

~.·3' 
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SU PREM E SNOWBOARDI NG , -
It's no surprise that one of the hottest-loo king snowboarding titles should 

Form.{: DCIPC 

[lewIOpel'· Hous~mllrqu. 

ReJease November 26 

Origin. Finla nd 

32 CDQ£ 

come out of Fin land, a co untry renowned for its relationship with the white stuff 

Naturally, perfo rmlnl t ricks is lIn ~ssentill requ irtment. Onr 100 vlIritties Irt oH~red as stlndlrd, . lt lloul lI denloper 
HOUiema rqU e daimstllllt pl.ytrs will be . ble to add their own. Furthermore, it Is incorporatinl varylnl depths of snow 

1':1 die first $.lW wnat 1$ I'lON known as 
IS 5uptemeSno.vOoafdmgowr 17 months 

ago 1/1 Atlanta dufinJ the 1998 £3 shOW. At that 
t,me, Finnish deveIOPef tbJsemarqtJe had Dut a 
technical oemo wttn wIld'l to lu re poteml(! l 
publishers 10 the frillS·free Stand It was shanng 
With other advOcalOl'S Of PC 30 tecl1noiOgy 

By ted\-demo stanOards the short Dut 

Jame5 arena CUfTe'ItIy 1"01: Deong the most 
predICtable 01 mar\(etst the Frendl ptAlUs/Wlg 

goant has IJeef1 ql..uck Off the man: In 
comml~ng a DreamCast conve~_ 

ThiS can only De 8000 news for those 

SIl(lW!)CIardmg OreamcaSI owners y,flo currently 
haVe only UEP System's ramer lacklustre COOl 
BOarders Bumn (see prM), Iof ~eme 

With around 100 tricks as well as a system allowi ng you to add 
your own, Supreme Snowboarding deserves to be taken seriously 

playable level that featUrt!(! a 5(l(1Wboarder 

surfmg Down the side of a mountalll was tllghly 
adVanced, a~eady {)em()-lstratlng more 
playabllny than 8, lot of near·firushed games 

present at the shcM'. But as Edle lnJlldled 011 to 
the next sd1eI.1uled appointment. tbJsemarQUe 
was no nearer find ing a pal'tl"lef 

NOw In Infogrames It has certainty found one. 
Keen to ma:oouse tile game's profitabi: ty (tile PC 

• 

0-

Snc1NboarrJlng rs k:loI:.lngvery promtSJng indeed. 

The finI~.&ame will offer the usuallofmat 
for a \ltIe dePICI1ll81h1s bod of sport NI 3(jdlbOn 

to the fCll1\ll>ar sll.m·fnenclly half-PIpe optIOn. 

bIg·all all:! race mooes are also avaIlable. 

conSldenng that the game can be played (on PC) 

usmg a force-feedbad:: JOYStICk, pulling off tricks 
Is a SImple combination of button and direction 
commands and one that proves wrprlsmgty 

• 



• cpi! fi W 

Hou~m"que intends 10 include SUperfllKHlS touchlls sIKh.s ripplinl 
clothts, The desi,ntrs of /0'0" must be ..on.rilll what they stlrttd", 

Tht silt th"cte's are 
YOUI usuat bunch of 
slackllr sn~.d 
'dLldes', allhou,h there 
is the possibility of one 
unusual individual 
m.kinl.n appu"nclI 

I'1tultJYe. On Dreamcast. given that & SPeCIfiC (and 

stanOarlI) controller t!XI$t$. expect the contrOl 
method 10 benefn from the po5:SIbIktV of ITlJIti­
bIJItoo function aSSlgnllleflt, 

In lotal , six char&etelS are selcctaDH! and 

are suitably attired as the coo 2O-sometI11ng 
~ usuaDy as500atec wrth the~. 

HOwever, one character star1(!s out as a 
lieihocnl (of Tekken fame) IOOkalike, aoo a 
rather mean boa roer he Is too. Whether 0( not 
he makes the ~ code rema ins to be seen, 
bIJI It would be a shame to lose hom, particularly 

as few games nowacIayS Dother to offer 
ct\afaaers of any real dlSllllCl1Ol1 

me assoClatlOO WIth Infog'ames is prooatl/y 

a so parW respoosd)le for the boards now 
3'I&IIa!lIe to !lie noers. Real brands Nded:er, 

ROSSIgOOI aoo salcmon haYe an lent their names 
10 the poIygooaIlnterpretauons 01 their 
reSPeCtive SIlOW'bOar<ls. Wh il(! thiS haS no direct 
II1f1uence on gameplay, rt wiD no doubt adO a 
tertlWl amount of cred Dlllty Within some ardes. 

MOre crucial to the game's play mecnan>cs 
thoogtl are the actual courses. NIOI! e~lst - spilt 
Into alplIle, forest and village themes, with a trio 
of plStes increasing In difflCtilty for each of them 

- Md rather than bell'll! forced down a 
predetemllned and unreallsttcally r.arrcm route, 
yoo're free to go down me slope Wlmln the 

generous 2Km'5qll8re area as you see fi t. me 

PRESC REE N 

The cour~ detlillslrul,.s this alr(rlft landin, "u reveals.. Ll1htln,IS/'ust 
one alU where Hou~m"que, deftloper of shooter Super Stordust. elCe s 

extension of the u~ restrictive bOundar~ 
ShOuld not be ~_ n IS little comddence 

that the beSI course on the N64'sspIenOid 10IIfr 

IS the most open 01 the pad. 

Techrncaliy, HOuSemiIrQI.'E! mows Its stuff. 

Reathme tessellalJOO allows an ~ 
amoum 01 scerery to be seen wrth the rarest 
dI5cemibIe blAId,~ evJdent oMoI 00 the most 
arrb:tlous display of polygons. The resutt is that 

the all"mportant SOHd-environmem feel is well 

malllta,ned througlX:M.Jt. Furthe-rmofe, the 

anunallOrl of the rlOers IS rorMrlCII'lgIy 

accomplished, 'MlI1e shadows are anothef 

lITImedIately notICeable aspect 

But !el's not remove 1080" from the top spot 

Just yet Wim around 100 tricks on offer as well 

as a system allowirll yoo to add yoor own. a 
l'IeoWly dose of exPansive courses an:! gra~ 
WIzardlY. togethef with the promse of mlldl 

attention 10 detail. Supreme cerullnly aeserves 
to be taken seriously in a geflre rapidly headed 

towards satUratlOl1 point. BUt SllOMIoar<ling 
gcrnes IiIIe 01' die on control, and firoe--turwtg 

ttus aspect".,,1I be HOUscmarQl.lf!'S prIOrity .f"2 
In the run up to release. 'l...:::J 

hpl.ys .evIII Hou~malque' l IechniUlI 
nous, and allow Ihe action to be viewed 
from sevlIIII .nlln al vlli.ble liplleds 

Nine (OUrsIlS, split 
ove. alpine, fOfflt 
and yillace Irus, lie 
IVliI,blt for ~IKtlon 

..... "" 
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RU NABOUT 2 
Cl lmax's s~pe rior urban driving concept is back after a three-year rest, 

and now offers a larger, more realistic world for its eccentric mission-based action 

Urban loations Ire filled with (oll.li!ral detail SIKh IS mlStiv. neon silns. CIf. 
fumiture .nd limp posts. Most can be cr.shed into, knocked ove, Ind ruined 

The mlp in the co,ne, 
of the se."n I dvi51!5 
pllye,s on possible 
routes, This sequel 
futures ml ny mo'e 
options thIn the 
Orilinll titll, .ddinl 
mlKh to its potentill 

Publisher: Cllm •• 

DeIIelopef: In ·!louM 

Rele.se: Wlnlet ~jlp.n) 

OrISin: Japan 

U Ithoogtl DrMJf has recently gratl/.le(l 
IiI plauditS for its 1IlIlCN3tM! design. I! was 
RtJna/JDUf (rer1amed Felony 11·79 1'1 the west) 

that truty Inti'OCkJa!d PlayStatlOO owners to the 

mission-based Urball drMIl8 game. 
Released three years ago, the trtle challer1ged 

playel's to get from one end of each course to 
the other I!'I the fastest possIDIe time. in veI*:IeS 

ranging from SPortS tars to coaches. Eath of the 

mu~i·rOlM maps took ill crcm::led City streetS, as 
well as country lanes and cllff·edge uacts, ana 
the vetudes would crumple and deform ....reo 
smashed agaInSt walls and other road lISl'I'5. 

Does ¥IV of tIllS sound tamll!¥? 
Finally, Climax has got arOUnd to crnftill8 a 

seQl.lel, and the game's fans will be pleased to 
hear that It'S more of the same. Much more. 

The baSIC concept rerr\OO1S WIt.lCt dPve your 
wtlide very QUlckIV from one place to another 
Here, thoogtl, the rlVe new efMrOl1mcnts have 

many more rOUte POSSIbilitieS to explore, and 
there are new, more varJe<f mlSSlOl15. 

You ffiI#iI have to find an ootect befae the 
enemy cars fill(! 'Pl, or reacn a goal wrthm a 
certa in ~me limit - whatever the case, there are 
up to 13 such mlSSlOllS for each environment, so 
there's a 101 more game in there than there was 
before_ TO expiall1 the actlOI1, there's also a real 
Story !hiS time. 'Mli1e the "tieS are more realIStIC. 
with roadv«lO:s, crowcts of peOeStriallS al'ld 

• 

Veterans of the o,illnll Run"bout will 
no doubt ,eclll the odd little scoote, it 
offered. The HCjuel bHfs thinV up ... 

Sl'IIere congestion addlll8 ema challenges. 
AS /Of vehicles, there are four standard 

start-up cars. but success II1I111SS101lS Will 0PeI1 

up anomer 27. lnterestlngl't players win De grven 
the opportumty to swap cars dunng a mlSSlO!1 -
something 'Pl couldn"1 00 111 the first title­
giWlg the poterItIa/ to make tactICal chOICes. 
such as USIng a coodl to smash thrOO8h the Oty 

before I'IOppII1g into a SjX)rtS car for Qtnet C(U1try 
lanes. 10 help ill the planning of a mission, 
players will be able to view 8 map 01 the en~re 

erMronment before pIayIrlg. gerung a feet for 
shortcuts and posSible 0C\ay ate3S. 

Runabout 2 certalllly IooIo:s the part. with 
varied CltySC3pcs and great night-lime neon 
effects {mOSt of the tive enVIronments are Ufban 
baseO. tab'lg inSPIratJOrl from !.as VegaS. Tokyo 
and £uropean crtteSJ_ I'kls. the extra gamepI<Iy 
modes and features Wl" add ewn more 10 an 
already amusing and playable premise. 

NOW that Ref1ectiorls has <Iemonsuated the 

poterTb81 of the urban drMng game. RUIIaIJoot 2, 
witIl itS wealth of roewgameplay possbl1tli!S, 

deserws to grab the ancmlOll of a larxer )Cil 
audll!f1Ce that its precursor Managed. Le:. 

There Ire fl'le diffe rent 
lII'pS to uplore, Ind 
each p,esents the 
pllyer with several 
different minions, 
At the end of each 
mission, you Ife 
IWllded I new vehicle 

, 
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SU PER RU NABOUT 
II' Th; PlayStation is not the only console that will be receiving a Runabaut sequel : 

SUp*r Runoboufs 
Iraphics mly be more 
reilned, but thefre still 
there 10 b. smashed 
into and cenerllly 
made. mess of 

For mat; oru mcn t 

Develope" Cllm .. 

Release: Wlnt" u.~n) 

O'igin ll pan 

Climax is also sending its lu natics-an-wheels racer into the Dreamcast arena 

r:I aretv a year into ItS hfecyde and 

1:1 Oreamcasl is alreao-,t Inundate<! WIth 

OrMnggames. ~ Ms IIg1lt· tlearted romps 
(jJuggy Heal, S(Jef!d Devils). urban 'th rll ls' (To.I:yo 
HIg!Iway Battle). and eKhi~rating arcade jaunts 
(Sega Rally 2) >MIat tt doesn't have IS somett"lW"\!! 
that attemptS to bnn8 together elementS 01 an 
three Ente!" SUper RtJnattOvt 

Despltebearing a tweJkoo hlle, Suoer 
RunaIXJ<Jlshares many s.milanties with RunaIXJ<J/ 

2.Dut it boaSts rruch bigger maps and many 
more rOtlte5 to explOre The structure IS alSO 

lfIOI"e IogjcaIIV m<SSQ"l-based Here. though, the 

game set-up IS even more Intncate. featuring 

sutKruSSlOllS WIthin the main objeCwes, aM 
'Eml)H)ms' which can oe picked up at different 
points in earn map. mese emblems then 

prOVK1e special featUres. such as dlSl)laylng 

hidden roads. erasong 8MC1t'In& obstacles or 
gMOg access 10 rTIIfII-garTIes. Ifs a mtJCh 
lfIOI"e dense set-up. reflecting the multi, 
layere(l game~ maoe popular by SOniC 

• 

The shlrper lisuals .fforded by SqI'S millChine allows Oimu' s artists to 
create more realistic vehicle modefs. This Hond. NSX is alood eumpl. 

AdI'erIwre - something garners can expect more 
of 11'1 fI.rture oreamcaSt tllles. 

Pert\aps most II'Of1'ledJatety ~ are 
those crystakiear Visuals. Much of the game is 
set In san Francisco (Which tile developer viSited 
10 get the f~ just righQ, and the City's mix of 

ardutectural styles and etlY1iC C1J~ures is 
beautlfuUy captUred. The veNdes are equally 
Inpres.sive. A Porsche Z46GT and IJeSpiI moped 

are amt:l'Ig the Slarung line-up. DIrt many O!hef 
motOfS pop up, including an Fl racer and a bus ­

all modelled Wllh a keen eye 101" ()etail 

To grve the game an interesting topical 

twiSt players 00 not pO. I,() money as they go 
~ 1RSteaI:I. each tsne they oamage enher 
their own verlICle (;I" someone else's property; 
the 1)111 gets aoded to their line of credJ!. rt the 

payments gets too high, ttle player is acIded to 

a Credit DI8ck list - game over 
Those aware of the recent ecot1OITlIC 

s/\MTIp If1 Japan WIll know !hat many Japanese 

fafnlllE!S have suri:; into debt unaDle to pay off 

bans they took out In lfIOI"e prosperous nmes. 
~·s rare that a game tackles such sensitive SOCial 

issues, and rarer still that ~ shoold be done in a 
comICIIl OIiving game. If Stlper RunabOut IS as 

good as ~ promtSI.!S. though. at least !here 

shoukIrl"t De 100 many stillf at Cl max"s 
deYeIopment HQ needJng 10 remortgage 
the ir a~ to ma~e ends meet. 

The deve lopment team 
lisiled SilIn Francisco 
fOf reseafch purposes 

B)Q£"3S 

• 
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FU RBALLS 
TIl~ w~rld of videogaming is littered with cute, wide-eyed characters, so the prospect of 

another batch may not be appea li ng - until you see just how twisted this new breed can be ... 

With tht! trend of 10 pl.tfotmt! rs now pn$ed. it will be intll!rHtinc to see wht 
imPllct Bil.trt! Crulions .chievt!! with this (.11 $hol5 from Ore.mcnt vt!rslon) 

In order 10 comple" 
Ihe c'me, swilchinc 
between th ' Sil 
conlrollable chtlctets 
is.n essenli.llctivity 

Format: DCIPCIPS2 

~Ioper' alu . .. e • .,tlonl 

Release: April 

O hat FurtJatIs IS beIf1: created !:ri a 
deVelOper usually 3SSOC'Iated 'MttI 

racing games 'MII f1D 60utIt surprise many 

The game"S Six cute. CUOCfty afl(l likeable main 
characterS. and the br!ghtIy COlOured cartoon 

erlVironmenlS they lft1abIllM"e worlds apart 

from the elements 01 FI and Metropolis SUeet 

Racer. BIZarre Creations' most Slgmficarn 

productions to date. 

ExcepI FuTbaIIs 1$ anytIl~ but (lite afl(l 

ClIddIy. one rather tonspIC\IOUS due to !hIS 

fact can be found in the pnxagorIlstS' do5e 
relationstllp With heavy--duty weaponI)', which 

~ads to the second indication that this game 
lSI1'l targeWlg Crash ~.1ow1g 

preputleSCent:S you can Sf"IJDt your enerr"IIeS' 

heads Off. YOu don't ~ to - well,alme!l ~ 

shots are eQllBltv effectrve - OUt doing so &IVC5 
the game a oecdedly roon·/luffy SOUl. 

In adallJOfl to neutrailSu'lg the opposiIJOf1 

as you flBYlgate the IeYeIs. there are puzzles 10 

ncgollate, and dotted around the place are Pods 
whiCh allow you to change Into one 01 Ihe Other 
FM! playaoie characters. Pre<!ictab/y, each of the 

creatures !\as ~ 0WfI uruque al)llroes wtuch are 

reQUired In SPeCIfIC circunstanCeS - the cars 
wall.chmbi'lg abilItY, for example, allowlng I1 to 
reach parts of the gamUlg enVIronment that 

other arumals cati only gaze at. 
AI ecrs. Edge had the CI"I¥ICt! to sample 

the DrearrICast ~SOl of FIJ1tJaI1s and Bizarre's 
progress appears to be Il"<Mng along the right 
tracks The character animatlOf1ls wrthout 

• 

Dupltt the cule visu.ls, Furbolls' world tin be u ~Iolenl.nd d.n &e rous 
.s . nythlng in g.mu boasting. more reali stic-Iooklnc S<l!1 of char.clers 

IffIl"IIl<Iloltely apparem lautts, me erMrORl"IentS 

are COIl\I1oonglv sohd·tookong. oodlhe aoJlt 
nature of the humour makes a stllTlulallng 

cIlange from the I.lSWI safe. CNCfsarllUSOO 

approacl"l taken t1{ marrv CIeveiopers. 

PartICUlarly memoraDIe W~ the 

multl~ deathmatcn 0PII0rl. whIdl Edga 
indulge<! In With complete (!'Sfegard for the 

clock.. rcsulll'l8 in a late arrNal at ItS next 
ECTS 1IPPOIrt~. HOpefully me flllished 
~SOl w.ll prOYe as captIVatIng. 

As you'd expect from 
• Dreamtlst title, Ih ' 
e nvironments ilre 
rdruhinciy glitch-fru 

, 
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PRE SCREEN 

LEGEND OF DRAGOON 
As the PlayStation approaches the end of its natural life, a group of Japanese 

~ -r - -... . ... 
~ . ":.. .-- . 

A tol;11 of 600 CC 
H'qutn<u , rt storH 
Oft. fou, COs. One of 
Iht mosl interflti nl 
elemtnu is. (tutu, .. 
with "utsome 
Itn~(J411 (_boye) 

Fofmlt PI' YS"tlon 

puDllsner SCEI 

Releis. : a .umber (Japan) 

O,llln : II p.n 

creatives are busy creating what they hope wi ll be the last word in 32bit visuals 

rn'I I'IatMI' IS saiO aflO.Jt ~!aIq 

W ~fM::f~grealYlSlels 
rE!ITI<Wl ~ <bws. srn kr'lcM's ItIIS, ancI 
..,.;m ItS latest RPG. 0I@MIIy1SJYeile<l ill ~ ()'l 

AI.@JSt 9, ~ IS aeatJIlt perhaps the rrost ~ 

~ title !fie f'\a'y"StatiCf1 has eYe!' seen. 
me OJaIity of LegerU of ~'s s/J::U:j be 

wrthoot QUeStJOI1. thOugh, consider'ng more than 
100 ~ staff !\We tleefllOOolmg Mr the 
title for the last Ihree ~ 'Mttl aro.n:I600 
P!ererdeIeO ~ i"I the bag, the!@OO1 has 

• 

also $D'M!n 10 create reaIrrne ~ conterI to 

die for. TIle resuts speak. for IherTIsetv<es. 
SOOf has oot )"!I made the game avaIaDIe for 

pIa>ftestng. but n has released scenaoo CIeIaiIs: 00 a 
COOII'lenl rooJe(\ EncIess. a IJWt tree C8Ied StWdju 
once createIll00 ~ of ife/orTn L"I typiCal RPG 

00CkSt0ry fashbl. they fougtrt IXItiI one type 

oecameClominant - tunans. ~ 10,OCQ~rs 
latcr~ the ~e!1 foe is ~ 00Ck. 

Cllcht!s as.:1e.l.lra!Pl'I may ~ prOOde J"'2 
RPG heOOs mth a ~attemat:w to FfIIII. 'l..5 

In yilll" lerms, Ihis is the mosl ambitIous RP(; to date. Thou,h It dou 
nol innonte in the way FWIII does, Drogoofl is u glossy U It gels 

..,.,.. " 

• 
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-
MDK2 

An iultra :'copl commercial flop. MDK remains a cult classic with hard core garners. 
Cue the return of antihero Kurt Hectic and friends. This time they want to make it big 

M.ny of the orilln.1 
I.me's key futures .r. 
~tlIned, with Kllrt', 
ribbon ch lite .nd 
l oom.ble sniper rifle 
crucial to his stulthy 
process throu(h the 
first three l .. ell 

Fo'm~ !: DC/ PC 

~ubnshe<: Inlerpll , 

One of the new chlr.ders is Mu the dOl. An 
.II-.dion hero, he brlndlshes fo .... firurms 

O I may have been one of the most stylish 

games of ItS !llllt. blJt ultimately MDK 

faliOO to SMt 1);1ttS. But IrlI""IOYatlve features 
such as a zoomable sniper'S nlle and the 

offbeat homour of its <IeYeIopef Stuny ensuted 

Its endurrrg POPUlarity with I\ardIXIre garners, 
regar(lIess. AnIl, a year ar"Il a half ago, n was 
thIS cacne that convmced Interplay to 
comm~ a sequel from BlOWare. 

"I was a rea lly big fan of tile anginal. so 
it's been a challenge to ma~ sure M0K2liveS 

up 10 the hype.- explains Greg Zeschuk. 
Pfe5ldent of developer BIOWare. wt.ch was 
entruSted with the prOjOCt foIIIJMng Its success 
witn RP(; 8ak1ur"s Gate. "We dldn't realty want 

10 change the game fundamentally. - he recalls. 

"Kun is a well-rounded charllCte<. so we 
decided 10 !Idd \WO more.-me scnptS Stw1V 
had wrmen for a never-prooucect TV sI'IaN 
aided the taSk of lies/ling out these new 
characters - Or Hav.tins and MaX. 

Starting WIth Kurl. the game 15 spread over 

niroe KlveIs. wIlKh are highly reminiscent of the 
orrgmal MD/( was charactensed by the way ~ 
IfflOked the vemcat dimenSIOn USoflg Kun's 

rIbbOr'IChute, and BM;mare I1as built on thIS. It 

haS mmmsed changes 10 Kun's gamepIay, too. 
altl)Ough he has become stealthier and can OON 

strafe wIllle In the sniper mooe. 
Semlft to resrue" KIln after he gets capruted. 

Ma,; IS a geneocaIIy engmeered dog with lour 

arms. EaCh can OIrry a weapon, making hll11 an 

ali-aCtiOn Character. T1le doctor. on the other 

hand, is unarmed, so when his ship in Invaded 

• 

Offb.e,t humour W'$ ant of MDK's endurinc I .. tu~$ .nd Blow.re i$ 
ensllrinl' simil.r .tmosphere Ih.nks to set pieces like this 300ft boss 

!"le has 10 OOfer(IlWnSeIf by oomI>tnIng oomesoc 
00tects to mate armanents. A·Team style. 

MDIO 15 amemiy around 50 per cent 

complete. WIth BIOWare expenencfltl few 
cIeveIopmenl prOOlems on lIS fi rst console 

pro;e<:l- 11 fact. the ease with wtIICh Oreamcast 

deals WIth tranSPilreI"ICY IiIyefs I"Ias Oft.! become 
apparent ....nen IIl'lI)IemeIlmg tI1em III the PC 
versrJ!1_ But lecttrncal adviCe from sega WI' be 
foot1com lng to opllmise the game's 
update. whfch Wa\lCrs from 60 to 2Sfps. 

MDK2 is • sinpepl"er. 
only c,me which will Itly 
on lis sloryline and slronc 
ch,rulers for success 

, 













PRE SCREEN FOCUS 

E
dge carefully pokes its head ffom 

arcund it log. SOmeone mates it 

Ihey're·in·front'iJl·you mooon. Dut 

ifs already 100 late. Phurt. phut! 1he stmg 01 

a paint peflet breaking cooflrms ItIat this 

encoumef is over. Brushing orange goo from a 
hea<!shoI: that in a real combat sjtuation woukl 

tIaYe entered jUst aOOYe tile right eye an(l 

eXited tating most 01 the scalp WIth it, Edge 

leaves tile slurmlSh, reputallOO in tattefs. 

'We wiped you guys out: beams a happy 

Brlan Raffel The I/ICe president of Ra\Iefl 

SOftware's dashing attftUcle is r~nlot'ced t1; hiS 

appearance. a pair of wraparound shades and a 

rakish .... angled red beret completing tile image. 

Despite compla ining about a ba(ll)ock, Raffel's 

tile bIggeSt, most compelltive badass on the 
pamtballmg field. He'S someooev.t'lo has towin, 

FOOTled in 1988, Raven made its name 

Wlm the fantaSY series HeXeI1 and Hereoc, 
before being bought t1; Actrvision twO years 
ago. its latest game marts a change of 
a.recuon. hoY.IeYeI'. GOne are the ghwIs, 

~ and dungeons, and in tIlelr place 

SUldes goo-romg fu'stperson sIlootef SOldier 
ofFQ"fOOe, It mates Ra!fel's IIaIT'OO-esQUe 

appearance strikingly appropriate. a scarIeI 

beret oo..s the SIgnature hcadwcar of 
mercenaries. or 'consuttants' as they 

general .... prefer to be mown. 
-we wen! really shooting for a Doom·type 

atmosPhere. v.tlere It'S a coostaOt adrenallOC 

rush: explains jovial pUlled co.ordll'lator Ern: 

Blcssman, revealmg the ir\sPration behind the 
game, hiS heart 51111 pumptng hard following 

some va liant IaSHlltdl painttlall defence, With 

the IIO:C'S of OUa~e!ll and TCilffl Fortress 2 

rcclcfirllng the realm of mulllplayer in the FPS 

genre, and Half·l1fe relylllg 00 tension lot' its 

kJtl:s, Raven's cntCf.alor SOIdlffof forMIC are 

Raven's head honcho Brian Riltfel (above) 
and his crack squad prepare for tr.inine 

• 
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fUll-Qll actkln, as real istic locations as posSIble, 

arJ(! as realistic weapons as possible, 
"1he whole premise is that foor nukes have 

been stole!l from an unprotected stockpile in 

RUSSIa : says Biessman,AS an ex-specia l forces 

.'iOkJ ier ca lled John Mullins, now hired by the US 

government. It'S your job to find the bombs 

before they fall into the wrong hands AS well 

as Mullins, the plot IS reliant on hiS parmer, 

Haw'.: Although non.playaDle. he is Key to most 

missions, thanks to the judicia l use of ingame 

cut sequences. Raven has deslgi100 SOId'er of 
Fortune with a Strong cinematic feel "Haw'.:'s a 

coo character, but he's only there for the 

story: e~a i ns Biessman 

one gameplay feature that has already 

become infamous IS the total 01261ocatlOl1al 
damage areas or 'gore zones' - that al l the 

character models possess. Combined with lhe 

true-Io-life tolerance for bul let damage, a high proportion of kills in 

the game Wi ll probably be of the single-shot va riety_ But if ~ayers 

can take OUI enemies with a well-aimed burst, the reverse is also 

true At least it was in the pre-alpha version Edge played, where a 

couple of shots were needed to coo the game in fallOUr of the AL 

Combined with the fact that Activision acqu ired the game's title 
from the magaZine of the same name, SOldier of FOrtune Is already 

becoming something of a cause celebre in cenaln circles. ItS kM!1 of 
violence is graphic even by firstpcrson shooter standards, and 

SOldier Of FOrtune seems likely to be the first game to out-gore 
current tladboyof the genre, K'ngpm. comparisons between the \w) 

are easy to make. Both use modified versionS of the QuaKe 11 engine, 
arJ(! OOth allow players to shoot limbs off their enemies, potentially 

reducing txxJ ies to legless, armless aoo headless lumps of meat. 

The Gennan question 
DIlringa recent sIlowing. project admin istrator Kenn Hoekstra was 

asked by a German joUrnalist what the difference was between the 

violence 01 Kingpin and Saidler of Fortune. "I told him that In SOldier 

(Left) Lead designer Jim HUllheslays in wait while lead 
arti st Joe Ko~rstein (aboye) che-cks out the opposition 

o(FOrtune you're saving the world from a terrorist group with stoiefl 

nukes,- Hoekstra recal ls, sha~i ng his head at the l:tIought that 

SoIdfef ofFortune's moral plot could be compared to Xatr~'s urban 

motherfucking ganghang. yet the sitLJatkln is a confused one. DUring 

one Website interview, Raven team members derided Kingpin for 

being unre31 istic because rt OOesn't match the number of shots fired 

to bu lkJts hoic's in a body, as SoIdfef of Fortune 11oes. 

-We'll obviously need a whole new IICrsion for Germany: slghs 
Blessman. safety bacK In the dar~ conrllles of Raven's anonymous 

single-Storey office bIoc~. It'S a proiJlem suffered by almost every 

developer trymg to brea~ the German marl:et EIICn the likes of 

command & cOOQuer and DUngeon /(ooper get heavity reworl:ed in 

an attempt to comply with its stringent censorship laws. "We have 

to cut out all the gore. al the death ammatlOl1s. remove references 

to real locations, and change the characters to make them robots: 
he explains. ihat's a little odd for us, but we Will do it " 

Of course, this says more about spec~ic national laws than 

different cut\ural \'iews on game VIOlence per se. Not only is oua~e 

11legal in Germany, but attempts have been made to ban 

paintballing. too. There's something paradoXica l about the 

restrictions imposc;:;l on what is the biggest PC market in Europe. 

but ignOrIng it is not an optlOO many publishers would COOSIder. The 

flip5ide of thiS localisation issue was revealed, hlJwever, when Raven 

invited some diehard US QuaKe fans to try oot SoIdi()rot Fortune ­

ttley loved It "They were laughing bec<luse it was so OIICr the tOP." 

• 
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says 81e5smi!1r\. "They K'tU8IIV fcu1CIlt funny." me first!lwlg trJeyOl3 

wa~ puR OUt the smper nfle and rocm In on characterS' grOins and 

(SIlOofthem. luSt 10 chec~ out the Cieath animatlOn5- It'S worth 
rrxtring tIfat. of me 467 character aotmaUOr1S, ~ has uooertaken 

for the game. the ma/OlltY I'MJIve WOl.I'lCIing and dealtl sequences. 

Riding the backlash 
nungs came to a tIead oumg the EJ trade shfJ.N 10 May. With the 

mass media Iookrng /of scapegoats In the aftermath 0' the school 
shootings In Uttleton, Colorado. Soio,er of Fortune had a rougll tune 

NOtonlywas the game's .8Vi watered down and tIlen removecl from 
public ~ but ACtrvIS()n deodeO to pull it from the st'ON 1Ioor, 

relegatrng ~ to a press-OOly suite. tt wasn't the only game to SIJfIer 
Nlntendo &lso removed footage of Perfect Darlr from its press 
CMlefence ..., sega's HOuse of the Dead 2 __ not eQUIPPI!d WIItl 

hgtl!guns, a restricUOrl mat still rematOS in Iofa! oesprte oreamcast's 
successful ~unch. But with a laWSUit from a prt'VKlUS school 
shootU1g hangmg CMlf 18 games corr4larnes,lncludmg Act/VtSiOn, it's 
dear !hat SenSltMues abOut game VIOIeoce Jemalll I1tg;1I1'1 the us. 

(Abo'H left) Lead .. nim. tor Eric Tlirm .. n pre.,..res to drop his f.cemuk .nd m .. ke his move. In .. nother p .. rt 
of the forest, "oject (_rdin .. tor Eric 8'HSIMn ( .. bove ricM) p, .. dicts his Amie-in-'PI'ed .. to( ImprflSlon 

-I don'llIWlk SOId.er of Fottune IS realty more viOlent than other 

games. but Ills more grapfllC,' argues BieSSmarl. SII1I.:e EJ,1t /\as 

I:>een demoed at a few games conferences without IJXrI prOOlems. 
-I hate 10 say It.-he conttnues, 'oot that'S YrtIat a lot of people In 

the fil"SfllelS()l'l shooIer ma.-ret look /of Evefl H81f4.Jfe was pretty 

gruesome when you shot a manne. - Yet he does agree that public 

anxrety dld,ln itrally at least prompt the team to ta~e some tIme 10 
consider ttI8~ 'VioIeoce. issue. 

A magazine for shooters 
AnOlIler ISSUe has been game's liCence. SO/drer 
of FOrtune magazrne IS a strange mo:tull! of 
remrnlscrng serviCe Yeterans, nghl-wIrlg 
8!gI.mI!mS aDOut us foreign policy, ana real·hle 
-gun /of hire' nutters. 10 cornrast to the small 

ads that fill the bad:: pages of other magaZines, 

SOldier 01 FMune's are packed WIth mysterious 

comparisons between Kingpin and Soldier of FOrtune are easy to 
make. BOth use Quake 11 engines and both potentially allow players 

to reduce bodies to legless. annIess and headless lumps of meat 

"It was weird because we found 0UfSe/IIes ~ What we 
wefe doing. - he recalls. -men we sard, 'WaIt a rtW'IUte. it's J\.I& a 
game. Km shouldn't be p\9'ying it and we shouldn't oe pareotlrlg /of 

people' - Ra't'ef1 ~~ng a compreheoSive parental lock 
system. ~ allows the COIfllIete sc.aIeability of viOIeoce and gore. 
from the usual green bIoOO optJOnS tflrough to r1OI'I-!IetaChable 
limbs and the removal of (leath and IWUndlng anlmatioos. 

"From the beginning we k:/leW we ~ maldng an 18+ game.­
)ustr~ Ratfel -OUr job IS 10 be upffOnt. giving our r:ontenI Clear 

Jabelling. as well as allowing parents 10 ensure their wishes are 

carried out WIth a paSSWO!ll·prOtected parentaliOck: 

• 

Off~ of /Ot)S in dangerOus African and Balkan 

r.:ttspOtS.lt'S the orVy PlaCe to go If you want to 

hire a private army. 
"A lot 01 people have different ~ 

abrut the maganne. - 8leS$l'Mf1 revealS. 
hlmse f not a gun <M'!1er "I thInk we were a 

Dit tJesitam at first.- ~'s a view ectloed try 
Raffel. "At first. it kInd Of shocked us; he 

recalls. "111en we realISed it was perfect. It 
was a name that C30tured the essence and 

the feel of the game we were trying to 
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We strongtv SIJPIXl(1 tile rigtlI 01 the 
individual to l~ (trIO bear arms: 
states SO/dI(N of FOrtl.lfll/S editor.al 
policy. 'By ~ngryrannyof all 
~fl(js, we S<J!)IlOO tile txlsic Ireedom 
01 mani:lfl(j, H aI'SO CO<M1entS, 'O\Jr 
peMicy is pro-f11I,ra'l', pro-stroog LJ$ 
OeIence, pro-police and pro-veteran' 

A strange f11IXlUfe 01 hawi:j$l1 , 

rtghi-""ng peM lbCS f11Ixed -.;tII a IJ­
style koonness fo( product testing. 
So/I:her of FOrtune at leaS! makes 
Interesting I1 start readong. In ItS 'ItNI, 

tile battlebnes are deaf BIll CUnton, 
the Bureau of Alcohol, Tobacco and 
Forearms and any laws about guns are 
too, wtlereas smitll S. wessooaoo 
the Natl()nal Rjfle ASsocoation are 
heavenly tts I1ero IS president of the 
NRA. Chartton fleSton - an IIl(!M(IuaI 
wtIo is tile closest any American -';U 

ever CDme 10 being Jesus. 

The htevy machintgUn hobs off limbs 
with tese, althou~h I sni!"!r rifle will be 
the preferred option for stealthy lamen 

create" If nottllng else. it gives the game a 

dangerous, subversive aura. 
St.H, Raven has been cautious about wtllCh 

aspects of the mercenary experience it has 

im~emented. At present, it'S not even certain 

Whether it will prOVIde an economic system -

surely the raison a'elm 01 all 'consultancy' 

wor~. Most notably, there are none of Kingpin's 
ITlOfaI ambiguities either. you p~y a good guy, 

out to save the world from bad guys. There may 
be plenty of blood and gibs flying around, but it 

all belongs to the bad guys. 

Al l olthe 32 missions take place in realistic 

situations, WIth the first \WO teaser levels 

inVoIV.ng rescuing hostages from a neo-Nazl 

gang on the NeWYOO sub'Way, afld capturing a speeding train in 

Uganda. Other locationS include a Siberian chemica l warfare 

factory, a SUdanese slaughterhouse, aoo a 

T<*yo high-nse block. All of the mlSSlOl1S have been heavily 

scripted, with Raven giving the game a Strong cinematic presence. 
One 01 the highlights seems sure to be the Iraqi miss on, which 

opens with a cut seQlJ€fICe involving America's pubtic enemy 

number one, saddam HU5Seln. 

"We're not going OU! to offend anyone; we are using 

realistic Iocationsafld realistic situations: BJeSSman says, before 

confusingly adding. "evefI though you go to Baghdad, you aren't 

fighting Iraqis." Instead, behind the nl.l~es ts a Sinister controlling 

force known as The Order - a presumably nationahty-fr~ 

supergrOl.lP that ts trying 10 infi ltrate itself aroufld the world aoo 

using the nukes as tJ.a it 

one of the neatest realistic elements of this hyper-realistic 
game is that when }'OIl stab someone with the Bowie 

knife. the blood will remain until the blade is wiped dean 

Straight shooting 
As well as proper settings, Raven was obvioI.lsly k~n to model 

firearms as realistically as possible. Orlgmally, It wanted 10 license 

individual guns, but manufacturers proved less than enthUSiastic. 

tnsteoo, ten of the 12 weapons are generiC items, such as the 

combat shotgun, a 9mm .Jlitomatic. silern::ed machine ~stoj and 
,50-calibre heavy machinegun. Md although they Mven't been 

modelled to the level of detail of tactica l games such as Rogue 

Spear, approKimations of rates of fi re afld cones of accuracy have 

been made The final \WO weapons, a radiopulse afld a micropulse 

gun, are tilt! rewlt of imaginative research, both having been 

uncovered in a 'future of weaponry' reference book. Blessman 

says that they only featu re at the end of the game, though, afld 
as such are designed to be bonus items. 

MOther matter for debate is actually how real istic $OIdierof 
Fortune is. Despite the ease with whICh you can blow off limbs in 

the game, it's obviousty not something that occurs frequently on 

the tJ.attlefJeId, especialty when using a mere .357 handgun. "Some 

people won't like the fact that you can shoot a limb off. afld 

probably In rea lity ~'s not going 10 detach: Biessman concedes. 
"I think it's like a paul verhoeVen fi lm, n would ne\I'er happen in rea l 

life but Ws jUst a visual effect and it is something that helps you to 

know that it's sti ll a fantasy.' 

'L, ad programmer Rick lohnson isn' t known IS 'mad-eyed Dick' for nothing. IS his high­
SCaling painlball performance mlde patently d u r. Edge still has the bruises to prove it 

In marry ways Soldier of FOrtune faces that old gaming chestnut 
a nuty realistic computer game would either be so boring or so hard 

• 

'--

• 



• 

that no one would warn to play it. SOldier of FOrtUne is better 
~ as a Ilyper-realistlc game with real istic elements. Depending 

I' 00 your point of view, one of its neatest tric~s is that when you stat> 
t someone with the BOWie ~nife, t>Iood"";lI remain 00 the t>IaOO until 

it's wiped clean. Less trMally, Il() health power-ups are availat>Ie, t>ut 
you can pic~ up armoured vests to maintain health levels. 

AUd ioalso plays a vital role, at least for triggering tile enemy To 

maintain frenetiC action levels, Rallen has Chosen to spawn enem~s 
throughout a Ic\IcI once a miSSion Starts. HOwever, the numbers 

spawned and the ir alertness will Gepend oot ooly on the ooise you 
create, tJut the reSponse of the enemy, YOU might be using a 
silenced gun,oot if scmeooe is s.t1ooting at you With a roc~et 

launcher, the numbers spawned wil l be the same as i' you were 

using a rOCKet launcher yourself. 

The id OOI1necOOn 
Soldier of Fortune is one of tile last big titleS to use the Qua~e !I 

engine, alttlough Raven has completely overhauled id's ageing 

masterpiece of code. The Key change is GHOUL a Pfopr~tal)' 

renderer which generates the 26 gore zones, as well as provid ing 

per-pixel ro lision detectioo, OOIt-{)fl points for accessories, alld 

allowing tile artists to create highly detailed character models. Id's 

AI alld lighllng elements have also been upgraoed 

Raven's good relationstup With id stems from the tJrief penod 

Cilrmack and RomefO spent in Mwison, the state capttal of 

WiSCOtlsin A hundred miles or so west of Chicago, it's tJlessed With 

the characteristIC weather of the mid·west - hot summers and 

freezing winters. Desptte being twice \fOted the best place to Iiv\'! in 
America, it wasn't too long into the "";nter months that the id t>oys 

upped and left, decidlOg the all-year heat of Texas was more their 

scene, Still, id left its mark. one Of the I:ey research bases for the 

Internet. the Untversity ofWiSCOl'lSln was the first source for the 

original shareware version of Doom. Demand for the software was 

so high ft crashed the seMlf. 
One of its other legaCIeS was RaYell software. "Many developers 

owe the ir eXistence to id: says Raffel."Joho carmacK wasone of 
the luckiest things to happen to us." 

When they fi rst met RaVen'S first game, 8/acJI Crypt, had JUSt 

been released for the Amiga. Cilrmack was so impressed t>y the 

game's Visuals he asl::ed if \hero was any spare artworl: he could 
use. Equal~, Raven was amazed t>y the power of \he 3D technology 

id was cleveloping. Id's first licensmg deal for a 3D engtne was 

cemented and W'hat became known as the SlliKJovrC8ster engine 
was the result. A hybrid of the WoIfensrein 3D engtne and the then­

irlcomplete rxxxn engine, it was used in Raven's second game, 

SIla<Io\I.oCaster n was also the first technology to alkm firstperson 

gamers to jUmp and swim Md Raven hasn't looI::ed tJac~ SInce. 

licensJng id engines for Hexen and Heret!c Un!)UrpfI;ingly, itsStilf 

• 
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Assistant lead programmer Oan Kr.mer over-enthusiastically leads the chlrge into the 
valley of death with lead programmer Rick Johnson mote sensibly bringing LIp the rear 

Tret: Elite Forces game is one of only thre€ 

trtles to license the OWte 11/ engine to date. 

PUshing the envelope 
With all the enhancements it has added, 

Raven has taken the (JIJilke N engifle 10 its 

limits. One of the features rt is most proud of is 
the per-poly c~li5ion mcidelling.wtlich allows 

players to shoot With eXlreme accuracy. "YOU 

can even shoot the antenna off a character's 

rWIG: Bfessman oomonstrates after several 

attempts, before gOIng on to s.t1oot the 

sunglasses off a beefy dictator. 

Another neat tecmical flourish is that when 

leantng around corners USIng the 9mm ptsto, 
you can even SWItCh the gun Iletween hands 

depending on whethef you're dealing with a 
fight Of left corner There's also the op\lOO to 
hok:l the pts~ In 11 classic doI.IbIe-handed gflp 

for extra accuracy. However, one of the nastIeSt-

Vehicles such as helicopter gunships, 
trucks .nd tanks will future as bones 
throughout thrtame'$ 32 missions 

HCMImany~ 
2IlI1eS was that? 

000 of the key features of Raven'S 
GI-!C:M.A. renderer is the rtuIlll.ler of 
iocatJonal damage areas aWiied to 
eOCh d"l¥a<;ter fTl()()e 1. f ad! 01 the 26 
'gore zones'has a different hit valoo 
associated with n, 'Mth shots to the 
Ilea<.! aJ1(i dlest resuttlng In instant 
death. BlJIl'Ml or three shots WIll 00 
needed at the extremrties. Depending 
OIl the calibre of the ....:a~ used, 
you can also sto:Il off limbs, i/ J1(itOO 
ootcome of an abdomen tu! pret\"/ 
nasty - a reaIJstic Intestonal texture. 

MOst of the areas tnat can"! be 
detached from the body arso ha\Ie 
exit-WOUnd points assoCiated with 
ttlem, so playe<S can ShOot an enemy 
in tile cIlest see the hole where the 
b\J ltet 'entered', ana p<OYidmg the 
Yicum falls (lIll;he, r rr(lllt. also che<::k 
oot the corresponding exit WCJ(jfI(j 
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Whether you use the 60wie knife, silenced Uli, .351 pistol or . 1I three, your purpose in 
SOldier of Fortune is to take out the bad IUYS and slVe the world from nuclear disaster 

As part o( the liCe11Sl11g Cleal ..,th 
SO/(Iier of fOtt~ne magJZlIlC, RaYell 
recerved specialist advice frOOl an 
ex··consuItant" I\iWTled John MI.lII,ns. 
MhOugIllMJalty COI'"orerned as to 
exacttv....rut ~e wcokl be li~e . RaVen 
was impressed both by I1Js exper~ 
aoo his aneouon to ileUM Just (or the 
record. Mul lillS trained asa Green 
Beret completir.,g three toors o! duty 
If'l VIetnam fie then .....::. .ed as a 
Spooai operallOnS officer AI"Kl. yes. 
he did actLJaliy till pe<l!lIe After 
leaving the mi tary he perjOHned 
varIOUS taSks tor IIldMduals ;:me! 
govemnems in locations ranging 
from Cemral Amenca to Afgt\ar1'stan 
a.nd the Fa< East. These ~W' 
pr01<lChon. dealing I'I'thllostage 
SItuations, and leading poi 'ce ar>(\ 
lTIII ,tary Url,\$ in r»gh-<1Si; rl"W\SIOIlS. fiis 
comIlat awards Include the Si lver Star, 
the Bronze Star with three oa~ l eaf 
ctuSlers and several P'urple fieaflS. 

NOw ret rred from active SIlIVICC, 

he f\IlS an adval1CE!d tactica1 training 
centre and a company that ma~es 
r(J<I-to'"oc frangotlle arl"ll'l1lJrubQn tor 
law emoroe;nent afld rOOtary 
CllStc:men. He has also wrrU€<1 three 
I"IOYels as well as episocles for the 
'Soldier o! FOrlOOC' TV ser~ 

.. 56 £DG£ 

modes of attOOo:, piStol-l'mlpping with the 

.357 handgun. has been removed. although 
not for sentimental reasons. ·AJ I the early 

weapons used to have a secondary fire mode: 
Blessman explains. "With the 9mm pistol Its 

socoocIary fire mode was that ~ was fufly 

automatic, aod the3S7 pistol had ·coldcoc.·, 

wi ll become the poster child for someone looI:: ing to maKe a name 
for themsetves: cautions Raffe l when asked aboot the liKelitlood of 

the game gain ing massmedia notoriety. "n's a~ays (\OWn to pareots 
to guide and watch over the actMtiesof their chi ldren: 

ThiS may be one of the StOCK answers of the computer game 

iodustry when asl::ed alX'lUt VIOlence in games (the other being 

'games don't kill people. guns do'). oot it's no less effective for it 

Designed for the most extreme and demanding entertainment 
mar1<et in the workI. the US PC gaming mar1<et, SOldier of Fortune 
will also be scrutinised by a mass media all too ready to be shocked 

oot in the eod we deciOed that it detracted 

from the basic weapons" 

This demoostrates the contradictory 

pressures facing games such as SOldier of 
Fortune. DeSIgned for the most e~tmme aod 
demanding entertainment marl':et in the world. 

the US PC gam'ng market. they also fa ll under 

the scruMy of mass media wtllch. with a totally 

dtffere;Jt ageoda. is all too ready to be shoc.ed 

·1 doubt very ml.lch that Soldier of FOrtune 

The Balhdad-based mission includes a 
cut scene involvinl Sedd.m Hussein 

• 
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Of course, for many people these are merely ways to dodge the 

issues. Developers need to be responsible for the effects of the,r 

games. And this dichotomy cuts to the heart of compoter games 

The deveklpers at Raven are the most mild·mannered guys 

you're ever likely to meet In fact It becomes almost farcical 

when attemp~ng to Chose palntba ll ing teams. They try to spl it the 

group between those who are married aod those who are SIngle. 

Bog ptll1osophica1 arguments result over the status of those who 

are engaged, AIrfNaY, the teams are hopelessly lopsided. a~ays 

to the advantage of the 'marrieds' no matter wh ich side the 

'engageds' fall , They also admit to drinking too mucIl soda aod 

not getting eflOUgh exercise. The most exciting thing that occurred 

dunng fdl e'S visn was the release of the new Megadeth album. 

You couldn't find more regula r guys in the Regu lar bar at 

Regularville, RE, but as they sit in their darl::ened office CUbicles. 
they show their other side. They are hardcore gamers to a man, 
working on one of the bloodiest games ever. Th is is the paradox 

experie!lced by everyone who takes games seriously, Gaming 

spans bott! the JUVenile and the mature. usually in equal 

measure. SOldier of Fomme will be played by grown men. 

telling themsetves they are out to save the world. TheyWl II Ioad 
up a~, select the real istIC s.niper rifle, aod blow the balls off 
Intematkloal terrorists in realistiC ruuons from arouod the 

1'IQI"1d. ArId they WlI I be s.niggering liKe small boys. 

• 
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> Edge wades IIII"OIIgh tidesddtien to report < 
&om Japan's most ooklI.IfU game shoIM:ase" .. 
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here ~ 1'0) I'CIII.gene"1iIIOn CO"ISOIe ~ ¥od 
ce1.'rit _!hoe mereI ~ of c.ne Boot ~ bo.II 
~ by !he aIIt!I-..n ~ .. 'ipacI!wDIId '99. ~·S 

obIo!y ID draw I <JUMI in 1IS ..... 1ft'1IIlIy is M 1tIIghty.s_. 

II's~te<:I ~ <>Ye< 100.000 ~ many;to; part 01 family lIflIt} 

on • day DUI, rMO. theO- -r ~ !he swettemg ~ hell and If\tG 

!hi! iIII~ relief of Tokyo's MakuII.wi MeW! CtI<lVe<'IIIon cercre 0Yef 

Aues 9.ri. ~~ 5pac-'d-.1l'ItISI ~.1In'iIy 

ibr, i/I\rnq --.Io's ~ piIce'nenI: ... tI>f ~ ,olIhef 
INn poonetr of to-ItdI JiI1q ~.,-.ed _ ..... dtote ~ 

1vrt~~~whohad~~IO_ 

....ch hi t.:l ...,., got the ~ "' by ~ ID ..-ood beq trampled 

~ by1he ~ crowds cooYrfgVIgoo ile!'l: IV1v ~ 
VInO\l5 PokImJr.ln or Oiddy ¥Id Oookey Kong. And -.y Jtil lell douOIing 

~ needed to giaro::e ¥curd !he edges of the p1t hall ~ 5IageS 

hosIed s.d\ ~ events IS .Iapinese QJs paIonrOns • We Dcnler K1x>g 

lip, Ihe IaIIesI pop sr..ItI ~ 1Od'Pffle"~ IMIh the IUditro:e. 

I • • " ! 

CIf I &we Pod:et ~ -..e. ~ I«:lIhe oN, ttw,. m. ~ 4 
~ • I'Iordaft II'fTW"C ___ IM Iin.JI nllhe 5hcM's Smo5h Bn::II 

Ioo,mamonI ( ... ~ popuIM -... ..... 1mflIho; aIrer rI$ reINw). 

5pIi! onto roug+-Iy Itvft sedJOOS - Game Sc7y. N641nd 6400 - the 

maon dI/IW 01 the show -. of ~ me ~~, AAer 

ooosderable d&y, ~ Mc:v>s.\n Cdd ¥'od Skr (essenlloJly I't>cket 

~ 1) were ~ ~ fll pIayabIe fom\ """ • re-e dMe Se{ 

fa ~ ~.~ of Ihe shoNs ~_~ 0l'Ie ID 288 

rnonotJIS .......... Ihe MW ~ ..t.dI. 10 !he ...... ~ ~ seemed ID led 

~!he ..ne as !he QI9IIII (....t.h .. criy new '-"c !he I.JC. .-Iy 

ku ~ alter lIS onp>aI JIpinese 1'tIeaw). fa" Ihe hordI!5 of MorIsIef· 
o::Os.ew!d a.nn tIesper~ lot _ of the ........ ~ didn't seem to 

matter. And """ had to be ~~ to e.penence Ihe ...w ~ 01 250 

~ ~ I!N' and the tr~ and -.ng ~ II>.Jt the_ 

g¥T>e~~ ~fieR::e~!rQm~<IIher~~ 

U)Q£" 59 .. 
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(left) ~osHt. then1 An N64 add-onl Nail.. Iharll nhet' catch on.- (Rirhl) Nintendo could supply no official flplts, but lens of lhouwonds attendo SpiKtwOlld 

> Nintendo held its end up with a foIowup tozelda. < MOtIJCr 3 and MaIio RPG 2.1*& one real SWptlse 

A lotal 01288 demo units wele dedicated 10 Pokl mofl 
(top). Youns 'ans .«ended by the Ilucklold (.boye) 

-" 

Boy m..- an ~ f ~ l1\li !he DngllllllII SliI 

the ~ and be<! - I I.a borne gut bv !he • 

d ~ of Rlob!ma! .cIdicIs quaq ~ 

""the fame:! 151Sl m<IfI5tef -Mew -ID be 

~ 1O!I8"can.. 

n...... mI"l' t....... been 01 genomf In 01 vaoefy tn 

the (..)me Boy titles an display - puzzle pnes and 

AxieI Monstets danes stillegt1 supreme - bI.( the<e 
_stila~~ 

A {&Itn up "Mth (Apoom ~ noc one. M 
lhree r.ew Mda oIftonna'i, oIIhouah only !he fi<sI WII'I 

~ ......a.bIe to play. t.ookins ~ sri.,- ID 

m. ... .,..,...-ddLnl~~ 1!IIdo~1I 
COfTl'IeIe/y .-..w and will Iri. up WIIh Ihe 0IIlM ID o;teO!e 

""" huge <P!Sl ~ un begin ....all I1I?'f 0I1he GII"IS, 

b.t !he order they choose wI aHea 1he shape oI!18" 

quo5I as a whole ~ C ~ th.JIlittlehls 
~ n......_onIy"""OI""'~Lri.an 
""",-n ~!he __ ....all !he noc-w­
~ ..........:I 'RDd 01 s-or.( • ..-.:f even ,-, 
arotn:I tn !he p:u:1I d • 8u,ibbi'D' J. ~ 
Na5" !he.-hIdo __ ~ UIii! !he.-GBI.JnI:. 

~ ( ..... an ~) !ha IIIows Ihe hInchId ID 
ricr<Jd: ~ ....... N64 T!"IIiI <lbous __ _ 

'-fI1D_' ..... ~oIbIe /IIpIone5e~. 

a......n-._~~.sl,iSOlllfor!he 

N6<1. ~ u.. ...... 1wId ot'I ftId up WiIh ......... 

up to !as! r-'s ~ Of hIda. !he 1oIfSI_ 01 

It.. ~ k/I:JlMt l and ~ o\obno RPC. pIo.o5 

""" oeaI ~. \'\toW • was !iUi! !Ill! I'lCItoo6,o was 
reoIy ~ gut bv the appe..-ance 01 Game Boy 

~ KiIby in ~.I:booo""St'rie fotW.ID platfOtm!l. 01 

the upda!ed NES '-' &ofebh. the loYft.<i.Clro-esqoe 

Cusrom Robo ~ to 'P""II from ~ oeody lOt 

~ NoYcmber rele.ose. Pros,«TlI'I\i!d t". MafoKU lOt 

Nintmdo, CR has !he ~ roam !he land tn !iUi! 

~ RPG~~ITIDI"iPf.n::!--.oobOI 

biollle ~ "'.,.... ton 'W'ade and ~ 
\'tU" eoo5Iir1! medii. n.. Iusoan d ~ 

~ and lfocli"f:WIIh faSl~ ~1>oaIes 

seems ID """"" --. WIIh • ,0/[ d .-.- -.:!pOll' and 

IIIck:ons. ~ the at>.era d random uM.ased 

~iS SI..OelO_many~~ 

UK ~ ""'" seems 10 ~ fnoIy hi. !he 
~ ~ib!I: head an WIIh Dorhy KJxog 54. 

aIthovgh fTIOS{ ~ PfI'bbr dOit even realise 
!hat the Expioro!.oan p",,~ 3D ~e wwo·t 

Blink and you miShl have missed it bul the 
GB Link cable WilS on show at Spaceworld 

< 
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be". sinJle child in I.pln. IndudlnJ Ihls ch.p, owns 
It inst fin plKu of PoaIet MOlls/elS mechndise 

On December 1. IIp.nese N64 fins willlin.Lly be .ble 
to get Ihlir h.,.ds on Iha mystique-anshrouded UDD 

'--

AhhouCh the queuu for Zflda Galthn wara lon,and tirin,.H.irs. most shoWCoers seemed 
InOre than h.ppy 10 w.it for lip to.n hour for. brief fin minuII!5 with the new .dnnlure 

pR>IiJced by Nincndo in JapIn. WiIh I ..- iI-CGI 
_ V- about 10 .. on .lIpanee TV. /)1(64 

was ~ just as fTI.Id> --.on.leIdo Gooden. 
~~IO_b~hco.In 

J!I'lIOt-l'illbaOl. 

...... n. ........ aUdn~ be YId at CIIheI ...eY!In 

lIIIe. ~ --~I)~e-J'I!SI)- R.we's}« 

fOmo Gemn.-.d n. ~ ~ I'ff1«I [)<1ft. 

""""""'" 'ih.tIIed cif 10 n. sdeIilI5, .-.d ~ ... 

~ II'f problem ~ 1he ~ r.aaonaI 
p6ime -~ - ~ jOU ~ I quid; fiye ITlO'IMS 01 

more ...m b'Iic 1ioub/e. Co.n1er tegends 01 Rat.lmci. 

E\e"l1 ~ ~ 5I.dl as~'s ~ 

ontr ..... d!1Ied • WlgIe dem:nllrabOn unot on the opno;on 

01 NQ', <how a<gaIIISMIOn ~ 

But iapa""'" ~ ~ f.lred bene', WIth 

1he N&\ \t!I5Ul 01 ~ &iI 2 '*'-.. on 1he <:n'lWds 
'MIh '" 5Iid:, llamiliaf, Ioob .-.d gamepIay, .-.d 
__ 's ~ bIa.Ier"",~.I'IIn:ibIo! 

8angoIo appeaq; to 1he sIigtlIIy oidef JoWI'!I 
!!he ~ 01 !he world 1...:1 ~ _ 011 

NRen:Jo's oII~ chc-o-~ 1he 6400, 

no <:o¥ ~ to h..e 1OkI""""~. W4h I 
~d.MJ.0I~ 1 . ...:I.dulthell..-1;Il;Ie$ 

INd by~_ DosIwI The Co:w. 1 t .. 

~ e111hev- was t-I<Mf1O promoana1he 

'Y""= And 'MIh 1he """""" world ~ on kM! 

'M!h !he ~ ell 0IWl0! pn'II'l&. NI'II<!ndG iIso 

"P'¥oga modem cart on I) ~ ~ 
v.t.iIe noc e<IIdIr I ..-.. (Sell rdetsed • 

speooI ~ ~ ell ",",.lIpanee chess 

~1Ie Ias! -,.-), It... ~...-I ~ (01 

should !hat t- t-n 'lIIIctr«, as on 1he V­
broctue1) __ ~ on 1he 6<100 ~ 

1vough n. 6400 • _ WlIO aHer ~ 

~ and !he oquvalent ell !he 5.NES's Sitea..­
sys\<!m...t.ch d:Jwo:d s..,:.e. famicom lMfS to 
~ dem::>s -' ~ ~ ell NintenOo 
ga<rIf'S. The most ontng\q bile ltllMe I(t.oantage ell 
R.mdr.e(, <>nIir>e ga<lW'lll wa5 SeIio'1 Ufr.mcxro! 1Itr. I 

strategy war "'" ",,111 ~ ~O baItIo!s !ohoIwlg !he 

0I/IC0n'Ie ell yoo..- o:\eosIons. ~ also rue 10 !he 

~eIIl"-eoIlIIIe.ond!he ~M/Jh lor\iI 
1JIIITIe.!he 00 -.. ~ 1lIIrIM "*' 1he ~ 10 fond 
.. tie ~a!he v-wI'Iie n.;, ~ 

~ pa'iIJ!d "'"' dig-med Ia= <r(D bl.Jne W1Uo1I 
puppets on IbonI -' bIenr Sa.dcI. 

Also on V--' pIayabIe kif !he fir'iI ~ __ 

!he eooceIe<lI F-lbo E.opo:onsU-> Q ..t.ch ~ '4' !rad 

ind c. ~ ~ on !he or.giNI <an. and 

~·s""",OO~oIsmOl)o'.".......nol 

.Idpanese ~ ¥od icons made ~ ill buI ro:lecVoer~ 
b ~ noc~! III !he language buI, W/JS h¥d noc 
to be ~ WIth !he obolity 10 lOOIY1 '" /rQm • high 

plan Wffl to ~ ....... in rM'time ~D. 

L.Nvons !he 00...,. and takong • Slep bad< to 
eppr_ Nin!endo', Spoceworid ...-en! as • v.tde. ~ was 

twd no! to .... iI as <:o¥ """" big rrC<ed boag. But ~ 
!he kids, at __ tune I'"!'P'1' l...='::J 

SI",e shows kepi Ihe kids happy while 
older ,.mers ,rlVil.led low.rd$ 10 UDD 

• 
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t..r. _ "" <b..t.t thot """ psa.ojo.~ 10 ~ yc¥' ,.,......, hit _ ..... ""'" 

f"lI"Aor w;.! ,h ....... ~: ~ -.. rron: than ~ 10 qJeI.lt le< 

......... an Inr!or. frup' M ......... ~ lri;.-.d cc. AIIIx>ug!I men-..d 1'1' MoJ_ 
"'" in _ ~ ~ was no >ign 01 ..... propo><d 6400 """"'" 01 ftjja. dd>bed 

·Urtl ~)lI!Id<I. ~onIytt.. ~ ~ and ..... fw>I in. ~triool 

Game Boy II!b. 10 ~ ..... f .... .-.d Wlw -slem ~ ..... only rH! NO.. """"' 

thot~~N"f"lI"Aor~oI~ .. ilwilNto","",= 

leJda """"'" (g,IidM' ~ ~~ 10 ',;0" ""'i) ""'" an ~ Pol.­

cM.><ed """"" 01 ..... N641eIdtJ engn! to "'- h""", 'olIeS and ~ deIaiI 

,m.r than ~ re:d.roon ~od 01 =OI<li! • whole ~ g.>rne from scrOl<h, .."..,....,. • 

..... ~ ~ ~ ..... yotJfIl!OI "'"""'" 0Ilri: in on pooroid dmensIon and deYerty 

~1<>1lU5 ond _ad.,., Iromcrur..a at Tmr. ~.1hough, from ..... ~ 

E"* ~1I-<I·-'--~"'"I'd0<5~~ __ from"'~ 

- ..... oduiIf "'"I' graphi< in ..... Wlw demo 5pOIIins • tantor..ing 'le!> Se=( IIostt 

~ 5IiI bos<d ar<Uld ..... ~ 01 time. ftjja """"",,, 5IoI')On< ~ 

Viifto; ..... _·s impetus ~ from !OrnbIing ""'" 10 ~ ..tI1 , ........ """" LIf8"OC)' 

• """"'" thot ..... poor"" ~ ~ .. dango< 01 • roIbon wi!tr its own rrooo ond. 01 

""""" (s me pIoyeo'. IB 10 SlOp ..... ~ t.oppeni<os. _ addiIioos i;M, an ~ 
sundi.of .-.d all""'''''''''' ~ """" dcMn Ihe >e<nnds 10 me ~. to... !«he< 

than 1imo ..... _'" • ,.. ~ Ihe ~ CM! fw>d '" ~ --r> 01 ~ lItr>e 

down ..!>iIe ho ""'= Ihe !T1'f5l<!Y. K!"dtWlg.r;.. .. , • reI>~ d>onge "" 10 merd)' 

~ Pmc= z.Ido l"" agaon 

11'. _y to "'" thot morJj' 01 ........... ideas in Gaidffi COCT'oO ~ Irom ~ 

Ihol hod 10 N ~ <>..( 01 Dr<n-Io ex rmr !or _ time or ~ rnnstr __ The qwky 

rnosl.s """'''PI ""'" ~ ~ an .... iuS! tor> good 10 """'" and Gaidffi ~ ~ it 

'" .,."..,.,... in ..... ~ This time !here..., .. o.nJ 20 <ifIem'r! ~ for lri: '" trod. A< 

afl.wther......,...... eacI1 one ""'" ~ ~ me hem _.'!.rihd'........., 01 

Ihe 'oce • ~ The resrJt; moy be • bo: predi<labIe - lri: .. one 01 me mdbling 

Corons be<;orne; SIr<>ngO<. and .. a W>ter.a-ing lof. oiNeIops fanlOSlW; ~..t>Jir>es 

- t:.Jt _ >0 morJj' ~ rnosl.s _ "'" ,~oI ~ ~ 10 puuIe so/wlg .... _~v_ Mo>o<: """ ""'~~"P""~ eacI1 mosi:.,oIso """""_ 

on """""- on ""'" '" p«form .. "'" """" ""'f roo ~ Ie.om<d ~.., Dr<n-Io. 

n.. ~ demo 011_ """"'" ~ """'" 10 ~toplayll-rougll l 

..o.ty 01,.. ~ afIhousIo ~ <u<h ~ time _ it WitS only Ihe 1ruIf-"'~ 

fan """ rI'lolr'Iolgtd 10 try 1tleW r..nt .. ill 0I1htm 'ConI""" if'rl.d<d lri: ... ~ 

g.IIop. ~ aa<>s> me ~ ... ~ Goror!, and oot.ctns \lids for • grt>«> 01 

~ be..... .. an oqo.m>I; lof • ., • ~ o:><nst There _..., boss ....".....te<>, 

o/!Il<>.rghtl>ese ten<led1O be ,;>the-~~ battles and 

~ pta1f<>rm ieYeIs. 1M1h • ~ rdeose ~ !or ar<Uld Mardo I'lO>:l 

'f<'I', z.Ida', '<l<lo <trJro/ <;<><Ad end ~ berig 10< more ~ for Ihe w;.! than ~ 

~ o-.d<d • '" be. 

• 
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1lI1ent studio 

P ~ tile ""'" boz.>m: Nintendo 
au\loo .. tile 5haw """ tile long­

doeIayed _ Stt.dO di«. ~ I>c:Ct1 

tile ~ 5IIdo ond Voe UpnH 

~~cooid~!her 

""'" Wtu.II ~ oM pr~ ......" in 
.~~pop...ooo.~\(l 

th< .,..,...".", 01 _-by 

Paint studio 

W ......... . ~ 10 ouIpU: \'tU 

~"""'~.-ned 
_ ponI to th< f)400 fU"L Sn.dD. but 

~0I ~ <l'Iil<nIi I>appitr 

queued kw tile d'Ionce 1<> dr "'" !her ""'" 
. .m.on 01 f'l<adw.I. _ !he.ddibon 01 

!he captuo" ~ m.y cooid add 

"""'''''''_1<>''''~, _ 

F-zero Expansion Kit --

MOther3 --

" 

-" 

W
tiIotlle~_oI 

--.do', futI.ri!;t.: lKef 

~ .. !heg ..... ·,trod<~ 

capabiIio$ wiIh .. l.-.dom "'"'"'" 

~_.",..m,c...OOdio<; 

add-<x1 to oruIy_ '" ~ 
Ccirrbning!he dio<; wiIh!he 
C<'igINiIarlnowllddo ___ 

~ 10 tile F-lM> X mtr'MI -

'CoIJroe EdiI' ond ~ Mbchine·. 

Tho grophoc; moy be ~ '"' 

"'" IunctionoI We; but "'" .......... 
~ __ l""Jto 

<X>nS!n>::t can ""'" • ...,.M 01 

port> ond "'"" 10 ,oa:"""" '"' 
~~tr;rls~ boI", 

toItuC>.lSoM~ .. ""'f 

~ "" in th<1obs 01 fAD. 
"usyond _10 ...... 

Of .11 the UDD titles, 
ollly F-lero m.de rnl use 
of the DD's (.,.bllllies 

W
hile finaty pi.ry ...... ~ woo 

......... -to Md St'ogeo.oto ~oi', 

~ 01 "" popular 
roIq>Ioying ~ Mod>er .nil orWy 

'ill per c.m ~e ond r»I 

~for leIeose ontiI ne:<! May 

.""'~Alr:>nswilhthe 

swiIdo to • 30 ~ the 
__ OIay1ine _ .1;stlI '1"" 

_ ""'" !he smaIlt""", .........,.,. 

"-'" 01 Mod>er 2 ( .... 

tanHxxJnd), WIth pog ......... 

jooding for aru:rn>on wiIh ~ 

_o-fm~ ~ ond rod:. _N. ..... ""'~ 
battle< """"' • Iiol ""'" !he pM! 

ond spo<t !he famiMr <lCIr'Nd>­

d>urTwIg ps\'d>edek I>ri.dr<>ps. 

Three Ion, rnn in the 
m.king. Mother J is sllll 
only 50 per cent complete 

• 



pther Space softs 

• • ••••• : os 

KIrby'.Dfu ....... 54 

20 pIMIotm """'" .. I Jo«ed.~D 
..,....".".,. for !he c..n.lI<>I' "=-

cwto. I. 
~~ rtb:fbo1lleo ~ 
wm..~ R:PG and ~~ 

Ho.I IIau Rsh1ne 
Fio/wliI.."from .... ~oI_J 

whi<h molg IM 01 • """"" a:<CroIor. 

bdteblb 54 
E<l7eme/y pIiyabIe dir1 bike """'" WIth 
EJopanoiQn P"~---

Si_OtyMOD 
The ...... old game ~ 10 dluy 

'- heogho:s WIll> dNiied 3D ciIIes. 
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SUper Mario RPG 2 .---------, 

Doshin the Giant • 

• 

' -+ 

D 
espIeN ~ pleas 

cl ~ d!on\, !he 

~-­M<n> RPG ..,.,... did ......v t 10 fie 

Ul(.so ...... Nttt.i5~ 

U>'ogr~!or NirUndo by 

~~) ... ......,.....,. 
.-;, _ """"" shooJd pie.­

_who~"""' Ihe """· 
won msc ~ p«(e<l>On ellhe 

originol Lie It> pre<loasso<, 5<pe< 

Moo:> RP(J:; ~ • for from ~ --­baaIes are ~ oIIrls ore 

tar """'~"" i<JjPOd 
~Ihon ........ ~ond 

".,., --...ms ~ kopt to • 

rrrirun. Gr~. ~ it 

doe>n~....,.,"'b<f<w""'l""""'" 

_ Ihon • Ioob grxxI, " Ihe 

dw~..., noN <:Iqloacd in 

_-tton PoRappo SI\'Ie. ..... toe 
~ the'! inhabit ,.."..... fimoIy 

3D. Li:e !he MI same. 00..-, • 

.....". that s..,.,. Mn> Rf'G Z wI 

~",f"on"""",.,..jI"" 

<horacM> ..., ~ ., • a ........ 
00I5k>ry, $om< ~ ~ and 

Itn WIIh Ihe Mono rnythos p«M:d 

Ihe ~ gr,o:;e WIIh SMRPG. 

~ 

Y "" cortatrIy a:><Jdn~ """" 
Nintondo', 6400 /Iag>IIip 

<horKtet.~ ... ~ 

~"'1he~8Io11'1!WIIh 

.~~'oott~· 

~~Ihe""""'. 
""""'. As I game. Ihoush. • _ 
_lIoIdlO~1he 

oppe.oI 01 tM!endo', 1nl 'God 

"",,' ..... JU>I wIYf • neo:d«J 10 be 

on di5c at'" The Spo<;o:worId 
_ cam< 0CJ055 ... >Of! of 

""""'en! /'t:IpuIou< os \'0<1 

wandered ornund Ihe ~ 

e«her p.tMoor"8 10 !he ~! 

~ <Ne<ywiVI - ", ~ 

__ \'OU bec.>rne • """" giant - '" 

tooI<'IIP<"'~IOUy"'" 
~!hem oot _ whoch 

~ mad. 100 • hiI~ gionI. 

~. kl say Ed • • tool< g_ 

0e0gilI in 'esruing I ",.Mtd soul 

("""'duIy~"""ne.", 

os lharob) orIy to clornp r.m f .. 
00110 ..... The_aI Mto 

5kuIIs he tho:n spot ., EdJ.', 
dftaJon ~ he dr~ 

10" rNly ~ a<Ionr>hinS 

£DOE 6S 

, 



What happened when 
notorious gaming 

the ind'W;Ws 
into a room for qUE!S1:itlnirlg ... 
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Cl 
e'JOIotion SofIwMe'S Charles (eell, Free 

• R3divll Design's David 00.01<, C<.xlem.Wers' 

kin Ha' or, EvoIuoon StudiQ5' Martin 
Kenwri,ht, lioohead Studio<' Peter Molyneull, ~nd . 

DMA DesIgn's ~ry Penn. A disparate bunch 01 

videogamlflg lumlf'lllnes, eam 'Mth yeilfS olll'lduSlry 

e>:peroence and a !egilC'y 01 quality behind them. 
Ounng ECTS, Eel,,, bundled them together into a 

room and af>ked them to muU over the ~te of the 
industry tcday. They disaJs5e.d. they argued, they ~ 

they even m;j~ to rwch some ~ 
The5e Ire the edited hrghligtrts._ 

Edge: Everyone Is biking about PI"'fStalion2 at 

t ile momenL but there appeill to ~ two schools 
of thought. o ne which H YS PSl development will 

be li ke whal t hey', . currently doin, on PC 'plus 

11 bit more', while the otl,,~r SIIYl' it's loinl to turn 

d~lop~nt on its he. d. Wh. t are your thoughl!i? 

,,",le . Molyneu~, I mink l".,.one who thinks it's wnill 
they're doing on the PC ill the moment '.00. bit more' 

~ ludding ~.Iot. bec..usI! ~'s lore mIIrrying aa 
of the ~ of the PC - oo~ a lot l'OOfe - wrttl all the 
qwlity 01 a console game. 1\nd ~·s sorely going 10 be 

rmrl:eted lIS the big technic.ll ,eVO/UOOn ...nere you '&l1Iy 
(.In see people cry M>d you c.Jn see people l<!ugh __ 

G.ry Penn: 'Mid> alre3dy ~ though. 
PM : 11 doe5 alre3dy n..ppen bot the qwlity of the game 

;.; going 10 h<l\o'e to be so high tIw it's gomg to be 50 

toog!! to "",ke a gam<.'. I mean. ........ oow it's two yea~ 

!Of a lot of trtIes, aoo that's gomg to extend another bot 
further. It's IlOIbod, I just mink it's ioevit.lble. 

Io n Hare ; Oe'\IeIopmertt 'MOl'<. is exponentiill. I mean, 

compare WOI'o:.ing in 30 to.....n;ng in 20 - we had to 

q<J3druple oor grap/lic5 people Ofl ei!dl p<Odoxt at ie.lst. 
Onid DoIIk: Md ifs,) difle<em w"'! of mml:ing. Yoo 

often had a li>:ed cam<.'ra but then aH of a suddeIJ roo 

had mu~pIe possibilities 

I H: We've gone from doing game5 wrth teams of three 

to teams Of IS aoo oow we're going to go up to live 

times that - 7S. 

M.rtin Ken_i,h!: M<I'j'be growtng teams is not the 

• 

' - + 

answer, though. Maybe we should look al the t>m 
industry, whidl is lTIOfe mature - I thin\; something like 
10'1b of the <;NefaD key contem <OI"T"IeS /mm the fYm 

studio, wrth people finriy as..gned to ~ place. Maybe 
we should be fOOWlg m:xe towards Olltsourcing CGI, 

doo that's -..hat our ~ studio is aB about - we've 

invested in "" Osc.i!f~ CGI company, we've 

invested in music stOOos, ¥Id wrrters,. ~ people /mm 
the theatre industry. It's not the tedInoIogy that people 

should be frightened 01. because that ...... come, it's just 
the mind5et 

Charles Ceci l: I think we need to look at n.me! 

S8'f, 'Mw can we do1' R..ther m..n just n..v;ng a few 

more jXlIygoos on a liKing game, Of inae<lSlng the 

frame ra:e .. 

GP; But there is a tendency, certam~ in Europe and the 

US, because lOO can do it. lOO should. And mlS is 

PM; But that's what we're trying to do at Lionhead. 

We're trying to use the im~1 team to inspi re people 

externally, aoo USIng rea l ~, rea lly good creative people 

10 go aoo i"'Pire teams of Iot5 of people, and th.J(s the 
Ofl~ w"'! I can th'nk of keep<ng the sma ll creative 

eIemen~ where lOO can do some mad stuff aoo 

keeping up the quality rate. 

cc: 00 PJ ~ieve in middleware? 

PM: {Smiles) Well. I th ink it's a sIJort·term solution. 
CC; But do we ~ieve it's going to work? Because in 

theory it's wonderful. And then lOO get brl to the 
studio system Martrn WiIS t.J lking abou~...mere lOO don't 

need to v.ooy about PJr own technology .. 
MK: Wel, we all share arouoo tedlnology aoo things ­

that's...n..t Mrcrosoft's there for-. 

DD: Well, that's step~. But lOO reinvent the wheel. 
Nod ~'s domg rt For" us, Free Radic.!rs small 

"Maybe growing teams is not the answer. Maybe we should 
Look at the film indus try, where I think something Like 
10% of t he overaLL key content comes fran the studio" 

something I find disturbing about the PlayStation: Ofl the 
one haoo PJ get ~tion2, Ofl the one hand there's 
commendation for- the f.et that, yes. they've given PJ 
more "",Ienal ~OO com.-.,nmenl space m..n roo COIJId 

possibfy need. but of COIJtse we a" kro:::ow m..t m::lst 

deveIope<s in the west will never use it 'Mlefeas in 

Japan they' re a loIm:xe disciplined about how they use 

th.lt material. In Europe and the US we iust jump in and 
go, 'Right. let's pr.rsh the envelope, right oow .. ' 
MK: trs the ~-deveIoper issue: lOO have the 
f.eta<y developer - the strong SquareSoIt ~ - Of the 
rrr<lOO that's like the Ut( Clrr ,ndustry - the 'bou\lqUr':' 

developer - someone l'AIo's 00 lTIOfe than ten to 15 

people I'AIo seem to have a level of communication 
where they can create something different 

we're a startup coming from an experienced ~nd, 

but when ~ guys S8'f 7S people, I passionately ~ieve 
we can do it with a sman team. Our core te.Jm is made 

up of people wOO have been together for- three Y"'<'fS 

rlCMf, and we're focused and we have to ~~ we Clrn 

do m..t - and we are prepared to die trying. I thin~ it's all 

about craftsmanship. Y'\:.now, there are the bog movies, 

and some game creators are malo:rng the equivalent of 

'An\l:ltly and Cleopatra: 50 they have hundreds of exlrilS. 
But the film industry's the same - sma ll teams of 

focused people can 5tiH do it 

Freedom of choice? 
JH: &\'t it just about going ...mere the luck lOO want? 

And then finding out ...+.ether Of not {po~ishers) SlYo/ PJ 

• 



Uln'O Certainly ten years ago it was like 1hiI1 - we jusl did 

what we wanted unlil someone said, 'Yoo Uln't 00 that'_ Now, 
though, people 'W/ 'Yoo Uln't do that' so mud! m..t you jll5l 

don't bothe!. 

cc: But you guys were the rw l kmg:; of gam~ on the 

Amiga, arid that was someth ing that we did really well, and the 

was a bog dillerence, and now the .....t-.oI.. thing has ~rged. I 

think the mar.et's m.nge<j. 
MK: Let's both ~m a ~soo 011 each other. Okay, the UI( NlS 

an identity - """'re angels fear 10 tread, as you S4i-It's like the 
UK 5pOI'ISC/l r iridustry - I th ink we ~ more little independem 

Eur~, so II's a cottage iridustry. We al l grew up....;th ZXBls, 

...t1ere we were foor million poIenn.1 programmers, thank you 

Mr 5'ndair.lMIere el5e in the world did this happen? 

cc: But did m..t cultu re put us in good stead fe.- the fuMe? 

JH: n never M done We never capita li '>e on huge induslly 

MK: W~ I , we're aMr"YS the first to innovate, and therl everyone 

JH: ~ you go b.-ck to the 18505 II's exactly the same bloody 

story. Yoo can go bad a-s far as you 'ke. rt your miridset as a 
country is naturally to Innovate arid create new thIng:;, but not 

e>:pIon them_ 

PM: The best story I have about tlllS is when I ""IS ta lking 
10 an American coml"ny dirooe.- and he said, 'Yes. I've 

aMrays foond the English verycreal~', but !hi' way he said 

'"ealM:" was like saying. 'Well, he ~s a lot of money, 
wrul a waste of tirTH"', arid that's the probleM. If we could 

GP: But s,urely that's the sJ<;U of p<.Il>ish ing and marketing as a 

whole, to exploit expb~ exploOt? To take something m..t has a 

distinct ..... quality and then e.plort it. And r,rid w"YS to exploit it 

• 

-" 

MK: But we' re such a non-emreprer>eUn.-.1 type of nation. I mean, you go to a UK bank 

and say, 'Plea", Uln I ha"" a loan fe.- £1,000 SO I can eat beans on toast for the next 

SIX mooths while I'm making a game?' In Arnenca the bank is more like, 'Okay,..veII, 

we'D Mw> a 15% ~Ulty stake and we'n put a guy on the board'. 

Edle: These flnanciallimilltions must hurt break-off croups .. 
JH: We've aU seen break.oll groops struggle. We''Ie seen about three bfeakaways 

from Sensible and they''Ie all struggled in the erid,lI's juSI50 hard to start now. I feel 

really, really 5OfI)' for people who w~ntlO start now bec.avse wrut hope do they have? 
I mean, in order 10 s,ufYille the last few yea" of Sen,-.;bIt.'s ~stence we had a huge 

amount of money m..t we'd made in good yea" 10 fall back on, but IOithoul m..~ 

m..t'd ha"" t-n the end. 

DD: ThIlt's the POS;1IO!l ",,,'re in.lt's qU ite funny bealvse I'm wting here thInking 

f'M'Ibe rm nar..e Johnny<ame-lalely but we are such a breakaway. Admitted" WIth 
very good product behind us, but rt's like m..t You ha'le an these demions 10 

make, arid everything's w<ll11ng. arid the whole thIng is contingeo~ you ha'le 10 get 

it nght e-tery time bealvse there's no Xlfety net. arid INhat safety net there is IOiIl 

jus! croWl into the floor bec.Ju'>e everything's falling awi!'/_ 

JH: We never used to rJeed a safety net 

bealus.e rt was so ridirulously c:heap 10 
program games. But later, when Mirrorsoft 

went down, oof roml"ny was rea l" 

buggered: three qLJarte" of oor turno\lef 

disappeafed, arid at the time we had 

Sffisible Soo::er, Cannon Fodder arid 
Megalomania Megalomania was 

published but we didn't get .ny royalties, 

RadlfeaL was a fun but 
into the world of 

'How do I do what 
suddenly you're sat 

p ... 'tendii,ng to be a e~ny" 

arid we went to oor bank manager arid 
said, 'locO; we need a 20-g,and oYefdraft 

10 r,nlSoh these garTleS - Cannon Fodder 
arid Sffisible Soccer', arid he said, 'No wiJ{. 

And you take a plastic disc to the bank. arid 

the bank manager just has no idea of what 

it's worth_ [Lought.,-] It's n.my, isn't rt? And 
we couldn't get th is oYefd,;rlt So then we 
had to IIIke oot a rompany overdraft and 

then Chns {Vates] and I had to personally go to oof banks - diffeu~nt banks - and 'W/, 
Vk need an overd,alt'. And between the three soorces we managed to get enough 

money 10 fund Cannon Fodder and Sensible Soccer. ()I:herw;se, again, we v.ouid have 

r,nrshed there arid then. Ifs was crazy. 
CC: ThIlfs ama~ng 

OD: For me, with Free Radical Design. It was JUst a fun but brutal introduction into the 

world of finar<:e. ~ was jus~ 'HCM' do I do want I want to do?' And sudden" you',e just 
sittrng at hOl'l"oe, starting oo~ pretending to be a company. [Loughter] And you're '-';ttmg 

there, In your ~,es'-';ng gown, answenng the phooe to these people, arid trying 10 get 

the.....t-.ol.. thing worktng. 
PM: 'Just potUng you throogh .. '[l..Jughler] 

00: 'Er, can you ~ because my dressing gown's just fallen open: [l..Jught.,-j 

A question of cash 
JH: Ooce, though, you didn't make money by go;ng oot la make money, you Stilrted 

oot oong what you wanted to do. Okay, you wanted 10 make a living 001 of i~ then you 



~ h~ '100 Wl'fe qurIe tood 1111. .-I men '100 worked OUI W¥ 0I.x..g better 
out 0111. but I would hope dIIIlhe sole !o<= of no one around hs wbIe WitS to mike , -

IInOr'IeV 001 ~ ~mtS...nen!hey st.1<ted. 
MI(; I dorl! think when we started, no, but ce'IIillnly kalfway 1hrwgh 

JH; Oh ye5, yoo go through ~tages when yoo Co1sh on, but the analoilo' is, ~ 

~ put m:;ney f~ second and tlWd, and rd hope !hi! ~ her~ would pyt 
Il'ICIIle'( ~ maybt, and then someIhals ~ second ¥Id $OI'JIe!h'f'l8 ..ts.. IhKd 
cc: But IS that 1nl. type 01 dewIoper '100 ~ successfuI1 

IH: ~ depends 00 how quodly they gel on and out 

GP: But ot needs • certain IewI at cyroasm and d.mty 10 be able 10 f!o;pIoc 10 the exten! 

~ '100 ..... make money 
CC; Yes, but ~ thIS dIy end egoe I Ihonk the 8"rnebo.y.ng public are 100 bngIu 10 buy 

,.,~-
GP: I disagree. "'CWiI1Iy, I thri It's an unOer~m".toon 0Il~' pa~!nd we're 

as guilty as !nybo<!v, and I know Mr [PhiJ] Ham500 touched on • at the ~ 

conferena but we 60 still lend 10 _ ~ much fucbng $Il.rff ~ 1U1~ don~ 

5« half the shrt; they 5« the PdJtx:on and they go. 'lhaI's IMlta5tlC'. but they don'! 

know how oI's done It's the sompIe5t wIubon in the WO!Id and they ~ some 

enteruwnent In ""I' ~ the<e .~ a lot 01 very b;,d g!me5 1Nl kave sold 
e:wemely well but thet's le"~. The ~ buying these g¥neS h<M.' neYef 

expeoeoced th,s lund of th,ng before. tlut they get eooogh of a luck out of it to make ,t 
I'oO<th the investment so I don't see a problem.....th ot. 
CC: I disas=. I think that goener-at,- 'h the best ~ thel .,.;11 sell .nd ..... kave such a 

diverse ~ that most gdme5 moght be !ppNW18 10 someone. ~ nught IIwlk thal 

- agaon.lhri IS rNlIy b;,d - but actually- rt's a ~ agelJOUP 1Nl wiI ~at,- erpf ot. 
GP: 1..ouIdn~ say.,ounger, rd Wf I6s e.peoeooced. 

Cc: Wet, -re-.. because as hardoore gmnefS we rrnght !IwIk some1Iw18 IS oIb5d.ne 

rubbish and very srnplisnc. bullO ~ ...no·s ~ ~ ~ mighl be fine 
PM: I agree ,...th yoo 1otlI11y. because when I did Theme I'or~ I &C1wlly let! asha med 10 

show the game 10! lot of the press. beCo1use people looked at n and thought. 'Oh my 
god. Ihis looks a bot 1uddy-fied", oJOd. well d wmI on 10 sell dI<ee rmllion copies. And n 
was CIXII that tt sold that ~ but at the _ ,I was P"8 up agaill$t 3D shooter1 
and aI som of really Iwd stufl.-ll thri. Gar(s nghT. llhonk.1ot 01 the IIrrle we 60 

thongs becauso! we Wilnt 10 60 them 

JH: But...ny the hell Il0l1 That's how most creatNe ~ on most creatNe onOOs!oes 

kave done tt aI .tong. 
PM; But the cool ttung IS 10 awtv J'OOr creatMTy '0 CIIher prOblems, 10 say. 'Look. d I 
really wdmed 10 ~ a g!me, al'ld I w~s really st.1rlmg off ,n thIS games indtlWy. ~nd rd 
_ ~ a g!!1Ie before. ....nat son of g!!1Ie would I w.lnl 10 M1 
JH: I don', know. You lUSt develop an IO'I$DOCt ~e)"XI don~ \Iwlk.,bout 11. don'!)"XI1 

--

people r911y wanl IS 10 be enterta ined. 
MK: We'r~ inlo thts family room now. 1!Wff-/ from !he bedroom. 

The ma~ IS so..opposedIy len nmes btggeI. 
GP; 1ha(s ~~ the bog shifl..wl occur converuence, And 
corr.oenlelU on bII som 01 ~; ~ from !he point 
d _ d genmS a syst~ IM 'I"JU C¥I pt,y WI1h. COI1\Ie"tIeII(e 

from the poont d vio!w at be.lg able 10 gel the Iucblg thong in 
the firsl place, CCI!M!f'IOe\'l(~ from !he poInl d _ of being 

able 10 pICk up !he same and ~ it How many same<; OO~!t 
ECTS .re masSNely onacc~~bI~, for aU som of reasons? Maybe 

rt's I.Jye<s and I.Jye<s 01 fronl-end thal 'I"JU kave 10 wade 

throogh I'JS!IO get 10 play the ~.1.M'(be oI's the fact that the 

ch..-3Oer'lOO·re playing WIth is so bozarre that 'I"JU don'l krow 

what 10 do WIth .. Maybe il's!hat!he ot,ecwes on ~ arr 
~ drverse !hat tve got 10 read ttus bog fat rn.JIIUA 

MI(: But J'OO have IIW markets - 'I"JU ~ the hobbyi5t 
marl:e\ploKe. ~ ~'s d consrstent stream al'ld you're 

guaranleed SdN!s. and you' .... got the far bfoader ar~. WIth the 
~ gdmetS, the brggt5t audorna, but no one a<lull1Iy su;v.; 
and asks. 'M>at do they want" And I don~ think the form.n 

emI$ thal C¥I address tt ail 
The PC woo·,....:n, r!"s 100 

cec:t l (berl •• AevoLution Software _. 
"Generally it's the best game that selLs •.. but as hardcore 
gamers we might think something i s absolute rubbish, whiLe 
to somebody whor s Less experienced it might be fine" 

con-pcated, you kave the 

I:e\oboard .., !he ~, bu1. ..... 

Co1n see the slid!; otIIlhe bog 

~ are pr~ ri ng IIew 

hardware and meyre 
addressong the problem. 

You apply your O'WMIY. lhefe ate hoodreds d ideas you brn as 500I'I as they fTl\ef 

your head, be<ause mey~ rubbrsh. 

The call of t he casual gamer 
MI(; I th,nk rt's the deveIope(s foeld 01 ~ I mean. developers 'Nil ~ a tar~ and 
~ 10 beat it. A dewIoper ..... produce a driwlg game and say. 'Oh j'I.WI. but tl's got 
Ihts.-l hs that's better thoJn on 1IXo4 or Ca/in McCroe 0I...natevef. and really, i ~ was 
somectr"M" ~ of the rndt.IStry. they'd t.1ke a bog step bacl; and they'd be companng 
tt like, ~ on Sky Spons v.tJen the rllly 'MS on the other day. ot didn'l Mvr!hat 
fwur~·. ~ I think !ha! is crucial 
IH: Do yoo think people ar~ doong thall1ha1 people are seIf-<eferenong more? 
PM: Ilh ink!he trouble lS!hett there's too mum IllS!>'raborl com,ng from ""sI products 
and not enough 11l$i>Ifatoon ffom r;on\II1g whal wNt J'OO really. rea lfy want And what 

• 

'-" -

saM!!ha! they'~ buiIdng 
enlert.wvnenI centres. 

JH; The lint ~ people oJSk me IS. "NIat's goong 10 So!!'Ir? 
GP: But surely they should w thonlans «>out how 60 we sell 
what~ kave7 
JH: People don'l th,nk li~ tha!. This comes down to visKlo. 

Geoer~lfy, ~ on the less creative parts 011 ~ost""g 
~ do IlOl kave 'MOOn, they don'l ~ that 

somethtnS cooJd be I new gerve.lt'swhat _WMIt 10 do, 'cos 
we'",! aI worked on new gerves. years and years ago, bu1. (lfNI 

for ~ reason you """1 make new gerves iIIl'f more. 'Mly 
not7 Beause ~ woro'I'Iel Vkll why? 

PM; I don~ rea~ agree that there aref!'1 new eerves being 
cre.Jled, A redefiMoon of a genre is • new senre. 

GP; The OOS""'Uty has ~ been diluted. Ilhonk thal'S It 



JH: It', been hugely diluted. 

GP: I trunk Command & Conquer is ~ very good point 

I ttunk there's ~ lot oOgln<l1ity in aK 10< ~II sort5 of ",-.ns, 

~nd even in some of the clones there's ~ lot of oo81n<llity.lt', 

ju5t 5pread in different w.,.,.-.. so it's sometillle' n~,d to spot 

JH: H you try to go too 13' people don'! w~nt to mow. 
GP: Bu! look dt 10mb Roider. You Mve a bird in an Indian<! 

Jooes envi'onment rh;>! in itieIf is odd, 

JH: Th.Jfs one KJe,-, tIw tool< somecoe two minllle5 to r;ome 

up with 

GP: But sorTII'OOe did. 

JH: Bu! my ..,;nt is that that 'epresents OIl "'rlOY~ tt's 
no! inrlOY~tio<1 "1'0" inrlOYation upon imav~. You',e no! 

gettmg tOl<l l leaP5 forw<! ,d.nd that's wIlII! we'", klsing. I 

ag'ee with Pete< that it's good to have smalleaps iorw.Jrd, 

but no """" "'king a gamble 00 those big 1eilp5lorw.Jrd. 
So we'", not gettmg a variety.ol pt'oduct ""'ere something's 
the .. me, somettung's sJigMy different 3nd someth ing's 

ma,sivefy differeflt 

GP: Even d you make someth ing ~ different don't 

forget aboot the punter at the other end who n..s to 

undetst<tl\d rt. Part of the deveIope(s job isn't just to innovate 

with this fan~1Ic new tde., he n..s to make that fantastic new 
KJe,-, ;!5 acces5ibl.: .,.. possible, And that in itself is a major 

fuding step. Then he has to CO<l'o'ince the publisher, ~nd the 
publisher n..s to a<;tlJa l~ understand . 
00: But I thUlk you're right to add,ess intro5pection and the 

I~ competing with ~ - it's.someth ing that someti""" 
I'o'O!b, but rt often ,ead\es S"'8"'IIoo. LooI:; at the Command & 

Conquet genre - m.t whoIo! thUlg MS become so esoteric. 

GP: It's rea l ~ ha,drore in terms of it reng compIetefy 
inac=sible to the real WOtId;!5 far.,.. rm wncemed. 
That doesn't mean it shouIdn'! be done be<;duse oIMously 

" 

-" 

~', still that haf<kore fMrket There's cenainly. big shift going 00 at the moment 

The hardrore market's oot.,.. dominant as it w.JS. 

JH: Do you think there's too mudt respect. trom young deveIoJ>= wrning in, 10< 
e>:isting stuff that's al,eddy out there? 

CC; I don't thin k it's about 'esper:I. ifs ju51 so easy to copy something and make it 

slightly better. 
PM: It'd a deeply scary thing to try to copy somecoe, And ~ you' ... stamng out. 
everything else is new, and you' ,e inrlOYating"" well, Jeez , . 

GP: But you don'! know how it's goong to wOO out You could build thi51T1ol5Sive1y 
anglnaf toy set and you could sit ~ and think. 'Right well they"e pl6ying with this 
th"g " a way that 00 one's ever played with a thing before, what do I do with it?' I (Ml 

attach to it an established set of rules. 

pemaP5 a 'ace set of rules. it might relate to 
that but rve got to somehow exploit this 

toy, and pertt~~ I might employ some 

bizarre rules 00 top of that and then you 

have two layers of oogin<llity, and, urgh, 

that's getting more confusing. 
DO; But at :;<;me point it so.J~. 

"Part of the developer' s job isn't just 
t o innovate with thi s fantastic new 
idea, he has t o make that fantastic new 
idea as accessible as possibLe. And 
that in itself is a major fucking step" 

JH: H doesn'l n(lYe 10 snap. You h<Ive 10 

put it together, whidl "'kes a lot of time 
~nd juggling. ~nd it migtrt OYerf\ln ~nd you 

might run out of budget. and m.t', when 

it falls down. 
cc; And m.t's...my it's so impOflllnt to pLJy 

your own ga""" and realise m.t this vision 
that you had just isn't going to happen. 

JH: Oh, 1 agree, rm not suggesting that aO 

g.J1lle' should be made like that I'm saying 

that we have no Indie market of games, we have 00 one trying to do alternative stuff 
because it's too expensive for anyone to do ~ - ~ doesn't make financial sense to the 
publisher or the developer. 

Movies, games and videos 
PM: I think m.t the inoovalloo's there, but now you have to match it with the most 

gorgeous artwork. No one wants to play something m.t looks shiny. 

Edl": What .. bout Gitm" Boy I'olnlmonl 
PM: That is the ~ of superb design. 

GP: Yes. the toy set is so functional. 
PM: And that's what the genius is of the Ja~nese, in picking. dla ,a<;te, . nd not 

rendering it in millions, biUions, zif~ of colours. but just enough to """" and it's the 

epitome of brin .. nt, brill"nt de5Ogn. Yoo don't h.Jve to h.Jve lots of colours. for example, 

to mllke it.....x... The trouble is. with the next generation of software, what are we all 

going to want,to pLJy?We're going to want to pLJy the most 'e.Jlistic car racing game, 

and pLJy with the most realistic dlaracters .. 

JH: Ne we? 

PM: To SiaM off with, we ore, Jan. 

JH: Yoo don'! just w.Jnt to w(l!ch action films. Just bec.luse you've got spKiaf effects 

doesn't mean everyone make:s I'Tl<JYies packed with specilJf effects. 
PM: ~ you buy a ~serOisc player, what's the first movie you w.Jlch? Yoo don'l watch 

some arthouse m::lYN!, you watch a big bIod<.buster,.nd that's what you will want to 

• 



pLJy. IOCOphony of ~ ~ from .around !he table] 
JH: '1I:lu need Ihe arthouse I"fIOYIIe'; CllITW"I8Ihfough to ~ that~. 

, 'PM: lfie pmiog ~",~lent of '8I. 1f 'Mtdl' - Jl0.CXXlto produce. ~ibIy a~­

"';11 COI"I"Ie ~bout. but not ... !he first wave. 
JH: If we ~aIIy agree that pub/iW'ls c:osts _ Pl:£ to SO through !he rooI!hen 
we're P"'8 ID gf'1 ~ II"OIl(HabDn beGau5e less nsks GIll be t.Jk@n. InrlcMlbOn goes 
tIand ... tIand wrth ~ nsk !ablg. we Y"/ that to st.lr1 wnh, but III !wO Of 1Iwee 
'f6l1S' mile 1hefe'll be • ~ mad1<oe out ~ ~. 

PM: I1's • compIeIeIy petSOMI opinion boome out of feilr 'l"S muc:h os anyth'ng else, but 

you look bad lithe 8n!tsh film 'Mustry ¥Id "PJ Y"/. "Just a ~ Ihe Brmsh film 
ntuwy aaueIy WitSn't bid. 't'Ou know. ~ 4() years ago. ~ WfS up !here. 
GP: But it didn1 ex;>bc lISeIIos __ lIS !he ArnencMls oid. 

PM: The ~ thought. 'Just a m,nute, ~ want to SO IQ loef' a Rm to be ~Iy, 
rean.,. enteo1a.ned and ~ want to loef' ~'. and so1hey thought they'd start 
maU!t: $p4!d.1WIar, ~ films., and sure enough we weN to loef' them. lhM's 
...nat we wamm ID see. NIl¥o; after al thesI! years, CS aI ~ down and _ --.t ID 

loef' these educatior.aI and c:hIlIengiog Iims. 
GP: tfs!he same with television. ~ you first watd1 It. everydnng'5 brilliant. 
every tiling. ~ Ihe oornpIeIe ~ 

Ede' : YoIf .. d.awI", ,. •• 11 ... betwHfI YIHopmes.nd ttM IIloO'IM Industry­

do think people _Id _nt to play • ¥IcIeoc- ftfSkIn of '5enH .nd 
Senslblllty', fOf Hlmp",? 

PM: I think !he an_ IQ that os, !he moY!e ondustrv didn1 .ealise...tlll ~ had....t.en rt 

had ~ .. ~rte 0Tl0YI4!S. You had Clarlio! 0\apWl standing up and ~ 00 
record, that talb5 wiI _ WCIIt. beause !he type of r.ns ~ were doontj IIIfen! 

sI.Jp5lICk r.ns. and if~ ~ a b!I if you .auIIy had 10 talk. lot. They didn1_i5e!he 
giot>,,! visoon of what ~ had. I think the _ IS true of Ihe IIIIIeopme ~ we 
Mile no ~ wh.-l it's C4pabIe of doing_ 

IH: You 8rvt' fonMt 20 yNr$ IQ settle down. $0 that ~'$ got Ihe thonss N t 
§how oft the Ionnat.!he «bOn 5tuff,!hen that ~1 matter..., ~ If Nt happerIS 
then !he ocher ~ wiI st.lr1 IQ CIlfTIO! thn:lu;l bec.-e the YiIIefy r-.ls to be !here. 
AI. the moment ~'s no demand for vane\y because the ~ hasn't got a Ions 
enough shelf I~e to walfant !hit va~. tI you WilInt arthouse pJll@S, of a thousand 
published youl 0T\a'ybe gf'1!wO Of three. There's no(!hat 5ense of a 'library' you .......... 
Edp: P.rt of tM nl ... 1n e.mill( Ills 
In w.1dl1nl you. duor'der', IKtiOM Oft 

Kno.", b .... mo.eover (onl,oUine you. 
char.cIet. WIIeft do you think the 
'Ill ... _ulcJ be In sotMthlll( like.n 

inmactMI 'Sense .nd 5enslblllty'l' 

~. 

"You give a format 20 years to settle 
down, so that everyone's got the things 
that show off the format, then that 
doesn't matter any ITK)re. Then the 
variety wi LL begin to cane through" 

JH: You could ""'~ e very _ control 

sy!;Iem wI'och ~Is IQ \he ~ 
goong 00 ... the r.rn. on a tI'r()(4! ferniwle 
lewI, 00 e totIly different 8<lme ~ 
level, ~nd tIus ~ !he kind of itvlovation 
...t1ich we JlO!YO!t 5ee. 0IM0usIy ot's going to 
happer, aI some pOOl but _ ~ 

'M)rt't be bold ~ IQ do .. 
GP: But you're ~ punter 100 fa. ahead of hos 
time in that respec1. because you're so 

• 

. ~ 

~ to the medium, MId you're $0 ~ of how 
~ v.ub. that your defn3nds and ~uons are maw.<eIy 

ono-.ed. no! ~ III termS of power. but on terms of how 
,t sounds, how ~ feel:;, how you touch It. how th,ngs Inle<3CI. 

how thev 1eeI\he po;n. how aI thesI! ~ JTW;rOC:()5t'Il work. 
Punters '-1 got to that IM:I yet 
IH: But thefd ~ ~ d ... WfS pre5elted 10 them on ~ good 
w/J'f. The problem IS you can', gf'1 to the stase ....t.en you can 
oKlwL'y do that 
GP: Th¥s where you need \ItIle. 

CC: Ifdeopmes Me JlIS! a medium for deIivenna 
enteftaIrment. So d you talk ~ -se- and 5ensbiIir(. 
I th ink 'Serl5O! and SenWilir{ would actuIIltt' appeal IQ ~n 

extremely WI(ie ""'ri:et. bo.Jt as I th ... k we!U agree you mustn't 
draw po • .,... dit«tIy because.lundameJltaly, you're talblg 

-about somethong wrth dired control of the cNrac1ef, IOd Iim IS 

eucdy the!lJlPOSllf: . 
fdp: Ar. yOir simply C ... tllIl somethine t ... t .. just 

sli",1ly lolss p.nive entotrt. lnment? 

GP: There's it certaon mood.. ~ tone on that type of Iim. 

II"s bastcatt. ~ of.ayona. 'NeI. on. game context if I WI"f 

that exactly ... 1Srt~ PIE IQ fucions work'. 
MK: lhefe'$ no such ltung M en mtefactrve rI'lCMe. 

GP: You don't ~ look 11 ~ on tem"IS of mo:M4!S, you 'itIIrt 

Ioobng at v.N(s Pl:£ on III h!ImS of <t:I.!~ because 

that ~ exacdy v.tIM J>teractlOn IS aI about 

CC: And ot's the <t:I.!tronshp you heve wrth Ihe ptOIagonIS1. 

and the foKl that III a film you haYe the imensny of oKlua&y 

folo>w18 someone's emotoons through that whereas d 
you're ac:tlIiIy diredIy III control then that ~ 

.-rses the ...tock tIwtg. and ... some respectS I can 
understand that. and ~ srves us a 101 of S!fefIBIIl ~ 
advantases. but d we trv and m,rruc the f,~ ondvstoy 1hen 
we going to gel ... to aM SO!t$ of trouble because, lIS ",!'tin 



says, the interactive rTlOVIe cooc~t IS IlJdiaous. 
JH: With Sex'n'Drugs we tried to do vd1at we comIdered w~s 

the nght wtry to make an interactIVe movie, ~OO it's extremely 

hard.....ort - there are k:>3ds of one- aoo ~ dips aoo 
stuff that are meant to be linked together 5e~mle0y, Now, we 

never got the chance to see whether n worked or not. but 
rm pretty sure we have got further down me lir>e m..n most 

people in gett,ng ~ to wor\c Now, it might nol have worked, but 

we woold have then had ~nother shot at It Wlm another game, 

"';!h that experience in the bag, arid WIth another 0!"Ie we might 
get it nght And mi, IS the problem, we're root gening the 

opportun ity to make mi5ti!<es. R&D is about tn.J1 ~rId error, it's 

gettmg the rnance to make the erI0f5to leam to make b 
next time. 
00: 1(5 an urKlbtain.lble th ing, I belie\le. People thonk. 'Oh, why 

can't you m.J"e g~m", where people can tell their own '\or>es1' 

Well, bev3u5e 9O'lIo of pe<>p!e wiI tell very boring 5t0<ie5. But 

what I see working is m..t you tell people a story whdllS 
",,,,,,ba lly linear bu~ by having them strongly identito,o with the 

rnaracter!; a5 ~ go through. ~ f~ like they're "",king the 

choKe - .r51he ill LJSion of d>oice. I(s the I<Jme th ing when 

people read ~. ~ you kx*;,t the inter<tCtive Fighting 

F~ntasy~, fI(ffl they've been goong for along bme, but 

they've never become ma instream bev3u5e people don'! want 

that The e~ reader wan15 to be pulled along by the 

~sts ~OO they want to anllcipate .. 
CC: Everybody likes. story, and my opinoon on lineal story­

IMsed game'S like the advffItur", RMution has produced, 

whdl ~re "''''''MIIy very linedr, is that a very wide ~lJdience 
actually sees the game aoo underSlilnd5 what they' re going 10 

ge~ and I th ink thafs very valu~bIe. We were !;lIking earlier 

about a very hardoore gamer \Ief5-I.IS the wider aud'erxe, and 

the 3dventure 1)'?e of g~me 'S very accessible to the L.!ter 

• 

People who have never pL.yed ~ game before can pid;: 0!"Ie up and they can get >mo 

n very qlJid:ly. 
IH: Without n;wing to be dextrous. 

PM: Providir>g you don't mal:.!> them '\0 fuckong iHogIaIl. 

GP: " thIS not a ca~ of, ~ you look at baditional physical toy rather than ~ digital 0!"Ie, 

you've got you r Bilrbie ool mlS IS the chariKter that you're going 10 use., your story, 

and lIS a W you' re ""'king up the story lIS you go ak>rog - le, effectively you're Laying 

down a series of rules and a ffdn->e'o'oQfk from wtldl you M· 
PM: That is e\iICtfy what810ck and v.1lite is. n allow-; people to make up men own 

rules withon the context of the rules of the world. 

GP: So it's IMsically an il lusion of free form 

IH: The 8"'''' i, the referee In footba ll there IS a refeo-ee and there are laws, but within 
tho5e laws you can do .nyth lng. you am lock someone on the head, you can pass left. 
righ~ wtl.tever. 

GP: There's absolutely 00 reason why you couldn't do a story on that context. pro:Mding 
a coIlecto::ln of rnariKt~ "",king sure that the rules are so water-tight that the player 

can make it up as he goes along - to a degree. 

CC: But they're both legitimate, I don't th ink there', a right and. wrong. In BkxJ 
and v.1lire you do very much teU your own , tory, but then you have the game'S that 

we're Iillking about. where you have an envi ronment withon a plot that ha5 already 

been predefir.ed. 
JH: With an game'S it fall:o; down to two factors: how much do you hold the person's 

Mnd and how much freedom do you give them? Every element of f!NefY game is 

the ""me. 

The post-pub, play-anything generation 
MK: S<rv.:e you're alllilllung ~ 000t adventure games and roleplaying games, well I like 
pub'n'M game'S - you get bad:: from the pub and you iust want to have. bash at 

something. That ts the m<l55 market 
CC: The youth "",rket. the market for the I'IaySt.lIOO, Ms gone '\0 wide fI(ffl 

GP: But i~, not ner:"'santy gettmg software support 1t'5 reached a pault where it'5 got a 

klYeIy shape with lots of different demographics, but IS it ner:es .... rily gettmg the 
widesaole support ,t should be getllng? 

..... Studios 

"What a hllMn believes i s intelligence 
is compLetely different to what 
actualLy i s intelLigence. I couLd in 
seconds the perfect OJ)IX>flent, 
but that I s not ski l L of i tit 

IH: With due resper;l to tho5e people who 

M that kind 8<'''''', they...;1I M whatever 
the fud:. you put in front of them arr-rw~. 
PM : No. 

IH: They wzIIllt'51rut!. They'll M whatever 
IS put ,n front of them more or ~s if.rs 

good. They won't paf1lcUL.rty care about 

what ~ is as long as they·can have a L.ugh 

Becau5e the social inter;>ction IS as 

imporlllnt lIS what they're domg. 
CC: But loo you'~ rnanged your approadl 
- you .... od ' ifs good',.nd befoo. you .... KJ 

t~d play anything. 
IH: Wel l, they'U probably at ~ast give ~ a try 
d you "",fiet ~ to them properly. 

PM: I th ink we' re underestimating how 
simple rt is to ma ke game$, aga,n and aga,n 

and ag",n . 

• 



JH: I agree - ifs!lO' IQ be ')Impie IQ inte<act 'Mth, bul ~ YIooId have a level of 

complexity thM's as transparent as possible fO( subllety. Thai is whal we try to <Kh>eve. 
I' GP:"'fhis IS where you ~ post-?,odlJCtion. We don't rlOOTIa lly gel the lime for post-

t prod~ _ you spend alf thIS pre?loduction time building the toy set in the first ~e. 
so that you can e>:pbt ~ in the production phase and ilClUa lly ma"," a game that wor'o::s. 
then you'"" got the post·prodllCtlOO afterwards to start editirlg the c:ontenl We fll'\Ief 

get ~ 1Im .. 10( that - _ always underestimate the f<!CI that it's we.,.,;1 need th .. post. 

prodllCtlOO tme. 
PM: W .. 're all SC/a~ing to make the ve<sioo. and as ')0011 as we INke it, we rel<'ase it. 
GP: rt's company press.ure, tho\.rgh. 

MK: Ifs the whole >dea 01 being imme~. Yoo get onto ~thing wrth,n a few 

5eC00d5, and you' re in there and it's plausibi<' and it's believable, the screen is righ~ the 

5OIJnd's right the view's right 
JH: The IimiT.luon for inflOVation is qu~ .. 'i mrting in lhat context beGluse developers 
Mve INste<ed that ,tuff f.ufy welt and ~ applies IQ a fairly l im~ed amount of genres 

~'t we t. lking about new gemes? 
MK: No, let me exp!aon. So, where do you go from there? All right. well we can 

GP: Yoor poont about AI, I think thafs an interestong point of 

.,;ew. The way deveIope<5 "" 3 whole IMII apprwd1 the 
problem of' l wanl to get wme cha raoe< across. what's the 

best way IQ do it! Their anmer.,.,;1I be AI . So they're going to 

build this ITMlssiveIy complex AI system. wend ing rnomns, 

year:; even. developing wmeth ing when they don't aoually 

need it This is what', admirable about the Jape"""" - they.,.,;D 
use just ffiO<Jgh to get th .. iob don<'. 
PM: Thafs a very gc<ld poinl Qu~e often in development 

you wend three months doing the most wphistrcated AI 

edrto( that ~ eve< e.<ISted and then realise you could do 

rt with one 'If" st;nement ilClUally. I th ink Ihat the games 

industry is stll incred ibly primitive beuuse we just ri p down 
our I.lbeh and make them into huge AI mrst.ke5, huge 

gamepiay mist.kes. over.oo over .g. in. H would be r;ooI 

if we coold stop that. 
JH: The probi<'m is that _'re working ...... thm a fairly re5tnctrv.. 

environment Yoo're almost 

fO(ced IQ i0oi< at 'f'Xlr I.lbels, so 
to speak. There's only so far we 

can move in the <!CIual 

"You're all talking aOOut RPGs, well, I like pub'n'play 
games - you get back frOOl the pub and you just want to 
have a quick bash at sanethingo Thatrs the mass market" 

commerdal envi ronment in 

whid1 we sit Its not that free, 

il"s f. irly reslra ined. there's not 

• lot we can do. Technology's 

fa,rIy <!Xp<'I1SM:, and it's 

technology we haven't got that 

in\lOOoce algorithmic-o..sed Al aoo stuff like that. but then, .s with. gallM! of m..ss. 
there are a coupi<' of Soe1'>. a couple of rTIOV<'S, and you can pick up ttr .. rules m mlf1utes, 

.nd run al l the w~. 

GP: It'~ not about how complex the AIlS, it's how well it's used. 

PM: 1(, how wel l it's disguised. 

GP: ~ ther~'s someth,ng runnrng tcmards you in a really stuptd and bestial way, it's far 

more If1terest,ng. enterta ,nong. scary, emotIVe. 

MK: rt's got to be conSIStent. 
OD: But the big cha llenge ...... th Al is .ctually the dumbong down part of ~ -lhat's 

where the cra/tynanshrp r;orTle5 into it And peop"" want to se<' errors being made 
by the compute<. 

PM: 'Mlat a hUlTMln be1ieves IS inlell~ IS completely different 10 l'A"lat actually is 

intelligence. I (OU\d in seconds construct an opponent which would be the perfect 

opponent which would !>tat you ~ songle t,me - tha!"s not the sI:iII of ~. The ski" 01 
~ is to construct a code that ilClUaliy is. 

MK: lam ilClUally saying that in a rooooabout w~. That', what we're .....amng on . . 1(, 

just hard to elaborate on .. We' re just tryong to cr~ale a human be1ng - ,t le-eI, like we 

are ereabng. human. 

• 
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much control QVe(. So we almost Mve to sit there and saV, 'I 
wish we could do ttus', beuuse we really can 't do the things 

we wish we could do. I've been doing that fO( 12 years. There 

are lUst some things that you just cannot do. In theory these 

th ings can be don<', but no one's eve< going to be stupid 

enough to give you the money to do it 300 even if they do, 

they end up ~ng out 

GP: Perhaps we could Mve wmething where devoelopers are 

basica lly exchangrng R&D, SO to sp<'ak. 

MK: Shanng?like Glastonbury, you mean? [Laughte<] 
GP: No, I don't thon k it ~ could happen, which is a g,,~at 
shame. But at least you'd Mve someone else domg tt\<' 

IegwcO:. fO( a while. You'd be sharing your experieoces as to 

whal you 've achieved, and then IooI<ing at the djfferent ways 

you've both tadled problems. 

PM: The trouble is. you went to B. and there were 1.750 

ga""" on show. And th.t, the big probl..m cl 1,750. 17 of 
those "";11 actually be successful if you'", iud<y. 
GP: The market.,.,;n rea.ch a salurauon porn~ which is almost 
where it', at rr<:m. 

cc: The public are spoiled for choice, and that could be 

problematic. 
GP: We don't talk to each othef very mud1 in the UK. but 

in Amenc.l, they have CeDe Do you thinl that would war.. 
over he<e? 
PM: I don't th ink ~ would....or.. because we wouldn't be big 

enough. 'Mth CGDC, one of the amazing th ings about it is 

Iha!"s it's incred ibly well run, I mean really impressively well 

run. And I'm on the board of rt this year, and it's just scary. 

It"s all very good, using a typrca l Amencan approadlto thrngs, 

the things they say that Americans are very good at But rm 

no! 3Clua11y convinced that anyone shares.ny ideas .t al l 

at ceoc. rm not entirely su re, but they pr"Obably ~ lrWay 

fe<' ling that they did. They come iJWlf'/ feeling this warm 
glorious th,ng. And they haven'l ilClUally been 

communrcat,ng to each other It"s a very big iob 
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Pipedreams 
A gaming revolution is headed this way. but it will be driven not only by new slabs 
of console technology from Sony et at but by the information being fed into and out 
of these boxes via comms technology. With ADSL poised to deliver the Internet as it 
was meant to be. Edge considers the ramifications it could have to the gaming world 

S
ince fd,. first looked a! AOSL biod ll'l ( 74, 

the Introdl.'CllOn of thIS emlOefltly deslr~bIe 

te<:hnoO:Pgy IS no k>nger 'the WOISI~ $«1~ 

in the wLstr{. 'MIll Inak runnong on the SUrrey Mea, 

~nd p<~r<! from ~ watchdo8 0fteI, 
Bf N§ bowed to the ,nevrt.lbIe. ADSl (A5ynchrooous 

DlgItII S<Jbscr;ber line) will begin 10 ~~, in homes 
across the UK oYeI the nerI !Ill months as erd'Ibnge 
ce<1tres are upgr.oed 10 supporIlhe ~. Wi\tI 
conse!VdtlVe fo<eca5ts oI2t.4b/s downto..d ~ 
A.DSL IS less of a 'Step up' from SI<lndard 561( 

~ and more 0/. quantum leap. 

UHia.f~ bfowsons. Net.t..Jsed TV, VIdeo 

leIeconI~eoon8 t1S potentlll ~~ lirnrtltss. But 
the asped of AOS~s introdliCtlOl'l th.J1 wiII,nterest Ed,. 

~ most IS otMous - mu~ g¥1WIg. So EcI •• 

went off in _rth 01 the OPOI'H()I'IS of ~ Industry figures 

on the impIicabons oIlhe new technology. 

Jason Kingsley. MD of Rebellion 
Rebe/ion's In o" Kin,sl.., IS tett.lmly 00 fOlt......m the 
trials ~nd tribulatoons in~ in Cf~ong OI'Iline ~ 

options. The recent A/;ens ~ Predotat kts • 
prog<esSNt m~ asped .nd ~! 'wOuld ~ 
benefit from the ,ntrodllCbOn 01 ADSL But what do the 
likes of Kingsley Intend to do with the extra b<ar.dwKltll? 

00 they _8" COI'KCIIidIIIOn: f.tStef, more attractrYe 

II~ delIlhmalchesl Or, perh.Jp§ - wIwspef n -. 
degree of WlOYa!lon? 

"'The problem at the moment with the p'~ine: 

wr; KW!gsIey, r" IhM oo.w odosts ~ ItS Upllbilibes. 
YMl AOSL. _ can go a ~ of no((:hes furthef. Fof 

example, 'jQU coold update • game en"'IJOO~! and 

~ ...no Ms • reg.stered ~ could get 

d\anges on a weekly bMos. You mtgh! be IbIe 10 send 
'em clifferefu~ aliens, ~ po! a slightly ~t 
IWist on the AI routll~ $0 the game plays differ<!11t/(. 

The opportunrty to ~ and ~ gam6 "" 
ADSt ~ ftx rlXII'e ~ alter~tJOn$. Cetan 
~ WIItun the onoMtJy _ discvssong the 

creabOO 01 teams for the sole PUI'pOSe of WIlling such 
oldd-ons. Does this intetest RebeIWon7 

"The probIem.. offers ~, ~IS who's p.g to 

P<IY!of ~71n the Iradibontl ~ process)'OOJ 
develop the game,)'OOJ put ,I through tesMg. gold 

• 'W j ,~, ,,~ I'~' " ....., Cl 
' ., - , 
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copoes go out 101 rlMe'l( and then ~ 

rl'3d'Ie51he 5hops. AAetWMrk, you 
~ _10 do the odd p/!td'I or \WO, 

b(rt ~s It. ~ we found a srnaI team 01 

We people 10 suppon a g_ after 
~,who's P'o"(IIlg 101 !Nr? Does rt 

00fTIt' out 01 die n'IOI'Iey yo.J Ye m6de 
hJm development or does !he 
pubhsher retain you and PIll' ~ 

marry grand p@fmonth1' 

Ar whar poonr do dewIopefs and 

pu~imm COOSl<ief charg<ng for iIdd-ons 
~nd upgrades for theu rrt~1 Se!ween 
I.J r~1e e~!ra'~1 se!!; sold mrougl1 
ret.l il OV!1e!s (like rt>ose for Quake 11 and 

Age of Empires) and a s<mple tweaVn', 

fuc p.!td'I hes!he gr~ are.! where !he 

Im of Valve's /E'OIn ForI1es5 resKIe. For 
valve, !he worth of /E'OIn Fcxtress 

CIouK .ss I means 01 enhanong !he 
rep;Muon 01 both ItS rompany and ItS 

products - Half I..Jfe and, IrguMlly, !he 
forthcoming Team Foruess 2 - IS 

\/IItIJo311y pnceIes.s. But could • ~ 
fee reques!ed from • large owner.o.sse 
allow more ~ 10 .!lempl sud1 
arrbbou!i posHeIH!ie enhancements? 

"You rrugt!t" su~ Kongsley, 
'1'I.Jve your publishers say: 'The retail 
~~ IS our tI'Itfe_ ~ you wanr 10 

suPI'M it. you're gonoa ~ to PolY for 
't but we'l le!.,ou d\a,se £250 for I 
p.rtch ' We <:auld then pur 'r on our 
l'iebsJre. for gdmes that we ourselves 
own - AVP obvIOYsIy belongs to fO);­

the idea of domg p.!rroes and changes, 
and maybe spec ... 1 ed,t,ons, IS grelt. 
Wh~t aboot cO'Iering!he ~ndSC:lpe 
WIth snow and chang,ng the textures 

so that ~te CoiIn downloid !he 

Chnstmas speciatJ Or somettung else 

that is !.Uttlb/y se.ssonal? 

'You an o:re.J1e more 01 In onplg 

CUSlomel !.Uppon base by offeong 
upd.;Ite and ADSl jpYeS US on 
opportUfnty 10 do that directly .athe< 
than IwvIns 10 pur more boxes on reta,1 

stores. L1ter .,ou could put "" 01 those 
adO-ons and enhooncemenlS lOge!hef on 

I boo and SI!II ~ .ss a ~ edibon 10 

• 

the as-yeI unoonYe"ted. 
"And AOSL would obYioo.osIy help • gre.J! 6e.JI when 

we are ~g.1Mdr AIIP, "",,'d sd.1here foI hours 10 

send stuff on our wrrent~" 
ADSl ..... a~ <~mly, "'ad 10 a f~ in 

game development C.n g.~ exped s.unil.Jr 

tdvances for the cado. trnt actually on:hestrale$ onhne 

play? ....... programmers!Mmpt to mau theo. IOUtJnes 
.ss tight .ss possible, using !he least possible bandwidth 
lor the best ~ Or will !hey become I.Jzy, theu code 
mes§ily gu:.z1ing bandwidth that ,t doesn't really need] 

"Good te.Jms wi ll alwi.1'f5 push their <:Ode: Kingsley 

opones. , m,n k it's a p'ide in you. aaft. rd kind of draw 

com~risons...;th tennis_ One of the guys here ~t 
Rebell lOf1 is ~ good tennis pL.yer. He wys th;ol in the 
'old days', whtn!hey had wooden rolCque!S. the 
d,fference ~ a good ~ and a bad ~ was 
huge - I good player would Mve to hot !he b.ll on !he 

nght pan 01 the raoVt and 50 on. Nuw ~W' gal 

supeI'.flogI:Hedl racqJetS vd10ch ace more foI,...-.g. The 

cfofferera between a good player and a bad player has 

na.-mwed. and so it's become a power game. 
1(s the s.tme WIth systems, howdw.tre and 

COI'I'VT1Unica!lOf"6. As they become more pov.erfu~ 
there's more room for people v.no .re ~ 

~ted and Ies5 -=omplished. 50 the differera 

be!ween the very good and the <lVe<age wit gel 

fIoItrowef. VIt1en I firs t Sl.1!rted ,n the industry, the 
concept of u§ing someone ~se's engU1e to m~le.,our 

glme would havt! been a complete~. Now ~e 

regu larly use orher people's technology and produc:e 

very good games on top of it From the 'punsr's' 
perspectove, they shookln't be dcMng that Sut why 0011" 

Will I o:.rnbonatlOn of ADS~s speed and the 

proIrfera1lon of oH-the--peg engines help aea!e I 

thnwlg onOoe-game!; SC:_, as WIth cinenw. music: and, 

to a lesser exten~ bterature? 

'Wth AOSl. you have a great ~ 01 doonS your 
OIWI srutf and gettmg ~ into people's homes. There's 

I~ I wl!rf to< 'sm.J1Ier' people ID be suocessful. 

There will a~ be rn.JVeficI<5 v.no .we prepared to sot 

on !her own for two ~rs to produce somedw1g 
OOVlOV<Itrve. v.tM!1her 01 will e'o'ef gel to the!;Coille and 

quality 01 rommeroal releases is aO'Oher tIrog enore/o( 

Richard wanion, director of online 
services for Gameplay.com 
RochoJrd Warrion of Gameplay_com - home 01 ersWlile 

Sf online g.mmg serW;e WrepI.Jy - is another 

,nd~1 WIth a keen eye firmly fowsed on AOSl. 

Does ~ feel thM ItS ,ntroducuon will m.-rn:. onlioe 
glm,ng's growth ,rltO a mainstream ,merest? 

, think ,(s I very good opportun,ty,' he says. "H 
you'~ ~ the Web wor'<.ing over ADSL you see rt IS 
how the Web is meam to be, n CertolinJy m.-rkes 

garnepol.1y<ns more immediate_ It win put more stress on 

!he badc.end infr.sstructure, because you are p.!ssing a 

~OSl willlllow lelm·blSed FPS litles to be fir more ImbitiOLls. 
~n Alieni Vs Predator sequel will, no dOllbt, demonstrlte Ihll 

101 more dat.l.round. but 11 the same lnIe rm pretty conliOenl that !he 

onir.sstructure wdI evolve ~nd develop to support It rm no( saymg rt wiI 

be compIeIeIy WIthout problems - thongs never are - but I "'" pretty 

confident that « will evolve and I Ihonk « wiI open up a lot more 

opportuno1IeS 101 saflWl8 both on terms of coniine play and distribunon." 
Nnong certa,n IIardoore garners. there appears to be a (largely 

unspoken) belief tha~ OYer !he ~ lew ~rs.« nught be p<)S$ible to 

live on !he proceeds of onIine ga""",!! toumaments. That dream moght 

JtlSI be plausible - alberr WIth barely legit DHSS support .ss a saf~ net. 

As ADS!. open~ up online glmong to more people, more genres Ind, 

mus, greater m.-rrlo:.etJnS spend, ~n we exped an expor>entlal nse ,n 

sponsorshop ~nd CoiIsh ~'les lor Wlnne~? 
"In terms of lOOm.-rments and th,ngs lob! th~t, I m,n k ifs go<ng to 

happen Ifl'rWIY: offers Wamon. "We'~ already started to see rt 

happen<ng WIth what we'~ done mroug'1 'Mreplay. tr's ""thing big at 
the moment but I suspect that will come as the whole !lung ""'lUres. I 
don't !honk that ADS!. will n«essarily be the thong trnt drive;« - what 
coonts IS the QUoIIIity of the game, ~ beong rele.tsed ar the nght tJme, and 

that It's the nght 8~me for IOUrl\lrments. 'Mat we need is the quality of 

content ~nd /llXessbolrty on other gerves. 10 altrolCl other players .ss wen 
.ss fw$tpef'SOI'I shoobnS fans." 

And v.Nt of crine retailing? SlJrely \'Weptay rllIISI relish the 
possibility 01 SI!IIins the games thar people play on 1IS:serw;e? 

'Wd, we alrHdy di5tribu!e some game!; onIine. And if .,ouVe got 
!he opporturuty 10 dctoNnIo.ld more compIec games VII ADSl then I thmk 

lhat's p1g to be benefiool both from OI.!' ~~ of _.ss an onIrne 
prOVIder and .Iso from the po!nI of _ of ~ because ~ 

~ Iheor di$tribubon CO$I$." 

So he tmajjOfleS certao'l ~ moght aeate online-only 

mulbplayer g.mes. drstribured by onIine gaming seMCes? 

"Yes, I would exped that sort of modef to be deveIopong .oon." 
How far does Wamon believe ADS!. will go? Is !his the onw 

medium 01 !he ~ de<:ade? 
"As rrungs srand lit !he moment." he expt;, ins. "there·s I trade--off 

between distance.nd bandwidth. As I undef-sl.1!nd rt. the tedlnology !har 

BT has been \/SOns ,n the AOSL pi~ M5 a capabi lity of up 10 around 
6Mb, but you would have to be on a relatiltety shon IocIJlline to get th;ot 
klnd of pe<formance. SaSICI IJy, there's a distlnce/bilndWldth tr..de-off 

rur'lle, and it's reckoned mat 2Mb will be !he average. As WIth aa 

" 
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( ! ... !!..'!.~ ;!~ .. 
........ ,j IGENRHY SPEAKINGlan examination of pmestyles set ro floudsh with ApS!!, ,reater bandWIdth 1.,·_· .... -
MULTIPl.AYER FOOTBAU G.AMES The W!rt1Mde 
appeal cf footballS b!¥Jnd ITIeISln. From ~ 
$IffiS to ~ b::tab(Us. !heir chart success IS .., 

e!'IOlmg teStaI1'IeI1t to me.- onio'Ie p::lIerrual. AI present. 
modem speeds are,s: :a:I slow to ID ttIe pt'II!SlUSIJ.;e. 
AOSL 1'ICMeYer. SIlOl.*:I;IIoN ~ eerve 11) fIoI..nsII-1M!n 
c:DTwIare - ., IN a-.e erMI'Of'If'IIIn I1t.Ip' ~ are 
I po!.SbIrty. ana t'YeIl WOrld a.o ~ W'tI1 
QUalifiers ana !i~ ID COII'IOOe ..... th the rI!aI·I,t. event. 
Tllefe's eYI!I'I tne POSSbLIIIY b a footn;.JI ~tle that 8II()NS 

pners to c:on(I'I)I ondMduaI playerS. and to form I:heIr 
()Ml team5, ........n !l.C5lrnJ:eS. ft \00"1', ~ to ... tu It'$ 
• ccn:epI tha1 CQUk! see fans IIdY hao:l OYII' cred~ 

caro mmbers. 1tlI00000tOO by suc:II f!7r·reactong poIenuai 

TtlE COMBAT GAMES Of TME FUT1..IM Qua/<'e. 
AI_.1.m!iII TOI.m1menr ana TNm FO'1TIISS ~ 
allUCIe to the DOIe<1tlaI 011 ttus fWllOOable genre. The 
KIIlall\OSL·5PE'I!<l rcal'Siltl(l!1 of the fPS dream I'«IUId 
De & team-tIaseO ,rile tIlat couIa use It1e l!OCIl\oonaj 

~ to """Ia-gef. more ntncateIV {IQtadeCI 

lOCales. from lilt '/InIiISV settqS 011 ~ 10 
ono;teasan:gty "reaI'SbC' eI1VIrOll$ - a 'Saw'l Pr .... ate 
f'\t8<r -s:yIe 5eC!lar;o. perhapS, or 8 &kyscraper' III 'PIe 
!Wd' - every game roJI!I De enhanced by autt1entlC 
oetaoI5 ana the oestra::oon 01 scenery on r~ tome 

rllt.e world Of RTS. ~ the ~ 
keyboorO-~ ~ I S!SoIl'!l(lSI:~ need 
to De addfeMe(l ~ the gameS\YIe IS le> ret;)!ll arlCl 
inCfe<1se Its CIJlre<11 pc!9I.Jlallty 

THE ONUNE R1'G ~ ()*» ana. to. IMS8I 
exren. :«rs MenCIoLwJ .59 ~ Pf(M!d tI"0I oroIne 
RPGs can De enormousry profitatIIe W'tI1 a II'IOOeSt 
retalI DeI'foImarIce. their secret? The SIlb$Crlp(M)'\-tlased 

~ rralQI. ~ players Sper(I a Soi!8I'I'lngJy 
Il(lIIWIaI SI.m - (lOo for exarI'(lIe - n rerum for IIrJ:ltheJ 
momh 01 access 11) game 5et'o'erS. ~ _ L(lQate5 

ana patdle$ are taken into CO"l$I(Ierabm, ~ 
costs can be far outwerghe(l by ~ the ~ 01 
~ \I5e1JIISeS. one IUlCted IIlclusand lISefS 
eauates 10 flm Der march: !lit ~ RPG.1h!!efore.. 
.... one OIlY eo.ere 10 cash cr1OIon !he eye 01 r!Nf!IY 
forwaro.~ ~, no. 0bSIa0::Ie !hP,' face IS 

making thos often prctlbt~ ~ gf)ITe !ICCeSSltJle 
to a Wder market. ~ ()1WJe I'irtwIl\I dIiJnIIJ«1S It1aI 
players rM:!$Iluldfeds 01 t"o::u$ before !hey are any­
thq leSS tNn IuOICrwSIy ~ - SOI'I'Iettwl: 
~ Mac:ore pmers wn I»I.1II: at 

THE RACING GAME Sega'$ D6)1onof USA 8CI1>eYe(1 ~ 
WIth ...... on !!le enYIIIlM'II!Ift 0I1toe iIada P\cIters 
iIMlCIlf. tIMIopers n:I QI.f'dts.:rnn ~ the-. 
56K rrolem. ~. IS p;l!er"tly not up 10 !hi! task 01 
tt8f1SIl' :nrw 00SI1-.::na1 00Ia for a heir:! 01 <0 c.n 1I'IOee(I, 

ITKlSt IT"Oden'$ WCIU4d strI.gIe as a CO!lOioI fo' a D'ps 
same 01 ~ !i<J(JeI SDnnt AD$l's:;M;) popeIone to 
on rI 00iII 'oOOId srnoIarIV SC*Xt'd naruware COUld 
IIIIOw pas! M IemIaI Gran /l.t'I$'rlO$anaFI(iPs 10 
SIIPIlOO a fUI fIeIa 01 race<$. ge!tef CJ*l!! 'ocrl8 games 
&re begirnng to etI)Pear for the PC. I;Iu! ITKlSt uties SIll, 

~ Opt for eye ~ fHe( weI--<:on$lIIer 
networt ft.nctIonaIrrv- Ar'(I ttIe'e are !hi! 'w.ee <IiSt»1OE'S 
11'1 hardware ana 50ItwiIrlt 0\'0flI!f~ 10 conuler. too. Tte 
t:IE* is 1ICt\.IaIIy on SIlga's COI.61. A DeyI(nJ c:ouId see en 
rtl8S5e accEIXiIf!Ce 01 the OrY'nCasl's 0flIInI! samns: 
ncus - ana d 'I'U $uZIJ::I were 10 be I!MWed In tII$ 
~ PfCItCt l"o9'I SOOy.....:ud lake I'IO!JOe 

THE ONUNE STORE AS multonatlOOals iInd SOle 
traders allke COIl\IIl\.Oe 10 (lip \tiel' toes I'l1O !!le 
OIt·tIQd water.! 01 !he IIIe!T'II!t the eanT(II p:UntIaI 
iInd ~ ~ 01 or*'e sttJe$1$ a $I.lbfea I.I'Il1er 
scrum,- (J'I a ~-mnute toa5IS. 111. the momert. pocn.re. 
tle.lvy pages 'M\f11h1! od(! hint of ~ fo', wet, 
fIash,lS abOut as good as ~ getS. HOY.'e'Yer, the 
prospect 01 ~ 3D 'WtUII $toreS' that ~ 
C«I browSe 1Ilr0lliJl '-'11 PC CJ' comote 11; a CCJ'ICePt thin 
I!liI"'I' IaIiE'r tousonesses are WiIf'!TIIlg m. ft could. on 
I!$SeI"O!. be achIeYe\l tcdily samstuy'S. for ~ 
COUld gM! ~ tree cos con\IIIIlIrlg ,easonatole 30 
~ cOOl. ft moght. for thII sake 01 arguner(. use a 
~ Fl'S a:nroI mettlX110 IIow ...sers 10 
1leg!XI<I'.e 0CrtJSeCI shell 5jliIC8 Wllnt 10 see I prOdUCt 
on ooser- de\aII? kISl Od. (J'I !!le ton 01 ftq CJ' tlOttle of 
EIOlonger in QUeStIOn for a fMtO or \antaIIIsII'lg reope 
$I.G£!SllCI"l W'Ih YIIlUaI trolley filled 10 !!le tnT\ 
n.osu.ners c:ouId dial .-r.o a sewre network. ~ their 
oroer, n:I ~ Qehoery CJ' I coIIecbon WIe me orIoJ 
imt r~ \'ICUIO De the ~ and I!fIIllfPI'ISe 01 
the oo.e4oDef an(! retiHIer I1ll).leSl101'l 

technology, I ~ ttMt ADSL WIll impr""" WIth time. 11e c.apab< I,tIe'l 

...... oncreast', bul there wJ come a paul!...nete you ..;J11Hdl the hrnOts 
of the. coppeI' _ thal tws been $I\lU1g in the ground tor many !eM 01 

yem. N that pow!! you1ll\aYe to move to fibre, but In the mNntIme 
,l,DSL ha5 got good potent;"!." 

'm.aS"le If I went ,ntQ a cNtroom Of Into an a,~ 

or somI!thlfl8. ~ trouble IS that ITI)' cNlactef Ioob like 
a ch.tractef someone 0\Ief on the States drew for me. I 
don<I'~ wanl tha~ I want some unoqueroess abou1 

me. I want people IQ say: 'Oh, 100«,' Here come5 PI!!er' 

Ivld tIw'~ whal1his extra speed allow.; us 10 do. It 

alows people 10 be ~.nd that's a 'NIy eorams 
thong II's somellung thall\as never been possible 

bef~, because or= you ta lk.bout ,ndMdoal grapi11C$ 
Md lI"IdMdual onfoonabOn, rt me.ons that ~ lIT the 

ThIS IS ~e the Internet st.rts 10 

become the Inle .... et" 

As ADSL IS always 'on; does 

MoIyneu>; Imagine games being 
tweaked 'in progress', downloading 

roubnes 10 enhance gameplay in a 

~mIess~? N.Jturaly, the af"6Wef 

IS 'ye'5' He'S ~ there. 

WA AOSL INd 10 a re'o'Oluuon in how onIone M 51e5 a,e 
presenled! Should. for e<ample, piIy= ~ 10 be able 10 _ 

s\fNml1g VIdeo of a ~me In prOg<~ before 6e6ding 10 J(W'I? 
"Th~t's poSSIble now: "'1'$ Warrior! 'Yoo un lOin the game as ~ 

spectator. Bul ~h. there a,,~ loo. of thongs )00 can do WIth VIdeo: 

Peter Molyneux, lionhead Studios 
Peler MoIynew: obYIoustt lequftS sea'" ontroduc1Ion. MsaiIed WIth de.K 

01'1 wha1 appears a mlllU1e-to--rrnnute basis - lIS ooe dose confidanl 
cI.l ,med to Ed,t, "the Wi5Y Peter's bra.n is WI,ed, you con almosl heiI, 

the. fuses bIowon( - there's l,ttIe dQubI that he IS ex&.ed by the 
_d.<OSL 

'for me. ~ 1$ good ~. says MoIyneua. ~ ¥e sermt: SO 

powerful flOW, I\'s a ~ame thal the. Speed of CQmn1<JnlG'lIlQn hasn't 
uught Il!'. But ADSL offers a huge imp<oYefIleITi. It means that I co" 
start gettIng.J§ olmboIIous...m the onIine stutf as I have been WIth the 

son~ sruff. But !he -r I w.lnllO ~ ~ 1$ IQ fINe the MMIy for 
you to uplo.>d W!fY pflfWMl things to yourselt 10 the ~ tnd then for 

evef';body to ~ them. 'Mthout gMn8 anythU18 ~, thIS means 

IM ~ un then st'e you o.nqueIy. 

• 

\>\Of\d has to ~ rt before ~ un 
comrnunoc.JU! WIth )00. And obYIoustt 1Nl slows 

thongs down. AOSL though. IS much laster. 
"ThaI's !he 'e~1 ~ WIth the Internet as n 

sw"od.. H's ewiull Joum.alosts a,e the ones we 
should blame 'MIen the. Internet sI.1rted to ~ 
everyone read all n- exo\Ing artK\es about ro.... 
'NI!! will be ~ tQ chat to ,,<Id! othef. AJI that's what I 
uU 'bIue-skyIng', ~r" you though~ "M:lwl Tlus is 

110"'& to be lanlastJCf But we'!!:" disappoonted, 
we're an mtI4!'\I'Ii 1Nl,(s 100 ~;Jnd there's no! 

er.ougIT peoonal inlormauon there. But whatllappens 
IS that sIr:wJv technology utches up WIth the d,eams 
that I\aYe r;fNted. I thonk tIlI$ 1$ what ADSL IS darng. 

, mUSl ~mit, we',,, Slilt wondering 
If thIS 8O'n8 to be poSSIble in EIXope 
and the Ut(, but rI gfl/e you an aample 
01 ooe of !he Itwlgs we're doing. In 

aIoek and 'I-1l'le, we h.we & complete 

we..mer somutatlOfl as ~rt 01 the game. 

"*' felt that we wanted 10 5imuI.ne 
weather WIth «w,ate Iorm.Juons of 
cloud, tnd weaM systems """""lB In. , 



so • ....t."t ~ when you !os ., 10 

the garnl:' - If j'OIIve SOl an Internet 

con~ that's t~st enough - IS ~ will 
gdlO the a~e SIte and fnd QUI 

the _ather .... )QUI town. Then. the 

weatho!r you see when you Me pI.Jyonjj 
BJod and ~ ... be the -.!Ihe' 

outslde)QUI ~ 
'Mofe ~ngly. though.' he 

conbllUe'S, -", 8kXJ and WhIle. you 
. ~ thIS oeature. Yoo h.we (0 grve tt ~ 

~Iity, Now, rve ~t..o~ys thoug!lt 
that when rm pi..lyong ~ g~me, I want 10 

list~n 10 the mu$ic that I want to lISten 
to ~nd ,' 11 often put ~ CO In my drrve. 

I'.trefl ~ do thIS ...mile playing 8iod 
and ~ol~, the(1 see theu cha racter wil 

~ to dance to the rhythm of tI>e 
~ they're playing. unbekrown to 
the ~. _'ve gone 10 a s.peo.I Web 
SIte wtroch tlas pen details abou1 the 

mu5IC roUre playlng .... )QUI dnve..lt's 

gal ~ CO that has ever been 
~ and _'ve worked out from 

that whit the beat IS, whe1tM!f II's d.1oce. 
ledIno, I4U. dessuI, etc. 

"These life the SOl'! of eJIOlII'IS 
~11ho:lgs that you C¥I do WIth 
faster CCItII'I«bOI'I and you C¥I do « 
....nIe!he garnl:' IS sorns 011. That's much 

rrore ewtrng than w.lldwltt somI! 'w;!a' 

bm pop up for ~n alii!. 
"There's anoIher 00 _ tIave. lOO. 

Thrs doe5n'\ sound very ~ng. but 
when you thIn/; about !he mplrcatoons It 

IS. You CoIIn JOIn any multlpi..lyeo- same of 
BIod. ond lMl,re at ~ny tme, "Sht? VlNt 
it does, though, IS send you down 
snapshots of what tlas tlappened In the 

game before your amvaL NomIolI~ you 

haven't8Ol a due about what's 
~Ing - about ....oo·s been good. 

who's been bold t1c. And now we CoIIn 
send thalllllormfbOn down the lines 
and you !II!I a much better fIMlur of ~ 
game that roUte /Olfllng.· 

SO how IS lIorohead maNSIIl8 to 

implement soch features WIth whit IS, 

by amen! standards at least. a 
reIauveIy small team? 

'WoeI. a lot of the ~ fMures ..... beong dotio!' 
by people from !he demo a:mmunrty," Il'YNk 

MoIyneux. "They're tIvs 8fOI4I of bds" IlOIITIatr' 
between 15 and 20,....00 are onaedibty lalmted. They 

80 10 thee INrtoes and create !he<;e cool demos. We 

k.we jUSlloond this briIIi.Int Inteme\ guy 0\IeI in 

Germany I said to him: ·George. this is what BIod. 

and IMllte CoIIn do. Think of some cool swtt: And_ 

ended lIP WIth somI! of the most amaring wrver 
tedlnology. Ther~ are 50 many exaIIng thongs 10 
dlS(OYel. There os 50 much unfulfilled potenbll l 00 !hi! 

Net. People aren't thinking b;g enough, And, 

sometImes, they're just not thinking," 

BIodt and WItite will .. rrive before ADSl 
does. " remains to be :seen how rMnY of 
MoIfnem's kINs wo.tt wilfl. S6K modem 

Will It tak~ desrgners of the calibre of tIlos<! who 
~\II! been working at Nintendo, ~ .nd - although 

stiR prOVIng rtseIf in terms of g~me oeabOn - Sony to 

populaose and refine the online gamonE ~e? 
, think there's a!l'X'd r~ for why !he console 

people are ~mng then !eel tent.Jtrve!y in th«s partrculal 
pooI." says ~ , don'l think it's anyone's !aut\, 
bot mosI of the Intemet products _ deal wm are 

~ de5rgned. Wlat about pec!I)Ie ....00 tIaW! 
never seen the NeI:?Wlat chance do they havr!1 Even 

~ ~ are incredl>Iy tedly 101' pec!I)Ie who are 

noli Web iterate. ~ wIwt ~ would be iU to be 

pre5enled 'MIh the Internet fifsl lime - If' .tddresses, 
htmI and POP3 ~ v.ho IS going 10 --.rt 10 even 
be boItII!f~ 'MIll ... N? We need to make !he 
Internet rrore like USIng .,.,.. Tv. and und _ do that 

rt'1 just be an une.pIorted part of most peopoI!'s 
console. If I we<e an Internet newcorne(, I would want 

to 80 home and put my console 00 and play agalRSt 

somebody WIthout tIaving 10 EO ~ Web browse!5 
.nd dlatrooms. Once we get that son of thong. !he 

onhne gammg e>pIosion will h.Jppen." 

MoIyneux is obviously very keen 10 see the Internet 

and m<Jkrplayer gaming 'pr!fSOfIIIl~, s.urpnSll1g1y. 

thous". he's not entirely COIlVIOCed that VOICe- and 
IIISIOI'I.oosed (ommunic.Joon is entirely a tPXithong, 

"The problem is when they don't want!herr own 

ptf$OI\IlO be up there - they want to be r~ted by sornetIWrg 

they '- CfN\ed, rnstefd. We should expIoot that and aIow people 10 

be ....00 they rmagrne theltl$dves to be, rathef than Io!mg them 10 be 

the people they ~ tfe.. Web cams Me so cheap now. And thee IS no 
1NSOO....ny _ CoIIn't 'MIh the extra speed, offef pIayer-to-pla'(l!r wlo!o 

c*.lt's -V e:onng - bot_ sfoocUdn'I'!orce' it upon pec!I)Ie who 

would ralhe' be SOITIeOIIe else ...... they Me onIine: 

Ciaran Brennan. director at Bastion 
~r~ !!o'ennan - ~ Nme nd~ reader!; wiI doubtle5sly 
recognrse - IS one of BTs ADSL tnaksts. ( die has ~ to a number 
of people ,n both !hi! UK and US....oo tlalll! used ADSL for ooline 

semIna. Mindful that paragraphs of ~~nspIring soperl1ttrves would not 
ma1<.e interestIng rNding. U I _ opts to dISCUSS ADSlrn rnor~ goo:nera l 
terms WIth Slennan, 

Has he been surpnsed by ADS~s speed? 

, I\ave been impressed. but not surpnsed: he replies. 

"Essenblll~ It's juSt ~ onae<libly fonl connedlon to the lntemet.lt's 

NSy 10 IOStan. They [Bn come 11\ they screw a couple of little bo>:es 
10 your wall, but ~ rt's 
just IiI:.e your standard I~ 

line. You can stiI ma1<.e t~ 
caIs ...... roUte 00 !he Internet, 

and • /lies dIong." 

Does the SlbscripIIon ~ 
~ aIte< his Internet tlabM? 

'It makes a great deal 01 

d~~.C.1 

me oId-fol5hiotN!d if you ~1<.e. 

bot ~ I was <rifle using 

an old modem, I was .t..oays aware that ~ was cO$ting me money 
~nd I'd at..oays EO for the plain $lIe opbOn. Now when f;oo;ed with the 
dIoice of a Flash, frames ()( a plain S1t~, I at..o!ys 80 for the one WIth 
. 1 the beUs and whtstles. 8est of alios when you make big downloads -
rt'$ a dream." 

Such seMa! wilt NlUlaily, come at a premium 
, pay £30. month." reveals 8renna11, 1>ut that's only as a triaIi5t. 

I don't know how much n wiI be when II's ao:ruaIIy released: 
SuI worth ~ for heavy IISefl, RJreIy1 
"It's the ~!he Internee sh«Jd be: ..... sayS. 'ADSL has ITIo)(\e a 

fl'IMSIYe difference 10 the W'Y I use the Intmlel We ~ ~n ISDN line 
.... the oIfu. and • used 10 be Ihft If I had ~ 'Ierious 10 do 00 

the Interrlef, rd do c at the off«. And now It's the other wlr1lfOO.11'1Ci 
Even" II's sometIq work.ftlated, rd r.mer leave c unlIil get home. 

I's ~ faster """ the ISON line .. !he oftice.. 
As MI rndustIy profewonaI, does Brerv>an fnd the idea of 

IIIdeoconfe<enona VIi AOSl attrKtJve? 
'Withm ~ '!"SI" ()( 50 - when you know that the po!OpIe you ¥e 

curr~ sendin8 emaiIs 10 hM! !he satTII! ADSL technology - you know 
mat there's a possbIity thal they will be onIine and you might think 
mh. I can tall: to them face to face." 

Could AOSt.:s omroducton lead to a signiOCant drop in emaiI ~. 
then?, don't thInk so: opones Brennan, "Eln!ilis a beautiful means of 

romml,llllCoJoort F\eopIe ~n do and 'Ai thin~ thal they couldn't face 10 

f;oo;e. Yoo can be angry 00 ema~ .... a way that you just couldn'l be with 
d4rect eye !;OOtar;\. And, of course, peopI~ might be too ugly_ With email. 

no OIII! knows you're a dog~ 

El ,~ 

• 



~;s Street R(/~' (Guld be ill shOWCil5e for the Des online 
pming potentilll. It is unlikely to ~r such functionllity, though 

Martyn Chudley, 
marketing executive at Bizarre Creations 
MIIrtyn Chud~, BezalTe Creations supremo ~nd Merropolts Street 
Rocef desigr'H!r, ~~!hal the arrival 01 AOSL win t>eg;n 10 dimini\h 

the importaoce 01 the ~ngleplayet game. 
"ADS L;s bound to ooea!oe the ~ 01 ooline gaming. At the 

moment online gaming is ~till a nOche market - FP51~ and stralegy 

games are the ma in p,od0ct5 (lVa ilable. The tack of lalency [with ADSL[ 

wiU now mean than alf1lO51 any genre of game will ~ iX>S~ble. 

Eventwlly development of online titles wi ll become the norm, 'Mm 

~ng1~r games probably ta king serond »ioce.' 

EdIt! readel5, obviously, knc::m that ADSL will help combat k1teocy. 

But what of new features and inr.ovatoos? 
"Hmmm: m~ Chudiey. ' Perhaps you coold downlo.ld not just 

levels. but entire game .exes. Or 'reot' a Formui.J One ~me and then 
download the drcurt just p<ior 10 the actual event In the 00... season 

playel5 would perhaps only be able 10 use lest circuits. Or perhaps a 

soc~er game coold downloa<l the actua l team members takrng pM in a 
Polrticui.Jr match. and the gamer coold ~ all of the literally up.to--the­

minute stats th roughout the ~soo.' 

Will auto-patching (and ~ auto-e-nhaocing) games become the 

norm. then? And should they? 

"Auto p.nening 10 fix bugs ;s dange.-oos: warns Chudley. 
'Corn?anies will get. inlo the ha~t of releasing 90-95% tomplete 

games la meel deadlines, only to Polten i.Jter Auto-e-nhanc"'g would 
be cool - downloading i.Jtesl ~15. weaponry 0< special ~ on 

dem.Jnd. lhi5 cook! al50 lead to unscrupuloos COO1p"'nies forcing 

~15 10 pay extra 10< ootter weapon$ 01 ~kills, just to stay ahead . Not 

a pleasant thoughl: 
Witl1 con5OIe manufactu re15 having dabbled wrth Internet 

functionalit;' for years. ~n we expect a de5ign revoluboo la accomparry 

their whoJe.hea rted arrival? Might ADS~s potenlial not actually ~ fully 

~ to the test until .klf>.ln's finest begin ~ng fo<~? Do we need 

Nintendo, Sega and Sooy la push the boond.J ries of game desrgn. a~ 

they have done SO before? 
, think the console firms will definitely push online game deSIgn 

into r>eW ",-eas,' say:; Chudiey. "Console products are radically different 

from PC ones. I th ink wo. will get thIS same division in the future of 

11 _ .......... _---_ ...... -... -I-oo>tloo .j:lADSL AlTERNATiVeS/a look beyond tbe obvious 

While currently appearing the best means 
01 Connecting to lhe toternet ADS!. is no! 
'Mthout its compemors. Edge takes a kloK 
at altematrve comms tedlllologies It\at 'MU 
be vying for your ooIiroe commitment 

SATELliTE DOWNlOAD 
Speed: NOOOO 20CIKblsec 
Cost: Circa £500+ per annum; £2'5(1 for initial 

eQu'pmem 
tt's 00 great leap of t!loogtlt 10 magroo that 
satellites. LJneIlCumbered by the physical 
Ilmrtations of klndHOOS. CWId oIfer high-weed 
lfIterOOl access. lBrt1et1ta!lIy. we aren't yet at a 
stage wtlere lhe humble home PC can speaf( 

10 orbMlg tedYIoIogy W11t>Jv1 a 1!We 
assist.lr"lOO. YOIJ( reQuests for pages. theo, are 
made via an IS!' It\at sr..worts the scNlce 
Easynet IS ooe such company. a~ 11 
charges a £5O--per-month premi\.<T1 for the 
prMiege 01 receMlg 2IXlKbls. ~ 

CABLE 
Speed conservative estunates at around 
200K/sec. HIg!ler is posSIble 
Cost: TBC - but probably afforclable. 
WI1IIe stili derni!nd<ng the use of a phone 1000 
la send onformanOrt. cable-based xcess 
offers IDSN·beatlng download speeds. Fo< 
those in areas 'Mill tile requlSlle wires. rt 
couICI offer an affordable. eflectrve 'trte' 
atternatlVe to ADSL YOu're out 01 'o.rl 
rt the cable comparnes have!l'1 got 
ar()lJfld to hookrng lIP your town. though. 
COrM1r.lnIcauon goant NTlrs thought to 
00 planning cable Internet access by the 
end 01 the year. 

onliroe gaming. 'Mm far 'wi!dier" games being O'e.Jled 

as the 'niche' markets develop and expand. 

DIGITAL POWERltNE 
Speed: ESlomated at arOUfl(llMbisec. MOre 

-"' Cost: A ft<.ed ·rate charge. yet to be confirmed. 
Sounds jj~e an A+I<~ 1 gag 10< the gllltit>ie 
Internet JunIae. but rt'S atlsollltely lrue - Web 
access via a plug sockO!! is set to reacll 
ce!tain areas 01 England by the end oIlhe 
year. Fully bO.,jlle<;loonal, ar>d willl a Simple 

onstaIIabOn ~ a box a<:kIed to)QUI 
electrrny mewr. DigItal Prtw\lrlJrle - as n is so 
called - could ptO'I'e an attroctiYe allernatlVe 
to ADS!. ~oped by Nortet '" conjuoction 
wnh electriar; goant NOtWe!l. DPl could be 
marl<edly cheaper. loo. Ooe to watdl. 

MOBILE CONNECTION 
Speed: 64Wsec. MOre possitlle. 
Cost: BI<:>:;ojy prohibmve 
TO al l but those lucky enough to lel the<r 
company pick lIP the tab, Int\!met actess VI(! 

mobile phooes remains an attroctiYe, tIloul1t 
hemshly pricey propoSluon. Ideal fo< those 011 

the move. CUlrl!r1t tIandwIctth allOCations alklw 
ISDN· like speeds. TIIat isn't 100 ho~ but 
~lpOone ne\W()(I;s 00 have extra bandwidth 
to offer. Tht?V11 have 10 CI/1 COSI~ to make thrS 
akernatlVe attractIVe. though. 

lOSN 
Speed 64.>::Isecl128K1sec wi\tl dual channels. 
cost: Atoond £450-£5CO for r:Iomesbc 
version. with £1S can allowance per montl1 
Its day has come and gone. Ifs damn 
expen.sive. 100. for what ~ offers - berng 
metered. caUs above the £1S allowance coold 
make tt very expensive Indeed. 

'ADSL <and online) is definote/y the way forwa rd 

fo< the games industry a~ a whole: preaches Chudley. 

'1hert! will be """" to ~ " maluring oi galTlf!S, 
because more and more genres of games will allow 

the player to compete Wllh olher humans. and thus 

blessed with decentlANs, can pkIy 

deathmatd>es as the developers of 
individ~1 games inlended. As 

gamel';, they don'l really need the 
extra~, but still they han~er 

after ,t As crealrves, they p<acllCa l ~ 

salivale at the prospect The sheer 

number of ideas and coocepto; in 
discuSSIon is re.Json fOl arry gamer 

to be ch<:erful. The ne<! lew ye.l15 

took!. genurnely. s.ee gaming 

transform into a truly sociable 

actMty. Over the ne<! decade. rt 

may change beyond all recognrtion. 
gam,ng wi ll become more mainstre.Jm. This will 

also interesMgly lead la an ;ocrease in the amount 

of t,me sperll deveIop;ng AI, because games will be 

crealed as primarily mukil"ayer titles, and AI roulines 

wi ll have la fid the holes left where human opponents 

a re nol avaikJbIe.' 

The future of comms in gaming? 
Even among hardened industry professKlll<lts, the 

e..oled anticipation SUlroonding ADS~s arrival is 

tangible. And these are the individ~ls who, invariably 

Of course, not everyone is 
convinced that AOSl will change 

people's gaming and brOWSIng habits 

mm mud!. 'Pom,' said one f~1e 
devco employee who sha ll, to ~re 

the blushe5 of her male tolleagues. 

remaon nameless. "They'n just spend 

less ~me downloading more pom. 
Yoo do knc::m that don'! you?' 

Hmmm. Come the 

revoIullon. indeed. 
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lhe delinili,e ,onlhll asse,sment ollhe world', lalest ,ideo""e , 

[onlrollreakiness 

O he dawn 01 the Nimendo 64 NOUght with it the 
I 'r>est grapnk;s ever seen on a console system. 

More tang.bly, tlloogh, It tntroouC«l a r>ew way 01 
Interacting WIth graphIcs, thanl:s to the labools of 
Nimendo's legendarily InnIWatM! harGware deslgnelS, 
who fas/none<! a controller that was both alfen and yet 

immediately accessible, 
When sony intrOOI.lCe<! ,tS Dual Amlogl!e 

PlayStatlon joypa-d, cymcs tool:: one look and declared 
it a lazy, copycat device, the product 01 a company 
fUMing out of ideas. But then Sony began to throw rts 
weight ben,1l(I the accessory, urging develO!)e~ to 
Offer SUp(lOrt wherever possible, aMd eventually 
revising the uM 10 ofter rumblE! support lanother 
feature crittbed from Ntntendol. And, WIth the arrIVal of 
Gran TUnsmo, il became dear that PlaySl1I1loo game 
developers were capable of do,ng whd! N,mendo had 
creaung experoences where variable input. rather than 
(l[gltal, became fundarllEfltaltO gettmg the most out of 
the nuance-laden trtles of the late-'90S. 

Titles such asCc/in MCRae and the TClCA series 
followed, setHng an agenda that kloked infal'lbJe. Untll 
recently, that IS. rn,s r'I'IO<lth sees Wipeout 3, Tony 
Hawk's Skareboard,ng and Coo/BOOrder.; Burrm 

arrMng In the Edge office, all t~les off€flnganalogue 
comrol as tlleir 'preferred' mode. In Pfactlce. ~r, 

none of these titles work O\lSt in th,s fds/non. Put 
SImply, uSing analogue dimtn ishes the gamepla'/ 
experience rather than enhancJflg it. n's all down to 
rE!Sj)O<lse: USlOg the digital D-pad gives a more 
,mmed,ate reactIon on-screen. And 'n games like 
Wipeout J, ,n which steermg your craft IS a task tn 
rtsell from the word go. TOOY Hawt's, wllerE! rapidly 
executed aerial manoeLMes are the key to real 
SUCl;ess, and Cool BoorrJers Bumn, whe<e swiftly 
slICing back &Cross tile ICE! on the face of approacning 
obstacles is crUcial, anythIng less than Immed,atE! 
reSj)O<lSE! is simply not enough 

Is 11 true that some games SImply aren't wited to 
the vanatMllty of analogue s~cl:s? well.lI's certatnly 
true that some games must be played tile good okj. 

fashioned wi¥'j But you cook:! not say that waveRace 
and 108tJ' - two games mat. on paper, are mofe 
ambitIOUS than w'jlE!OOr. Hawt's and Burrrn - would 
play more satIsfyingly VIa D·pad than analogue stick. 
h wouK\ therefore appear to be more a case of 
softwarE! than hardware being at fault 

Sony m,ghl be well advosed to E!fIsure that 
the impending w;we of P ayStation2 software ­
manufactured to be compatlbie WIth a joypad featUring 
analogl!e wttoos as well as ana'ogue sticks - does 
not use SUCh functoons poJrely for the sheer hell or it. 

From left: Grall Turismo, Colill NlcCroe Rolly Ind Wov.Rdce - three l"mes th,ttt m"ke neellent u~e 
01 "n"logue control. Why is it that so m"ny other titles I"il in their efforts to oHer simil"r response? 

Videogames on Ihe Edge 
The month's other digi ta l delights in brief 

-C---, 
" I " , L : J 

SOUl Caflbur F35S Cha llenge SUper Metroid 1080' Snowboallling 
(DC) Namco (Coln-op) sega (SNES) Nintendo (N6.) Nintendo 
H'$ been in the ollke for The Japanese unveiling ol A game-room """root TI1i' monlh's deliberalion 
nearly lwo mo/1lns flOW, a lin~ed -erSlOn of f355 ~arthCcl tI'IiS CI3ss.c over rhe meri'" of 
.00 some "",re'" still "",I f dge traipsing bac • from the S""S's ~ analOgue comrOl (81XNC) 

remain Uf\dlscowre(t That 10 !he arcacle 10 POMI1 up can • IMlIl!4XIale real1'\' brooghl """ tile best 
rarest of beasts: a beat ,ts skills on the gIoriou5 be ~e near a5 good? exponen'" 001 of tlle 
'em up.,;th real oopth three-montl'" orIgtnal The smart money says no. CUjlOOara. S/'oOwy llIfss 
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JJl fOACf GfMINI , 

Some of the I.rger ch.rlders kick Lip 
~L1ite I storm_ TKhnically, there is 
httle to tOLlch this game on the N64 

The game taku some ,eHi"1 into, but OMe you're in, you're in, Pemlps RIle's biuest ,chievement here liu in 
the fad that it has successfu Iy crnted somethi"l origin"I, flyin , in the flCe of criticism levelled It Btmjo-K"looie 

It would appear that 
Rare his followed 
Nintendo's lead with 
Zeldo, IS Jet Force 
Gem;n; is packed to 

. burstin, with fine 
Cinematic sequences 
such as this (above) 

84 £DG£' 

1nl Ith nothing sign ificant from 
W Nintendo itsell forthcoming this 
Christmas - aside from the highly 
enjoyable Smash Brothers ~ it falls to 
Rare to prove that the N64 is still ~ery 
much a l l~e and kicking, Md of the 
three big games the oevelO!)er has 
sche\ju led for launch in the coming 
months, it is Jet Force Gemini that 
has the moSt to prove. 

DOOkey ~OI1g 64 spons one of 
Nlntendo's best-loved mascots, and 
Rare has proved it can produce 
ster ling 3D platform action thanks to 
last year's 8anjo-~alooie, Perfect 
Dark, meanwhile, is the spirrtual 
successor 10 GoldenEye. But Jet Force 
Gemini has none of these helpfu l 
foot-ups to fame and lortune. What 
it does have, though, is tne ability to 

• 
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deliver videogammg at its most 
assured and exciting 

The game is a straightforward 
blaster at heart, With PlDgress 
ensured by finding keys and 

eliminating a given number of 
enemies within a cetta in area. But 

the layers of embel lishment heape<1 
upon this simple concept truly make 
Jet Force Gemini shine, 

Initially takrng control of male 
character JUI1O, moving through the 
game unlocks ve la and Juno, the twO 

other (female and can ine) members of 
the Jet Force team, Each character 
has its own route through the game 
and sports one special ability wtlich 
allows the player - once all lhe 
characters have gathered midWay 
through the game lor a pre-empt ive 

strike against Mizar, the prinCipa l 
villain - to take, say, Vela back through 
June's path, accessing secret areas 
and completing more of the game 
(a peculiarly Nintendo-esque tactic 
most recently appropriated by 
Accla im in Shadowman) . 

The emphasis on carnage is 
exemplified by the horoes of enemies 
the player encounters. Swarms of 
remarkably cunning ground troops 
use cover. numbers and smplllg while 
airborne forces strafe from above. An 

entertaining and inventive arsenal 
helps conSiderably, ranging from a 
brutat machinegun to triple-rocket 
launchers, homlllg miSSiles and a 
wonderfu lly realised smper pistol. 

complementing the f\Or1 -Stop 
mayhem is a vague smattering of 

• 
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Format: NU 

Publisher lIa" 

DeYeIopH: In·hauu 

Price : £50 

R.lea~: Oi:tob,r 29 

Specl.1 effects (top left) .re on, th.,.m,'. mlny Jtl'ltn,u,s, while Rlrt's new, 
I,n pudn chr.ete,s (.boy, left) P' OVI u.I" on the eye th. n its initi.1 dlsi," s 

RPG-style "pe II1teractioo, a wealth 
of excellent sul).games (induchng a 
masterfully realised Wipeout clone), 

and a host oIlIItrigulng extraS. For 
example jet pact-eqUipped 

exo-armour for luno and Vela; a 
18nl:!boat veh;cle lor lupuS; plus the 

masterstroke of mini -games, e)(lra 
characters, equipment and levels 

becoming available for mull iplayer 

once tI\eV'ye been unloc~ed in the 

Singleplayer game. And there's 
FIoyd the DrOld. a hovenng sH:lebtk 
that can De used Ily a second player 
for co-operatrve garmng. 

Despote these ndJes. oowever, !he 

game ~ InltlallV confuslI1g because at 
itti Cont/OI system. Practice rt!sps 

greallewarClS al1(l it eventually 

becomes flukl all(! intuitive. but the 

dual-style system is unwieldy for the 
nov1ce. The analogue stick moves the 

Juno Ihe dog 11 ant of the three 
v'fi.bl., specctd characte rs 

dlafllCters. W1th left and ngtn C 

PfCNI(I'"8 straflO&- tap R. howeYer, 
and, If! • mamer remoruscent of 

GOfdetlEye, a crosshaor IS broogtIt 

uo. Aiming IS then I'Iandled VIiI tI'Ie 
analOgue stICk, ana movement 
controlJed by the C buttons In a 

manner remlnoscent of 1Urok, The 

weapon ,Mentory is alWays scrolled 

througn via A and e and, splendidly, 

four of the player's favourite 

weapons can (le assigned 10 the 

D-PaCI for qUK:k access. 

Jet Force Gemini m.y not appur the deepest title n the outset, but 
utended pia, reveals innumer.bla secrets and bonus sub-lames 

Irhe game is a straightforward blaster at heart, 
but the layers of embellishment heaped upon 

The camera is the least 
successful element of the game, 
Stubbornly refusJng to move and only 

effective when R is deoressed and 

the allT'llng mor:Ie IS activated, whICh 

centres tile camera betllnd me 
prOtagonist. Yet thiS disappomtlng 

shor'tlallls more than made up for 
Wlmlhe rich lmagll'liltoon, inventIOn, 

strUClure and e~plicil understanding 

01 how 10 keep the player n~etted to 

the show elsewhere. 
Technocally, the game Is a marvel, 

• 

-' 

this simple concept truly make Jet Force shin~ 

Graph CS are outstanding all round, 
With a consistently smooth frame rate, 
while audIO accompanoment is equally 

Impreswe. lendmg Jet Fcxce Gemml 8 

SIUMIng Cinematic quahlY_ 

The N64 may be begiMlng 10 

show ItS age, but Rare's title serves 
10 affirm that tile platform remains 

home to some of the best 
games tlelng created today. 

Nine Oll! ol len 

, 
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flN.Al fANTASY VIII 

SqUlrtSOfr'J .bility to meld prerenderfll4Ind ... ltimt cr.phics is .stonishinl wbtn 
put 10 work in Ktn" such.5 this, where in!fl.4IctiYity works with struminl dHl 

The Gf .nim.lionll.elypially ove. the lOp, FWII I.ns imprlHsecl with 
Its 'Knllhls ollhl Round' tnim.lion h.v., llItr.lly, Hen noihinl yet 

O n open defiance of the law of 
d,mlM.hlng returns, Fmal 

Fantasy VIII proves Itsellto be a 
worthy successor to lIS well 
eSleemed forebear. AltllOugh lIS $CI'P! 
seems weaker, lhe more dynamic. 
dramal'C aPOroach means lhat II 
cannot eaSily be deemed 'bene!" 
than 115 precurs.or, only '(lIfferent' 

MUCh haS been maoo ut FFVllI's 

CG sequences - in P<lrticular, the shce 
Of FMV wflere Central protagonists 
SQuall and Rlnoa dance to a wonderful 
classlcal·styIed score. The irOl"lY, 
perhaps. 15 thal SQuareSO't's opus 

contains other, Significantly rro:xe 
II11presslve Cut·scenes. From a close· 

UP VIE!W of allUge tlattle - WIth ead! 
comtlatant II"dMaual1y rendered and 
alllmate(l- to a parade led by gyraung 

dar1cers. F".,. representS the 

PtM<IC~ of CC ad!leI/eIT"Ient WtthIf1 
the YIOeogames industry to oate. 
II !s, In a wora, beaUtlful. 

Slgnollcantly, though, SQuare 
regularly attempts to blur the 

boundafles belWi!en active and 
paSSiVE! consumption by combining 
ItS POlygonal Characters 'Mth fMV 
tlaCkdrops. This does not merely 
helghlen tile ptayer's sense of 
partIClpallon, Ilalso allows for 
eltCltlflg, bfeathtaklng sequences. 

one, In palllCUJar, stands OUI. 

OUnng a ConfrontallOO "",th an 
armoured flying assailant. SQuall is 
thrown from a great height. Grabbing a 
trailing W1re as he fa lls, he dislodges 
hIS oeponem While they both hang on 
for ooar hfe, the player IS given 
elementary block, kick and pur.d1 

contrOlS to lISe In a bnef sub-game. 
Meanwllde. a battle between twO huge 
craft and COI.IIltleS$ sokllE!fS rages In 
lhe tlaCkgrOUllCl. Ttus IS JUSt one of 
many InsprralJ()l"lal se\.pteees. 

FFVIII uses a re¥\SIOIl of lIS 

IsquaceSoft's engine works brilliantly as a medium for 
relating an interactive tale, and FFVlffs mechanics 

become transparent within minutes of pl~ 

• 
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foreDear's engIne, ancl there are 
many P3rallE!lS between the twO 

games. FOf example, conversatlOl'l3l 
exchanges are handled in an K!en!iCal 
manner, a WoOd Map' alklws travel 

between major IocallonS, ana the 
menu system is resoundingly similar 
But tMIS level of fami liarity breeds not 
COOlempt merely ease of use. 

SQuareSOft's englre worn 
bnlloantly as a medium for relahng M 

Interactive tale JuS!. as a listener 1$ 

unaware of a radIO bul conscIOUS of 

the dlannellO qlJesoon, and a reauer 
sees woros rather than IfII: on paper, 
FFVIII'S mecnarucs seem transparent 
w'lhlll m,nutes Of pIajo. 

TIle biggest change to FFVlII is in 
lIS tOtally overhauled combat system. 
uSing 11, ~ayers can use 'Guardian 
F<lrces' 10 join magic to character stats 

The 'Drlw' command Is a nO'lel 
id .. , temperine the ufle to attack 

• 



This CC. ·based explosion takes place as 
you Irlntically move yOLlr characters to 
the Itont of the screen. It is incredible 

and to learn new ab, lities. There are 
OYer a dOlen of them in all- some 
hidden, some given as gifts for 
defeating a particular 'boss' character 
- and players must nunure these by 

speclfymg how they grow in rxmer, 
EaCh possesses a 'special' attac~ 
that takes tune to charge, but 
eventually unleashes a devastating, 
over·the-top assault And it's also 
worth poinUng out that these 
represent the best·choreographed 
examples of POIygOll al1lmatlOll you'll 
probably ever see on a Playstation, 

Another alteratiOll is the 'Draw' 
system, Squall and hiS cohorts 00 not 
actually begm with a stock of spells. 
Instead, they must use the 'Draw' 
command on an enemy during battle 
10 steal magic attacks. ThiS presents 
the player with a Quandary: should you 
go for a QUick kil l, reducing the risk of 

losing partY members' Or should you 
attempt 10 grab as many spel ls as you 
can? tnvariably, the ideal tactic lies 

The desiln of FFVIIl's vehicles 
and buil ings is highly distinctive 

TEST SCREEN 

Formal: Pta ySlalion 

Pubtisher: 5CH 

Develope,: sQuar'Solt 

Price : UO 

Release: out now 

-~. 6. 
" ", 

.--;- .V" 
,.~ .. 

~~J~ :...iii.... .. . .it ... . . 
Booy.., I Mach Kick .. ... . .. . 0"4 n 

FFVIIl's battle sequen<es are far mOle strltegic thin those of its predecessor, Choosing which C.F abilities to use 
is I thought·provoking tlSk. Similarly, light relief is presented in the form 01 slightly inte"ctive Ittlcks (tight) 

somewhere between the two 
exnemes. Those who found FFV1I's 

battles arduous".,.,1I find FFVllI's highly 
strategic ski rmishes lar more 
ellJoyable, though. The sheer number 
01 options afld techniques avai lable 
can be bewildering. but by the end ot 
disc olle - after around 15 hours of 
play - moSt gamers 1'1,11 both grasp 
and relish these intricacies 

Technically, FFVlII is a fa r more 
accomplished game tMaIl FFVlI. A 
slight Sh ift towards a more linear 
progression tendS it a more Immediate 
feel - there are far fewer Instances 
where, the thread of the plot hanging 
loose, hours are wasted spent 
aimlessty wafldering 

AS a piece of narrative, however, 
it ladS a focal Character With the 
sheer chaflSma and presence of 
FFVli's Sephiroth Wide ly regarded as 
one of, If not tile, best videogame 
.character ever created, FFVlII miSses 
the menace and mystery that he 
invoked. Simi larly, FFVllI's many 
revelatIOnS and plot twists are 
sometimes badly scripted . Having 
not been suitably manipulated and 

• 
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prepared, it's hard Ilot to greet such 
'Luke, I am your father·style moments 
with anything but in(lIfference 

FFVlIi's problem is ultimately a 
product of one of its foremost 
attributes - its sheer size, Holr,wood 
epics Invariabty las: for an hour and a 
half while some hardcore niche or 
arthouse lI icks can stretch up to three, 
evell four bloated hours How, then, 
can a developer even hope to offer 
cOIlsistently strOllg dialogue and 
sub· plots OYer a 6O-to·80-hour 
durati on, as square attempts here? 
Answers all a postcard, please, 

Regardless, FFVIII is yet another 
outstanding edition of SquareSoI!'s 
far·trom·final fantaSies Aesthetical ly 
astonishing, rarely less than 
compelling, and near peerless ill 
scope and e~ecution, fans 01 the 
series ""i)1 embrace this emphat,cally. 
Edge has long pondered the validity 
of the videogame as art. and FFVIII 

is probably the strollgest 
argument for the case to date, 

line aUI aJ ten 

Atln early point, 
players Ire aWlrded 
with a set of Top 
TtI.mps·style clrds, This 
glme can be played 
'gains! numerous NPCs 

£DO£ 87 
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R,JADY 2 RUMBU BDXING 

Comp.rd to the Ir'p'hlc.1 
wonders of Soul Collbur (see El6), 
other t!tln p.le into tKhniul 
inslcnifiunce. Ho~yer, Midw.y's 
I.me hu. visu.l.ppul entirely 
of Its own.. with colourilll uftoon 
bolers .nd vibr.nt. oyer-thl-top 
I.mepl" to utch the eye 

E.ch bout begins with 
the (lmer' flo.ting 
down to meet the 
.nnounut's cry of, 
'lIdln . nd lentlemen, 
boys .nd lir i, Iet'slel 
re.dy 10 nimble!' After 
• f_l.mes, it er.lu 

rrn Ith M.dway navlng fa. led to 
W produce anything that could 

even vaguely be classed as Iripje·A 

for longer than can be recalled, 
Ready 2 Rumble comes 10 the scene 

buroened with few e~"ons. 

TIlat"s not to say there Isn't a 
modicum of hype surroumhng the 

game - tt's just that, for once, the ta lK 
is ~mply that: word of mouth, 

At E3, countless pundils stum~ed 
from sega's stand bearll1g the same 
message 'Go oJfld play Ready 2 
Rumble' NOw. five months oown the 

hne, lhe chance to property sample 

MidWay's s.uaden return to form has 
arriVed Essentially a beat 'em up, R2R 
IS a cartoony, arcade·style bo~i ng 

game In the Super Pund! OUt!! mould 

(Indeed, while IUR"S Statldard camera 

s Slde,.on, n IS also POSSlbie to play 

leutton bashers beware: such tactics will get 

firstperson, evoking rosy memones 

Of Nlntcndo's game.) 

All thiS adds up In practice to a 

game mat's both fun and funny, wMe 

alSO lealUnng ga~y precise 

enough 10 demand that serIOUS 
attention be paid 

R2R offers twoplay OptlOOS. The 

fi rSt is a IJasic Arcade mode, which 

rewar(!s YO\J with new fighterS for 

completing 12 championship tlOUts. 

the overall solidity of Midway'S 

prodUCtlOl1 IS I10lIcable lA oetallS $I.Id\ 

as the crowd attendance and scale of 
venue, both increaSing as you 

j)fogress through to the Imal figl'lt.. 

The second choice ava llaole IS the 

Champ10nshlp OPtIOll, in whiCh you 

cootrol a stable of cootenoers rather 

than a Single boxer, YOU can then opt 
to entef them into either "nu or Title 

you nowhere - here it's timing and careful 
manouvering that are the orders of the d~ 

• 

fightS - the former 10 gamble cash 

and the latter to adVance them 
through the ranks - or to train ead! 

budding pugiliSt. ThIS talres the form of 
several mlfM'games, mostly based 

around P~style rtr;thm-acuon 
events. liKe repeating button 

com!)onatlons at the right moment. 
making for a worthy (I,ve rslOll from the 
main ligtttlng sectlOllS of IUR. It'S fair 

to say mat Without the ChaffiPiOllsl\.p 

mode. as It whoie the game would be 
a far less attractIVe proPOSition. 

initially, R2R'S cartoon Visuals 

seem to d.stance it &>ne way Irom 

the award of 'MOSt Real iSt~ BOlYng 
Game Ever', although it is perhaps the 

most en)oyaOle, HOwever,looklng 

beyond the grapi"lics to the gameplay, 

it soon becomes dear that thiS IS a 

remarkaOIy ted"lmcal title. Button 

basllers beware SI.lCh tactics will get 

you nowhere - here It'S timing and 
carel ul mallOtJVellng that are the 

orders of the Clay. 

Blows are controlle<1 from the four 

, 



Connecting a hanh blow like this Is enough to make you wln(e in sym~tht 
However, su(h punishme nt must bi! dealt in older to advan(e the 'Rumble' .11 

main buttons on the Dreamcast pad, 
separated Into lelt and ri ght, high and 
low, with guard moves assigned to the 
shoulder triggers. Whi le there are a 
few cornoos to tearn, R2R is no 90-
move-per-character behemoth like 
soul Calit)L'f. Fast reactions coupled 
with considered blows are the key to 
success ~ land eflO(Jgh hard koocks 
and the 'Rumble' mode is activated, 
gi~lng you access to a brief per iod 01 

hyperactivity and added strength_ 

Visually, R2R is nothing like 
Cdlibur either, In the wake of NameD's 
searing superstar (reviewed last 
month), the polygon potent ial 01 

Dreamcast has to be reassessed, and 
Midway's galT1{! falls well shon of the 
mark Even the flares which surround 
the boxers' gloves In their powoered· 
up 'Rumble' state are faked, which is 
disappointing, That said, there are a 

While In the 'Rumble' mode, It's bi!st to batter opponents into submission, 
rather than standing a round to have a KrHnshot taken ~ as shown here 

• 

TE STSCREEN 

Fo rmat: Dreamcut 

Publisher: Midway 

oeveloper: In·house 

Price: UO {UI(} 

Release: October 

Battling through 12 rounds eventually leads to the tit le fight with the 
champ Nat Daddy ~ shown here having seve,.1 teeth kno(ked out 

few neat touches such as the fat 
torsos of the heavier fighters 
wobbling and characters' faces 
DrulslIlg when they get hit And al l 
th is is hacked by a good, solid feel 
throughout the galT1{!, 

With th is and HYdro Thunder, It 
might seem that Ihe alfival of 
Oreamcast marks the beginning of a 
renaissance for Midway_ Recent 
dlsaPpolntlT1{!nts from the company 
(inc luding Gaumler Legeoos) are soon 
forgotten amid the IlOIse, COIouI and 
excitelT1{!nt that R2R del~rs. 

It'S not the most complex 01 

demanding of beat 'em ups, let alone 
games in general, but R2R'S classft 
'arcade' leel is hard to ignore - or put 
doWn, Dreamcast's European delay 
wil l seem to drag ever longer knOWing 
that R2R is just a little further Irom 
reach But. of course, there's 
always the US import_ 

[~' I rl li l , : 

(jghl nUl ol len 

Pump iron, bi!at the 
b'gs, I nd gene rally 
improve YOUI boxing 
virtual self with Ready 
2 Rumble's fine tf. ining 
system. Videogaming 
weaklings can opt for 
the boring 'Auto mode 

£DG£'S9 
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TEST SCREE N 

HOMfWORlU , -

loomln, In on Ihir,1 .lIows you to hu. their en,lnel fire .nd .rtic:ul.ted ,unllwivel. loomin! hICk oul iI,.in 
you' ll ,ellhe who e picture, wilh Ihe ships you'd jusl betn wilchin, now pinpricks hlnpnl si enlly in spice 

HomeWOTkll1 the first 
RTS ,ame 10 mike 
,roup formalions work. 
ChOOlin, the rilhl 
tlClic c.n incruse your 
chincn of IUrYl".1 

m omewor!(1IS a pmne example 
01 tile PC'S power to create 

gaming spectacle. In between the 
Ilaraware eKcephOll efrOfS. the 
granalose sweep 01 ambitIOUS lilies 

I,~e Relic's space·strat~ ePOC 

create stgl'lts and Sltuat10RS IMIId'1 
cannot be reprOOUCe(l on any other 
OOmeSt>C system. P\ayef !;Ofltrol ar'K'l 
originality of content may be more 
contentious ISsueS b!.it the lact that. 
at times, Homeworld loo~s 

stupendous Is not in dispute 
In an ellort to escape the 

papulatlOll pressures that plague 
tra(h\1OI'\iI1 realtime strategy games, 
tleVeloPer Re IC !\as crossed gaming 
f(OI'1lIf!(S by setung IfS game in not 

only a true 3D erMronmelll. but also a 
space completely unfettered by any 
movement !;Oflstramts whatsoever 
Terrain. ground, strategic heights are 
nothing b!.it petty prOVincla concerns 
as HomeworId'5 scace na~ies charge 
arouna the galaxy on any ~ector they 
choose, appearing abo~e, below, and 

• 

even rlSht neKl to tne enemy if they 
take a shortcut througtl hyperspace. 

Such unprecedented freedom 

shoukl presoot StrategiSts, still 
U!1COTIVlnced by lhe genre's SWItch 
from topdown to real 3D, WIth a 
Iog!stltaol nlihtmare, But RellC'S 
Interface ma~es the transltlOTl from 
area to VOlume as smooth as 11 could 
COTICelVal)ly be, short of rewiring the 
player's gyrOSCOP'C functions. And 
altnough manoeuvring an armada 
Ihrough 3D space IS conSlderal)ly 
harder than aloog a single plane, tile 
eKtra effort IS worth It to wlIness 
battles a worI(l away from the Hat 
conueremps OIl Offer In nbenan sun. 

Combat IS nolllulg shOl1 of 
gIooous as £lam capital shiPS t1ang 
across a bac~drop of swirling nebula 

1Ir'K'l clumsily try to swal gnal·li~e 

fighters that cloud arour'K'l tnem_ The 

scenes are refTlIniscent of 'Baltlestar 
Ga~\lca' (With credlbje speCial 
effects) as seari ng laser bolts Slab 
across space; hul ls bl ister and then 

The , .. phies •• plode the old muim 
thit ItritelY ,.mes must look Srim 

ImPlOde With gaseous, fiery foI'ce; 
Interceptors are winged befol'e 
splnTllng uncontrollably to theu doom, 

and figt'lters ma~e their passes over 
the surface of giant c!estroyers­
twisting e~as!Ve1y th rough cunains Of 
turret li re - before ar,ing bac~ to 
ma~e another attad run. Fran~ly, the 
major baWes, between Heets of 50 
ships per side, amoum 10 some of the 
most awe-Inspiring Sights PC gammg 
t1as evt'f Witnessed 

The'(re atOed by RelIC'S weodlllg 
of the bener e~ms of realllme 
strategy With a Charactens!lC VISIon 
of space warfare A simple system 
of harvesters suc~ing asteroidS and 
space Oust creates unotmusl\Ie 
resource management, while a 
reasooablv leafy technology t ree 
allows for some variety In tile type 
of cosm c navy tile player Will hurl 
Imo the VOId. some may choose 10 
Invest In potent but ponderous 

heavy "ulsers PfOtected by smaller 
escOl1s while others may adopt 11 
hfe'ls-clleap approa.ch by anac~lng 

With waves of kam,kaze fighters 

and corvettes. 
Regardless of a player's strategy, 

wel l·dlre<:ted research can produce a 
counter·measure, imbuing tne game 



The camera system lets you focus on ships a nd trail them u they twist Ihrouch )0 space, which looks and feels f, ntlstic, 
Sut unfortunately Ihe two sides in the same are little more th~n mirror imaps of each oth. r - same ships, different shapes 

!combat is nothing short of glorious as giant capital 

TESTSCREEN 

Format: PC 

Publisher: Sl e rr~ 

OeveloP'lrc Relic 

pr ice: £40 

Release: DUI now 

with significant levels of tact ical 
intngue, Then there's the mothership, 

which acts as a surrogate base and 
incubates smaller ships in her 
industrial innards 

ships hang across a backdrop of swirling nebula and clumsily 

With Ihe standard principles of 
res.ource scrabbling and arms racing 
established, each miSSion proceeds 
along the approved lines of out­
produce lhe enemy economically 
and outwit him milllari ly, There ale 
no great surprises in the tight ly 
scripted campaigns, ttle story gives 
each level a point and progresses 
at a reasonable pace, While the AI, 
though far from moronic, is a game 
sparr ing partner if hardly an 
imaginative opponent. 

The Key threat to Homeworld 
utopia though, is the difficulty in 
retain ing control once txlttle is joined 
In huge fights the engme tendS to 
break a'own and skip so many frames 
that. while it stili looks great, you can 
no 1000ger Influence events, And even 

try to swat gnat-like fighters that cloud around the~ 

If your PC does cope, it's ImpoSSible 
10 identify your units at a range 
distant enough to view the entire 
batt le, 'Nhile at close-quarters you 
lose track of the big tactical picture 
The player's tactical role is to organise 
the fleet beforehand in the hope of 
creating a format ion robust enough to 
survive an engagement that's so huge 
it will reduce Ihe player to an 
observational capacity, Many players 

will reject th is downgrading of thei r 
status, although it cou ld be argued 
that the same problem occurs in most 
other rea lt ime strJtegy g<lmes 

Of course, this effect evens out in 
multiplayer games where Homeworld 
tru ly distinguishes itself. A broad txlnd 
of Innovative optiOllS (l ike doing away 

• 

with resource management or 
research altogether) allows players to 
customise the game as they see fit. 
whi le an artful human opponent can 
truty take advantage of the 3D 
environment and the well·defined unit 
types to create excitrng battles of 
measure and counter·measure, 

Homeworld is too complex to 
have the mass appeal of rrbenan Sun, 
and a number of CleSlgn declsiors will 
grate upon players. But it's still 
enormousty enjoyable, prods rea ltime 

strategy in a new direction, and realty 
ought to be played if only for 
the txlttles alone. 

Hgb! ~U! 01 ten 

EDG£"9 1 
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TESTSCREEN 

COOl BOAROfRS BURRRN 
( 

Formal: Drnmcasl 

Publisher: UEP systems 

~el oper: In-ho yse 

Price: VS,800 (appro. £3 5) 

Release: o ut now (Iapa n) 
Ch ristmas (ilK) 

The 'Supe ; Pipe' rather 
betrays its moniker by 
offe ring gameplay that 
fails to get the blood 
pumpins: - a Clime 
for 11 simulation of 
an adrenaline sport 

94 £OG€" 

Tricks lire obviously fundllm ental, but 
Iheir implementlllion is hardly expert 

'it nce Upo!l a time, snowboord,ng 

.:I games were as rare as white 

shar~ slghtlngs off the coast of 

Cornwall . Nowadays, however, not a 

month goes by Without someone 

announcing that the secret project 

they've been wor~ing on for the last 

~ar is, in fact. a snowboarding tit le, 

At least Wltll this release, UEP 

Systems (of PlayStation Cool Boorders 
fame), can claim to be the first off tile 

mar~ in the race for Dreamcast 

SIlowboording supremacy But others 

will soon be following (see SUpreme 
Snowboar(1lng, p32), and giVen 

Burrm's disaPPOinting performance it 

won't be long before someone else is 

comfortatlly In the lead 

Apart from the 'R' key appearing 

to have stuc~ whi le someone at UEP 

was typing out the tltie, the oddest 

th ing aoouI Burrfn is the lact that onfy 

one track is open as you start the 

game You get to choose from 'Free 

Ride', 'Super Pipe' or the (admiltedfy 

decent) twopla\'i!r 'Malch Race', and 

• 

UEP has done I fllir job in Cluting solid-looking snowsnpes, resulling in 
I greal sensa tion of stille 115 you 51 11 " r055 the roofs of snow tll blns 

one of six snowtJoartlers, tlut onfy one 

slope IS open. Unlocking the other 

four is a case of Crossing the finish 

lone as quickfy as possitlle (and before 

the time l im~ e~pires), and performing 

sufficient tfi,ks at specific points (of 

which there are usualfy tllree) 10 

guarantee a final score high enough to 
allow acress ID tile next course. 

In faorness, Cool Boarders Burrm 
does get a lew tllmgs right. Surfing 

through clla let-line<1, snow-covered 

narrow streelS Of crash ing through 

the roof of a church may not be the 

pure, real off-piste snowt>oarding 

experience many may be looking 

for, OUI it makes for an enterta,nlng 

collection of obstacle-strewn 

environments as well as serving 

as an example of a solid ly bui ll 

videogilmlng stage. 

But ultimately 8Ufrm Iac~s the 

subllelles of Nintendo's genre-leading 

108lr. The tricks are not the most 

intuitive to pull off; the lac~ in snow 

variety is disappointing (indeed, the 

lack of a fealistic SIlowllail is a limp 

oversight); the tJoarders themselves 

hard ly benefit from greal animation; 

and the overal l snowt>oard ing fee l 

simpfy isn't conveyed anywhere near 

as competent ly as it mlghl have been. 

Deciding 10 rela in the uninspired 

play mechanics of its PlayStation Cool 

Boofders games, UEP Systems has 

simpfy added pretly graphics on top in 

the hope tllese would divert a player's 

atlention away from tile mediocre 

game fylng beneath. Ifs enjoyatlle as 

stop-gap stuff, tlull1aS the 

longevity of a snOwball. 

(i l' rali ll : 

five Dui Of len 
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TESTSCREEN 

JYSHM SHOCK 2 , 

The Psi device allows players to use 
I wide range of ilbilities. Think led; 
Knighrs Force abilities, only more so 

JI!I' eltaln games, despite critical 
a acclaim and innovat ive design, 
fa il to pique the curiosity of the 
buying publiC. The original system 
Shock was one such title. lauded and 
name -chec~ed thereafter by th€ PC 

press, yet widely ignored at retai l. 
It's hard 10 pinpoim QUite why it 
happened ~ it did, after all, pre-ernp! 
Half-Life's narrative·or iented 
progression, and was at least as 
atmospheric as Delphine's similarly 
pace\l Fade to Black Many gamers. 
then, wil l m i sta~e System Shock 2 as 

a chi ld of the current era ~ the post­
Half-Life Switch from 'twitCh' 

gameplay to more involVing 
firstperson adVentures - when. in 
fact. its precursor was a pioneer of 
th is fashionatlle garnestyle. 

System Shoe/( 2's RPG leanings 
are revea!lXl dur ing its opening 
sequences, just after players have 
ploughlXl through short tra ining 
sequences. You're given the option to 
choose your career palh prior to the 
ooginning of the game proper. 
Although you do not actually play 
thrOUgh these ewnts, the OOhln(J.the­
scenes expenence they confer 
enhances your stamng stallstics. 
From weapon-handling to repai rs 
skills, a!ld Psi abi lities to basic 
physical characterist ics, these ski lls 
may then be enhanced further 
duri ng your later adventures. The 

Formal: PC 

Publ isher: Electronic Arts 

Devetoper: Look ing Glass 

Price: £30 

Re leaSe: DUI now 

Although the monster models - like those of Thief - are not particularly well animated or defined, the audio 
eHects that accompany their .rrival uon make them genuinely .Iarming, System Shock 1 can be thoroughly eerie 

importance of th is aspect of 
System Shoc/( 2 cannot be 

unaerstated, as balancing your 
character's facultres 15 essential 

Many gamers, with their Quake­
tinged sensibilities, woll be sIloctea at 
how aWkward combat can be in 
System Shoc/( 2 With a sJower, more 
real ist ic pace, and with opportunities 
10 replenish meagre energy 
allocations few and far between, early 
exchanges are fraught With paniC, 
System Shoc/( 2's combat system is, 
bar the introduction of a 'lean' 
funct ion, no more sophisticated than 
that of any other FPS title YOU point, 
you shoot and - clumsily, it must be 
sa id - you strafe. However, the relative 
vulnerabi lity of your character adds 
an exhilarating ai r 10 proceedings. 
AmmUnition is forever scarce, and the 
strength of your assailants grows in 

• 

accordance woth your own. There are, 
however, dit/icult sections where play 
continues in a staccato manner, while 
long reloads test the patience. System 

Shod: 2's razor-edged atmosphere 
does not come Wlthout a price 

With a lightly scripted plot, great 
audio, and measured, chal lenging 
progression, system Shock 2 is a far 
from typica l ~PS outing, ItS engi~ is 
nO! at the cutt ing edge of PC graphics 
but, grasping the baton from its 
lamentably overlooted forebea r, it 
succeeds in offenng an advanced, 
progreSSIve spin on firstpe rson 
gaming mainstays. With all due 
respe{t to Rebellion, this is the game 
that Aliens vs Pre<Jator perhaps ~ 
should have been. ~ 

!iOh! out 01 ten 

The trlining missions 
(above) ale . Nintendo­
style touch, They are 
genuinely neceSSllry. 
though - System Shock 
2 does not play like the 
average FPS adventu re 

£DG£ 95 
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S,P H D D [V Il S , 

fl>fmal: Dreamcut 

publisher: Ublsoft 

Developer: In·house 

Price: UO 

Release: October u 

The betting and garage 
management aspects 
add a considerable 
amount of longevity to 
the oneplayel game 

Speed Dell;/$' dyn.mi(5 lIe luuurinctr Ircade-like, I nd throwing cars 
ttllOUgh corners sid_ays (with the help of the handbrake) isgleat fun 

~ rigmally released for tile PC late 
t!I last year as Speed Buslers, this 
pseudo-sequel retams tile worttlwtlile 
elements of its predecessor and adds 
a lew 01 its own into the mix, 

Initially, SIX cars and six tracks are 
available but progreSSion through the 
game ineVitably opens up another 
half·a·dozen vehicles and fIVe Circu its 
It'S WOfth nollng only LOuisiana 
constitutes an entirely new trac~ - the 
others are seasonal variations on 
eXist ing locat ions. Unusually, you get 

an extensive selection of 'sk ins ' with 

wh ich 10 decorate your four-wheeled 
machine that, while of little use in 
terms of gameplay, Inject a healthy 
dose of visual var iety into the action, 

Much of the game is standard 
fare shockingly, 'Arcade' mode al lows 
you to pick a track - which can be 

reversed andJor mirrored and 
seasonally altered according to your 
mood - and race against fil't! CPU 
competitors. YOU Start the event with 

a generous amount of nitro boosts in 
the boot (18 to be precise) and the 
idea is to see the chequered nag 
before the competition. 

Every lap throws a series of 

Obstacles your way. DOn't be 

surprised to find mechanical shar~s, 
rol ling boulders and crashed alien 
spacecraft doing their best to mock 
you off the main traCk. However, tf 

they do, it' ll probably prompt you to 
discover one of the many short cuts 
offered by most CIrcuits. 

The 'ChampIOnship' option is 

Every lap offers something new, Whether simply ornamental (above) 
or otherwise, it at least gives you something to admire when leading 

more interesllng. you start off with a 

mechanically unstable vet1icle, enter a 
series of seasons (four classes with 
thr€(! to five races each) and hopefully 
win enougtl money to repair your car 

alter each race. There are several 
ways of earning cash: fi nishing 
posit ion in first place is an obVious 

96 £DG£' 

' - + 

Naturat~, the game throws up 
a selection of weather effects 

one, but you also get financia l 
rewards for securing the fastest lap, 
the highest speed, spending the most 
lime In the lead, and busting speed 
traps. YOU also get tf! bet on 
forthcoming races. once you're 
financia lly secure, ifs time to Ioo~ 
for another race car - or you may 
wish to tune up your existing machine 
- extra acceleration, speed, brakes, 
nitr05, arfll()(Jr plating and speCialist 

tyres are all ava ilab le at a price. 
At a time when every developer 

and his dog is seemingly wor~lng 
on the 'ne~t Gran TUrismo' or the 
'defi nitive Formula One simulation', 
it's refreshing to come across 
something that boldly steps 

outside ooth of those realms. While 
not outstanding in any particu lar 
regard, Speed Devils Is good 
entertainment that should captivate 
anyone tired of realistic racers with 
its accessible and player· 
friendly a rcade-l i ~e nature. 

Seven out al Ien 
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DRAKAN 
.' -----------------------------------------------------------------------

There's rnl .ttenlion 10 dellll in 
the w • ., wupons c.ust d.m.te 
in Dt'd:OIl, I lttoou, h on the whole 
the comb.lls "ther rudimenlll'f 

O t WOOldl)(! all 100 easy!o 

dismiss Drakan as a cynICal 
cash·ln. The use of a scanl'ly clad 

heroine and accompanying leal·ll/e 

model In partlCU\a1 apes Tom~ llaK1er 
just a little tOO ClOSely. 

And. at first glance. the gameplay 

is redolent of a mar~et,ng·led 

approach, a polj);)Ulri of farruliar 

game ideas, from Mario 6-f and zelda 
64 \0 Lara's OUtings, prom'Slng little. 
Yel the finished game is a pleasingly 

Classy afla,r, tne constant SWitching 

between on·foot exploration and 
dragon rldU1g aO(lIng a gef1UIlleIy 

refreshing twISt to the actIOI1 

Naturally the backstory Is the 

usual fantasy Jun~, Wllh herOine 
Rynn failing prey to an ambusn and 

WItnessing tI"le klOnapplng 01 her 

younger bfOtller, but prov1des ample 

excuse for a set of impressIVe 

el"Jllironments. replele WJtt1 snow· 
capped mountains, lush val'evS, cave 

networks, and the usual assortment 

of Dungeons & Dragons·derive<! 

creatures. from the off. Dratan WOIts 
hard 10 create a COherent world, USing 

some beaUtiful textures and character 
animation to bring ftynn and her foes 

to life. Moreovf! r, tll{! seamless 

transition between Indoor and 

OlIIdoor locations, rendered WIth lar 

horizons In the latter, adds It rare 

sense of immerSion. 

Dralr¥l also impresses WltII 

Its paCing, DlnlQlng up a Strong 

thallenge before RynI1 actually meets 

the dragon, and alternating alfDorne 
and ground·tlased sections regu larly 

thereafter Althoogtl the player Is 

actually Channelled down a lairly 

linear patllway, the freedom within 

eacllll'lCtMOual area adds a strong 

sense of scale to the adventure, while 

reallillle generated cut·scenes further 
enhance conbnu ity 

The dragon·Dased sequences are 

eaSily the most attractIVe, a rrnery 

judged control system makmg I1 a 

pleasure to PIn the well·antmated 

creatUfe through ,ts paces. The 

sequences performed COI1tfQjI'ng 
ftynn conlaln the most suDstance, 

though. WltI"la f8f1ge of rnovernent 
controlS to rival mosl dOOtCateo 

platlormers, ancl a numDer of 

weaoons ancl simple attack comDos 
adding variety to comtlat ~re 100 

• 

'. 

Dra~an proves Strong on (!etall SWIpe 

at a crate and Its constituent parts 

scatter, while accurate slashIng at an 
enemy can result in the remow! of 

specific hmDs Of quICker bUs. 

Yet even WIth such suDt.letI€s, 

combat InE'lltably DOlls ()Own to 

rOUtrne haCking. Rynn's agil ity 

countrng lor hltle when faced WIth 

more than one enemy And wn le the 
creatures ffICNe rnpressiYely enough, 

tile" AI and trigger·base<! DehaYioln 
leaves much to De aeslred COUpled 

WIth overly simpl is!ic puzzles Of the 

sWltch'pUShing variety, gameplay 

beeomes jUst a little tOO routlfle. The 
addItion of that dragon counts /of 

much, and what's here playS 

remarkably fluidly. But u~rmately 

Dratan is no PC answer tOZelaa 

And wh ile that's no crime, It's a 

shame to see something IoOOed With 

so mucn potenlral narrowly 

fl1ISS such diZZY hergtlts. 

Seven aul ol len 

Format: PC 

PubHsher: p$YlnO$IS/ 

GT Interactlvl 

Developer surreal Software 

Price: U S 

Aelease: Out now 

DrokO/l is Onl of the 
fir51 Ilmu to U$e Ihe 
Mllro. Ci400 (lrd's 
bump-m.ppin, 
c.p.lbilities. crulin, 
wlter refledion Ind 
dr.,on $(.le effects 

€DQ£"97 
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TEST SCREEN 

TONJ HAWK'S SKAHBOARDING 

publisher ... ctl~ lllon 

De,eloper: N'~'r1oft 

Priu· U O 

Re l e~se: out now 

The c.me offe'$ dicitll 
sutebo.rden • 
welcome mixture of 
urbln R Hincs Ind 
dediated lute p.rtu 

n or tnose whO don't mow, Tony 
.. Hw,W IS the skateboarding 
world's equivalent of Ayrton senna 
NOt In tne sense of speed or that he's 
no longer alIVe, of course, rather in 
terms of pure abOlOIY. Once on a 
skateboard, h~e senna in a Formula 
one car, the man is untouchable. 

NOW, havong the top personalilY 
w·thln a partICular sport endorse a 
vldeogame IS certainly no guarantee 
that the game will be up to scratch. 
It can easily go either way: Colin 
MCRI'Je Rally was a pleasant surprise, 
while, ironically (and sadly), Ayrton 

senna's Kan Duei2 wasn't NO reason 
for scepllcism on this occasion, 
though, for thiS IS one of those rare 
success stones Tany HaW/;"s 

SkafeboiJrdl"8 is great lun 
Naturally, you get the chance 

to PICk n'IOI"e than Just Haw!:: before 
gorng Off to grll1(l the vertices of the 

local neighbourhood's enwonmellt. 
Each of the nine skaters on offer IS 
also a star Ifom the real world, 
possessing strengths In different 
areas.After a I,ttle troal and error, 
then, you're bound to find one that 
best SUIIS your style. 

The game begins with only the 

training arena open and predictably 
the other eight courses (three of 
wIllcn are competitions where you 
must fl nlsn in the tOP three to go 
further! become accessible 
progressively To do this you mUSt 

• 

With my,i,lId options .v.lI.ble, dlscoverinc Ivery r,0ssible route through 
Tony Hawk's Skateboarding'S well ·desicned live swill t.ke some time 

earn vK!eOtapes (skateboanMg \II<IeOS 

octalhng tile e~plo'ts 01 the world's 
best skaters being not property 
among their followers) EY'E!fY lime· 
lilruted stage nas rove tapes available -
twO for reaching specllic score 
bamers, one lor a spealic task 
(tnOckJng oYer liVe 'NO Skateboaramg' 

SIgfiS, for example), one tud()en, and 
one for cOlleClmg the letters S·jI(·A·T·E 
(not necessanly 1I'I ortJe1). 

The array of tncks on olfef IS 
Impressrve and although U\IlJaIIy 
daunung, YOU'II soon be pU Ing some 
rewarding manoeuvres 'Mth ease 
Real·hfe ska!(lrs wolllOYe tne way they 
can aPllIy tneir knowledge wotn 
genuine (and aavantageous) results. 
But the beauty 01 TOn)' Hawk's 
Skaret>OarClng is the way tMt anyone 
can oeflve enloyment Irom It Which 
makes Its lau'ls all tne more 

annoying f'Ut simply, the PtayStalJOfl 
cannot hanetle the environments 
Neversoft has asked rt to draw 
Without the 00d POlygon breale·up, 
and thiS 1l'l1tl1ed.1Ie1y affects the 

suspension of disbellef.lhere's JUSt no 
way your SUrroundlflg5 feel as solid 
anet believable as tnose of. say; 1080" 

on the N64 Also. unlike Nlnteooo's 
game, the control system IS not as 
fluid as It might have been. That's not 
to say It'S disastrous - for {tie moSt 
part the feel of controlling a potygonal 
skater IS conVlnongly achreved - but 
there are occasronal instances when 
thongs get Cl little too awkward 

But unti l something better comes 
along, thiS IS easily the finest 
s~ateboard ing game around. 

Seven nu!af ten 

• 



Tb •• dd ition of . twopl.~. mod. (m.in) Is thlf big nlfWS in WipHUt J . lt's 
• w.n-.~e<ul.d lu tu •• , botsling smooth visu.ls . nd busy •• CIf sequ. ncfl 

mI lpeoo! 3 the display Is hi-res, 
W t~e play system has been 
reorganised, analogue con!l~ is now 
a~ailatlle. and the graphiCS have 
tUll'leo to the <lar~ slOe. The DeSigners 
RetlUDhC haS again prOYlQed the 
()eSjgn ethos; OrOital are included In 
the alHechno soundtrack; aocl. unless 
you have the leflexes of a cat coupleO 
WItIl the I1'IeITlOfY of an elephant. you'll 
never complete the haraer tracks. 

In OIlier wor(lS, everything has 
cnanged and everything has rema,mld 
the same, AS before, the new Wlpeoor 
Is an aesthetic c~ampion : visually al'lO 

As blflor., . nlf' lY is lechllglfd 
by lIyl ng.lona: power chnn. ls 

aOOIDIy. II ranks as one of the finest 
technical aC~levements ever 00 any 
platform. The tigtrtty programmea 
graphics engine results in a mtldl­
Sl\arpened CllspOay, f1.mnong ,n 

I'IayStatlOl1'S SI2X384 reso/I.ItJon, Use 
of N,mei'lOO'S ExpanSlOO?ilk apoe(jrs 
lllaZ'f fi~ Dv companson. 

The deVelopment team at 
PSygr'\OSIS Leeds was ConSCIOUS of the 
fact that wipeout 20975 various O~ 
mooes lacked cOherence. StriCt 
a<lrlerence to trle new game's 
monlmallst'hardcore' approach has 
reSUlted In a more logical structure, 
yet It'S not always clear what the 
actual a,m of some optioos IS 
(partiCUlarly the 'Eliminator' model, 
WIthOut refemng to the InstrUWOl! 
manual In 1999 such thUlIS are 
rapoaly tJecormng pasS/! 

Fortunately, the 'Challenge' and 
'Tournament' OptionS are far easter 
to navigate, although the sarne 
cannot De sa.d 01 the later rounds -
of the latte r, wIlIC~ suner from a 
queslJOnaOly steep d,fficultY curve-

• 

even stepping from the Ifllual 'VeIXlm' 

to the lollowmg 'Rapier' class 
demands more than should !le 
e~pected from the ~ayer. Because 
the tracks have no run.off area la 
pelennial prODleml'feature' 01 the 
W,peouf senes), tile slightest 
rmstake IS puniShed by your craft 

fig IntO a wall, losing most of 
rts velocitY, al1d UlvaliaOty the race 
PuriStS may algue that praCllce makes 
perlect, but !Of the ma)OfltY It Will 
Simply ma~e for tiresome lrustratlOO 

TMt sakl, WIpeout J 1$ lar more 
InvoMng than staOlemate Ifol!cage, 
llecause you have bener control Of 
the action Other new features tlke 
Wloestreen compaHbollty and a 
twQOIayer mode are welcome, but 00 
I !!Ie more than keep up WIth the 
JOneses. While a PS2 version see-ms 
inevltaOle, it will need more than 
Improved graphics to Impress 
garners Ul the 21st century. 

Seven DuI Bf len 

TE STSCREEN 

Format: PlayStatlon 

PeYeloper: In·hOIl" {Luclll 

Price' £35 

~elease ' 0111 now 

With rlfnowned danclf 
DJ Sli5ha pulling th. 
music. 1 slrings, 
Wipeout J is blCked by 
• solid lineup 01 'n. m. ' 
Irti5H. Q,biLlI relurn 
for I third oulin l 

• 



TESTSCREEN 

SfGA RAllY 2 

D I a reminder 01 how qu ic~ the 

rate at wh ich the llideogamlng 

world moves is needed, then this PAL 
version 01 sega Rally 2 serves fine_ 

Arriving nine months after the 

JaiXInese original. thiS update remains 

rsasonab ly close to its NTSC parent. 

Gone are the Ford Escort WRC and 

one of the Toyota Corollas and in 

come the cheeky Fiat se icento 
Sporting and peugeot's new 206 WRC 

(the latter rep lacing the 106 Maxi also 

previously in the game). And apart 

from a change in music, everyth ing 

else rema ins the same: the same 

graphics, same options, same trac~s, 
and same great playabil lty 

WhiCh, ironica lly, is part Of the 

problem. The game's black OOrders 
are almost forgivab le (a 60Hz option 

is not evident. although the speed 

appears to have been optlmised) as 

is the continuing sh ift in Irame rate 

every time a corner is taken, but ~ 

wou ld be unlair not to po,nt out that 

(PAl) 

some aspects 01 the game now 

appear a little lIghtwe ight. 

Ultimately, wh ile atways meant 

as an arcade experience - and a 

very enjoyable one at that - Sega 
Rally 2 nas undeniably 

age<1 prematurely 

Seven nul alIen 

For lhe PAL relene of SeglJ 
RlJlly 1, out go the Ford Escort 
WR( ilnd one of the orillnill'5 
Toyotil (orollil, ilnd in come the 
Fiilt Selcento Sporting (above) 
ilnd Peugeot 206 WR( (rilht) 

VIRTUA flGHHR 3TB (PA II 

D USt a few months ago, Vinua 
Fighter 3rb looked li ke it wou ld 

be the beat 'em up for prospective 

Dreamcast owners. NOW th ings are 

very different thanks 10 th is rather 

lazy PAL conversion and the spectre 

of Soul eallbur on the horizon 

Every garners' worst nightmare is 
realised here, with Intrusive tlOrders 

and a 17.5% drop in speed servIng to 

biOI sega's copyboo~. 

Despite the company's inability to 

address vita l PAL conversion issues, 

however, It has at least engineered a 
vs option (a crimInal omiSSIon in the 
first placel for the PAL verslon_ 

But this may not be enough to 
prevent UK garners - who thought 

they'd seen the back of such shoddy 

conversion work With the passing of 

the saturn'S fi rst generation of 

software - from bashing their 
heads against wa lls in anguistJ_ 

!.!.1~_"li'IC' ____ ~~ ___ ~~ 
Seven OUl ol len 

l00 £DCI£ 

The charlCters .nd backgrounds 
relain their visu.1 Impact In this 
PAL convef1ion - . lleut in Sialic 
shots. Fortunately for Segil, Ihe 
audience il is liming Dreamcast at 
will not be famifiilt with the full ­
SCt een, full-speed NT$( orllin.1 

• 
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Format: Dreamcast 

Publlshe" Segl! 

pr ice: £40 

Re lease: October ,. 

Publisher: sell 

Developer: In· house 

Pflce: £40 

Release: October ,. 
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d e v e I p videogame creation under the microscope 

Big Al,ldlo Dynamite: the realtlme editing of John Motson for FIFA 2000 

The IItteplable woice 01 
FIFA 2000: John Motson 

rr.n ith the expectation of SiJenmue, 

... it's hard to think of any games 

!hat utilise as much audio informatioo <IS 

E.A:s FIFA se\ies. But consider tha~ while 

the non. Japanese ve<sions of Yu Suzuki's 

epic RPG will ~ to settle for Engiish 

subtitles, the next itt'fation 01 EA's series, 

FIFA 2000,"";11 be ;wailable in ten 

different limguo"lges. Put this way, it's 

eiISY to ur1derstand the monumental 

task confronting Aquarium Studios. the 

audio team behind EA's flagship title. 

With its modified version of Avid's ProTooIs package, Aquarium can IKOld "nd 
edit commentary in realtime, wvinr wo'" and s~edinK up gllme development 

workStatlon 

"We spend seven days sitting in the studio with the thr~ commentators, 

recording abo<Jt 6,000 sentences and over 8,000 team and piayet' names: 

explains Aquarium's John Hide . And even with those commentators induding 

the likes 01 'Poktdl Of The Day' stalwarts such dS Joh n Motson and Gary Line>.er. 

~ can sti~ be a tedious experience. 

The traditional methods dealing with thiS ~tuation involves recording each 

audIO sentence onto [)II.T. then loading it onto a h~ rd dts< ed~ing system, editing 

and compressing it beiOfe filldlly filing it 11 was just so time consuming ~nd the 

amount of ~rne we'd spend deciphering what an earth was going on wtlen, say. 

:;0 [)II.T of Greek aud"IO arrived, was incred ible: Hide recalls. The process coukl 

tlre up to three weeKs per localised ~rsion. 

So in order to mainta in their sanity, the three-man team decided to deve40p a 

rea ltime system. Now they simply re<:ord the sound direct to a G3laptop, editing 

it through Avid's ProToois padage wtlich has been opumised ""'" what they 

mysteriously refe< to as a couple of 'tweaKs'. "By the fime JOOn Motsoo's fimshe<l 

his sentence, we'~ got the thing e<Jite<J: expla ins Hide. "Obviously wtlen you're 

playing the game, you don't _nt any delay. If a go<Il is scored, the sound has 10 

be as responsive as possible, 50 we e<Jtt the bad and !font ~ry tightly." 

The other ha~ of AquaMum's system de<!1s ""'" compression processing. iMth 

AFA 2000 ~ng aroond eight hours of audio. it needs to be compressed by 

as much as 15:1 to fn on a game CO. "We use another G3 to compress the 

sound wtl ile the recording is taking place: Hide says. So. mere hours after the 

recording sessions are OYer, the finished auOO produa is complete. "EA were 

takel1 aback by the speed." he bo.-Isl5, ""'" a iustifuble measure of pride. And 

with languages fOf AFA 2000 including Korean and Japanese. the other main 

advantage of the system is its mobility. It's recently just arrived alter a trip to 

Israel, for Hebrew commentary. 

Bu~ as Hide al ludes. it's not all 'M>fk without fu n. "l'UIe! you into a seaet." he 

confides. "AFA 2000 has someth ing very special in the audio department £ 
AJI I can say IS that it's a complete roup for EA" 

rr.n hile most developers' desks serve as home to a smattering of ~ figures, the guys at Raven 50Itware have taken this particula r aspea of developer bre to extremes. 
... The fact that many of the artists have a ~nd of 2D artwork, ranging from comic books and RPG boardgame CCNeIS, goes a long way to elCpIaining their fixation. 

The IliUMI colle<lion of 51., w ... 
fii:U,'" ~yer ~ r...t>on ""'" St<>r I\as 

"'~3'II\OOaloog_"'~'" 
~bo.r """Od.1t ",;risl:oo 

.SIr>" ..... 61!. fo«Ps. ~ lis ~ 

110 ~ tY; o.bdt> ~ <hl1,1aW!d by 

~oI.i:>o>oed~","-..d;>j 

.1iIIMiro:! ~ lftl ~ mn"-"'l 

118 £DG£ 
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The trials of a start-up developer. part 15 

After co-folJnding Lionhead Studi05 with Peter Molyneu~, Demis H,ss,bis set up his own development house, Elixir Studios. 
In the la test insta lment of his exclusive diary, he ponders the gaming pouibilities of today's state-ol-the-ar! technologies and beyond 

Why ted!noIolY" ,.",epll,.,? 

There's . iong--ruMing drOOte 

o:nlmg on the ,oIes and reIawe 

importlH"« 01 g.~ and 

!ed'no«Jgy in """l"Jler pmes. The pe<c:eived WISdom is 

!NI loo mud11ime is spe<rl on technology, and too oI!en to 

thedetrimcmof~. ~are~ 

oo.essed ...rh l\'d"oooIogy and SpeT>d ""'" !Jtne cI>umiog 

out ~fied technology demos th/Jt have i tde to "'rh the 

man on the Wee{ aT>d """")Ithing to do wr!h ornpressing 

ott....- progI""""""" I <loo'1 ag"'" wr!h ths view_ Ted1noIogy 

<an ~ gamepiay _ ~ con allow yoo to Oe.lle 

would prot..,bIy be constru<::I<ld ...rh a hundred ~ 

beu>use it's TdotNdy un~nt A charlKte< in a 

F\oyStnon gome on the ott.:< ""T>d might be mode ~ of 

"SO polys. E""'Y nme the _ in a gome cNnges. the 

fumpulef Ms ro ~"'" eoct. of t:hese ~ The """"" 

po/ygor6 there "'" ro redraw, the sklwer the process is. This 

is called the 11""", rate, 

So v.nm yoox ~t'" <h.Jgo like a dog v.nm "'"""'8 

0111 reSl, it's beGo"", it's trying ro <J,,,,,, too ""'"'I' polygons 

per Irame. In orderro keoep the game g<lO"8l1 a ~ 

speed developers have Md ro limit the """"-"" 01 <ietaiI in 

1IlI'1I ga"",,- 'M!',e oboot 10 change thr; lo<eYer, 

no Ionge< just a fanldSy, it',. ,,,,,,,,', throw ~lIom 

beoomng reality_ There is no firM to the detail we CO" place 

in OUO" g.l""'. There are no res!raonts 00 00w objects are 

rnodeted_ PIa;= m.ghI see 0 f()le>! on ..n.::t. !here are 

C\lOJrl\Iess high--poty ~ees <lretdwlg ID the I>:::trlOl"l_ 1M "'" 

oofv make. 8""'" more beie'>'abIe_ A game that', more 

bef>o;vable is more IoI<eIy to dr.ow yoo in. ""'""'s • more 

enjOyable_ ~ a,e 00 the """'&" 01 """tong garTI<" 

!N! are the "'I'l"i of fi lm!; on lerms DllOOr~, 

How can ths f<>i\lo ""!'<O'" the g.lrrwng ~1 

The 'o::inem!!tisin@' 01 g~rTIeS is just one wifo/ 01 

homessong !ed'noIogy to ""!'<O'" garnep0y. There are 

"Some of my friends couldn't care less how a game looks, One of the guys here at Elixir describes 
playing NetHack in its original ASCII form as the pinnacle of gaming. But the fact is that he's in a minority" 

g.l""-" yoo coUdn'levm have dreamed 01 fiye years bef()le 

The bgg<'5I ch!nge """" !he lo<I ""-'* 01 ye.>rs ha< 

been ~o """""-'ration_ GarT-.. graphia ~ been ~ed_ 

In one """" tIIi$ change ha< been cosmetic; yes. Memo 64 

k>oks I~n""oc. but rioos ~ play {JJ"tf belt .. then thI= 0RgII"III1 

20 /./<loo platlormefsl But ths is just one part 01 the <l0ty_ 

To illusrrate ""'l' point, consider wh.,t we've been doing ill 

Em_ OUr ledv>oIogy"";l ~ de<:! <I<I<l """""" 

the gamepIay in 00' game-s. 

Ii:W theiasr '"'8i"I months we've been ~ 00 """" 

grapi"locs ledmoIogy that".,;tl 'epresmt • luoo..ment.JI 

aO.tar-« """" any VISI.Io>Iisaoon engine OJrrentIy in 

~t Ii:W the uroinitialed, hefe', • quid. <I<I<l sjmpIe 

eo:pIan.nroo of ........ l. 8'aphO engine does (~oes to 

those DI yoo ...00 aireddy knowl_ 

0epeMng 00 the IeYeI DI detail yoo warn. eadr rnodd 

in a scene wiI be made tom anyt!ling ~ a 1= 

do<en ~ to • 1= thousand A ~ee. for ""'~' 

• 

• 

Ceri, .,.. new ornsr, ""rted a <DUple 01 weri:.s ogo. 

On his first morning I look him ~ our gome, lit !he 

end 01 '" I asked him: ~ 00 100 lancy wor'<lng'Mlh an 

~ ""81",,7" He atmosr leII off his m.<r, Ne>! 

I ~ him a u..e, MOd1 WdS made 01 it miIion-and+ 

hall po/ygorIs. The detd. is naedible, light 00,.", 10 the 

tM<S g'''''''''8 in the aach in the bork. I Md to ~ him 

had ro hos desl 

Ii:W • 8""""" aM!, Ihr; is 0 dream come true_ Before 

now, P<OBr~ have ~ !Old MtlSIS. 'Yoo "'" rrly 

have 200 polygons ro male lllat "",,,,rh'. Ncm....,'re "'Y"'8 

ro thern. 'GMe US more po/ygcIn5...., many .. 100 <NI 

r."xIe' This Ms o:amed ~ though - the 

proIessoonaI a~ p.rl.lge ...., use on monstef !'Cs ~ 

"""I h.mdIe some 01 the larger ~ _'re makIng 

How'" tedvdogy lie tIIi$ atle<:! 8~7 ~ 

put, ~ ~ designers 10 create a \OOI'Id more believable 

than any !NI have """ been mode before l'I>JIO<eaWn is 

marry ott.:< WI1'fS- Artificial ",~, for instance -

~ ~ on tIIi$ area you would neve< ~ seer1 

• 5.im ay or. 71>eme PtJn;. And wh.,t about ~1 

Multiplayef g.lrr.lg ~ ~'t e.>:isI; I'dII>out the 

ted"onoIogv. There ore !!Iso numerous..,.,1er ~ 01 

te<hnobgy ~ g~ '00 the grouro:!', MOK for 

ir«Iarl<e made • ga~ /eature 01 the snipe< rifle ond its 

abiity to room into U!rgel:$. ~ AI tr:dvUqueo ...... 

....... pIay= to !!"'" 10!IN0C0n <>"<1= in Ago! of Empires //, 

TednoIogy con. I'dII>out doubt drive g~ ......,..aOOn. 

rm sure !NI • k>t 01 gomepiay ZeKxs "";l lflrnin 

~ ~ in grapllC ledv>oIogy in ponirular 

are 0 .oft target Some of ""'l' Irier>ds oou\dn't ,,",e less 00w 

o go"'" toots. One of the gvy< here ~ ~ng 

NefHad: in !IS original ASCII form .. !he pimade of gaming. 

8u! the 00 "that he', in. minority, Ll.e ~ Of 001,' k>t of 

the Ptay)U!tion ~atIon of ga""'" rwty do co,e whi!t 

the.- games kx* Ih, ond NefHad: is the per!e<:! """""'" 

SiI RQper, ~ 01 BtizMrd, recently adrrwtted that DoobIo is 

baso::att NefHad: and An<j>ond...rh p<etty gr~. 

~ Od»:> ..... it ~ bb:kbo.Is!er, rw.rHad:. 

wiI neve< have .~ ITIOO' lllan 0 small but d<>di<ated 

~ 01 !he n",r;IesI core garners. M ............ rl.e! g.lrTleS 

roecd mossmarkI p.-orio:bon .......... porticularty if yoo're 

~ people to PlY £50 for them. The days 01 !IS>bIe 20 

spnteS <I<I<l ~!e grapi"locs are gene mr-r_ 
Coo!r""\lnjj: technology and g"""'!'iaY is • bit 010 fafl.e 

did>ot<.>rny. It's I'<e ~ M>ethcr gr""""" Of ~" 

more Inwtant in "0"""8 a Ianguage_ otMousIy yoo roecd 

bolt>. 01 course ted"lnoklgy rsn'l the end on rtseIf. bu !he-re', 

no doobI in my mind mal in yea" to come led1noIogy will 

inae.singly ob US to oeale hi\helto UI'l<hamed of 

games. Geo<ge l.u<:Is ~ he waLled , 6 years to mal<e 'The 

Phontom ~' because the led"<>oIogy <imply didn~ 

exist 10 00 d befor"e_ Apply ths Ihooght to g.lrTleS 

.nd rhen ~am about the Mu", 

. -

£ 

£DG£"119 .. 
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The trials of a rock'n' roll games publisher. part five 

Bri,.n B,.glow, public rel,.tions manager at Rockstar Games, recounts the tricks and traumas involved in producing Grand Theft Auto 2, the sequel 
to one et the most successful games in recent years. This month he reveals the secrets of wllat some believe to be tile cuslliest job in tile world .. 

r:I klytesters, it is ~nera l ly assumed, ha~ the 

.. -best iob In the woM "M1y. they do nothing 

'but play games all daY, yoo'lIfrequenlty Ilear, 'for 

moneyr Usually fol lCM'ed by a request to find a 

bmther/soo/cousinfboyfriend a iob, becalJSe they 

'really ~ke games'. 

Stlrtlingly enough, it's not thirt 5Omple. To test a 

game as large and complex as GTA2 can tl~e 

severa l months - even years. And rt's not just a 

case of playing the game. ihere are two aspe<:ts to 

testing a game: says (rail Arbuthnott, the head 

01 DMA's support dep.lrtment 'The first is purely 

code based. We have to make sure that the game 

runs correctly. Crashes or freezes are unacceptable 

ihe second is the actua l gameplay. Once ~'s 

game is tested comprehensively, the different 

dep.lrtments are all war'< to the same 'test plan'. in 

which the wosfituent pilrts of the game are broI<.en 

down, together with elCplicit instnxtions on how 

they shoukl each wor'.:. The testrng then comes 

doYin to a simple questlOfl: does it war'<1 

'This, of course, all gets complic<lted when you 

Stlrt talking about the missrons, ' Arbuthnon 

la ughs. One of the most unrque aspectS 01 GTA 

and now GTA2 IS the sheer number of ways in 

which the missions can be completed and, more 

importantly. fd il ed , Trapping all of the different 

fa ilure conditions for the games hundreds 01 

miSSions is one of the most vital aspe<:ts of the 

testing we're carrying out nght now.' 

"I had to find this guy and 1 was on foot running towards him 
when suddenly a car next to him on the road was stolen, The police 

hit the siren, pulled a U-turn and ran right over him" 

n.mnin& y<:>U have to ma~e sure that all of the 

different aspectS 01 the game - the car hand lin& 

weapons, missions and the police - all ha~ to be 

balanced and refined The game has to feel right' 

This process is OJffentiy occupying the test 

departments in DMA. Rockstar Games and Take 2 

(00 both sides of the Atlantic). 

ihe imtlal problem with CTA2 is the sheer 

5Cope of the task. Testing the Ofiginal game kept an 

entire team of 20 testers useful", occupied I<x well 

over a yea r: says Arbuthnon. 'GTA2 has three 

'districts' within the city and each of these has three 

gangs, eWl with their own missions,· 

To en5(J re that each and every aspect of the 

... 120 EDO£ 
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As Arbuthnon explains: "lMlat we have to 

look for are all 01 the unusu.al circumstances which 

can occur. For instance. rt y<:>U have to tllk to some 

guy in the street so he can gIVe you a mission, and 

y<:>U set fire to him with a flamethrower, what will 

happen? We have to know. Even more obscure 

woukl be podrng up the mission then setting fire 

to him, or having a car vital to your misslOl1 

resprayed - will It still work7" 

There are some truly ambiguous mission 

features, AI.n J,.ck, one of the district lead testers 

at DMA. had a 'Twrn Peaks' experience ..hile 

playing an early mission. ,'d been as~ed to go and 

find thiS guy in one area of the city: he explains 

·t was on foot and running towards him, when 

suddenly a car on the road next to hi m WdS 

stolen by a thief. Unfonunately It was also right 

next to a pilssing police car, The police hit the 

siren. pulled a U·turn and ran right over the guy I 

was supposed to talk to.· He smiles, ·It was totally 

cool to see, but it did occur to us that this might 

prove problematic later on.' 

like crap circles, testing can throw up problems 

which cannot easily be explained. "You ha~ to be 

able to f.nd bugs aga in: explains another district 

lead, Sun Taylor. · If the programmer<; can't 

recreate the bu& they can 't fix it· 

For this reason. one 01 the most importdnt tools 

in bug testing is the".;deo recorder, ·If y<:>U can 

watch exactly whats going on, it gives you more of 

an idea what might be going wrong: says TayIor. 

'Watching four programmers !lying to reaeate the 

'InVIsible Policeman' bug that you only saw once at 

3 :00am can be a deepty scary experience. 

'Thafs probably the worst part 01 the pt>: says 

Jad:.. 11T1ilgine hiMng to brea~ the news to a 

programmer who's been WOfkj ng 12 and 14 hours 

a day, seven d<lys a week for a month, that he can't 

go on holiday because you'~ just found an A-<lass 

bug in his code - and 11'11 take a week to fu.' 

The other important task IS resotIIIng the 

actual gameplay. GTA2 has been designed to 

allow the testers easy access to d large number of 

variables within the game. The statistics and 

anributes of every I'elude in the game can be 

modified in real ume. The behaviour and attributes 

of pedestrians, emef~ncy 5ervices and gangs can 

all be I'a r>ed according to how the testers believe 

the level is progressing. 

'One 01 the more insane parts of the game is the 

police response.- says Arbuthnon. 'We'~ spent 

weeks trying to ensure that its right The one th ing 

we don't want is for experienc:ed GTA playefS to find 

the first hour of GTA2 100 easy. Then again we don't 

wa nt new players to find the game completely 

impossible eithe<· This has led to some improbable 

COf1\IefSabOnS. 'We found oorselves confrooted with 

quest>ons li~e, 'How many redneds does it take to 

get a 9NAT team]' tt all got rather strange.· 

The last word goes to Jad: ·It ta~es more than 

you'd thln~ to test games all day. You need to really 

care about The Game. You can't "-' re about 

anyth ing but cre.Jting the perfect bug-and-quibble-

free Game at the end of it all. If you do that then. in 

the end, it's wortIl ~ . 

Trust me. It's true £ 

• 



As the president of NOA, Howard Lincoln has experienced success . 

and even more success. And then along came a console called the 

sony PlayStation. Even in the face of stiff competition, however, Edge 

finds one of the industry's highest roliers in bullish spi r its at ECTS ... 

E 
dp: n.. H6<I .. ~ to tM ttMI of lis I!I~II, 

..... ,....." -.... .... DoIphi_ \IedtnoIon'.-
__ IdoMI of tr ... .-alhd u.. CDnIf>AftYl 

_ .... Unc .... : ........ ,IIw*~"~~ .. 
tI".....-..lM ... - _'"" done .a ......- 01 ImPS. 11IwI; .... do 

• YBY p>:I !lib"'" tie bkt 1\11 01 hordwIore cydcs. ParI 01 ilia 01 

~ tu !he odIet 1*1 01 I IS INI_ <XI!"III'Io.Io '" moI:e goOd 

.a-., onc! ~ !he ~ ..-d I ..r..s .... ..-.:! "' .. 
naturollilf" ~ ~ .. !he lKooIed ~ .... .oId1f>rousl1 ~ 
• million Super NES hordw«e unG IaR _. or>d ~ do 

~ ~ hall • million ond '-I'> tt... _. And 1ha(. 

on~dhowlontt_~~Io!li..lJll>O<l~ 

pIaIbmI. CortaonIy !here',. la! 01_"'" Do/pt'Io\ ...., 
!he W cl 1Iwws .... CM! do...., _ pIotbm E-,..tq.t>::.JI 

!he DoIphn IS Pl81l ~ ~ '!>eed. speed There's. 
k:II:oI~onlhe'*'d ...... ~inOcl:::>lw1.ond 
WIlIb'Ii bdwIdlhe ~ ...,' .. 1IIq 10 • ...m.. cl ~ 

~ a...... bta/\fIoCIIk_-..tr ~ond ,-.Id 
OI"IIICIpo1WN .... d '- ....... ~ ..... de\ieLpo ....... b 

~ ard Iheor"'be~-"'ftt:n:l oIlhe~ Md 
I !!ri: IM • ~ be * '" HI' N b:;JIh DoIphn ond ~l. 
from I grophic ~ ... be on _.,,<!nary 1eap ...... .:Id 

abo\oe~ 1Nl ~-. 
Edle: You' .. ~Iy -,-,n. ___ ft<y biJ ... -... 
H_ diWKUII_ .... Indud. h_ ... y - Wit ~ 10 find them 

"nd pllhem 10 won. with rou1 

• 

HL, "" ~ o:IIio.A IOfI"Id!l""'l......., ~ t(snoc 
doIIituIIlO 1nl ......., doweIopm, tu ~!he!WO I"" 
• son'IfII'q 1hoI ~ hos • ....,!I""'I nd.-d ... CerworI¥ 
OU'_"~..-.:I<u~"""d'leRft~ 
.,.,. bid; 10 d'Ie mod.-l980s """" .... 1nl ...... Iho ~ 
broIhots. _ .... '-het>ed ruIIIIe Ra-e lJd .., ~ Iho 

prerroer ~~~ WIIl\MoIhIr 

~ NI .... _""""strOlqlC rM5Irl1eIl!S", tu M're 
...., C1refu11O irrot It-.-~ 10 reIIy fIosl<less ~ 
_ SIu:Ioos come< 10 mtnd - Ct>mpIICIIe$ i<f: ~ I tIri. f(s 

becctTw>s mote di!IittIt beuu\.e Ihore'. 50 m..ch ccmpe!J!IOn Id 

Ihore loo HOOd ......., ~ Wo -. ti jOJ ~ ....,.., 

~ ~ whch i> ""'-d ,,!he "'-"do~" 
JIedmand,..-.:I_ -taI:I'ItI ~cflhll~bv 
~ _ ruIr ~ peopI! on1O NflIIndo Of .., -.do --I.: looIIMa ti IIMt ...... fipr6 far _ oo.s Ih.at Nw 

,.......... e.llUpllarlalty .... tto.y' .. Nieoltl" .... deielaped 
............ tto.y' .. HIli", _ ........ millMMo .... ib. W 
_ 01"'* ....... Ie< KIlo oo.s from thltd.,.rtiu ...., ... 

....Iy $0-100,000 -. I, theN. _sibili!t' Ih.t, IoIIIMt 

'''' ..... 1'" only _/Iy ....,. .. ""'1 ........... "'iftMtMIo 
I_tio wiR <_ tram "'i"tendo inel11 

Hl: No. ~ I <b1'll1Ar'''Il''''' ... th whaljOJ I'JSl wod.I1I>ri ~ IS 

tr\Ie 1110!1 some c:( the ~ I!"fT"" IIM come from ~ Of 

-.do ~ ~ I CM1" q.>OI'fe'WIIh~ tu I fori 

• 

, 



"I can assure you that 
Nintendo will never 
allow Sony to put itself 
in the position of being 
a de facto standard" 
Ihordparty """"""""' that t...... reat; gotten betr.d N64 ""'" reaty 
seen t.Jge .-..mbe<s _ rm !hrns!g at some 01 tt.. ~ like Tcrok. 

some 01 "'" g.yneo from I<.onIImi ond ~ EA "'" Md some 
Ye<'( p>d "'-"CeS' in ""'" 01 tt- I!>OO' btIes kw ~64_ I !Id; Il\ol. 

!he tIlio'dpony ~ r...... ler>Jed to gr......,,~ to "'" Sorry mc:doI 

~ they f..e there IS • ~""" di<odvantage ., "'" c.mndge 
software rroediu-n I ",",'I quarreI_ that ~'re ceru.nly g<>ng 10 

.-......e!hot ~ disadvaotage. IIiliok we Nw !\Od an 
_~ C>J~ cl .,teres( ., 00ipI'0n from thir<Jporty 

~ There ""~. ttwdp.J<ty pubIisI'oer ., 11>0 ~ that IS not 

p!ao:Iorm ~ - thqo """'-"d mudI. mu<h rother ""'" !wO 

pIortorms !hot m • .- - Dolphin ond ~2 - ,athe< thon 
• de f..:!D ,tanddrd PIovSlolt.oo2. Md I {.On ........ )'OU!hot NI1~ 

wiI_ oIow Son\' to put tt>eIf in \he po>I!ion 01 bwigl de lotto 

staod¥d. Th¥. no( P'i! to ""ppen 
Edl~: NU Z_ look an in .... dl""tely loft, amount of li_ to 
pro ....... H_ do YOll think new Mrdwl.e >IId> •• Dolphin 

111<1 PIIySwlonl willlfled develop"",n! Iimn7 

HL: Wet, ~ 01 the IIw'8' we ()d as we started ...,... on Dolphin 

wao; to i0oi: at" of the Ihin&> thot "'" had dooe rilII't will> N&!, ond 
.. d the Ihings !hot..., cooId ~ up<>\ b.>so.d on OIK 

~_ ~ one 01 the ""'" '" rT'9'''''''"'''''''' ~ 
~ took: !!le .. ~ of those tool>. tile .- 01 "'" 01 
1hose tools, \he pri<;ing 01_ tool!. and "'" ease d rnal..o1g 
Dolphin _ WIIt'ri.".,.... Md - and ...,'", """'lg ttr;., me 
iniIlaI ~ oIlhirdporty ~ to DoIp/wl- _ 1(0 going to 

~ much """'" le ~ 8""""" b DoIphifl thon ~w .. tu N64, 

and I w;.,..., that .... ...- thon on ~)_ Md !hot, "" t:u 

pa<t ...,.. doW>erote de<;ioion baoed ""'" <u~_ 
Edl'" What <0<1 of ... ftw.t4t do I"'" 1tIWI ...... Hinl 

p<oduciMI fOl Dolphin] 
Hl : I tt.lIc cen.riy 'PIle P'i! ., ..,., oott-<:!hot takrs 

~ 01 Ninteodo'. fr...:l-a charoct"", and t.,. Ihat rm not "'" 
0Iki0g obouI r..Iano, b<lI Mar'<> ...., l<'lda, CIonl.oo,- Kong I'Mo!a o.n. 
et,- rm I""""" that _wiI see """" RI'(A rm hopefIj!hot. rT..,t>o 
001 at me II1trod.>:tm bY! <Nf!l the ~ cl the Dolphin pbfI<lrm. 

oT>ol)'be "'" dcYcIoper,; that' we're no! w:d to do~ with. I think 

one 01 !he tIWlg> 11\01 we .... do""" tms to !he table, and one 01 
the tIWlg> th.l! __ t-n ~ 00 ve<y hard with NM, IS to 

iI>::r ...... out~.,the""""or ..... ..,we1 ~...,. 
pk>1:t'or. 01 'P<'"' tilIcs. N'd I think you1 ...,....,.. no! ju<t from 

NOttendo boA !mm mojor thrdp.>rty ~ ar... than thaI. it', 
reoIy hord to ""I, ~ if, t.a.d fa",. I<> tellOO" f COIl 001 lOO 

if. goons to be N'iM't to ~ fa DoIpIwo but e~ ""'-t!hot 

INds to. rm re.lfy no! """ of. 
Edle: PoklmOfl h .. cros .... ""Hu •• !bound ..... . .. n thouJh 
it onc. looked like . .... .., J~p._ litle thM would nO! 
.p_l to the ..... L ..... you Iookinl M otM. Ja~nese 
prop<"flict lib 1IIa~ properties th.t onc. upon. ti .... you 
mlJht hawe IhouJhI would not wo'" oubid. of J~panl 

Hl: I think It>i<!mon ~ pretty ..-.que. ~1 cMlo'IIy I.oep out "Y" 

"'" fa other ~ but I think what wiI .octualy happen IS 

!hat .. It>i<!mon ~. ~~ br.J 0I~; the depth 
01 !he gome, !he aboIoty to .......... no! ju<t!he _ boA"'" 

~ show, 1he """"'" the Iicensed~. 1!hinI< it's 
goong to be very d.rlicuh to fnd ~ i'b<br-al ""Y ~ '""""" 
t can Id lOO !hot we were <!<Jite <cq>Ii<aI abouI ~ we I'\OOIIId 
be ..,.. ID Trilr"l'J.rt<; i'b<<!motI to the US ma<I:ct ~ wo> very <ifIioJt 

I<> get out he.><!<..".....j ~ be<;o""" we rely 00 our ~ 
~ " temoly to judg< haw good. prodL>C! is,.....:I we hod 

• very di/IioJ! ~ Ifying to get them 10 ~ ~, on;" 

we had • J.apaneose tr"""-tct Wlng flCXt 10 them ,.. tt...,. ~ 
playing the games. ~ IS no! the mo>I ~ ~ 01 

• 

~""II haw good ~"P'!! to be. <;0........,_. 'o! 

01 risk tot=. but it i< ab<oIuteIy ama.ting -..ha! Ms ~ ., the 
St.ItM. • is I'I'I<rlI boggef than I think 1he European media IS ., • 

po:Moo to owreaate aiM por1l And howlg """",,"e<J it 

~ to Eng!ioh. for Amer<;a. then: is no question in my mind 
IhM iI is P'iI to be .., ob<okm; 'asing p/Ien<:menon in Eurq:.e. k 

8 .... "" .. ..,.". 01 compe!ltM' odItdo"ltage'<. no! only ., ~ 
..... 01 Game ea,. Cob- ¥Id .. th.JI. but ""'" N64; me.. _ """'" 
very ~I N64 I'b<tmotl games. .tormg wi:h Ibt6r>an SIq>. I 

can Id lOO !hot we watd>ed "'" hMdwaro: rnarld "'"'" go naht up, 

SlodOJm coming. so it no! only help< Nin1<'ndo on 1he <.Ore marI:.et. 
..oct1 is ~ ea,. .....:I at that, I'Ifod'1 " rnpof\OrII ., rt>eIl but ..... 

'"""' ..... for the N64 
Edl": Dolphin ~nd Co_ Boy _.MOO both h ..... 

conMCtIYity as. f .. nd ..... MaI component. _Important 

I, that ~n oflhe equ"ionl 
Hl: 11', o;eryinponanl We _ roo:~.., Internet or 

<rine g¥ning >tJ"Mqj' but we t...... 0M!Ste<J • grNI deal 01 """"'Y 

and """" in Ihio .. .,. ""'" • ~ per'od cl ~. <;0 ~ would 
be • rni5tale to .......... iI"IIIl ju<t bK.lu<oe we haven~..........-.:ed 

anythin& nothing...-. ~ that's no! !rue. I ttri. ~ 
on !he lXooled SI.lt .... ~ ¥Id <rine g¥ning is.",.,...,.,. • 
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~ ond I _ WI! .. e spe<>Jing me ne<e';""I' urn. ond effort 

ID _ ~ ...... <;OIl """ thot nght. I hod onII<ipote<j tt;n WI! ~ M.oe 

an "'""""""=-~ Iho; """"""', just o!!er D. but ~ 
didn't ..00. out, so __ re ~ ...ooung on !hat 

Edp: wt., i. Shile<U Miy.mo«>.t ECT5 till' ,u,] 
HL: 1_ pmwJy iI', ~ Ntntendowants to maIo:.e ~""'" 
dear r.:.w ~nt the European .,.,...,. io 10 us. Also, Mr 

Miyamoto wanted 10 ..... an ECT5 for ~ and WI! "­

sd>eduIed ~ 10I1wn ,.,rh n'H.'d .. """'" he', r.e.e, 
and he',...., pg to go '-\? 10 FWe oftet me .row, 
Ed",: , .lkinJ .bout IIHI med;', .... ,,1 do you thi"k tbeir 

peruptlon Is of Ninte r>do _d~ rompo," 10 th";r 

perc"1'lion dUI'., the heyd.,. of the NU. lor u.mplo1 

Hl: N'f lime )'OU ""'" • predominant """"""""e. '" Nintendo 
hod in 11>< NES Mod Super N15 ~ I _ the med .. " !lOOS to 

lake • .......,. ctos.. bol. O! I"'-" ~ and I _ when you """" 

1ha! knJ of Wge ~e. 11'. ""'" "d'>f 10 f'I'lI"d an """"'I""enI 

ottrtude - • f"'*'g """" tho<JgI1 ( rNy not e.i<lllhnk thot cetiWlIy 

WO> the <Me: there wO> • percept"" that Ninterdo """ orrog.l<It, 

!hot it wm ...-, !hot f wos diIIio.Al !O deoI ",th. but I thri. ... 
01 !hat __ just pen:qJ!ion - po:q>Ie Iho1 ......, 01 the <.OIIlPMY then, 

ond ~..oo "'. O! "'" cornpiII'fl' today, I don't !hot w"", 
..mgoIlt I"C<lPe bv r>atule, b<lt ~ ot !he la r~ ~~ 

~ ..... r.dustr\' WO> gro<Wlij so ropodly, because "" were 

8'<lWin& '" rllpl<ly, ""'-1twlg5 howon I think ""'" the ~ 
" that N.m'-"'*> " • nun """" ~ COfT"4>MlY, • """'" 
"""" IIcd>le ""'"4'OOY. One IIwlg t'I.!I ,,~ ~ 
Ninter>do in !he NES ~ ond,....,tendo.,!he N&I d¥" that 

Nintendo ~. t..I ot 0100; 01 """"'1'. Md NwltenOOwos ""'" 

;trang. • hod '" ~ and biIon> 01 dolo<> in """ n the NES 

d.!ys. N4nterdo has """" """" b;Iion; 01 doIor> in <.nil ..,.. ond 
weSlildo""' ....... onydebt That,,~~in.~ 

I'"" 10 [NO. president] Mr v,,·"o,.:h 
Ed",: D<>H """'". so mlKh , .. h me.n lbat you· .... bIt to 

ukl mol. risks, 0/ ....... iI mean IIwII you uploit .... ""~n 
_nue .ven_1 
Hl.: ,_ ......,'n:. ~"""""'"t .... <.OIIlP¥IY bv MU/e.l_ M< 

Y~is.~~.I thri.hefeds"""'l~1h.!t 

f"'OPIe t....J to IO<ge! Iha!...t.rt S""' '4' can go dowr> Beng .. the 
g.lITI<' ~, IS a -V rrsJ<y busone<s. I thiN: Iha! his ~ 

to """"'" focused .. tile ~, has aiw¥ been the "!IhI 
docioi<n Bu! "'" ...., ~ ., • pOSO\Ion ""'ere......, un. <It the 

"PI""P""t<> lime, """" in S""'" ~t or .. ar.,..1h.!t...., 
dose to the VIdeogome l>usness, aM ......, t."w, dar"It. Iha! from time 

to time, ¥Id ......,1 contlr>Je to do it Sorre 01 OIl! p.!5I ..,.,.,.,In'H't1ts 

haY< been pubOc aM """" ~'t 

E<Is.' YOII ulked ul1l41, al>out ....... , alloWinl on~ 1",,,,,,110 

• 

RH ""~, eweryother. _ m""h p"' .... r~ do you 1~.!I!n>m 

"""'pe6"1 kchnolot;iH, sIKh .. DrumcHll 
HL, I ~'I _ IhIIr ......, lee! Pfl'SSU!e. The 00 that NintenO:> 

aM Sony - boIh my, my strong comp<IfW>S - are 00<f1l'0!i08 os 

~ .. they ore .. the netI-ger>erilbOn ~ ~ is ~ 

good """'"'. not <;riy for vido<Jgarne p!avers. Of Jar the ¥ideogame 
n:1ustry, bulb N.,_ aM Sony ~ So I rEgMd thn os 

~IlNIthy, and my benditioIto "'" indmtry. ~ ...... didn't 

t."w, lI>i!.. t!len the ~ industry woo.Ad be """" more likely 
to "'" IrOUg!t!. 1(, the competItJoo that keep< both ~ on IhK 

toe<, on<! ~ puoIw1g the ted"tlo«lgy. K the o::mpeIJ!ion is not 
ther~, j(, ""'l' to rM<. 

(de-' So how do you think Sq. wi. p«Io<m in the _ot 
.. ith Dfu""".U 

HL, I thiN: ~ ... probobIy 00 ...... MaIy .. the States; certlJinl; 

the preordoors that th.y'"" obtoined haY< been ""'V ~. I 
thiN: they ~ to sI\OOI ~ ., the h;Jar. The 6emie 

StoIor t/Wlg """'. /iosoo. ond thal's t-o ~ by the ~ 

01 M< ~ ...t.:> """' tile dl.wmarI 01 CSK. apj>l<ent1y b ~ 

'lOCk rnanipuWIooo _ IhIIr hoppened. ""'"'"'''' So they continue to 
do t!wIgs Ioke 1I"Ii< ~ they sI\OOI ~ '" 1he fool. aM I 

woo.Ad be WlfV ~ 10 "'" now they """' H!IOiI ., the us. ~ 
"""""" to be ...." "they will ~ ..not they did with Sot""" 

when they tHty ~. few "'""" reIaiIon, wI'ioo:n is not • good 
00.. They.......,. ...... ~ "'"'-
(<lse, H_Ioft, do you think tM Gamo Boy wil bot ...... nd 

10.711'. ,","" ten years alru.t,\ whkh i< on in ....... mount 
01 ti .... 10< • <onoole. 

HL, I thiN: b the ~ fIJtuoe. on """""~ato:"rS.l think the 

brond IS SO ~ ~ ir:'o..,....,..,.... with hard'IeId 

~ ond 1Nr, 1ICIuOIy" ~ ~ 0I1he mo<ket. '" 
the us. ~ be-... 1he 2(}.25'1b 01 the ~ videogam< 

"'""'" is tlin;IJdd. Thof •• ~ 01l'IO.4 

Ed,., Talld", 01 sJIIOI'J"'ity. OI><e _ • time the _d 

1<Iinlflldo' .... ..,......,..... With m_min" but iI could 

1>0 .,.....t !hot tM _d 1'IaySutlon· I ... __ "'pIlI'"" th"t 

Hl.: 1 ~·'<wee.11trl:. rWlI""" ~ you !.Wo .Wat this 

hot"",- c.,.o.}'DU ... "'" that ~ hos about 6O'Ib ond we 
t."w, .....-.l ~ 0I1he marlcI. We'", "-oIfw .... ~ this c.,.o.. 
We''''~ Smf,,,,.,--. go <I<Mn ond "'" ~ 
go up. ""'""'., .... quo!'SIJOn ., my mird that II"i> is 101 from """_ 

1 ""'I'"'l .... when lI'1he dust "-'I!k>s ond the "'" Pl.>yStaticm 
ond N64, '- been ""*I,.r.goongto be~ 50/50 ~e 

split lhotlSnot''''"'''''''_Sonyis~ 



shigeru miyamoto 
Journos who doubled and tripled up for a few minutes of his time 

at EelS found shigeru Miyamoto older and responsible than they 

might have expected from his Mafio -man image. Edge took the 

opportunity to see how Nintendo's head of game development is 

handling the transition to Dolphin, where he sees his future. and 

whether garners will ever see Mafia battle Donkey Kong again ... 

E 
dp: - do !HI _bout ._runlto arips with 
Hint.ndo's -.COMOIe IeChnololJl 
Shiae<u Miy'.moIo: ~ _ rm"""lfttMd...:l 

Ioobog ~d to1he·1a.nf, cl DoIp/'oo\ but rm ahollet'/ buiy. 

~we ~ newtedvlology -~ YIO\h a higt1 
speofK.nion like ~ - j(, nQI.....,y Dolphin is going to be. 
wry powerlU mIdwle. bU: a w,,,re JUSt goog to mol.! 
~ 10 Uy use !he Iwrdwft. • tno!dr bec:ornes a 
~ of \Ied:vdocr- 11"..-: 15 1'CII...t.oI <NI own pne 
Cf'N\OfS ..., ~ Rather, we 0I'e Iooln!! ""-d to "'" 
CIppOIt\lM\' III develop more """"'" lOO <*If""",! ~ 
Edp: Th.e step from 16bit to n - and "'bit wU_1 
oOoAouIln the jump fn>m _ to th_ d-.lons. Mat 

00ft of iu ............ Id ... upedItd will! IkIIphinl 
5M: ~ _ N9f 10 noacc '!he _ from lD to JO. I don\ 

1hri; ():)IpIw1 ...... pIesenI th/I! Md of de... tr~ ~om one 
il"""'at»n to~. The N64 _ a 3D rnad>ooe ¥od Dolphin 

'" of """""- 0lio i 30 madIine. Bull "- to admIlIIaI, ....niIe 

• 

tie N64 dd1l hoo.o: tile aboMIy to ~ !he pe<fea J O v.ooId. 
~ IS P'It 10 do so. .. other.....:.-ds. (s lie !he_ 
from NB 10 SUper NE~ 1'$ on '4'£I.ded -' of. smWr 
......... So wt..n • tomI!'I 10 !he <reaIl\Oe 5lde. I !twit. 11'. a ~ 

along !he some pIIh N we Me ~ on nghI """" I1Iwl!I 
wod tha<. IIhoril. we Co)'\ ~ .no, ~ 6IId gr.oe mcwe 
....- b the~ aMa 10 m.)I:e ~ .... !h IT"IClIe 

.- deas. .. !he .... on ft N64, ~ !.ad SOIT"Ie 

dIIicuItJes ~ ID paft5.. Now !hey ft I0I'1l10 find • 
prflty 9SJ . .0 !hey _I'M IT"IClIe sp¥e _ and ~ 

~ to deKile to the ~ of r'I'IOI'e ~ ideas "' 
();lIpIw1 ~ I hope IIW Ooiphn ~ ~ CfN~ 
.- dN$,iIho:< Ihon 1he~nI.-~. 
(~, _ wil .... $Ioift 10 DV!) <hMp .... pKturt? 

SM, v.IdI opac.aI ~~. ('P'SIO ~ ~ 
~ ;md oIher ~ ......m the opp<'lItI.n!y to ~ ., 

OU' [7,'0 5y>Iern ""'" mJCh ~ ..-. I tIri; ~ IS goif18 to 
~ .1OOd buw>ess modo:I. ... 

• 

£1)0£' 129 .. 



Edle: Whel oIher technol"llu ere you 100kinl forward 
10 -"inl withl 

SM: .o.Ire.tdy we r-. made aonnoo.ncernenI that in Japan ...... 

Oft ~ 10 Id ~ Co/Jrne 80r Cob' WIth ~ Also we 
Oft worI<rc on ~ &lOO on JrIf>Jn on 50fMhns 1Nl a:Ud be 

~"'"""""'~ Tha5e .... ~_rm .......... 
on on soIIwir~ ~ rWlIl"CM· 
Ed,.: Ha ... you ........ up with any new lalM ~I$ 
d.rived"om _ltch""""le. wch ao connectivity? 

SM: UnlQlturule/y, "'" Me nor: on • posIb:In /0 teI \OU III'fthnR 
ng!l! now because ~ I teI \OU iOrT'Oe!hing!hen lha(, P'lI 10 be 
-.., boy ..... ~tor<l SeoousIy, rI'. P"8 to be~ Idea 1Nl 

CCIU'G on II'IS kind 01 new ~ So ...... "'" "-' ID do 
~ now ond .n.1ounch • 10 \eoep ~ mnfiderrbaky 

"""'" ~ rm taIq lbw: ~ whoct!, 0IIDf you 
'- then1. .,.,.n 1tri. 'Oh .,Y\.1hiI' •• sreor new Idea, I CMl do 
INrr. but IriI you heor .. .,.,.n _ eYefI Ihri. 01 .. Thot'. the 

I:ind 01 o:n:epI r m """'Lnti 0Il-

Ed,.: Do cUlfenllnternet lameo runninl on networked 
!'Cs hold mud! interest for fOul 

SM: ActuaIy,' 00'" use Ks vety often aroi in loa fm nor:ewn 
geIIW18 the dI¥n 10 ~ ~ vety rnud'I rnpeII. 'MIen I 
usethe~rI"foI'Ibbuwless~ Bo.I:oI~ 

1T\iII'I'0I ~I!i""" ~ 11'1 cu<iepllnmon; Oft ~ 
...... hawening on '!he IteOeI Wd """'en • comes 10 

~lIyoufol'lklcuson....:l~~pne 

users l 5I>;Ol be vety .,~ rod the ~ should £"01'<. 
Bu 0\11' ","rI:e! " rrud11afger Ihan tMt 01 PC users. l.osI weeI< 
"'" had It... Nintcrdo ~ '99 on Tokyo. There were rNny. 

fNf"I' p..-ents ¥xl chidren ~ WgeIher ¥xl cnpying the 

show, ..:I tMt • !he t:.s rrIII\e1 ...... '" CibIg 0Ib0ut. , donlltri 
N.n. ~ 11"""" CMl ~ 10 !hat ........ -'ence. 
E<Ip: _ do you pt the best ovt of the ....,. lalp __ 

you <equi~ 10 ....... ' a"'" _~1 
SM: v.tIen I o::>rne 10 Ihri Ibw:. , '- 10 teI you I ~ donl 

knowo 8o.K ~W"f' """"'1S1iIo.e "'--, \/Ilk 10 """"'~ pne 
~ ¥xl cIesIgr.cr< lbw. fNf"I' -V ~ gafYlO' dMs 
and O!«h 01 tt.e.e teams 01 dorectors therI starts working on 

ddf~~ ~ AI. some pot1l ~ rho: game 
~ ,..- WI1h ~ .,1Odisa.M ........ pngon 

ao:l ag.1OIl "'" t- taIb $0 tMt ...... CMl p<J: ~ ~ 
Il11O one g<rne. Those...,.n. """" we --.,.. take. 
Edt;. : Wher..o do you ,et the lns9Iration for thoH !dud 

$M: Mo0f..non rm ......... I g¥TIe ""'" ~ some 
IrwbIes - 1Nl .. .n. !me..n.n , lI"' ornpI'lIXn v.tIen ...... are 

dor'8 some little ~!S b-Ihe pmgr.....,..;"g ...... "'" Itri 
¥>ooI ~ ide....1I'. like there .... >de.os!'fOl..ll"od tleIl! (r'rlOIlCII'IS 
~ his r.ei>d] nor: in. good sh.Jpe, ond then I fry 10 tt.oI< IbouI 

hew "'" W>ukl ~ them 10 !he 8""'" ~ ""'"' would be 
the rrost ~ w.y!or people 10 ~ ~ .;0.7 
Then , sh.Jpe tt no some bnd 01 COfIm!IIe 11""'" Idea. ,.. .. 
~ 0( Ihese soos 0( odeIs. ~ ..., nw>y 11"""" 

~...nrn ~ you 10 pity- loo 40 hoo.n 11tri rI'. good 
..non you nooce otIef 40 ho:!t.w5that U> I"". r ... ~ 40 
ho:!t.w5' But ~ you Itri from !he beginning yoU ... !I'll 10 play loo-
4O!x:o.or$, th/JI might nor: seem like sud'I ~ good Idea. So rm 
d'rirng ngh/I"CM rn.n II'\I"rt>t , W>ukl ~ on some dilfCA!!'t 
unique games ....tom don~ <:W:1 ~ you 10 IIri .,.,.n be 
~ fa ~ opeaIic. lime penod. 
E<Ip: "- you druml up any _ dwo. acten 10 )oIn 

MMio, Z~1d.o a .... lIOn.,. koott: on Dolphin? 

SM: (Uughs ..... p;wU 10 the [d,_ """'" NI: t... be«! SIo!o/II1! 
l4' iI hm~!he~ S<:nc. mwlbw: Sond 
[<lp, Ab. Emo, Jft. Sony .bout thal 
SM: (lAoghsJ II'.~, Mo' NaY IS ""I' friend. rm!he 1000 0( 

P"'" ~ vdIo tnes to ","le !he game system firs! and orVy 
rIecidr:s at ~ -=i v.Nt 50ft (If !II'f"e dwacte< <ho<Jd fit onto me 
.....:.Id cf that parlKlllar .-pme. , ........ ""'1"'1 ~ ..no. 
kind 0( ctw.aers would "- !he ..- appe.>I on !he DoIptwl 
S'(SIl'm Bur ...he!ho:r c be me 01 odIer cne.rxn. MIOO, ZekIa ..... 
Don.,.., ~ ....... become SO ~ IhiI ~ pnes 
5I>;Ol be ae&ed 10 use them on Dolphin. 1hiI'. loo- ...... 
E<Ip: Should •• meB""" t.pect .nother ,ame....t.tnl 
Mono coeo ' 1.lnll Donkey !ton, a,ain] 

SM: Of mu"" - they haYellre.xtr me! aga6l in Smash iJrodrM 

"We have concepts which, once you hear them, you'll 
think, 'Oh yeah, that's a great new idea, I can do that', 
b.ut until you hear it, you ' ll never even think of it" 

• 

-" 

• 



ilia '"' me tri. Ibw. .. ~ Pi<MI Yes! 
Edle: WMI ,bout h i&l] AI Mf,rIo', boothec. will"'_r 
h.lfil hi< historic po!efIti.Il? 

SM: YM, 1 tIwIk l.., w.I make!WI eppeaIOflCI' in !he "'"' fuIur.. 
~ !heM _ many 'iIdII rnemI>en at NIrn<!I>do ..no ....... to 

_l"'S'IeI_~!he~ 

Edle: Wido "'"Iti~ I''''' $0 popuLw _!he ....... , 
_ fOIl inl,", .. I"" in autinc ' Hnion of M4rla or 
.... en Zeldo for two or mo.., ~pnl 
SM: YM, 1 ~ ~tc !he fad 1hII!he foorpIryer mode i\ 
erV!o!d SO rroucfI by !he N64 users. r m Yf:ty rure5ted fI ~ 

*""",,-Al~~'_~s-esN 

lIIIac:tftf most -.am....-.d 1 ...... , be<:onrt&' aII'f ~ N64 
games. 1 ...... , Yf:ty IJT4lO'tInI n. some people _ ~ 

game" ~. FOIIhe creators. thos me.= no! oMt ~ 
games ...-.d tJyrlg to ~ some messages in tI>en\ but also 
tIriing lbw. how diftemlt people'" _ of !he '*""'"""" 
we have pn:MCIed 1 tri.!hoI'. ~ 

Edle: 'toot',' .... 1 ""~ •• """ I~ ct.._ t>.sed. 
.... eru. In th, weSlther. h •• *" • trend I_"cb 
f1 .. lpe..- C'mes. An, pl.M 10 e.plore th.l.,ul 
JM: I'ei, 1.:1'I.-e.to:f in ....... ~JImI". 

Rare', GoIdI!t!E~ aame iolbld, I SOOd game ...... I fnIpenon 
~ rm oJIrnosI ~ the opo'IO'IN my >t,&e ~ ..... 
small clw'KI1er! gr, the ~ appe¥ ...-.d go here and there. • 
may be old tashtoned by IIOW. 

Edp: """,he< hllpIJ MKwsllut coroapl ha been 
,.".emon. 00 }'OIl think 1'0" un tab this ,ty4e of I.me 
n.rtMr in tutu .. titIu? 
JM: Yt>ah, A:>tMlcn .. Yf:ty ......... 1_ the prodooeI ~ 
Poi:.m.on n'ljoSoe/f MId from Ihe Yf:ty begrorw1g we wen! thriJrg 

~ nc;r,;wpOr~ SO many <if!@<e<1tclw'aa=. Pil:.acl>J.Io< 
~ ,.,sI ~ to beoome !he "'""' cn.K\1!I for monr 
peopIe_ • w;JS noI ..........a.d to be SO ..hen ~ ~ the 
(IIIM- Many people _ ~ ~ ..... R>Il!rnon.type .......... 
but 1 don~ .... lhIt fI tmT"6 ~ the ~ _ VoouId ......u 
too mony 1\::1otemot>-!ype gIt<nH OOrseM-s. The success of 
A;.b!mon ctepe-.d!. gr, !he Yf:ty o.nqoe fe4b.ores of the garre 
qgem Ycu _ Irldi-e yo..- m.1O;IiOI ""'" yo..- fntnds. v.tIII 

'PJ Ft from jO.I' Inendo io "'" 1ht d\lramr JOU h.we os.od 
bulthe one jO.I' Inendo h.we 1I....ed. You _ P"ll1O _ 

sorned"wltI qute d<tf ... er>t from !he one j'OY h~o't tr....ed. Thars 
!he 1IltefeSIIn8 poortI obout ~ and lhIt kind of tIwltI .. rnr,t>e ~t 
_WU:l~_.~ofthe~of 

wIeogornes we un ~ '"""" <ifIererI: ~ 
ldp: 1r'110 ,... .. lin<e fOIl 11 .. 1 bq.n ",,~nc,''''" 
with Nint.ncio. WIll "",.till be m'~nCI'm .. In ,_h" 
10 ye.,11 If M, ..... 1 do rou upecllhem 10 look likel 
SI\II : Ycu know ~ iooften said N II'I'ICMOI! dRdar _ mike 

mowoes I.r'd he 01 she <if,s ~ «od • moy be ~ to. 

me XI CC1rlOIIUe III the end. ilia 1 \:now 1hII1 h.we the 

~ III trili<1lOd r">U<IUfe """" yclU'l& ~ to beoome 
better ae.tors. di<@dOo'S1Od produ<e<s. FOI!he ffiOiI1t........::e and 

the ~ of the rdI5tty rve got XI -..or*. Ion thoill 
I.ndor.und NI. bur ... !he _ IlIrIe 1 ~ -" 10 ~ 

sornnhong ~ '"I' .-.. v.tlen • "'"""" ., (IIIM ~ 

~ I C¥1'1 ~ such 8"'"' gome5'" I'I'lOIe, ~ I1"S n'lOfe 

the torf'1I>OCI8dmeS 1 should ....n on n !he end. 20 ~rs ~om 
"""'" I don ~ u...... ......" Qnd of gome5 r1I be -...otIong 011- Pr!:Ib.Jbt,r 
~willDD:1Ue Xlbethe~ ~ and'" 
'-\0 appeaIlu mass IIttCIoen<M, tu I beIiM! 1hat zo 
years from IIOW wJeogames wiI bea:mt Yf:ty ~ 



FI"Lf"lIE LE" , CU TTING-E OGE COI N- OP$ fROM ACROSS TilE GLOB E 

, 

OUT TRIGGJR 
( SOFTWARE R&Ol ATTEMPTS TO DRAG flRSTPERSON fRAGGING ACTION INTO THE ARCADE SECTOR 

OrIIIIn' Japan 

TIle influences from _stem shooters is d •• Ir, both in pltN!nution Ind 
Iilmeplay. RqlrdlHS, it's one of tht bHl-looklnC N. oml,lllne$ 10 ct.te 

• • '.' . 

'I1Ie control system 
makes use of .. IllckblIlI 
(1091 for 1ookinl"ollnd, 
and .. j~ti(k (.boYej 
for moYI"1 one of four 
onscreen W IKttrs 

132 GNJ£ 

he fYs1;lerSon shoal 'em t:91\M;.­

enjOyed success IfI !he arcade 10 r1\iItdl 

i15 populanty in the home, perhaps becal:5e the 

genre was born and recewes most 4tterlboI'I1I"I 

the States. .. counuy no longer fanlOlJ5 for 

~ toIfHlP5. Now, however, a ldp.me5t! 

team, Sega's Software R&02, is Io.!v1ng a bash at 

the ~re and giving it a little spin of Its 0'Nn. 

In Out Tngger you conuol one of four ann. 

t~ opeI'.JINe'; ~ must bIr.;t thew ~ 

through r1ne levels of ~ actIOn­

~oonds tlle in, "'mons od-oef environs, 

AsIan f\.Iins. an observatory and a Stltion, each 

littefed WIth power-Yp§ 1hM ....... be insIdntly 

farMar (he<I1th, ammo. Wt!"POflS, eIC). 

Interesnngly, the fftI poIO!5 of fimpe=n 

shoot 'em up culture I\a-.1! no( beef110st on 

Sega's development team, Although players use 

a PiStO. to 1l'IO\II!:. theft'S also a separate 

rrrlbaN control which IS ~ like .. PC 

'mouse to look around eadI "rN-it's ~ 

possible 10 seiect a thirdpeoon mode 10 ~ 

the scenery from a wider perspective. On lop of 

• 

' -" 

A/thotIch (Nt Trigger Is Hsenti .. rty .. firstpffSOn shOOkr, pt.yers Uln choose to 
adopt .. tiljrdper$On wiew when the situMion denuonds it It miPt ~ useful 

tM. Our Tngger IS the first Naomo bt\e 10 ~rure 

network support. allowing four machines to be 

linked !of simultaneous multi~ gaming. As 

each of the players takes on a role III the ¥Iti­

terrorist sq..OO. II's a co-opetatNe rather than 

deattmatch-style A)fllp. Sohware R&D2 has 

ot:MousJy en~ HoIf·1.ife Toom Fotrress. 

\o"Ml charactef and ~,ound desrgn 

onented IONilrds western garners, comboned 

WIth a angeof ~~, Our 

Tngger add well capture bolt! ITIIIr'.oets III one 

fell swoop. No DrNmcasl wnver5lOrl has been 

annourx.ed, but the bui~-in r.etwOO; possibdmes 

of the game, together WIth Its iIltemallOr"llll 

appeal, ITlllkes ~ a guarantee:! - and 

heavenly - pro5pe(l !of the home. 

The scenery is elaborate and totllly 
deslructiblt, providing an lir of ftlllsm 
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TECMO REVAMPS ITS INNOVATIVE BEAT 'EM UP AND OUTSTRIPS THE COMPETITIO N .. , LITERAllY 

=='-"~..... n '" Oap) --

Ch.,ader delioil.nd 
.nimRion provicM 
the main Ioc:u$ for tII4! 
. _me's desicnen. 80th 
tlllve been improved 
Ildiu !!1y since DOAI 

ex ~nd vioIer.ce ~ aMtllj"> proved a 

wiMlng entertainment COIT'It*1.atlOn. a 

fact T~ took to heart with ifs '97 beat 'em up 

Dffid Cl AWe. Not od'! did !he game nstnute 

danger zones - ar~ around !he penphety 01 

!he ring ....... ich wouk:I explode and blow ~ 

into !he all d touched - but it also introduced 

female lighters ....,\t1 large, irxlependently jigg1ing 

breasts. 60th have made It "10 the sequel. 

Dead Of AWe 2 maintatre; the origml's 

eccentnobeS; onstead r:I ~ b/odang. tighten 

can pedorm holds OIl !he opponenl ~ an 

aggressive range of counter att3Cks, while !he 

intuitrve \h,ee-bunoo system rerTlll ins. The ()(1ty 

b4g gameplay change IS that fighters now 
autom.Jtic.aIIy turn 10 lIKe e.d'l othef. 

OIaroKfel al'll!MbOl'1 Iws improYe:l and !he 

IMge ~ Me maJOr aowd-pIeasen, 

too. More imponiImIy. I'TlO5t areas Me dual­

k1yered so charaoers can ran off a watenall or 

tumble down a StallCMe and continue fighting at 

!he bonom. This is a natural progression from 

the intef..arve ~ of~, suggesting 

th.!1 the traditlonoll sW1gIescreen. 10 pIane-b.lsed 

~nng g.lme is on the W1iy 0I.Il 

And._ those oooculously propomoned 

female fighters are now 'realistkalty defined, 

even marlaglng to muster lifelike facial 

expressions. It ~ peffiaps this element more 

man /JI1y 0Ihef mM IITIpressed g.lIT'IeIS during a 

klcation test ~ Shln)uku arcades last month: 

£)()ot2 attracted ¥68,2OQ of business tofI1P<'red 

10 V6, 1 00 for KOF '99 dunng !he !.ame penod. 

~ g.ame ~ ~ air@<! at the .wturm 

T~ Game ~ where It Mbaoed many 

plaudits, not at cl whom were ReresMg 11 !he 

title's blatantly risqu6 ~ A Ore~mast 

conversion is a CeMlIlIy. althougtl Teono is 

believed to be also consiOeMg a PS2 version -

d only in an attempl to deINer jiggling 

Iump5 01 flesh WIth even more polys. 

The biKkJround scenery is interestinl and diverse, and - as in Powerstone - characters have. certl ln . mount of inter.dive 
freedom. M, ny Ioaillons fealure spl it levels s.o that fictrters c.n I, ll doWtI wlterfalls I nd sta lrc..SfS, . nd Ihen conlinue I bout 

• 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

SU PER PUNCH OUT!! 
Ope of t he suq~rise stars jlm9ngJheJirst wave of Dreamcast titlesLRt:ady 2 Rumble Bgxing is_one of the f~pugllism 
titles to work convincing'-v - but thats chiefly t!ecaus~ iJ $imply eX~<!~J..!pOrta temp.l.a.tunce laid outby Nintendo ~ . . 

One of Supff PutKh 0Ut1!$ $bndout 
factors is that it c!onn't look lit. • 
typ!ul Nimndo title. Despite its 
critk.ll acwim, the glme w.sn't an 
.nonnous commera.1 sua:eu, 
whkh would account for the seriH 
!KIt m.king the transition 10 64bit 

O I great ~ ~ are difficuk to ae&te (beyond 

~ from Namco, Sega and ~ t..::w 
mMl'f' can you name7),Ihen ~ I>oIung ~ _ ITIO«' 

difIicuII. d,,1he spc!f\'s ntted ~ ~ problem<; 

M ~ from the word 80· Nwuendo's soIubon WIth 

the oog.-.al PtJndo 0\Jt'1 - a g<lme whose onfk.oence om be 

tr<lCed th<Ough ""''''I wccessful!rtles since, from Fronk 
8nJno's 8cJ>ung \0 Read;;> Rumble Boxlng - was to not 

",ke a:seIf too ~, to 00 R the No:ltendo Wi/1, wrth 

~ and ho.m<.u at Ihe IIlp o/!he ~ 

The ~ 1984 two-<;rnoen a:wHlp made !he JCU'l'Iey 

to the NES as Mike /)'son's Pvnch CNr~, but I wasn't ~ 

the fo!mat was reYIW!d on the SNE5 ten ye.n Llter lhat the 

poIffltliIl 01 sod! a simple premrse was realised. 

Because 100' fighter was cap.JbIe 01 deWering a mere 
sO; oifIefern styles of plXIdI, the acbOn was mmedi.Jleiy 

~ The g,wne's depch came '"the vanety 01 lighters 

you came 141 as- in its ~ ~ diYIsaons. 

From !he pathetic openr.g opponenI, Gabby Jay, to !he 
increNIgIy dIty begg.n..t-o:) 5tOOd between you 4nd 

vioory. 5P01!~ like 50 ""''''I Q! yesleryea(s ~ as 

muct1 a teSI 01 mermry as tt was dexlenty. rtqoJltII1g you to 

IeiIm the incomng combo llume5 before COUltemg. 

Ende.amgtr cWt. 5IJPfeme/y pi,yabIe. insanely 

...Jcb,oe SOJII. A ~ ~ please, NCl. 

TM hiJh-kicXi"l Drason o..n (left) is tM first opponent in 
tM I,me to IIuow Q_sblrry NIa out of tM window. 
.Ithoup further HwlHtles hudbvtt you .IMI eftf\ spit in 
your eye.lIlM1i"l' KO pundl (.boYe) I1 suPftm@/yulisfyinl 

Man ufac t urer : Nin t end o 199 4 Developer : In · house SNES 

• 
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EDGEVIEW -The videogame. w_orld never stands still. riding the breaking W~~_ill~iULQngllihnology'. In this regular column 
Edge Ruts the il)dustry~~p'rogLe-!iLin..JLeISJ~ective with a lOQl~.Ly~_~t~ry~_~ad[in es: five years ago this month 

Edge issue 14, November 1994 

... 
r~ 

'I - .'" .. -

~ 
., 

I':'t nee upon" bme, an l!VeIage ISSI.Ie 

i!.I of Edge dod:e-:l in 31 "'oone:! the 
10Cl-p<lge rmrt dr.:!. in the case of this 
p-'rtJru" , issue, carried Ihree rev.ews. E 14 
was more f<XllSe<J 00 r>eY<JS content. aM 
~ IW g.::oj feil5Ol1: rJe'W UlOsoIes from 
Seg3 ¥od Sony were but • few months 
from Japaf\eSe release, SNKwas 

introdlXlng a CD-<irOien ve<5IOO of its OJ ~ 

Neo-Geo console, 300 WdS (aPl"'rmtly) 

rmking heMw"ay wilt. its BuIklog format, 
.00 Ni1tendo was beginnrng to sIxlw:.l5e 
it; N64 technology from me springbrnrd 
m.t WilS MKlway's Ouis'o L/S'\~. 

But rt was a tone 01 doubt. PhiIips' 
CD~ was fa~ering furttlet, aoo tn(lSI game 
deveIopets seemed wntent to use till" 
extra storage .-.pace MIorde:d by till" CD 

reo.dmoo to do!Iivef dJII cioematic 
sevence upon dui cinem.Joc 5equence_ 

i Neo-Geo CD 
=" hits the st"""t ! 

The first demonst'Btion of 
'Ult •• 64' technology in the 
form of Midway's (rvis 'n USA 

A report I,,;m t994's autumn tm 
(at a time whm me event tan twice a 
year) included" Iukew¥m reception to 
$ega', 31)(.;md p<alse for Sony, v.hdl 

debuted its Play5tatlOn hardware .n a 
5ep<It.ne off~te p<esenlation n w<tS j\l$l a 
shame Edge didn't see tit to 0Jl througI1 
Sony's W>OI<e--.-md.",irrors t1!ctICS of 
shaMng prerendered sequences ~ 
,nstead of reah.me content Doh_ ~ 

Clockwise from top left: 5NK prepares its second stab at the console 
market; Edge tllkn I trip 10 France; Doom 11, which fared better than 
its lI lO-earning precursor; Aliens Vs Predator, 11 weak Jaguar tille 

Did t hey really say that ? 

"There ~ to be some wnrusm between Satum and 

32)(. but Ms sometho'lg me-,- ",0 probably sort out Sega are 

iIn ~ pI.Jyer" -~ p<esdent Randy Komisal 

PIXELPERFECT 

Old Edae r eal l y say that ? 

'Despote [~ng less ~ m.o the coin--op], il's1il::~ that 

Vdnxl Fighter devotees will fir-.::! ~ hard la 1",1 the difference 

bet.veeo the "ro;.:wje origil\<ll;md the [s"lum] version' 

Testscreens (and ratings ) 

Doom 11 (PC; 9/1O),lnfemo (PC; 8/ 10), 

.4Jien 1'1 Predotvr (Jaguar; 4/10), 

Ey.ElJ:y_giH!l.~occasional moments of sRarkling_~~citgmrn.J;~gjt thg first time SReedball booted UR. or comRleting_ 
SiJPrewulf, Here~ygnosjs' Nicky Westcott, one ottb~c~~tivgs behind the WiReout series, remembers a Taito cla~i~_ 

.:'I ~,its a btg~, but rt has got 10 be 

I!I Space Irl'I'Odro. Yea~ ago, on" fam i ~ 
OOIiday, ___ stopped for brea"fa'l in a greasy 

",f~ io Porstmouth, and;n the corner there 

w<tS a ~ Invaders cabinet 

rd never seen one before, 50 I Silt faang 

ifW~ from il be<;aU5e 1 ttoughl the furry 

;rNade~ on the side t\iId p<etty d<lmn big legs 

and they looked scary. 1 ~Iw w~sn't aftogether 

sure what the ll'Io)Chine was, 50 I didn'l d<I~ 

peel inSldeI A couple of yea~ ~'" QUI home 

WilS ...... .ded by.o Alari 2600. I1 w<tS our fifSt 

computer game - well, a'ter a S<I\<Ilone Fbng 

done - and we t\iId Space /m<oder,; to go With 

~ . So now the my.;!ery of the furry monsters 00 

the cabmet was soIvedll couldn't get 00 ""th 

Combal, the gamo! m.1 came ""th the 26<Xl, 

be<;a1M of the crazy wwy everyt!l'ng wenl off 

one side of the screen and came bad< on me 

other - it JUSt made me feel sick. My "'le< 

klved Chopper Command and used 10 force 

me to play ~ in twopIayer m:>de with ~, but I 

just klved S{.>oce Irl'I'Odro. 1 couldn't get enough 

of it. even though I was p<etty oap .n IT, reallv_ 

rve $till got the ",me AlIIri 2600 aoo 

$poce Irl'I'Odro at home now. Ahh/t" 

" 

-" 

WtSlcott plumps for . showcast 
of 'scary. big-leued' .Iitn invaders 
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(out there) CONSUMER TECH 

Pioneer IS 5ystem 
• ' £45() . CCr"tn 07S3 7IN 7IN 

• may led; like I boy raars ~ we! ohlm t.I: 1he ~ IS sysIitm ID5 a 

IT"ICft fIoW1 ~9j'StmI. Foryru 450 ~'fOJ ~ a~ ~ CDpi¥r. MO 

~ ROS u,n, .00 11.0 ~ speat.e5.. In ~ J!!m5, il's a bit 00d, r.::.::.krt! 
ir.e ~ a Doa:;Jr W10 ~ may h.M! 1In4tA IHi ~ look IiI<.I! f1 fie rwr U!R 

~ raoe at fie separaIe lnlS acII>IJI,-~ each oh!..n! ., .... ot>..ws ~ 

tllook f1OO'I1 ~ has ~ 1he sysIitm ..... IT"ICft bumns M'} Cd:uy Iao:ty. 

AI ~ tnd good. !.l1Ii jO.I a<lLIoJtf!Jy J)...ok wluw 10 cb ~ ~ w!he 

1I'OII'r.IolI.n!."wre n a -.g pie cl fIOlbIe. 'lM -'e. 1he IS does -.lMU II1h vet I 

DJnds.. ()I(. hs ISI'I't PIS" M'I a ~ .. a ~ ~·s he.Jrt. tu I does hanoie 

!he ftbIe ~ ...... .n::I. as."wd eopea. tuI5 OUI fie t-1Ioe nJboct{s IMness. 

Hitachi VT-F><88Il: commercial Advance VCR 
. *£32D _ o:naa: 0181849 mJ 

blre...a::tq fie Btn:I tid;)tU roo:nIed 011 ITV !he CIIher ,.... 

..,;t 1J!II is Rcse< Mocn 15 olboI.J 10 '.-se 1Nl ~ wham, (5 a 
C\lI'MlefOII bfMo:.. Dien"rn.J!me- 00 you a) __ b' !he likes d Oft 

R.¥l« t:I v.i:bie on aboo.t !he ..-.ent!; at >W'IJ5 beIo<e he&dng bKk ~ 
001 r-..en. Of b) ~ tor the II!rrde <IX1tJU t:I ...tm ~ the 

lII1I'Oj'II'Ig ..,tenupbJn7 \~ fie rW!W I-1itach vr-FX88OE ~ 

A;M,nce \eR !hen!'s 00 need tI worry. bffiluso! as soon as Ihe 

• 

~s ~ ~ sysIitm oder6Ies !he t.o """'!he.m h.M! 

<;1,Wd 1M! fastt:x-d 1ISeIf ..... 1he ~ ~ ... I'mtf 
a SIandard IeaIoo! n !he VI(lI\d d. \Us. 

So i: c(IeIs a grut grnrnd:. but how does the ..... iIse!I ~ 

"",7 WeI. (s,) \0, !SI1~ ~? HaKty ~ ted1rri:>gy: ~~ 

pOcti..r\'. <l'Jerilge 5O\Tod, ind roI m..od1 else 10 raise ~ aro,.,. its breIho\>n. 

~ th.:rt IS, b 1he erildicmJon cA Oft R.lyner. Jot. 



• 

Sharp PC-A2SO 
• 'i2,19S_ o:nact (8))262 9S8 

'M1o.....:Ud h.we !houg!lt,IJSI a /e.¥ Vnt ~ ~ NI Iht II!*JI:I """'-'d 

~ lIS bOg a I.Jshon tJt:J:I!:'H1t'I ill an Nrrtan u or a PradI hIrdIag? 

But...".., n1he;eposl.v.:. ~ ~~_~0IIe' 

~ 11:1'" roeboob.~ao;po!I5tie. 
Wettme tie Sh"p PC-A250 ID Iht G!IWIl, an ~ si.e' 

~ ~ 1Nl: somehow maroages Ig a.n 11 64.\t> d IWoI. 

a 6.4Cb lad <boe. and" 56K moden 

P6 )".Xid ~ yoo get allhe ~ ¥Id comedorS yoo need -

J>du<:W'rg 5eMI. paralel, ~ II<'ld moose - pU an ~ ftoppf 

riiYe. There's noCD-ROM. ~ aItwgh.n:.d>er (200 M buy yoo 

, 5niL!r¥ ~ ~ dIM!. 

~ Nme. ~ from lilt fact lhaIlhe -'250 ~ en Ihe &nsy 

M.....ndJ .. ~b~lhaIislilr.etflO~.t..~"'r; 
~ ~ II'W'ld 'M!Iw! !he o:dne5 d ye»: beg. 

• 

Olympus \190 \tire Recorder 
• ~£100. cxnact C8X)(JTl 0070 

(Me ~one rJ Iht_ kttIe~yoo roJd roo 

n Y'»' h¥1d 1hs 'f9.1he ~ is ~ poke n Iht eye for 
IIuie v.hJ 1iri ~ II!<Xlrdeo. ".,.,.j ID be bIodv, bIadt, 

lJfhold~As~fIS,,~- ......... ~Wletthal~ 

458 - :he o.N!ICI!OU5 ~ V90 ~ ~ aIows 'fOJ 

10 re:;ord 33 ITW'IUIeS et jO..f ~ 11 ~ rnocIe, er a 

~ 90 1l1ongp4ay. 

".., V90 even lets yoo get.,..,... d sorted I:>f aoppng 
)'XI' '"""'" no ~ folders, and ID --.l eOOng ~ ~ 
~d~I'ICIISe,IheV~CMroI\ba 

MwtII' krls n aVi....nen speedlos ~ up. ~ We.lI 
ardloobng w-. the ooIr bI.g in !he sIwty or.crrert 15ft 

fact 1hIJI ~·s rcVW;ofll'~yr;umemos. 
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( out there) REPORTAGE 

sega gets off to dream US start , 
ui Mudlll ~'s ~ COo'l'f 400,(00 ~ IIew oII1he sheM!sd ~ ~ 
6.ri-we nweei:.dwle,..m. """'Y ~ ~open ~ till" f'Iltrtas D-Day. 

9/9/99, ~ ~MI be1he~ lllemhs~' ES's presoder1 

COl .. , oelled. "0.1' pn::t.k!m's ~ tI be ~!he derowId. • ~ ~·s ~ Moore. 

Party was: sega and 50ny go head to head at ECTS 

Ult; Soega mI'f not haoooe been able tl aftord tl eed. a SIa'ld. a:n n ~ tu. c del '5pIa5h Cd on I party tl mat; !he ~ am.raI at ot5 ~ SorlII ~ held ItS ......... 

ECTS ba5h ft ~ ~ Edp n&ntf made • aIcrv kJ bah scwe!S, and !eels cUy ban:! 1) ~ on h rrosI debauo::hfd ~ ... Iho! ~ __ ~ till" 1'MI ~ 

-... _-
• 

0° 

.. 
Tho:~ntIWIe 7/10 

\8ne ~ ( .... Moro Me~ ~ bird dI 

1!-oe~(ftI!dh~ Jfl0 

f/6 n"UC!1 ft,e pap • '/tU o::Ud I'Ientc. pU; 

mn hcc ooss. mill bup\ c.npe;. «. 

~b'f~'~~S/IO 

The '!pf!dIde' cl fII¥!r ~ St9:> ~ 2 

~fle""leIe:IOoedTVbod.~ 

on" PaJ 00er0I0Id D.lS1!I. !,IIO 

Onn;en. Ccri..sed . ...-.opart Mes:!y. SI lO 

)1/50 ~ 10 Se@oII 

.... 
The Mtoe$, ~ Goods YlIrd. 5/ 10 

T-M:I 01 tie gr!s co: o:I'BI5'. 1/ 10 

~ .. WIle. Se!P. "art ~!'wed roe 
WJ'IW c.MnI1:~, om 5/ 10 

~ We on ~ i!u<b"c bJI 

IOdeo ITIIdre. TabIo toab1II ~ 

~DJset 6/10 

Onri.er. SowIty. ~ M=y. 4/'0 



Exposing the underbelly of ECTS 

, 
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(out there) REPORTAGE 

• 

5ega unveils new character set ,. 
us:\..t..1he UI( has ID II'IIIke do v.«h I'M! ~ ~ ~ ~ n!he Slates oR 

copo::ooeo a .g1hN Ihrd _ (It TV hype.1'Ioob.:ed by !he.-n.Jlr:rl -.. betWId 'Ami. the 

IatesIIIXn:l at ~ ~ on ~ t;h.waoers .-.cl adlIaI ~ ac:\ICn T.Jken Irm> 

~ o.{.1he carne.a 5IIoOOpS __ !he ccrI5de ID v-tne br..,' of the ~ 

~ by OYer 4Opne~--.s 10 be ~ 0Ihe' ads b:u; ~oo 

sp:w\ garres uh iJ5 NFI. 2OXIord N8A 2000, ~ ~ reiIHiIe spatsrnm Fu:lky 

sonic for a day. 5ega for a lifetime 
DleallCilSt aacked 
Aus: • adn'! lake ior1! /or scI'twe 

~ tl beat ~'5 b:aIisatm 

Icdola: Ihs.-..sr. mod l.nI 

(bebw) ~ f*> a '-"1S 50. 

.rod .... be MiIIbIe Offt 5OCf\ 

~ <nUld AS75 (£30). 

.. 140 £DQ~ 

us: As part cl its preOOrd1 build ....,. 

~ cl A.rnenc.l re:entIy deoded 10 

~ a Sonic Io::>I:iHke ~ -

01 a 'Scnc 1i.NtIc'. as !he CCfTl'<Y"Y 

~ deWbed It The rUes ""l'fe 

olMous: IllIhe end ot !he d.1v,1he be5I­

~Sonic~\Wla~'5 

!I.4lPIY cl5e9' eq.opment C~ migh 

srw:te- " such a IlWiWd. tu ''''''' 
~1O~plemyot~n 

~~.rd~ 

seemed ID ~ f!rPf!he 
oo::a5I(lI'I. (WeI, j(lU ~ Iau(tI Qr or) 

A$IIangs_byfar_~'s 

'Spud DM!', ()lO!! agan, !he sanaro 
__ ~ tseII: a large II.b fo.J 01 

~ mashe::I poot;) was pres.mte:l 

b brM! me:rbets of Ihe po.bIo:: ID 

~ rlt).l(s Iwd 10 ~ ~ YoO:b1g n 

foe UK. tu ISega E\Jqle's ~ 

bed M¥I< ~ Ie3d5 the ~. <l<l'\olZed 

Edp 5Iaffer.; .....,.,·1 be f¥ beIW>d . 

• 

I 

• 



Gaming keeps on truckin' 
(" " 

us: ~ 9..rnmer pro.oed to be a t.me for tr~ to< 5egd <n1 id 

Software, l...th tx>:h ~ deodIog to IdI:.e to the road to mm 
~ suppo1 for 0rearncasI and Oxk II/;Arena (~'. 

kf~ rrolo! '" transpo1. ~ 45-f<lot,el.bLri; bus. pro.oed to be the 

~ fear5cme 01 the IOO.~. it WiIS the less web>rning: 

gamer> Md to be 18 DI <7M, Of ~ by a p¥en\, to gdin 

eotIy 10 the Iolx O.d.e 11/ tesI ~ on oiler ir&::Ie. 

Sega d'oose l'Ml mc<e rro:Iest vehode5 ,.,;m IM~ ~ Wt 

b\Ai:sIVy \abeIed the even! it; Mobie ~oh tt;u, Both <>re p<e5erlIIv 

sOl ., progress, v..m id JnistoIIg "' ~ <lithe HQ <J it; 

~ ~, ~ en the O!he< f>aod. OCA1tn.oes the 

~ p.ISh " to ne>:I j'e¥. Unfo1u1ate!y. ~ pI.:wvW1g meNI5 

\hlt there are no Ioc.ltiorl5Ihn ~ !(U -..sits ~_ s..h. 

Three months of mobi'" Quake III """e initiated by id CEO TOOd HoI~ad who rut the ribbon in Me$quite, Texas. during Quai<eCon 

• 

UK: .lilmes OfIred of Enf>eId 

~ the WlYltfoi ~ 74'5 

-"", 
~ldp Ml doN 

r.;.; progress as he en!.,..; the 

naInIaI fin..! of the (~ 

to be tHI "' 0d00er. 
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UK: ElSI¥H<IIdi en ~ 

software pir~ a.ro;..; are 1"0>'/ ao; 

<DIT'ImOIl os crap pop musIC OS It... 

orgarlISdIion contint.es to rarTl> 14> 
lIS 00.... to.o.r;Ws ... .ric.1!I1g It... 

s.earnier sod.: d the 1'l<LsIJy, bL1 t 

must rarey ~ ~asIl!r pi::b:1gs 

than its recent ~ at ECTS, 

GiJ:'narI, a ~ spe::iaIisI1g in 

~~lhatalcm 

lJSefS to watch VIdeo CDs and, 

yes. pI.Jy P"'~te softMlre, WolS 

~ ~ cs W¥e5 from a 
5ITlaI b:;.:;t1 at t.e 5I1CIN - o..rn( 

that is.1<Nt'tg \aKen <teMce from 

~, an ELSPA o..rvt conwted 

the COIl'l'¥'\"s entJ~ 5lOO: 

(bek>Nl· Aro::I P"''''-)' ~ to be 

so..dl a dan<.ie5tine urderI3krlg. 

... 142 £DG£ 

(out there) REPORTAGE 

rIlE! got you on to my skin 

us; You rn.JY I\,}ve seen 50ffie 

parIIO.Jarty dOOic.Jted ~ 

Ian5 p.l','I1g p:xI money to gel 

!her- troa; errbIaroned IM\tl 

cMrilClerS su::h il5 Soroc:, but 

here's sometI'rog yoo I'oO'I t I......e 

seen beIc<e - a ~ 'MtI1 a ~ 

01 a ~ prodtx;er, lh:. 

J'6.'iOO.l! in ~ is cne d the 
gang ~ v.m il55I5Ied in 

prctn<»:mIl'd.>'k cn vW, <tnd 

t.e tlttoo is d DMADe5ign'sColin 

MdcDooaki Now that'~ t..odom 

And the beat goes on (and on) 

IIp,11n ; ~ ~ fbpped rl the west, butt!... MSXnorr.... CIlI'Tlp'JtefIormat is still rl ~ ~- i'lIOl>:'KllS 

year; since lIS rlCepIm - among t!...1lardx:n- cOOng fraternity in Japan. a fact ~ lustrated try MSX 

l.3rod. a COI"'>'ention rea.'I'lt¥ held in ~, I'lnong the runerous setups en dspIay (the rrost ~ d 

...nidI shc>.Yng 011 ~ to a mOOiIe p/>c<>e. among ~ 0I:her ~l, one espeWIy ~ 

exarf"4'le played host to b'w b'w~, a Clt:n:';e Clt:n:';e ~ done~ 'MtI11<1;r\¥rd's 

~ mat.1rrngioe UK oxler<; Iw;d;ng Namco ~ ~ to sndIir QI..s to put ~ in ~ 

• 

DataStream 

Am::I<.o1t 01 fT'IOnq' Sony -..iI 
spent 00 its MentoI Wedhh 
~intheUK ; fl5 .. 
Amount 01 !'I'IOI'Iq' Sony nos 
promsed to .".00 in the us, 
Sl.JPlXl<ting rile P!ayStiltion 
br~: $150. 
/IIo.>mber of copoeo of Qual" 11/ 
AaMsioo experu to sell ., thtee 
~ of release I . 
ew of one ",""",le of adW:e 
from JntoGmie', ~ 
~t~ (1 .so 

Year-on-yea, "le '" Ed,.', AB( 

figur'" N 
Corrhined tumJo.oof of ~I 
5coMh ~'" compar.es in 
1 997 ~ 

Per~ of US male g~mers 
tmt earn """" tmn '50,000 
per)":3< : ]1 '110 
Percertt.:lge of US male 
populotion lhot earns """" 
than $50,000 per ye"': 22'110 
Pr.diaed percentdge of ,..,""" 
revenue in EUfOJ>" .nd the US 
tMt wi be gene<ate.:! by """"*' in 1003; JO'I'o 
Predocte.:! tct.ll worth of 
VIdrogam<' mal<el ... Europe 
arid the US;" 2003 SIJ101o 
_. age of US~: 2. 
R<lnking of ~ ,HQ ... Fortune', lis! 
of Arneri<:Io', 100 FosIest· 
GnJMng~ ] 

Pe«:~ 01 """'Japanese 
~irlNCl. 2~ 

T(ltdi~~~ated 
by the Arneri<:Io, ~ of 

~:stJ."""" 
Cost to Acdarm of deveIopiog 
S/>cIdow Man tor PC. 1li64 and 
F'layStd!ion' SIo. 
Cost to Square of produciog 
Fm RlrIlasy VIII ....,. 
Nurrt.er of <>n&r.e ~ &ch 
of ~ of Jap.>n's Drl'~mcosI 
""""" CMl harde: 1,_ 
Number of Dfeamc.ast """"" 
5eg<l 01 Japdn opeo-at<!! 2 
Number of ga","", ., GOC 
1999 whose prodoxtion used 
., ~SI one <ie<k"ned 1\1 
progr~: IO'rO 
_age perce<1''''i'' of toIal CPU 
~ ~lIocIted (0 1\1 ; l O'Mr 
Number of CD; tmt Kon¥no', 
d.ting~T~ 
MMlOtial 2 is sprud CNer: S 
Per~",ge of US PC,..",...,.. 
~ /lie f"""'~ : U'IIo 
Perct11T<1ge of console .oftware 
tMt " ptlrffiased by women ;" 
the US' 11 '110 

• 
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(out there) MEDIA 

LEFTFIELD 
Rhythm And Stealth 
IsonyJ 
.... bid. n 1996 Nlell!ield 

~ ter epo; \dI5m' olI;iun. 
~ qef"oer IeCIrCI pj <it>. 
Son !hen Ne! s.mes.-.:l pg 
0iIey hM dIkhed ........ hd< n 
... .-..eblhe~ (Uc. 
inII ...... __ ter..,.., mori;,ed 

.... IIII\151ed""""PO"~ .. ' 
Ihet.dNf"oe!ilClbesl~'" 
•• .."...,. Shok' rod~ad 
'P!\aI: I'I.!o!( hM ~ beo!n 
~1haI~1>e"""" 
"'l*l w.:t. ~ ..." El Yf IhIIlho! 
---... ncb-,~ ~..--Iy 
.... te IIun Ieo* I ~ bUwd 

ALl SEEING I 
Pidded Eus & Shefben ....,., 
One d ne -.est am.:.. '" ne 
j'Hf. M ~ I ..,. fine.......p. 
cl roe r.ll1IotISi"1! Ihe do& n..e. 
~ loom She&ld.1hev hM 
~tlaalll~rea:wd 

Ihanks mM ~ hertlcs. 
The red. SW'Ids ~ ike 
c..t.e! meeIS ~ Qmno!Ilm{ 

0"nsIIe IeodI toe ~ WIh w.. 
Lk A Pnhe( ""* WoOs Ct:xte 
erd tVnDn ~'s PhI 0Ny ~ 
I'm toe lpfC of", The b.Jobed 
~ cl BI¥wd'. s..p,.n Jorr; 

.. moRs.web;rne~ 

YOSHINOOI SUNAHARA 
pan Am 
(BungaloW) 
I'Itoie ('s.....oe....t«t>er 0" 

ncx >apan ~ os !hi most 

~oI~!\WOn5, 01'; 

~ cerIOrit'....,.t K> f<ow 
rUes. er. 'IbshincrI SlnIIwra and 
h& 'fC:¥ ~ aopor1 

CM'Il*IJ'I. <bessed """ t.e 
CI:II'a!X d ..... t.1oI!5I ohm 
..... q.l ..... fr<mlhe 

dofuncI: ....... "-n ...... ~ 
_~ tu r.-rlesllhon...., 

~. 'PIn 1nl' • cnr tmXlIh 
1b.rn ...... 1 dWI 0I*- b&!ts. 
TheyI'lVl'esa-~b,t 

1ile,-lrn:J,ohowK>~ 

INTERNET 
Site: American McGee's Ala 
URL: www.aUce.ea.com 

CRYPTONOMICON 

AiI:I'oouf'I noc yet out .,!he UK, il'swelwonh u~ 
cbMl NeaI SIephemQn's latest tInJgh:~ epc.1ts 
.wh ~ Io'IOb such itS Snow Cmsh andA Danond 

A!}e,1'ws ~~~n:Wed a deep 
~dtedlno::lll_~wCh~ 

plot!. and 01f6o'oeul ranb iJ5 one d his bel. The 
_ WItof tl d!5crbe (1$ as a am<; ~ l1'IomIos 

fYdo'1's Va\.cy's /brt:tow, .b!ej:tI Heh's Ca«h 22, 
and J/rTle!s fli'{s HdJtM. ~ «s Iumy. SUIe.!I. de\Ier, 
very cool n:I ~ oMlids !he WI!I-w:::m cabaistJc. 
ciqoes 01 od1er ~ ~ SIephen5cr1 also 
te(1!I1l7t' ~ that • mark:.1he sW! 01 an (It'p1g 

senes based DI1 axle§, too. 

Most d !he lIdion ~ p&;,ce o1mg WM~ ...nere !he 
~ cl Ihtee "'!he man ~.nC¥M 
~~. ~WaIerIl:use breab!he Enena 
code; Bobbr~ ~a ~IeafII....t.:tI 

~ 10 ~ 1h! Germans hi Enowna Ilasnl 

bee'! broire'I; ..tilt Go:m ~ 1Uds., ~ 
..,ageldty fa geld bars SIDI!on bv Ihe ~."",. 
~ ye!n~. bo: ~i!WJanged nh 
teot ShIttoe's son and ~'s gr¥ld5on play 0l.C 

srniar roies t:l1heif ~ rri! !his lime tile ~ 
I1YCIt.e tile fut..re 01 o:.nmerciaI eo::rypIlOn and tile 
~oI~~~money¥lem 

VHe • we9>s Wl at 0JeI' 900 pages II'Id.oding 
~ ~ rwds ~ ~ slut SICWy, 

In sID'I, ~ masIeIpiece. Go gelll 

TERANESIA 
SOtra iao-l hms ~ fuIed 00 smpIe conceps 
~ t:I eclrenes - t's ~ t:I go IMOI1£ WId'I_ 
madwles and IObcG. lid t:IO mur:h ~ III!r'di t:I 
~ <!oM> tile bon side 01 tile ~ I's. pIIlbIem 
~ bof ~ Ep1's ~ \xd:; - lIS 00Ie being tile 
possbIiI:e 01 ~ behaYo;u. The baSIS 01 
~~beSlf~~oItIlel'f:lesl.buI 

EgMl's prmlI5e 1$ a I!'IOfl! ~ mo; 01 genetIC \tleoo'y. 
The bI5IC 5IIJt'( i5 , good roe, ~ lM'"og 00 an 

6I¥ld. rlhabIed rri! bof t.s §ITl(I1 SI5Ier and t.s biologist 
~ Pr .... Su51 reies 00 tile InU!mL'I b' his 
~ I's ict,ac lniI. cMIwar breab CUI and a 
pIIne drops _ «l'OSS tile ISland. ... PrD's paoents. 

Ten c." 50 ~ Wr.. hisby repealS as t.s _ 
~~.-m~t:lfeIUT1t:1t1le_ 

....n-~ ~ ded, n seardl 01. ITly5Il'nCIt5 genetIC 

~, PrIitw ~ he<. An::I1hen tile ~ 01 
booIcgICaI ~ Slaltand ~ 
dwacter5 in grtUId cbo.n. • pd>abIy all!lI!aI1S 
somet!Wlg. buI pJI need • PhD ., DNA t:I son ~ CUI. 

C)le 01 tile most IlIrIS'-JI18 bIles ID reanty suface 
sees tile rQrn:us QxJ;e IeYeI ~ ~ 
IkGee _lOtIle~sceoe ~ t.s 
~ pilrMg 01 Wi¥ Wlf'I Id. Loosett bastd 
00 ~'(NroI'sAi:Pi'l Kb'ldI!Itn1ta1!s, IkGee 
501'fO tile P cA tile gaTlO! wI be ID cI!4eM tile 
Queen cA tets and ren.m 'N.:lnderWld ID romel 
~,tIle..-..l ~ 1$ wod 10 be 
~ dar'< .n::I tw5Ied, ....n.cn co.*I make • 
~ 01 a ~ mIe for EA, rtnOM\td as ~ 1$ 

for ~ tile ~ ~rnes rI'laI1<et But no mMter 
now good tile final game, lIS ~ WebsIte 1$ 

one 01 tile best U cA ridcIe5, ounes and SOf'Cefy 

• 



VIEWPOINT 
EXP,RESS-¥OURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH, BA 1 2BW (email: edge#ftrtur~(tI_uk) 

f 

r:I 0, here W{! are, almost ten 

1:.1 years since I purchased an 

NTSC SNES due to lacklustre PAL 

conversions and the very latest all­

singing, promise-everything console 

turns out to be nothing more than 

a fal~ dawn - 56K modem, a 

SO/60Hz hardware option 10f those 

who can U~ it, etc. tIC. At last, 

Euro garners get the choice they 

were dreaming of (no pun 

jl1tended). Or SO we thought. 

So, what's this then? A 33K 

modem, the usual cop-out PAL 

oonversions rep lete with glorious 

'wideMIeen·Q·vision' and built-in 

bonus of the much envied realtime 

slow-motion effect - unless the 

developers see rtt to inco rporate a 

SO/60Hz option into the game itself! 

Oreamcasl? Nightmare ensemble 

might more appropriate. Oh. and 

hang on, they'~ delayed the release 

for nearly a month ~ aren't you glad 

some big chainstore can get a little 

fatter off your deposit? 

Now, as we Brits are finally 

realising that we're getting shalted 

for everything from ~onsumer goods 

to cars, I can only hope that garners 

vote with their wallets. 

I'd been holding out for a PAL 

Dreamcast and all that was 

promised, if nothing else but to be 

safe in the knowledge that I could 

use its ne\w{)rk capabilities with 

fellow Europeans. And, having 

played a friend's Jap.lnese import in 

February, I was ~ry mud1 resigned 

to buying my' very first pieo::e of Sega 

hardware. Not any more. 

If these people continue to 

regard European gamers with 

contempt, then contempt is what 

they should get in return. 

I had bee]1 holding out for a 

. ~2 Ultra card for my PC but 

decided to use the money fo. a 

1 44~' 

Dreamcast instead ~ until now. I'~ 

enjoyed countless multi player 

experiences via my pc, and 

although the initial outlay is steep, 

I really don't envisage any half­

arsed console coming close, so 
my deo::ision has been made fa. 

Dreamcast launch has been the 

most anticipated event in the UK 

games business since the PlayStation 

~ lefs face it, the N64 was a damp 

squib. E~ry shop window in HMV, 

Virgin and EB is adorned with 

bumph ~ release dates, etc. 

'I've enjoyed countless multiplayer experiences 

via my PC, and although the initial outlay is steep, 
I really don't erwjsion any half-arsed console coming close, 

so my decision has been made for me - by sega itself' 

me - by Sega itself. 

Ifs a shame, because for 

someone like myself, who has never 

been a Sega devotee, I was sold on 

Oreamcasl Until such time as we 

are treated with Ihe same respect as 

our NTSC cousins, I will not be 

parting wilh my cash, and wilh the 

imminent release of nVidia's 

GeForce GPU card, I think I may 

ha~ just made the right decision. 

Du n Penn, 

via email 

D wonder if Sega knows how 

daft it must now loolc.? The 

• 
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I co-run a games shop in 

Aberdeen and ha~ taken numerous 

preorders for Ihe Ihing. When Sega 

confirmed the delay ~Ierday it had 

two affeas on our two prime 

customer groups. First, the hardcore 

gamers. Some promptly cancelled 

orders and mail-{)rdered import 

machines (not from us!). Others 

simply cancelled orders due to a 

lack of confidence in Sega's 

commitment 10 the UlC/Europe 

market These folk will spend the 

£ 199 on Wipeout 3, Jet Force 

Gemini, etc. The seo::ond group are 

the nouveau gamers - these are the 

folk that have been into games 

since the PlayStation shot to power. 

Their only experience of Sega is 

failure of the Saturn. These folk lap 

up RFA 2010, Tomb Raider, etc. 

The reaction in this group was 

mixed. Some, upset at the delay, 

asked if the price would come 

down due to the delay and 

wondered whether we would be 

giving away a free game as 

compensation, but generally they 

didn't care much either way. Their 

dads had pa id the deposit so they 

were happy to wail 

Some other nouveau gamers had 

been interested in this new wonder 

mad1ine but the delay has made 

many of them think twice. I had at 

least five turn their £40 deposit into 

Speed Freaks or WWF Attitude. 

Has Sega forgotten Ihe firsl 

Christmas on Salurn when '*ga 

Rally/VF2 didn't arrive unlillanuary? 

This was too lale, as Ihe majority of 

folk had joined the PlayStation 

bandwagon. The Saturn never 

recovered. Now the reason for the 

delay, we aSSI.lme, is thal the online 

bit is nOI ready? To be honest, the 

majority of folk who want a 

Oreamcast aren't bolhered, they 

want Sonk and Seg<:l Rally 2, and 

they want them now (as do I). SO 

maybe Sega should think twi(e and 

launch on time and show a bit of 

commitmef1t to the UK gamers who 

will make o. break the console. 

By the w~, the pre5S release 

whi(h 're(onfirmed' the I~url(h was 

(rap. Fo lk are not stupid - it's 

delayed, end or story. 

TellY Cha rl eton, 

via e ma il 

r:'1 eading last month's 

LiJ Oream(ast featu re dep.esse(j 

me greatly. While I was happy to see 
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you wear your heart on your 

sleeve by dedicating the first page 

to why we should ,,11 buy Des. your 

own (Ontidence in the format 

wasn't et:hoed by the ,est of tht': 

opinions in the artide. Rather than 

giving it a fair (hance, it appears 

that many are qnically writing off 

the platform for one reason and 

one fl"dSOn only: PlayStation2_ 

Comments like those from Gary 

Penn - deKribing DC as"" snack 10 

oonsume between PlayStations· -

5Um up the way in whkh SOny has 

singlehandedly changed the 

industry into one that celebrates 

installed userbases and quarterly 

turnOVi!f over origindlity and 

creativity. N~r in my memory have 

publishers purposefully not 

developed for a neoN and powerful 

console be<ause of something that 

is set to hit the shelves in a year or 

so's time - until now. Okay, so 

money is what keeps them all in 

business, but it used to be the cotse 

that games made money becotuse 

they were grea~ not because they 

were on a spe<ific machine. I can 

foresee a future in which the scene 

could be polarised completely, with 

an 'underglOund' Sega/Nintendo 

contingent not mixing with the Sony 

mainstream, which certainly cotn't 

be good for anyone. 

Maybe this is iust a whinge from 

a gamer who's getting a little long in 

the tooth. but don't you feel pangs 

of regret for the passing of days 

when quality not money drOVi! 

people to write games? 

I for one applaud everything that 

Sega is doing with DC. In this 

increasingly stale world the 

compaoy is attempting to give 

game's something truly different to 

choose if they want to, for Ihe sake 

of games, not cash. I only hope 

enough people still retain enough of 

an opinion to make that choice. 

Jame-s Sapwell, 

via emai l 

m living read the letter from 

Mark Brooks in ( 76, I 

wondered whether he was enjoying 

his Dreamcast in black and white, or 

does he have the IlUury of an NTSC 

TV? My Hong Kong version of the 

DC was my first foray into the 

import market and I didn't know 

what to expect. Let me sum up the 

problems that I encountered. In 

order to play games in colour it was 

essential to buy a PAL converter, 

which for me added another £70 to 

the OVi!ral! cost se<ond, the DC'S 

analogue stick on the joypad is very 

clumsy when compared to the 

N64's and doeso't seem to have 

imprOVi!d much for the European 

release of the console. Also, you'll 

need to buy a memory card as, 

unlike with N64, it is virtually 

essential for playing games like 

Sonic Adventure, which 

unfortunately doesn't save 

progress in the game. 

repeat of the naws in the Saturn's 

game lineup. The games that one 

can buy for this version of the OC 

are obviously only Japanese games. 

which mean that games like Sonic 

Adventure and, in pa rticular, night 

sims become frustrating 

experiences. In my view most of the 

games available look to be already 

overstretching the machine's 

resources, with Sonic and Sego 

Rally 2 (in twoplayer mode, 

espe<ially) being the biggest 

offenders, with plOblems with 

smoothness, pop-up and fogging 

regularly encountered. 

When the PlayStalion first came 

out it appeared to be way ahead of 

the PC and a few years had to pass 

until the average PC caught up. But 

I f~1 that this hasn't been the cotse 

with Nintendo's and Sega's latest 

offerings. I therefore condude that 

the DC and even the N64 have 

been released too late and at a too 

high a price, so now I have chosen 

to sell my OC and eagerly await the 

launch of PlayStation2. 

Peter Beaumonl., 

via email 

'With all this talk of next-generation consoles, it 

IS sad to think that the one defining factor that will 

make or break the new wave of machines is the casual 
gamer, who does not buy a game based on reviews' 

Another downside to this option 

is the need to pay usually £50+ for 

the latest games. My last mistake 

was forking out something like £SO 

for House of the Dead 2 (with gun). 

Also, the games coming through 

. were indicating a heall)' reliance by 

Sega on its own arcade conversions. 

I agree that games like Power Stone, 

Get Boss! and Crozy Toxi sound 

exciting. but I see this as only a 

• 

rr.n ith all this talk of ne~-

W generation consoles, it is sad 

to think that the one defining faClor 

that will make or break the new 

wave of machines is the casual 

gamer. These people do not buy a 

game on the reviews they see but 

on the advertising it re<eives and in 

what magazines it is seen in . 

11 will not mattel to the casual 

gamer if a game gets ten out of ten 

in you. magazine but whethe, or 

not it w~s in FHM and which 

super model it was seen ne.t to. 

The Dreamcast has already 

associated itself with many famous 

football teams and star personalities, 

but I doubt this will be enough. 

Alter seeing the NGPS I realise that 

Sony has abandoned the classic 

console look for something that 

resembles a hi-teo::h CD player. 

Unlike Sega, Sooy is not 

associated with games but with 

little wonders like the Mini Disc. 

This will be its selling point. The 

Oreamcast is a gaming machine; the 

NGPS will be a media centre . 

However, that is why t have already 

plrt down a full deposit on a 

D,eamcotst - il is a console in every 

sense of the word for, dare I say, 

real gamers, while the NGPS is for 

people who want it to fit into their 

hi-teeh lifestyle. 

Just remember that until frve 

years ago Sony hadn't even released 

its first console while Sega was 

about to bugger up its thild. 

Paddy Duncan, 

vi, ema il 

r-;, reamcast day rolls ever nearer 

L!.I and I find myself getting more 

excited by the day. But perhaps it's 

time to think again about laying out 

BOO on a new console and a few 

games. I have a history of jumping 

on the wrong b.:Indwagon. I had an 

Amstrad 464 when everyone else 

had a Spe<r:y. I bought an Atari ST 

when everyone else bought Amigas. 

I went with Apple when the PC 

reigned sup.eme. I played with a 

Saturn and then an N64 when the 

PlayStation took off. I always back 

the wrong ho.se - or so it would 

seem. If only I had followed the rest 

of the sheep, but then I would have 

£DG£ 145 .. 
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missed some great games ­

Marathon, Ze/da and Virtue Fighter, 

to name but a feoN. 

Reading the 'Industry Litmus Test' 

in E76, you could be mistaken for 

thinking that industry insiders are 

just wailing for Sega to fail. Let's 

hope that it doesn't. Sega has 

contributed some very fine moment5 

in videogaming history. Who can 

lorget ~ing their first Sonic race 

acro5S the screen or their first 30 

Virtue Ftghter grace an arena? 

It scares me to think that Sony 

may have already won the next· 

generation console battle with a 

press release. Perhaps the real 

danger to videogaming is not the 

Cil5ual gamer (as some have 

suggested) but in the minds and 

attitudes of softcos waiting for Sorry 

to tell them how higtl to jump. 

Mark Lynu, 

via email 

Rarely has opinion on a new format 

b@ensodivided. It's worth noling. 

though, that positive, pro·5ega 

reader feedback has outweighed 

negativity in Edit'S postbag. But 

then gamers' missives outweigh 

those of developers, who seem to 

~ the least (Onlident in Sega's 

endeall(lurs. by a huge margin. 

D n reference to your 'Hooray 

101 HolI)"'NOod' article [E76], 

it is worth considering that in 

absolute terms (nOl considering 

the vagaries 01 graphical qualrty), 

film is a lar more technically 

limited medium 01 entertainment 

than games. It is these limitations 

that have inspired filmmakers to 

some of their greatest works. These 

include technical achievements such 

as Orson weges' use 01 deep locus 

.in 'Citizen Kane', to the exploitation 

of the viewer as a helpless but 
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complicit voyeur in Michael 

Haneke's 'funny Games'. 

Film has always e. plored its 

own boundaries as a geme in a 

way that games find difficult 

I think the reasons for this are 

simple. First, that of a limited 

audience: most people still prefer 

their entertainment passive rather 

than interadive, and the form is still 

limited mainly to younger males 

thus limiting e.perimentation in 

the geme. Second. there's the 

astonishing speed of tech nical 

advancement - film has taken 100 

years to develop from its infan,)" 

but films made in the '205 and '305 

are still fully comprehensible to 

us today, as the basic form of 

Hollywood narrative has barely 

camera, as a result of a 'just because 

we can' mentality. 

Sethb, 

via ",mail 

D am nearty 30 and have been 

playing games ever since 

Monic Miner. flite and Blue Meanie!; 

(on the VIC-20, for God's sa~e) and 

I've read a few (Omputer magazines 

over the yea rs. but I've never felt the 

need to write to a letters page before. 

But having just read some of the 

comments in your September issue 

I just fel t I had to say a few things. 

Edre is an excellent magazine 

and a couple of my friends in the 

industry tell me it is the must-read 

for them and their friends. so why 

are so many 01 your readers so 

'The basic form of Holo/WOOd narratwe has bare~ 

changed over the last 70-odd years. In a third of that 

time gaming has moved from one player chasing a 

perfect Pac-Man score to a vast community of TFC clans' 

changed ove r the last 70-odd years. 

In comparison, in a third of the time 

the gaming world has moved from a 

single player chasing a perfect score 

in Pac-Mon to a vast communrty of 

organised dan membels battling it 

out every night over TFC. 

Gaming can also benefit from 

its technical limitations, like the 

PlayStation's graphical shortcomings 

forcing the still camera angles in 

Resident Evil which mimics the 

Iow-budgel/high·impad methods 

of Romero. let's hope that in the 

stampede for te.::hnical 

advancement some 01 these 

devices· are J"H)t abandoned. 

The next Resident Evil, for 

example, could benefit greatly from 

the use of proper cinematography, 

rather than a constantly wandering 

• 

childishly intolerant and abusive of 

any game or console that lIappens 

not to be one of their favourites? It's 

getting to the level 01 pub argument 

about music: · 1 like Fatboy Slim.· 

· No, he's shit, jazz is much better." 

"You're stupid, the Stones are the 

best· And so on. 

Isn't it a shame that when the 

games industry is finally growing up, 

appealing to wider audienc~ than 

ever befor@and be.::oming a 

medium to be taken seriously, that 

we can still have people describing 

others as idiots lor liking different 

games than themselves. I like 

Tekken J, I like Driver (in fad t had 

to invent thlee new swearwords 

today when the police edged me up 

against a wall yet again); I don't like 

V-Rally and I don't like G-Po/ice. It's 

what is called an opinion. And the 

last time I checked. we were all 

entitled to one. 

Yes, sequels are lazy, but some 

01 them manage to better the 

originals, while some 01 them don't. 

But because someon@choosesto 

buy a sequel to a game that they 

liked - because they appre.::iated 

the game play, charaders, style, etc ­

doesn't make them an idiot, merely 

someone with some money to 

spend on some entertainment 

We all wish every game could be 

groundbreaking. but has anyone 

been to the cinema rec@ntly? 

listened to the music charts? Read 

books? Success breeds derivatives, 

and there's a lot of rubbish out 

there. That's why we read 

magazines like Edge - to get some 

idea of quality before buying. I'm 

sure there are people out there 

who think 'Satman and Robin' is a 

great fi lm. I personally disagree, 

but I don't feel the need to write 

to a film magazine to lambast 

Warner Brothers and call these 

people silly names. 

It's a shame you feel the need to 

print these letters. Did no one else 

have anything better to say that 

month? It's time to accept that 

(drum /OlIlollowed by shock) 

publishers and developers do things 

to ma~@ money like every other 

business in the world. Persil doesn't 

care about your dothes personally, 

but if putting a blue stripe in its 

tablets mak~ you buy the produd 

then that's the way to go. Please 

can we keep some perspective? 

Ashley Simmons, 

via email 

Aw, come on. ·Batman and 

Robin' was a wo.k of art. Pure, 

unadulterated genius. Fatboy Slim, 

though? Never heard of him . 
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