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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT ► I 

T 
oby Card jokes that he wants a 

Ferrari for each of his toes, harking 
back to the larger-than-life teenage 

programmers of the 'B0s. Ironically, EdJe 

cover stars don't come much smaller than 

Card and his associate Paul Douglas. As the 

creators of Tomb Raider, the pair can lay 

claim to fathering a modern icon, for helping 

to shift gaming into the mass market and for 

almost singlehandedly bankrolling Eidos for a 

year. And yet it's unlikely that even one per 

cent of EdJe readers will recognise them. 

The contrut between multi-million

selling game creators and the Interchangeable 

ranks of musicians and actors who grace the 

newsstand each month couldn't be more 

acute. By striking out to set up Confounding 

Factor, Ca1d and Douglas join an exodus of 

star developers staking a claim for gaming 

talent. Of course, not everyone will be a cover 

star. But at least the trend might help more 

developers to make bold games like Tomb 

Raider, as opposed to being shacltled to 

unimaginative sequels. 

One of Card's strengths - animation - is 
the subject of Ed1••s main feature this issue. 

To hear people arguing over the sexine$S of a 

videogame character like Lara Croft says more 

about how far games have come in recreating 
human beings than statistics on frames per 

second or hours of motion capture ever 

could. Just as animators are running up 
against the limits of keyframed animation, 

techniques like skeletal simulation promise to 

usher in a new era in realism. Ed1e examines 

the front-runners. 
The differences between Toby Card's 

original character, Lara Croft, and his latest, 

Rhama (above), represent three steady years 

of both technical progress and artistic 

evolution. The difference between placing 

Lara Croft on the cover of a videogames 

magazine or a picture of her creators 

represents a leap of faith. 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET. BATH, BA 1 2BW (email: ~ awl) 

l"I our initial opinions regarding 

M Dreamcast seem to be far 

more favourable than they were 

with the Saturn. However, in your 

artides you seem to be obsessed 

with whether the performance 

matches Model 3 or not 

This probably won't become 

apparent until finished software is 

available, and as of now Sega is 

confident that it outperforms 

Model 3. I'll take its word. You were 

right in your artide to s:ay that 

Dreamcast draws triangular polys, 

but if it does shift 3 million, which 

most developers s:ay it does, it 

will be able to display 1.5 million 

squares. Considering Model 3 shifts 

in the region of 1 million squares, 

my bet is that Oreamcast is at least 

on a par with Model 3. If Segel can 

deliver the softwclre, it should have 

a winner on its hands. 

Johnaript. 

via email 

D wonder how much money 

Sega spent on the curly 

Oreamcast logo? There's a 

furniture/ ornament store in 

Glasgow's west end called 

Evolution with exac:tly the same 

logo, except for different colours -

orange on purple if my memory 

serves me right. Whatever Sega 

paid, I think it was too much! 

Greig Chisholm, 

Glaspw 

rr.n hat is Sega doing with 

l;il.li Dreamcast7 I appreciate 

Saturn has failed, but is the time for 

a new console right? Why doesn't 

Sega learn to play its cards doser to 

its chest? We have been hearing 

rumours and reports about 

Dural/l(atana for over two years 

r\lWII (just as we did with the 

Saturn), and all of them have 

proved pretty much correct. Nice 

one, Sega, what have we heard 

from Sony? 

Does Sega think that if it Is first 

into the market that it will win (that 

worked for 300, didn't itl)7 Why 

hasn't Sega learnt from Sony? 

Surely it would have been been 

more sensible for Sega to develop 

in secrecy, wait to see what Sony 

I guarantee you 15 months from 

now, when Sega finally manages to 

deliver Daytono 2, Sego Rally 2 and 

Virtuo Fighter 4, that Sony will have 

stolen the show with a highly 

publicised announcement of a 

DVD-based system ten times as 

good looking as Sega's. 

Nick Ralph, 
via emall 

The whole Oreamcast situation is 

·wrry hasn't sega learnt from Sony? Surely 1t would be 

sensible for Sega to develop in secrecy, wart 
to see what Sony had been doing, then beat it. Sega should 

realise that 32bit gaming has peaked' 

had been doing. then beat it 

Sega should realise that 32bit 

gaming is reaching its peak (most 

Nintendo 64 and Play5tation 

owners having only brought their 

consoles within the last 18 months. 

The market will dry up just about In 

time for Sega to launch its console. 

I have read that Sega wants 

Dreamcast to be a mass-market 

proposition. Well, I hope it's 

planning to sell it for under 

£ 120 - but with a modem, 

12x CD, PVRSG and natty LCO 

controllers, I can't see how. 

-· 

an Intriguing one, if only because 

Sega has so much to prove. 

While polygon counts can make 

interesting reading. it's ultimately 

going to be software and marketing 

that will figure most prominently in 

its success or lailure. Rest assured, 

Edge will be here to offer the most 

unbiased coverage of the format as 

it turns from dream to reality. 

n fter the past two years of a 

[al consistent and steady level of 

good software on the Play5tation, 

I find it terrible that the list of lour 

games I eannatbd to, pun:hase 

this year has yet ID be added to. 

While gamers wil ,_. buy -v 
title released, the fad thlt my list 
has not been added to because ol 

a lack of choice, rather than 

personal taste. is terrible. 

As a devoted PlaySt.Jtion owner, 
I find myself constantly questiarq 

Sony's policy of flooding ils 

platform with third-rate softwae. f 

the follow-up machine is to st.lnd 
any chance of market dominalion 
or success, then Sony would do 

well to win the confidence and 
loyalty of the gaming community by 

sending the PlayStation out with a 

quality 'bang', rather than a 

splutter of rubbish. Alter all, 

consumers historically dislike a 

company that gives them the 

proverbial two fingers once the 

money has been made. 

I hope a company with the dear 

perceptiveness of Sony will note the 

growing dissatisfaction in the ranks. 

I mean, come on, four pmes! 

Rlchards,-te(. 

vla.aail 

r:J ommiserations on your worst 

L:J cover yet (E60). Absolutely 

atrocious. Ate you worried that you 

aren't being noticed on the shelves 1 

Happily, it was wrapped around an 

excellent issue. In these times of 

style over content, Edp is a joy. 

Duncan Mdtenne. 
via email 

['] our reviews of the pre-FFVI/ 

U Playstation RPGs always 

compare them to older 16bit gemes 
that you seem to fondly remember. 
Not having been exposed to them 
and having enjoyed games such as 

Sulkoden and Vandal Hearts • great 

deal, I thought I might investigate 
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further. I briefly dabbled in the 

twilight world of emulation but my 

ageing 486 just isn't up to task 

( even if it was, I prefer to get my 

RPG fix relaxing in a comfy chair in 

front of a console rather than 

hunched over a keyboard). 

I was seriously thinking of 

upgrading my PC just so I could 

play the likes of Chrono Trigger and 

FFV, but once again the cost was 

prohibitive. Then I realised that for 

the price of a single PlayStation 

game I could buy a secondhand 

SNES with several games. This is 

quite amazing when you think 

about it. Square is about to release 

a port of the original SNES Fino/ 

Fantasy V for the PlayStation and 

it will probably retail for more than 

the price of getting a secondhand 

SNES and cartridge. 

Unfortunately, once again my 

plans have been foiled, as it 

appears very few of the great SNES 

RPGs were ever released on PAL 

Either way I think I'll go ahead 

and get a secondhand SNES. In 

recent editorials you've talked about 

the new mass-market consoles 

opening up the gaming Industry to 

those who had not been exposed 

to it before. I think there might be a 

lot of recent converts like myself 

who are surprised by the quality 

and range of some SNES games. 

When you consider just how 

cheap secondhand consoles are, 

compared to the price of N64 and 

Playstation games, it seems to me 

to be a pretty good purchase. 

Ashley Wakeman, 

via elMII 

171 fter playing the entire Street 

LiiJ Fighter and TekJcen series, I 

have to disagree with the 

comments Ross Thody made 

regarding the fighting genre. He has 

compared two styles of fighting 

games on one level, while there are 

many more to explore. Firstly, and I 

think most imporlllntly, is the fact 

that the Street Fighter series is 

wholly 20 (and I include Street 

Fighter EX). This means that the 

programmers don't have to make 

adjustments for real.world physics. 

Characters move much faster than a 

human can, making for blisteringly 

fast and frenetic gameplay. 

While this is a very good style, 

which lends itself well to an arcade 

scenario, in my humble opinion it is 

realism, not special rieds, that 

make a fighting game. The Te/ck.en 

series has this in abundance. From 

Lei's multiple fighting styles {all 

authentic kung-fu stances}, to IGng's 

bone shattering throws, to Eddy's 

superbly realised capoeria style. all 

of the characters move and fight as 

a real person would. Therefore the 

fights are more measured and 

fighting moves, and are therefore 

easy to predict. At the end of the 

day it all comes down to personal 

preference. I like Tekken, Ross 

Thody likes Street Fighter. I guess 

we can agree to disagree. 

Chao Ejinclu. 

via e1MII 

['f'J ou really are hypocritical and 

U console-biased. Let's look at 

the fads .•. 

Super Mario 64 - a stunning 

game, very well done. A real 

winner, and even I will say it's 

w0f1h ten out of ten. Gron Turlsmo 

- a fine game, very good in fact. I 

have spent many hours playing it 

myself - ten out of out ten for 

'redefining driving games'. Possibly 

a bit over-zealous on the marking. 
but I can live with it, as long as your 

scheme is consistent Unreal - the 

most graphically stunning game 

ever. The most advanced monster 

intelligence ever. Incredible scale 

'Square Is about to release a port of the original 
Final Fantasy V tor the PlayStation and 

1t will probably retail for more than the pnce of getting 
a second hand SNES and cartridge' 

calculated, calling tor a cerlllin 

degree of cool-headedness instead 

of frantic button-bashing. 

Also. in Te/ck.en it is almost 

impossible to predict what an 

opponent's first attacking move will 

be, which always adds an air of 

tension to the game. In Street 

Fighter, any competent player 

should be able to guess that 1he 

· opponent is most likely to jump in 

with a heavy kick, use a fireball or a 

dragon punch-type manoeuvre. All 

the characters have the same basic 

and level geometry - you cannot 

say it won't redefine 3D gaming 

forever. Elght out of ten 1 Your 

arguments for this are that it's 'too 

much like its competitors' and the 

'the monster animation is not good 

enough'. Did you review it on a P60 

or something? My 3Dfx-powered 

P200MMX has none of the 

aforementioned problems. I'm not 

sure what games you've been 

playing. but I've never seen 

anything like Unreal. 

Maybe these things were ironed 

VIEW POINT 

out before the final release. 

Unreal changes its genre 

forever. You only need to look at 

the amount of gamers playing and 

the number of developers licensing 

the engine to see that. So why do 

they not get the coveted ten out of 

ten? Curious, isn't it7 

Adam Wright. 

via e1Ml1 

r:2 ome questions to consider: 

IC:.I 1. Why in the past ten or so 

issues have you featured pictures of 

Zelda and constantly billed it up to 

be great when Nintendo can't even 

finish the title on time 7 Perfection is 

one thing but from the way it looks, 

I don't think it will ever be released. 

l. Why do you always use your 

generic name in reviews, features 

and everything else you write7 

:s. Why have you peisistently billed 

ColdenEye to be the bestN64 

game when it is an unimaginative 

Doom/Quake/Duke Nukem done? 

I appreciate that refinement of 

certain genres is a good thing. but 

GoldenEye hardly pushes back the 

boundaries in firstperson shooters. 

However, thanks for producing 

such a fantastic mag. Keep up the 

good work and all thal 

Malil Waldron, 

viaenMII 

Some answers: 

1. Because, on the evidence to date, 

it might be bil!ier than Supe, 

Mario 64, the repercussions of 

which could seriously change the 

way videogames are designed, 

2. That's just the way ,t is. 
:s. GoldenEye is hotdly 

unimaginative. How many other 

firstperson shooters. even now, 

offer anything like its diversity? 

It remains a firm Edge favourite, 

over a year after its release. 
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The latest news from the world of interactive entertainment 

DREAMCAST DEVELOPMENTS EMERGE 
sega's fresh platform Is treated to a tentative embrace by the world's videogame makers 

Dreamcast™ 

Sq■ has unveiled fresh shots of 
Drumcalt's,VMS memory unit In 
use, both In and out of the new 

.. console' s control p,ads. This odd 
CodzJIJo title Is the flm VMS title 

o Ille wake or sega·s announcemem of Its new 

oreamcast C0flSOk\. rurmer oeta11S o1 plalVle(I 

development for the machine haVe been releaSed. so far, over 
1 ,txX> dell kits have been shipped to over 120 developers 

worldWide, although sega IS asldng tO see game conceptS 

prior to delivering the deviceS. IO Older t0 avoid a market 

swamped with B·grade tnles, the company Is alming to 

eventually maintain a quality control system fOf Dreamcast 
However. sega·s current threshold seems rather SlJSl)l!Ct -

thirdparty games w111 only be rejected If they are deemed to 

contain 'socially unacceptable content'. leaving the gateS fairly 

wide apen for whatever developers wlsll to throw ll'lrough it 

A PoSltlon between S0ny's softwale free.for-all and Nlntenoo's 

llmlted selectfoo of biles would seem Ideal for sega 

cautious comments 
While rumours are rife on me Internet regarotng possible 

Dfeamcast titles. those actually confirmed as being In 

devetdl)ment remain members of an exclt.lSM! club. or the 

companies Edge has contacted, most have renected the 

cautious optlmism voiced IJ,/ confounding Factor's Toby 

Gard. We only spoke 10 sega recently.' he admits In this 

month's fearure (see pSO), 'but It's a really nice machine. we·n 
have to see: His P!evloUS employer, eore Design. ls also 

thought to haVe a Dreamcast title In the worl(s, but has thus 

tar refused to comment either way on the game's existence. 

Surreal Software. the firm behind Psygnosls' fortl1<Xlmlng 

PC title Drakan. was recently quoted as expressing an Interest 

In sega·s machine. HOWever, while Dralran's vast environments 

make it an Ideal candidate ror oreamcast PSygnosls' owner 

SOny may have a rattier different opinion. cieany, In relation to 

the westem launch of the conSOle It Is sUII early days, with 

many Eurapean and American firms ready to do little more 

than e,qiress an Interest. contacting us Dreamcast clellelol)er 

GT JnteraCtJve revealed nothing othef than the company Dne. 

Meanwtille, NEC. partnered with Vkleotoglc In the 

production of the Pov,,erVR second Gene.raoon ch1pset. has 

two games underWay for sega. llle first or these Is an RPG. 
currently Club!led sevent/1 cross and lt1emeCI around 

evolution Players must guide the lnltlally slmple character 

through its life, shaping Its progression through lnteractlon 

with the enV1ronmenL NEC's second game Is 5enngOku TIJrb, 

Intended to be a far more action-oriented experience although 

RPG elements are thought to feature. 
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NEC's two titles for the n-se,. console are durfy • Ions way froa caapldloa. 1he hlply colourful Senngollu 
Jurb (main, centre) Is oddly reailnscent of urly PlayStatlon titles. SewMdl ODu (rlpt) loob curiously sparse 

1n the run up to the console's NCM!fllber 20 JapaneSe release date. sega wlll host 

a numbef of events to prorrote Its plan$, septembef wm see the second llalf of tile 

·sega New Challenge conrerence', a follow-up to the original anrwncement held on 

May 21. It will be at this gathering that Dreamcast's launch titles wlll be aonouced, 

Including which l>M dMsloo games, such as \.'fmJa F/gflter 3, are on their way. (Sega 

now claims that one of the MA groops has achleYed a polygOo performance of almost 

foor million Hat-shaded triangles per second. although this has yet to be confirmedJ 

1he tolklwlng month, sega will give mermers ol the JapaneSe public their first 

chance to play Dreamcast titles, at the Totyo Game snow. Expect Edge to 

beat the crowdS and deliVer regular updates llerM!ell now and 5eptember. 

RAGE REVELATION. 
age software has joined the 

growing ranks of Dreamcast 

developer~ Just pnor to Edge's 

pul)lk:atkln Cleadllne. the rompany's 

director or rnar1celing Neil Critchlow 

confirmed that. 'Rage SOftware Is proud 

to be working on Incoming for the 

Dreamcast Japanese launch In · 

November 1998.' He added that, We 

have the deepest respect for the 

company's [segaJ hlstolV and ability 

within both Its hart!wate technology 

and software development businesses.' 

1he news that the well-receiYed PC 

Incoming for Drumcast should 
111lly out-pn th• PC version 

release Incoming will be a Japanese 

launch title Is nota.ble. not least for the 

game being of western origin. Furtner. 

rt is the flf'st game to pulllldy 

delTIOOSlfate Dreamcast's compatibUlty 

with Intel systems. critchlow went on to 

say: 'Rage genuinely believes that 

Dreamcast technology Is clefinltil/e 

second generation and therefore 

pledge oor full support going forward.' 

Edge contacted Andy WIiiiams, 

tedlnk:al director at Rage's Birmingham 

office, whO was able to shed a little light 

on oreamcast's current development 

ldts. we have Step 2 now; he e,cplained, 

'with the video chlpset on. In the early 

days it emulated the video chip as well. 

They're expecting a fMl times increase 

In Spee(! Jover Step 1) for the real one: 
'll1e early board that we have Is like 

• an emulator. lt'S got the graphics chip 

on, but a 10t Of the other stuff Is 

emulated with the processor. What It 

seems to be doing Is when you 

• 

romple, it generates normal Pentium 

code. and It runs that. SO all they've 

given us Is a vtdeocard, basically.' 

Williams was full of praise for 

Oreamcast: 'Technically, It's a very nice 

machine. If you were to give most 

programmers the choice between 

Dreamcast and PC. theY'd go for 

Oreamcast... IMndows Is a nightmare.' 

While Rage PC titles are of 

SUffiCent quality to represent a ma]Or 

annooncement. other conversions 
to oreamcast cookl be unwelCorne. 

HOweVer, WIiiiams feels that havlrlg a 

fixed target machine. as with sega·s 

console. will be a benefit 'TO write 

something sloppy takes half the time. 

When you only have·one rype of 

proce~. you knew now fast 

evef)'lhlng goes. And If someone else 

has made it go faster, then you make it 
go faster as well.' 

competition. as always. Is 

a healthy thing indeed. 
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Fot those with • ~ fast Clnd 
stable) Internet connection, It IS now 

possible to View either AV1 or Quldctlme 

moYte5 of Ille lrkan Drumcast 

demonstration lof'tware seen last Issue. 

I.Og onto www.aep.co,jpldreamcasU 

demo_lrl.html to download the two parts 
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VIDEOGAMES TV CHANNEL FOR EUROPE 
lnfogrames and Canal + announce plans for Europe-wide videogames 1V channel 

INFOGRAMES 

CANAL+ 

Inspired by MTV, lnfoS'•mes ls 
fft to broadcast 24 houn • clay 

t would seem the ambition or BTUno Bonnell (aboYe) 

knows no bounds. Not content with drMng rnfogrames 

hard towards the top of tile publishing tree, he has announced 

his Intention to back a Europe-wide vldeogames 1V channel 

He has signed a 'parity agreement' with French television 

group canal+, which essentlally means that lnfogrames will 

be providing the financial backing for the project, However. 

Bonnell is keen to point out the Independent nature or the new 
channel, claiming his main interest is purely In seeing It get off 

the ground. In a recent Interview with <:anputer Trade Weekly 

ne explained thal 1his Industry deserves Its own channel ano 

we always thOught that if no-ooe else created one. we 'MlUld.' 

current plans are for the yet-to-be-named channel to 

launch this autumn, with the broadcastlng rights for the UK 

likely to fall to satellite operator Sey, France Is expected to 

receive the signal In september, with the remainder of Europe 

following shortly after. For the UK and other terntones, the 

channel's COJ1tent will either be dubbed or subotled llle 

station will be funeleCI through a comn1nauon of 1nfogrames· 

deep pockets, sponSOl'Ship and traditional advertising. 

content WIii be sourced from across the contlnent. In Order 

to maintain a pan-European feel 

Pop rT1USIC channel MTV has clearly been an influence in 

the gesraoon of the llldeogarnes station According to 

1nfogrames UK's Stephen Hey, 'If we didn't see M1V as an 

lnspiratlOn then we'd be maC1 However, the Channel WIii be a 

complelely different proposibon. It WIii bring quality and 

innovauon to televtsion Just like MTV did ' content Is expected 

to Include news, previews, feawres and home shoppeng shows. 

AlthOogll projected vfewlng figures aren't yet finalised, the 

new stabon's target audience has been 1dennfied. Target 

audiences WIU vary through the day.' reveals Hey. 'For instance, 

teatime programmes will oc aimed at the 8· 16 year-old post

sctm marxet. while 4-8 year-o!ds will haVe programming at 

breakfast tJme. The schedules WIii be carefully prepared to 

make sure that we target the correctaudlence, With relevant 

content. at the tlme of day they're most likely to be watehlng.' 

Whether the Imminent Bt;ttsh d,gitaJ telelllSlon system WIii 

carry the new channel 1s undecided. However, according to 

Bruno Oelecour, chairman of canal Satellite, 'lllts agreement 

IS a natural extension lO tne strategy pursued bY canal + In 

the multlmedla, lnteractM! system and digital teehnoklgy 

fields.' lnfogrames· £2 mllllon Investment should go 

some of the wiry towards making It happen, 
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MICROSOFT TALKS DIRECT 
Bill Gates' behemoth finally gets DirectX on track 

lcrosoft Is putting the finishing gloss on DlrectX 6-0 and 

Is nailing down the paper specification of DirectX 7.0. 

The company ls so confident in DirectX 6.0's Dlrect30 API that 

It believes It could supptantspeclfic 30 graphics accelerator 

APls (such as 3Dfx's Glide) In the affections of the · 

development community. And It has issued a challenge to 

developers: use olrectX 6.0 to create truly scaleable games. 

Kevin Bachus. DlrectX product manager at Microsoft, 

argues that DIrect3D 6.0 supports all the features to be 

found in the latest generation of 3D graphics hardware, and 

more: 'We can deliver APIS at the same time as the hardware 

vendors and, In some cases. we·re leading- for example. 

DirectX 6.0 has support for stencil planes, which hardware 

companies will be supporting next year. And take mulU

texturing - future chilJS will be able to dO two textures per 

polygon; DirectX 6.0 can support up to nine.' 

He also maintains that developers will find DirectX 6.0 

much easier to use: 'Developers have been frustrated by the 

long teaming curve associateO wltn Direct3D. In Direct3D 6.0, 

the sample code is focused on examples of discrete 

functionality - for example, we've included the source 

code to dO bump-mapping. The samples are short, readable 

and can be used In shipping applications.' 

Get off Spiral 
Bachus believes that Direct3D 6.0 is good enough to release 

developers from the prevalent spiral or recreating their 

games for different 30 accelerator chips. This, he contends, 

Will lead to Increased game quality: ·1 was speaking, for 

example, to Shiny's Dave Perry at E3, who was saying that the 

MDK team was ready to revolt because It was having to make 

versions for £Nery chip under the sun: 
BeSldes, keeping track of every chip WIii certainly 

become Increasingly difficult 'At the end of the year, the 

hardware will be close to doing 10 mllllon polygons per 

second, and next year. It'll go up to about 25 million,' says 

Bachus. 'One of tile big challenges facing developers 

next year will be scaleabllity. FOr eicample, If you run Tomb 

Raider 11 on nVtdia's Riva TNT. It looks exactly the same as 

on a \,Wdoo , chip. We're OON reaching the p0int where 

scateability of art assets, rather than throughput, Is the 

most important thtng.' 

Developers v.,11 be able to see whether Bachus· 

confidence ls Justified When OlrectX 6.0 ships In July. The only 

thing mlSSing from the API set wfll be the new API DlrectMusic. 

. Which will be present on the SOK as a beta and wfll ~ 

ship In final form as part of OirectX 6.1 in the autumn. L==i 

This image (above) shows the type of_smooth surface rendering that is 
made possible by using NURBs, one of the n- lD modelling techniques 
which Mlaosoft ts considering supporting in Its Hventh lnterpret.tlon of 
Dir\dX, The image Is a demonstration file rendered with the fr-■re 
POV-Roy J raytr■dng package. bge Software's Incoming (right) w■s 
almost a showcase demonstration for the power of Direct)(. since the 
company elected not to produce • Glide version for Voodoo chips 

• 
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The next DlrectX 
Microsoft is now consulting with hardware 

vendon ard deVelopers to set DlrectX 7 .0's 

spedflcatlon. 0lrectX 7,0 will Include 

the first Slllge Of Fahrenheit. the new 30 

model derived from OpenGl with Sllk::on 

Graphics' help 

'DlrectX 7.0 will haw Fahrenhelt's scene 
graph ard ta,ge-mooet extensions APts. me 
release will focus on better 30, and 

lmpro\lements to OliectSound, 01recunpu1 

and DlrectOraw: reveals Bachus. 'For 
exampje, In DlrectSound 7 .0, )'OU'II be able to 

create artljtmy IOop points and the addltlcn 

of limHtamP buffers wlU let you, say, play a 

cenaln soond plus 500ms. tn DlrectlO, we'll 

be IOOldng to suppon quads il!1d other 
hlgher-order surface,;, and there win be more 

complex multl-texrurlng capabllfties.' 

Bachus says games development will 

soon reach a POlnt whefe the hardware Is so 
rast that polygons start to near plxel lewis. 
At this point. de\/elope<$ mlgllt abandon 

polygons in favour of higher-order surfaces. 
'People are using QUads and NURBs now, 

but I think there'll be at least one more 
genera~on of games that use standard 

pot~ We may do things In Olrectx 7 .o 

whleh Jump-start this Change, but It's hard to 

say whaL Part of the problem Is that NURBS. 

In panlcular, are not ~I understood 17/ 
most programmer,. 1l1ere are some 
fantastic effeds you can get with higher

oroer surfeces, out It's not like you·u be 

able to do things you can't do to the same 

extent polygOnafly: 

BachuS's ttne Is that Olrectx will make 

change easier, not harder, for developers to 

cope with. Edge hopes II will make gaming 

more sttafghtlorward for PC ownen, 100. 

Ritu11I Entertlllnment (which 
Is currently working on Sin, 
above) has poached Gary 
McTlggart ■nd Charlie Brown 
from lDfx to work on lD 
engines Incorporating Inverse 
kinematics and NURBS-based 
rendering. satisfying such 
progressive gaming companies 
with DlredX will be an ongoing 
challenge for Microsoft 

11 
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3DNOW! TWO STEPS AHEAD OF KATMAI 
AMD beats industry leader Intel in the race to pipe more polygons to 3D processors 

ntel Is In the habit of naming 

its upcoming proceSSOf 

technologies after North American 

landmarks. ltue to form, the company's 

next cnlp Is COdenamed Katmai, after 

an AlaSkan wildlife reserve 1<nOWn tor 

Its bears. Quite rrttlng really, as rival 

chip-maker AMO has made the V&ld's 

leading PUrveyor of processors appear 

very much a slow and rambling animal 

AMO has Just unveOed a new chip 

called the K6-2 which includes a feature 

calle<l 3DNOWI tecnnology- a set of 

hardwired special lnstructlons 

specifically seared•up for the floating 

Drumworks' 'D'esposffr (top), 
and lmasine'sAru Rising 
(■bow• and centre) have both 
pled&ed support for 3DNowl 

point calculations crucial to the 

generation of 30 scenes In sames. It's 

something Intel famously left out of Its 

57 original MMX Instructions, and 

which the company now plans to 

Incorporate Into tne Katmai processor, 

which wtll essentially be a new vanant 

of the Pentium 11. ltle major difference 

Is that the K6-2 is out ~ whfle Katmai 

will hit streets In early 1999. 

AMO has not only beaten Intel to a 
new p<0cessor ted'lnoloBY. but has 

scored a ma]Or coup In COOllinclng 

Microsoft to support 30NoW! 

technology under DlrectX 6.0. This 

application programming Interface (APO 

tor sames will be out this month. and 

any 30 game supporting OX6 will 

automatically benefit rrom the 30Nowl 

lnstruetions. Games can be programmed 

to support 30Now! nativety, while 

several graphics card companies, 

loctudlng n\/'idla, 3DfX. Matrox aod 

Allare. are building additional support 

!Of 30NoWt Into ttlelr drM!r software. 

30NOWI incorporates 21 new 
Instructions to speed up lloaung•point 

operations. Whereas 30 graphics cards 

accelerate tile rendering of 30 scenes. 
30NoW1 assists the process of scene 

generation at tile front end of the 30 

pipeline. working out the actual physics 

of the same v.u1<1 and mov1ng 

polygonal ob)eCtS. ACCordlng lo 

Rldlanl Balcer, AMO's ~etlng 

manager !Of NOrtllem Europe, 3DNOWI 

enables game pr<>srammefS to create 

settings that use more polygons. and 

haW more m<Mng features In them as 

well. 'You now haW mo<e scope 
available to manipulate the environment 

that the game's playe(l in. You can 

........ lft I .. ~ .. , .,.. ....... ..... 
J ................. .. 
,.....CillllMlllllt41aQa ... 
a.n..-.llldMllllll.fllllliiG1191111115 ........ .-.aa,r ,,.,... 
nlSIIWo._. ...... 111. 

Interact and move more objects around 

on tile screen.' says Baker. 

SUpport from same developers has 

come thick and fast /ncommg from 

Rage already supportS JONowl as does 

Unreal and Forsaken by Epic and PrOlle 

respectJvely. Digital Anvil, I.IJcasArtS, 

Inner WOl1cings and Imagine studios 

have also voiced their SUPJX)rt. EYel1 so. 
there remains the suggesooo that v.tJat 

30Now1 really needs iS a killer same 
that w111 sen K6-2 to a suspecting public 

tnat fOoks ror tne woros ·1n1e1 rnside·. 
'This Is an Interesting time for us. 

because we've always produced parts 

that basically fOllowed on from Intel,' 

counters Richard Baker. 'Until recently 

we've pretty much always been one or 

two speed srades behind. 30NOWI 

technology Is the first tlme any chip 

manufacturer has had sometli1ng 
before Intel. We've got the technology 

six to nine months before them.' 

It's ~ noting. howeYer. that with 

K6-2 chips arrMng at 266, ~ and 

333MHz. Intel's t~ parts run at 350 

and 400MHz. with the 4SOMHZ Pentilm 

II on the~ so. llUlliSl'I as AMO may 
SW'ld. it's stiH a speed grade behind. 

Furthermore, Katmai wffl boast 70 

floating.Point instructions compared to 

30NOwl's 21. ltS release date has been 

llfou8ht forward from the second 

quarter of 1999 Into the first. with Intel 

citing the success of Its 0.25-micron 

Chip-making process now ,fc:;l 
deployed In many of its plants. LS 

E4p luted I variety of pmes 
on an AMO ret.nna llllichiM 
(above). l1le over•II results 
_,. quietly lmpreutn 

- ---•11'6-2---........... MID .... . ........... ,,. .......... . ........... ~ .. ..., ............. _ 
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LEMMINGS ON THE A TT ACK? 
In an uncharacteristic spurt of activity, Scottish developer DMA Design confirms two new titles 

MA Design has revealed it has two new games on the W&>(. The first of the two, 

Attack, Is thought to be a spiritual SU<:cessor to the Lemmings series, set for 

release on PC, N64 and PlayStatlon. It's loosely depicted In traditional DMA style as 

· Millwall supporters let loose in Jurassic Park'. Company PR supremo Brian &aglow 

told Edge that. 'Yes, we have a game called Attack, but that's all I can sa-f.' The 

design Sketches of small dinosaurs that adorned the walls of DMA's headquarters 

during E60's visit now make a great deal more sense. 

Clan wars Is the second title, due early 1999 for PC. 'Take arcade action, miX with 

castle-busting adventure strategy and you have the beginning or Clan wars: claims 

the firm's Internet site. DMA also reckons that the game will 'change the way 

you look at games.' ExPect more news, and hopefully saeenshots, soon. 

3DFX GOES2D 
New Voodoo Banshee chipset boasts fastest 2D as well as top 3D graphics 

Dix has finally Introduced Its - wfll run a tittle slower on Banshee. On Impact on the success of Glide. 3Dfx's 

much-anticipated Banshee the 2D side, 30fx boasts that Banshee much admired API. 'Glide Is still the 

VoodOO graphics chlpset. Banshee offers the Industry's most complete ttlinnest layer (between the game and 

combines the proven 3D graphics hardware Implementation of the ~ics hardware).' Keane adds 

capabilities of Voodoo 2 with what 3Dfx Microsoft's Graphics Driver Interface. that the supposed conflict between his 

claims is the fastest 2D graphics Andy l<8a18, 3DfX's VP of company and Microsoft's DirectX suite 

chipset on the marl<el several marketing. said the company didn't feel Is largely fictitious. 'In our mind, there's 

prominent manufacturers are to It needed to imprlM! the 3D capabilities no difference between Direct30 and 

produce boards based around Banshee, beyOnd Voodoo 2 for Banshee, pointing Glide develOpment. we have more 

but prices haVe not yet been announced. out that the chipset wasn't really for people supporting 03D than Gllde.' 

unlike Voodoo Rush (3Dfl<'s hardcore gamers biJt was a Voodoo Keane refused to be drawn on 

disappointing 2D/3D chip based around optloo for manufacturers and 3Dfx's next chip, codenamed Rampage, 

the ortglnal VOOdoo chlpset), the consumers looking for a general 20/30 alhough he did admit that the 

company nasn't radlcally stmplifleO the solution. 'Voodoo 2 IS really Just getting specifications were ready. He went on 

chip. It's also created the 2D technok)gy started.' he said. to point out that 3Dfx's rivals were all 

In-house this time This should mean Facing increased pressure from the claiming success by supporting 

Banshee Is free of the compatlblllty likes of nVldla, Intel, 53, Matrox and features 3Dfx had introduced two years 

dashes that plagued Rush. V!deoLOglc, ls 3Dfx in danger of losing ago. In contrast the next Voodoo 

But with the chlpset targeting the both itS hardware edge and Its close chipset Is to be 'a generational change: 

competitive OEM market. cost developer relations? NOt according to Keane said the next-generation 

consideration has prompted 3Dfx to Keane, who cites the plethora of 3Dfx· silicon would be manufactured using a 
remove one of VOOdoo 2's two texture- labelled games at E3 as a sign of the finer 0.25 micron process (plOoeered by 

processing units. As a result, games brand's continuing strength. 'JOfx is Intel) Which will result In smaller. raster 

which benefit from Voodoo 2·s slngie- the development platfonm.' he says chips. ExPect Improved anti-aliasing 

cycle multi-texturing- mainly He also denied that the arrival of and lighting support at the pix.el G 
flrstperson ShOOt 'em ups like Quake 2 the universally llkec! DlrectX 6.0 would level When it arrtves next Spring, ........... c:aunanL .... DIIDIIDal'IDJ 
AalDIIIIW•:SO....,,Wll!llllt ....,11:1 I 11111! .. t ll,...tii'II SCII ...... ....__.._....,. 

(W.!d11--.M111J1u ... ci-1atC-....;D1tM1.i ----
......w. ...... ,...... ..... 

~,.._,_..Oll•PAM11u,c.r .... I& ...... .., ........ ~2-,,__•IM>dM.&8'• 
~ .. ....,., .............. --(N$Nlll!ljlll ........... llllil:...-,IM>iailldd-.t4.1Cib 
.,.a! ..... .-.-........ 

___ lat't __ dldclatl ...... ot•..._•...,.dlllllllHidadcka 
a-1Clldl1DtHtt•polil 1 ..... lar ........ hnhld ........... 111 Cllllllaal ... 1"10a.fllllllltllclllJDJallll ...... ~ .... ----- ....................... -. ...... end-FUtAlat-

• 

--· 

I 

NEWS 

# 

' 
' ... . 

.i. ✓ J 

Attack Is set to 
feature a range 
of diminutive 
dlnosaun (main). 
However, little Is 
known about 
Clan Won (above) 

Th• speedy BanshN chip Is 
prone to fly off the board If not 
MCUrely fastened (top). By uslna 
the 2D ir,aphks buffer to map an 
imap if Ifie screen onto a 
polypn u a lutunt, mirror 
effects can be crealed (above) 

LUCAS DIMITS 
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

Roger Sanchez gets Fluid 
It's all lM'peout's fault Psygnosis' 

1996 title introduced an aspect to 

videogames that had been absent 

for years: hip mUS1c. The aural 

sensation of The Chemical Brothers 

and The Prodigy perfectly matched 

the awesome visuals, and wem 

some way in defining its status. 

Smee then, music has become 

an important consideration for 

publishers, as the westem1saton of 
Gran Tur,smo's soundtrack and 

John Carpentei's score for Sentinel 

Returns will testify. The soccess of 

Paroppa the Rapper. while 

essentially a Japanese chddrens' 

game, showed Sony that the 

PlayStation and its CD-ROM 

operating system is the perfect 

medium for music-based games. 

'Miich ls perhaps why the company 

now has two other music games in 

its repertoire - Baby Universe, a 

sort of interactive light show, and 

Depth (retitled Au,d for the UK), a 

music studio with a difference. 

At. last month's annual DJ 

Culture exhibition in Manchester, 

New York house DJ and producer 

Roger Sanchez took time out to 

speak about Auid, lhe first release 

of the projected six-game Yososhi 

series. 'I was interested that Sony 

wanted to make a game where 

people can actually alter the muste 

and soundscape and make that the 

forus,' he darmed. 

Taking control of a dolphin, 

players are challenged to find 

sound samples in an underwater 

environment Only when this is 
accomplished does the game allow 

access to the Music Editor, where 

elements can be put together and 

saved to memory card 'You have 

different rhythmic and musical 

elements that people can put 

together like a jigsaw, learning how 

to build and breakdown tracks,' 

Sanchez elaborated. 'I think it's a 

very good introduction to actual 

studio production techniques: 

Lara Croft: is there an end to her talents? 
It's official - there is going to be a Tomb Roider movie, thanks to Paramount 

Pictures. The company's ricensmg dMS1on - Viacom Consumer products -

recently heralded its purchase of the Tomb Raider rights at a Movie Licensing 

show 1n New Yori\, da1mmg that Lara had al!JaCled more attention than 

anything else at the event. 'Lara Croft and Tomb Roider have it all,' enthused 

Viacom president Andrea Hein. 1h1s is a property filled with strong storylines, 

and which has had outstanding consumer response to the games and 

products associated with it Lara's strong standing in pop culture, and the 

talented production team signed to the live action feature, show all the 

indications of Tomb Raider as a huge licensing hit'. 

Such optimism is to be expected, of course, but is rt misplaced? 

Hollywood execs were probably JUst as excited about the 'Super Mano Bros: 

'Double Dragon' and 'Street Fightei' films (see last issoe's Out There), until 

they Hopped faster than a Viagra user who's forgotten to keep up with his 

medication. However, those movies hinged around the 6kes of Bob Hoskins 

and Raul Julia - hardly the greatest pulls for young male gam~ The success 

of the Tomb Roider movie w,11 no doubt be safely assored if the producers 

pick the right gal 10 play Lara. (And put her in a tight enough vest, naturally.) 

'Miatever happens, though, Andrea Hem ts wrong on one important point 

There is a Tomb Roider-related product out there which ls unlikely to receive 

an 'outstanding consumer response'. Yes, the Lara Croft album (deverly 

entitled 'Come Alive') is finally to be released t1'( Naked Records and 

ef~tributed in the UK t1'( Discovery Records. The CD indudes three mixes of 

Auids essence is its creative 

core - a non-competitive, 

imaginative and learning 

experience. It is a brave move for 

Sony because Ruid is not a 'game' 

by conventional standards and is 
quite an uncommercial move. but it 
represents the logical progression 

from titles such as PoRoppa and 

Bust-A-Move. 'It's more of a chfllout 

game, where you can relax and 

expand your mind,' said Sanchez. 

'It's more organic'. Future Yososhi 

games will follow an experimental 

path, nurturing other creative 

aspects previously seen on~ on 
comput~ ft seems that diversity is 
set to pervade console software ... 

{Top row) lma1es from the 
forillcomln1 Flu/d. (Above) 
llopr Sancho attempts to 
•Ix ■nd !Nd Gran 711rlsmo 
simultaneously. SOme fut 

the single 'Getting Naked' as well as two versions of 'Beautiful Day' and 

accompanying tracks like 'Really Rear, 'f-eel Myself and 'Rock Your Own World'. 
As could be expected from an album which combines the talents of 

Rhona 'Help me, I'm languishing on Channel 5' Mitra and Dave 'Is it possible 

for me to sink any lower7 Stewart, the resolting cheesy house and dumsy 

electronica is not for the feint hearted. Neither, frankly, are the lyrics - most 

concern Lara's independence and strength, but 'Beautiful Day' features this 

priceless glimpse into her drinking habits: 

'A summer's day in London, 

All will be just fine, 

Lymg on the common, 

A pint of lager and lime' 

Fans may also be interested to know there 1s an additional CD-ROM track 
on the album, which offers a few pies of Mitra in various poses and a little 

info about the venture. Although in Edp's opinion the only info you really 

need is: 'don't buy it'. 

... 
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A Rare insight 
Putting an email address on the Internet is an open 
invitation to humanity, in all its many and varied forms, 

to pump its views, however whacked-out they may 

be, directly to where it matters. 

Videogame companies are no doubt aware of 

this when they supply those enticing 'contact us' 

headings as a part of their Web pages, but the 

crazed ramblings that consequently flood in beside 

the usual praise, criticisms and questions are 

hilarious nonetheless. 

Take Rare's electronic postbag, for example. The 

Warwickshire-based developer only opened its new 

Website in May, but the accompanying contact 

address has already attracted more than its fair share 

of bizarre correspondence. Here are just a few 
offerings, grouped by theme, and totally unedited: 

CONFUSION 

Date: Fri, 15 May 'Ill 23:31,:15 -ObOO 

Subject: 8000 hoo hoo 

Help me., a ravanous snake has taken 
my KIGOLD game hostage and is tenting 
me wi th " You too shall face the wrath 
of un-fun games! hahahahah) please 
t el l me, HOW CAN A SNAKE LAUGH???!?? 

Date: Fri, 15 May 98 01:45:48 EDT 

Subject: how to get the spyder 

i just wanted to know how to get the 
spyder i n go ldeneye because i want to 
getthe spyder so if it i s not much treble 
to send me t he instrutions how to get the 
spyder please send them thank you 

Date: Fri, 15 May 98 17:17:09 +0000 

Subject: Donkey Kong 

Why won ' t your company make a Donkey 
Kong video gaae? 

RAMPANT lllfflRACY 

Date : Thu, 28 May 98 235859 +0200 

Subject: lalebside 

Today I've look at )Wr Webside and I'• very 
surprised. Your W!bside was realy iq:,ressed. The 
ScN!erl5p)tS for l}£ PERffCT DMK was phantastic. I 
tqie, that this are the lklality for the Firel 

·:. ·: Versicn of this Galle. The Grap,ic af GolderEye and 

• 

·-· 

the Soldiers of GoldenEye was for an Rare 
ProclJction an Desaster. You have praiJced 

phantJJstic Games in the last Yeers as lll<C or Blast 
Corps, and the CI tqie as soon as possible) canit9 
GIiie 8'HJ(H(AZO()IE is an wcrderful Gmne fraa Rare. 
In the British Television ( BSk)e) Progran FOX KIDS 
!£l\iOI( its the lll<C TV"5eries are running,· and 
this Graplic of the Series was the best, ..,t I 'w 
see in the last Years. 

VITRIOL 

Date: Sat, lb May 96 18:05:32 -0400 

Subject: stink 

I hate your co■pany, you st 

Date: Sat, 1b May 98 22 :35:30 -0500 

Why do you ■ake a game with s uch great 
ga■e graphi cs and go off and ■ake it so 
faggetty? You 111_ake it gay by "Bottles, 
and Tooty" that so dumb . the same thing 
goes for DKR, all the character s are 
gay. Little kids cannot beat a game 
like that, it' s too hard for little 
kids, yes I've played i t. if you make 
games that hard, don ' t make 'e• so GAY. 
PLEASE thi nk about this when you make 
your next great game. OK. please e-mai l 
me with some respons e . 

WEIRDNESS 

Subject : Type of game 

Date: Fri, 15 May 1998 15:22:39 -0700 

Rpg!!!! ! !!!!! !·!!!!!!!!!!!! ! One 
star ting ••••••. • ..• umm111mmmmmm • ••••• f i n 
d out s011eone 

Date: Fri , 15 May 96 16:38:20 ~0700 

Subject: MY EYES HURT 

you guys got a cool logo up in the corner ( 
you know that little spinny rare 
thing),Anyways i ._.st have watched that thing 
spin ar<X.nd for hours without bli nking, now 
Ill)' eyes hurt and there all red and dry, 
THAN<SALOT! . . 

Those wishing to delve further into the psyche of Rare 'fans' 

can check out the f011Jm at wwwrare.co.ulc, ~ many 
similarly profound offerings (as well as a fair amount of 

considered and intelligent comment) can be discovered . 

OUT THERE 

Rue's presence on the Web ls one 
of the most Impressive of any 
developer. In the rvn up to this year's 
E3, it introduced Perfect Doric in a 
teasing day-by-day, drip-feed fashion 

15 
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ilJ MEDIA 
A NHTIN, POINT POi NIDIA u , rTAUSING ON THI OIGITAL f NnlTAINNINT lfYOLUTION 

GADGETS 

Game Boy Camero ond Printer 

Sony DCR~TRV9E mini 
Mol10\I Is ine faslll5I ~ama ol lhe c:amc:alll!' ~and~ Isn't halo IOsee 

¥1:rV, °'IPlill\/olo bmats ... lrisiW .._.,!l.l)llllO' IOa,lllqpJe nvals 11:e 

VHS< andbm. lPWll llfflllllllPIClnnland Pttu'eQUllily.Md. DICaJS8 It's 

Clgital,getlil'Clfn!IO!SCUollhtainmsandon10aFC,sel!/S/-Sl'T'4llf~!tle 

MO~~IIIHEIJ!ltlFil!I/A'l!l...i.cn 

sany'slateari110Y--'Mll~11'eknldleelues1ila 

1lllW'ffll--'Selll)8Cl-16()1Qp,IIZQCl1\llldl:SolclgilallJDIIHQq 

efleas nl lht 5IWll)tllllane Nlf1Sl'cl 'M1Cll llflllJlesmrMe loacai9e 10be ShOt 

inlhlldn.Md, tor llle~l11Vl/lt'fftn!C8TlCDIIBrrd!l!!d 

MUSIC 

1e,ll«IS 

IOOm - -IJIW R&S 

£1.t,OO 

5ony 

'Rt 0990 111999 

OUtrtrNI 

D he 1UP1R dhSmn 11:un IS~ 

ClOll'CM!l,eoc .. a>o1...-11f11111tes 
oll)eptl)OBll!!aidtx,'1Sol()JGQB.sap11111r 
a:narqlhe~oy,aj 12fl:ll~ 

~-and~Nalcalo 

aawonledn>n t,p.noQ ~• 111o1tc1 
cU> and lhe lllbuon II IIYII rod:-, 

5e!Slhem~fllJmtonw,vollher ---
01 .. ,,.. .. es Ollhe1T111eS.De;it11Chara,!'S 

rel'A'.ll1C"1! of 'Dull MICrar( SIJallleds 0eSI. 11-

Meat 8e!il aintt1UJon IS lhe r,rtf one 1l>at falls lO 

a:i!~Buttirfars.ttiisiSlheftrSttNrUIP 

actualtf hlMl tlel1 ai en 

._.. . 

JU1t5clence 
DNpDIIII 

0ocm5INctlon 

iW11nlollllnlPdilo511CM!I' 

500.<XXl Game lllll' Cllffll!as., 

the llrst 11'198 Wl!l!ils "u 
..-111n:11 .. Feb'wy 

.., a:IUIII....,. ,ee. SIITliar 

Pi!ff0rmnttM<llft 11,eftshe';e 

lnMIShlWd'eld..,_ 

ll:llll0ie111Da(\ll'Jl\!tlllll6.Dllf 
Clfflllll a,mple!e'Mdla ""'1IIIY cl 

'fJKJ1,/edi1ln&eftects.•~ 

rmde and 1he al)llty 11) IIIIIGt 

mini mtMl!S by S1nr4JlrC 14l lO 47 

arflen!l1I fflall!Sq,Jlnl!t lnqlhe 

,-Jllsf110mv.or1CSd., iSIIPJI 

lllO-pllJlnlhepn-.andAPI 

nUT!lld1111051ideslhttCillbe 

pilslallollf¥Mlft 

a...ciustf imll!lll~on fie 

o.i.lllll"SLCDSC!Wltnl511da'1 

IS P00C llU 1hlll ,..,,flepcn. 

c..r. 8lll't1WW1 audbe 11:oa IO 

lli<eCM!!f!BWDltiloice11'10111 

£90(came,a.pr.,. and cable) 

lMI
Tw.01703'53J77 

OUtf'ON 

rr.YI lll'qK)n'sOeepOlll1.-10PIIJml!llQI 

W W1111therot~-o1~~ 

'lfiltllawly'.~~lnlWll!IUIJljQrlas 

liTll85SICin cl 1111P IIC)Use WIIII 1hll< _, ... 

'SIDI' Gakl' ;nd'Sllanded'. FeWa:IUltl ,_ 
n,qaedaelebAalunolltlsa.lbe-tlledellil 
antltnaa!llddiefflU!ienr-.aineholB!! 

lilbelwoth(Jul ~the darUfta0r. 
~ aAllleGl!'l~ol 'SliovGakl' 
'""11 be preOCllllla IU diXsl'l leSlal lte,rc:,act. 

M/JiMwnllT~ll'SOIMOIJSlymateatxu 
O'aftq().lllllysourids""'1 ~""5icll 
dshesebl'lame ITWl(ieepe(O! mo,e~ 
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SMrp-..:S 

ltl: 0990 27'271 

OUIOON 

iMCJ>ilil10r 
DenlclcMay 

R&S 

£360 

IIOllotlca 

1111: 0141 353 2261 

0u1 now 

erritc ~ 'trola1lll' ll!Ul'l(ferSa Amll1ta 
I bade~ lcrMOOJlr\l,(Jlffiof ITll5IC8I 

he;M!f\one-...lhe~tne0111ertne 

~~creoted.ai0111wltn.llanAtin 
and ll'ellln Satnlornan, as ore of !he or-en,I 0e!toil 

ledYlO ~ tliSSl!ledjo,,de,,QISbaleihcM' 

MaV'S YOt has~ been morea1J0Ut sru than 
mere mathlnenlJSic lbis~as far beck as 
1987, wltn the 5111-fabulcus 'SUqs of U(e' and 
oebl4sil!le'Nude "'1oto'.~ ~ ID 1993'5 
'l<Xrl', ,...,CIEIIICI ISl,atlf,g ~ just how 

much 01 a debtrralem elecl!onlca owes~ 
~ITu;lcniman.as fresh.andvna!.as-. 

• 

·-· 

Sharp DVD DV-560H pie 

Robot - I 

NUMEDIA 

IN ~JSOCJ~T I DN WJTH 

[M)'S iatJ'lChlnA/llV may have ccrne 

aaoss as ITl0!8 Of a v.ltnper than a 

bar& but the tbc-b.lsed IT1CM8 format Is 

1,-pinoorsll10ll01UTI wi1h an 

l!Yl!HlClt!ilSI f8r1ll' of sol\ware and 

mad1lnes IO(la/ ta,, 

lheaJteStllltOll<ilsolarllaSIDbe 

thecm1JE(Oll-561>l, ~hastm-1 

~ Ill appeal ID the 11'110r\Sol 

~-OIJl.l!len!./>&wel 

as teauesllee bull!-11 llabVDl&nal 

deo:xlng. tne Oll-56()l also cxm,s wnl1 a 

~Gam'naC008CIJOnCJQJt.v.flich 

tnaaasesoeta1111diWl<aeasa anmise 

Wl1tn.tlMllSlll1.laq the rest 1te res.ft 

IS some 01 tile best imaileS ~ seen from 

aovo payer; anCI 1r,; lessdosh. 

lhere'sSII a 11:qWII/ 10110 bebe made.~ lhe<e'sanema ctage 

rob0cslateow,- those rrucn-haled, cl £40 for 1liS PMe@I! 

-jollo, tlJI tliSls a Stlrt 'Ille ~ the 1(¥)01 Cllnl aatJlllly 

~ISa51lC.axis rob0tlcarm ainua1ed dove,ymuch- l _,.,. jUSI !iclcs 

IJt,1 PC \l9ll$ the senal port and some 1'lrl!S ~ lhen 1)1115118n dMl aga,r,-

lleslf.bulea51'-UH.1Secontrol scllv6e. 

lhe 117,tOt c;anes enter as a lcit

lNl'ICll rapesascrewdlMlf. l)ilel'Sand 

sdOerrC 11011 ID 8S9lille-r,; lea)/-

~ ...... 
~ a/ Sl.illstanee 

tu laud DejUSI Ille 11"1! fr,; scerce 

$II.IISl'U.ltbll~lansof Meeal 

Mld<l!y .n!Sl't(lrll! elsev.1th Justa ltt1e 

100 much 11118 m tnar handr. 

MllalrW/ caM!d a l0mildable reputation 
WOllth!ato,gslde 8lame. lllf¥90Y.eshas 

fOlbM!a 1t up rembclrg tne lllles'a Qamler am 
-~rumlngl'ISCM11label,Mede<n 

WJan Jazz. anCI now pemng his solo aew. 
.Altl'O-Ch obYlotBt' rooted i,, drum'n'bass. 
~ •gv,,seoweslS)ustasi1fluericed 
b'{ee:tmard ~ tip-IQ) T11e fasdnatlJn lMIII 
IAtra-<len5e S0ll1ds a!ld iTlJffled melodies IS illltlat,, 
diu1!i11l,91.ta.yOJtssumas'J>/:1.llssfl~ 
a ""1f Wl1t\ electronlCa that nicallS the beSt Of the 

ea-lyU!dlno.,.., ... ~Just how adept he Isa! 
~~F~!illlfl•. 

17 
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ll Bronx Family Albu'll-Th" rmpoct of RIDS 

1\',o facts: Ide lf11lle Bran><si1't8i1Sl( end~ nut,~ has 

,--been 11115 l!1lllY Pmlill"4! the IM!s o1 Ral!ll1 end sensa, tw0 

l'Ul!10R!Can ~ \J\/ir@ln NeW~ABronl/Fatrift.4JllcmtellS 

a SIJ(f'f 1811 Of dr\41 abuse, oomestic WJlence and HIii 

Tl-.:,SIJ:JIVISmusarated tJslr.i blad(~ ~ Wfl 

ar,er a l;IM!rl-year pnxl dUring wtiCh tJme the disc's.11U!eix SIIM! Hall 

beCame l1tinate 'MIil this family stfU88111! on Atrel'l(a'S txltlllln n.re 
Praserl\1ld SlllPlv and ~A 8'ulll Family Albtln rnmalns touclq 

and i111on'rlatMl 'M1h0ut re-ellrg m the ~of its~ 

'Ill! IIJrtJUlent lll18UORShlp-Raiph.Sensa and 1/'erlclds IS 

played out ve,y mats Of factly v.nle detlcate jazz ~ays In the 

badqJ000d. '!lllSsetlleS 10 make theocjd moments of tendemes6 

aro atrealon ~ here seem at the more harr0',,q. PilllfcUlal'ly 

~ the fate olsensa n1,. <:hlldren lllfolds.. 

lrww, ~ clips llOP upoccasklnir,i\( fflM'tcuttq-edge 

rnul\tn1edl8 its(lean~end~~~ 

mattergt..e thlsdlSC an edge a,ei manyof ltS ftasl1lel;more 

U!dl~ eccanoliSte:I ~ Many will 1eee0 peace of mlnO b>f 

8\ddlngStlM!Hall'sda/1':endrTJXJd'fOOilecllC>'lol$nilll5IXJISlianthe 

SllarJ)qe. ~lhat meansllU1Jnlelia lle lh$ ,arejymekes 

co:nmercta1 sense. and ,rs hlgl'lly Lriltel-/ 1hatA Brant Fain'¥ Ab.m 

WIii rnalce a big splash ,n Si'ElS terms.SUll. ll's dlfmetf walh a laol(. 

PUIJOshed by 

Thames and Hudson 

oew,IQPedbySCllo 

(22.50 

()lit r'DN (MacN/lndows) 

MUSIC 

WJNAADH911,1,1N --
Leonard Hennan 

Publisher. Rolenta 

ISBN C>-96438A3·2·5 

P\1ce' $20 

orde~,_ lnfOITT1Bllon; 

~ 

Tel;OO 1732'6213(39 

-Flnt 

l'Ubllsher 41hES1atO 

ISSN 1-&5702-824-4 

Prlce. £17 

r.'11 ~oo of all aw,gswaro-«1. the tatest 

f.iJ nid,g finds 12\Yarp lrlislsalnr,g reN 800 

edJsM! mirierlal ll1Sls~OI an M111 
w,,e<'l tnat It ~ tne no1lll10U$I/ ~ 
Nlgt1Unares on wax. not 10 mencon a ttior~ 

W8Are R8aS0nable ~ -warp 

defar1800 collaboratl0n betweenA{h,,, ,V.,nand 

~Plal:laro the~ 
AUU!dn lllll en hand IOiw,'108 morasobel'aoses 
of tec:ttJQ wnoll!Jim ll!nO<i,;es tt,e pa-tythe 

necessary~ llnONln appeerana!S flom 
AndreWWoolheral and ex-lfO mari Marl: Bell ana 
,t,ali 8l110l.lttS to 800lher maCII\' ecleG11c -
frCln Shel!iMs 1lnesl. 

·-· ~ ....... 
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BOOKS 

Phoenix - +.he fall & ri~e of video games 
~ tllere t'e\11! been a lU'llber of boolcs that ha-.eaaemoood 10 tell the SIOly of~ games, most 

recer1ll1 IC Hei7's IOp,Slded '.IO\'SflCk NllliOJf, lhe deliMMl\'l!ISJOl'I has yet 1ll be wnnen In many l1l5pllC1S. 

'Pr'()er\l(- i,,e 1a11 & nseof\//:ll!ogl!!ITI C10eSnot--.ce ll'lebi3plciU!eettrer.'MVl1nC1oeSlllM!,hl7MM!r; 

ls one 1.11~ ~ an ObSeS5M! inll!JeSt ndell!l 'Me'eaScaiventlonal tJstDnesare lri16111tla!,as#llle 

grc,Mhof 1118 (X)Jl1]Utl!r g;iJTie 11115 lme', @prede1l!ill■,ed&,,XlB!,."i fuelled by i<IBe CClpClra!JOnS, leOnarCI 

Hemtan la1oWS dJflerllnlJy nstl!lld. re tells a SlD!Y 111at IS l:JuJI en le(;tlnal aavances and snail-scale~ 

Sllnng lf1 1962\'N\S!B'le Russel'$~ arc! CXlf'llirU"4! lll-,ea"-51200 ct,aplers liom 1970up 

to 1996. 'Phoeno<' d1rtncleslM!IY<XW15011! and l)E!fl)'llllal that has EM!r been prOdUC:ed,tt llsts their 

aQlbltmes. PIIOO. avaliab'tty anQ, In IIX)Stcases. ll'le Rl11101lS lor !hell' e,,enwai lalun!. 5ometJmes llllS levet of 

oetail oooomes 100nu:n and - mav lnl i,,e tJoac d"f at llrsl-~s ptllbebly best 10 ladde one ctepter 

Pl!f S1ttlfl!. lnan irldlislJy lhat !l!lmSIODrldet!il!II oooNy~ fm,ml, !UCh a detatli1d 'l!ewpoi,ts1(JMf 

bearnesaa:ldlveas the ba: ~dfle~ WOOdpnesmar1<etDeoomesaqia,ent. 

A$Seg,lJnlB'fl5 IOlaln:tl [)eim:ast..iJe-<!fa thebatl!e~ Nlntl!rdOand~ its 

exs<:UWesOOIJICldoa lDl-llllrl lOl)idc L0800f1f rl tllJSand l!melllber the mS1Blces of the l)a$I. 

Habltus 
so1at: 1\lll8nasai ln!'/llil<v.1let'e~llCM!IIStSuytomakesenseof OU'20d1 oonrurylives FOffowlr«oo 

rmm 1J01.Wa5 Cll.-.a'S 'Gi11rlfro III a cmia· comes JanlllS Flnt's 'HabitiJS'. 1n many WI¥ u..,, 811! smJar 

~r« ~ the nut riwm dlil<acterln boll1 is a d1lld cm:elVed 1n a pec1.11iar mannec vmo 
lll°"'5L01Dbemessa1ir: Equ;;iryboth boolcs"'11~llillemalln IQle. ~v.i1IIOIJ!siiec:11Jaiitt 

~ 10 Jt. ~ "'1ere ~ ls an lf?M!ffl-ioolare a.itnor. Flint Is mora ~ 1n the 

19Ctrllqr:8! IIOIO man createS and miJtS He was, alter all, a tedl'ooqy l'«1ter far IWtid and at 

showshe111, IIJOt 5111W 1l1amils P,ochoo elCPCXieo v.,111 '(ll;M!\"SAainbaN' tiasa detxJta&ltl'« llied 10 

a-.-sucn;, saemillcaty na, iSU!i Jdenlal 1™tSe. 

~ tne0l1' genelie JTMatlMS,Al!Wl~ tile seaets d GaDallsUC JUlaiSm. BerOI ~ 

Lbl<a llhe li.-st dog lo sp1te), IX'(lbel)lrtyd1801)1 JI'(, the lnll!rT'lel. rractals, predldM) mecr1es0f ~ 

Fel'mal's lasl 1heorern and Ille 1heological peraoo. Of good and M al hll\11 lheir PiaCe 1n dis~ 

l.\'QJ~ the plc! sometimesl!l!IS a bit OOOM1!11!ancl manyl)80!lle ~ bU\'tl1$0111y10 Ne it 

Ll1flndledrext 10 SfSlllten Ha\'Mns' seminal 'A 9!iel lllStOry afllme', Ftit's ~ 10 mal<esense OI the 

nse Of informa1b, and lhe way lt'stharp our IM!s l1lllY be doooied 10 faiue, but n'S an enreriam111 r4e 

- IOOperateWlm a_, Mind 
l.0-AdolltyAIISlllrl 

st,nt 

D r.. meswagg,!I' as muchasanyuqtmt 
mal(es the IJ>-ftS so memora111e n,e SOJ.J-.:1 

ftJses oarce 'MIil rocx mora SIJCCl'S.Wlry 1hallanv 
tJln:1 Sjnce lnlerv,urid and i,;esa noo 10 tile 111ces 

rime 510111AOSesandStlntlJallseO. blAmoslly lt3 

the same~ at1mJOe c:1111e band's neroes. 
1t1et can be foord oo this as10rlSlling r,rst aim. 
Mal'l:E smm«;que ,appr-g slinl.Yc150.l • and 
~ IICld Ines al loom ld,gr. wt1lle 'Batlleflag', a 

aUxwatJon""lt1~~~.1ustco.Ao 
ll<lmne !he aancell0orS swmer aottiem 'Haw la 

Operate' isasatl<a!!IVe as It IS~ liut tt>at'S 

exacill'Wh.11 malces llSJJCh a aJT1pellrJg tracl\. 

l 

' 
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JAPAN 

TH I S M ON TH ... 

SONY A WARDS 

$"EGA'S S YSTEM MASTER 

Pl ... YSTAT IO N SHOCU 

':ZilLhf~~ 
[BIG IN JAPAN] 

PlayStatlon Awards 'N 
Among the many funaions held in Tokyo, Sony's PlaySta!Jon Awards is rumoured to 

be the biggest and the best buffeted. AA occas1011 to recognise the best seller.;, the top 

Double Plabnum prizes of \l'.2,000,000 went to Cran Turismo and Bio Hazard 2. Gran 

Turismo's producer Karunori Yamauchi said he'd be spending the money on petrol for his 
development team. Other luminary attendees induded SCEA's Phil Harrison, Metal Gear 

Solids producer Koj1ma-5,m and, of course, Mr Tokunaka, head of SCE. Surprise videos 
from Final Fantasy VIII and a PlayStalion conversion of Soul Calibur wowed the crowds, 
each of whom went home wrth a commemorative bottle of <:abemet Sauvignon. 

Lal'• do Saturn! 

Strike In downlown Tokyo 
If the World Cup grated here in the UK. 
at least videogames provided a refuge. 
Spare a thought for the Japanese, then, 

as even Sega erected giant screens to 
force football down commuters' throats 
in downtown Tokyo. But at least it was 
Virtua Striker. Japan had every chance 

in Sega's world OJp - all the entrants 
were Japanese and seven of the 32 

participants represented Japan. But the 
winner of a flight to France and tickets to 

the hottest match ( er, Japan vs Argentina) 
was ~jihiro FiJUYama-5an, who achieved 
ultimate ~ with Ctoana. 

BHIE AUGUST 1998 

Sony-a-uurus 
Sony may have boasted ol 30 million 
console sales at the recent f'fayStation 
awards. but it had to endure some less
than-5UCCesSful practice runs. Here's a 
rare shot of Sonys MSX2 machine, 1988 

vintage. Next month from the Big in 
Japan museum: Sony's Model-T jalopy. 

Coming to a job centre near you - Segata Sansturo (below), who has been the Japanese masa>t for the Sega Saturn for nearly a year. 
He's loosely based on Sugata Sanshiro, a classic Japanese character who appeared in a nOllel featuring a karate fighter, made into a movie 

in 1942 and later a 1V series. In the spirit of Father O,ristmas, most of Japan believes Sanshiro really ex)sted. 
The mascot (played by Japanese comedian Hiroshi Fujioka (below), who won fame as The Masked Rider - an early influence on the 

Power Rangers) has appeared in all 5ega's recent 1V commercials, cavorting with zombies for House of the Dead and downing with the 
Japanese footban team for Berome Coodi and Sega's World Cup game. The adverts were accompanied by the chant '5egata Sansh1ro 
5ega Satan Shiroor - in Engfish: 'Segata Sanshiro, let's do Saturn!' 

His most recent public duty might rencler him unemployed, though, as he sliced open a OJrtain with a katana to reveal the cocktail bar 
at the recent Dreamcast launch (see News, EGO). With the new console on the way, will Sega now demand hara-kin? 
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Small cbanp for coin-ops 
Game developers may harp on about 

creating arcade-perfect converslO/lS of 

popular tides, but nothing can come dose 
to ownrng the real thing. Sc.anered around 
Tol(yo's Akihabara electronics dlStnCI are a 
handful of small shops which speaaftse m 

selling coin-op hardware for the home. 

As a taster, the V1rtuo Fighter 3 board 
shcMn here costs v120,ooo (£510), 

while VF2 costs JUS1 V20,000 (E84). In 

addmon, a control set (which also 
comains a television modulator) must 
be purchased for around ElOO. Puzzle 
Bobble 2 was available for a scarcely 

believable ¥500 (around E2), and a 
variety of recent Capcom games from 
l'4,000 to l'12,000 (E17 to ESO). 

Dreamcast? PlayStat,on 2? Nol even dose. 
5pe<Mlisl sto<es stoa a v.st colleclion ol acceuories for dosceming arcad~ otalru, Imm PlayStalion ~ 
adapeo,s (lop kft), to replacement bulmrls - presumably for hardcore Slreet Fighter fans (above right) 

It's au dear now 
Sony's Dual Shock Analog PlayStaoon controller 

has been a favourite of Eclp's for some time 
now. However, the recent range of special 
edillOO models that Japanese gamers have 
been treated to are of pamcular note, available 

Ill white, black, aystal and smoke grey, Close 

examlnatJOn of the translucent vers,ons reveals 
that Sony's cootrolieis are tnJly 'Dual Shod'. 

Each of the arms contains a separate motor, 

one for low-frequency vibrations and the 

other lo defiver a stronger k,ck. 
· Not only are the Japanese versions rather 

cooler than the standard grey Iteration on 
offer ,n the UK. they're also around half the 

price at only ¥3,300 (E 13). 

ll -• • 

Drulllstft7 
Those lucky enough to attend Sega's New 

Oiallenge Conference for Oreamc.ast al 

Tol(yo's New Otani Hotel were rewarded 
with one of these 'Sega Memonal 
0plKlllS', Closer lnspea!Oll reveals that the 

bearer IS entitled to a free gift to the value 
of one Sega share on May 21, 1999-

one year on from the announcemenL 

Fealunng a portrait of Sega Japan 
president Sholch1ro lnma1in. the Option's 
value IS obviously dependent on 
Dreamcast's retail sales. So nng an 

importer and order one, rKffl 

JAPAN 21 

,. 

TH IS M ONTH ... 

SONY ,_WARDS 

SEGA'S SYSTEM MASTER 

PLAYSTATION SHOCKS 
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l:tl y""""'" admission Ian Stewan. 

la m-lounder and dlltf eiec:ulNe of 

Grerrlin, has aN1iffS been a player ra1he! than 

a gamer. After all. ~ was Stew.in who astutely 

-SlJ81!"S!ed lha1 ~ miners' strike 

references be added to Pt!ler Hanap's hugely 

popular '80s platformer Mont)' Mole, 

Gremln's first bfeakthr~ game. It was lhts 

element that '5J1N the game aM!led widely u, 

the national media. Gre-nfin was launched 

U5ir,g the proa,eds of ~. Im busftss. 

the computer shop Just Micro. The same 

Jl05e lo-business has kepi t-.s~ 
ndepe111le~ for 15 years. 

O.•u,s lhose yea,s. the UK has been 

1rall5bmed from a ladir4! and noons 
llClJ50ial power 10 the sanibSed and 

a~ing 'Cool Bntannia' of 

Tony Blair: Con-1)1!1lies such as 8uftfrng RR, 

~ and Gremlfn 1n1eraaive can all 

point with pride to their placie beside 

ma,;ema1cers and roosioans In the new 

Older. But "'1ile Olhe, games dewlope,s 

have fallen prey to eleaionoc 1W. Noruendo 

and Sony, Slewal1 has fobNed an ahemalM! 

route, ~ instead lO let ~ talce 115 

dlana5 on the 5lodt markel last year. 

The subsequent pun:flase of OMA 

DesitPi has added a fr'5h 2$ 10 Gmnii's 

release~ which has mYCtt boilsted 

some ITlUdH<mted 1illes such as laal and 

Realms of the Haunting, not 10 menbon the 

AdlJo spotts r.inse 'Mth games -~Aa!Jo 
Tennis, N;D, Buggy, Soul 8tintp and the 

DMAli11e,Bodfttwestsrill10comeln 

1998, Gremlin appears IO be In fine feltle. 

But In his suite abolie lhe bustling E3 show 

floo<, Ms-asked Ian S1ewart whelher 

Gremlin lnlelilC.tive can hold il5 ""'" In the 

naeasingfy oompew,,e global mwlplac;e ... 

fdae: ,_ did It fMl lo ... rMllad 

ill .. Sratdor l'IINs top '.000 rldlest 

,...,. • ..-..1 
&ansee-t l'Oppia)dlldon'1betieYel 

am. I was sligt,dy embalTaSSed by it 1 didn't 

· -· T 

l)ll'1iculod)'- IO see ffiy Dollffll! ~-

I doesn't dwce meas a PfflOI'. 

lillle:ll_.N ....... lo _._....,.,,.......,... ............ _....._ __ 

IS; Ye.11\buldhasc.eri 15yerslliw,g, 

change~.yc,..~change 

graaiaty. It's not lilr.e winrir1g the loa!!,y. 

lillle:-JN ....... JN ...w 
_._,__ .. .,..... . .., ................... ..........,.,_.,_..., ........ 
wllll-... .... --, Do YD11 ra1J 
... ,... ........ ..-...? 

IS: Absolutdy. There's no -, Iha! Ian 

Sll!wart as .,, indMdual can solely go out 

there and - the CDIT"4Jilny. 

Edp:-ya.lladadlMcato....,. 

............. ,.. ..... at D? 

is: rve seen whac I needed to see becaM 

the troops have been OUI there, loolcq at 

the pnrl,<1s. t1 have al 1he videos I need. 

Edp: Do ""' pt. et.... lo play 

s-any-7 

IS: v.t,ai's n!illly great for me is Iha! we now 

have another tnAy mass--mancet produc:1 with 

the P1ayStalion - it's bringing down the 

prodx:I oompleJCity v.4iid1 enables anyone al 

AUDIENCE WITH ... 

my aae to play these pmes ~dy. rm 

vef'/ much a 'pict. up and plaY' PfflOI\. I don~ 

'-a lot of lime IO play pnes kw houl> 

upon end. 

1 lol,e pla-ji,,gN;D, kw~ simply 

beause I can pock • up, play ii kw 20 

nnA1!s and oome -ar buzzing. 

Edp: ........ - ....... 11e-. ,.,.._IDpl ... udladlly 

p,IIAlaltllayplolcler. 

IS: I don\ I get men e:xdled 

&Ip: ... play-..... than 

ya. 6115 yean ..,o7 

IS: Yesl 

E,lp: .... ""' - Nally a -- In 
.... dayl1 

IS: No, w,sy much not. I definitiely play far 

men pnes now. But I lhink l rm any,tq 

rm men ol a ·same panicipanl'. 1 gei as 

muchenjoyrnert OUI al~ ocher 

p<!OJlle pla-ji,,a sames as I do~ them 

lll'f'e!I - especiafty as ooe times out of 1er, 

'tWl!(re much bet1l!r al theml I really get a 

bun OUI of that 

Edp: - .io.dlllo..,_.....,... .,.....,..,.1 
IS: Every E3 has improwd upon the last. 

~ ,:,,,er the pasl two years the macl:el ► 
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◄ oonditions ._ choreed llenll!ndcusly. 

1heie has bee,, a change al ~ 

~ _,, from Ninll!ndo, !hen lhe l'C 

n-.-l lh~ a strong period and now 

Sony is very much taking lhe i-1. 

Edp: As.,........ how do'°" .... 
__ of .. qdlal-. ot 

pladora ........ 7 

IS: I 11-.ink lhe ~ temhllogy ls a 

'spread bet'. 

Edp:...._Yoot_'I......,.-, 
s....--....... 
IS: No, slrange, 1hat. We ctil'I brirc the 

Amig,l prodods eilherl As a company, we 

el1deavoor to a:,,er al cur blses. not orl:f 
from a haldware paint ol ,new but also from 

a caieaory paint al vew - sports produas. 

~ produas. aaioo1 produas. raoog 

produas. That 8M!S us a broad spn:'1d. and k 

gives us a bit al ~ should !here be a 

bis shifl 

Edp: c..-a. c._ ID life la 1"4. 

OWoaly .......... llll'ouah .. Atari 

Nlpbylhen,IN,t-,Wyou ...... ...._ .. _........,_ 
...... ......., __ , 
15: I don, _, ~ that Nostradamu5 

woud t- !urMast what's happffled a

lhe last 14 )"al5: phenomen,1111edodog,cal 

~ Blely lime you saw a 

~ in twdware, )'OU visualised ii and 

)'OU ~I 'lfjs Is~ real ro,/, 8;Jt lhe 

latt is that now it re,aly is. We're kdlns at 

prodods now !hat are vosually ifeil<e. 

Edie:•- llllll •.--..,_sat 
_-8olk._....,..._ 
__. ........ ...., .... s,,«w ......,__~...., .... 
.... ._ ...,_ IDCIII • Ndi-. lut 

_ .......... ~ - .welt INlnp 

.................... ,___ ..... ...... ........ ,.. ............. ... 

..... ...., ............ a!Nlrm. 

IS: 'f'es. defiritdv- que apan from lhe faa 

!hat I we don"t do that lhe produ:is ore 

pig to~ very Slale, sina, ~"' 

pig to look Yf:l'( similar: 

Edp:...S'°"..,_11111t .... -............... lhat..,...,, 
IS: Oh,~ mud, so. Hc!)efully, whal could 

be rl!OOIPlised with Greml'm - W'1h lhe ri,nge 

of products that we're putting 10gelher now 

aii!ihe addition of lhe OMA producls - Is 

!hat we are lllklng a mole left-ol..field 

approach. This gives Ll5 lhe opportuMy to 

aime in from an angle that is very different 

to ew!y<lfle . ... 

SAMPLING OMA 
E,ilfl:Dilly,au ••• ....,,_._ 

DIMID ...... lillllll of .-s7 
IS: ltwas driw!rl from a CleatMly pontol 

as OMA [Clherwisl,), And ""1'11'fflbft, OMA 

was ,_ used as a label tt was orl:f really 

branded wilh,n the ioduslry. .,...,llftW_ ls _ .. Cl'IIIIIM 6-of~ ---._..,.. lo the .......,1 
IS: He•s broug'1t !hat little "'1 edr.l ID lhe 

aeawe ieam. He's loia,d us toSlilnd badl 
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1111#1,_.. autlD .,._...._ 

wlllllllr.n.llo7 

IS: No. we ha\/1! plemy of OU< own ongnel 

bdes aimins lhrougl\. And we'- lheACIIAJ 

sports range~ in 5l1"ffidd as we( I 

-..klnl Wi!lll ID lal<e anythirc """'f from 

lhe o"8tiYtly end Che_,.. we hilYe in 

Shetlield - ll's extremely SIIOr6- Bui tty can 

'I don't think even Nostradamus would have been able to predict what's happened ... 
view, Wl1hout a douil. We spent tme iaHclng 

with Oavld [Jones), kaing al products '" 

fairly early dl!mo stage5, and something I saw 

very early on was lhat lhey were very eiociting 

- lhe l)1ll! al prodods that gen,my weren't 

being aeall!d in the lnduslry. 

&lp: Mlr .......... _,. 

DMADaip.it_N_,..ID.., 

111,-s ...... -c.n.a. ....... 
lln't-. ...... c-f, t , ... 

DMKs ldnllty7 

15: No. we're not doing that. The OMA logo 

wl appear J)l0ITlinendy on all the produds. 

I don't._~ paint in acquiring a ~ Mn 

hem the products and kd at !horn that little 

bit closer. He's making us loolc at the ...al 

angles that are aimi'1g from lhem and when! 

we're hopmg to take the procw. 
Edp:Sohast._. .. _ ... 

1Dsa.tllald1 

IS: No, he's Slil In Dlnlee. He's exuesr,ely 

respeoed ~the~-Thal's 

"""4)ly because he does ._ tlis 

trernendoos ¥ for aealJntl these tolaty 

off-~ produds. But that isn~ to s.r, the 

whale of Cremin will Sia,\ pmdudng these 

land of produas. 

&Ip: So you"-", ....... 8IIJ of 

orl:f learn from the e,cpenence that Dav,d has 

brought wi1h h,m 

UPPER UAGUl 
...,v....._. .. _.,... ..... .... ......., .. .., 
......., .......... ,, .. ...., 
...... ............ lsfA.CoolW-
,._ .. hnlpea ,._ ID tlallt7 

15: tt an,ady is. tt )'OIJ were to ask EA • 

would Sllf it orl:f has one rival in Europe. and 

!hat's the AclUCI range. 
...,w._ __ ,.... ls onlya 

-.-o1...-. 
IS: We hilYe SOCD!f, teMis. ice hodcey •. , 

&Ip: ...,, ,._, ..... it aut yet. 

IS: Yes, bul it ,,,.11 do, one day! (laughs) 

&Ip: n...·. - Golt -
IS: Yeah, we'1e out there. Wff~ ol,,,iously nol 
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go,ng to p,oduce Amencan football and 

basd>oU products. 

Edp: Why not] 

IS: There isn't a big enousfl European market 

fordlOSl!games. 

EAlp: You could ahnys start Nlltlc 
themln--... 

IS: We can Sl'f !hem II the US, but n 

wouldn't really be a very good use of 

ou<ft!50Uf<es. 

EAlp: Do you not think that H 

yo;/N .-.10 ll'y Md riwal EA 

you nMd to..,_ .u the i,a.7 

IS:~ far as lhe spo,15 ~ an 

oooceme<l, Wf!re not US1f18 lheAaoo brand 

in the US, Our spo,l5 b<and there IS 

dedicated to Fox Sports il~ lrs a 

maJ()t powethouse as far as spons prCJfflOOOl1 

lfl the Slates IS mocemed. 

Edp: lut H you look tine YN'1 Into 

thefulun. .......... ~ .... 

-iw.tacl - fUl1her. -..lcln't II 

......... _.,........10 ..... 

poblllyNCOSftlMclAauo bnnd7 

IS: I d1inlt they can run as IWO ddftrent 

brands. One brand for Europe and one for 

Aml!nca. It -.Id be very ddficult tor us 10 

compete With Elearonic Ms 11 !he United 

States. Fox Sports Interactive IS already a 

brand. II'• •eady. JTia)Of spor1S lf:levlsio<, 

networlt. Fox rs now becomns a lllllfOI 

interactM, brand. we·d have to step 11110 the 

AUDIENCE WITH ... • 

'The market is educated enough not to accept substandard products . . ' 

.; 

EAlp: IS II palna - dlffkult to 

......,... willl. NY, EA In ~ 711uM 

,.... • • could you have ...... -

ainflclelltllboutuldnsthem oa7 

IS: Possibly three ~IS ago. yes. 

Eclp: 0o you dllolk Eutopeans .,. PI 
10 find ltllla--afr~ 
IS: (Long pause) I think e;e,y markel is 

<ifficult. Thon! is • consoiidallOrl goong 

on ,n the mart;eip!IICI!, and there are a 

number cl plsyers tit.It are standrns out dnd 

proving that they can be leaders because of 

the dostnbuoon they have ,n plaa. !her 

m11rkeang and ~,l<e. Those playffl are 

lhete now I dent tlri. It's goirlg to get any 

more difficult than n Is. n you have the nst'il 

p<odua on the marfcetp!.,ca,. you w!A IIAway. 

get dlSriKJbon and I belteve lhat we have 

the rilf,t products coming through. 

Edp: lutllyoucould---rspt 

clillrlbutloa then why do you have 

ID -ti will, l'ol? 

qul\e an oggressM! one. but one wt.eh IS 

very much undtr conuol - and d ..., looked 

to step into lhe Nonh A.menclln maiket and 

pubhsh 1he AC1111 rll1gl! there ,i tt-is 

rnon,ent in tJme. or M"J oche, products 

under dl05I! br¥1ds, ~ MJUkl problbly i.

us too l!:Jl1X)Sl!d. 

Eclp:T ..... llbouta.-o,
companles. there .. _., Mtupo lib 

1;,-1ln ■ndC1d1■ 1 ., ,._ ...... 

atthoM__,..... ■lldpt)llltellllle 

blt--■47 
IS: I don't get scared al all I thlok v.mt • lot 

... over the the last 14 years: phenomenal technological breakthroughs' 

of people don't reollse is lhill ...,-,., more 

profitable then a lot of these other 

a,mpanle5. A lot cl them don't make proliis. 

Codemasrers and Ef11)ire are both profitable 

and~ companies. I think wer,, 
poss,bly in a beller posilion than them lo 

expand. thix,w,. Out procb:I ponlofio rs 

b<oader 1han tilers, which I think Is lmponant 

- you can be~ K your ponlolio Is 

too narrow. 

~ very fresh w,th lhe Actuo bfllnd, and 

opend millions upon miQIOfl5 al dollar> 

e>tablisfqd. 

fdp: What's the ,-. with ro.7 

Is II a ,,_.,~, cle■l7 

IS: !I's a rel!rtionsNp tharsta<ted this year. 

Tuer~ are a number of produas ...,•re 

W<Nb1g on wnh thorn al the momen1 -

seven in total - and the rei.,tlonship 15 such 

lhill Wf!re haW)' WOOll)8 wnh them now and 

we"Q see "™I the furure holds. 

IS: The urnng just isn't nghl to, us at lhos 

moment It wouldn't be a wise move. The 

company [Gremlin] IS on a grow,h panem -

.,. these blaeroudlb llke lnfop

whlch Is ......... aad Eldol,whld, has 

come fNMn ......._ Do you - look 

Edp: Doa't you tlllnk ........ -- far 

.....,,..,,...,. ....... 10 .... 

Ou thli, .... y■■n -- the Ina. If 

,... ..... ID .... ■-. klr 

.....,i.. GT o, Midway - 10 ....... sh a .................. -~ .... 
Vlllualll■ 10 do lllat- ......,._ 

..... 10jlapoutofthe .. .. .... 

y■■nllaoe7 

IS: You're probably asking me a ques1ion that 

I don't~ w.,nt to answer• this moment 

in timel lhal's a difflcuh one. 

EAlp: .....,._..._ _,. ._ 

beatl -.y publk a1,out hill lllll■atloe 

10 i.ld • t_,,.. IMI ID EA. 

n.at sort of t■• h■• • habit of 

........ OWlt -··--
IS: Bruno has don<! a tremendous job of 

buildirc up the~ of~ ► 
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◄ lnfosrames are going to be doog. The PR 

machine has heal mtling along lo<"""" 

lime now. and Bruno is probably one ol the 

besl people Ill 1he ~ to maxirme that. 

He's a wonderlul character. rm 1101 sao,;ng 
thlt Grfflllin is going to put itself in the same 

position. \\tiat I am saying is that ..tlatl!'Jef 

rnc:,,,e we do make, whemer h be an 

acqUisitiol, orwha-, we1 sriJI ensure that 

the CX>mpilny goes forward in a profitable 

mamer. We're 1101 the 1ype ol company 1h11 

shoo!s for the SlatS. Wttre the r;pe of 

cx,mpany that largelS strategicaly, and 

ad,i,,ves those targets. 

CITY SUCKERS 
EAlp:lt _ _.,..,_, ... _ ... 

GNalllfloelldOlltlle ......... ... 

...... How ...... dey ..... .. 

aillur9oflhecompany? 

IS: It hasn't really changed the COOlllllY lhat 

moch. Because of the --, that the cx,mpany 

is IU'I, we were Jn a good position to iake on 

the rigo,Jts of oty iequitements from an 

8CXllUl1lins and n:pol1n8 point of view. 
EAlp: G,-ln .... ...,.._. 

,._,_, ... •p....-s',....., _ ha 

the fAKt that.,...,. .. - • quoe.d 

COftlflMY chanpd your s-1 
IS: No, h shouldo't change the games at all 

EAlp: So.,.... ""-'t had ID ltart 
~,-that_,_, __ 

thedey"""'--c!1 

IS: No, at the end ol the day al the dly is 

lnte'ested In is results, and how the aJmPll'Y 

1$ progres>ing. 

EAlp: Doff the city understand 

ln.wacdw-.-? 

IS: Well, that all depends on who )'Oll're 

talldna IOI Thore ~ a group of a,,alym who 

falow the industry 1111W who - ~ 
ffllhusiaslic: guys. 'Mien )'Oll're talking 

about the achor ~ they_., 

much lool< at stodt and the O\lefill 

~ pelDfrnancr rather than loolc al 

¥ff one partirulor ptOOOCI. 

Edp:HaftlheN-...,,... ........ 

,_ llotatlan1 

IS: I lhink one of the beMils from the 

flotaliol1 Is that finanoaly « gr,es us stability. 

It allows us to take longeHffln decisions as 

to how much we spend on products and 

how much lime we can spend on them. 

Edp: tt ...... ,. ..... ..... ....., 
IS: Ye$, be<ause of the S1ab,lity of the 

company, we tend 1101 to have to make 

shon-tem> cledsions. You can flncasl much 

more easily~ )'Oll're In a good 

financial position. 

GITTING TECHNICAL 

Socn,-er.nlln w pertly,,., • ■-•1■ 
for~-«iolla,ptlftlDllle 

UK.DoyN---GNalll•• 

b± I al ..,, 4ofwa ~ 

IS: Ye$, I 11n so. But""-d's <Nl1P"C 
1111W islhal ii'• nat nec:marilydo,wi to 

lfMf1ling newleCMOqy-the reiltt 
clove- lnr,g ts howyau build"
products. and the~ you ~ that 

allow you to do ii. lM-kh Is somelhtng 

that's Invisible to the user. 

Edp; OM phne ,WW alrudJ Ilea 

......... • a,upleof ..... ,-.elf 11 ... ,,, ..... .,.._ ..... .... 

.............. Do,_ .... tut 

.......... lwollaaoutoftllat<yde 

no longer get ecoted by. Following that there 

- the cheap home C0mpUll!l'5, the 

Spearums llf1d Convnodore 64s. and then 

the nm maiut op was due to ll!Chnological 

e,peaalions.PeopleSIDppedspencing 

money on buying products because 

they were loolq lofw¥d to the next 

~ of ll!d1nology. 

EAlp: You_.. ...... lhat the Atari 

a.-..-ci.___~ ... 
........, • - -ituit lhat cldn't .,,., .... .._..,_...,,..,.. 
IS: I tlri there's less chance of !hat 

happri,g now. The cost of developing 

prodods is ,unning into hundreds of 

thousands of pounds. And the mar1!et 
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foodlel ..... beaiUHlt'saotthe FIM 

lop°" the llos. 

IS: Bad sames don't se11 ~ 11 you 1oo1c at 

the charts. It used to happen In the past. God 

fort.l, we probably <id ii ourselYes. 

Edp: Do'/'IIUthklklt-•vlallle 

.......,badithen? 

IS:~ 1l a viable strategy in the past just to 

sho,,el prodods out7 Yeah. 

EAlp: Acdalln did It. 

IS: Yes, I read your interview with Greg 

Fisd-.bad: (E59l and I though! he was very 

honest And I think Aa:laim IS now pulling 

things ,ii;.. They've idemffied thBt you can 

now no longer get-,,., with pulling a 

subslaodard product out - the comurner wil 

'Gremlin is a very good sports range .. . with extremely solid games. One of the things you'll see change. 

.. 

now, or wlll ll lle bad! la Ille...,_ ....... ,,,.,..., 
IS: l don't lhri: we'B e-,er go back 10 that 

stage now. 'Mien you look at why that 

oa;unm ., the paSI. rt was due pnmarily -ij 

you go baa IO the Atari Slluation - to a great 

glut of mediocre prodods that the user muld 

Is educatt!d enougtfto not acapl 

SIJbslinda1d products. 

EAlp: Do '/'IIU,..., ... it 111 If""' 

look al Ille l'leV511tlan l>aa i. the ute. 

......... of-mlllloft. QI-■ • 

..... ,.._... of wllldl probably do 

Jusl ....... Ille thopl and buy. 
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'We're going to be using more video footage in products than most feature films' 

1101 aa:ept a. And l!'ll!t'I rt )'Oil do llalll! • 

cet1ain elemenl ol the ~ who ere 

l.f1educated, !hey ve,y quodd-f gel educated 

bot disappointing produas. 

THf NAMING GAM[ 
Edp: How do you 1111n11 dM CUlloaet In 

111e_,_.,,..GNBlk,1 

IS: rd ijl<e to think as a wi1dly exaung. 

technclogy-led producer of games 

Edp: And do you? 

IS: lhat' s what r d like to lhink. T1lal' s not 

what I iKlUally know is lhe situation. Wiat 

they see ,n the Gremlin product IS a ve,y 

good spons range and people that come oot 

IMlh eictremely solid games. One of the 

~ that you1 see~ as Ill as the 

company IS concerned is 1ha1 lhir,gs WID 

'become much more examg, 

Edp: Is llwlt DMA'• lnfMnc• apitll 

IS: No, this Is ve,y much a matb!rlng 

infklera and the ,equ,,ement 10 see that 

the oompany goes ia-d. 

Edp: 5offll llllaflt 11p1e lhat 1111 

--r• punw wouldn't think Mythlnc. 

11My .,.tit heft enjoyed - of your 

.-111 the put but they lllipt llGt be 

.... t11.-111ey_,.c;,-,......, 

asW.fromtheAdllos-, 

15: Actuo ls definitely a brand, as far as 

Europe and espedally as la! as the UK is 

conczmed. Gremlr, rs not a b<and. ll's • 

label I don't bef,eye the,e is loyolty to labels 

in the ~ Each product IS taien I> 

its OIM1 nat1I, and rightly so. 

Edp: So you don't think IIMn'• -, 

point In IIWntlns. lot of _, .. 

bulWlfts up Ille Gffllllr, - 1 

IS: h is !fflP0'la!1I thot Glfflllin ls bi.ill up as 1 

name because il's lff1P(ll1ant that lhe ciiy 

undermnds vJiar we are doing. as wel as 

lhe Cll!ISIJITlet. We. w,0 be, as l'w, said, men 

•88- ii the ~ the a:,mpany marlzts 

not only 11s products but its name as wel. 

Edp: Companies lib Bullfros. lllzunl 

and Id Sottw.re can Just~ their 

S-and~ wil look 0111 for 

a-. 5urely there's -Yalue in 

~ ~ofwl,o. people 

wlU uy 'It's Ille nut Gremlin pme: 

IS: Ma-,t>e it will be the next DMA game or 

the next Actuo piodud 

Edp:~AduoendDMAaa-,ted. 

but what about the ochet GNtnlin 

pmesl '111a1'1 Ille key question. 

IS: Tha(s somedvng that ff you look around 

the stand at this moment in time. ri you look 

... is that things will become much more exciting' 

at Sou/ Bnnger, this IS another opportunrty 

wi1h • leaclms-edge product ""111 -..t1ich we 

could -Mill eslablish a Glenlrn RPG brand or 

whlu!ver That's somedmg wNch we'ie 

going ID loolc at Vf!fy closely. &JI you have to 

leild wl1h someit,,ns It's - tor a content 

pRMde, W..- Blizzard or od because the'(ie 

worb,g In one geR. and that's what the'(re 

locusedcn 

Edp: Alto,.., ....... tlMlr -.,_.,......,._ 
IS: Very nu:h so. We're weft awa,e that we 

have 1D do I ii I number of~ 

BEATING THE BOX OHICE 
Edp: Dom the -et ,,._,i. threet 

lo,......,.1 

IS: I 11:tt lheie will always be a place b

pihishers. The lntemel won~ take 1M!1 the 

world, not In ou, lifelfmes. V.,.,1 a lot of 

people ve,y seldom real'ISe ls the enotmous 

mwlvement that's required 10 go into makios 

a l)fOdtJa. I want people 10 know that what 

goes Imo producing them is t,;sser and more 

irlllolved lhan whars lflllOM(j in the film 

lndU51rr. l(s somelhing that's a tl1!mendous 

~ 1D the film indusuy bearuse ou, 

indusuy iS seaiog better and belief at "4,at g 

does. t be6eve that as the indusuy "'°""" 
IOIW'1rd now we're going to be malong 

produds that require more content than 

m0Yies - that aie mo.ies in thei,- OIM1 right. 

We!re going be usir-« more o;icleo lootagl! in 

produas than most feature films. 

Edp: 'IN fllln Ind--, IYd 75 JNn to 

-"-howto111M1IIICWletbafore 

dMIIIUld-tnlllott~ _.,.. ..... ....,, .... 
G.t,IINar-,.....Moltofdoa ..,..._.__ .......... 
........ IUdt • S.,...soft-"-'1 

p,t alpllianceaf-..-a projam"" 

-,thins llu thal -i.. WI■ thetbe the 

- -Wins Wodi for dawalopenl 
IS; NO, I doo't th,nl; so. I think Squn has 

done an ab5olu!ely fantastic job, and looking 

at F,no/ fantasy VIII, it's a wonderful visual 

experience. There's no reason~ 75 per 

ant ol ~ pobishes can't do the same. 

Edp: Do you - c;,..a. In 

competition with oCIMr ..-

publhhen or with othlf -

,-W.,.1 For 1MtMct. wlll It bodlet 

you --111e mow11·~· 

-out? 

IS: I think we're in corrl)e!ltion with any 

business that ealS up lesure nrne. ..tiether 

that IS Willchrig telev,s,on, IJOUl8 10 1he 

onema. play,,1g S0aZI; reading, sleepir,g. 

Wlilt we have ID do is a"11lnUaily keep 

peo!)le awakel (IAughsJ Not eating not 

sleeping - just wanting the definitive ~ 

lmmersiYe e,perience. '1..5 
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PRESCREEN 

F-Zero X 

(NU) Nintendo 

NlnUlndo's .Wbll update 
of Its SNES classic looks 
set to provide a Quality 
alll!maUVe to the 
realism of Gflll! 11/rismo 

and CO/Jn - Rally. 

A roll call of the newest arrivals in the world of videogaming 

IF IT MOVES, MODEL IT 
Is the argument for 30 all too shallow7 

la prites and bitmaps, say your prayers. The 
l!I graphical third dimensJon has truly brOken 
In to the lnnennost compound. 

This final act of dimensional cleansing targets 
adVentures and strategy games. cavedog's rota/ 
Annfhllatlon and Westwood's Blade Runner were 
the warning shots. Now Relic's Homeworld (see 

p38) and Origin's Ultima IX will llnlSh the job. 
But Is the revolution wholly welcome? Games 

are about gameplay. Where 3D enhances games -
and Marlo 64, Tomb Raider and Quake prowd it 
could reinvent them - Edge salutes IL But beware 
the polygonal armies or a game-kllllng regime. 

AS Brett Sperry pointed last month, 3D doesn't 
necessarily Improve strategy games. When 
generals plotted WWII, they used 20 maps and 
counters because the tabletop view gave the best 
strategic overview. Three-dimensional graphics 
lookS great, but their angles can prove redundant: 
hills can obscure the big picture. Hostile waters, 
Homeworld and the rest have everything 10 prove. 

wnen cnurehlll planned o-oay, he didn't spend 
months wtth glue and alrfix models. But 30 games 
need an engine that takes at least a year to build. 
And woe betide any game that doesn't look as 
good as the best come release day. 

PC shooters provide a warning. As developers 
have made ever better 3D engines, tney have paid 
scant regard to anything else. At least the fixed 
graphical standards of consoles leave room for 
Innovation. IS It coincidence that GoldenEye came 
on the N64, despite the plethora of PC shooters? 

some games just shouldn't be 30. Maxis 
ditched its plans for a fully navigable 30 city In 
SlmC/ty 3(X)(J when it realised that slow, plain 
graphics enabling players to walk around the city 
compromised what Its game was about. worse, 
some great game concepts never make It because 
their creators aren't 30 expertS. Edge often sees 
good Ideas burled under lacklustre graphics 
engines. The months pass and the graphics sloWly 
tmpr011e - but at the e)(pense or the game itself. 

Polygonal 3D games remain a new ball game. 
When even Rare falters wtth BBnjo-Kazoole, lrs 
Clear tne rules are still being discovered. And 30 
games haven't Just abandoned many or the 20 
gameplay features that sustained gamers for 
decades, they've Ollsoleted some of the talent 
that made them - the people more Into making 
fun than matnx manipulation. would Donkey Kong 
and Its Ilk halle been made If Its creators had to 
first master the maths required for realtlme 307 

Edp looks forwant IO Home1111orld (left), I.elk's 3D.,.. llralff .......... with Nllllh. C
sudi as Ultimo IX (C811tni) ■ad Hostile Woten (rtpt) CINIII_-._ ■l-perY■dl■1 JD assault 

aoc:ty Harvest 

(N64) OMA DeSlgn 

ll1e ~ fruits frolfl 
Gremlin's porchaSe Of 
DMA tastes as sweet as a 
CllelTy. DMA Js poised to 
enter the ranl:s or thOse 
wtio've made It on N6<1 • 

TA: Kingdoms 

(PC) cavedog 

llnless you coont MytJ> 
rana Edie -·o, there 
nasn·t been a deel!ol new 
fantasy strategy game 
since wan:tatt " · 11amn11 
a dlS8SU!f, this wlll be It 

·-

Lepc:y of IOlln 2 

one 01 the tew promtslllg 
PlayStatlon blleS on shOW 
81 El. Crystal Dynamics' 
sombre effort currently 
looks as tt It could offer 
IIOvel gameplay teatu1es. 

Spike 

With 115 sitnJltlneOUs 
tourpliryer mooe. /WIZS 
iatesl flgt1tir,g lest 
oeiM!rS more U1an just 
tile genre's usuat 
grapt,leal emoetltshments. 
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PRESCREEN ALPHAS 
GIANTS 

• 

THE GAMES CATCHING EDGE'S EYE THIS MONTH 

FORMAT: PC DEVELOPER: PLANET MOON 

Edge maires no excuses for retumlng to the 
dazzling Giants so soon after Its debut last ISSUI!. 

The l!,lme'S multlplayer mode loots particularty 

Interesting. since it's been desji,,ed as lhiee 
warring species (respectM!ly the huge giant 

l<abulo, tile ocean•faong sea Reapers and 
tile Mecearyns- hl-tech space warriors lo exJleJ 
rather lhan the one or tw0 options multlplayer 

gaming usually offers. Yo1lether It suffers the 
art•house exlle of MOK remains to be seen • 
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r . 

~ Duke's gameplay 1eNV1S laraefy unal~ed (whlch Is 1101 n«essarily 

a bo)d lhlrig), lhe cameta has been SWllched from Ml ID lhirdperson. Tme 
to Kill ls spread across lhe eges. w,th Nukem treated to • variety of 

~ specific weaponry, and an lnaeased leoel of blood and guis. 

ALPHAS 

WIPEOUT 64 

fiavln8 chosen llw! lilteablt' 

fulUnslic racing b1le as lhe first of 

its lntemal N64 developments. 

Psygnosis wiU be hopins lhis 

ve,sion prow,s as popular as its 

PlayStaUon predecessor. The use 

of lhe 64bit machine's analogue 

controller W0Cb parllaJlarty wel, 

but l\fpeol/l Yetffll"5 could find 

lhe experience a little too e115Y. 

TentatJvely pe<ICilled In for a.n end-of-year release In Japan. Konamrs vampire-t&deo adventure makes its mucf>.awatited 

64bit debut. These latest saeenshots are encouraging. showmg one of the four cha@cws avaolable to playl!rs m lhe 

final llelSIOfl as they banle lhe seem,ngfy endless pr~ of DrKula's ffllNOOS. Ul:e lhe r91 thong. lhese anad 

!TI"inly after sunset. prefernng to hide during lhe day, and players must therefore plan lhelr ell?Oration accordlngfy. 

31 
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◄ APOCALYPSE 

Aaivision's llnJCe v.lllis vehicle 

draws ever nearer. Through 

.careful use of te>«ure mappil18, 

Apoa:,,wse's character, Kincaide, 

bears a f1!aSOMble resemblance 

to the Hollywood star. 

The game's plot pitches 

llnJCe into a slruggle wilh 
the four horsemen of the 

Apocalypse, no less. Spread 

across 12 levels, the lhirdpe!Son 

aaion ls promised 10 be 'funous: 
'non-slop; and 'ave,; the top'. 

ASS&,lJIT 

'Mlile ASC Games' CM!e f'Mf 

have ladced cer1ilm gameplay 

aspedS under ils visual veneer, 

Te!sla(s pseudo-30 shoo! 'em 

up effoll hopes to deliver lhe 

goods. One and ~ ilCIIOn 

is assured ewer 40 Ms spOt 

Imo six distinct enwonmerus 
popollll<!d by hideous afie1 

creatures. ~ requ11e swift 

temunation by one of the game's 

many upgradeable weapons. 

o- .._ -~~ -: ~ 

,.. \.; ... 

- . . 

THI EF: THE DARK PROJECT 

WIN BACK 
ProbablY Inspired by Met.SI Gear SOiid, 11-?n Back COUid be the dosest N64 

ownefS COUid ge1 10 KOnami's esp,onage affair Levels l11USl be negotlated 
With the mm1mum of loss. so as to reduce Ille POSSJb;lny of being detected 

by the enemy- the dreaded Ctytng Sheep organisation. HOpelulty the 

g/lmeplay etemems WIii match the game's early but PfOITIISlflg visuals.. 

Wiry boxing should be so different 10 the amply covered martial-ans field 

ISn't clear - sadly, pemaps it's t>ecause boxing Is largely a Western SIJ()(1. 

EA has exclUSive rlgtltS to Muhammad All, E\lander Holifield and Sugar Rifo/ 

Leanard. but whether It's recruited eaual design talent rernaITTs 10 be seen 

• 

-· 

a,ac" AUGUST 1991 

FORMAT. l"C DEVELOPER: LOOKJNc; I.LASS STUDIOS 

fGrmely known "'11pt,f as ~ Dark Profed, L.oobng Glass' fifslperson 3D 

aaion-ad\len!U!e tJUe differs substantially from its peers by lntroduong 

elements ol perception and olmbi1ious Al rourines Into the game's characte11. 

As sud,, players should not be su,prised 10 find guards IIM!Sbgating the 
~ made by their charaaer's lootsleps as they aeep around, lo! ecarTll)le. 
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WILD 9 
lnduOing a level where the player races through swamps by boat and 

anotller wrucn ls jUst ooe long drop throug11 alr-venulation l)lpes, Shtny's 

Wild 9 ls as different as rt Is late. Most of 1he lellels are 20 1)4atform affairs, 
witl1 the player wielding lhe GlOve and Rig to piek up enemies and smast1 

them Into the environment or grab hold of the teJramto uawrse 0llsLlcles. 

ALPHAS 

At last MesS/ah IOOl<S like a game deserVing of t/1e attention Its engine has received. Tile engine - Which addS or 
reduces polygons In 30 mooelS to maintain the trame rate - Is Innovative, Dut so IS the gamep&ay. me nero IS an 
apparently harmless angel wtoo can posses aeatures and then use their weapons and ~Its. or deliberately lniufe 
them. In muluplayer mode players can judge trie weapons they're likely to face from the appearance of their foe. 
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◄ V2000 _;_H_:_0--=--:S:::..T..:....:..I L= E:........a.W__;_;_A.;...;T....;:E=-R:.....:.=S;__ ____________ _.:_:fOc:.,:R:.:.::MA.:.:..J::...:.P..::;C ..::;DE::..:.V=EL;::;OPc..,:Ec:;.R:.,::RA:.:..:G:.::E..::;SO:..:F...:,;TW:::A=RE 

. . 

Edp has now received a fulty 

playable P1ayStation veision 

of D.wid Braben's own update 

of his Archimedies and Amiga 

classic, V'IIIJS, Although ii remains 

to be seen v.1,ethef the fixed 

v,ewpomt can be adjusted, 

V2000 is nonetheless an 

appealing prospttt. Players must 

save the human race from the 

a6en invaders and thei, deadly 

red .,;rus. Ellpect a range of 

novel weaponry and detailing. 

.. 

SIN 

valve's Half.life and Rituars Sin are filling tne Will left by unreal In the PC 
shooter hysteria Sl3teS. Sltl IS wh1lng attention for sneer attention to 

detail. cut scenes, DIJ.te..style banter and a tra1111ng area like that owned by 

Lara croft all help RdlJars cause. M()(e neat touches include a harpoon for 
suOBQuatle leve!S and a gun WlllCll can 111CM! opponentS arouno the level. 

Futuristic racing with bouncy, beach-buggy-like cars and an armoury of 

W/peout-styte weapons, S.C.A.R.S. handles well and looks fine. too The 
lmaginltlve trad( design travels throogh AZtecll ruins and polluted 

dyStoplas and offers players a variety of routes through every level. 

• 

·-· 

instead of the massed armies of titles like C&e, Host/le waters gwes 

players a select - and llmlted - offensive strike team of spedahsed units. 
For Instance. tanks are Virtually unstoppable but Incredibly slow, so they 

must usually be flown In by helicopter. It's an interesting coml)(ormse. 

and h coold make the tllSk of creatlng a strategy game In 30 less dlfficult. 
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Anocher month. anolhef batch ol a/do 64 shoes. Ff:W games an bo.lsl 
having so much ,mage,y publi$hed ,n the llldeogainng p,ess as Nintendo's 

IOllhcoming epic. Indeed, it currently holds the record for most appearances 
m Eclp's Alphas sedlon. But~ fnghtenii,gly few games are like lddo ... 

SPIKE 

·-- ·-

ALPHAS 

FlWJRI.DGRIWOPRO< 

Toe fomla1 is Sbl1 awa,d11t1 a 

raong btle to chalfenge !hose 

found °" Sony's rml machine, 

but Paradigm's FI ode could 

fina'ly de!,ver what N64 playe,s 

have longed for since the 

formats first appearance in 
1996. It features all 17 OrQIIIS 

from last year's season, 

commendably detailed scrnery 

moving at an Impressive rale 

as well as dynamic weather and 

an 1n1ngu1ng scenano mode. 

Sega's exciting and amb,oous new bea1 'em up bde allows up to lour cabinets 10 be hnked via optic cable enabling 

simultaneous mulbplayer stJeel f,shts. The aienas are lmpressrvely la,se. and players can dedde to 1eam up agatml -

or with - any or the other a>nteslilnts as they WISh. Craph,cally, the g.ime represents another 51ep fotwa,d for ~·s 

establlshed dominance in this field. Spike will make l1S first playable appeanmce at the funhcoming JAMMA show 
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JET FORCE GEMINI 
The seemingly unstoppable Rare unveiled its second title at E3 and looks 

set to continue the company's recent run of successful titles for Ninte ndo's console 

Some ·of the more impressive effects In Jet Force Cernlnl can be fOUIMI In the 
ambitious llpting used throughout. !Nlrticularty for the pae's auy ~ 

The game's alternating 
levels require players 
to switch between the 
main three characters, 
thus exploiting their 
Individual attributes 

Format Nintendo 64 

Publisher: Nintendo 

Developer: Rare 

Release: TBA 

Origin: UK 

n nnounced Just prior to the E3 snow and 

Iii shOwn only as a brief segment of 

Nintendo's looping promotional video 

seciuence on its stand's substantial projection 

screen. Jet Force Gemfni passed an awful lot 

of people by. Yet Rare's potential-packed title 

warrants attention. promising as It does to 

take all the elements of a classic shoot 'em 

up and place them within a 30 polygonal 

world with players viewing the action via a 

thirdperson perspective. 

1he game Is set In an alien universe far. 

far away. Its delicate balance is under threat 

from the Intergalactic crlmelord Mizar. whose 

tyrannical reign must. naturally, be 

terminated. NOrmally a relatively simple task 

1f It dlan·t Involve having to cattle his army of 

minions which largely comprises crazed, 

gargamuan lnsect-llk.e space-roaming beings. 

In order to achieve this formidable and 

seemingly Impossible <not to mention foolish) 

task. players can swap control between the 

three main characters - Juno, Vela, and Lupus 

I.he Clog - and each or their individual skills 

• 

The letNbcapes an In 3D, ■Hawing players free exploration of the vast 
HthD-lllb (1Dp). papulnld by disposable. bus-like ■lien baclclles 

must be fully explolteCI In order to ensure 

l)(ogression through the various levels. 

so as to Introduce some gameplay variety, 

the latter alternate between frantic action 

and sectors requiring a more stealthy 

approach. Of course. secret areas revealing 

bonus items are to be found wft!11n the vast. 

freely explorable levels, With puzzle elements 

ensunng t11e requirement of some brain 

actMty. Furthermore, having not forgotten the 

importance of weaponry in a shoot ·em up, 

plenty of power-UPS are obtalnable to amplify 

the already-impressive artillery. 

In typical Rare form. Jet Farce Gemini also 

features mult!ptayer options to complement 

the oneplayer experience. Anotner Interesting 
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Even at this stage. lhe 
levels seem hugely 
varied, with notlcubly 
dlfferin1 environments 
populated by bup 
waltin1 to be killed 

.. 

feature is the lnciuSiOn of dynamic weather 

conditions. forcing players to adapt their 
combat strategy depending on the climate's 

wlkUy unpredictable nature. 

Yet. given Its Video only appearance. 
Jet Force Gemtnl's most Impress1ve aspect 

currently remains its grapnIcal quality lhe 

footage revealecJ several excellently varied 
locations featuring highly detailed textures 

and impressively complex light sourcing -

partJcular1y noticeable In the game's fire 
effects. The designers have created a nch, 

colourful, lunar-like landscape together with a 

series of space-age building interiors more 

akin to Rare's usual cartoon-like look rattier 

than the grave realism found In GoldenEye. 

Given the game's narure, this aspect works 
particularly well. 

MOVln& the plot along are a series of 

cinematic cut scenes, and a'n orchestral score 
further enhances the game's overall film1c 

feel. Rare remains typically SIient about other 

specific facets of the narratJVe. 
E3is becoming a platform for the 

l'Nycross-based developer/publisher to 

surprise the videogaming world by revealing 

new projects (Perfect Dark being the other 

• 

PRESCREEN 

Yet HOther eutaple of the swish llthtins effects (above) llnd further 
IWldHc.e of the nrtety of aUen lifeforms awaiting termination (above left) 

snow announcement this year) From What 
Edge has seen of Jet Force Gemini so far, 

plenty of ctestructJon Is assured and, as ever, 
Rare has complemented the on-screen action 
With some truly Impressive visuals. 

MoreoVer, rt proVldes weight to the 

arg..iment that; In visual terms at least, tne 
UK developer Is now easlly challenging the 

projects emerging out of NCL's Kyoto offices. 
something which two years ago would have 

been considered highly Improbable. sadly, 

so many otner N64 licensees stJII seem 
unable to even come d ose to the 
standards set by the premier duo. 

Although JSF involvfl disposing of insectoid alien scum, the vls1Yls 
retain Rare's typical colourful appearance and childlike Innocence 
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HOMEWORLD 
There's nothing new under the sun, but up in the heavens Relic is blending Westwood's 

classic realtime strategy template with 3D shooters to create a visually stunning saga ... 

Ships lnnch in style (•bove) but the docklns procedure Is 11110re impressive. As In the dusk Elltt, ships tum 
and twist to find the correct angle, then l11nd en masse. (Top right) Who Mys str•tegy g•mlng e11n't be exploslH7 

Format: PC 

Publisher: Sierra studios 

Developer: Rellc Ent. 

Release: November 

orir1n: USA 

GI omeworld IOOks like the best bits or 

'Star wars' or 1he L.aSt Starflghter·. It's 

not the graphics. though Homeworlcfs ships 

are certainly superbly animated. Rather. It's 
the choreography. Ships roll into battle In 

delta formations and dock In unison lfke toast 

pepping back mto toasters. F1gllters fly In 

classic pair rormauons, executing 1mme1man 

splits and barrel rolls. 

'We'Ve removed the control of flying ships 
from the user; says Alex Garden, 

Homewor/d's creator and CEO of Refic 

Entertainment. 'Now the computer flies the 

ships and you Just tell them what to do. It's 

enabled us to get an epic dog-fighting look.' 

Homeworld IS a cross between e&c and 

TIE-Fighter. Players build up massive space 

fleets, with mothershlps, research vessels, 

frigates and a host of smaller ships. Just as In 

-· 

C&C. success Is achieved as much by 

sklllfully utlllsing resources as by winning 

battles. Ships are given orders via the mouse 

In the time-honoured fashion, while pop-up 

menus keep the screen clear of clutter. Yet. 

as in 11.E-Ptghter, Wing commander Prophecy 

and its peers, the actlon is 30. 

several developers are working on truly 

3D, realtime strategy games. They Include 

Activision with Dark Reign II and Llonhead 
With Black & White. wh!le Ubisoft and Take 2 

have already had limited success with 

Upnslng and Armour Command respectively. 

Other proiects, like MaXJs' first draft of Sim 
City 3000, have, unfortunately, been 

abandoned altogether. 

Because HOmeworld is set In space, Relic 

has the key advantage of not having to draw 

terrain. Instead, it's squandered processing 

Question marks still 
h■ns OHr the •bility of 
HomewoMslD 
engine to manipulate 
so m.ny pol\'lons at 
■n ■ccept.bfy fast r•te 
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111• mothenhip must be pl'OtltdN at all costs (top~ the heart 
of the fleet. it crutes all the other aaft inside Its bowels 

Ship desip has been 
an oneoms process. 
After renderin1 up a 
second flfft of spac1e
faren. the team -nt 
back and nivlsed the first 

power on drawing the recoiling and 

Interlinking research pods. The level of detail 

Is particularly Impressive as Homeworld 

will usually be played from a distanca Tile 

screen dlsplayS dozens of fighters weaving 

around each other while frigates lob energy 

weapons from the perimeters. 

'When I first got the Idea for Homeworld, 
this ls what I saw.• says Garden. ·a bi& rolling 

ball of ships with vapour trails behind them. 

In the first no<Hllsclosure agreement with 

sierra. the name or the game was ·spaghetti 

Ball" - that's what I saw In my head!' 

Uke caveoog•s Total AnnihllatiOn. the shift 

to 30 graphics adds new dimensions to the 

gameplay. 'HomewOrld Isn't actually played 

on a [linear) plane.' explains Garden. 'Being a 

30 game, you can take the ships wherever 

you like. If you're attacking a capital ship •.• 

attack from underneath because it'll have to 
move its guns around to oear on you.' 

Battles in Homeworld can Involve as 

many as 300 different ships, all flying around 

In 30. To help players coordinate their fleet. 

Relic has come up with comprehensive 

formations - another first. 

'It's really Important that you use certain 

formations.' says Garden. 'If you were 

PRESCREEN 

'--tnlll ,_ ,_.. ships are included to help Judp their trajectory 
(aNft). hi ..,._ beala, up to 300 ships mlsht fill the skies at one time 

attacking a capital ship, the claw formatJon 

gives you a much greater advantage than the 

standard delta formation, because you're 

able to come at it from all angles. wall 

formation Is often used with mtnelayer 
COIVettes. . to drop huge arrays of mines.· 

As your fleet progresses across the 

galaxy (attemptrng to reach the eponymous 
planet of origin). rt encounters rival fleets as 

well as pirates and tra<lers. lnevttably leading 

to confhCL 1n essence. HOmeworld playS like 
a standard realbme strategy game, With 

asteroids and nebulae Instead of ore fields. 

while research vessels take the role of 

adVanced buildings. nie sheer distance of 

space replaa!S the fog of war. Dots on the 

scanner may 1nd1cate meteors, salvageable 
dereliCtS Of the vanguard of an enemy strike 

force. Spy probes and sensor arrays 

penetrate the gloOm. 

Currently. HOmeWOrld's ftaw IS its temble 

framerate, which Garden says Is n<1N the 

main focus or attention. Edge also wonders 
whether effective strategy will be impossible 

to manage given the 3D nature of the 

gameptay. certainly, thOugh, Homeworld 
IOOkS among this year's most exciting PC 

games. When even the resources are 

Interactive ('You can hide behind asteroids or 

blow them Into smaller asteroids as In the 

arcade game. You can send chain lightning 

storms down the arms of nebulas'), Relic 
seems to be taking nothing for granted 

In Its quest to create something fresh. ~ 

The ships actually 
betray a surprisin1 
amoun.t of attention 
to debill. Gun b.rrels 
pop out and whirl In 
a frenxy of polyeons 
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VIVA FOOTBALL 
Will the inclusion of 987 teams, 1,974 authentic kits, 16,224 players and 

259,584 player attributes be enough to make Viva Football stand out from the crowd? 

Over 300 sudiums uve been recrellttd to ensure Vh,o Footbolfs authenticity throu&hout the aps (lap ript). 
The crowd plays an actiYe part In the 1•me. and -n't hesluta to )ffr at poor play fiom the Scottish side 

Format: PC 

Publisher: Virgin 

Developer: In-house 

Release: Sept~mber 

_Origin: Uk 

r:I y the time Viva Football arrives on the 

1:1 shelves of Electronic Boutique. most 
ardent football fans might have had enough. 
Jaded by the plethora of football games 

released this summer. they'll al.so have 

endured the most saturated World Cup 

coverage since. oh, 1994. 

But Vlrgin Interactive reckons Viva 

Football IS In with a shOt 
'Viva Football ls more like real life soccer 

than any other game; claims V1rg1n 

1nteractlve's Simon Humber. 'It's got a very 
open-ended game structure. If You play 

something llke FIFA or /SS, the gameplay Is 

very much ·on rails'. The interface doesn't let 

you express yourself In a creative way.' 
Viva Football aims to overcome this 

complaint with a control method that focuses 
on kicking strength as much as direction. 

Passes. chips and straightforward kicks can 

be performed either by quickly tapping the 

• 

Joypacl - passing the ball towardS a 

highlighted player - 01' else by ~ 

down the button, which can send the ball 
anywhere on the field. 

Players can thus kick the ball into space 

or chip It over defensive lines. adding to the 
authenticity of the game. Wt\tle other football 

sims such as 1ss 64 have included through 

balls and the like. Humber says it's the extra 
level of control that will set Viva apart. 

'If you want to kick the ball 50 yards 

down the field and then chase on to It. you 
can. If you want to play a snort passing game, 

you can do that too,' he says. 

Opening up the field with Insightful play 
will count for little if players merely run back 

and forth along the pitch following preset 

paths. so Virgin has concentrated on making 
the players intelligent enough to spot 

oppcrtunltles as they arise. 

'Wt\at goes on off the ball is Just as 
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H Viva Football players 
are to exploit spaca 
more successfully, the 
camera may need to be 
broupt badl (aboYe) 

impanant as what happens on 11. which Is 

what gets missed in a lot of computer football 

games,' Humber paints our. 'Maybe you have 

to move ten yards before another player does 

something - real life Is a lot more fluid than 

that. As you move, everyone else makes runs 
to complement what you're doing. They don't 

Just react to what happens, they're proactive.· 

Humber says that over a year was spent 
on the Al. 'Originally we thought, ·why don't 

games look like football games?· and then 

we realised It came aown to tne use or 
space; he says. We started simulating some 

stuff which analyses space on the pitch and 

after a few weeks It all fell into place.' 
TI1Is proactive emphasis even filters 

through to the speech, with Virgin's 

PlayerChat audio engine replacing the 
stream-01-consc!ousness commentary of 

other titles. Players will snout for tne ball, 

with phrases like 'To me!' and 'Through balil' 

Aside rrom the technical Innovations, viva 
Football also offers something a little 

different in Its structure. Effectlvely a World 

cup slm~lator, It covers every competition 
from 1962 to 1998, although the licensing 

minefield means Virgin must refer to them as 

World Tournaments'. The game was certainly 

Intended to ship before the 1998 world Cup, 

.. _. . 

PRESCREEN 

Vlflin worked with Barnet FC for the motion capture. Not llamorous, but 
probably In keepln1 with the 'for the i.rraces' tarset1111 o(Vlva Football. 
Players from four areu of the field were recorded, rather than Just one star 

but one aovantage of the slip is that It haS 
alloWed Virgin to Incorporate updated 

statistics from this year's world Cup Into 
v,va's vast database. 

Indeed, V/Va Footbalrs second strength 

1s its comprehensive coverage of the last nme 

tournaments Players can pit any team from 

any worfa Cup against another. and so 
resolve questions markS over, say, the 

superiority or England's 1998 team (o the 

heroes of 1966. All the teams are faithful 

recreations, nght down to the length of their 

Shorts, which change in baggjness according 

to the decade. Early games are even played 

m black and white. 

If Virgin's plans come to fruition, Viva 

Football could bring rresh Ideas to a genre for 

which the phrase 'over-saturated' seems very 

understated. It might also bring shell-Shocked 

football fans back fOI' more. Now. that 

would be a remarkable feat. 

Football has chanpd a little over the 
decades. When playin1 with older sides, 
the ref adopts the flome side's rules 

.. 
~ 

. • II ,. 
I I r . 

·=· 
Viva Footbalfs 5,400 
keyframes of character 
animation should 
help ensure smooth 
animations (above) 
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DEEP FEAR 
Saturn owners have reason to cheer with the arrival of a Resident Evil lookalike, set deep in 

Davy Jones' locker. Expect a heavily CGl-driven adventure that's more than worth its sea salt ... 

Altho~ its textures are distinctly Smlm-uque - that is, lacking the sharp 
definition of their PlaySllrtion equivalents - Deep F«1r Is an attractive pme 

Format: Saturn 

Publisher: sega 

Developer: in-house 

Release: out now (Japan) 

!Jr!.gln; Japan 

r.:I 1ven the phenomenal success of 

l.!I Resident El/ii In all major software

consuming territories, it's perhaps a mystery 

that few rivals have yet to appear. sega•s 

Deep Fear. then, has the unenviable 

distinction of being perhaps the first 32bit 

out-and-out 'horror adventure' to appear 

without capcom branding. comparisons are 

inevitable but with sega·s tltle bringing some 

features to the genre, cries of ·cash in' may 

be accurate, if a tittle premature. 

Foremost among these sega-slred 

Innovations Is the effect that weaponry will 

have on different creatures. Each firearm -

Including a Colt 1991 Al, MP5, stun grenades 

and the common-or-garden shotgun -

dictates haw the player's roe meets their 

maker. T11ere are up to ten different 'dying' 

animations on offer for every assailant that 

the player encounters. 

Based Inside a secret underwater us 
base, Deep Fear adopts a familiar. plot-driven 

approach to player progression, With CGI 

• 

·-· 

Reshhnt &ii 2 afldonados may find the 
above shot Nrily reminiscent of scenes 
found towards Ifie end of C.pcom's game ... 

sequences accentuating the Importance of 

certain events. Naturally, conserving limited 

air supplies is an essential consideration. 

Edge has yet to experience first-hand what 

effect this has on gameplay, but finds the 

Inclusion of such a 'time limit' in an adventure 

game an intriguing prospect. 

Due for Imminent release In Japan. Deep 

Fear will no doubt enjoy an enthusiastlc 

reception In sega·s home market. but has yet 

to be confirmed for UK release. While 

commercial success is somewhat unlikely on 

a Bio Hazard-type scale, a similar level 

of critical acclaim remains a possibility. ~ 

Prerendered CGI 
cutscenes are used, 
perhaps predictably, to 
further Deep Feats 
conslden1ble plot 
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MOTO RACER 2 
A year after creating what remains one of the PC's greatest racing experiences, 

Delphine returns with a now-obligatory follow-up that looks set to overtake its predecessor 

Along with improved vls1111I effects and a track editor, Moto Racer 2 should 
contain 111 of the gameplay values that made its predecessor so very playable 

Hopefully, this time, 
with Its hi-res vls1111ls 
and three multlplayer 
splltscreen mode, the 
PlaySbltion version will 
prove more enjoyablt 

Format: Playstatlon/PC 

Publisher: Electronic Arts 

Developer. Delphine 

Release: September 

•. ; Origin: France 

n long wlth Fl '97 and Ultim@te Race, 
Iii Moto Racer was one of the first PC 

racing games ro expt011 3D accelerator cards. 

The game proved a convincing advert for the 

emerging tectmOlogy, With Its detailed 

hl-res backgrounds, bi-linear fllterlng and 

speedy framerate. But now astounding 

accelerated visuals are the norm. so what can 

Delphine do to provoke Interest In a sequel? 

The first step has been to make the 
graphics even better. Llke the original, Moro 

Racer 2 presents a huge variety of Circuits 

(eight IOCation themes, each bOasting rive 
tracks). tal<ing In everything from the 

countryside of Brittany, to the wilds of the 

Amazon baSin and the desolate sands of the 
sahara. Not only are they stuffed wlth scenic 

detail, but they also bOast transient effects 

like ~-.sunlight, fog and even tomados. 
Perhaps more Interesting, though, Is the 

addition of a 3D rotating map editor. This 

seems to be something of a trend among 
racing game developers at the moment (see 

• 

If 1nythins, expect the setting to be ena more varied that! first time 
round, with players visiting the most unffllely of r■dnc loc■tloM 

Europress· rommi Mlikinen Rally on P98. for 

example), and has no doubt been inspired by 

the number of firstperson shoot 'em up map 

editors available. Whatever the case, 1t should 

add to the longevrty of the title. 

seyond these features, MOto Racer 2 

dOes everything current gamers expect. The 
PlayStauon version offers analogue control 

support, PC users have a number of 

multiplayer options to call upon. and both 

lncamat10ns offer the usual choice between 

arcade and sim modes. Plus. like tile original, 

the sequel offers a choice of speedway and 

racing bikes. With Mllestone·s more seriously 

Intentioned world Superblke Championship 

also on the horizon, bike sim fans will 
soon be spoilt tor choice . 

Just like the origin•I, 
MIU alternates 
between smooth track 
racing and the ruged, 
sideways antics of 
motocross r■dns 
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One game on the lips of s,m~ at this yea(s E3 (If only to, its 
provocalM! btle) was this !Ofay Into lhe re;ilttme vutual banlefield. 
~,gosm is perhaps D10's most ambi1ious proJect yet and implements a 
mote arcadey style of ga~ targetted 111 a wide< audienre than ,ts 
mote typal PC output Using a Risk-lrke global~non 5im that allows 
strategic and tactical control of forces, players choose between three types 
of combat - from a helialpter, a tank Of on fOOL And it's this variety of play 
~ that routd make o, break the u~. 

v.tirgosm's scenario r=lves aiound the Wo<ld IMde War Web 
~. a technological evolution of human conffoct that now takes plaol 
in a v,rruaJ envll'OOment - bringing an end to n,af blood5hed. Complete 
wnh force-feedback conuols. a 'Muluple Wargasm' mun,player mode and 
some ~lly reallsbC rain, this game has the potenual lo be a contender 
for PC 51m of the ~•r - as long as the tlvee different combat types do 1101 

result in a dilution of overall game content If It does sooceed, e,cpec1 a 
flood of 'Fake Wargasm' bdes from nval developetS. 

Wargasm's 
weather effects 
(top centre) are 
reminiscent of 
those In Ftight 
Unlimited II 
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In • fflOYe that has angered har~ fans ol the ongmal DID has 
~ed a planned e,q>aosion disc for F22 ADF into a full-i>lown 
~ In its own nght TAW furnishes the ~,ghly advanced 30 engiM ""th 
~. complex wa, simulation mechanics allowing lhe play,,, to be 
lrTVnffied rn l!Yef'I aspea of a war, from planning tactics to llymg lnto 
hawdous wamines. Now, as ...,n as betng a combat pa, there ,s also 
the opponun,ty (should playets so desue) to play the role of a tacncal 
ny.,s,on planner, • w,,apons offer, 01 """" an AWN:S commande1 A new 
dynamrc campa<gn olfer,; the diotce ol ten wars OYef an area of 45 rmfioo 
squa,e k,lometers leatunns acante seosraph,c de!a,I from a,ght cauntries. 
tt lh,s wasn) enough, new mulnplayer features include cooperalM! 
fTIISSK)r,s, custom combat and modem play. 

Visually, the pnly nouceable advance that TAW has oo;er rts predecesso, 
Is_ lh.e induslon or true 30 clouds, p1011tdi1'1g realiSIJC cfoud layers and adding 

..i new depth to Slnke missions and visual dogfights. Pentium II AGP suppon 
will provide extra horsepowet to keep such environments movins lluidly, 

-· 

Total Air War brings 
cooperative missions to 
F-22 ADF (rlsht). The 
oneplayer campaign 
offers a choice of ten 
wars, with over 11,000 
t■ f1ets, 5,000 named 
cltles and 300 airfields 

I 



Lethal Encounter cwo1t1na 1111111 
Consloenng the ~ nature of the tartridge martet. ft':s pem;ip:s 
surprtslng to lincl that DID'$ first console W!1lllrl! lsrft for the l'lilyStaUl)1, 
oot wlll aD!)ear on Ille ~ . currenny ~ng like a croos IJelweel1 nnot 
and 8/111/eZone, this blaster mark!; a departure IOI the comp;iny as ~ 
consciously harks bad<: to Its more action,orlemed roots. The game 
employs a hadmeyed 5Cell8rlo or aliens traf\Sformlng the planet Imo a 
poisonous h001eWOiid 'Jia gisrlt terreformer.; laJC oeneath !llldeol 
hlslorlcal Siles such as the lncln dly Of Mad'lu PiCd'1. ~Wm and 
the NaSCa Plalr1s. The IMVl!I takes ainuol ol an a~-terraln vehicle 
eqvlgoe(I with ~ weaporvy 10 put e serious Ol!fll In tt;ese PlalS. 

While tne early oerno lhat Edge wnnessed rewaled little mare 
man e waigtrtforwM:I arcade Ola:ster. oo·s ~ with oeeper, 
men! stfaleg'f-«ierlled gsmeplay CCUd ~ It \WU to capitaU:;e 
oo me emerging trena for deeper_ more cerebral arcooe ga,:ntng to 

•~ c: match me likes of B.mlezooe ana Mera/~ SC/k1. NO'Wadays, 1ru110llng 
arouricl In a tank blasting tnlngs simply may not be enougtl. 

, 
' . 
' . 

Uthol Encounter recalls 01D's urly 1rude-5tyle game,5, Robocop J and Epk. In 
thirdperson mode (main), the game is slightly reminiscent of Nintendo's Starfr»1 64 
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MOVE OVER, 
DARLING ... 

CREATE THE VIDEOGAME 
ICON OF THE DECADE 

WALK AWAY FROM A 
FORTUNE IN ROYALTIES 

DEVELOP 'THE GAME 
OF THE MILLENNIUM' 

AND THEN TALK TO EDGE 

. . 
' 
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II he phenomenon of '905 vtdeogam1ng. Tomb Rorder dominated every speaahst magaMe and 

every store window for months on end, and reaped huge rewards for Derby's ((Ire Design, 

where the game was born. Such is Lara Crolt's populanty !Mt SOny paid handsomely to keep her i1W8f 

from Nintendo consoles until the end of this century. Lara's face was e-;e,ywhere, from pop videos to the 

cover of bfestyle magazines. But behind every great v.oman IS a great man Or ,n !his case, two. 

Aher aea11ng Lara, her lathers al>,mdoned ship in February '97, lec1V1ng Core and a not-

1nconslderable amount of royalty paymems - behind them Surfacing bnefly to comment on the 

7omb Roider speaade for The Face, the lead artlSI on the game, the man responsible for Lara's 8'avity

defying breasts, disappeared. H~ name 1s Toby Gard (left) In equal pannersh1p Wllh Paul Doustu 

(nght), Tomb Raider's lead programmer. the pa11 have been busy senn,g up a new development stud10, 

Confounding F.Ktor. 

Backed by Interplay and based on BnSIOI, 1n the south west of England (a short dnve from Eds-'s 
Bath HQ), the fledgling six-man team ,s hard at work. stnving to create a trtle 11 confidently claims to be 

'The game of the m11!1!nn,um'. It's a shock factor tacuc, howevet, angled to draw attentJon from 

asp1ra1Jonal programming talent 'If you don't have h,gh expectauons of yourself and high goals, then 

there doesn't seem much poin~• explains Douglas. Both he and Gard are senous about what they do, 

as m,ght be expected from two men who have walked aw?r( from the shelter of a successful company 

to start an mdependent endeavour They are, however, clearly enjoying their freedom. and wrth theu 

new title Galleon they are on course to confound those scepoc;al about the company's credentials. 

And so, settled within the spacious en\'lrons of Confounding Factor's ex-des,gn s1ud'10 offices 

(marred ooly by the dog-eared senee that defines the toml)<lny's games playing area), Ed,- set IOllh 

to uncover the story of Toby, Paul and a g1r1 named Lara 

Edp: A good place to start would seem to be your departure from Core Desip. Whet 

was your impetus for leavin1? 

Toby Gard: ll was 1ust so we could expand and do 501114M1ng more. Core really got into the idea of 

the Tomb Roider franduse and we wanted to go off and do something different I suppose that was 

the main reason. M?rfbe a little b,t of creatlVe differences, but nothing maJ()f. We JUSI wanted 10 

branch out on our own. 

Edp. Was It a difficult dedsion to make7 

TG: There was a lot of money to be left behind, but we had to make that deoSlOn. tt was a hard one 

but I think we have made the right one, to go out and do our own thing. 

Paul Douglas: At the end of the day we wanted ID do games, not just Sit there and rake 111 !he cash. 

We were alred<ly gemng bored of rust Sitting there for two months twiddling our thumbs. SO as you 

can Imagine we were eager to get co and do something. It wasn't happemng at Core. 

Edp: What was Core's reaction to you leavin17 

TG: They were very upset 

PD: In fa~ they stopped <M money But maybe we shouldn't go into that 

TG: Yeah, they weren't very happy. 

PD: They paid one month's royaltJeS and then stopped the cheque al the very last semnd It went In 

to my bank and then came out aga,n. 

Eds-: Did you pt any royalties at all, then? 

TG: Whole we were still there, yes. 

PD: Just not February's. 

Edp: Do you have any regrets about leavln1, apart from the money7 

TG: Yeah, I think so. Some. There's lots of fnends that have been left behind up there. a lot of sooal 

life we enJOYed. 

PD: MainJv.the money, I think... 

TG: Well oicdy, that's Paul I kind of liked the people as well Derby wasn't particularly exottng. It was a 

: good place to work. It was relaxed and there was a good bunch of people. ► 

-· 
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◄ GOI~G UNDERGROUND 
As chronicled ,n E~8. Confoundmg Fac.tOt was part of a mass of ~. 

illdependent deveiope<s Jom.,g ei-Rareware st.iff (Eighth v.bnder), 

famed videogame guru ~ter Molyneux (uonhead}, and past 

members of Bullfrog (Mucky Foot), Gard ar>d Douglas v..-ete part of a 

trend that 1s spreadmg throughout, the vtdeogames induslly CreatM! -; 

ind1V1duals are beg111mng to lire of havtng to opetate under lhe banner 

of a pubhsher, searching for both recognit10n and mdependence. 

Alter a long snnt 1n the l1mehght, the big comp,mies are having 

to move over for b11ghter st;m, newcomers ,ntent on de!M!rmg 

maximum gameplay to the eo.t!l~nd1ng maiket The; pattern 

hasn't ended either, with new mutatoons a11Mng each month. 

Cooperauve groupings of small de-lelope<s are cwrentty hot news, 
a trend embodied by the US-based Gathenng o! Developers (GoO, 

subject of E60's 'M Audience With .. '). BIii did G.l.rd and Douglas 

feel tt w.JS a CXHnodence that so many talented indlVlduals decided to 

go rt alooe around the same bme1 

Tei: I think that rt» going that way FragmenMg down ill10 smaQ 

gmups which - COl1Cl!lllrlllng pu,eiy oo ll'(m8 to make good gamES 
1 think that it's a ieally posrt.lve way for the 1ndtJsny to move, They 

have no management com,"8 down from above telftng lhelT1 what 

they're do!'IB isn'I gomg to be viable The only thmg tl'\ey have to do 

tS sell'ii to a publisher, ,md the publishers trl!llt you wtth a lot moie 

respect when you' 1 small company rather than Just an employee. 

I'll: I th101l ~ was just a ~ucnce of all the big ~ com,ng 

'"'° the game. That's obviously oot gone down too well, forong the 

'aeawes versus ~ccouotants' SO<t of thrng that's happenmg 1n a lot 

of the b,ggc, companies. 

Did II _, feel as thoup you we.re part of a 

'movement"l 

TG: v,/e don't really kl'low any of the other5. We consciously made 

a deosJOn not to 1(eep up with what was happening ,n the games 

IJ1dustry, Just to have a break from n all. It was quite good to get llNay. 

because Wlth the success of romb Rom, f!11Cfy011e was wanung to 

know what happened to us. so we Just latd low and had a b,t of a life. 

Whal would you say has bttn the pullUI pin of 

strikln1 oul on your own 7 

PD: l(s JUSt the freedom, I ttunk. 

Tei: We're paid a lot less here, and we are having to do a Tot 
morewo,k 

PD: The environment tS a lot more creanve PeOple here are 

lnterl!'SU!d 111. Wl'li!t they are doing. 

Tei: Not that they weren·t at Cot~ you undeistand [laughs) It's just 

lhe feehng of being somewhere that's • 

PD: gorng somewhere 

Did you have any problems ftndlns a flNndal bacur? 

PD: Not a.t all We had a !.1t1ly good game undet OUI belt so rt was 

easy. t th,nk a lot of othe, people have had p1oblems. We were 

very lucky. 

You've chosen to start thls new. lndapenclent life a 

lon1 way from Darby. What broupt you to 8ristCIO 

lti: Because_ theie are lots ol th,ngs to do, because there are places 

to gQ. '• 

PD: And because we thought B11srol deserved a prem1ersh1p 
developer paugh1er all round) 

! • 

\ 
\ 
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GIRL POblER 
Shl!'s outlived the Spice Girls, and retail1e:I an element of credsb,fuy 

desptte her objecttf1121>0n by mainstream and speaalist media alike. 

Amid lhe ,-....settling furore that engulted Lara Croft. It has afmOSI 

been forgotten what her charittter represented w,thin the gam,ng 

world. Buxom babe1 MM! a'-',s been a factDr ,n a market !hat 

Cilters almost exduso111ely for )'llell, but none had eve, combined 

brains with beauty. 1n htnds,~ rt now seems an obllious move, 

although Gard claims 1hat CD!e was reluctant to allow the 

development team to use a female character 

Bot 1/Vhile Tomb Roa, would never have succeeded as ,t did 

Without w,1, so 1he would have fatti,red wil:hOut a stro<1g game to 

saunter througll. Mamstay5 of that cavernous environmen~ Gard 

and Douglas Sll11 hafbotJr strong feelings for the W011111n the)' had to 

share Wdh the whole world. 

Whit - ,-wlews on the Tomb Rold.r sarle1 now? 

PO: It's good, but I lhink they need to really senously CDOSlde< ,ts 

dtrection. I dml't 1lri they can const!ndy keep chum•ns sequels 

on that~ 11w, should i..ke Lua in d,lfereni dilecbor!S -

whateve those &recllllnS are - I don't really Willll to p them 

any hints. They should re.ctlly try and push her out 11111> ~ 

genres. Tomb Raider 2 was qurte fun_. 

TG: Hard Too hard 

PD: And too much shoobng of human bad guys. 

Do you think Tomb Roider J (announced at El) Is a 

step too far? 

PD: I tlnnk tt's come out too~; they should hoM! left IL This 

year we've had Tomb Roider 2, llnd now the budget re[ease of the 

first one, and then ,t's sua,gtn lrtto Tomb Roider 3. They should 

have waited a b,~ got people really up fot 1~ wanting ,t. But Eidos 

needs 1L What tnpfe-A releases 11"5 rt got this Choslmas? 

You•v• been quoted In the put as s■yln1 that the 
pm• Is ahny's more Important than the character. Do 

you think th■r1 still trve of Tomb Roider/ 

TC: Weft I sbll tlunlt the character ...ouldn'l h.,,,e t>.:.:n anydl,ng had 

II not been a good game. I 1eally do bel,eve thaL Al. the end of Ille 

day you can ~y that she had a lot of personahty, l:Nt that ~ out 

through the game. She's qu,te attract,ve loo~s. ,n a bizarrely 

formed way, but Just that wouldn't do 1L It needed a good game 

and after that people could l.ltch on to lhe cha,a,:ter. Just hke a film 

actor, you can like them but the'f c.1n 51dl do e aap ITlOVle 

Did the fflllrketilll of Lani and ,_b Rtllftr ever set 
youdown7 

TC: Yes, she was meant to be ~. to be ttus denuie 

person - that was the whole coocept. rectify And w some of the 

more down-market ma1kel1ng q,d gel us down while we were Stlll 

there, but now they can do what they like, !I's theirs! Bill they did 

a good job at the eod of the day, didn't they. Whether 01 not rt was 

as sexist as some ol the markeong is, is neither here nor there 

when you are talkina libout that so<t of money I suppose. ► 



54 PRESCREEN SPOTLIGHT 

◄ _ FACTORS 
Out!ide of the crealllle freedom that leewls c.cn Desi1P'I has gil,91 

GIid end Dougles. end beyond the~ l!ICJed0n on offa' 

In Bris1ol, looge, term benefits are becx,n-q ta,.aiie. l'fflarlal 

freedom has been 11 welcome facet ('1o not~ a boUodcing if you 

aime in at ~ to "'1 mead of half nine.' grins Paul), as is beil,g 
in C0l'ltl0I of their own desbny (allhough Gard reckons it's 'St:1/l'f as 

well'). There have been tnlde-dfs, as Gard admits ('thi~ took looge, 

than we e,ipeded to set up, to get done'), but O'ler!IH Confounding 

FaclOr is eogulfed In a positiYe ~ Gazing into the futuie Is 

often• mJitles.5 ~. buti.lpwas~to find where 
the company's oompass WilS pointed, eslde from the short.-mn 
sean:h for final membe!s of stall 

Would you llke to su I situation where Confoundlna 

Factor was produdna muNlple products, or do you think you 

will always b• • one-pma comp•n\l? 
PD: Even1U4lly we'll move tn 1v.0 le.Jms I m,nk lrom 11 led1mCdl 

aspect I'd l•ke to get people ~ng on pure R&O, IMl>Ch ,s 

somedi1ns 'llf!fy fl!w compenfes do. We Cl!n ~ a team that go 
off and U5e an eogme thar has really been pushed loiwanl by 

Olhels. While some pegpl_ewill ~ wo1k1ng purely on techl'IOl6gy, 

others might be working on the actu.tl iii,meplay. 

On • persoul ....,_ -■I ■r• your 1mblUGn$ for 

Confo•ndlnJ F•tlat? 

PD: Get rich qurl and retire flaughsl 
'Ri: I want a Ferrari fo• e,,eJ'f toe I h<'lve. I thinf II "'31.Jld be great 

~ \l,00 ume and W0l1ted for us roul4 make a load ol 

~ and could all feel 4ke they'd WOIV!d,? something that~ 

really dJgl. That we an have a re.slly su~i-cool pi.Ke that people 

want 10 come "-._~ cao make redlly fab thmgs and n!!'let 

compromise on quality, in the way Iha! Molynt!ux does - wt,1ch 

is why he's such a hero. 

You've said In the put tlYt belna • a•m• desiper 

Is I .bout IS cool IS wvrtdna In lfl abattoir. Do you feel HIie 

lb.It situation ls lmprOYina? 

TI.: t doubt II somehow. 

PD: Who's defining cool? 1rs not really, lhougll, is 117 

TG: t suppose ,1 depends. The PlayStation ,s bnng,ng rt mt;O a broader 

market I don't lhrnk it wm ever be cool. N. least you can ~t accepted, 
and not get quite a~ m;,ny tunny looks from 'normal' people these 

days. MoU people go, 'Oh re.,liy7 Thar$ nice: 

TIils .., .... , 
•UI M l11hP 
,oau ltl&II 

,...i\ ... -~-up 
butl's•llllllt .... ...... 
•n..1s • .... 

........... .............. 
mudt IIIDl9-JU 
hid • fllr mnlnll ........... 
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. A nl11$1111111"Moryka1Nllll,do.., ... ~__.,..It ............ ,._,..... 
tlae, Ill..,.,. .. N klnpr N allte 1o tell tbe 

dlff•-NIWN11rul~•-uq 11t,-1'1'W' 
~n.qowk;ii1_,.tmt,..,.IMW «<-w 
uadfillplac&'DMICrwdlreqo,Mo....,,...,... 

iuu~t__,.....i ~ lidl■lfolflo~ , 

.,....1-'• --... u.. ...,, ... klfed .... 
••-~fflWW.111Hk:wtdl,_,,..p•111..
-M1toafHn.tk.......,,but,-._,_.,... I 
dr■11111t1r tnc111111 .._ n-.-, • loN • p. ;,,1w•• 
SFXHot,,Or■ll-~.W..,.....,..,,-k1■ lftlii, .._,, _ _..~..._Olllllf5.,._ 
lkfflehldlw,-ruL lN.w.op.;......,.-.·t.• 
_,._.....,_...__,. pll &iil~-■lltlc: 

b-~·toro.lat H,-..Mt-1~-r. 
1--haw NM-...,._ lerdm'lfri •die 
acalludy .......... Rtny•r:15,■ ·~._ 
do! , ... ....,. .. ,,,...~ .. Fifillf c.rad,_.,...._.,...._w,,;u_w....,...,. 
... ~ ...... pn=• ----...wa-■1 ,......,,..,,. ... ........ 

Sa ............. -r .. ....,., .... p;M 

........ wllat ...... _NU!f ..... ..... 
-■--,~b1l1, .... ~ ... -• % I 

M,y don Mllrio -.., du,,._e,J Modem ...-would 

■ri-r lt'1 b«ausill he's • plumber. and plumbenl --■I' 
dunpreaAfewmiKJelnllfflf'f-......-il't,)l■tl 

s.torW dlle!IWlr,«llhllbe..-t.111-...eM,a 
MtchancW.~- ........ --.~, •• p 

bec'M.M,'llllel lht 'Olfl!NI~ : h ,......,.11 
-theonly-,d!e.,_COIIW._. .... ._. 

~h'om1hers:oli.badf....,~---

• pkunber-l«hrdop 111,W llillt---
Thls ■ by 11G _,......., ....,. 

d.Mloplntill ofhl..-.di■r.-sWl ... tw:CI DP 

been~ 1!11 mud! brthe limatiuftl« ......... . 

it his by the lmilpiation °' artlsts. In .,.. --.... . 
the CIR !Oday.~ to Gffln ~ lead 
P,OIR'lomer on Tomb RJJfds 2, l.1nl do$,'!- 1 

b■dcp■dc • ■ h~pgdiul l■shian a0Ceasoty- il'1hn 

to hide ■ 1o1n In u,,e 30 ino,W. fiol' re,Uen 2, prvgtilTlf1M:IS 

h6d to ait doiJr,n ~ on latUta 10 ,..in• tl1100lh 
bn,e 1,t,e.. The chincMII in Nightman Ot!dureJ ,_ p!l7} 

were.origlndymunl: to"-lorwlnah«..:I dolhellhlt 

Nllled'" Phewlnd. CurNnl ... ..,.., }ultctdddl ~ 

It's IIDI: hard to pin down.,......,_ cufplfll-, :-otHe 

btl'l8a<011p"1n1Nliil. .......... p: Ill 1rfJJ11181E 

1 lhlnk- r,fthebqaltb.-riln;,_...._,.... ... 

tManthelmimdholleJ!- ■ndre-cMp I c ZRFI 
on dellwlry pl■ttorml.. llsecl on !he__.,.,,.... 
pmeqlneanPIIJhM!Uldlnl'llllllnle.._llM 

typblly'-quill■ low~-- ..... fllll:'
---chlrldn-•you might Ind in.a spaita ... 

TM 1imit■t1on utffld,; beyond)tllt1he iunbli-olpolnonl, 

thoujtt,to1helm0Ufltd¥mllll~a,clfw ■n-,rof 

lfllmltlon dlbi dl9f WI be ffl■l'lllld.' 

• 

. . 

C.ould. a:, ...,..__, lloni - ... ~ (tum• .., hilll ...... ....,. ol ~dla-a<t<'-- olllle 
~ llll.a..~..i,.,.an.~....,..__.,......,. ... . IN..,.,.,allblop1amme 

EMrik'ltlN!-~ .. - · .. ·-~ fiJhil,stiilll .......... A*d~lfjlllMl:fl'lllll!s 
hybawttt-.,:P-,M..W.•·lilsqile.-~ 
so·dsat.liil ...... can.,.. lhefflabOllllN«.e,en 

....... 1, ..,,......■.f. ~•llckot 

ur,,~+;::,41i' ...... at.....-dillisGJdidwwc:ln 

""'' .. "··~--naalh...t·,eakk 
............ 11i19¥w.lll\,dimh.idiun1f ■boul ---.-..~&ldid,,,..,..~ 
... .. ....,.oflhl!tak~ 

...... ~INrlia10ci:Cidlns-...~·. 
MliillilM dloadl!rl in ...-.M"-1 fir 

...... -body4ltld1he-,ltn,cwes:.;~ ............ bi,e,f~fil!ii"~.....--. 
lg .. 8 ,.. lift.-■, Ml - t.. .a J 1 .t,1,qjj,ij 
R pi ... • ~- h■!SlliltGI" Iv# iUtliliiiia 
_.._, iif,-on.-mind ... ~°'~--· 

Mkbhpnaplv.f!y, 1orthl!pa111._~,..._ 

hi!! balrl"•ilsklr i;..a·on oatin&Jl!iilidt,JP 
........ c-.w1111eQucu, um«,I.S.--wendy. 
~MNlllbeel'lapAorlnf!U 111r1UCII• 
~ ...... _,Clllbaed......,aid 
tr-.,.-,1111~~-i 
tompnloaitlo!-.tMd ........ ._.111e~o1 
._. ............ laQucit,i!..b_,.,r.,an 
... ............. DPolil~II 

-.w-.;: ... 61r11r bPdp,net--~ 

bXJ(J IIIOU• II lilt'~ ~~.'f'Ou 
.......... Omll~Ga"-~don't 
IDllk-...ic. bec;iule lhefrenal fflNllllte. . . 

'-""1~dllaH■■, '-lt...,.woithJev !'991•""611 
toa.-.f91111khum■n~O.-~~ 

-
-; ---;n - . -:::; l - , . ' . ·~ .. ~-, 

, . -· -·-- ,.._ 

c-~ ...... 
lhe~al-•ipt,,..., 
~Nie!, 
Jl!lln ... 30.-4el 
Tl!Wd:1••
... ,.. ..... -9 
0...(--, ..... 
..... -.111,-.al 
~:t · a -

m 
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Aai>B', ......... 
...... ..,,.,.,..!WI .. 
IMlldfldfrlpl.l.lUlr.k 
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o,c,c,r~ ........ .... ,.....,,,....,.. 

Epfl'S_,...__ ...... poftl'lf_,__ 
,.,.._.,olh-...,-i•M ..,..,.,,....._..,,.. __ 
_......,.~,___""""" ..................... _ 
..id_ .. .....,...,, 

• 
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'"' ,rtil! ...... 
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I.Mt.---~~ .. ~ ..... 
.,,.._.to,,NMall,,.,. (Wl)...,_.,__.(,wc) 

........ ..... ,...,. --tdMNII·•--lll•pllliilmllD ....... 

••·11rrmu1 ,.....,z. s ,, ,,. 
!bG c•rfilllll 

,_,_.k~dti 
IIPllilt---: ,.._ 

rE:lJ k ~ 'Cltl'• 11~11 .. ..._., 
I Gil lii~ ..... _, ...... lillllt ...,:1;; __ .,....,. __ _ ........................... 
..._ .... ..,.....,.liilWn.tw,,Ga111tia1: 
•rf,lctJ, "tu1• .,....,..,~0ur __ ..,. .. _.,. ... __ .. .......... . --------., .. ,., ................ ..... 
.__,._. a ,JMl/a11•....,... .......,_ ........................... ~ 

!l!hi. ..... ....... _ ... _..... 
~lD--)lo-... ._ ..... .,,_,. .... ...., ..................... 
..,dml,, ......... j,111_ ... 

"""" ........ ...,... ... - r ... ~._ ... loalf..--.""""' 



I 

• 

·-· . 

............... ""'_._..P"" ..... ... ___ 111,li;lf 
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YfliMIC.., .... - ...... I ._,,,. __ ,,,.,._ ...... ..,,.,._,......., .... __ 
.._.._.,.....,.,,...... _...._l!w~-» _____ _,, 
............... .......,, ... H 
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...... ~ • ...,lhi, • .._ ... ~ ... 

baamrl.epdlllaytoolb......._ ..... ~ 
l'Rlilk:,OM JSIIJcideaplw.forlhe ... lne. 

n-e-.-lncfdlle--d~ 
WOR~.rfleinomer«.lhebeuiflll,tllppw 
~oflhe~ln"Telten31151hey~bo• 

~-bouli:5•~~:lftl! Namc.otNl'II med 
!WCI IU lfflltial lrmtli IO caplllle die mawes;dll!lf
lllNl! s.n Cftl! _ _.~In~~ 

·we will tlelmuely gel IO the stage whern the crna!Urns have muscula!Urn. bones. 

a nmous system antl high antl low level Als' lllis Hlllilr. Cllflr 

............ ................. ................. 

..... , ...... _"""'--'a 
~ ...... ....... ---n.er-•111-
1<1• ,a ■_... .......... 

.. ,l,lit~~- --i/,liwi-..... ..., ... ~ ......... ,......., ... ~-------~ -.-MU18111111imQPbe •"r' 
NI: ii.,. (1JfflJllde tolulion in il5el(., 11)1:e .....-

"Fcw lMf't' ,...-. motian aipi,.we is .n arlllenl ~ 

lo-ff);lllstic.'-wrl mc,ticJn, bUt it does ha'letnme -
Motion-apluN, ,. .. ~ _,. dense - Iv too deme 

111t..,.r4 -.t~e ............ BKaiaeallhaf,

,-111 ID_._fm IWll lh.t;.il!'lpaded. M no1-, f.-• 

................ ft!1heupaedllllOlioll.Allo, 

.... c..-e • .., .............. ___,. 
----•lfpir:iilr~lhi!----.-orlaf• ~-cloaaQ~...,.----...., .,... ...... ~.,,.-.:..--

............. ...,. ........ _.P-0 -Ml 
,...•~• s b Fie ,.__---,.11-. .. ....., 

..... ...,.__...,,... __ .. .,,..._.." .. ,.,..,...., 
111, ...... ,A..,_. __ _ 
..,_-,io, _ _. ...... _ 

IIIIIWINo_hed...._-W-..Sad --------...... _ .__.._., ....... _..., 

• 

--· . 

Dynamic charactera 
Pedtap!,-~ thoo8'1.. fflOtion-clplln 

"'--- II 90lt,dlit. al ii fMIIIMlqUin; It can't react IO its 
environmlnl In ,ulllm& In Refldetlt &II, fot flllll!pl.. JIB 
valentb 131'1.shool I zombie -1 then wallt- it- lhe 
_.., throup, iL Slmllallf, • .,_- as lhe charadenl aR in 

Goldfflqe they do h- • Mbit of ltwumng lheit llw>ulden 
lls«ighclo,ed:doon.lnf.lc!.~~~ 
.... ~ thclr-ltwolJplwds, obadt, .,(I iYCh 
..... Molionc:lplllR~cafldal!Olhir'l4bould"-•lt 
it,- an ~ ,equeBl:I! dr.fted on top of .,, 

~ OrittfedJ.,1veteranoodlr-'rapeded 

~-lnpnw phpil::$. pub ii lftlllhmw.y,: 
~ rapue IIKh Jt'1 just a faicywayof gettlnt: an 

~~llilothe~ldoan't.U,ot1 

~---~oflhe~Wh,tdoes 
a .... l'l ... lizwl.-...dq do if one of ID Urnl:a hits 

:.·:/: -~co:---e.eo,... . r .. , ....... , __ .., ......... _ 
~ IKllulioJII. 

-n.---aa .... oadl; ...... ... 

....... projea w....- ..... ..., .... mollan-
t.ipue~fortb ¥t@:S .. ._.....,.. 

'lho•duh"...,...t1i•~----...-.. .,.._......,~-lhil&whlr 
dierdidJorG-Albd..,_,-,~.-n..,amnd 
-.- Wtainduda lidaKlo,1 ~ ~- n part of 

,aur ------...... dlaadm-. prindpallv conll'Olled 
bJllle..,...aap111111-.bal.tll!ll .,~ comes 
.............. OIJllriclstMl~ lfldforcalhe 

............ ..., 1nim !he object!' 

n..i....., .. ..--.,kltofrinationR&OII. ...------~dwelopffl-.lfNdy 
PfOllidll' ... ~~INlrelpl,ll\dto 
the -W ..-llf "-, and inlisKt with ii 1111 lhe ~ 
.,,,.,._._ •• dofl ........ Oulcmr.lu 
............ I OIINlllly fahionlble--■m lllffled 
"'-tlirllrnWc:l'---•seril!lol......,. 
.wdlca1 aw.-alllhe..._.~lll•dllllOIC. In 

-.1nnllldon1D .. •Mlot1nent.so,__w11er1 
0.-..0laml'• ........... hou,11-oflhe ..,..,, 

fllll!IRl"EI 

1.- Cnlll lo - ., .. - llolpoNnt 
_lo...._hlolo!J .... ,.,....,.......,.._,,,_.,. -~ ......... ......__~ .. -.--•--JD __ .....,... _ 
ruiilli:"'-__ ...... ..._ 
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911WJ<11~.;..wiw.w-.di.e--~ 
raisoed lloar-C.W. thelK ar,,..11&mMllk'Olltlhe 
dilr.!retp ~-~ ,ufaoe ..., __ -. 

andallet'lhefootslq,ritlatio!l~Jllo

~-mi:sery. 

Afe!.!lioh, too, ~ anatomical ~ but ii ha no 

choke. The pme ~ a 1$11jm- t P&,p-igine 

which redu.:es or lnaeasm a charade($ 1IIIUill ddiiill .nit 

rnovebths-,-orfEiftfto-f,e~~ 

iflheenpieont,ulelklrnillpGWa~lll-"-1111,it 

~decide lo lapolf ............. ~t§ 

in the distanae. Sa ~~lip'liiilll• II ·. Lilicc ,-s 

of 5loling .-'41 jji.i ;ii ..... +iAi1ers 
'And lhat_a...,b1Mlmffl!y,c111 deaiJe 

how important_,. jWlt at•bodr"is..' q,iiined 0-

Peiryal o;oc. ~p.-1.--,nlles.nl 
~ Jhe 1in111 tllplelall1nigfN.to-tAt---,: 
11r-.. potygons'°"' ..... ~ Mini! Ille.....,_, 
the lid~ ffllilnl, ~Jall don't_,,-. ..... 
anatcJmi'. the re,ult ol dlfile ~ Imm lo Ra 
m.nctel' M 5eamto buiilil;IF-,-9' and ou1 m• 
- Using PUI' fflllllhod, eat. cfthe characler5 in-.
are mudehd In ilbcu 500.-,oo palygo,lii .. RJSfi.doMa 2 

befim!~-~ ........ silt!' 

"Jln.- ID lhe~4:i;1aalaqwa, ...... 

rea&n. l.«lnirdll da 'ffl(j nricillelrlltded lhe ...,_ 

analOlny<:Slhe '--~~-~"' 
the,tru,:ve ol the ..-:lei lhe ........ .-.6 ic, OSI,--"' 

.... "'"'9.111t,ei,,os11111t 

......_ .. \a. ... _ 

io,-111.~-,.111 
.....,&ilJ.a-lllda.. 
wlllbeplll .... « ...... 
.... in~dwtdm 
... ......, .... hil 

~ ...... ~-

~ .. - 'l'l""' ~,,,. .... 7 .,....,,~ 

' .. _........,. __ ,,_, .... ...,... __ _..., ~_.....,......., __ _.., ___ ._ 
...__.,..,_ ... ...,..,.. 
................ _.. .... ...... 
........ 11;1 .. .,.....__...._ 

• 

• 

... _.._......,....-w,. .. 
-. ........... -...... ............................. ......................... -~ .......... -_...,.._,.,...,_,... 
,,_.._ ............... 

' 



~~)Mdl"nlt~(,wll)bol,eonpk,y~ ...... " .......... ~ ......................... 
=;:;;-=!1£-
lhey' .......................... ~ ... 
ofdlei,boclalhele...._. .. ...,._ .. 

daM1lil'•www••*-•notklnthat's"-'i~iil 
~-...... l!d2, but .. beaimaffllft 
o:impa.-tbe .... c,.-a ■ mcn-•u..,.,._, 

'WmohL tensron. muscle. strength, fat nuanmv. haircut - all of lhese will soon be 

introduced to make the d1011al puppet react properly' 

1'i,QJ .......... --· ~---G#lllm _ _. .... ...... 
~.., ...... .. ,,.. .. _ _...., ..,. .............. 

• 

-· . 

lilltS..AilJeal 
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Just three yem a111.10ti011 taPlllli was on tile periphery of ga1e design - the presme uf only the richest devel1111e11. 
low~ has become an ~most arbitlllry element Hut. as is oft!n the wav witli burgeoning technology, there's more to come ... 

F «1t..•."-beia Mnsln•ca.lllf ----yllfll!ll,.lllllc:in~~ ............ (tn•,,.,..... •• 
""-"'-~_......__,_.. 

llldi...._h .. oftHnpSbiaec,Peopla 
_,_QIPlln'liduneOf-.to llm...._ 

lhfee,-,1plhly-klclliiN•lm.~ 
....,.._,__beilll~ .. ,-ian(ll!I 
............. bellteen~U. 
-.r 1 .,, ... .,_mn..e:dwal!Nd,,so 

--•,~• .. lllrioft.,_.an_••to'.M~IIS. 
• . ., ..... ,~J4houlsand«-W ... -.. · · Iii·-::~:= ...... "j~l!'!i;;;. -~--. -~ .,_..,, ·•· 
11nm•-•i11E ffllrltutM4tll41IJMfflliM 11Hlllltm,u9 
1n1ernct with 01hei plavers rn lhe game rn lhe camure space· ickBdllllli 
Nllld'°I\--• s Lllll._khn,-ed ---~~ .......... --~--""-" ............ '!9_i~'jAl!li"9K 
whidl ......... Jt .... - ... ~ 

. .,... __ __ 

.. -----ldlll._ ......... 
1n .. ,..,.,... ' ..• 

... ... -
to ... 1 • ...-_......,., ~·· 
...-hlncl.«f'l,-__,bwintD .... dit 
hllfn,:n-...... -.-i-... .... "' .......... " ......... ..... 
~ .............. .... ~-..... ~-an.a.-. .,.,_ ....... ~ ........... 
--.at• M•tJIIJiiMdalilll_be 
ocducW, 157 11,-..~,....,. ...... .._ 
pwtclllld,lt___.lp-l!t--.1-....._ 
.... ru6Nntnlt ...... ~ .... 
hNslo"Gll!Mft ... lD,..._, .... JD..W. 

'c:.ptimgltdlip' ;;I iratt....,_ 
poslbla.lhilil.-1kuWr ....... __ _ 

....-.•,uufll"'..., ......... _,.,..,, .... ~--.... 
,_.ICl_caic;apbft -
--,.,n. it dlfinilllt,-. ~ dlall 

C\IIIIUlias,.__NY. ~--·-· .. QUPt11111'1-pteciliclnNrl_...._ 
...... ~dpmi!Wd tD 

• ....,.SlpWIIICapmm. 

~.._..ha fflO bemma..~,- .,..._,..pi11)'W, 
'lt ... lDbelhltWIWtdnt;Yl!Uhmcotlorl 

Cl}lllllle-•dul muldlllp~INt 
,...... ........ gf-~ .. 

Mtilollan.-'5o-~pipl!IM 

pn.c;awa. --- ~ ..,, whidi 
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Real World's Eve (above) followed the path trodden by the first Peter Gabriel 
multimedia e1trav1pnu, Xplora. One of the first interadive toys, it's hard to 
argue that two men city sitting in a urinal (right) is 1rt - though many tried 

Is it subversive, is it 
perverted or is it just 1 
wind up7 Rtjardless of 
whether its intentions 
are honourable, 
Superbad is an 
excellently unhinged 
place to spend an hour 

.. 

◄ fllled with the work or Real world music 

artists and Interactive toys. 

Talk to a range of designers, producers 
and managers involved with the company, 

and a common thread emerges: they're all 

fed up with the generally dull state of the 

CD-ROM and online worlds and are loolCJng 

for ways to redefine lnteracttve space. says 

Alex Mayhew, creative director for ceremony 

of Innocence and current artist-In-residence 

at createk, 'My interests are combining the 

kind of Interaction of an arcade game with a 

human aestheuc - something that isn't 

computerised and poollated - and placing 

that in an emotional and poe\lc context. I 

think there's a huge range to explore· 

Ceremony Is an attempt to achieve 

emotional depth yet retains a sense of play -

a narrative between two characters unfolds 

through a series of Interactive oostcards 

whose often humorous puzzles need to be 
unlocked before they flip and reveal the next 

line of the story. It's neither game nor 

lnteracttve book, full or art, storytelling and 
music. Unusual, but guaranteed a significant 

audience because Real world can give it the 

profile a small design house never could. 

But even highbrow toys with the Gabriel 

Imprimatur have the same problem as more 

modest interactive offerings· the distribution 
chain. 'Retailers say, IS this music or a 

computer game?' complains Real world 

multimedia and Online manager Lisa Howe. 

• 
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I Retai Lers say, i s t his rus i c 
or a COOl)Uter game?' call)lains _ 

'There's got to be sane kind of 
revolution in the retail chain. ' 

'There's got to be some kind of revolution in 

the retail chain: in the meantime. like others, 

Real wor1a 1s offenng Its proaucts where 

interactiVe fans knOw to took: on its Website. 

More straightforward musical oftenngs -

audio cos by artists who add In interactive. 

computer-accessible elements - are another 

form of musical toy; and have few d1stnbut1on 

problems because they are offered with all 

Peter Gabriel's latest CD-ROM. Ceremony 
of Innocence, lndudes stunning video art 
snippets 1nd some nifty dlsltll frippery 

_, 
J 

r 

J 
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Antirom's work 

..... 
• 

Is ephemeral and 
irresistible. Toys ml1ln1 
dance and sound 
(above) are favourites 

In new media at the lllOOlent ,. 
nusi c is clearly the new Rock and Roll 

- many intri~uing design houses are doing 
t hings with sound engines which 

makes for some great toys 

the artist's other titles. such offerings tend to 

fall Into two camps - older rockers who 
don't understand interactivity. and newer. 

dance-influenced outfits who think computer 

cOCle 1s as essential as musical notes. 

An early tech-sawy adopter of enhanced 

CD Is longtime musician Tom Robinson, 

a Mac and technology fiend who ·was 

appalled at the vast waste of space on the 

average CD.' In 1995, as he was producing hrs 

CD 'Having It Both ways', friends at Canadian 

new media firm oatapanik suggested filling 

the space with multimedia. in went an 

eclectic mix of music loops, photos, text, 

video, interviews, and safe sex Info. 

The problem was that few people were 

that tech-ready. So now he prefers to put the 

interactive stuff on his Website. He also notes 

that Microsoft has shafted people Who 

bought enhanced CDs in the m1d-'90s, 

because wmaows 95 Clropped t11e driver 
needed to play them. A patch Which will work 

for all affected CDs can be downloaded at 

http:/ /members.aol.com/panikcode/. 

sound design 

In new media at lhe moment, music Is clearly 

the new rock'n'roll- many of the most 

Intriguing design houses, especially at the 

small and funky end of the market, are dolng 

things with sound engines which makes for 

some great toys. Take Antlrom, the quirky 

sound and vision crowd loosely affiliated with 

the much lauded London design house 

Tomato (of ,ra1nspottlng' fame). Antirom's 

11-rnember, management-less cooperatlve 

('SOrneUmes making a decision on a project Is 

like 11 people going to ttie video shop for one 

Vldeo.' says Tomas Roope) creates CO-ROMs 

which closely knit sound samples, runnlng on 

their own sound engine, to a range of clicl<

and-play Images. Where Mtirom stands out is 
that 11 pairs the fun-with-sound approach to a 

witty, able. often styhshly retro graphics 

sense. And it has peddled the comb1natlon 
successfully to corporate clients. 

Prior to the 3D-effect CD-ROM for Levi 

Strauss that came with the necessary specs, ► 

Antirom's mini-CD for Levi Strauss came with free 3D classes to exploit 
the holographic effects (rlcht). Dancinc corillas is unique, to say the least 

Antirom's first sponsored project. 0-Code, 
targeted youths about the dangers of drucs 

• 
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Fluid (above) and Baby 
Universe (risht) are two 
re<ent Japanese releases 
for the PhiyStetion that flt 
the Interactive toy mould. 
Sony's platform also 
produced Porappa the 
Rapper - a toy made rood 

◄ 11 created a nationally distributed free 

CD-ROM called o-COCJe for tne National 

Drugs Helpline. Designed as a quiz game on 

drug use, It eventuatty awards players wtlh 
access to a full 'sound arcade' or moong 

desk. a prime example of acwe rather than 

passive emenarnment. 

Antlrom has 
connections with 
Tomato, • design house 
whose work (above) 
Edp would love to see 
spread to multimedia 

some of the best Webs1ces to play around 

with are those connected to new media 

outfits working w1tn sound. LO/ldon-oaseo 
AudloRom haS a site full of small sound toys 

structured Into Its design. There are also 
dOwnloadable souno and Slloek:ed files. as 

there are at Bath company MOdrfied's site. 

Modified also sells its soundm,x CD-ROMs 

there - download demos for a fun test run. 

Despite hiring the talents of hot design 

stlldtos, most commercial sites remain 
yawningly conservative and uncreative In 

their use of interactlv1ty. And even tne best 

company sites throw their own promotional 

~odern Icons find a home et the VR P.ntheon, produced by the Dublin 
Institute of Technology. Elvis finds I new role as • digital plaything (right) 

• 

material at Web users. That's Why a 

mysterious site wnh no clear purpose 
deserves the final accolades. There·s plentv of 

them out there, thrown rogettler by Net geeks 

m their spare ume, a digrtal labour of love. But 

the question still remains: why? 

'I'd been doing web stuff for work and 

decided to try my own to see hOw I could 

break the rules about designing web pages: 

says Ben Benjamin, the San Franclseo

based designer of the sne SUperbad The 

b12arre but brilliant site. heavily Shoeked with 
brts of Java thrcwn In for good measure. has 

been constructed over three years, he says 

why ls the site, WhIcn has nary a word of 

explanation for Its existence anywhere, so . . 
anonymous? ·1 think It's more lnterestJng If 

people don't know who's domg it; like 1t could 

have been done by a machine. or a lone nut 

In a garage. or a group of people. or a 

company with a really whacked-out mission: 

he says. 'superbad doesn't explain Itself at all 

and doesn't really neeo to 0eeause It doesn't 

have any lnlormauon anyone's trying to get.' 

Tlle online VR Pantheon, constructed ,n 

VRML by wm Waller and nm Redfern at the 
Dublin Institute of Technology, ,s a shrine to 

20th Cenrury preoccupations - designed to 

experiment with multJ-user environments and 

shared properties. visitors can explore a 
number of 3D worlds, including one 

entirely dedicated to. who else. Elvis. It Is 

this hybridisation of lnteracttvity and 
lnterconnectlv1ty that has revived the 
CD-ROM, as links to Webs,tes open up 
greater flex1b1lity and access to updated 

lnformauon 'Cathedrals represented the 

ultimate In technology for their time.' explains 

Waller. ·computers, In a way, now have lhat 
!unction In modem society.' 

Thank God computers make pretty 
cool toys, too, 

··" --" -·" ··" ... Internet links 

£DO£• AUGUST 1998 

j 

. 
l 

,I 

$ 
• 
J 

1 
1 

J • 
I 

t 
] 
• 

] 
l 

) , 
I 

.J 
I 



MAME ----- - -
- -

: __ • ■ 
I• • • • 

.. -: -. f, .,-. : ' • .~.r...;, • I 

.... .- . 

_----; .... .coil 
~~-- - . 

-· 
. -

f • ' 
._ I I 



£DO£ AUGUST 1998 

■ 
liiiii 

, , ; : 

-::-.j ~ Jjj 
- A tri • 

-· .. ; 

- 1 ?00 : ; -
I, ,• I L _ ! -

' ,, 
-~t 

,-,f 
~ 

I 

=Ill ' -
r:-,t;lt~,! - .~ 

, ,~ - -.. -

I ~-tJ -



J f • 

I 
I 

-
.J -

r 

1 
1 

MAME -
,._. 

◄ and actual emulator software additions - makes its Internet entourage 

comparable, and possibly larger than, the online community that so 

enhanced the longterm appeal of id's Quake. 

For many dedicated gamers, MAME offers an opportunity to revisit old 

favourites, much as a movie enthusiast might collect Frank Capra dasslcs. 

Although its DOS version Is largely inaccessible to the casual gamer 

unfamiliar with the vagaries of Win95's command line interlace, simplified 

front-ends (and instructions) are freely available. And, should gamers be 

willing to be patient with the release of each update, a dedicated Win95 

release (with accessible CUI) Is posted on newsgroups and dedicated sites 

shortly afterwards. 

MAM£ has progressed far beyond the point of being of interest to 

hardcore gamers and desktop toy collectors alone. Disregarding. for a 

momen~ the legal issues that surround the supply of ROM code, MAME's list 

of supported software spans the int~m bftwttn the beginning of the 

arcade industry up until as recently as 1990. While it's certainly not the case 

that every title developed during that period can or conceivably will be made 

available for MAME, many significant moments In videogame history are. 
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Games foal!Jring Rmited coloor palettes and a lack of fast-moliing 
images •• quite olMously m051 suited lo lower-.pecced PC usen 

It's during this era in particular that a huge number of gamers will have cut their teeth on the likes of 

Co/ago. ZJJxxon and Bomb Jack. And, while it's unlikely that many such 'veterans' will credit or even 

acknowledge Taito's Phoenix as being one of the first games to feature basic cinematic embellishments - it 

featured scrolling starfields, iris-like fills and 'wipes' between levels- such titles are, at the very le~ of passing 

appeal The videogame industry has a history that precious few sources can relate as well as MAME. 

Remembering a golden era 
For the casual gamer, MAME provides a nostalgic voyage into what was. retn>itctively considered, a halcyon era of 

creativity for a fledgling 

marltl!IJ)lace. By today's 

conservative standards, the 

inventive. off-beat nature 

of many ea,ly arcade 

By today's conservati ve 
standards, the inventive nature 
of many early arcade games 
appears an aberration 

game appears an aberration, a far cry from the tightly focused and marl<et-led design of modern equivalents -

but. invariably, the appeal of older titles is brief for all but the die-hard. Beyond 1984, llowever, the number al 

titles that C0<1tinue lo offer a degree of lasting appeal increases. New Zealand Story and Rainbow Islands, for 

instance, are seminal platform games that retain the playability that justify their categorisation as 'dassk'; 

Count/er and Toobin' are poignant reminders of Atari's days as a genuine industly heavyweight; Tecmo's Double 

Dragan, the thinking man's Final Fight, will be fondly remembered long after Core's F',ghtlng Fora has been 

(perhaps rightfully) forgotten. 

For the dedicated retrogaming enthusia~ MAMf is not the realisation ol wildest dreams per se, but it 

comes close. As Salmoria's brainchild emulates the original PCB, it's f)OS$11>1e lo tweak and experiment with the 

operator controls of various ROMs. With 

Tehkan's Bomb Jack, for example, players 

can alter the tenacity of the pursuing 

mechanical bird, the number and speed of 

more generic assailants. and the 

appearance and frequency of coveted 'E' 

and 'S' coins. 

Some of Atari's biggest coin-ops are avaOable via MAME. Supporters of 
the cause go to,great lengths to ensure authenticity: Mafb/e Madness 
may not be trackball compatible. but it works excellently with • moose 

MAME also offers the opportunity for 

users to fulfil long-held ambitions of 

playing certain arcade games to the very 

finish. Its dedicated cheat function works ·in 

a manner similar to that of commercial 

add-ons, like Oatel's Action Replay, for 

consoles. By searching game code for 

certain registers and making note of 

alterations - like, say, the reduction of a 

M'IME originally Slarted life emufatina small-scale coin-ops wch IS 
Co/o,dan, but ~ has now progressed on to f1IOff ambitious tides 

•·. : 

----------'■A-5 ... I._ ___ ..:__ ____ _ _ _ 
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lives counter from one to zero - MAME allows users to experiment with i 
such titles in a manner previously impossible. i\! 

The completist. too, is catered for. That MAME supports a version of 
:, 
c.. 
Q 

Ghosts 'n' Goblins in which the last weapon is a cross rather than a shield 

will be of negligible interest to many. but a precious joy to a select few. In 

fact. a number of games supported by the emulator are available in 

different incarnations - bootleg versions, territory-specific releases and, in 

some instances, alternative versions of a game developed by another ii pubhsheJ. There's even support for 'cocktail' modes. where the video 

I 

display is altered for use in a tabletop cabinet ~ 
Although MAME runs exact copies of supported ROMs, the emulation 

:, 

f 
of certain titles can be, at times, a measure short of the arcade perfection ~ 

:, 

many would expect. This is due to each game requiring dedicated driver 
.. 

f "' 
supporL Pieces of software tailored to facilitate the commumcation 

i 
between the relevant processor emulation code and the game itself, these 

are continually updated by supporters of MAME, with each revision 

improving the quality of the title in question. 

As previous versions have demonstrated. games making their debut -on the emulator are Invariably flawed in some manner. From the 'usual ~ 
:, 

suspects' that are poor. or offer no sound emulation and imprecise colour 
.. 
~ 

usage, to crash bugs on later levels, it's not just the MAME code itself that E u 
is constantly evolving. Version 0.31 seesZoxxon, Millipede and Shoo-Lin's i 
Rood.boast improved colours, while Garf offers better speech. In addition. -
Punch Out and Donkey Kong J (in its day available exclusively to the 

Japanese market) have aural accompaniment for the first time. both ~ng 

i reliant on the sound hardware found in the Nintendo's NES console. Yet c.. 
!! another interesting development is the improvement of dipping rouhnes fi' ~ .. 

for vector graphics games. like the recently 'updated' Bottrezone or the !! 
!f 

experimental nadir that is Star Wars - and, what's more, antt-aliasing 11 

support is included for both. 

There are many. many other alterations and additions to drivers, of 

course, the number of which rather illustrates the enthusiasm with whtch 

the coding communities have embraced the MAME ideal. This can, largely, 

be explained by the simple desire of such otalur to """ genuinely flawless 

emulation of their individual favourites. However, the contribution of the ~ 
MAME team in making their source code and wisdom freely available ,s l .,, 
considerable. As the Multiple Arcade Emulator is programmed in C. each 

C -§. 
"' PC release can (and Is) ported to Mac, Unix and even Amiga platforms. All 0 s. 
t s 

that its development team ask in return i.s that those using the code share 

their discoveries and alterations. 

A legal minefield -The MAME team are. quite naturally, unwilling to discuss the legal 

I implications of their emulator. With the entire emu scene existing within 

an unusual legal grey area at presen~ those involved in the project are 

keen to avoid publicity as a means of avoiding damaging litigation. ii One individual close to the MAME project. however, felt compelled to 

discuss the issue with Edge but - understandably - was unwilling to be ~ 
named. One of his comments in particular rang true: 'It's a pity that while 

' . .,, 
"' ~ the MAME team moans about emulator overviews that bitch about the ~ 
3 ., 

copyright issues for people that do;,•t own the boards (as I do) they can't !!. 

i" ~ be bothered to help somebody do it right: -. 
3: -He argues that MAME has a legitimate use as an 'archive tool' for ~-""'-=""' ~-owners of original PCBs. a library program with the added bonus that the -

'supported' games can be played. Toe reason why arcade ROMs were on ~ 
~. : 

the Net in the first place was for people who owned the arcade games ► 

ill. • . 

' ·-. ~ 
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◄ and needed to lix them; he says. Toe use 

of ROMs by legal owners of the game 

hardware is 100 per cent legal. MAME's 

Intended purpose is to archive technical 

info for arcade games. Be.ing able to play 

them is merely an added plus. This is why 

[the] MAME [team] has not bothered to 

create an ultra-slick user interface: 

The fact that the Win9S version ol 

MAME does feature a simple user interface, 

and front=ds are available for the 00S 

version - although, it must be said, the 

central MAME team have little or no 

involvement with the coding - rather 

renders the latter argument obsolete. Also, 

with the release of each new MAME beta, 

its accompanying 'Whars New' dOC11ment 

When emulating certain coin-ops via MAME, it's p,obobly best not to 
opt for keyboard control in attempting to replicate the experience ... 

details compatibility with new ROMs and Improvements in emulation standards - actual 'technical information', 

in the sense that Edse's contact implies, is therefore often conspicuous by its absence. 

Each new release of MAME boasts greater compatibility with existina coin-op titles, and is capable of 

supporting a handful of new ROM sets. Authors of drivers and improvements, and providet1 of sound samples, 

are given cred~ in the documents contained in the MAME download. So how, then, could the team argue that 

their emu is intended solely for the use of PCB owners, when the casual, game-hunting Web browser is so 

royally catered for7 

Dave's Arcade Classics (www.davesclassics.com) is a highly regarded site that covers console, computer 

and arcade emulation. tt is not in any sense MAME,pecific. yet has arguably the best (and most reliable) 

collection ol ROM sets available on the Net It also allows users to download the latest MAME betas a lmost 

immediately upon their release. During Edp's last visit to the site prior to finishing this article, 8,033,335 h~ had 

been recorded on ~ web counter since its first day online. Bu~ more astonishingly, the site's MAME download 

page - that is, a sor.tary page with versions of MAME alone - had a web counter total of I ,323,63 I visitors since 

June 30, I 997. 

Other sites carrying 

the emulator, while not 

boasting such impressive 

visitor figures, certainly 

Many sites feature warnings to 
the effect that ROM sets may only 
be downloaded if the individual 
owns the original arcade board 

support speculation that MAME is fast becoming the largest piece of freeware gaming software in the world. 

Despke arguments to the contrary, the project is no longer the underground concern it once was. The 

mainstream beckons, yet remains elusively beyond the grasp of the project. The reason, as if it need be related, 

is simple: the legality of ROM-set supply and ownership. 

Fairly obscure orie<1lal fighting gam0$ sit qutte happlly alongside mote 
mainstream fare on the many Internet sites tanyins MAME ROMs 

Many sites (Dave's Arc;ade Oassics 

induded) feature warnings (or, rather, 

'requests1 to the effect that ROM sets may 

only be downloaded if the individual in I J':,,':.•• -.., J J 

.. 

question owns the arcade hardware, or for an evaluation period of generally 

24 hou1S, aher which players must delete the file or purchase the relevant 

PCB. Some go as rar as to validate downloads for owners of retro 

compilations - the argument being that ownership of PlayStation Williams 

Arcade Oossics validat.es possession of an accompanying MAME version. 

Naturally, these and other such statements - in legal terms - are paper

thin, and could be dtallenged with ease by all but the most naive lawyer. 

And, with games from the early '90s now supported, MAME could soon 

become a victim of its own success. 

With retrogaming compilations offering publishers reasonable returns, 

it's only a matter of time before the existence of MAME is perceivtd as a 

threal Indeed, with the 'update' fast becoming a favourable publishing 

strategy, developers are becoming cautious with ageing legal properties . 

• 

::c 

j 
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The future of emulation 
So what can the future hold for MAMEI On one hand, its existence grants 

many forgotten classics a new life on a different platform, providing 

once-cutting-edge arcade software for the price of a download. H could 

be argued, however, and with equal validity from a publishing standpoint 

that the MAME scene is one of the largest examples of organised piracy in 

the industry at presenL 

One option is 11n attempt to truly take MAME into the mainstream. 

Could manufacturers be persuaded to release older titles into the public 

domain? Software houses, like many businesses. are not known for their 

philanthropic tendencies, but perhaps older. inert titles could be made 

ava,lable7 But such a route, too, could spell the end for the MAME project. 

Part of its huge •ppeal at present is the excitement of downloading a new 

update, before finding the new ROM images it supports. Wrth its catalogue 

of supported games whittled down to the few that publishers are prepared 

to 'part' with, could it maintain its current 

level of success? Hardly. 

Another (rather less likely) possibility 

11111 

is to make MAME • more commercial concern, with ROMs downloadable 

from approved sites for a modest lee, a proportion of which could go to 

the original copyright holder. 1 would love to see this.' says Edp's source, 

'but I don't think it will ever happen. Tracking down copyright holders for 

games where the original companies no longer exis, coupled with myriad 

legal issues, is an insurmountable task. But I would love to be proved 

wrong: He is, however, concerned about MAME becoming a retan product. 

'I think the best w,ry to destroy MAME is to try and make money off iL With 

a few notable e,ceprions - such as Jeff V""50ur's original Williams Arcade 

Classics - the commercial emulation scene is littered with hall-baked 

attempts to cash in on the nostalgoa craze. With MAME, we listen to 

feedback until it is I 00 per cent perfect. No Christmas holiday market 

deadlines. No pressure from those who care more about the bottom line 

than a quality product . . .' 

The arcade...,. of the '80s, domin.d by nan ,, ficnod Clbnb 
nnq dWlndlve tides, ls now tlwMl,s In 1h11 hame lhanb IO MWE 

. Edge finds itself in the uncomfortable position tha, while eager to 

champion the MAME cause, the legal issues surrounding the emulator and 

the ROM sets k supports are too signifocam to ignore. With this in mind, 

the opinions of both readers and software industry figures are welcomed: 

how can MAME continue ln its current form7 Are certam Edie-reading 

publishers prepared to authorise the use of arcade ROMs? can (or should) 

MAME become a commercial concem7 

• 

And, with the likes of no•, Ghouls 'n' Choscs and Strider now fully 

playable, how can Edge meet its print deadlines? Answers or 

speculation 10 Viewpoint at the usual address .. 
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TESTSCREEN 
The delinilive monthly assmmen1 ol lhe world's latest videogames 

fair oa11e 
r.:a Ince ll1e lleglnnlng of the Interactlve 
~ entertainment age. 1"13gallne revtew scores haVe 
been tne subject of continuous contention, dispute 
and the occaslonal death t/lreaL And even after an 
eclltonal team nas agreeo on a SCOfe, 11 rlSkS faCJng 111e 
same fusillade rrom software publfsllers. 

llle current. rathef disheartening state of affaus 
sees nellrly au Vi<leogame puDllcauons rate games on 
an artJficlally restricted scale. where a game receiving 
70 per cent or tts decimal equ1Valent 1s consaoered an 
-ase title. or little oc no Inte1est to most pjayels. In 
other WOids. ratner than use the whole of the scale, 
wh1ctl may seem a radically log1cal approach, most 

magaZines are essentially only using half, or at most, 
Just two· th•rds of it. 

Edge evaluates games on a scale or ten, where 
five natutally represents tl'le middle value. Perhaps 
sllocklnglY, then, a game receiving a ·seven ou1 of ten' 
is ln fact a competent title with notlceable flaws. but 
wlllCh should stlU appeal to a considerable range of 
OlaYers and naturally m()fe so to those who favour 
tne 11111rs partJcular genre. It does, after all, score 
two Polms above average and should therefore not be 
considered as such. 

S80ly, wun tne vast majority or vtaeogame 
pubfleatlons failing to treat 50 per cent or f,ve out of 

ten as tile mld·POlnt. the industry haS Slowly bOt 
surety grown up erroneousiy rega.ramg a game scoring 
70 as a dIsmlSS1ble. substandard experience. 

This has more serious repercuss,ons than a 
succeSSlon 01 enragea PR personnel spouUng 
prOfanmes from tile relil!IW safety Of tile end of 
a phonehne. Older players may have had the 
llenefll of severat years to select a publicatlon 
whese scores they concur with regularly, but with e 
whele new generation appearing on the v1deogam1"g 
scene and tile ever•growing number or magadnes 
'spec1ahSlng' In Vldeogames (each Cla1mrng to lle the 
definitive word 1n their respecuve field. yet 
consistemly laIllng to correctly assess tne games 
conuuned within Its pages). new readers are likely to 
rap101y lose faith 1n the PJbhcaoons tnat are tnere to 
supposedly serve them. 

Of course, r8111ew>J18 is rarely a totally obioct.111e 
actl\llty but even a l1tue conS1S1c.ncy is ae rigeur. ana 
the current lack or t111s crucial eiemem within the 
ma1onty of Vldeogame magazines IS unlikely to 
auewne matte<1 

Edge's rating system may seem narsh, bUt I1Is 
fair. progressive and balanced An average game 
deserves ao average mark ancl not, as some may 
tnlnlt. seven out of ten 

f'taa Wt Anny Mell lncf Tomm/ MilkJnen =--subsundanl litles likely to be labelled IS such by 
c .._ ...... tt.m 70-odcl per cent )bs#lfs Sby, ldp's lnlerpretiltion of I perfKt •-• 

Videogames on the Edge 
The games - old, new, whatever - that have grabbed Edge's attention this month 

.~ . - · .. "' 
- ~"'--

~ ..... , .. t , ,~ 

GoldenEye Time Crisis 2 Blast Corps Ghouls ' n' Ghosts 

!Nintendo> (Namco> (Nintendo) CMAMEI 
Yet another appearance Hours have been spent It's a Rare month os Edit Researcl)lng this month's 
for Rare·s masterpiece as putting lhls teamplay gets strategical while MAME feature brought 
an Edge Staller finally game tlvough Its paces. fOVISIIIMg the lWiC(OSS- capcorn's seminal norro, 
reldles the game's e.<tn1 EnemlCS famog lO bullets baSeacomoany's l))atfonnef baCI: to 1,re 
lew!IS. nearly a year alter from an unseen partner exploslvely entertaining, tJnfO<g,vlng. but so 
IIS E48 testsereen. definitely ups 1he pace. first or,g,na1 N64 venture amazl"8"( a1mosp11er1c 
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As seen in Donkey Kong 
Country, the development 
team seems to have 
had more fun designing 
the bad guys (top, 
second). Cauldrons ut 
as teleports (above) 
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BANJO-KAZOOIE 

Rare is back, displaying its consummate technical mastery of the N64. Banjo-lCazooie throws a (very) harsh lllht 
over the efforts of other developers, lndudlng the bis Nintendo it:Hlf. Loations are vast. colourful and dmlW 

II rom its auspicious beginnings w,tll 
super Mano M. Ille l!IIOOJUOII ol 

111e thlrdpffl'on 30 platform game can oe 
plOtted as a ckt,omwatd curve. sucn was 

tne staNJara or Nlntenao·s Iaunc'1 uue 

cWh1ch doubtless benefited from 1ts 

l)(otracted ctevelOPITll!nt period), ttJOse 

that haw fOilowed have seemed little 

more than pa e 1mna11ons. E..en 

N,menoo·s lleSlgn guru Slligeru Miyamoto 
es swggling to match the qualoty of his 

11\aSterp,ece. Rare, IIOwcver. has scared 

tne nearest miss yet wnn BBnJo•Kazoaie. 

The game follows the Jocm adventure 

of a bear 1Ban1ol and the bird that 

Inhabits his baekpac.lc (l(aZOOle) The Plot 

Freezeezy Pok is one of Banjo-Kazooie's best worlds, both visually and 
in terms of pmeplay. Looking down from its highest point can be cliuylng 

takes Shape as eanio·s htUe sister Tootle 

LS abduetea t,y lhe l!Vll wrrch Grunt,lda. 

wno ,s Imen1 on s1eahngToot,e·s good 

IOOlcS tar 11erseIr - BanI0 and KaZOOle are 

!lest,neo to rescue ner unfortunately, 

such a chlldllke ensemble or characters 

and story w,11 do httle for the N64·s image 

as a tov. partlculatiV among 'blood and 

guts· gamers. It's not to the game's 

detnment. however, altllough the 

characterisation is perhaps a I,nIe 

pre<JlciaDle As ever. Rare·s 'baddies· are 

far oeuer realised than its •gooaIes· 

~ memt>ers of the team 

resPOOslb e for Don~ Kong Country 

formed the core or BanferKazOOle's crew, 

Aside from a similar animal-based 

collectJOn of tharacters, clear parallels 

can be drawn between DKC and fWIJo. 

From the Sl)lllWllng llUD leVel (Grun111aa·s 

Lair) co the animals that can be utilised 

(or ,n this case. morphed into to open up 

more area for explorauon), echoes of the 

older title run throughout the team's new 
game_ Many of Ille ideas nave been 

better Integrated 111Is time around. 

although tne concept or two controllaDle 
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Once learned from the myopic mole 
Bottles, Kuooie's flying ability becomes 
a welcome 1hemative to running around 

characters could have been far t>etter 

exptored. Jon Rltman·s Bbrt classic He8d 

over Heels featured separate characters. 

w1th distinct abilities. that could be joined 

to access new areas. But such Innovative 

toucnes are sadly laeklng in tile 

permanently connected Rare characters. 

However, by tying the dual heroes so 

closely together, Rare has allowed a wide 

variety of moves to be lnclUded In the 

game, 111ey're not all available lrom the 

outset. though - the player has to learn 

new actions from the friendly mole 

Bottles. wno emerges from nIs nI11s at 
selected points. As expected, this then 

facilitates access to new areas of the 

game. EVen wltl1 over a dozen obtainable 

standard moves, the control system 

remains commenoably Intuitive. Every 

move Is beautifully animated. though the 

Mario-style high Jump (hald dawn the z 

trigger and press A) ls of particular note. 

While mind-numbingly cute In style, the game's soundtndi Is a fine 
demonstntlon of Interactive audio, with music blending between areas 

In additmn to guiding Banjo and 

Kazoole. the player must also make full 

use of t~e game·s camera In order to 

progress. Rare has tried to accommodate 

all tastes, with both a zoom and rotate 

control, and a 'chase cam' which tracu 
oenIn<1 tne cnaraeter. wnI1e tne system 

works well on surface secoons, the many 

underwater sequences are marred by 

the sudden switch to a fl)(e<! camera 

position On occasions this proves 

intensely frustrating. w,th Banjo and 

KazooIe regularly drowning while trying 

to retrieve one of the many collectables. 

because the player can't see the action. 

The core of BanJo-Kazoo,e's 

gameplay Is. In traditional platform game 

Style, built around gathering a numt>er of 

Items. Chief among these are the notes 

• 

·-· 

and jigsaw pieces that unloc~ the game's 

later levels. scattered througllout the 

central hub world are points where 

jigsaw DIOCks garnered from each of the 

worlds are used to unlock the entrances 

to further stages. AddIUonally, there are 

various 'note doors· placed strategically 

throughout. each marked with the 

number of notes that must be collected 

to pass into fresh areas. This approach 

forces the player to scour eacn world for 

the maximum possible number or both 

Items. rather than the more leisurely, 

open adventuring of super Marta 64. 

Other collectables Include Gumbo skulls. ► 

TESTSCREEN 

Format: N64 

Publisher: Nintendo 

Developer: Rareware 

Price: £SO 

Release: out now 

Changing into the 
various creatures via 
Mumbo isn't always 
• success (above) 
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To unlock n-worlds, 
players must use Jigsaw 
pieces to complete 
the puzzles scattered 
around the hub world 
(top, second). Doors 
'sparkle' open (above) 

.. 

◄ which the player can trade with Mumbo 

the Shaman (one of the game's strongest 

characters), Mumbo will transform Banjo 

Into an animal, and It Is these creatures 

tllat are Banfo•KazOOie's strongest facet. 

with good design and fatrfy novel 

implementation. Sadly. not every stage 

t,as a Mumbo hut. while the Ume soent 

morphed seems over all too soon. 

Puzzles In the game rely 100 heavily 

on the player's physlcal dexterity rather 

than their mental aglllty Players are 

aske<l to guide Banjo from A to B. Wltll 

the only obstacle to progress being the 

narrow ledge between. None of the 

stages match the Intricate layout of 

Mario 6.d's Wet/Ory world, although some 

(Stich as the snow-bound Freezeezy 

Peak). stand O\JI among tile nine areas. 

Tile visual tlleme Of each world, be It 

sane!, swamp, ice or nauntec and 

Industrial, has llm11e<1 the game's 

conundrums. not enhanced them, 

• 

·-· 
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I 
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.• • . i./. 

Kuooie's lnwlnerablllty - CNNS In handy at 
limn (main), thouah not always whN upedld 

A reluctance 10 e)(Jlerlment with 

environments. allowing gravity to defeat 

Imagination, runs like a stream through 

tllls game. Banjo may OUIP8ce Mar/o's 

visuals wItn a top/ng ease. but - sadly

the former game's mechanics are a pale 

imitation of MIyamoto·s old master. 

While unable to match super Marlo 

6.d, Ban/O-K8l001e leaves the numerous 

PlayStatlon JO platlormers noundering In 

Its wake. lhere·s no doubt that Rare has 

constructed a towering technical 

achievement wttll tllis title. Just as 

Donkey Kong Country redefine<! the limits 

of 16bit console visuals. so Banf<rKazoole 

does for the current generaUon of 

machines. Fresh laces on the vfdeogame 

scene are llkely to find Banjo a rewardlng 

Investment. But beneath tile good looks 

this Is platforming-by-numbers. with 

the player channelled through a tight 

script that is brought into sharp relief 

by a lack of Innovation m the control 

system and gamepJay. Rare's tiUe relies 

on the proven formulas of yesterday -

not daring to be different - an unavoidable 

factor which wlll leave vfdeogame 

cognoscenti wondering wnat aI1 

the fuss ls about. 

Eight out ol ten 

Throupout the pme, Information about Gruntilda must be leamt, which 
sarves to win a novel '1■meshow. one of Its but features. nNr the end 

J 
\ 

r 
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Between sta1es. the 
player must Ht up the 
car for thOH that foll
(top). CMR eaten for 111 
tasws with Its multiple 
twoplayer modes, 
includin1 special sta1es 

. ·' 
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COLIN McRAf RALLY 

Successfully navi1at1n1 McRae's 
tortuous tricks requires mulmum 
commitment and I sldllful approach 

r:'I nor 10 Ille well-documented 

.. eltCellence of Gran runsmo, tne 

l)(effltl!r posmon among car racing 11t1es 

was OCCUpte<I rPf a Bnusn cornender 
cooemasiers· 70CA. Tounng car (eight 

out of ten. ES31 meshed PC raong sim 

llandllng With a Slrong COllSOle-stvle 

structure. delivering the best of bolll to 

PC and PlayStauon owners. It recreate<! a 

popular motorsport lO far better effect 

than Psygnosis' F 1. and pertorme<I 

remarkably well In retail for what was In 

some regards a spec1ahst title. 

Now Codemasters Is back w,lll 

TOCA's sp,ritllill seQUel, COiin MCRae 

~ 

·-' ' .. ... 

Track locatlon.s a,. sprHd across the sfol>e, from Sweden (top riaht) to 
Indonesia (ript). The wide Hrilnat between stases 11 commendiible 

Rally. easeo (obviously) around the racing 

e,iplolts Of BnllSh rally ace McRae. the 

game u1,hses the bare boneS of TOCA's 

graphic engine as Its basls. tlowever. 

where past rally 11t1es have been less 

tnan literal In tllelr lmerprelilt!On of the 

sport. CMll 1S for real Screamer /laity, 

V•Ral/y and Sega Rally all place the player 

In the m•dst of a racing pack. figl111ng for 

places against human or 111rtual 

Completln1 the rally 
school unlocks the 
'expert' settin1.1rs 
a testln1 uperience 

0Ppone,11S. CMR IS a pure rallylng 

51mu1at,on, w,111 only one car on 1ne 1tack 

at a urne. Slf'U88ling 10 beat the other 

compe11tors· lfmes. 
However, in order to keep the action 

from stray,ng into tne realms or dull ume 

trtals. Codemesters has 1mplemen1ed a 
novel system which constantly trads Ille 

player's pesltlon, companng It to t/lat or 
other drovers. It's a neat touch, keeping 

lhe actlOn tense throughout each Slilge. 

When mistakes are made, the sense of 

antlelpatlon as the next ume checi( 

approaches is fantastic. eUCltlng 

self-deprecaung curses on arrival. 

AS In TOCA. successful progress Is 

rewarded with a variety of added 

vehicles. Eschewmg ltS predecessor's 

tank and cad111ac. CMll delivers a 

comprehensove selection of past rally 

cars. (Preferring not to spell too mucn of 

the fun - althOugh other publications wlll 

1 
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Defeating all comers on special looped 
stages rewards the player with new 
cars, such a.s the Lancia Delta (top) 

undoubtedly fall at that hurdle - Edge 

will only reveal that Lancia·s Delta 

lntegrale is among those to be found.) 

These extras are gained by racong head

to-head on a looped special stage, with 

first place garnering the reward. 

Additionally, the full gamut of rallies 

cannot be accessed until tl1e player has 

defeated each one In the game's full 

'Champlonship' mode. It's exactly 1111s 

type of rewaro slructure l/lat PC racers 

such as u11,mote Race Pro (six out or 

ten. E56) lack. much to their detrimenL 

The imminent Windows 95 version of 

CMR will fill a much larger gap tl1an it has 

to on the PlayStatlon. 

While Colin McRae Ra/1'(s ordered 

progression is welcome. any dnvlng tlUe 

1.s only worthy or a pcdium place 1r It 

conveys a realistic handling feel to the 

player. Codemasters has not reneged 

In this area CMR's licensed cars are 

lmbuet1,w1th a driving feel that surpasses 

those of tl1e past hero of this genre, sega 

.,.. 

.. < . .:A 

- ~ - . -
I •• • 

"" ' _ __. 

-.... 

One of the few niggles with CMR is that the cars don't quite 'weigh' 
enough, causing extended crash sequences. Jumps are effective, though 

Rally. It could lle argued that CMR's 

external views don't deliver quite the 

raw, seat-ol-lhe-pants feel of Sega's 

racer, but It's a marginal call Played 

with sony's Analog Pad, Codemasrers· 

game provides a steady stream of 

reflex-testing moments, demanding 

total concentrauon McRae himself was 

called In 10 assess the cars· handling. 

while members of the development team 

tried out rally cars for real. CMR's 

reahStic feel ranks alongside that of 

Nintendo's sublime 10W' Snowboardmg. 

a·nd bnngs abOut the same desire 10 

replay stages to perfection 

Blesseo with over so tracks. a 

reasonable two-player mOde. watchable 

• 

·-· 

Gran lllrlsmo-sr.yle replays and Its fine 

handling, CMR provldes'the ultimate 

In rallying reprOductlon. It is more 

s1mulatlon than arcade tltle, such Is the 

level oflts authent1c1ty. There are 

occas1oria1 chinks In lhe armour. 

including a sometimes-reluctant 

haridbrake and graphical glitches, and a 

stronger engine and exhaust note would 

have been welcome. But these are not 
enough to detract from the fact that 

Co/Jn Mc/Jae Rally 1s the most 

comprehensive - and playable -

game of its genre seen to date. 

Nine out al ten 

TESTSCREEN 

Format: Playstatlon 

Publisher. Codemasters 

Developer: In-house 

Price: £45 

Release: Out now 

Top to bottom: the frve 
views of Colin McRae; 
distant. close (Edp' s 
favoured angle), In-car, 
over bonnet. and the 
hllltly demanding 
drTving seat option 
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Format; PC/l'laystatJon 

Publisher: Psygnosls 

Developer: No Name G1mea 

Price: u o 

Release: out now 

Sentinel Rnums sHms 
almost too simple. 
The square grlcl 
l1nclscape ml&ht hive 
bHn improved but 
lhe -ircl textured 
b■dtgrouncl ls clistradlns 

.. 
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S(NTIN(l R(TURNS 

Multlpl1yer Sentinel Retums (1boft) 
Is clisappolnt1111, beins too fralltk 

rr.n hen Geolr Crammond created 

m sentinel back tn 1986. his ethereal 

strategy game. fashioned out of an 

abo!tec tank Sim engine. was Mte nothing 

before. A game as s,mple as cness, yet 

one which couldn't have been created 

wtll'lout computers. senr,ne/ enthralled 

a genercu,on of arcnetypal th,nklng men. 

APart from a couple 01 cntie.al 

changes, semrnet Returns plays like ns 

forebear. The player begins at the 10west 

palm of a corwoillted, uee-ooued 

landscape. while at the highest point on 

the map IS the Senllnel. Both player and 

Sentinel can absorb enew frorn any 

Objects at a lower elevatJon The player 

can rurn 1n1s energy Into rollOts or 

boulders. Robots enable the player to 

move around the map, Dy teleportmg 

from one to another n,rougti boulders, 

1he player can place robots at a higher 

elevation, and work up the terrain. 

The sentinel Is rooted to the ground 

and can ~nty tum Its oeath-Oealfng gaze 

,n d1scre1e. umed steps. ,r he spotS 

anything other tnan trees Ctnciudmg u,e 

player) he drains Its energy To kill 11, then, 

the player must absorb this energy from 

-· 

Althoup the Sentinels and Sentries - ptaellllcl In 1n abstract 
graphical style, up dose It's easy ID -whkll way they IN! f■dns 

the highest paint In the landscape. The 

600-0dd levels get harder through the 

addlUon Of eima semlnels, dever 
positJOnlng and faSter turning rates. 

The original sentinel constructed 

deeply lnvolVlng, cIaustropl\Olllc levels 

from plain coloured graphics. sentinel 
Rewms. featuring Gieger-esque 

polygonal graphics and a haunting 

John Carpenter score. largely recreates 

the same sensation. However, In the 

original, the player rotated In timed 

steps, like the 5entlnel. Now, with 

mouse support. the player can tum and 

escape the 5entJnel's gaze mucll more 

Quocitly. wti,cll partJally alleviates the 

orlgJnal 's ability to cause panic. 

The other main lnnovahon Is a 

multlptayer optlon, whlcll Edge found to 

be a dlsplrIdng experience. Players are so 

powerful ln comparison to the SenunelS 

that the only viable strategy seems 10 be 

to recklessly ll\JIIO In order to negale the 

other player first. Who wins often comes 

down to whO starts ln the best poSttion. 

Like retrts. sentlnel remains a 
singular game wuh a unique appeal. Yet 

Just as players might expect more than 

~Iris on their games systems these 

days, they mlgllt well teeJ the 

same about 5enl1neJ Returns. 

Sem Oll i al IH 
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OU EST 64 

Graphically Inspired In many arus. 
Quest IU ftfftrthelus fails to captivate 
due to underdeveloped p•eplay 

1':11 onsidering the languid state or the 

1:1 Japanese N64 market, and having 

the prMlege of being the maChlne·s first 

'tum-based' RPG. It comes as something 

or a surprise to find Quest 64 cnee Holy 

Magic Century Eletale) making Its irntfal 

appearance on western shores. Whether 

us publisher THQ felt It simply COUidn't 

wait while developer lmaglneer extended 

the game's considerable oevelopment 

period is open to debate. But videogame 

economics and the Impending arrival of 

Zelda would suggest that someone. 

somewhere. decided to get the game on 

to shelVes as soon as possible. 

Despite some Interesting aspects, 

Quest 64 appears to be a rushed and 

incomplete product. While 1maglneer has 

produced a competent and asthetically 

pleasing 30 world and some Interesting 

battle mechanics. all the other 

roleplayfng trappings that players have 

come to expect are suspiciously absent. 

A few screens or Introductory text is 

all the game proffers by way of plot. and 

an absence of clnematlcs leaves 111e 

unfurling tale or an apprenUce magician 

and his search for his rather left 1n the 

---

( . , 
' :; • :. r . ., .... 
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The pme follows the familiar outdoor-indo« ton.at of .ost RPGs. 
alld p-15 - putlallaity llttractift lnlilrion (above ript) 

hands of conversations with Characters 

en route. Alas, It's hard to see how any 

sort of st()(yilne could really help, 

anyway, 1he game qulcidy falls into a 

pattern whereby each town visited has a 

problem 11181 neeos to De dealt With 

before the player can conunue. This 

invariably Involves an arduous 

levelling-up process and constant 

combat until the player Is strong enough 

to encounter the bosses of each town. 

I~ reality, the battles are lhe only 

actual gameplay on offer. wnne their 

structure is similar to Square's much

lauded Parasite Eve, In that the player is 

given an area to freely move around 

during combat potentially avoiding 

enemy attacks. In practice It falls to work 

half as well. The game tends to freeze 

characters until an at.tack Is launched, 

so wnen executing a quick camera cut. 

It's all but lmposslble to see Where you 

should move to avoid damage. 

• 

It's easy to see Quesrs potential as 

the first conSOle RPG to marry a turn

based system wtlh a full 30 world But 

with no puzzles to solve or secrets to 

discover (bar a few treasure chests), the 

actual roleplaytng aspect becomes pretty 

much redundant Just because Quest 64 

Is available now and Zelda Isn't. does not 

make It an essenual purchase. and ~ 

lt remains a missed opportunity. L...:::J 

Battle sequences 
Involve slmpllstlc 
tum-based combat 

five our of len 

TESTSCREEN 

Format: N64 

P~bllsher. THQ 

Developer. Im1glneer 

Price. sss 1£ 35) 

Release: out now (US) 

!Game suppUed by Dep•runenl1 
contact 0171 916 84401 

There are many shops 
to visit (above) but. 
oddly, nothin1 to 
purd1ase. COiiecting 
items is merely • 
matter of talking to 
the rlpt people 

89 



90 TESTSCREEN 

Format: Playstatlon 

Publisher: Capcom 

oeveloper: In-house 

Pnce; £45 

Release: August 

While the 3D Isometric 
backdrops a re a step 
forward for the series, 
their simple, bulldln1 
block constrvdion 
can aeate a Leso-like 
appurance to the levels 

BRfATH Of flRf Ill 

Story•.dnndn1 dnematics, be they rendered or h•.t .ta--. .,. -istitnt 
In Breath Of Rre Ill. Alty plot lcfvances.,. adld Otlt UNIII Ille..,._ sr•phla 

D hmgs don't ,mmedlatelv look 

good for the latest In capcom's 
on,y RPG series. 1n Its move up rrom the 

16b1t SNES. Breath of Fire Ill has gameo a 

Anal Fantasy rac11cs-sty1e, polygon 

landscape and plenty or colourful speclal 

effect.. but 10 the rnaJonty or PlayStaOon 

OWllers. weaned on photoreahstIc 

SQuaresolt renclers: Its boghtJy coloured • 

enwonments and cart00n1Sll characters 

will seem like a step backwards Coupled 

with a storyline that Immediately rans 
Into the oversubScnbed category Ol 'IOoe. 

herOlc youngster, last or n1S race, can ne 

fulfil his destiny and overcome Ille 

tnvest11atin1 a 7 
ain reap rewards, 
but at the expense 
of plenty of battles 

--

temble evil?' BoF Ill seems doomed to a 

fffe of ~ dlches befOII! t's begun 

Oesptt2 a slow stan. the game does 

eventually begin to Show Its one true 

strength: auenuon to detail. The 

characters have retDlned special abilities 

mat on,y manliest themsehles when 

they are leading the party. Players who 

remember the Ofig1nat fishing aml town• 

building subgames WIii a1so find them 

here. But IOOk,ng deeper reveals smaller, 

less obVlous addluons that give the game 
an added me. The player Is able to cross 

a previoUSly conquered sectlOn or tano 

w1thout having 10 WOfry about Intruding 

battles, and town Inhabitants now have 

more than one reply to QUestJons. setting 

up camp even enables players to cut 

away to tne campstte to glean hints from 

their team mates on what the next move 

ShOUld lle. 

Alas. with llttl~ In the way of strategy, 

random battles are an RPG Staple to lle 

endured here. Combat IS acted out Wltnoul 

SWltChlng to a separate battle screen, 

resuJnng ,n sman and WllfflPlessl\le enemy 

graphics, while the ·auto-fight' feature 

U>G£° AUGUST 1991 

I 

• 
' 

Battles are traditional tum• 
based affairs. althoup some 
feature unlikely adversaries 

goes someway to underlining Just now 
ted,ous ws aspect of the game can get. 

Against the odds BoF Iii does exude 

some charm, but It's unlikely to win any 

new convertS 10 the RPG cause. Wl111e It's 

clear that Its creators have strived to take 

the Dest from tile previous tlUes and 

Improve UPon It. many will find that the 

frequency of the random Datues ana long 

levelling-up process needed to proceed 

quickly wears their patience Ihm. Without 

some fresh approa~hes to the console 

RPG It can only ll8 a matter of time unul 

the fuse Ignited by Fmal Fanrasy VII 

flzzJes out. and the genre reverts to Its 

Old, d11Hlllrd status. AS such 8reall) Of 

Fire III can only be recommended to those 

gamers wno see themselves as 

members or that particular grouo 

Six ou1 of ten 
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X-COM: INl(RC(PlOR 

Here the player Is approachln1 an alien processlfts plant In an X-COM 
flpter. The speedy deep-space combat sediolls aN simple. but effectiye 

II aldng something of a gamble 

with ltSX-COM brand. the latest 

retro-styled science-fiction utle In t/1e 

series ditches the wargarne elements 

that made Its predecessors so popular 

1nsteao, lt's a 3D oeep-space sllOOt ·em 

up game engine bolted on to t/1e famlhar 

empire-building structure. with players 

controlllng the X·COM team as they 

attemPt to offer protection to humans In 

an area known as the Frontier. An area 

rich In mineral resources, green-skinned 

extra terrestrials and pirates threaten to 

steal the valuable deposits. 

Nav1gat1ng the main game menus 

Involves turning ·sos-style dials, looking 

at scanners shaped like Portl1oles, and 

clicking on over-sized buttons. Such 

playful presentauon helps to take tl1e 

sting out or an outstandingly complex 

strategy section. Starting a campaign 

Wilh just one X·COM base, a handful Of 

fighters and little knowledge about what 

lies beyond the Immediate area, the Idea 

Is to bulld up a comprehensive defence 

network. Probes must be dispatched to 

widen tile sensor net, research carried 

out to provide Improved technology, and 

fleets amassed. ready to strike when an 

enemy fleet Is SPotted. And all the while 

the aliens are readying a Doomsday 

masterplan that must be thwarted. 

At tnls level, lt's a familiar formula of 

resource management. Umlte<J funds 

must be used wisely, new pilots recruiled, 

craft equipped and restocked, and more 

cash earned by successfully providing 

protection to the outPosts and ore 

processing plants in the Frontier. But as 

with previous X-COM games, t/1e actual 

confrontations play a major part In all 

!his, drastically affecting 1118 plOI, the 

strength, power and usefulness or the 

outfit. and also the research abilities. 

Salvage alfen technology and It can be 

used to further the players own 

The fighting element is Integrated 

successfully, with players selectJng 

wnetnerto Jump Into the cockpit of a 

flgh1er. and taking direct action alongside 

wmgmen. Although spanan, the 30 

graphics reinforce that glorious retro feel. 

with alien craft batl1ed In red and green 

lights, and often taking the form of 

classically designed flying saucers. The 

combat Is frantic, with craft Zipping past 

• 

·-· 

The enemy craft deslrs 
(above) will be famihar to 
alleged abdudees everywhere 

lhe cocKplt at an alarming pace, mucn as 
In X-Wing \is T,e Fighter. In fact, those 

familiar wlt/1 LucaSAtts' soace opera will 

feel right at home here, so Slmllar are 

bOlh the flight and fight elements. n ls 
worth noting, though, that those more 
concerned with the arcade side of things 

w111 prollably find conmct Freespace 
(see p96J a more compelling opuon 

The shift away from wargamlng 

may well enrage oe<1lca1eo X-COM fans. 

But In doing so. Mrcroprose has managed 

the prevlously Impossible task of 

blending real Strategy with JD space 

combat Both elements have been well 

developea, WJth a game of enormous 

depth anq Instant gratlfica11on the happy 

resull If or,ly all sequels could 

demcnsuate such Invention. 

light out of ten 

TESTSCREEN 

Format: PC 

Publlstier. Mlcroprose 

Developer. In-house 

Price: £40 

Release: Out now 

Each X-COM base can 
be modified (top), to 
provide more hangar 
space and defences. A 
handy UFO-pedla with 
essential alien Info Is 
also on hand (above) 
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TESTSCREEN 

Formac PlaySt.atlon 

Publisher: lnfogrames 

Developer: Amazing studio 

Price. uo 

Release. out now 

In this sequence the 

r.
layer actually appears 
nslde • giant's stomach 

, -

_,...AUOUST1HI 

HEART Of DARKNESS 

Once the player bepns 111 acticNI. Its 
animation 111ust run to C0111pleticNL 
This ••-mults In countless dNths 

D n a vIdeogamJng world sun 

obsessed With 30. older gamers 

WOI Instantly VfeW the 20 perspecttye and 

spme-based action In Hflilrt or Darkness 

wllll melancnone fondness. Every level 

boasts beautifully animated characters 

parading In front or goigeous, hlghly 

aetaueo ana 1mag1nauve llaekgroun<1s. 
HOWeVer. tile plot - as set by an 

opening FMV sequence of 

unprecedented length - would have 

benefned from a little more creativity, 

after spena,ng another school day 

daydrearmng. Af'4Y and his can1ne 

companion, Whisky. rush towards tile 

par~ 1n tile hope of getting there before 

the forecasted solar eclipse takes place. 

blissfully unaware that the next few 

The bacqround envlronmenb 
change from level to level, but 
sadly the basic 1ameplay doesn't 

-· 

The fiddly natvn of Heart of Oortness can nnder futuns Hke this lne 
pit lnfurietlns- Such chaUenses an oweraime by lumlns • sequence 

moments WIii change their lives forever. 

With little warning. Andy's quad-leggeo 

friend Is kidnapped by the evtl Forces of 

Darkness, prompting his master to 

attempt a danng rescue through eight 

levels set In a strange and menacing 

parallel dlmenSlon. 

While the narrative nas an 

improbable chance of winnmg an oscar. 

the game Is eaualty unlikely 10 tro0ble 

tile award-bestowtng community 

because sadly; Heart of Darkness IS not 

very good. Criticism cannot be levelled al 

its 2D perspective - Abe's Oddysee 

P<oved that as IOng as the right gameplay 

elements are present, the experience can 

be as lmmerSIW as some of Its polygon. 

driven counterpans. untonunaIely, In Its 

quest to produce a cartoon-like tlUe. 

AmaZlng Studio seems to have Ignored 

the crucial aspect of playal>1hty 

tnflnlte hves sees the proceedings 

rapidly degenerate Into a trlvlal process 

or trial and error, with substantial FMV 

Interruptions that not even a quirky end 

g1mmlck can hope to save. some or ll1e 

puzzles are competently tllought out bYt 

never braln•wfng and once completed, 

there Is no lncentJve to go baek. 

11 may nave spent the best part of 

six years In development yet Heart of 

oarmess emerges as a flawe<I ~ 

and deeply frustrating experience. L..=:J 

Four out ol ten 
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COMM AND OS BEHIND ENEMY LINES 

1M cecT'•phy of the levels mltht not 
be wholly convincln1, but the sltu.tions 
fKin1 players present n-challensu 

l:'I f an the exponents of the new 
a unit-based wargame genre to 

arrive so far. commandos Is the first to 

really capture the essence of the Idea, 

featuring a design that leaves as much 

room for strategy as It does realtlme 

excitement. and a control system able 

10 eope with the demands o1 both. 

Graphiclllly the game seems 10 

bel0r1g to another era, with riand-drawn 

mugshots and landscape graphlCS evoking 

tile 'Commando' comic llOOICS of dlll<lllOOd. 

While •ttemptln1 to cross the river in ■n infl•table dinpy, • puslns 
gunbo•t opens fire (top right). The enemy m•kes use of sever•I 
vehicles, though the footsoldiers provide the 1rHtest thrut (above) 

But Commandos Is happy to r011ow 

,ts own Internal wargame log,c, and use 

familiar Imagery, sltuauons and exploltS 

to 8110l(e the splnt of world war n. scuba 

gear, patrOI t>Oats. cable cars. road bloclcS 
and otller staples of countless HOiiywood 

ITlO'Jles all loom large. rnere·s even a spy 

charaeter. a1>1e to Infiltrate enemy 

compounds unquestlOned. it all creates a 

terrific sense or atmosphere. despite the 

obvious laek of realism 
Yet. When It comes to the abilibes Of 

the cnaracters. and their lnteracuon with 

the enemy, CommandoS IS at great pains 

to oo things 1>y the l>OOlc. une or slgllt 

figures StrOngly here. wnh visible cone 

overlays revealing what the enemy can 

·see·, two d1st1nct areas lnd1catIng what 

can be seen fully; and what 1s Q(lly viSlbte 

when a~ ground level <makJng 11 sare 

to craw> 1he enemy 1s atso programmed 

to hear events. and so the de:structlon or 

military gear often results In utter chaos. 

commanaos successtunv addresses 

Iha tricky problem of placing up to svc 

characters under player control by 

providing the oPtlon to split the screen 

up In a vanety of ways. Tile movements 

of each are displayed In separate 

· windowS, each of which can be-zoomed 

in or OU!. and even switched to traek Ille 

movemenrs of another character (mend 

or foe). It can sometimes be contusing. 

·-· 

but ultimately proves hugely entertaln,ng 

Muell like the game as a whole. tn fact 

trontcally, howeYer, it's tile combat 

that blols the game's copybook 

AttaclcS often happen too fast for the 

player io respond - the pomt-and-

cllck system proving to be Inefficient. 

But n·s not tong before tile need lor 

stealth becomes obvious. direct 

confrontauon often arising only as a 

last reso11. Tile action may be reatume. 

but the tactics needed reveal It to ,rc::? 
be a C0f11Pl8X Wargame. l....:::J 

Seven oul of ten 

TESTSCREEN l 

Format: PC 

Publisher: Eldos 

Developer Pyro studios 

Prlce: uo 

Release. Out now 

,r s possible to observe 
ud, ch•rKters' moves 
concurrently (•bove), 
while the liM-of-slpt 
routines .,. Ml! 
hMdle4 •ddin1 much 
to the pmepl•y 
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96 TESTSCREEN 

l(STSCR((N ROUND UP 
War1a1es 

AS expected, the connection with the 

1980s movle of the same name Is 

tenuous at best, but Wargames Is more 

Interest ing for Its re-wor1dng of famlllar 

realtlme strategy themes, tying In unit

based cont rol and fully 30 landscapes 

with the slmpllclty and tight mission 

structure so beloved of console titles. 

Not unlike Return Fire, rather than 

opting for Indi rect control of the units, 

players can switch between and take 

d irect control of the various land, sea 

and air forces In the game, playlng for 

NORAD or the WOPR computer forces. 

Visually Wargames Is too cartoonlsh, 

although as the levels progress the lay 

of the land affects strategies to a 

greater degree. Later missions - there 

are 30 slngleplayer levels In all -

Introduce more unit types and Improved 

flrepower. Multlplayer Issues have been 

well add.ressed, with two deathmatch 

modes, capture the flag and cooperative 

missions, whlle all views use an 

enterprising, diagonally split screen. 

If there's a problem here, It's that 

everything Is Just a little too tidy and 

punctual. calling In alrstrlkes and hack 

computers adds colour, but missions end 

too abruptly. Nevertheless, wargames' 
b\end of direct. arcade-Style unit control 

proves surprisingly successful. Eds• 

hopes the Ideas showcased here 

are explored further. 

u,. 111i11: 

Seven oul o! len 

Formo1 Pl1ys1atlon PUbl•sh•r Electronlc At'tl/MGM 
,•1iu,ract1v1 DevelOOl!r Interactive studios P1/te c•o 

RC~a.s.! . Out now 

fin al fantasy VII 

Oesp,te ... m)'1h1c SLIIUS, I PC 

conversion of Final Fantasy \Ill was 

la, lrom certain. Bor Resident Ev,I ond 

lhe ,_.,, run of Seg• t11ies, 11's hard 

to think of many great Japanese 

console games lha1 have made it to 

the realms of the PC. 

Happily, FFVI/ sur.ives the 

trans\uon unscathed. Despite oil the 

PC developers obs<s.s,d with aeaung 

stories, narrattve-dnven adventu1es 

are aaualfy becoming rater on the 

platform. Players may tJke a while 

10 appreoate 1he Japanese tJke 

°" RPGs, but once they become 

Involved In the unfolding drama they 

won'1 look back. 

The ®ly d"'!"side is that the 

paned grclphics wtfer on a monitor, 

in comparis® to olher PC g•mes. 

The styhsed 30 character> worb 

well enough, but lhe bockdrops, 

which seemed se wonderful In 

console form, look a hide luuy on 

the PC. Ellp can't help feeling it's 

• lazy - tt economical - method of 

porong the p me. Nevertheless, Fmol 

Fcnrosy VII is definitely • v\lal 

purcha<e for advent\JttJu5 

PC owne,s. 

Nine ou1 ol 1en 

forrr.a· PC r 11>1>,t,ec Eldos 
OevelOPer SquareSoft rnce· £-'O 
Aeleas-e. ou1 now 

• 
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Conflict freeom: The Great War 

The last few months has been a time of refinement rather than Innovation 

for PC gaming, with titles such as Unreal and Forsaken buflding upon 

proven genres, demonstrating an Impressive dedication to both graphical 

and gameplay techniques. rather than Innovation. so It goes with conflict 

Freespace, In theory an offshoot of the venerable Descent series, but 

actually a bang up-to-date re-Interpretation of the space opera genre made 

popular by wing commander. 

The visuals are, predictably, the first noticeable Improvement, w ith both 

software and 30 card-based modes lending the game an understated 

mafe.sty. This Isn't a tltle awash with lens flare and harsh llghtlng tricks, 

but the detail lavished on the spacecraft and their various states of 

destruction ls peerless. Best of all, there's a fluidity to the game that brings 

out the best in the physics engine - every dogfight possesses grace and 

subtlety. Good Al for both wingmen and enemy craft, along with strong 

plotting for each mission further enhances the simulation-like feel, the 

battles possessing a truly epic quality. 

Of course there's nothing going on here that hasn't been tried before. 

But with Its senslble approach to multlplayer (a dedicated onllne server 

Is provided for Internet gamers), faultless look and feel, and a refreshing 

lack of FMV, Conflict Freespace makes a dependable entrance Into a 

sometimes disappointing genre. Recommended. 

Ed11 111111: 

Seven 001 or len 
Format PC Puo,.sner 1n1erpt;iy O<Ne,ooer volition P1'1ce uo Relt8H. out now 
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Yi,11 

The 3D shoot ·•m up 1enre ls one that has 

strangely been left mostly untouefled by the 

Pleyst.atlon, •• developen opt for the 

commerclel essurenu of radna, thlrdperson 

ed'lenture end JO platform titles, with e 

rew1t1n1 blll) pl'OjlOftloft of depfeUln11y 

med!ocre aoftwere. 

Viper, then. comes • e relethlely refreshing 

addition. Players control e futuristic helicopter 

end must ftlht their wey llnsle-hendedly 

thl'Oll&h levels houlln1 hllh numbers of cyllofW· 

controlled w,rcreft. Ttlenkfully. there ls plenty 

to help this suleldlll mission, melnly In tlle form 

of weapon po_r-.,ps end enersy pick-ups. 

Vltuelly. Neon's touch II .. evident e1 In 

runnel 11. with colOumal end effective llghtlns 

effects domlnatln1 tlle relentleu onscr"n 

action. The levels. too, elthoulh occ:ulonally 

structurelly slmple, haft I fllrly solid fffl and 

offer an occellonal opponunlty to select one of 

twO l'Ol/tet, either of -h eventullly lead to a 

re.ther unlMplrtn1 -•- IIOfl. 

Dluppolntlnsly, there Is llttle In terms of 

Innovation, - heVlns opted for• rather 

tredltlonll Ind Afe 1pproec:h. Repetitive 

blutlna thl'Ol/lh 1• llmllarly structured leYels 

....,,.. that what 11tt1e enjoyment mllht have 

lnltfelly Hlsted repldly .... - Into 

tedloulneu. H-r. a,,.,_ dnp«ate for an 

lltematlve to the ldllel PS IUljl8Cb 

mlaht find It ltl<Nlble In short doses. 

u,, 111111: 

Six out ol ten 

Fon .at ,i.,statlon PubJ ,, < 1nroa,1mu 
Deve!Opti Neon Pr~t. t40 P' ase Out now 

li1ht11r1 Cr11t1r11 

IJ"ke Eidos' De<lthttop Our>gf!OII, 

kalislo's ho!IO!~den 1,tle uses d 

lhlrdperson 1/lewµoml ond dVn•mk 

c.4mera svs1em to Poft(oy the K'Uon• 

based ildventu~ This ume 1(s the 

fight'"ll •lt!mont th,t's P<l$i,ed to 

the lo<e. with eoch lead charoct"' -

lgnalJus the "'°"~ or it... sword

lM<kf"18 Nodi.l - possenina 1n trrl"f 

of - COITIP4'•ble to tllow found 

on uue belt 'em ups.~ •nd 

secre1 rnc,,,e,; l""ture .uonat,. as the 

poor seek 0111 delal wonlupper Adam 

Crowley In Vloorian Londorl. 

This odd b'end of hotror ond 

combat works well, the ability to 

decapitate and generally d"""""bel 

1he vario<lo unde•d u .. 1111es 

unleashed by Crowley prOV1ng mosl 

wusfy"'8- Howevec. th• advenMe 

element IS thin II best, the 16 levels 

.sen,,ng IS I bad<.dtop ID the oombot 

more than anything, And. wt.le dw, 

Clell\ftS ... lmpreSSM>, posses,,,a 

su,tably unnattural Styles of mo11,m11n 

(limp,ng zomb.n, 101 -,nple), thefe 

.,.,,,., enough ID "'""""' battle 

faugue ~!ling in. The "-lope, bas 

also fail,d to make the game's own 

evffll dodt mdepe~nt ol the 

processo«, resohlng In I same th,t's 

unplayable on a P350 01 above. 

Nightmore Oeotures Is arguably 

a lnl• too slmpl,stic 101 PC prong 

tasles. But then thll ha,n't ~ 

done Residfflr Evrl any him, 

£~11 111111; 

Seven ou1 olTeii 

f<H"14L PC Pl. ,,.r,,,, AetMalon 
oe.e1<>oe• KlllltO PI.IC• no 
~-,_. out now 

TESTSCREEN 

Xi 

It's unfortunate that traditionally (With the exception of Tetrls). puzzle titles 

sell very few units, because occasionally one comes along deserving more 

than the limited attention span It's guaranteed tO get from the gaming 

public. Developers, of course, know this hence the relatively minute 

proportion of puzzlers currently available on the market. An Ironic situation. 

considering the lifespan offered by a randomly generated puzzling 

environment is such that players have a tendency to return to It months 

after finishing the likes of Tomb Raider, for example. 

In Japan, things are slgnfficantly different and It's not uncommon or 

surprising to see titles such as SCEl's IQ doing particularly well upon release. 

XI, the latest brain-taxing venture to emerge from one of SOny·s lnter,ial 

development teams. Is sure to better Its predecessor, and continues the 

company's devotion to producing Innovative titles. 

Stemming from a stupefyingly simple concept, XI has players running 

around a board comprising 64 squares on top of dice, and moving them 

around wlltt the aim of matching the top side and thus ellmlnatlng them 

from play. The number displayed determines the number of dice needed 

before their sinking-Into-the-board act takes place. While this Is occurring. 

players wishing to obtain bonus points have a limited time to 'tag' as many 

extra dice onto the descending group as long as the top faces match the 

ones disappearing. Highly Impressive combinations and point scoring results. 

In addition to the oneplayer game, single lndMduals can occupy 

themselves with the , DO-level puzzle option wnlle more people offer the 

opportunity tO engage In the twoplayer cooperative or competitive modes, 

and a Multltap opens up the flveplayer war game. 

WhHe not the new Tetrfs. XI Is a wonderfully playable, compelling 

experience whose varied modes further eJCtend an already 

considerably healthy lifespan. 

u,, 111111: 

Forr.•t. Pi.ysi.tlon P\Jbl1S"1 SC£! o.ve,_r ln•hOIIH PrlCt WS,100 (£30) 
!le~ Out now Uapan) 

Eight oul of ten 
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TESTSCREEN 

◄ Ta11i lliklnen Rally 

There are really very few reasons to buy 

Tomml Mlklnen Rally. With Its realistic 

approach, Codemasters' Colin McRae 

Rally may offer a somewhat different 

experience, yet given the nature of both 

titles comparisons are nevertheless 

Inevitable. And those wishing something 

more akin to Europress· tltle can still 

purchase a copy of V-Ral/y, safe In the 

knowledge that Infogrames' ageing 

effort remains a superior game. 

Mlklnen's car dynamics are 

distressingly Inferior to those found In 

codemasters' Inspired tltle. Whlle on the 

track, the vehicles' bodywork falls to 

pitch and roll, resulting In a very 

convincing floatlng effect and very 

unconvincing handllng characteristics. 

There Is also llttle sense of speed, other 

than In flrstperson perspective. Often, 

cars seem to be crawllng along at llttle 

more than 30mph despite the fact that 

the speedometer Is rapidly approaching 

the 90mph mark. 

The game does offer a commendable 

number of tracks, yet sadly, very few of 

them prove particularly well designed. 

Thankfully, a comprehensive track editor 

Is avallable for those wishing to create 

something more testing, but this 

alone cannot save the game. 

U11 nli11; ------~ 
four out of ten 

l'ormat Pl1yU1tlctn Pullum. !UrQJKIU Of!',• \apa 

Stranr• Proctuctlont Pnce uo •- · out now 

IIDI 

Follow!ns £60's upd11e on the siate 

ol MK gam,ng. n seems eppm,te that 

one ol 1he better !'C --.s 

ol1ould be ie-,,;ewed 1h,, mw 

Onsmally creoted by Shiny 

fnteno,nmen~ MDII 1'""'"'2S the 

ploye< OI I .cyl,sh, future fft1h 

scen,no Controftms • b'adt dad 

onu-ho,o, ~rt. pleye,s a<e committed 

10 full•on «ucn from mc sian. Me, 

me pme ~ w,th h,m 

plummeuns head.firsl 1.,.,,rds the! 

e1nh, M()I( ,s, essen111lly, • 30 

plan"'"' "1oottns game HoweYe<. 

thete " decent gameplly v,neiy, 

aided ,n no smoll port by be\ns able 

IO sw.tth to a zoom-,n sn,per mode. 

This enables Kun 10 llonch monars 

1ow1rd p<ev!OU>ly unt.oOchable '-, 

one! to pick other, off from• g, .. 1 

dimnce_ He's also g,fted wnh a 

beauufully l,sh,oned parachute. 

CMSlrueled of lour hoops. 

Technically. Mac M f)I( lor Apple 

is • cred,table piece of work. Edae 

te<ted the game on 604• •nd G3 

p<ocesi.an, bolh of ..+,,eh deh...,ed 

• mo<e than acoepmble frame rate. 

As wl1h nw,y PC·to-MtanlOSh 

CX11W1R10M. the only drfWl>ck IS 

!hat MDII has beer,...., ~ 

elsewhere - • Ions lime •So L.:::l 
£411 111111: 

E1obt DUi al Len 

f ot1 ~ M.lctn\osb Publ Anco 
oe~ CD 14'" Shokwaw p Cl LlO 
~? ,~, out uow 
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JikkY11 lar1• Smer: W1r1• c,, Frme ·11 

Oue to a Japan-only licensing deal, this Import release Is In fact the second 

offlclal game of the 1998 world cup competition (following Electronic Arts' 

effort - see E60). More Importantly, though, Is the fact that It Is the sequel to 

rncematlonal superstar soccer 64, Konaml's benchmark football title. This 

factor, almost by default, makes It a storming sports simulation. working on 

a time-honoured principle, Konaml hasn' t changed what Is a proven core 

game engine, and hardened tSS64 players wlll lmmedlately feel at home with 

its successor. The control format Is nearly ldentlcal, the only tweaks of real 

significance being mid-air challenges. a new defensive clearance. an 

alternative method of swerving the ball, and elevation arrows to complement 

directional arrows during dead-ball situations. 

so gameplay In general remains largely unchanged In this follow-up, 

the through-ball manoeuvre proving Just as Important a part of successful 

play as previously, and the variety of attacking and goal-scoring styles as 

Inspirationally Implemented, too. 
Improvements In Jlkkyou world soccer '98 are largely aesthetic. then. 

Matches are accompanied by referees and tnelr assistants, new celebration 

animations follow goals, and a number of superfluous touches. such as 

stretcher-bearers appearing for Injured players, complete the package. 

In audio terms, the Japanese commentary Is admirably comprehensive, 

going so tar as to Include a handful of real player names such as Slmlone -

an aspect that will not appear In the Western version In September. ~ 

overall, a slightly underdeveloped sequel, but still a beautiful game. L.:::J 
U11 r11i11: 

Nine DUi DI ten 
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D 
Charting vrdeogame cr:eatlon today, for tomorrow 

Beyond polygons 

m ne of the majof issues facing game deYek>pe!s rurrendy 
wolldng on the next generation of rendering engines is that 

of scalability. In a fast-moving marl<et with a Wide range of 
mc1chine configuri!\ioos and performance, ifs difficult to know 
JUS1 where the line between.weed and detail should be drawn. 

Current graphics engines are almost -all based around 
polygon technology, where 30 objects are represented by a 
senes of flat surfaces. These surfaces are easy to desigJ1, 
calculate and display, as only the mmer points need to be 
considered. However, polygon models suffer one major 
drawback - once a model has been designed, It contains a 
set number of pojysons. and hence requires a certain minimum 
amount of time to calculate and draw, no mattef how much 
of it is visible onsaeen 

This leads to the case where a model which is a large 
distance away from the viewer, and is In fact only a few pixels 
high onscreen, is sti« being calculated and drawn at its initial 
detail level, slowing the engine down massively. Thefe have 
traortiooally been two solutions to this problem -distance 
dipping and detail redue1ion. 

Distance dwing is swnply the~ of ~the 
number of objects \o be drawr, by removing arry over a certain 
distance from the viewer. This is fast and simple, but can iet 
llnrl0)1ng for players, who then find objeas 'popping ~• in 
frorit of them. 

Detail reduction is- the preferred approach, and relies on having 
several copies of the same model, each desigJ1ed with a different 
number of polygons. lhen, when the model is dose to the viewer, 
a high-detail verSIOO is used, -and when 1he model is further ~. 
the engine switches to a lower-detail version. This approach works 
weU,buuequires extra effort in designing the models and.more 
importantly, if the switching points for the models are not carefully 
chosen, the change®er may be noliceable. 

Due to these problems, 50fT1e deYelopefs are now looking at 
the possibifity of a detail reduction system where rather than 
forcing the designer to create the different models, the game is 
able to de<;ide how many polyp,s it can handle (based on the 
processor 1011d at tliat lime), plus how many polygons will be 
visible, and generate a model with that number of polygons by 
itself, based on a single high-detaif design. 

lhe key to this approach irto stop representing the original 
model with polygons at all. instead using a format 1hat contains 
information about the structure of the model ( usually in the 
form of cur.ies, as most hqih-detail models are for characle!s. 

I 
Meswlt'1 JO . aploits both 
~ .. .:,:::._..)and 

........... ,,,polftOAllnJ 

which are~ qMd objects), whidi can ttien be easily 
oonvel1led into polygons at a set detail Ml. Orie solution which 
has eicislled for-some time is known as NURBs (Non-Un'iform 
Rational ~), and is used by many popular modelling 
padcages such as JO Stvdio, as well as being supported by 
QpenGL The ~ below shCM' an example of a 
landscape rendered asa NURBs surface at both high and low 
detail However, NUR8S systems require WJV complex-
mathematics. ;mcl are not generally swtable for realtime game 
graphics.As a result,developer.; are.startmg to work on their 
ov,,n systems. based.around similar concepts but optimised for 
fast, rellltime use. 

Among the developer.; working on this technology 1s Shiny 
Entertainment; whose current project Messiah already uses a 
system li1<e this, and John Carmadc. who is said to be working on 
a realtime detall control scheme for Quake J. 

Chances are, It won't be long bef0<e hardware accele!ators 
catch up with this technology, and the next generation of 
game engines may run at the same frame rate no matter 

~ what configuration they are running on. 

• NeXtmomtl's tssue w," c:alT}' an rn-aepttr reporron ~ /fl1JPllrC 
red)mquespo/sed m buJy ~ me eunem Sflll)le otJOgameengmes 
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130 ISSUE 62 OVERTHl'EDGE 

THESE ARE DIFFICULT TIMES FOR NINTENDO- ITS 64BIT MACHINE REMAINS RELATIVELY UNPOPULAR 

IN ITS VALUABLE HOME TERRITORY AND FUTURE RELEASES, SUCH AS LEGEND OF ZELDA 64 AND THE 
64DD PERIPHERAL, ARE SHROUDED BY UNCERTAINTY- CAN F-ZERO 64, THE SEQUEL TO NINTENDO'S 

FIRST REAL EXPERIMENT WITH 3D, GO SOME WAY TOWARDS REAFFIRMING GAMERS' FAITH IN THE 
WORLD'S BIGGEST VIDEOGAME BRAND? DISCOVER THE DEFINITIVE ANSWER NEXT MONTH-

ISSUE SIXTY-TWO 
ON SALE AUGUST 11 
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