Too long the domain of game otakus and social recluses, gaming
finally ditches its unsavoury image and breaks into mainstream
consciousness. Edge tracks the rise of a phenomenon fuelled by
marketing hype machines, design evangelists and musical icons
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The metamorphosis of the videogame — from venial
pastime to cultivated entertainment form — is
something that has been predicted for years. And yet,
it is a transformation that is only just starting to show
signs of evidence.

Until now, the crudity of most videogames has
been the main limiting factor. While the average
|0-year-old kid could relate to, and even become
obsessive over, a handful of two-dimensional pixels,
it has had the opposite effect on most people. At
best, it has engendered casual indifference. At worst,
blatant disregard. Despite its underlying challenges
and gratification, videogaming failed to embrace the
mass market and has earned the kind of derision the
vegan community holds for MacDonalds.

But times are changing. And the catalyst in this
gradual change is technology. Computers are now
permeating people’s lives to the extent that
interactive entertainment, and more specifically,
videogaming, are mere by-products of a digital
revolution. Whereas videogaming was supported
almost exclusively by the cheap and cheerful teenage
console and home computing market, now it is
slowly becoming swallowed by an amorphous digital
entertainment behemoth.

This month, Edge taps into the underground
community of designers, musicians and marketing
pioneers that are reshaping the interactive
entertainment industry. Some may suggest little has
changed apart from the hype. But if videogaming
sheds its acne-damaged skin in the process, then
that’s good news for everyone concerned.

The future Is almost here...
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The latest news from the world of interactive entertainment

Model 3: Sega affirms
=t arcade sup
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Sega’s unveiling of its new Model 3 technology and VF3 (above left) made jaws slack and eyes bulge. A constant
running demo was authenticated when Sega permitted four lucky individuals to briefly play one stage of the game

WS nce again, an important delivering over three times more
© Japanese arcade show has polygons than its predecessor.
"l been eclipsed by the efforts of This was a surprise move
Industry giants Namco and Sega. Last considering Model 3

year's JAMMA event saw the two development has been

finishing on equal ground, virtually significantly delayed

matching each other, game over the past year or

for game. However, at the Arcade so. It was previously

Operator’s Union show held outside thought the system

Tokyo in late February, Sega was would not receive a premiere until

undoubtedly the dominant force, JAMMA in September.

presenting several highly anticipated As for VF3, before the show it was

titles, as well as its next generation unknown whether the game would be

of 3D coin-op technology. presented in rolling or playable demo

Without question, AM2 provided the form. In the end, both were present,

RGeSt m_ain att'raction of the sfh_ow, unveiling but the hon{?ur of af:tually playing the
characters that Sega Virtua Fighter 3 and officially game was given to just four Japanese
made controllable introducing the new Model 3 board - gameheads on the first morning of the =
briefly during the event




- event, with only two characters being
selectable: Jacky and Dural.

Despite these limitations, the
playable demo fulfiled its purpose — to
prove how identical the running game
was to the immaculate non-interactive
demos shown throughout the event.

Most importantly, Virtua Fighter 3
represents the latest breakthrough in
the development of realtime 3D
graphics. The characters’ faces, for
example, have an incredible degree of
animation — their pupils move to follow
opponents around the arena and their

Genuine evidence of the rendering
performance of Lockheed Martin’s R3D
technology - Sega can take geometry
from its own series of CG character
portraits (far left) and render it in
realtime at 60 frames per second...

wobbles when he gets hit, while the
other is a female fighter named
Umenokoo Jiaoi (artwork, top right),
who practices Akido and has some
incredibly powerful throwing moves.
Of the old characters, Dural is an
especially impressive update with a
totally reflective body, mimicking the
T1000 in Terminator 2.

In terms of backgrounds, all are
resplendent with luscious texture-
mapped detail. Jacky’'s stage was
shown off in the playable demo and
takes place in an impressive semi-

Who is it?

This director,
responsible for such
adrenaline-soaked
classics as Point

Break, Near Dark, The
Loveless and Blue Steel,
tackles that perennial
favourite, ‘futuristic
Virtual Reality sex’, in
her latest film

966T |!idy d2uize3ew rioler

mouths can grimace and snarl (in
some cases revealing teeth). To
accentuate this growing level of

constructed building. Here, the ground
Is actually translucent allowing some of
the camera angles to be placed below

humanity, each fighter’'s breathing is
visible and, after performing a
particularly demanding attack, their
thoraxes expand and contract to
accentuate the physical exertion.

The game features 12 characters,
all of which were shown in the demo
individually exhibiting their fighting
techniques. Of the two new characters,
one is a huge fat man who's flab

Dural’s incredible reflective body makes use of the R3D’s Gouraud
shading and 24bit texturing. Conversions to the Saturn could be tricky

the fighters. Also, there’'s a quaint
garden backdrop, snow stages and a
small island inhabited by Jeffry.

The graphical quality in VF3
provides the logical progression in a

Model 3 tech specs

Yu Suzuki - head of
the Model 3 and VF3
projects within AM2

Host CPU: Power PC 603e
Resolution: 496x384
640x480

Graphics: geometry engine
averaging 1m polygons/sec
Renderer — 60m pixels/sec
24Dbit textures
Microtextures

Trilinear Interpolation

Shading: high specular Gouraud
shading, fix shading and flat shading
Texture and edge multi-layered
anti-aliasing

Lighting: parallel lights,
4 spotlights, pin spotlights

Special effects: zoning, fog
32 levels of translucency

Sound: SCSP x 2 (same chip
as used in Saturn)

16bit CPU - 68ECO00
Sampling rate — 44.1 kHz
64 voices, 2 stereo pairs
MIDI interface

LOCKNEED Hllflﬂi%

Sega’s Model 3 board is still
unfinished explaining why
Sega only presented a brief
interactive demonstration of
its hardware. As detailed
exclusively in E25, the board
Is based around Lockheed
Martin’s R3D/PR0O-1000 chip,
which is capable of rendering
750,000 textured, shaded,
fogged and anti-aliased
polygons every second. Model
3 uses a Power PC front end
and two R3D/PRO-1000s in
parallel to give a sustained
average performance of over
one million polygons/sec. This
arrangement means that the
main CPU isn’t disturbed by
graphics processing and is
free to compute game code.
In fact, Sega’s new board is
so advanced that VF3's
characters have more polys in
their heads, than VFZ2's had in
their whole bodies. Awesome.
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it is...

Kathryn Bigelow, who’s
Strange Days stars Ralph
‘Hamlet’ Fiennes as a
virtual memory pusher.
In the future, people

will simply put on the
visor, load up a

memory file and get to
experience someone
else’s sex life. Urgh.

Virtua Fighter Kids: the same VF2
gameplay but with swollen craniums

series which has gone from simple
polygons, to angular textures, to
realistic life-like figures. The
characters’ bodies are now so well
constructed the fighters all bear a
close resemblance to their CG portraits
— which should come as no surprise
given that CG portrait data was
Imported into the actual game.
Consequently, the game looks and runs
like a particularly good, and fast,
pre-rendered sequence.

As for the crowd reaction, the VF3
stand attracted so many people Edge’s
photographer found it tough to get
within 50 yards of the exhibit

The licensing of its Model 2 technology to industry also-rans
Tecmo and Jaleco has allowed Sega to transfer its high-end
efforts onto Model 3. Dead Or Alive (above), Super GT 24h (right)

throughout the whole show. The bad
news is VF3 won’t be out until much
later in the year, possibly not until the
JAMMA show in September.

Not content with showcasing VF3
and Model 3, AM2 were also
presenting two much-hyped Model 2
titles. Sonic The Fighters, now replete
with all its characters, combines basic
Virtua Fighter moves with Sonic
characteristics such as spins, stars
and helicopter jumps. The graphics are
suitably colourful and cartoony and, as
with VF3, character movements are
extremely fluid. Perhaps the game’s
most interesting feature is the new
morphing technigue employed for some
special moves — characters can change
shape and extend their limbs — a
feature perhaps inspired by Capcom’s
Dahlsim (SF Il) or any of the X-Men.

Virtua Fighter Kizu, one of the more
pizarre titles to be presented at the

show, contains all the fighters from VF2
as well as a strictly identical selection
of moves. The big difference, of course,
Is that in VF Kizu, all the characters are
presented as cute, large-headed
children (or super-deformed as the
Japanese love to term it). The game
also features some shameless product
placement — a growing feature in
videogames. When Jacky wins a bout,
he drinks from a can labelled ‘Java Tea’
— a famous Japanese brand name.

AM3 had several new releases at
AOU although one game in
development, Last Bronx (see p82),
was not allowed to be shown off

A real life Pai (top)
tries her skills at Sonic
The Fighters, another
Model 2 curiosity

because it would have clashed with the
proliferation of beat 'em ups created by
internal rival AM2. However, the
development team responsible for Sega
Rally still had a couple of new titles to
present.

Most notably, there was Gun Blade
NY, a Model 2 shoot 'em up very much
in the Virtua Cop mode. Here, instead
of running around a cityscape shooting
people, the player flies over the -

AM3’s reputation for quality was upheld at AOU with the superb Gun
Blade NY - a helicopter-based shoot 'em up with superb graphics




->» cityscape, in a helicopter, shooting
people. The city is based on New York
and includes Times Square, the
Rockafella Plaza and the UN building
amongst its location settings.
Apparently, to get a decent level of
authenticity in the game, half of the
Gun Blade design team flew over to the
big apple to get a look for themselves.

Special features of the game
include basic Al in the enemies
(allowing them to dodge bullets) and
a stage where it will be possible to
take on aircraft carriers (presumably
against a Statue Of Liberty backdrop).

Jumping on the retro bandwagon,
AMS3 also presented Decathlete, an
ST-V system board game based on the
classic Decathlon title. Although the
athletes are now all polygon-based, the
gameplay is the same old ‘press
buttons to gain speed’ story. Could the
‘frantic button presser’ be on the verge
of enjoying a comeback? Tragically,
anything is possible in this business.

Sega also chose the AOU to
officially announce licensed third party
development using its Model 2 board.
First up was Tecmo presenting Dead or
Alive, a highly competent beat 'em up.
The game has many similarities with
Namco's Soul Edge - the characters
are dressed in comparable garb and
they use similar weapons.

Furthermore, Jaleco were showing off
Super GT 24h, a racing game
apparently aimed,

at the request
of Sega, to
compete with

Rave Racer.

ST-V games were thin on
the ground but AM3’s hi-
res Decathlete boded

well for Saturn owners

i
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Amongst a
proliferation of sequels
and games which had
already been revealed at
earlier shows (eg Dirt
Dash, Time Crisis and
N Soul Edge), Namco really
O only had two key titles to
RN  present at AOU: Tokyo
War and Prop Cycle.
Tokyo War is a Cyber
Sled-style tank battle
game set in two real Tokyo districts
(Tokyo Area and Tokyo Bay). The game,

T
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Namco’s Prop Cycle is a
fantastical 3D flight...
on a bike. The player
must peddie to stay up

TR EEREEIRE N 0

Tokyo Wars is Namco’s latest
System Super 22 coin-op and was
arguably its best game at the show.
Featuring a head-to-head battle,
each player is equipped with
between 12-30 tanks and has to
destroy the opponent’s arsenal

$ % & 0 & &0 % 9 0 908008 E PR R e TEREe RN

one of only a few System 22
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titles to be presented, allows f’[ -

four players to take part at
once. Protagonists can join
either the white or green army
which means, if there are two
players on one side, they can
compete or cooperate in order
to win the game.

A curio to match VF Kizu is
Prop Cycle, a title continuing Namco’s
obsession with physically-interactive
gaming. Here, the player controls a
flying bicycle which can soar over
mountains, canyons and rivers, and
can also glide through tunnels. To
propel the vehicle, the player must sit
on a mock-up bicycle and actually
pedal — the faster he pedals, the faster
the prop cycle travels. The title is
aimed more at female players because
of its ‘softer’ gameplay. Lucky them.

Amongst the also-rans were racing
games, Victory Lap and Alpine Surfer.
Victory Lap — using the System Super
22 board — features a similar look and
feel to Ace Driver, but includes a new
championship mode (where points can
be stored up from race to race) and
two new courses. In Alpine Surfer, the
player stands on a snow board instead
of two skis. There are also two modes
available - free run and gate trial — and
an interesting jump feature providing
the game’s most notable attribute.

Although they're basically
budget products,

System 11 coin-ops are
becoming an important part
of Namco’s release
strategy. This is the Yirst
time that using home
console technology
(System 11 is based on
the PlayStation
architecture) in an

arcade board has been
successful, perhaps because Namco
are taking the idea seriously —

2 e PO PR QOIS IPVI R
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Victory Lap is Namco’s
follow-up to Ace Driver.
Now, if only this had
been System 23...

Following Alpine Racer
comes a snowboarding
equivalent from Namco

8= B | v

o
@
=

=

E
c
=

o

966T |11dy suizegdew FIOHAIF



10

EDGE magazine April 1996

panuiuon

i

i
1\‘\ l’f"‘h‘

Namco’s PlayStation-powered System
11 games were impressive. From left,
Xevious®’, Dunk Mania and Soul Edge

producing quality games like Soul Edge
and Tekken 2, instead of farming out
projects to lesser development teams.
Basketball sim, Dunk Mania, for
example, looked to be a graphically
excellent title with flat-shaded players
moving gracefully across the court. A
PlayStation conversion is inevitable,
possibly even eclipsing Total NBA when
it appears later this year.

Finally, the retro bandwagon rolls on
with Xevious?, a 3D scrolling shooter
based on the 12-year-old original. This
time, though, the space ships are all
textured polys with some having the
ability to morph. Again, its System 11
and therefore PlayStation fodder.

Despite the ascendancy of Namco
and Sega, many other companies had
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Capcom’s Star Gladiators (left) is its first home-grown effort to run on
its PlayStation-based coin-op. Street Fighter Zero 2 (right) was better

noteworthy titles to present. Taito, for
example, pulled out of their two-year
nose dive and revealed a new board,
the FX-1, and two new games, Psychic
Force and Ray Storm. The former is a
3D beat 'em up set in a cubic arena
suspended in space. The game is rife
with special moves, combos and
special defences and the 3D arena is
very reminiscent of AM3’s Dragon Ball.
Comparable to Xevious®, Ray Storm
IS another retro-esque vertical scroller.
As with the Namco title, Ray Storm
features polygon-based ships, instead
of sprites, and a similar perspective.
Taito’s new FX-1 board seems to be

B N B N I NN N NN SN N NENELELRENESEESENNISH:E-NHEZS;N B

more powerful than Namco’s System
11 - the sprites move faster, effects
are more impressive and the space
craft are much more detailed.

Capcom introduced two important
new games — Street Fighter Zero 2 and
Star Gladiators. The latter, the
company’s first in-house 3D polygon
based beat 'em up, drew a large crowd
and is perhaps Capcom’s concession
to the dominance of next generation 3D
fighting games. The title has a similar
visual style to Toshinden, but
characters have a futuristic look.

From the evidence on display at
AOU, it seems Sega’s domination of
the arcades is currently
unquestionable. VF3, Sonic The
Fighters, VF Kids and Gun Blade NY
make up a formidable release schedule.

Furthermore, by licensing its
Model 2 technology to third parties,
Sega can delegate competition with its
main rival, Namco, to other developers
(hence Dead or Alive vs Soul Edge and
Super GT 24h vs Victory Lap), leaving
the AM departments plenty of time to
concentrate on original

high-end developments. E
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Konami’s presence was
low-key, although Jet
Surfer was good fun
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Taito’s interesting Psychic Force (above left) took the 3D fighter and
suspended it in mid air. Ray Storm (right) took a more familiar path




Data

Amount of money being
invested in Toonstruck
by Virgin Interactive
Entertainment:

S6 million

Amount of money lost
by VIE in 1995:

$14 million

Sales of Mattel’s
Barbie Doll in 1995:
£800m

Worldwide CD-ROM unit
sales, 1995: 38.7m
Insurance value of Bert
and Ernie, two original
muppet puppets stolen
from an exhibition
centre in East Germany
last year: £82,000
Estimated value of
Miss Piggy, fortunately
not stolen: £36,000
Machine hours taken
to render the CG
movie, Toy Story:
800,000

Price of the new top-
end Apricot Pentium
P166 PC: £2,599
Price of Apricot 286 PC
ten years ago: $3,995
(roughly £2,599)
According to
Cosmopolitan, amount
of British women who
claim to have sex every
day: 10%

Amount of Russian
women who claim the
same: 20%

Number of Mega Drives
sold in the UK in 1995:
500,000

Losses incurred by
Sega in 1995:

¥26 billion (£160
million)

Most popular pop song
played at cremations:
Whitney Houston - |
will always love you
Number of discs in the
CD-ROM collection
covering 46 years of
pback issues of
People’s Daily, China's
official Communist
Party Publication: 92
Cost: $19,800
Estimated number of
copies of Doom that
have been downloaded
worldwide: 7,000,000
Time interval between
new computers being
connected to the
iInternet: 27 seconds
Average age of
PlayStation owner: 17
Average age of readers
of Edge: 24

=" hold up in NEC’s production
5’- of semiconductors has led

" Nintendo to consider delaying

the Japanese launch of its 64bit

console, originally expected to hit

Tokyo streets on 21 April. With a

planned initial roll-out of 500,000

units, an April launch would have

left Nintendo short of around

300,000 machines.

At the time of writing, NCL is
thought to be considering shifting the
release back a few months, with the
most likely launch date tipped for July.
An announcement was expected to be
made in the second week of March.

Meanwhile, the machine’s US
release date has been officially
delayed until 30 September, with the
European launch now pencilled in for
late Autumn. According to NoA, the
delay is due to projected Japanese
demand for the console,
although whether this date will
change remains to be seen. In a
current poll of Japanese
software licensees, 65%
predicted N64 would sell over
three million units in its first year of
sale in Japan. Consequently, Nintendo
has decided to space out the global
launch dates to ensure enough units
are there on each release day.

Other announcements made
recently by Nintendo include its
dumping of ‘Ultra 64’ in the US and
Europe in favour of the transglobal
monicker, Nintendo64. The decision to
dump the, admittedly naff, Ultra tag
has been made in the interests of what
Nintendo calls ‘streamlining
production’ and ‘building equity for one
worldwide product’. In other words,
sticking to one name Is hoped to save
production time and give the machine
a stronger image. The latter concern
may have, in part, been influenced by
the success of PlayStation, whose
universal name has given the console
valuable branding.

concerning the console

itself, the port on top of N64, which
has so far been a mystery, has been
confirmed as a memory expansion slot.
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N64 Japanes
delay looms
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ON SEPTEMBER 30th,
DINOSAURS WILL FLY!
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Is it worth the wait?

.

Only if you want the bast!

N MINTENDO®*

Appearing in USA Today, this ad broke
the news of the delayed N64 launch

When the 64DD drive is
released later this year it will
come bundled with a 1 or 2Mb
expansion RAM pack, to be
slotted into the port to provide

extra memory for disc and
cartridge games.

This is likely to be a controversial
move. Not only are Nintendo diluting
the N64 standard by providing two
formats for one console, they are also
talking of memory upgrades — a
strategy that seems more akin to
Sega's fragmented upgrade paths.

Nintendo’s attempts to create a
totally encompassing machine could be
misconstrued as a desperate and
untidy bid to remain ahead of the
competition, despite the
protracted development period.

Yet another
sethack hits
Nintendo and its
64bit console

What is it?

This new head-mounted
display device, worn like
normal glasses and
compatible with all

consoles, gives the
wearer the impression
that the game is being
viewed on a 62 inch

screen, |0 feet away.
But at what cost?

Nintendo

Rumours

Edge has heard of other
videogame projects that
are currently under
development within
NCL’s Kyoto HQ. First,
the company has plans for
a Pocket Boy — a cheap
Game Boy-based portable
priced around the ¥5,000
(£35) mark. Also
rumoured to be In
development are two
colour Game Boy-style
portables — one 16hit, one
32hbit. Whether such
projects will ever get the
go-ahead is anybody’s
guess, however.

The memory expansion slot on N64’s top side (right) will take 1Mb
or 2Mb RAM cards similar to those that will slot in the joypad (left)
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A 3D accelerator
chip with coin-op
backing takes on
the PC industry

it is...

The provisionally-titled
Virtual TV, by Virtual i-o,
soon to be released in
the States with a $399

price tag. The device can
also be used to watch
television. Whether or
not the device will come
with the usual migraine
is yet to be seen

Mark Schoenhals (left),
Hossein Yassaie
(centre), and Trevor Wing
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Namco’s early Rave Racer port gives a good indication of the potential of PowerVR.
The company ported its meshed-based arcade geometry via Videologic’s SGL API

- 7 ne of the biggest problems

| currently facing PC developers
_mef . could be resolved faster than
people think. Consolidating a
relationship first announced over a year
ago (E18), NEC and VideolLogic have
just broken their silence by giving an
early glimpse of the potential of its
revolutionary PowerVR chipset. And the
results are impressive.

A collaboration with leading
Japanese coin-op developers, Namco,
means that a full six months before
NEC plans to bring VideolLogic’'s
technology to market, an early demo of
state of the art coin-op, Rave Racer, IS
already up and running on the system.
This alone is a more than impressive
enough vindication of the potential of
the chipset. Running in hi-res 640x480
at 30fps, the demo is a mouth-watering
taste of a fast, low-cost PC graphics
solution, and just the fruit of a few
weeks work on Namco’s part. According
to VideolLogic, the demo is handling
four times as much graphic work as
PlayStation Ridge Racer.

The level of ambition VideolLogic
and NEC are channelling into PowerVR

BN N NN N I N N N N N N N NN N A R NN N NN N NN N NMNMNENMNN®E;NE

encompasses an even wider agenda
than the voracious PC market, though.
Not only do both companies envisage
the technology becoming a standard-
bearer for PCs across the globe, but
there are also strategies in place to
utilise the technology in arcade
machines and even home consoles.
Quite simply, PowerVR is being sold as
the future of 3D graphics technology.
And given the breakthroughs that
VideoLogic has made in the design of
its chips, it’s possible it could happen.

Initially a project started in late
1991, Kings Langley-based VideolLogic
approached the development of a 3D
graphics accelerator by setting two
main objectives. Vice president of
development, Hossein Yassaie, recalls,
‘One of the things we were really
targeting was to knock out the huge
memory requirement and memory
pandwidth requirement normally
associated with 3D technology.
Eventually we arrived at a solution that
does away with z-buffering and the
need for lots of memory as well as
providing a wide range of high-end
graphic effects.’

standard in PC 3D

POWER VR

Ocean last in
Dream Team

The doorway to becoming
an N64 ‘Dream Team’
member may slam shut
once Ocean of America -
the latest company to go
on board - has slipped
through. Howard Lincoln,
president of NoA, has
commented that recruiting
too many third party
developers would be ‘a
recipe for disaster’, an
opinion reflecting Hiroshi
Yamauchi’s infamous
tirade at last year’s
Shoshinkai show. Ocean
will develop a game based
around the movie, Mission
Impossible.
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-3 As previously detailed in Edge,
PowerVR is unique in its approach to
3D rendering. While it dispenses with a
conventional z-buffer (which encumbers
processing and memory overheads), it
can handle hidden surface removal in
hardware through its own Image
Synthesis Processor (ISP). This is
performed on chip and yields more
precise 3D sorting than Diamond
Edge’s nVidia card, for example.

systems, polygons are textured and
then potentially overwritten as objects
pass in front of them. PowerVR only
textures visible pixels (polygons or
portions of polygons) and therefore in
each frame, pixels on screen are only
textured once and output pixels are
only written to the frame buffer once.
The saving in memory is anything
petween three and ten times when
compared to other 3D systems.

In performance terms, PowerVR’s
‘infinite plane’-based architecture is
Impressive. This technology treats all
polygons as infinite planes and allows

for some advanced realism features Hossein Yassaie, VP
with its ability to handle large polygons of 9"3‘““';'“3 at
without consuming huge memory VAOLIE S-S 1N
bandwidth (such as shadows and
search lights which are inefficient to
In addition to the ISP, PowerVR's render using small polygons — a
other chief component is its texture technique employed by most systems).
and shading processor (TSP) which Custom lighting features, inherent DEVEIO pers

applies texture and shading to pixels
supplied by the ISP. Key to the
minimisation of the PowerVR’s memory
requirement is the use of ‘deferred’
texturing. In most 3D rendering

The realtime lighting algorithms in PowerVR are demonstrated by
these images. Notice how the translucent logo still gives a shadow

to infinite planes, can also contribute
to save memory. According to Hossein
Yassaie, ‘[in the Rave Racer demo]
Namco hasn’'t had the chance yet to
exploit the chip’s features — they are
currently using lighter textures for the
entrance to the tunnel — but with the
chip’s in-built lighting models they
won't need them.’

Where PowerVR differs most from
its rivals is in its use of the host
computer’'s CPU as a geometry
transformation engine. To max-out the
performance of the PCX1, PC owners
will need a 200 MHz Pentium, and the
introduction of PowerVR is being timed
so that it coincides with the
introduction of 150MHz Pentium
systems. ‘Consumers are already
educated that they need the highest
performance PCs if they
want to be able to take
advantage of the latest 3D
graphics technology,’ claims
VideoLogic’s Trevor Wing. ‘In
fact, last Christmas people
were trading in P90s and
P100s for the latest 133s!’

Given both Videologic
and NEC are preparing to
introduce the PCX1 at E® in
May, licensed manufacturer
NEC will start selling it to third parties
in numbers during the summer,
meaning cards will probably appear on
the PC market towards the Autumn.
NEC'’s Mark Schoenhals explains:
‘We're sampling the arcade solution
pieces in the first quarter this year
and the PCX1 pieces in the second
quarter, with mass production of the
PCX1 in the third quarter.” Namco
hopes to have the finished conversions
of Rave Racer, Tekken and Air
Combat 22 simultaneously on display
at the show in May.

AT E YT EEE A EE R E R E Y  E R R E N E E T E Y EE N

hack PCX1

Many companies are
believed to have signed
up for PowerVR
development, including
Looking Glass
Technologies, Gremlin
and Psygnosis.

Dominic Mallinson,
technical director at
Psygnosis, told Edge:
‘We’re really keen on all
the new 3D technology
for PCs and I'm
optimistic that the PC
will finally become a
machine for running
arcade-style games. The
VideoLogic chipset is
one of the best I've seen
and I’'m confident it’ll
be one of the major
technologies.’

Rob Gurwitz, VP
development, Looking
Glass Technologies
commented officially:
‘The PowerVR
architecture addresses
two of the real limiting
factors in delivering high-
performance 3D graphics
for our products: texture
bandwidth and memory
costs associated with
z-buffered hidden surface
removal. We are looking
forward to taking
advantage of these
benefits with our 3D
flight simulator, Flight
Unlimited.’
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PowerVR scalable architecture
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NEC is crucial in the
PowerVR equation. Mark
Schoenhals (above)

* Depth cue fog

Videologic’s and NEC’s patented PowerVR system is unique in its approach to z-buffering and texturing. The PCX1
chip incorporates the OSP and TSP on a single chip instead - over which NEC has the exclusive manufacturing rights

To get Namco's perspective on
VideoLogic's silicon, Edge spoke to the
general manager of its Japanese R&D
department, Tad Otsuki. He remarked,
‘I'm confident the PowerVR technology
provides the highest level of
performance and functionality among
PC 3D graphics chipsets currently
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available or under development.’

However, to gauge the performance
of the PCX1 from the current demos
iIsn’t easy. For a start, the version of
Rave Racer Edge withessed was
running on a 120MHz Pentium and was
only the results of a few weeks work.
Despite it's undeniable technical
prowess, it far from vindicates the
claims of ‘better than the arcade
version’ made by VideolLogic’s Trevor
Wing in E30.

As could be expected, the PCX1 still
falls way short of the performance of a
high-end coin-op IG such as Namco’s
System Super 22 board running Rave
Racer. Designed for a sustained rate of
240,000 polygons/sec, System 22
manages this number almost
irrespective of polygon size — and
amazingly, even if each polygon
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takes up 4096 pixels. Namco believes
the Pentiums available later this year
will bring the PCX1 to within one fifth to
a quarter of the power of System 22.
When running in parallel, though,
PowerVR will really come into its own.
The addition of more ISPs and CPUs
dramatically scales up the performance
of the system, and for high-end arcade
use, VideoLogic claims PowerVR can
manage a million or so polygons (ie
Model 3-standard performance) ‘at a
very competitive price’ with the
potential to go up to two million.
‘This is definitely a significant market,’
assures Yassaie. ‘Many of the best
games are coming from the arcades -
companies like Namco exploit the
market well — and there’s also a lot of
focus on low-end machines, too.’

In such a fast-paced technological
market the importance of a scalable,
future-proof architecture is paramount.
VideoLogic claims it’s a relatively easy
task for them to upgrade PowerVR
when CPU performance eventually
outstrips the current generation -
something likely to happen in 1997.
‘For us, increasing performance on the
chipset is truly trivial,” adds Yassaie.
‘Because of the scalability, all it takes
Is for us to alter the hardware source
code and out pops a new chip that’s
twice the speed - literally. Where you'll
see our research directed after this will
be bringing new capabilities to the
chipset — new features and a
pbetter level of reality.’

PC gets even
more 3D

A family of 3D graphics
accelerators, for use in -
surprise, surprise — PCs,
are being co-developed by
Argonaut software and
chip-makers LSI Logic,
and incorporating
Argonaut’s BRender
graphics technology (see
E10). When the graphics
accelerators are released,
they will join VideoLogic’s
PowerVR chip and the
Diamond Edge chip (E29)
in the race for graphics
domination on the PC.
However, it is unclear
whether the chips will be
compatible with
Microsoft’s Direct3D
software for Win95.



Sony muscles in as

Nintendo stalwart
Square Soft gives
N64 the boot for
PlayStation

W8 s hinted in last month’s Edge,
Square Soft has abandoned its

Nmtendo and has stated it will not be
considerable. Games such as Final
VAL r R % s |
of the NES and SNES and
for Nintendo in Japan. More
videogame industry is eroding.
currently not going to be developing for

developing games for N64.
This loss to Nintendo will be
Fantasy and Secret of Mana were
Instrumental to the success
Wr subsequent Square titles
have assured a huge market
importantly, the move is further proof
that Nintendo’s domination of the
The exact reasons behind the
break-up are unknown. ‘We are
the N64 system. Square of Japan did
not like the development kits for it, and

" sent them back to Nintendo,” was the

Square ditches Nintendo

official word. However, earlier reports
fromm Square indicated differences in
opinion with Nintendo, regarding future
software development and publishing,
were to blame. It could be that Square
felt neither the cartridge or 64DD
formats would allow enough memory to
produce a suitably epic RPG.

Adding insult to injury, Square has
begun to develop for PlayStation, with
several titles planned for release over
the coming year. The most cruel blow
IS the fact that the first release will be

_ : Square Soft’s Tokyo HQ.
Final Fantasy VIl (p35) which was set The much-awaited FF ViI
to be one of the key titles for the N64. will not be on Nintendo
Allegedly, the premiere RPG-maker is

also considering developing for Saturn
and PC. It seems the break-up has

given the company new found
creative freedom.
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Saturn gets ROM and |

Sega add-ons are
brought in to
make Saturn

more flexible P ega has plans to produce the

. first Saturn title to take
el advantage of a newly
developed ‘Advanced ROM System’.
The game, a conversion of
’ SNK classic, King of
s Fighters '95, is CD-based, but
’ uses an extra cartridge which
acts as a ROM extension and plugs
into the slot on top of the console.
The necessity of the cart stems from
the massive amount of memory taken
up by bitmapped graphics in this type
of beat 'em up - too much for Saturn’s
conventional RAM to handle.
The extra data provided by the
cartridge makes Saturn the perfect

console to receive Neo Geo
& Ports like King of Fighters.

Furthermore,
(above), the the price —
first game to . - ¥7 800 (£55)
appear for N ; ::- | _ will not be
:Tf:ﬂ :’o use | S hl gh enough
cable. But - T ' to deter
where’s link- N A L - y) ga mers. In
up Sega Rally?

fact, the relative
cheapness of the
combined CD/cartridge
system will perhaps attract i
consumers who were
previously unable to afford 4 e

.....

SNK games in their
expensive Neo-Geo ' e
Incarnations.

Apart from the ‘Advanced ROM
System’, Sega have alsp developed a
Saturn link-up cable, due for Japanese R & .
release in February. This is a i A o
significant progression for Sega —
PlayStation has been making use of its

link-up cable for several months, and it The Saturn version of

is odd that Sega have not produced :'W Go:onbm 0'['9:“:

one sooner. Odder still, the first game ng ghare
(above), will be shipping

to be developed for the cable, with a ROM cart (top)

Riverhillsoft's cutesy, cartoon-style

Gebockers, is a third-party game (as
was PlayStation’s first linkable game,
Metal Jacket). Surely it would have
been better to showcase the cable with
Sega Rally, a game that uses
link-up in the arcades.
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CD-ROM eclipses
all other forms

of digital media
at Milia 96
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News International’s
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== . February, offered ample proof,
as if any were required, that CD-ROM is
the electronic medium of the moment.
Although dominated by multimedia
publishers, the show suffered no
shortage of games manufacturers
eager to showcase their forthcoming
CD-ROM-based efforts.

As many of the familiar games
giants opted to keep their powder dry
until E°, several lesser stars took the
opportunity to grab some of the
limelight. Chief among these was US
developer 7th Level, a Hollywood-based
PC/Mac games developer less than
two years old and best known for the
quirky beat 'em up, Battle Beast.

According to the company’s
president, Bob Ezrin, who, in a past
life, has produced records by Pink
Floyd, Peter Gabriel and Kiss, ‘we are
lookKing to release ten games titles this
year.” Among these are Monty Python’s
Quest for the Holy Grail,
which will include games
such as Spank The
Virgin, as well as a Terry

called King Brian.

Monty Python is
scheduled for summer
release, with two high-
tech action adventure
games, G-Nome and
Shark Boy, and an Ace Ventura game,
following in the autumn. Accompanying
these is Return to Krondor, long-
awaited sequel to Betrayal of Krondor,
based on Ray Feists’s Krondor series
of books. Ezrin also said the company
will start porting to PlayStation before
year’'s end.

Perhaps the least likely company
showing games was IBM, which has
launched itself as a games/multimedia

& & 8 & % 9 &0 0 HeeES SIS

CD-ROM publishing force with a
portfolio mainly consisting of software
commissioned from other developers
and including the excellent rock star-
sim Quest for Fame (see page 87).
Upcoming IBM games include a
Windows 95 version of Power, its
networkable Risk-like strategy game,
boasting much-improved graphics over
the existing execrable DOS version.
IBM, too, is preparing PlayStation
games — including a version of Quest
for Fame, scheduled for pre-Christmas.
It also demonstrated Ted Shred, a
wacky PC/PlayStation rollerblading/
surfboarding/skateboarding platform
game written by Digital Domain, and
Pandemonium Golf from Dreamers’
Guild, a crazy golf game for the PC

New CD-ROMs include a Monty Python
title (left), and a pornographic CD
featuring the first multimedia porn star

llla: CD-ROM showcase

7th Level asserted their
multimedia talents with
Return to Krondor (top)
and G-Nome (above)

which, oddly, takes place in lovingly
created 3D representations of New
York and other US cities, rather than on
a golf course. Both should be on sale
this Christmas.

A number of big names from the
media world chose Milia as a
launchpad into uncharted CD-ROM-
pbased waters. Rupert Murdoch’'s News
International unveiled a new division
called News Multimedia, previewing
Enigma, a Spycrafttype game set in the
nerve centre of the Allies' codebreaking
efforts in WWII. The BBC also promised
games based on its roster of TV
programmes. Although typically
secretive, the thought of a Doctor Who
or Wallace & Gromit game is enticing.

But Edge’s alternative award for
silliest game genre goes to Barcelona’s
AZ Multimedia for CyberXperience, a
pornographic interactive adventure for
PC and Mac. The idea is to save Dutch
girl, Nikie, from assorted robots and
creeps. Persistent players will find the
game’s climax involves bringing Nikie to
a... climax. The UK distributor E
will be none other than Virgin.
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Kismet Atari

Atari Corp has merged
with PC disk drive maker,
JTS, in what can only be
seen as the once-premiere
company’s withdrawal
from the videogames
business. Atari has not
officially abandoned the
Jaguar, however, and it is
likely remaining stocks of
hardware and software
will be sold on before any
further decisions over the
company’s future are
made. Furthermore, a
buyer of Atari’s
‘intellectual properties’
will be sought. Well, you
know what they say about
a fool and his money...
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The Computer Game Developers Conference — March 30-
April 2, Santa Clara, CA. Chris Crawford’s game design
meet — features seminar sessions on internet gaming, 3D

cards and, gulp, ‘The challenge of interactive movies’.
Tel: Miller Freeman 415-905-2341, fax 415-905-2222

April

ECTS - April 14-16, Grand Hall, Olympia, London. Premiere
European computer trade bash. Not open to the public or
children under 18. Tel: exhibitor hot line +44 (0)1203
460121 (also contact Blenheim Exhibitions on

+44 (0)181 742 2828)

Concepts 96 - April 18-20, Orange County Convention
Centre, Orlando, Florida, USA. Trade and public techno
show. Tel: 1-703 264 7200,

fax 1-703 620 9187

Computer Mania - April 19-21, Convention Centre, Tampa,
Florida, USA. Tel: 1-415 578 6900, fax 1-415 525 0194

May

World of Entertainment 96 — May 2-4, Prumyslovy Palac,
Prague, Czech Republic. Tel: +44 2 991 1006/1373

Tribal Gathering 96 — May 4, Otmoor Park, Beckley, Oxford.
Dance music festival sponsored by Sony and featuring
Underworld, Black Grape, etc. Not quite Glastonbury, but
worth a trip. Tel: information line 0181 963 0940

PC 96 - May 14-16, Convention and Exhibition Centre,
Brisbane Australia. Australia’s biggest PC show.
Tel: 61-3 867 4500, fax 61-61 3 9867 7981

E° - May 16-18, Los Angeles. The videogame event of the

year. Tel: Electronic Entertainment Expo 800-315-1133, fax
617-440-0359

June

3D Design Conference — June 12-14, The Marriott Hotel,
San Francisco, CA. Addresses the latest technical informa-
tion for 3D designers. Tel: Miller Freeman, inc, 415905
4994 or FS Communications, 415-691 1488

Show organisers: if your show isn’t listed here,
it’s only because you haven’t told Edge about it.
Do so on 01225 442244, or fax us on 01225

3382306, or send details to Datebook, Edge, 30
Monmouth Street, Bath, Avon BA1 2BW

@ T =

Bad Press

The media’s obsession with drug abuse
has, unbelievably, permeated the
videogames arena once more. This time
PlayStation racer, wipEout, stands
accused. Plus, Amish-like households of
Hull should lock up their children -
Mickey, Donald and Pluto go hardcore

Sony in dEEp troublE

Fists of fury have been hammering on Sony’s doors this
month after it was revealed in The Sun that an ad for
Wipeout was ‘glamourising drugs’ to ‘children as young
as three years old’. The ad shows kids ‘slumped in chairs
who appear to have overdosed. The letter E is always in
capitals — like a reference to Ecstasy’ (and indeed, the
game’s name could be interpreted as whip-E-out). Quite
rightly, Tory MP Terry Dicks has called it an ‘outrage’.
The mere suggestion that a game of Wipeout’s calibre
Is targeted at three-year-olds is not just an insult to the
programmers at Psygnosis but all those noble souls who
have spent so many cruel hours grinding along the
barriers of Firestar. On a more serious note, however,
Edge is naturally keen to stamp out narcotic abuse in
computer games and in the public interest has handed
over the names of those responsible for Loaded, Twisted
and, of course, tEmpEst 2000. Archer Maclean, creator
of notorious acid-fest, Dropzone, is rumoured to be
helping police with their enquiries. (Source - The Sun - Feb)

Walken on the not so wired side

Esteemed, and it has to be said, pretty damn scary actor
Christopher Walken, recently stumbled out of his depth
briefly during a Film 96 feature on interactive movies.
When quizzed during an interview over his decision to
star in Electronic Arts’ forthcoming horror epic, The
Darkening, Walken, obviously keen to stress his affinity
to the digital revolution, remarked, ‘It’ll be very
important in the future, this, erm, internet CD-ROM
information superhighway.’

Pluto in porno shocker
Children in Hull risk being exposed to CD-ROM

pornography, consumer watchdogs have warned recently,
after a recent batch of imported CDs from America,
‘including several cartoon titles’, was found to contain
‘sexually explicit acts between men and women’.
Regrettable, indeed. Still, it could have been worse. At
least the ‘acts’ in question were confined to just men and
women. The sight of Mickey and Pluto becoming anything
more than ‘just good friends’ would most certainly make
an impression on unwary tots.

Anyone who comes across such illegal material should
contact Humberside Trading Standards on 01482
224000. Or send the offending material in total
confidence to Edge at 30 Monmouth St, Bath.
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Cyber censorship

t seems every month America’s self-appointed guardians of national morality

I find a new monster to blame for the corruption of children. Thrash metal,

dance culture, movies, and teen magazines have all been thrust into the firing
line in the past few years. Now computer technology has been targeted. Last December,
Senator Joe Lieberman managed to get a ratings system slapped on videogames amidst
cries that they were turning kids into mindless zombies
(hasn’t religion been doing the same thing for thousands of
years?). Recently, President Bill Clinton signed an act
which could have devastating consequences for the World
Wide Web and other branches of the internet.

The Communications Decency Act, part of the far
reaching Telecommunications Bill signed by the President
on February 8, makes it illegal to transmit ‘indecent
material that could be viewed by a minor’ over a computer
network. The punishment? A fine of up to $250,000 and/or
two years in prison.

Although US justice department attorney, Anthony
Coppolino, has argued the Act does not seek to ban, but
merely wants to find a way of blocking the exposure of
indecent images to children, the vague, arbitrary wording of
the bill is rather less reassuring.

Civil rights groups in America are worried about the
Act’s tailure to distinguish between indecent material — child porn, etc, which is
obviously a morally bankrupt area, and adult material which may not be suitable for
children, but which is hardly indecent. In other words, the Act basically makes it illegal
to post anything on the net which shouldn’t be viewed by minors. This would include,
therefore, information about safe sex, information on human rights abuse, pages by
victim support groups dealing with rape or sexual assault, the list goes on.

Even if the Act does limit itself to banning ‘indecent’ images, the wording is still far
too vague. What exactly is an indecent image? Nedical pages would be in trouble, so

would virtual art galleries.

Why 15 this paqe black/?

Reuters News articles pertammmng to the ball

For more intormation

FETTEL] Netscape: CAN - Cinton signs telecom b Feb. %, 1996 TTTTLIILITTTIITiTiiay The Act has provoked a storm of protest amongst America’s
__w..i,ﬂ;;:-'ij R | internet community. Over the weekend of Feb 8-10, hundreds of
st vimer] e | . | by} | pages that would be affected by the Bill appeared with black
Clinton signs telecom bill backgrounds in order to show the extent of the ruling. The

Online protest continues

campaign was also backed on the net by companies such as
Netscape, Compuserve and the Electronic Frontier Foundation
that stated to Reuters
NewMedia, ‘Congress has
prepared to turn the internet
from one of the greatest
resources of cultural, social
and scientific information, into
the online equivalent of the
children’s reading room.” Many
see the Act as tantamount to
censorship — an infringement
of civil liberties and a direct
contravention of America’s
first amendment — the much-
prized right to free speech.

But how successful can a merely national effort toward net censorship be? The web is
a worldwide network, so Americans who want to view banned images can easily visit
sites in Europe, Asia, etc. In any case, it Coppolino is telling the truth and the Act does
merely seek to protect children, there is plenty of software available which blocks net
access to certain sites, requiring the input of parental codes.

Once again, the Act shows both governmental ignorance toward information
technology and the inability of right-wing reactionary groups to understand that content
unsuitable for children is not necessarily indecent.

On a lighter note, when Playboy was asked whether the ruling would cause them to
pull its ‘playmate of the month’ page (http://www.playboy.com) from the net, a
spokeswoman said, ‘Good heavens, no! Of course we’re not going to shut it off or E
change the content, it’s one of the most popular sites on the web.’

February 8 19594
Wb posted of: 12225 pm, EST

WASHMNOTON (CNND) -~ President Chinton signed into liw Thursday a Tar-resching telscomminications biTl dimed at giving
sofgiEner s & wider aholoe forr aable TV and local and lonhg-distanos telephone Serviced

Fres-spesch sotivirts oritioied the swgning, srguing that oriming] provisions smed ot oyberporn on the internet smount to
sentorehip. They T8y the messure will drive phene and cable rates higher by snding controls on the giant rronagales
b fore resl competition tuoes hald

The §700 biTHon telecommunications indurtry socounts for ome—sirth of the naticn s soonomy

noa ceremony at the Library of Congress fitting the arrival of 4 nerw era of commuanications , Clinton ased several
rieguler pena to Fign the b then sighed it sgatn in “digitel ink™ with an slectrondc “pen” writing on an electrenic
“tablet"”

A digital signature 3 created when the pen and tablel sochange ting radio signats . The president’s digital sionature will
be posied on the Internet, rald Wacom Technology | marufacturer of the pen and tabled

The marrenoth BT, which Congress has been seelcing to pags Fince the late | 980s, was approved lagt Thursdey . in
revamping the 1934 Communications dol, the messure would break down barriers sreched by comemunications laws
writhen 62 years ago shd allow !’u-ld-:ut'r andd télephare companies to mave into sach others’ businestes

&

\THE WF

$70 biThon long-distance market, & srea from which they hive bien barred sinoe the | 994 break up of the "Bell™ telephons

* wWould foroe local telephons companies to open up ther retworks to competilers, allowing consumers for the first Hme to ;§

bave & chodoe of local phone carriers. |t will also allow the seven "Baby Bell™ local phone companies 1o offer service in the _.'5'__ -

gy | T
T _ -,

* Dreguiste csble TV rates snd allows oable oompaties 1o ofTer ey Servioes , 0N telephors-oalling or Fiernet
BOGEEE

* ATws media companies 10 0w &5 My TV siations as wish . oompared with the corrent Mmdt of 12 and 1o resch 55 percent of the national

When Bill Clinton signed the Telecommunications Bill, he did more than stop the
right to publish porn on the net - the Bill encompasses all things ‘indecent’

Edge on the net: http//www.futurenet.co.uk
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Internet pages
worldwide turned black
in protest of the
Communications Bill

For more
information

The Electronic Frontier
Foundation website
carries detailed
information about the Act
and how to protest. It can
bhe found at
http://www.eff.org/




You may have noticed that

Nintendo’s Donkey Kong® is one

monkey that just keeps getting

better looking all the time.
What's his secret?

According to his creators at
RARE. Ltd.. Donkey Kong's beauty

secrets come in a box. t O ( ;
It's called Indigot " and it's =~ .- e e
from Silicon Graphics. tOD

The power of the Indigo?
workstation allowed RARE to cre- &
ate more realistic 3D characters

and achieve an unprecedented S L&

iiiiiiiiiiiiiiiiiiiiiiiiiiiiiii

level of image quality.

In the process, they set a

iiiiiiiiiiiiiiiiiiiiiiii

new standard for 16-bit video

games. "The industry is saying 00

iiiiiiiiiiiiiiiiii

we reinvented the game develop-
ment process.” says Simon Farmer, Production Manager
at RARE. "We could never have done it without the

Indigo® workstation—it's the key to our development.”

-----------------------

The new Indigo? IMPACT™
10000 workstation, in fact. is
reinventing the entire range of
digital content creation.
Feature tilms, broadcast
television, TV commercials. web
sites and print media are all
" benefiting from the Indigo’ work-

station’'s unequalled combination

it g of the best chip (the new MIPS®
.......... SR e RIOOOO™ pI’OCESSOI'). the best
A g S graphics, and the most advanced

"""""""""" 64-bit operating system.
S 10 So if you're in a field where
"""""""""""""" osood enough isn't, please give us
| 1] fi a call at 0800 440 440 or you can

iiiiiiiiiiiiiiiiiiiii

access us on the World Wide Web
at http://www-europe.sgi.com/
International /UK/. And we'll be
happy to tell you more about the most powertul
workstation in the world: Indigo? IMPACT. We can

help you look good, too.

0

Computer Systems

See what'’'s possible

trademarks. of Silicon Graphics. Inc. MIPS is a registered trademark. and R10000 and the MIPS RISC Certified Power logo are trademarks. of MIPS Technologies. Inc. ©1996 Nintendo.

@%‘r © 1996 Silicon Graphics. Inc. All rights reserved. Silicon Graphics and Indigo are registered trademarks. and the Silicon Graphics logo. Indigo . Indigo’ IMPACT. and See what's possible are
d Images courtesy of Nintendo of America Inc. Donkey Kong is a registered trademark of Nintendo.
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gaming essay

The way games ought to be

Hi-octane games theory by Chris Crawford

Number 2: Hollywood and Silicon Valley

Is the blend
of silicon and
celluloid a
match made
In heaven, or
a hellish
partnership?
If iInteractive
entertainment
IS the child of
this marriage,
what does
that hold for
gamers?

he starting point of this
discussion is the conflict
between plot and
interaction, for which there are
theoretlcal reasons. They are best

point c:f view, an ennrmously diffi cult
task demanding great talent and
creative energy. The thought of
permitting an audience to mess up
their carefully crafted plots leaves
them cold. Knowing how difficult it is
to create a plot that works well, they
realise that any intrusion by the
audience into the process will only
yield rubbish. If interactivity requires
the audience to involve itself in the
direction of the plot, then clearly —
according to this side — interactivity
and plot are incompatible.

Add to this the attitude of the
other side. The protagonists of
interaction tend to take a dim view of
plot. The strongest example of this is
the possibly apocryphal story about id
software and the creation of Doom.
There was, so the story goes, some
dispute within the organisation about
the proper role of the story in the
game. One faction argued that there
should be some story element to tie
everything together. The other
faction argued that Doom was to be
an action game, pure and simple, and
that ‘we don’t need no stinking story.’
In time, the anti-story faction won
out, the losers left the company, and
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nowadays story is referred to mthm
idas ‘theSword” = @8
So the story goes.

"""""""""

appear on a CD: The Madness of
Roland. This is a story with no
interaction whatsoever. It would

mmmmmmmm

......

seem that the author of The Madnm

of Roland had said to himself, ‘we
don’t need no stinking interaction.’

What's particularly mtamtmg is;_

that plot and interaction seem to
contradict each other in the sales
figures. The top games of the j_j_fj'_ij_';
year have been games withall
interaction and no plot (Doom Il) or

games with all plot and no inceraciiEg
o .. at SE'f-Centred narrawnessi Such

(Myst, 7th Guest). Could it be that
there is no workable middle grou"}f_’f_
One of the things that really"

'trlps up creatwe people new ’w the

" the chamem-mw they responcf to

situations — everything. He may have
to share his control with somebady
else — an editor, perhaps, or some
other collaborator. But even them
this little clique retains absolute

control over the work. This compf-}f}ii?*f:f*'"i.":iﬁf?ff*’?' o

Perh aps a

- analogy might clarify the issue.
~ Assume that God exists. Assume

creative control applies in all

traditional media: literature, mowes

television, music, painting, i

theatre — the artist always cantrois

the experience. -~ = .
Such control is both necessar)r

------

.....
........

.......

........

........
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protagonist, and the audience

. determines the protagonist’s actions,
> ot the artist.
Now, con5|der one of the most

M&ﬁt artists just can’t get this
down their craws. They refuse to let

go of their direct creative control. In

he process, they deprive the
Wm&ractwe entertainment audience of

| | ;at;y‘ meaningful choice. Their work
" frog-marches the audience down a
~ primrose path; after all, the artist

_-_.;:.:.;knmws better than the ignorant

~ audience. The artist has a clearer
artistic vision; if the audience were

aﬁa’wed to intrude into this process,

~"""the clumsy oafs would only spoil the

artist’s beautiful plan.
VWhat overwhelming pride!

>eople should stay in their expository

" fields and bestow their brilliance upon

......

mmmmmmmmm

passive audiences in time-honoured

fashion. They shou!d certam!y have

.....

‘On the other hand, if the artist

§'§-"-"i*§Urrenders direct control when
| ____ﬁmnvlng lnto the mteracuve  arena, ¢

.--\..--

in his breast’ Why'&hould he
endure creative agony when it will
not yield the satisfaction derived frorn

_...creation? The answer is that control

and desirable in these media. If | buy a

book, | don’t expect to open it UPg
and find blank pages with an

exhortation from the author to ‘ﬁli .........

them with whatever feels good.’
That’s his job! When | pay good

money fﬂr mformatlon I expect 0O e

sheuld not be lost, but instead it

should merely become indirect.

theological

furﬁ'ner that this God controls the

_merse that all things happen
f-lé‘:-'i;'fg'jij;accordlng to his will. Question: how
clasely does God control the

raindrop specifying its position from

~_one instant to the next? Does God
gﬁ"szf?i?gurde the murderer’s fingers and put

" every syllable into the saint’s mouth?

page. Thus the expectation cif control

is deeply embedded in the thinki
all artists from conventional fields.
They just assume they’ll have control
over the situation. .-

But this expectation is serlouﬂy:*:;”i:

..........

------------

The fundamental, unavmdabm truth isf';jff-;f‘f?'i"""

;. = o S o .
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Why would it be necessary for
to exercise such micro-

management over his universe? Why
~would he busy himself with so many
. petty details? Would it not be more

reasonable for him to establish

~ whatever laws of nature struck his
* fancy, and then allow those laws to

.. act without divine intervention? He

that the audience should maka all tha .

critical decisions. The audleﬁc& 13 the

~_still controls the universe, with a
greater degree of indirection.

In the same fashion, when game

| deve!crpers create a microscopic
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universe inside a computer, the
audience become petty gods. They
control their universes — but must it
be so as puppeteers! Can users not
derive greater satisfaction from their
creation by playing the role of
architect rather than puppeteer,
granting the audience the autonomy
to exercise its ‘free will?’ Is this not a
wiser and better way to play god?

Of course, this is the solution.
But Silicon Valley’s and the game
community’s continued fascination
with Hollywood isn’t helping to bring
this solution about.

For Hollywood, storytelling lies
at the centre of the creative universe.
The story is everything; all else serves
to advance and improve the
storytelling process. Thus, Hollywood
comes to the marriage with Silicon
Valley and asks, ‘how can the high-
tech gizmos of Silicon Valley be used
to improve our storytelling?’
Creativity in Hollywood means
creativity in making stories. First, a
story to tell is decided upon, then it is
figured out how to do it. The
technology is just another means of
supporting this process.

For Silicon Valley, technology

lies at the centre of the universe. We

play around in labs with the
technology, trying out all sorts of
bizarre ideas, until we come up with
something that’s faster, bigger,
smaller, or cheaper. Then we ask
ourselves, what can we do with this
superior technology?

The Hollywood people look at
this and shake their heads in disgust:
‘How can those Silicon Valley people
get anything done when they don’t
have their priorities straight?” The
Silicon Valley people counter that this
is the nature of the creative process
in a high-tech environment. The fact
is, this method has worked beautifully
for years and Silicon Valley isn’t about
to abandon the technique.

So how are worthwhile
products going to be made when the
key creative types in Silicon Valley
and Hollywood are as compatible as
discs for PlayStation and Saturn? How
can any relationship work when they
say ‘potahto’ and we say ‘potayto’’
The obvious answer is that creative
teams need to be formed that merge
the best talent of Hollywood and
Silicon Valley.

Shotgun marriages don’t work.

The worst mistake to make is to take

some ‘top Hollywood talent’ and
some ‘top Silicon Valley talent’ and

put them together on the same team.

Sorry, you can’t have two prima
donnas in one show.

What does makes a person ‘top
talent’ in his/her respective field

......

.......

------

......

anyway? The answer is, of course,
excellence in that field — which pretty

much precludes competence ina’
radically different field. A great actor
is not expected to be good at
woodworking. Nor is a hot-shot.

.........

aaaaaaaa

director expected to be a hﬂt-shm ;

brain surgeon, or a stellar
screenwriter to be a top-notch golfer.

these people to be good at

interactivity? And the same thmg
goes, of course, for the Silicon Vaj

people trying to tell stories.

.....

.....

gaming essay

is done all the time, and by amateurs,
no less. Here’s grandpa taking little

- Annie up to bed.

‘“Tell me a story, Grandpa!’ she

~_asks as he tucks her in.

‘OK,’ he replies, ‘Once there
was a pretty little girl who had a

" beautiful pony...’

‘Was it a white pony?’ Annie

So why would anyone expect any. Bf ~interrupts.

‘Oh my, yes, it was as white as

"~ snow. It was so white that the

.....

-------

Youcantgetaduckby © a7

strapping swimming fins on a ch'cke"tjf.

nor by gluing feathers on a carp. |
WWhat is needed is an organic
integration of both sets of skills, and
jamming people with disparate skills
on to one team does not constitute
‘organic integration.’ Instead, a
successful team needs one persoﬁ

with strong interactive skills and one

with strong storytelling skills.

exist. They have to be growm

...\._.

one field and hope they can Ieam thé.:i"’:“

other field. The net talent of a bi-
talented person is not the sum of the
individual talents, it's the product.
Thus a ‘ten’ in the storytellmg s:de ‘_
who learns enough to be a ‘one’ on
the interactivity side doesn’t perform
anywhere near as well as somebody
who's a ‘five’ in each of the two fields.
Like genes, they don’t average — the
dominant gene wins and the recessive
gene loses.

The way to do it is to start

with some bright-eyed, bushy-tailed
kid with lots of promise and very
little else, and then force that kid to
play on both sides of the fence. A
young person has less to unlearn than
an old pro. Moreover, | think you're
better off starting with
arts’/humanities people than with
science/technology people. My
impression is that one programmer in
|00 has the aptitude to learn
storytelling but that one writer in ten
has the aptitude to learn
programming. Programmers are
made, but artists are born. And like
the race problem, it won't be solved
by getting the old racists to talk nice

to each other. They’'ll never get it.

Every penny spent trying to get

them to work together is foney
down the drain.

Some may object that this is
great theory, but in practice, nobody
could ever handle so deeply
intellectual a process. Yet this
process-intensive style of storytelling

. sunlight reflecting from its coat
- dazzled the eye. And together they

would go riding on the beach...’
‘Did Annie and the pony ride in
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‘Why yes, as a matter of fact,

BN did. After riding along the beach,

they would rtde up the green

......

.....

duckmg under tree branches, until

......

~ they came to the very tip of the

. snow-covered mountains. And there
~ they would play at jumping over the
Right now, such people dcm e

mountain’s boulders...’
‘| don’t like to jump.’
‘Well then, instead of jumping,

”’hj ~ she would let her pony graze in the
~ rich deep grass..

And so the story goes. Note

that grandpa does not respond o

~ Annie’ s !ﬂterruptlons ‘with 'Shuddup,

 kid, you’re messing up my c:arefully
prepared plot” He wants those

interruptions, his storytelling thrives

If the artist surrenders

direct control,
what then motivates the

artistic spirit within his breast?

on them. Grandpa does not enter the

- room with a carefully planned and

polished plot, all set to dazzle Annie.
He comes in with basic principles of
storytelling, and then he makes up the
story as he goes along — in response
to Annie’s needs and interests. The
story that he creates is very special,

it means more and has more
emotional power than any high-tech
Hollywood script. Yes, it lacks the
careful plotting, the intricate
development, and the glorious special
effects of Hollywood. But its |
roughness is campe*nsated for by its
customisation. Sure, Annie likes The
Lion King, but she Icwes Anme and
the White Pony. .

Now, if some no-hoper of an
amateur storytelling grandpa
can pull that off, why can’t the
big-shot pros do the same?
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interview

Founded by a coder
disillusioned with the
games industry's
propensity to churn out
stale product, Adeline
IS the epitome of
French development —
style and gameplay
conquering
massmarket appeal

ne possible omission
from last month’s
Industry Top 50 feature
could be Frederic
Raynal, ex Infogrames
designer & lead
programmer, and founder of top French
development house, Adeline.

Raynal left Infogrames in 1993,
disillusioned with the company’s reluctance
to employ new ideas and concepts in the
Alone in the Dark sequels. Instead, he took
the ideas and trawled them into
Adeline’s debut, Little Big Adventure,
a beautiful, offbeat title that
confirmed Raynal’s expanding
company as one of France’s
four major software
developers. Judging by
early demos it looks as
though the style, vision and
attention to detail that
went into LBA have also found their
way into Adeline’s current
developments: a sequel to LBA and
a new title, Time Commando.

V%

=~

Most important is the fact - /%

that Adeline are not content |
il L™

to rest on their laurels. They could
have easily decided, as Frederic’s ex
employer, Infogrames, did, to stay with the
winning formula and release many sequels
to LBA using the original engine. But this is
not Raynal’s way. He, and the rest of the
Adeline team, some coaxed from
Infogrames, some, like lead coder Serge
Plagnol, recruited along the way, have a
more innovative agenda — if a game looks
technically possible from the outset,
it's not worth doing.
Frederic and Serge
\ - visited Bath to talk to
Edge about projects
past, present and future.

Edge Looking back at LBA,
what do you think you've
learned since then!?
FR There were some big mistakes
in LBA, like the save feature which
auto-saved the game so the player
never had to do the same thing twice.
| still think it was a good idea, but we
didn’t explain the concept
thoroughly enough, so a lot of
“.  people didn’t understand it, and

-—
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didn’t like it. In LBA 2 you can save
whenever you want, and wherever you are.
SP The only reason the autosave failed as a
concept was because people have been
taught that if you want to save you have to
go to a menu and press save. [hat is how
they expect games to work, so if you try

anything new, people just get lost. | think
if you showed the game to someone
who had never played a videogame
before, they wouldn’t think anything
was wrong.
Edge Given Time Commando’s gameplay
has an arcade slant, it will probably gain
more of an international appeal,
something LBA lacked. Do you think LBA’s
distinctly European flavour limited its
US appeal?
SP LBA was actually called Relentless in
the US and the sales figures were so low
you could say we never actually sold it!
The people who played it liked it, but not
many people saw it. Maybe they want a
different type of title there, | don’t know.
Edge Perhaps in the US they don’t
like, or can’t relate to, cute
French characters...
SP | know there were loads of
calls from EA in the US to make
Twinsen [LBA’s lead character]
into something different. They
wanted a much tougher
character; they wanted him to
kick ass. But that wouldn’t have

At Adeline we have a
policy - if we want to

interview

Adeline. When we started LBA 2, we
agreed not to make a straightforward
sequel. That’s one of the reasons we left
Infogrames — they just wanted a sequel to
Alone in the Dark and we said, no, we want
to add something new. If you spend a year
basically remaking the first game — okay, it
will sell on the strength of the original, but
when it’s released it will be so far behind
other games being developed.

SP What we tend to say at Adeline is, if
you want to do
something and you

do something and we already
know how to do it, don’t do it

suited the story.
FR Maybe that’s why it didn’t
sell, because the Americans
never understood what LBA was
about.
SP On the other hand, the
Americans who played the game
liked it — no-one we've talked to said
they didn’t like it. Actually, Computer
Gaming World, gave us ‘best adventure
game of the year’, so someone must have
liked it. However, | think, as you say, Time
Commando will be much more successful in
the States.
Edge So, which American developers do
you think have the right approach!?
SP | think Activision is doing a very good
job right now. Mech Warrior is the
company’s best effort — it’s a simple,
smooth game that plays well for what it is.
FR LucasArts design very good games, with
terrific scenarios — Monkey Island, for
example, is very popular in France.
However, the game engine they use is
rather dated now, and that is
something we wanted to avoid at

already know how to do it, then don’t do
it. You’ve got to try to do something that
looks impossible, you have to learn on the
way. This happened with LBA, LBA 2 and
Time Commando — out of the three lead
programmers there would always be one
of us saying ‘we can’t do it, it can’t be
done’, but the other two of us would say,
‘don’t worry, we'll try...’

FR If you know exactly how to make the
game when you start, the chances are,
when it’s ready to be released in a year’s
time, it will be out of date. When we were
first talking about Time Commando, Serge
suggested designing it like Alone, but

with moving cameras. | didn’t think it

was possible.

SP But | was convinced we could do the
streaming with 3D animation. Frederic
thought that technically we wouldn’t be
able to get the streaming right. However, |
believed it would work.

Edge Did you think it was a risk to use
video pulled off CD? Most PC games that
use pre-rendered graphics are, to put it
bluntly, boring.
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FR With Time Commando we

wanted to have visually stunning
backgrounds and still use a moving camera,
but that would not have been a feasible
proposition in real 3D. At the moment, the
PC cannot handle beautiful, full 3D games.
The technique we are using instead is one
that | thought about employing for Alone 2,
but at the time it was impossible. Rest
assured, we will be developing full 3D
games soon.

Edge How did work start on Time
Commando?! Was it a case of finishing LBA
and moving straight on to the new title?

SP No. The first thing we decided, after
finishing LBA, was to do a sequel. However,
we realised there was no way we could
finish it in time for Christmas '95, and we
wanted to have a game out at that time. So,
we thought, let’s do a quick, small, simple
game and let’s do it for Christmas. Hence,
Time Commando. Fairly soon, though, at the
end of Spring '95, we thought, ‘no way —
it'll never be ready for Christmas.’

FR We don’t know how to make a small
game. It is not in our repertoire.

Edge Why the delay?! Did you just keep
adding ideas!’

FR Partly. Mainly, though, it was to
make the game work. We got used
to the technical aspects pretty
quickly, but we wanted to create

a real game with

real gameplay.

Edge So, virtually no
time was spent
planning the
gameplay

before

work was started on
the graphics?

FR and SP No, zero!

FR Which may have been a mistake...

SP No, it might have seemed like a
mistake, but | don’t think we could have
designed the game before starting work on
the visuals — we really needed a graphical
source to get the streaming right.
Furthermore, we knew there would be so
much work to do on the graphics that we’d

better start early on them. It’s

a bit of an anarchic way to work, but
everything came together in the end.
Edge Did you use any of the graphics
techniques you learned from LBA?

SP After LBA, we spent a lot of time re-
writing our 3D engine — cleaning it up,
making it faster, etc — so we could use it
for Time Commando and LBA 2. The
animation has evolved slightly, but hasn’t
changed significantly, and we’ve also added
texture-mapping code. Furthermore, we've
hired a freelance to work on the assembly
code who has made it run faster, but that

hasn’t changed the principles of the system.
Edge When you talked to Edge about LBA

last time, you said you were heavily
influenced by Zelda. It seems Time
Commando is even more like a console
game than LBA. Was that the intention?
FR Yes. Our objective was to test
ourselves with a totally different style of
game. At Adeline, we all like adventure
games like Zelda, but we said to ourselves,
why not try to make an arcade game, just
to see if we can do it. VWe knew our
approach to games is unlike a lot of other
developers and we knew we could create
something different.

Edge So Time Commando is
—__—+— basically an arcade game, then!

FR Yes, definitely. The only
adventure elements are
searching for weapons and
sometimes learning how
to use things. There will
also be hidden sections
that the player can
search for, but these
will probably be
revealed in
magazines, etc, at a
later date.
The game will
also include some
nasty surprises and traps.
For example, there is a
section where, if you move a
stick that’s partially buried in the
ground, it triggers a rock to fall on your
head. However, if quick enough, the player
can use this to kill the tiger who'’s prowling
the area.
Edge Unlike PC adventures, most arcade
games can be finished reasonably quickly. Is
this be the case with Time Commando!
FR | can’t really tell you, because that all
depends on the tuning — we can make the
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game as hard as we want. With the

PlayStation version there are three

difficulty levels — normal, hard and

extremely hard. We included the latter
because PlayStation attracts hard-core
gamers who need more of a challenge. In
this mode, the game is faster and

punches do much more damage.
Edge Did the fact that there are very few

arcade games available on the PC affect
your decision to write a game belonging to
the action genre!

FR Maybe, yes. In the past a lot of people
who had access to PCs were older and
preferred adventure titles. Now there is a
new generation of PC users who have a
computer at home and who want a variety
of different games to play. Time Commando,

Adeline’s Time Commando gels scrolling
rendered 3D backgrounds streamed off CD
with light-sourced, texture-mapped 3D
characters. The resultant effect is stunning

unlike adventure games, is quick. It’s not a
short game, but it’s divided into levels so
you can play it in quick, fun doses.

Edge Moving on to LBA 2, in what ways
does it differ from the original?

SP We're using a completely new graphical
technique in LBA 2. The flip screen,
isometric view has stayed, but when the
player is outside, the backgrounds and
scenery are made from thousands of
detailed, texture-mapped polygons — there
are no bitmaps. It’s all true 3D. Of course,
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this would be terribly
slow if the game
actually moved in real
3D, so that’s why
we're retaining the
flip-screen movement
from the original.
However, when the
player changes the
direction he is facing,
he can hit a button
and the new view is
drawn up in realtime with texture-mapped
polygon scenery.

The flip screen method allows us to
use ten times more polygons than in
realtime 3D games, because the 3D is
rendered only when required. It actually
takes about a quarter of a second to

render, but the player won't notice it. Plus,

there is no way, on a normal PC without

hardware acceleration, that
you would be able to have
this character always in the
centre of the screen with
the camera moving all the
time, and still have a high

level of graphical detail in
the background. Our

method allows us to render ten thousand
polygons per scene and create some
beautiful images.

FR With perspective-corrected textures
and Gouraud-shaded polygons!

SP Furthermore, when you walk off the
screen, the camera will remain in the same
direction, although it will be possible to
twist the camera to the same direction that
Twinsen is facing. This is so the player
cannot lose his sense of direction, which
often happened in Alone in the Dark,
because the camera would go 180 degrees
from one frame to the other. We might
also add an extra feature so you can just

The flip screen method in
LBA 2 allows us to render ten times
the polygons of realtime 3D games

interview

stand and look around like in Mario.
Edge Adeline’s graphical innovations are

obvious, then, but what about gameplay?
Do you feel as though you are making
advances in this area too!

SP LBA 2’s new 3D view has allowed us to
add lots of stuff. The player will be able to
drive vehicles properly, for example, and

966T |!/dy auizeZew r Ve !

this will be an important element.
FR We've learned a lot from mistakes
made by other companies and you can see
that in LBA. | don’t like adventure games
where you need to randomly try all objects
you have in your inventory to perform a
specific task. For example, in AITD3, there
is a section where you have to open two
identical doors. One of them can only be
opened with a pass card whereas the other
one can be shot through..
SP ...but that doesn’t make sense. If you
can open one door with a gun, why not use
it to open the other one! That's something
we wanted to avoid — it just makes the
whole game totally illogical. In LBA we tried
to make sure all the objects have a logical,
clear use.
FR At Adeline, if we get sick of a game, but
believe the engine is worth doing
something with, we might as well license it
out to another company. We don’t want to
waste our time writing a sequel unless we
have extra things to put in it. With LBA we
were still coming up with ideas for the
game when it was too late to implement
them, so these went into the sequel.
However, if there is a third installment to
do and we don’t feel like doing it, we can
license out the engine, but still put our
name on the product.
Edge What about the future? will you be
using any of the new PC graphics cards/?
FR On the next game perhaps.
SP We have been approached by several
3D card companies, initially by Creative
Labs with their Glint chip. VWhat we saw
was a very early version of the hardware
and we thought it was cool in parts, but
we didn’t like the APl and they didn’t want
to release low-level information at all. In
the end we thought, ‘oh well, too bad.
Let’s wait.’

Adeline has subsequently been
approached by other companies, but we
didn’t want to go along with any of those

Continued next page
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boards. There are just too many of them
and it’s going to be exactly the same mess
it used to be with sound boards. We do
need an API, though, and I've been looking
at quite a few. The 3DR libraries from Intel
look quite impressive, but they belong to
Intel, so only run on Intel chips. This has so
far proved a bit of a problem with
Microsoft. However, Microsoft are now
developing Direct 3D, which looks quite

- promising. | still have to

see what it is putting in
it though, because right
now, Direct 3D is just a
name. I'm hoping to get
a beta version soon.
Edge How do you
think these new cards
will compare to the
consoles in terms of
3D capabilities?

SP I'm sure we'll see
something at least as
good as PlayStation.
Edge With z-buffering?
SP Z-buffering is not always a good idea, it
just takes a lot of CPU bandwidth and a lot
of memory. People have usually got very
low memory on their video board and they
are not going to buy an extra two megs,
right now, just for gaming. It’s too
expensive. In fact, we never use z-buffering
— it’s really just a brute force technique. |
think with smart algorithms you can find
acceptable ways around it.

FR When every graphics card can do it,
then perhaps we’ll use it. However, we are
waiting for Direct 3D so it’ll be possible to
create games without having to worry
about cards. Of course, we’'ll use our
polygon engine for the PC because it’s a
really fast engine, but if there is a 3D

card in it, we’ll pass through Direct 3D to
speed it up.

SP The risk with Direct 3D is that it may
only support the features which each
graphics card has in common. This would
mean that, if there was an outstanding
extra feature on just one of the boards, it
would not be supported. We'll see. But
obviously 3D boards are the way to go in
the future.

Edge You seem to be managing fine
without 3D cards at the moment. Are you
reaching the limits of what you can do!?
SP | don’t think that’s the right way to
look at it. Frederic has always designed
games according to the machines’
capabilities at the time. If we had polygons
that we could shuffle around in realtime at
60fps, we’d do something different.
However, no matter how good your
polygon engine is, it doesn’t make a game.
You can create a
very good game in
low resolution or
even with text.
FR The problem
is, journalists are
waiting for
technological
advances and
players are waiting
for good games,
and you need to

take both into
consideration. If

you want
journalists to write
about your game,
you have to show
off the technical
specs.

Edge What about
consoles, are you
just working on
PlayStation?

SP At the moment, yes. We started on
Saturn, but gave up because we realised if
we wanted to remain a small team we
would have to concentrate on just one
console platform. In the end, we felt
PlayStation was a better bet — it has a very
clean hardware design, so it’s very
straightforward to program. Saturn is a
good machine but it seems like a rush job —
Sega saw the competition and suddenly
decided to include another CPU.

Edge What about Nintendo, how do you
feel about what they are doing!?

SP We went to last year’s Shoshinkai and
had a briefing on the N64 hardware, which
looked very promising. The only problem is
its lack of CD-ROM drive, something |

buyers expect &
now. At the same
time, though, this is a
Nintendo machine and Nintendo has
always had a very good reputation for
gaming. The cartridge is still a bit of a
problem. U64 has so much power, you can
feed a massive amount of information into
the chip — it can process a lot. However,
because of the cartridge limit, we might not
be able to make as much out of the chip as
we could. But maybe everything could be
done in realtime with no pre-rendering.
Ultra 64 is balanced in exactly the
opposite way to the PC. The PC has got
lots of memory but, generally speaking,
quite a low CPU bandwidth, because you
have to do everything with just one chip.
With Ultra 64, you have a huge CPU
bandwidth, but very little memory, so it’s
designed from the
other perspective.
Edge In terms of
design, LBA and Time
Commando are highly
original, which is
something Nintendo is
trying to achieve with
its N64 titles...
SP Nintendo called us
because of Miyamoto.
He wanted us to work
on Né4 as soon as it
would be possible. Right now we can’t
afford the time because we have to finish
Time Commando before we can start work
on Ultra 64. We haven’t been given
development kits yet — Nintendo offered us
one, but | turned it down because we
didn’t have any time to look at it. We want
to keep a good relationship with Nintendo,
but we can’t place our projects in jeopardy.
Edge On the subject of 64bit consoles,
have you considered developing on M2?
SP They haven’t contacted us, so all we
know about M2 is what we've read in
Edge. We tried to arrange a meeting with
The 3DO Company, but, so far they
haven’t got back to us.
Edge Doh!
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As a CIA operative, you'll have many
alternatives. Those that save your country.
Those that save your life... And those that do
neither. You'll be all alone facing real-world
dilemmas like those William Colby (former CIA
Director) and Oleg Kalugin (former KGB Major
General) confronted in their high-profile
assignments. With decisions that threaten to
destroy your moral fiber.

Entangled global predicaments. Shocking
classified intelligence. And consequences
that impact the balance of world power. The
stakes are high in the great game of
espionage. Now you make the choice.
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FEBRUARY 1996.
AVAILABLE ON DOS AND WINDOWS™ 95 CD-ROM.
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Silicon Graphics are renowned for their unrivalled CG technology. After
setting a benchmark for high-end image generation with its Onyx Reality
Engine’, the company has created a machine 100 times more powerful

Technology: Graphics
workstation

Manufacturer SGI

Release: end Q1 96

Yesterday’s technology:
SGI’'s Onyx RE*powered
Fantasy 500 (top) and
Namco’s Hornet-1

Origin: US

nyx InfiniteReality,
Silicon Graphics’
latest graphics
supercomputer, was
unveiled in the UK at
their headquarters in
Reading recently. The centrepiece of
the new equipment’s demonstrations
was a realtime mountain fly-by
utilising geospecific data generated
from remote-sensing satellites
accurate to a resolution of one metre.
[t was a spectacular sight.

‘The performance leap to
[nfiniteReality is the greatest jump
from one generation to the next in the
history of the company,” comments
Greg Estes, SGI’s Product &
Technical Marketing Manager for
their Advanced Systems Division.

The specs for InfiniteReality, which
will ship by the end of the first
quarter, are equally impressive.
Silicon Graphics claims it’s
approaching a performance 100 times
faster, in the area of complex
visualisation applications, than the
Onyx RealityEngine’, previously the
fastest graphics workstation on the
market. The preliminary figures
available state InfiniteReality’s custom
geometry engine processors will deliver
upwards of ten million polygons per
second while parallel pixel processors
produce a pixel-fill rate of up to 800
million textured, anti-aliased pixels
per second. This compares with the
RE“'s sub two million polygons/sec
performance and a peak display of
around 230 million textured, anti-
aliased pixels per second.

Estes further clarifies the
performance figures by stating that IR
Is between five and 100 times faster
than the RE”. ‘The low side might be
for things like drawing simple non-
textured polygons,’ he says, ‘and the
high side would be in the area of
complex multi-dimensional data like
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eality synthesiser

SGI's new Onyx InfiniteReality - an incredible nine billion floating point
operations per second. Unfortunately, it starts at a cool £179,000

viewing volumetric CAT-scan data
interactively in 3D for medical
imaging purposes.’

Performance enhancements have
been further bolstered by the
integration of MIPS Technologies’
R10000 RISC microprocessor across
the Onyx family. Previously, high-end
Onyxs were driven by the 250MHz
R4400 processor, but the new silicon
offers a 1.5 to two-fold performance
increase for large integer calculations
such as databases and for floating-
point intensive applications (which
includes graphics rendering) — a
claimed two to three-fold speed
increase over the R4400. Onyxs based
on the 200MHz R10000 offer from
two to 24 processors and deliver a
peak performance exceeding
9GFLOPS (nine billion floating point
operations per second).

Naturally, amongst all these large
numbers the price is impressive too.
An Onyx InfiniteReality system based
on the R4400 starts at £179,000,
while the minimum two-processor
R10000 configuration is a snip at a
starting price of £188,000.

[t’s a heavy price to pay, so SGI
have bheen careful to work closely with
software developers and other major
users to maximise the impact of
[nfiniteReality when it hits the
marketplace. Chief amongst these is,

Tech specs

Memory: ECC protected,
64Mb-16Gb with 1-8 way
Interleaving

Number of antialiased
vectors per second: over
ten million

Number of triangles per
second: over ten million
Number of smooth,
z-buffered pixels per second:
200-800 million

Number of textured, anti-
aliased pixels per second:
200-800 million

Number of trilinearly
interpolated pixels per
second: 200-800 million
32bit z-buffering: yes
Colour output: 48bit RGBA
Number of colour planes:
192

Number of overlay/underlay
planes: 192

Maximum bits per pixel:
256-1024

Texture memory: 16 or
64Mb

Frame buffer size:
80-320Mb

Display: VGA to HDTV (non-
iInterlaced)




Main image ©1996 Autometric, Inc. Matterhorn image ©1996 Computer Arts & Development (CA&D). Images courtesy of Silicon Graphics, Inc

naturally, the Silicon Graphics-owned
Alias/Wavefront, whose complete suite
of tools should benefit substantially.

Estes: ‘There have always been
elements of both the Alias and
Wavefront code that use the realtime
graphics capabilities, and some
elements that use software rendering.
| expect this trend to continue, but |
believe as the quality of realtime
rendering gets better and better,
customers will push for an increasing
amount of realtime capabilities.’

Other interested parties also
include Accom, whose Elsett package
Is @ market leader in the burgeoning
virtual broadcast market; the
Cambridge-based Cadcentre; and the
military flight simulation specialists
Hughes Training Inc. Indeed it’s now
the defence/classified area that’s a
major driving force behind the ongoing
development of graphics technology.

‘[t’s an interesting phenomenon.
There’s a sort of cycle that goes on
between the entertainment industry
and the military,” explains Estes.
‘Sometimes the military drives our
technology but the entertainment
industry ends up using it in various
forms, and vice versa. We’re currently
ending the entertainment-driven cycle
and are finding the military is
requesting features which may well be
used in entertainment fields.’

Incredibly, these shots are realtime images generated by the Onyx IR.
The Matterhorn (top) was accurately rendered using geospecific data

One of these new features,
geospecific texturing, as demonstrated
at Reading, is a good example of a
military application that translates
well to the entertainment industry.
Allowing the realtime correlation of
terrain and elevation data with aerial
or satellite photographic data, it
enables specific environments to be
created rather than generic ones.

‘You’ll start to see games where
you fly over London rather than some
made-up city. I think things will get
really interesting when you fly over
London in 1942, or, say, Cuba in 1961
during the missile crisis.’

Concurrently processing graphics,
iImaging and video data in realtime,
[nfiniteReality is also capable of
downloading 200 Mb/sec into the
visualisation pipeline. ‘The faster video
and texture pathways in the system
mean we can write multiple video
streams into texture memory in
realtime. This yields incredible effects
as streams of live video become just
another data type to be manipulated in
a virtual world. In other words, we’re
now processing digital video as fast
and in the same way as we have been
able to process graphics.’

Coupled with IR’s capability to
drive immersive visualisations and
telepresence operations for up to four
simultaneous users in stereo, or eight
in monoscopic mode, this should lead
to some applications that will quickly
eclipse previous Onyx-driven
entertainment simulators such as
Namco/Magic Edge’s Hornet-1 or
Disney’s Magic Carpet ride. But will
software houses developing for
platforms way below SGI’s level
actually buy it?

[t seems so. Developers seem
enthusiastic, particularly over the
potential for building complex models
without worrying about processing
overheads. Inevitably, even for those
unwilling to upgrade, faster processing
time — whether enabling realtime
graphics generation or speeding up
batch-rendering and the cleaning up of
motion capture data — will lead to the
greater inclusion of leading edge
effects in software.

According to Estes, only about one
percent of Onyxs are used as rendering
servers — mainly the province of the
Challenge and Power Challenge series
— with the rest generating realtime
graphics. That could soon change.

‘Interestingly, in the future you
should expect to see the Onyx IR being
used as a graphics server. We've
developed some code that allows for
remote viewing of realtime
rendering.” Surely Pilotwings IR
would be far more interesting...

Techview

The graphics
performance
leap to
InfiniteReality
Is the
greatest jump
from one
generation to
the next in
the history of
the company

Greg Estes, SGI
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Format: PlayStation

Publisher: Psygnosis

Consoles don’t lend themselves easily
to authentic simulations. Psygnosis

addresses this drawback with a potent
cocktail of arcade thrills and Fl realism

Developer: Bizarre Creations
Release date:July

30

HARRICHI
43¢

Origin: UK

ithout a doubt the
hardest thing about
designing a sim is
getting hold of
accurate information.
With the amount of
money and high technology involved in
formula one, teams are very sceptical
about letting their information go. It’s
taken nine months of gentle persuasion
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By securing the Formula 1 license, Psygnosis and Bizarre Creations have been able to include all the stars of the '95
F1 season, as well as accurately modelling each construction team’s car and all 17 circuits from the official agenda the player
doesn’t have
to get the information we have, and The team hasn’t taken the challenge
still we can’t name our sources! Thus lightly. Procuring an official license, tO WOI‘I'y
spoke Martyn Chudley of Bizarre thereby guaranteeing the presence of
Creations, creators of Psygnosis latest all 13 construction teams, 35 drivers about car
racing title, F1. and 17 circuits from the 95 season, set-up, pit
Wipeout was too difficult. That’s was a definite statement of intent. As
the feedback Psygnosis has received was designing the circuits and the cars. ...« andfuel s

since their stylish racer premiered six
months ago. One would think that the
company, when preparing to start

another racing title, would look toward

the immediacy of Ridge Racer or Sega
Rally as inspiration. Surely a Formula
1 simulation would be the last thing on
the designers’ minds?

However, as Edge revealed last
month, an F1 simulation is exactly
what Bizarre Creations is working on.

around complex reference materials to
ensure unparalleled.realism.
But BC insist F1 is not solely a

options Tike car set-up, and pit and
fuel strategy, but the emphasis is
placed firmly on the coin-op style

‘arcade mode’ where the player doesn’t

have to worry about all that.
So why expend all the effort on
making F1 painstakingly accurate if
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The voice of
Formula One

In-game commentary is
pecoming a popular
element of the sports sim,
and, as disclosed last
month, Psygnosis have
secured the services of ‘the
voice of Formula One’,
Murray Walker.

Murray was actually
furnished with over 20
pages of script and his total
commentary runs to an hour
in length. One thing Bizarre
wanted to avoid was the
repetition that’s been found
In other sports sims.
Therefore, phrases can be
linked together to create
very specific sentences
Instead of general
comments repeated over
and over again.

But what was he like to
work with?

Chudley: ‘Murray is a true
professional, and a nice
bloke! After having spent a
few hours getting to know
the game, he really launched
himself into the

commentary. We had a 25
page script to get through,
with three excitement levels
for each phrase, different
ways of commenting on each
occurrence and starting and
finishing summaries. Murray
just sailed through them with
his characteristic excitement
as if he were at the circuit
watching the real thing.’

F1 commentator Murray
Walker has recorded
an hour of dialogue

the sim aspects are secondary? ‘The
realism is there because the F1 license
was so expensive we wanted to make
the most of it,” admits Psygnosis’ Glen
0’Connell. *Furthermore, loads of
games waste theirticenses. We hate
that. We wanted to create a game that
would truly exploit ours. We have had
dozens of positive emails from people
who have seen screen shots in Edge
and have praised our accuracy. That’s
very important to us. By ensuring
authenticity as well as playability
we’re reaching a far wider audience.’
Apart from the sim stigma, there
are other problems with creating a
realistic F1 title. For example,
because the locations in games like
Ridge Racer, Sega Rally, etc, are
fictitious, the designers can include
sharp bends and steep sides to avoid
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prescreen

scenery in entirely separate ways.
Take vehicles, for
example. To
counteract any
slowdown that may
result from having
to display loads of
polys on the screen,
due to the long
straights, Bizarre wrote
their own modelling utilities

which assist PlayStation’s own
libraries. To keep the game fast, the
artists working on the cars were taught
how PlayStation copes with processing
and handling polygons, textures and
colours, so that they could create

BERGER
18.0

F1 caters for the now obligatory number of in-game views. For the panning view (top
right), the cameras are in exactly the same place as the BBC’s would be if televised

?®

Mad Katz’s PlayStation-
specific stearing wheel
will be supported

‘draw distance’ problems — specifically
the pop-up effect which occurs from
having to draw in complex scenery at
as late as possible to avoid slow down.
In F1, though, the circuits are
accurately based on real circuit data,
meaning designing tracks to avoid
problems was not an option. Of course,
the F1A didn’t have to worry about
draw distance when they built the F1
circuits; what they needed was long
straight sections and flat plains — the
antithesis of videogame requirements.
To compound these problems,
PlayStation adds a few of its own —
namely the lack of z-buffering abilities
and its infamous habit of smearing
polys as they reach the screen’s edges.
Bizarre Creations coped with all
this by treating the cars, circuits and

B2 0 & 8 5 0808 0P e EESERE RSP B E 80P B

vehicles with a smaller amount of
polys, but with little loss of detail.

Consequently, the cars are drawn in
two modes — high and low detail. As
Chudley says, ‘At a distance on a
straight we found you couldn’t tell the
difference between the two models. So,
when the cars pass beyond a set
distance, they drop to the low version.’
The difference between the two is
substantial — high detail cars have 450
polys, low detail have just 100. To
disguise the effect, all the cars remain
textured and Gouraud shaded.

The old z-buffer difficulty has been
solved by building scenery models with
the lowest amount of overlap. For
example, if there’s a section of the
track where a wall stands in front of a
hill, the hill graphic can be snapped
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Sound FX

Bizarre Creations have gone
to extraordinary efforts to
ensure the car engine
noises in F1 are authentic.
In fact, to create genuine
In-car sound effects, a DAT
recorder was physically
strapped to a driver's body
whilst he raced around a
test track. The results have
been sampled and
Incorporated in the game.
Furthermore, external
recordings have been taken
from the trackside as well as
pit lanes. Such efforts
should ensure F1is a
sonic treat
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The cars

are drawn in
two modes -
high and
low detail.
Forspeed
when the -
cars pass
beyond a
certain
distance,
they drop
to the low
version

~ meshing meth
reefraws the polygons closest to.the.
#°7" edges of the screeny ¥o supp%ement
th's theugh the track where most

forward to merge with the wall instead
of ending behind it. In other words, the
two are actually treated as one object,
cutting any need for z-buffering and
therefore keeping the game to speed.
To combat polygon smearing,

Bizarre employ the tried-and-tested

d, which subimdes and

. rendered usmg a dlfferent method to

its surroundings. Sarah from Bizarre
elaborates, ‘The cgmbmed Slllcon
Graphics track and'scenery model is
loaded into our in-house world editor,
which separates the two, and outputs
them in two different formats The
track is then stored in a way which
facilitates separate clipping and
meshing routines. In this way the
thresholds for the draw distance and
meshing of the track can be considered
independently from the scenery.’
These techniques work well. The
game processes and draws between

scnumecﬂﬁﬂaifwmwe

On the starting grid all 26 cars are visible. Even so, Bizarre’s clever 3D
engine prevents any slowdown once the drivers are given a green light

SCHUMACHER

36.446 ~-0.113
8 TAG HEUER Officlal Timing

HERBERY
36.33

In arcade mode crashes like this
(left) won’t end the race. Advanced
mode is not so forgiving, however

4,000 and 6,000 polygons per second
at a frame rate of 30fps. This means
there’s an average of 150,000
textured polys per second flying about
the screen and yet, even when there are
several cars on screen, there is no
slowdown. Chudley doesn’t take all the
credit for this: ‘PlayStation copes very
well with having lots of cars at the
same time — better than most other
platforms. You can happily have all 26
cars on screen at once (eg at the start
of the race), with the most distant
being rendered in low detail, and the
game usually stays in two frames.’

A general problem with creating
driving games is getting the Al right in
the computer-controlled cars. As
Chudley says, ‘we have seen other
games where the cars are all following
a set path and get confused when the
pattern is disrupted. Others have a
single dynamic model for the Al,
meaning all the drivers have the same
style. We tried to avoid Al like this,
providing the driver with a real race.’

The Al in F1 basically works on
two levels. Bizarre Creations has
begun from the standpoint that every
driver wants to win — therefore each
one has been given the decision making
capability to run his own race and
constantly look for ways to improve his
situation. During the race, the player’s
opponents are continuously assessing
their surroundings, analysing the
situation and making decisions on
speed, path, etc. The game includes a
pool of strategies drawn from real race
footage (eg slipstreaming until the
path is clear and then moving to

There’s an
average of
150,000
textured
polys per
second flying
about the
screen and
yet, even
when there
are several
cars on
screen,
there is no
slowdown
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The 3D models were
first created on SGI and
then imported to PS

overtake) which is dipped into by all
computer-controlled drivers.

On top of this, though, every driver
has a set of parameters which can be
altered to give each a ‘personality

Some are polite and will move over if 1

the player is faster, others will do
everything they can to get in the way.
Another thing that Bizarre has
noticed about racing games is that
often the computer-controlled vehicles
are infallible. ‘In Wipeout, they never
get the corners wrong,” argues
Chudley, ‘which wouldn’t be acceptable
in a Formula 1 game.’ Consequently,
the computer opponents sometimes
drive over rumble strips, go wide on
corners and get involved in collisions.
Everyone has the capacity for error.
That’s all fine in theory, of course,
but how will it translate into
gameplay? One of Edge’s main
worries about F1, before getting a
look at a playable version, was that
there would not be significant handling
difference between the arcade and
advanced modes. Luckily these fears
seem to have been unfounded. The
arcade race, judging by a very early
demo, is a truly coin-op style knock-

The driving force behind F1

Working for Psygnosis for several years, producing titles such as Wiz ‘n’
Liz, Fatal Rewind and The Killing Game Show, Martyn Chudley is now
leading Bizarre Creations in their development of F1.

Edge How will F1 compare to Microprose’s two F1GP games?

MC | don’t think anyone can claim to have bettered Geoff Crammond’s six
or so years of constant work to perfect his simulation. F1 is a different
type of game, aiming to appeal to a wide gaming audience rather than just
the simulation player. Yes, our ‘advanced’ mode cars do handle like the

The Bizarre Creations team, based in Liverpool, were hand-picked
for the F1 project (team leader, Martyn Chudley, left in picture)

about. Crashes m}l‘;’;ﬁ-ﬁ_j;;result in a few
seconds of: defayr nd the car can
appmach corners a__-;_;;rf;fimulous speeds

e+ without spinning out'of control. In
’. "% advanced mode, however, ane serious

crash and the player is out Of the race..

f ~.Corners.have to be tre ated w ith res PE ct 2
"= even with auto transmission se_lec:f-if;.d |

significant control skills are nee"f'j_'_;d tE‘- e
stay on course. In fact, the whole - |
handling of the car feels d|fferent,.
even on straight sections.
~Despite this gameplay diversity, F1
“could be a gamble for Psygnosis. F1-
style games are more commonly
associated with accurate and complex
simulation than gripping gameplay.
That’s all very well on the PC, but
PlayStation caters for a different
audience, used to flashy arcade-style
racers. Can the promise of a cut-down
arcade mode attract the non-sim heads
to a previously sim-like genre?

On the other hand, though, there
hasn’t been a decent F1 game on the
consoles since Virtua Racing. If F1 is
good enough, and it definitely looks so
at the moment, it could both
reanimate and corner the market
In one swoop.

real thing, but if you want to pick up a racing game and play, the ‘arcade’
mode caters for the less technical audience.

If we have bettered F1GP in any way, | think it would be in our attention
to detail. We have had five artists working full time on modelling the game
elements to precise detail, with huge amounts of reference material. We
think the circuits are as close to the real thing as you can get. ‘

Edge Just how accurate is the track and car data?

MC The tracks are modelled from the official surveyors’ circuit maps and
data. Visual reference also comes from over 100 hours of video footage.
The track layout is put into a specially written editor, where the accurate
heights and dimensions can be applied to start off the 3D model. Then we
add barriers, rumble strips, run-off areas and trees to form an accurate
but bare circuit.

Next, this model is loaded into Softimage on Silicon Graphics machines
to model all the buildings and more complex details such as TV cranes,
pit facilities, large screen video displays, etc. All the individual objects are
modelled by hand - it’s time consuming, but looks authentic.

As for the car models, these are again taken from the official
information supplied by FOCA — the Formula One Constructors’
Association. We also have plenty of photographic reference, some taken
ourselves, some from people in the Formula One industry, to show the
cars from every angle. Consequently, all the models in the game are
unique in design, they’re not just the same models with different colours
pasted on, like in other racing games.

Edge What has it been like to work with all the different parties invoived,
as in all the various F1 teams, etc? -

MC Some have been great — helpful and friendly — both on an official and
an unofficial level. Some haven’t been as generous as we would have
liked, but you can’t have everything!

Edge Will the engine be used for future racing games?

MC All the code has been written with future projects in mind as well as
F1. The 3D engine is constantly being updated, but it can also be used for
future products. As to more games in the pipeline, we can’t really say at
the moment. Bizarre Creations were half way through an interactive
concept produced for PlayStation, but F1 took priority. Code-

named, ‘Slaughter’, this game will be back on the agenda soon.
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Die Hard Irilogy

Three games in one - a
good deal or merely a
shallow compilation?

Format: PlayStation

Publisher: Fox Interactive

Developer: Probe

Release date: June

.
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Origin: US

t says something of
Fox Interactive’s
naivety about this
business that they
should release all three
Die Hard games in one
package and expect gamers to be
impressed. Of course the pitch will be
‘three games in one — a bargain!’
Commonly, what this actually means is
‘three games in one — none of them are
any good and we thought no-one would
notice if we put them all together!’

Cynicism aside, the three games
that make up this trilogy (based on
each of the films) do look rather
interesting. The first, set in the
Nakatomi Plaza, is a free-scrolling
shoot ‘em up reminiscent of Lone
Soldier, except with the camera above
and over the shoulder of the Bruce
Willis character, rather than behind
him. The aim is to start on the lowest
level of the building and work up to
the penthouse on the twelfth floor,
killing terrorists and saving hostages
along the way. Actually, that’s pretty
close to the film story — the character
in the game even has bare feet.

AANAMAMDIM

The second stage of the trilogy has close ties to Sega’s Virtua Cop.
The Die Hard version, however, seems to have slightly more diversity

The action-packed Die Hard movies
are near-perfect for videogame

conversion. Fox Interactive prepares
to cash in on another famous trilogy

Die Hard 3 (above) steals the movie’s
incredible car chases through New York

The Die Hard 2 game is a Virtua
Cop-style shoot ‘em up, set in various
areas of Washington airport.
Apparently it will be possible to shoot
people in the departure lounge,
baggage reclaim, and duty free shop,
as well as the runway, at least giving
some diversity to a staid genre.
Visually, this one’s very impressive
with highly-detailed backgrounds and
well-animated characters.

Curiously, Die Hard 3 is a kind of
urban driving game, where the player
has to drive around the city in order to
locate bombs placed by terrorists.
Again the game looks impressive, with
much vehicle-smashing potential.

As these games are based on the
compelling movie trilogy, success is
almost guaranteed. Whether they
deserve this is another matter — it’s
likely the decision was taken that each
game wasn’t strong enough to go it
alone and Edge only hopes the result
isn’t a mixture of lukewarm disparate

game styles. Whatever the case, Expect the clichéd
it’ll surely sell by the truckload. exploding canisters in
Die Hard Trilogy (top)
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Final Fantasy VI

Final Fantasy VIl disowns its 2D overhead ancestory for pre-rendered
3D scenery, adding much to the graphical realism of Square’s epic

Format: PlayStation

Publisher: Square Soft

Developer: In-house

Release date: Dec (Japan)

Origin: Japan

urely by the nature of
their epic storylines
Japanese RPGs
demand a lot from
their host medium, not
least of which is a
large storage capacity. Not
surprisingly, when Nintendo allies
Square Soft demoed the results
of their 3D experiments at
Siggraph last year it seemed
impossible to squeeze so many
complex realtime graphics and a
game stretching thirty hours
plus into Né64’s relatively
small 64Mbit (8Mb) cart. In

the end, it was.

The recently

released pictures show

The lush pre-rendered backgrounds look exquisite, but will Square
retain the depth of playability that made the 16bit series famous?

With Nintendo’s 64bit console ousted
by Sony’s PlayStation, Square Soft have
switched formats and dimensions

for Japan’s premier RPG series

the ambitious level Square were
aiming at, and just why they’ve been
forced to forego N64’s technical
innovation for the immense storage
capacity of PlayStation’s CD.

FF VII takes a familiar formula
and marries it to a mix of realtime and
pre-rendered 3D graphics. Although
they can now be viewed at a variety of
angles, the battles are still turn-based
with the familiar menu system evident.
Elsewhere it would seem settings and
locations have realtime characters
inhabiting a pre-rendered environment.

So far three characters have been
announced. A spiky-
haired swordsman —
Claud, a staff-wielding
heroine — Ealis, and a
muscle-bound
heavyweight with a gun
for a hand — Barret.
Unfortunately, when
transferred to polygons
much of the charm and
design work that has
endeared Square’s past
characters seems to have
been lost. Original FF
character designer,
Yoshitaka Amano, has not been
involved in this new project and Edge
can only hope the huge space Square
now have at their disposal is filled with
the same care and attention to detail
afforded to their 16bit projects.

The Western version of PS FF VII

should appear sometime in the E Although in 3D, the
first quarter of 1997. fight scenes follow
traditional gameplay
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Jumping

Format: PlayStation

Publisher: SCE

Developer: In-house

Release date?Spring (Japan)

Origin: Japan

hen Jumping Flash came out
last year, it was the only 32bit
game to really take hold of an
established genre and shake it up to
produce something a bit different.
Sadly, it still is.

JF2, it seems, seeks to
reiterate the successful
formula of its predecessor
and add to a few key areas.
The original’s colourful, but
basic, graphics have been
improved with complex
settings and scenic objects.
One level even features an
impressive rain effect, where
it will be possible to dive
Into the water.

As for gameplay, it looks
as though little has changed. Robbit,

The sequel retains
Jumping Flash’s unique,
highly colourful look

Format: PlayStation
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Motor Toon GP 2

Publisher: SCE

Developer: In-house

Release date: TBA

Origin: Japan

he success of Micro Machines
made sure there would always
be room for a slightly
offcentre racing game in any
platform’s software library. Motor
Toon was the PlayStation’s first
dalliance with that sub-genre.
However, due to its flawed vehicle
handling, the original Motor Toon was
never released outside Japan. The
game was by no means a complete
failure, though. The surreal, colourful
circuits and wacky cartoon vehicles
lent a unique quality compared to po-
faced contenders Daytona and Ridge
Racer. All a sequel would have to do,
therefore, is redress the original’s fatal
flaw and add a few new features.
MTGP 2 includes bombs, missiles
and controllable turbo boosts, all
absent from its predecessor. As for

The imaginative and
oddball car designs
remain distinctive
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Jumping Flash 2 offers a
new level of scenic detail

and a new ‘widescreen’

S
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the robotic rabbit in the first
installment, is back, except now his
tricky three step jump can be carried
out with the help of a three stage
gauge display.

Some new characters are
rumoured, including the mysterious
Captain Suzuki, but as the game is
only 50% complete little has been
announced. Hopefully, the designers
have added something to the game
itself, rather than just the appearance.
It would be ironic if PlayStation’s one
offbeat title should be given an
exact replica for a sequel.

The game features a
new gauge display to
make high jumps easier

Spinning out of control (above). This
shouldn’t happen too much in MTGP 2

improved handling — time will tell. If
the designers get it right, MTGP 2
may provide a welcome antidote

tith : . Motor Toon 2 retains
0 the more serlous- racing the original’s surreal,
games currently being touted. cartoon landscapes but
adds texture-mapping
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delivers the lot”

e

£

“The greatest PI
game to date... o '?

football

B Revolutionary football action
sim B Realtime motion captured top .
international footballers B Full commentary

by footballs' favourite ~A771 ! W Like Foatining the: uniaus talents of Birry
Davies. Total interactive commentary
watching football on TV only you control the players e S B & o] solce of Taatbal
and the game! B 44 teams H Editable tactics B Cups, Rl mollin. capiured Mo
| | international footballers and
tournaments and leagues B "cal atmosphere M Heal iy g
immersive B “cal Toothalll AR e
Featuring | [ ) (EEEEHE = | (Gremiin
Sty PlayStation S e SR

there ’s nothmg wrtual about

© 1995 Gremlin Interactive Limited. All rights reserved. Gremlin Interactive Limited, Carver House, 2-4 Carver Street, Sheffield S1 4FS, England. Tel: (0114) 275 3423.
“. 7 and “PlayStation” are trademarks of Sony Computer Entertainment Inc.



O1 734 b1 7aa |

s7eeec Professional Animation’s s-sses |

Iy £210.00

interest Free .
FOC upgrade When you buy 3D Stlld

3D Studio version 4.0
Until Max UK Release

£93.75 per month at 0%

3D Studio V4.0 Cash Price £2250

For Students £210.00
3D Studio Release 2.0

Also Included : AutoCAD R12, AutoVision R1, Designer R1.1

e e—— FTYTET

PosterJet Version 2.3 per WEEk at 0%

36 File Formats Supported __
HP PosterJet Pentium 90 Server Cash Price £25,000

HP Designijet 750c A0 Plotter reate Your Own
PosterJet Connect Kit ® Encapsulated Graphics
PosterJet 1 Year Support Pack ® Panel Graphics

Peak 105 Laminator . @ Backlit Graphics
Large For: " - @ Windows Graphics

CAD Warehouse pic - Unit 2, 8 Portman Road - Reading - RG30 1EA, Fax: 01734 561001
All Leasing agreements are subject to status, with two years duration, deposit may be required.

- Bl

e
1
N T L e e X



G un G riffon The Eurasion Conflict

Prepare to hear the
sound of robots
engaged in futuristic
mission-based warfare

L egend of Thor |

The landscapes are
colourful and detailed,

and the top-down view
is a welcome change

Format: Saturn

Publisher: Sega

Developer: Game Arts

Release date: March

Origin: Japan

ashing in on the twin Japanese
m obsessions with robots and

apocalyptic futures comes Gun
Griffon — a robot warfare game set on
an ecologically-ruined earth where
four superpowers, Europa, America,
Asian&Pacific and Africa endlessly
tussle for global domination.

For protection, each superpower
has developed its own guardian robots
known as AWGSs, of which *High
Macs’ are the ultimate models. These
robots, one of which the player takes
control of, are combination tanks and
helicopters. They are able to fly for a
limited distance at a time and their top
halves can turn through 180 degrees to
counter attack from behind.

Gun Griffon is split into eight,
mission-based stages, with the player
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Format: Saturn

Publisher: Sega

Developer: Ancient

Release date: TBA

Origin: Japan?

t the moment, what Saturn
u needs is a little game diversity

and some quality output from
third party developers. Legend of
Thor, sequel to the Mega Drive title
Story of Thor, promises both.

Legend is a top-down arcade
adventure in which the player takes on
the role of Leon, a warrior who must
carry on an ancient family feud. The
Saturn version will include many of the
familiar features found in its 16bit
predecessor, including the same
weapons, combat system and ability to
jump out of and into fights. There will
also be plenty of traps and puzzles,
giving the game an RPG feel, and
some quality sonic orchestration from
game music supremo Yuzo Koshiro.

Legend of Thor also features a
large cast of benevolent NPCs
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changing international allegiances as
time passes. So far only a few have
been announced — on the ‘Fox Hunt’
level the player must
attack a railway convoy,
whereas in ‘Dark
Servant’ a raid occurs on
Kiev. It’s basically a
first-person shoot ‘em up
in the Thunderhawk 2,
rather than Doom style.

Developer, Game
Arts, was previously
responsible for the Mega
CD title, Silpheed, a
graphically impressive
polygon shoot ‘em up. It
definitely looks as though
the company’s concern with visual
finesse has not waned — Gun Griffon
includes some gorgeous vehicles and
well-defined background scenery.

[f there’s a good game hidden
beneath the aesthetics, this could be
Japan’s combined answer to Mech
Warrior and Thunderhawk.
Thankfully, a European release
is almost certain.
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including Shade, who can clone Leon
and so draw attackers away from him,
Efreet, who spits flames at enemies
and, bizarrely, Bawu, a carnivorous
plant who digs into the ground and
then eats people.

With Legend’s sumptuous
backgrounds and large sprites, as well
as its non-formulaic gameplay, it
should give Saturn owners a
worthwhile break from Sega’s
endless reel of arcade releases.

The targeting looks
impressively complex.
As does the radar

There are many NPCs -
a simple combat
system allows them to
be killed more easily
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More choice
More target systems
More host environments
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