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Mario’s back in his biggest adventure ye

Four years 1n the birthing, and now this bambino

comes kicking and screaming into the world of

Morphmation graphics. A Nintendo brainchild that allows

the characters and back-

grounds to ripple, rubberize and

il R S

react Like nothing you've ever seen

('cept maybe that nasty gelatin salad
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your mom puts out for company).

But there's more than eye—popp'ing Egg fights, screaming babies, Do not adjust your
vicious attacks—it's Llike television. These graphics

visuals to drool over. There's over day care from hell. are supposed to be wavy.
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60 levels packed with all-new

surprises. Huge expanding bosses.
And Yoshi — a cold*blooded?baby

sitter who spits fire and Launches

< N This Llittle sucker doesn't Kicking, shrieking,
eggs out ,‘ i’ his butt. He even just scroll left to right. crying, tantrums...and
'z 4

73 He goes all over the place that's just the guys who

-i nto a hel'icopter. . (and we don't mean Number Two). bought new systems.

try that with your average lizard. And if that doesn't pacify you,

there are over 130 different types of enemies.

KO" ~/

So, you may wanna put on a fresh diaper. fSUP[ﬂN[N[fNﬂﬂ
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There’s nothing quite as
sweet as a flowing list of
the games we’ll be
playing in the next few
months...

Paradigm Simulations Ve
and Nintendo gear up for GJ
the release of PilotWings

64 for the N64 and IG’s
FUSION is there.

30

Come take a look inside
3DO and get the world’s ‘e e
first look at its M2 %

Technology demo. : *

Ace Japanese beat
reporter Akira
Kishimoto reports

Nintendo delays its
machine...again, Killer
Instinct 64’s first details,

classic gamers get straight from the heart

of Tokyo on VF3 and FF7.

emulation code, IG
Overheard, Quips &
Quicks, Bits, Bytes &
Buzz, FUSION Stock

& Monitor and the Hot Top
10 game list.

‘We wanted to integrate the actual
environment more within the
gameplay...something not possi-

ble...with the original...”” Dave Gatchel
spage 22

““The 32-Bit market failed...We
think the real game [is

fween M2 and Nintendo

the] 64-Bit market.’

Toby Farrand
-spage 30

INTELLIGENT GAMER'S Y | Fusion
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Hind
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71
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79
IIIZII
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Iron Storm

Reviews
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Guardian Heroes

68
Gearhead
72
King’s Field
80

games

DarkStalker/Night Warriors

«cpage 46

spage 52

G

Online
Why wait for the latest
game codes and cheats
when you can find them

earlier on your own? IG’s

Chris Drost guides the
way.

Buzzword
IG’s Doug Bauer tackles
the ambiguous term
“3-D Sound” in an
attempt to make some
sense of this month’s
Buzzword.

“The most important
element was getting the

feel of basketball and what:that
means to the end user.” ilvan Allen
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No, the sky isn’t falling.
The wit and wisdom of
Arnie Katz this month
IS on a pressing issue:
Will there be another
video-game crash?

¢“So why, then,

would Square
withdraw

all support
for the N64
format...l ”’
cpage 42
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‘One of the drawbacks to doing a sequel is
that everyone will have preconceived notions
of what it shouldlwull be Ilke.” Adam Pletcher

gaming In perspective
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Editor’s Page
IG’s FUSION Editor in

Chief Jer Horwitz looks : C

ahead to the next few
months of shifting
coalitions within the
games industry.

Communications
IG’s FUSION has the best
readers in the industry,
and what do they care
about this month?
GAMES again?

IG Queries
This issue, IG introduces
our brand-new quick
questions and answers

page.

1IG Survey
Take IG’s FUSION Survey

and add 10 more games
to your collection!

Endnotes

A talk with BattleSphere

developer Scott LeGrand
about working out..
N and working out your

- - [ it frustrations on malls full

ﬁ of innocent civilians.




The singular key to success in the video-game industry—
and this is generally true within other businesses and social
situations as well—is the formation and retention of a winning
coalition. Sony does best when they get Namco, Williams and
Electronic Arts to make exclusive games for their machine. Intel
and Microsoft succeed when they lure well-known companies
into development for x86- and Pentium-equipped machines.

Etcetera.
So why is this important? We used to know that Nintendo

could count on Capcom to deliver a Super NES Final Fight and
Konami to show up with a Gradius, Castlevania or Contra
game, but that's not necessarily true anymore. Studying the
formation and retention of coalitions is the means by which we
can predict—with some accuracy—the winners and losers of the
1996 video-game battle yet to come.

Nintendo no longer is guaranteed to have four aces in their
hand: Konami is developing Gradius, Castlevania and Contra
titles for the Saturn and PlayStation, and Capcom is releasing
their hottest current software for those machines as well. Irem,
a superb developer which backed the Super NES launch with
Super R-Type, is now defunct and allowing software ports to
migrate to the Saturn and PlayStation, at the same time as their
old development team has moved on to developing games for
the Neo*Geo.

Sega, which reaped tremendous benefits from Acclaim/
Williams (Mortal Kombat) and Electronic Arts (Madden, NHL,
FIFA), has seen those companies form broad alliances with other
hardware manufacturers, and even Sony’s 1995 grasp on hot
Williams, EA and Namco properties appears to be loosening
with the Nintendo 64 and Panasonic M2 machines looming on
the horizon.

Wildcards include such developers as Doom’s id Software,
Toshinden’s Takara and Tamsoft, Dark Forces’ LucasArts,

Solar Eclipse’s Crystal Dynamics, Destruction Derby’s Psygnosis
and—surprisingly—SNK, whose recent decision to publish for
both the PlayStation and Saturn will add a host of quality soft-
ware to each of those machines.

In the months to come, these developers and publishers will

give Nintendo, Panasonic, Sega and Sony the extra software push

they need to thrive in the North American and European
markets. The fact that most of the aforementioned companies
have remained non-committal should tell you something about
both the state of the video-game industry and the responsive
consumer mindset in early 1996—until companies decisively line
up to back one format over another, confusion will most likely
reign supreme in the marketplace. Intel-based PC gaming is
continuing to grow today largely because Microsoft has helped
to assemble an exceptional coalition of developers from the
United States, Europe and Japan: Who will step up and do the
same for the console market?

Jer Horwitz
Editor in Chief
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Hard(ware)

Choices

Dear IG’s FUSION,
Whilst considerable confusion still
seems to persist within the gaming
community as to the best game
system, it seems to me that the
proliferation of platforms available is
an opportunity for us to be able to
select the platform that most suits
our tastes. For example, if | want a
family entertainment title, | can pick
Twisted, Station Invasion or
Zhadnost on the 3DO. If | want
driving games, | can pick Virtua
Racing, Daytona, Sega Rally, etc. on
the Saturn. If | want arcade games,
then it's the PlayStation or Saturn. In
all cases, buying all three platforms
is still a lot cheaper than buying a
PC, and represents a good value.

| acknowledge that not everyone
can or should own each platform,
however the cost of a new machine
is cheap in terms of the low multi-
ples of games that equate to the
hardware's cost. Why should | buy
five poor Saturn titles when | can
buy an alternate machine for the
same cost and increase my options?
The next generation is about choices
and options and I'm glad it's not
just a two-horse race.

Sheyne Walsh
Quakers Hill, Australia

The major benefit to having
hardware competition
comes in the form of
increased year-to-year
technical innovation. The
quest for a more exciting
experience pushes once-
small companies such as
Sega to eclipse the NES and
software developers such as
Electronic Arts and SNK to
start hardware divisions

to create what would
eventually become the 3DO
and Neo*Geo. Sadly, this
generally means that the
best software gets spread
out over several maturing
platforms, and that
consumers are forced to buy
more hardware just to play
the most amazing games.

15402500 120150
1468 1330 270310 ===

Let’s consider the hard-

ware situation from a

different perspective for
one moment. Imagine

that Sega and 3DO were
cooperating on one game
machine whilst Nintendo
and Sony were working on
another, or picture a world
where there was little
ambiguity about whose
hardware every developer
should support. Logically,
you’d need to own less
hardware to play the same
games you're playing
today, and consumers who
wanted to buy a new
machine would be faced
with a much easier choice.
Under today’s scenario,
you’ll need four different
machines to play the
newest games by Nintendo,
Sega, Sony and 3DO, which
at prevailing prices will
cost a total of a thousand
dollars.Though it’s great
that people can choose
different systems for their
needs, the fact is that you
can’t play Ridge Racer on
a Saturn today nor can
you play Daytona on the
PlayStation. Would this be
a better world if companies
spent more of their R&D
money on developing

hit games and less on
developing expensive

new hardware?!? We'd be
interested in hearing your
thoughts.

The fact is that you

INTELLIGENT GAMER'S D) FUSION

The King is
Dead, Long Live
the King

Dear IG’s FUSION,

How is it that an industry rookie
like Sony can come into the
market and completely overwhelm
veterans such as Sega and Atari?
Could it be that some people still
realize the power of quality game-
play and pricing over “name
branding” and reputation? Thanks
Sony for breathing life into the
gamers who needed it. And to all
those who are still loyal to the
others, that's good for you, but

| just hope you realize that no
single platform will be perfect.
Variety has always been the spice
of life and Sony has done a hell of
a job...except for the RPGs...where
are they?

Devan Hammack
San Carlos, CA

We were with you right up
until the part where you
mentioned Atari. Let’s set
up a more appropriate
analogy: If the 1995 holiday
season was a war, Sega
was an oft-decorated but
overweight General and
Atari was a bingo-playing,
twice-demoted and now-
retired Commander—Sega
really needed to trim
some fat and get back to
releasing and marketing
software (which it does
best), whereas Atari has
been humbled several
times before and has
hardly been in the thick of
things for some time now.
Pricing certainly helped
Sony, as did an aggressive
and interesting marketing
campaign, but reputation
and name branding (Sony,
Namco, Williams,
Electronic Arts, etc.)
certainly seemed to be
important to the
PlayStation’s success, as
well. Where are Sony’s
RPGs? Look out for Beyond
the Beyond and Arc the
Lad directly from Sony
itself for this summer and
the holidays, respectively,
plus Final Fantasy VI
either late this year or
sometime in 1997.

Send your comments,
concepts and theories to

IG’s FUSION at iglee@aol.com,
subject line: Communications.

Conspiracy
Theory:
The Fix is In!

Dear IG’s FUSION,

Why is Sony letting Psygnosis, the
maker of their best games, make
games for the Saturn? Even if
they want to sell more games,
and the games are a few months
old, having those games out only
for the PlayStation would only
broaden the appeal of the system.
| wonder if they instructed
Psygnosis to make bad games for
the Saturn on purpose so they
could say that the PlayStation
was superior?

T.J. Young
Woodstock, GA

If your theory was correct,
Sony could do the Saturn
much greater harm by
porting over ESPN
Extreme Games and
Kileak: The DNA
Imperative—clearly, there’s
money to be made in
porting good games to
multiple systems. See

our Letters column

from last month for the

straightforward answer
to your question.

AN
3 9 mpn

Sony could do
the Saturn much
greater harm by
porting over
ESPN Extreme
Games...

can’t play Ridge Racer on a Saturn today;
nor can you play Daytona on the PlayStation



ON SEPTEMBER 30th,
DINOSAURS WILL FLY!

Because on that day, the home entertainment world starts spinning at 64 bits —
faster than any video game system or personal computer ever made. Live your dream:
Nintendo 64 and its revolutionary 3-D controller will send you as far into the game as you dare to go.
Over the top. Out on the edge. Choose your hero: James Bond, Ken Griffey, Jr.,
Super Mario. Or even Darth Vader. You'll find them on games
exclusive to Nintendo 64. Players will rock. Competitors will weep.

Is it worth the wait?

Only if you want the best!
N NINTENDOS?




CD vs. Cartridge:
Let the Games
Begin

Dear IG’s FUSION,

Why do so many people seem
upset at Nintendo for making the
Né4 a cartridge-based

system? Has anyone noticed just
how DURABLE cartridges are?

| can still play carts that are 15+
years old on my old Atari, for exam-
ple. Does anyone expect to be able
to say the same for the CD-ROM
systems? The CD itself MIGHT last
that long (if you haven’t scratched it
by then), but most players will have
long since gone out of alignment or
otherwise lost their ability to track
the discs reliably. The cart-based
system is NOT dead. Of course,
today’s gamer seems to have a
much shorter attention span, or per-
haps the games themselves just
have less lasting power. It may very
well be that people just won't care
when their PlayStations and Saturns
stop loading games in roughly five
years...

Gregory Legowski
Venetia, PA

The angry parties are
primarily developers, retail-
ers and those in the games
media who realize that 8- or
12-Megabyte cartridges will
be more expensive than CDs
to manufacture, sell and
purchase. Developers hate to
price their games out of the
$50-60 price bracket.
Retailers hate having

huge stocks of expensive
cartridges which are harder
to put on sale than CDs, and
people in the games media
are just beginning to become
aware that third-party N64
cartridges could cost as
much as $80. Do average
consumers care if the new
StarFox game is $69.99
instead of $54.99, or if
Ultimate Mortal Kombat
costs $79.99 on chips instead
of $49.99 on CD? Nintendo
will be answering these
questions in the next year.

iIt’s 2 matter of

control

Dear IG’s FUSION,

As every hardware company tries
to put out a new console, they
also start to add neat stuff to get
prospective buyers’ attention.
From Sony’s memory cards and
new design for the controller to
Nintendo’s even newer controller,
these things enhance our playing
enjoyment and definitely add
some fresh air to this business.
These days, it looks like controllers
have been the biggest issue in the
world. Sony’s controller is very
comfortable and looks very
unique, and of course, becomes
very useful when you need to find
extra buttons. Looking at
Nintendo’s new Né4, their con-
troller carries even more hot stuff
than Sony’s. I'm just wondering: If
Nintendo’s controller is there to
set some standard for 3-D action
games, then how come there are
only two action buttons? | mean,
it probably will work great for
SMB or those games that do not
require a lot of action, but how
about fighting games or even
sports games? | never understood
why Sony had put so many
buttons on their controller until |
played NFL GameDay, NHL
FaceOff and In The Zone.
Sometimes you just need more
action buttons to have total
control of your game, right?
Besides sports games, SF Alpha
and other fighting games will also
need those buttons. So, can you
tell me how are they going to
arrange this problem? Are they
going to use the four “perspective
camera” buttons as action buttons
too? If so, why don't they make
those buttons the same size?
Since | am on the controller topic,
| would like to talk about button
configuration. First, | wonder how
come there are still a lot of games
that would not let you reconfigure
the controls? Sometimes you
don’t feel like using some buttons
and it will cause some delays or
inconveniences when you are
playing that game. Second, since
there are at least six buttons on
either PS or Saturn, how come
some games still force us to use
two keys at the same time? For
example, FIFA ’96 is a great game
but the control is just poor. | need
to press square and X at the
same time to do something and
press square and circle to do
something else, and that goes for
both defense and offense. | think
you know what | am talking
about. What happened to those
L1,L2, R1 and R2 buttons? A good
game needs good control to make
it better. | hope game companies
will remember this.

Andy Cheng
San Diego, CA

INTELLIGENT GAMER'S () FusION

Nintendo’s controller was
designed for versatility, and
people have been confused
by the functionality of the
buttons largely as a result of
their color scheme and lay-
out: Four buttons are yellow,
one is blue, one is green, a
start button is red, a thumb-
stick trigger button is dark
grey and the shoulder
buttons are light grey.The
four yellow “camera
perspective’”’ buttons are
positioned north-west-south-
east, with the green and blue
“action’ buttons to the
southwest of the yellows.
Let’s make this simple: Those
six buttons are arranged in
two rows of three buttons,
just as you’d need for any
Street Fighter-style fighting
game, and their “camera’
or “action’’ designations will
change based on the game
you’re playing. In a 2-D
fighting game, those six
buttons will probably be
your punches and kicks,
whereas a 3-D fighting game
might use them in some
other way.Why aren’t the
yellow, blue and green
buttons the same size!
Perhaps there wasn’t enough
room on the controller’s
face for six large buttons, or
perhaps it was just a design
issue. (Here’s a little related
trivia: The joypad ““cross”
design on Nintendo con-
trollers has been patented
by the company, as have
the distinctive joypads on
PlayStation and Saturn
controllers.) The two light-
grey shoulder buttons, the
red start button and the
special dark trigger button
for the thumbstick will no
doubt have their own specific
applications.

Your point on customized
control schemes is well-
taken, and the staff of
Intelligent Gamer’s FUSION
agrees wholeheartedly,
except when simpler control
schemes make games too
easy. Street Fighter Alpha’s
use of mapped triple-punch
and triple-kick buttons for
super special moves is a
great idea, but imagine a
single mapped punch button
on Street Fighter Alpha that
automatically executes
the best punch for any
situation—yuck, unless
you're a really sorry player.
In rare cases, it’s reasonable
to force you to use two
buttons at once, but other-
wise, let’s hope that game
coders start utilizing the
features that $25-30 stand-
ard controllers can offer.

Healthy
competition

Dear IG’s FUSION,

Just what are all these new video
game companies trying to do?
Don’t they know that they’ll never
get the market share that
Nintendo had with the NES? All
theyre doing is fragmenting the
market and reducing profits for all
the others. Two companies are all
that’s needed, Nintendo and Sega.
Each getting half of the market
share is enough, and they'll keep
each other on their toes. | feel that
people are going to get sick of all
these different systems and may
switch over completely to PCs. |
don’t want this to happen, and
the only solution is to let these
newcomers into the system wars
die. If they succeed, more greedy
companies will try to get in and
that will be a disaster.

Jeffrey Pacheco
New Bedford, MA

The 3DO Company entered
the market with a different
motive: Make a better
game platform, release it
before your competitors
have their next-generation
priorities together, and offer
developers lower per-game
royalties than they’re used
to paying out. In the
process, many developers
were given training wheels
for their next-generation
system development,
resulting in much of the
software we’re seeing now-
adays.The 3DO Company’s
goal was to make money
on a universally adopted
hardware and software
standard, a dream which
was obviously not achieved
in any satisfactory sense of
the words, but at the very
least the company was

not out there to simply
fragment the games
market—they helped it, in
many small but significant
ways. Is Sony considered a
new video game company!?
If so, they've only succeeded
in raising the bar for hard-
ware development a notch
or two, and in pushing Sega
and Nintendo to work
harder on churning out
good software at low
prices. Seems good from
this vantage point.

Support your friendly U.S. Postal
Service with a note to IG’s FUSION at:

IG’s FUSION Communications
1920 Highland Avenue, Suite 222
Lombard, IL 60148
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ON SEPTEMBER 30th,
DINOSAURS WILL FLY!

R NINTENDOS?
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Is it worth the wait?
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Only if you want the best!

“N64 In Japan
alone, in year
one would
easily exceed

all worldwide
sales to date for
Sony’s
PlayStation.”

Peter Main,

executive vice president,
Sales and Marketing,
Nintendo

n a move which will probably
surprise few, Nintendo has
announced that its flagship
Nintendo 64 (formerly Ultra
64) console will be released on
Sept. 30 in North America, instead
of the late April '96 date that the
company had been promising
since November.

The Japanese launch is the
reason for the delay, according to
a letter issued to all of Nintendo’s
retailers and close developers from
Peter Main, Nintendo’s executive
vice president of sales and
marketing. Apparently, after the
November Shoshinkai Show,
Japanese media polls indicated
that 65 percent of Nintendo’s
licensees felt that N64 hardware
would surpass the three million
mark in 12 months. If such sales
indeed took place, it would place
Nintendo in the market as a
leader; as Main notes, “Né4 in
Japan alone, in year one would
easily exceed all worldwide sales
to date for Sony’s PlayStation.”

Under the best circumstances,
Nintendo would be hard-pressed
to manufacture enough systems to
meet demand in both the U.S. and
Japanese market simultaneously.
In addition, only a handful of titles
will be available at launch in
Japan, something that doesn't look
good on store shelves here in the
U.S. (as demonstrated by the six-
title launch of the Saturn).

Nintendo also announced that it
would unveil its mass storage
device in late 1996 in Japan. The
disk drive will use 3 3/4” writable

INTELLIGENT GAMER'S ¢CJ[fp) Fusion

Squaresoft is developing Final
Fantasy 7 for the Sony PlayStation
rather than the N64.
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magnetic media, have a capacity
of 64 megabytes and come bun-
dled with an additional one or
two megabytes of RAM for extra
program space. Currently,
Nintendo has been indicating that
the extra RAM size will be two
megabytes. Rumors peg the disk
drive’s price at roughly $150 U.S.
As we go to press, IG has just
learned of a report out of Japan
that states that Nintendo may be
having more trouble manufactur-
ing the systems than expected. The
report, published by Japan’s Daily
Yomiuri Shimbun, states that
Nintendo may push the release of
the N64 back in Japan as well,
possibly to July. The cause of this
rumored delay is a shortage of
parts, causing a shortfall of up to
300,000 out of the planned launch
of 500,000 machines. This, along
with the recent revelation that
Square is developing Final Fantasy
VIl for the Sony PlayStation rather
than the N64 (more on that story
in this month's Japan Today col-
umn) could mean that the N64’s
launch in Japan may not be as
stellar as Nintendo has forecasted.

From
Project Reality to N64

August 1993
Nintendo announces that it
will be jointly developing a

64-bit system with Silicon
Graphics, codenamed
“Project Reality,” and

scheduled to be released
in 1995,

June 1994

At the 1994 Summer CES,
Nintendo announced that the
system would be called Ultra
64 and showed “the first two

Ultra titles,”’ Killer Instinct

and Cruisin’ USA. Neither
title used a significant part of

the final N64 chipset in its

arcade incarnations.

January 1995
At the 1995 Winter CES,
Nintendo announced that SGI
had completed the design and
testing phases of the Ué4
chipset.

May 1995
At E3, Nintendo said that the
chipset for the Ub4 was
finalized. A simultaneous
release date of April 1996 was
set for North America and
Europe, with the machine set
to be unveiled in November at
the upcoming Shoshinkai
Show in Japan.

November 1995
Nintendo finally allowed the
press and retailers to see the
N64 in action. A release date
of April 21, 1996.is set for the

Japanese release, with the
U.S. release set for some time
in the same month.

February 1995
Nintendo delays the release of
the Né4 in the U.S,, citing an
expected high demand for the
system in Japan. The new U.S.
release date is officially

announced as
Sept. 30, 1996.

Virtual Boy relaunched

N intendo’s launch of its
unique Virtual Boy system
was somewhat less successful
than they had anticipated, but
Nintendo is trying to show
stronger support for
its beleaguered 3-D
machine by
announcing a new
advertising campaign
based around the fol-
lowing upcoming titles:
Nester’s Funky Bowling, 3-D
Tetris and Bound High (working
title).

Nester’s Funky Bowling is a
3-D bowling title starring

Nester, of Nintendo Power fame,
while 3-D Tetris is as you would
expect: a three-dimensional version
of Alexei Pazhitnov’s puzzle game
classic. Both of the titles
should be on store shelves
by the time you read
this. Bound High is a

, “action-strategy-puz-
” zle” game scheduled to
b

e released in May. Tests
of the games, which have
either been released already in
Japan or previewed at Nintendo’s
Shoshinkai Show there, have left
many players wondering why
Nintendo has foresaken Zelda,



iKKonami to create
M2-based Arcade Games

ne of the promises made
0 by many of the next-
generation game system

manufacturers has been that their
home machines would be powerful
enough to be arcade machines,
with the obvious side benefit of
perfect effort-free conversions to
the home console. Sony has one
such joint-development arrange-
ment with Namco’s System 11
hardware, Sega has its ST-V board
and Time-Warner Interactive has
even used hardware derived from
the Jaguar chipset in one of their
recent efforts,Area 51. But the one
player who never entered the
arcade market was 3DO, despite
rumors that first-generation title
Way of the Warrior was to be
released as a coin-op. ‘
Today, all that has changed as
Konami of Japan and America have
both now announced that they
have formed an alliance with elec-
tronics giant Matsushita Electric

StarFox and innumerable
other in-house winners in
favor of moderately interest-
ing software for the machine.

Funky Bowling as Nintendo’s
ace in the hole? It may take a
little more than strikes and
spares to save this Boy.

Industries to develop arcade games
based on MEl’s newly acquired 64-
Bit M2 technology. No titles have
been announced yet, but the first
games using the M2 chipset should
be hitting arcades by the end of

this year. The cost for each board
should be under 200,000 yen

(roughly $2,000 U.S.), putting it
squarely in the middle of the
arcade game board price range,
and Konami expects to ship
between 5,000 and 10,000 pieces of
each game. Konami says that the
M2 games will likely be dedicated
games, which means that at least
the initial titles will not easily be
upgraded to different games as
time goes on.

Matsushita seems to be continu-
iIng to seek partners for its M2
chipset, and it follows that if
Matsushita continues along this
path in persuading coin-op manu-
facturers to use their hardware,
the M2 chipset will have a strong

Futuristic racing is the name of the
game in Konami’s Midnight Run.

INTELLIGENT GAMER'S [ FuSION

“...the first games using the M2
chipset should be hitting arcades
by the end of this year.”

bytes & buzz.::

software base even before the
home console is released, assuming
that the home versions will be rela-
tively simple ports from the arcade
machines. The 3DO Company
retains a license to develop arcade
M2-based hardware, which will
presumably include titles to be
shown in the near future, as 3DO
has previously expressed interest
in developing a broad audience

for titles that will eventually
appear under their label for

home M2 consoles.

Midnight Run
Konami goes 3-D

Konami’s latest arcade effort
iIs Midnight Run, a 3-D texture-
mapped polygon racing game.
With four cars to pick from
and three closed tracks (set in
a futuristic Tokyo), the game
pits you against three other
drivers and good old rush-hour
traffic. Your opponents are
wily and drive aggressively,
but the game doesn’t ““cheat”
the way Cruisin’ USA did with
its overly aggressive Sunday
drivers. Another feature of the
game is the occasional short-
cut, which is more difficult
than the rest of the track, but
can allow you to leapfrog your
opponents. Also in the works
iIs Run and Gun 2, the sequel
to Konami’s successful two-
screen, four-player basketball
game. The player graphics
have all been rendered and
the game, as with its prede-

cessor, will not feature an
NBA license.

Sega of America will begin
a press tour for its 1996
Saturn lineup in late
February, showing off
playable demos of titles such
as Panzer Dragoon Zwei,
Clockwork Knight 2 and
Congo, and previewing titles
such as Fighting Vipers, Indy

- 500, Manx TT and Sky Target

on videotape. Electronic
Arts has purchased the
worldwide interactive soft-
ware rights to the Gen"
comic-book series, and will
develop games for the PC,
PlayStation, Saturn and
other advanced entertain-
ment platforms.The first
products will appear in 1997.

T*HQ acquired the license
from Turner New Media to
create games featuring
World Championship
Wrestling and its stars. The
license includes Hulk Hogan,
Macho Man Randy Savage,
Ric Flair, Giant, Sting and
Lex Lugar.The first games
should appear for the
PlayStation, Saturn and PC
CD-ROM in 1997.There has
been no word on whether or
not “Lobo” Shubert will
make a guest appearance.

The Imagination Network
will introduce Cyber Park, a
3-D virtual reality environ-
ment, this summer. It will be
designed like a city, with
buildings and neighborhoods
housing entertainment activ-
ities and games. Non-player
animated characters include
sorcerers, waiters, butlers
and others. For more infor-
mation,visit

http://www.
inngames.com.

Late-breaking: Japan’s
Enix, developers of the
Dragon Quest and ActRaiser
games, is said to be on the
verge of producing games
for the Sony PlayStation and
Sega Saturn.The company
has neither confirmed nor
denied the story.



Nostaigia hits the
gaming industry

hether you played
your first game of
Donkey Kong in a
pizza parlor or
Super Mario Brothers in a packed
arcade, you probably have fond
memories of your first experience
with a joystick and video monitor.
With decades of game history
behind them, several established
game companies have become
wise to the fact that yesterday’s
gamers are now aching to play the
old games that they grew up with.
Now that selling a single 8-Bit
translation for $60 seems unrea-
sonable, the arcade games of the
early to mid-1980s can now be
found in several home game com-
pilation discs. The most faithful is
Williams/Digital Eclipse’s Williams
Arcade Classics, now available for
the PC and coming soon for the
Sony PlayStation. (Macintosh own-
ers have been able to play WAC
for quite some time, although the
Mac version only offers three of
the six games available in the PC
version.) The compilation features
six arcade games from the early
'80s that were based around
Williams' then state-of-the-art
arcade hardware, including
Defender, Defender Il (formerly
Stargate), Joust, Robotron, Sinistar
and Bubbles. What makes the
WAC package particularly inter-
esting is Digital Eclipse's emulation
technology, which allows the
actual arcade game code to be

run on a PC.

Console users also have a lot of
classic games coming their way.
Namco is bringing out their
Namco Museum series for the
PlayStation—the first volume of
the Namco Museum features clas-
sics such as Galaga, Pole Position,
Pac-Man, Bosconian and Rally-X;
all very faithful versions of the
arcade originals, right down to the
DIP switches that arcade opera-
tors used to customize the
difficulty of their games.

The second volume just released
in Japan features Xevious, Mappy
and Gaplus, among others. (As an
interesting aside, Namco has also
rereleased a few of its classics on
a single arcade board in Japan.
The board features Galaga, Mappy
and Xevious, in both classic and
“arranged” versions.) The first vol-
ume should be available this
month in North America, and the
next two volumes should be out by
the end of the year here as well.

Namco is not the only company
pursuing the classic game dollar.
Konami has also announced that it
will be releasing a compilation of
their popular Gradius games for
both the Saturn and PlayStation in
Japan. Nichibutsu has released a
package with Crazy Climber,
Frisky Tom and Moon Cresta for
the PlayStation and Super
Famicom, and Taito has recently
announced remakes of Darius |

and Chase HQ for the Saturn.

rapidly expanding PC and interactive platforms
worldwide are the future growth engines for
how consumers will access information and

Sinistar and Robotron,
pictured above, were
two of Williams’ most
popular arcade titles
from the early '80s.

Classic arcade game afficionados will find a lot to
like in Williams Arcade Classics.

igital E'cllps'e is a small

company which has typi- ¢

cally involved itself with
writing emulation programs,
which are designed to simu-
late the inner workings of one
computer on another.
Recently, however, they were

tapped by both Williams and

Activision to write emulators

for two different platforms;
the 6809-based Williams
arcade hardware (for
Williams Arcade Classics),

and the 6502-based
Commodore 64 (for the

Quips&Quicks

Walter A. Forbes, CEO of CUC International,
on the acquisitions of Sierra On-Line and
Davidson & Associates: “Our goal is to be the
nation’s leader in content across all areas of
consumer spending in the electronic market-
place. We are making these acquisitions for four
reasons: First, we strongly believe that the

Win95 Commodore 64 Game
Pack). Currently in the works
at Digital Eclipse are @

 Windows 95 and PlayStation

versions of Williams Arcade
Classics, along with several
other products that they
could not talk about as of yet.
The PlayStation product is

currently in a rough beta

state and reportedly per-
forms very nicely, making the
PlayStation the current plat-
form of choice for gamers
looking for a quick shot of
nostalgia.

Ken Williams, CEO of Sierra On-Line, regarding Sierra’s
merger with CUC International: “l firmly believe that the
Internet will become pervasive in society and represents
an unparalleled opportunity. | am not certain whether
interactive entertainment or electronic commerce will
represent the ‘killer app’ on the Internet, but | feel that
these two categories, [in] which Sierra and CUC are the

industry leaders, are definite contenders for this honor.”

Laurie Strand of Broderbund, discussing Myst, the first

CD-ROM to sell 2 million units: “When Myst was released,
we knew that it was a great game, but the way this prod-
uct has affected the software industry is astounding. Myst
is to CD-ROM what Charlie Chaplin is to silent movies
and Pac-Man is to arcade games.”

conduct commerce. Second, education and entertainment are two of the
fastest growing areas of consumer spending, and Davidson and Sierra On-
Line are pre-eminent in these sectors. Their products are ideally suited for
the rapid penetration of the PC and Internet into consumers’ homes.
Third, CUC International has an unparalleled track record of providing
high-quality goods and services to consumers in both traditional and
interactive ways. And, fourth, combined with our plans for the electronic
marketplace, these acquisitions will enable CUC International to broaden
our content reach beyond our current offerings to establish one of the
most compelling content areas in the interactive world—one that com-
bines education, entertainment, value-oriented offerings and the ability

to transact.”

Doug Glen, President of Mattel Mediq, discussing the new
company’s line of children’s products: “Most of the compe-
tition in the entertainment multimedia marketplace is

crowded into the action game area...we believe that a real
mass market will emerge for family-oriented software dri-
ven by trusted brands and built on interactive fun which is
accessible to younger children, girls and adults alike.”
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IG Exclusive:

First Official Word on Rare’s
Killer Instinct 64

ot on the tail of its recent Killer

Instinct 2 arcade release, the first

actual details of Rare’s plans for the

Nintendo 64 update to the one-on-
one fighting game series have started to emerge
on U.S. soil. Intelligent Gamer’s FUSION has
learned that while conceptual work on the title
(today proceeding under the working name
Killer Instinct 64) began some time ago, the
game’s development team was occupied with
finishing KI2 for the arcades and only started
programming work on the home game in mid-
January.

Contrary to Nintendo’s original statements
regarding a “100 percent perfect translation” of
the first Kl for what was then called the Ultra
64, the game that Nintendo will publish will be
only loosely based on the two Kl arcade
machines. The official reason? KI and KI2 are
actually just prerendered 2-D games, according
to Nintendo, and they want a 3-D fighting game
that will showcase the N64’s abilities.

In a discussion with Rare’s President Joel
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Hochberg, IG’s FUSION was told to
expect a home version of Kl that
combines the floating camera 3-D
visuals of Battle Arena Toshinden

with the play mechanics and ren-
dering quality of Rare’s arcade KI
games. “We're using our look, our

feel and our expertise, and we're
creating quite a different product,” says
Hochberg, noting that the new game will draw
characters and background

concepts from the Killer Instinct arcade games,
adding original character and background
designs while removing any characters or mate-
rial that perform less than favorably in the new
3-D environment. As they will now appear in
settings similar to Toshinden, characters will
reportedly be able to sidestep attacks and
further utilize 3-D movement (imagine how

the N64’s dual joypads might come into play),
and characters will continue to retain the high-
powered combination attacks that are Killer
Instinct’s distinctive trademark.
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While the style of background artwork is “a
company secret,” according to Hochberg, IG’s
FUSION speculates that the backgrounds will
feature 3-D polygon-based objects akin to the
arcade backgrounds in Virtua Fighter 2, as
opposed to the flat 2-D scrolling background
artwork found in that game’s home versions.
Less memory-intensive and more versatile than
the cycling movie backgrounds (saved picture-
by-picture on a hard drive) found in the Kl
arcade games, polygonal background artwork,
likely with prerendered textures, a la Final
Fantasy VIl for the PS, will add extra visual gloss.
Rare reports that the game will be shown for
the first time at E’.
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JUST BECAUSE IT'S ONLY A GAME DOESN'T
MEAN YOUR HEAD HAS TO BELIEVE IT.

INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD. VIRTUAL i-glasses! GIVE
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SPATIALZED AUDIO VPC & VR PRO MODELS AVAILABLE STARTING AT $599

HURRY UP AND HEAD OUT TO YOUR NEAREST OR CONTACT VIRTUAL i-O AT 1-800-646-3759 OR http://www.vio.com.
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All trademarks are the property of their regiaierﬁd owners. Paychm I*'.._iH}-' ﬁxdvernamg created this and Grant Wataru Horiuchi took the cool phu!c:




THE ROSWELL UFO CRASH.

A PACKAGE.

A SERIAL KILLER.

A GOVERNMENT COVER-UP.

A MYSTERIOUS WOMAN.

A MISSING MAN.

A TERRIBLE SECRET.

AND YOU NEED TO SHAVE.

[T CAN'T GET ANY WORSE...

arly 1996 wasn'’t

supposed to be full of

important announce-
ments—after the holidays
end, conventional wisdom has
it that things are supposed to

quiet down until right before .

E’ begins in May. Tell that

to Nintendo, Sega, Sony, 3DO -

and Atari: Each has been
involved in a major story
since New Year’s Day, though
most of the stories haven't

been pleasant ones.You can »

read IG’s print and online
news sections if you want to
see stories on the Nintendo
(Ultra) 64 delay, recent lay-
offs at Sega and Atari, the
management change at Sony
Computer Entertainment and
the big Konami and 3DO
team-up announcement.
Sure, these are big news, but

just wait until you hear about

what’s coming for the rest
of 1996.
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ccording to sources
A intimately familiar
with Matsushita’s

plans for 3DO’s M2 technol-
ogy, developers have been
told to expect the next in
3DO’s line of increasingly
powerful M2 development kits
quite soon.While the first kits
were performing reasonably
and showing off much of the
core M2 special effects tech-
nology—features which are
similar to those in the
Nintendo 64—the most
recent kits are reputed to be
roughly four times faster than
before, allowing the M2 to
push 500,000 texture-mapped
polygons on screen at once

with all of the special effects
turned on, which would be
close to twice what the Né4
can realistically do.

o

most of the‘ 1

ot

Let’s start with Nintendo
Third-party developers are
incredibly worried about the
near-term costs of making
Nintendo 64 cartridges, and
many informed developers

are estimating that non- |
Dream Team game |
carts—those made by '
Konami or Namco, for exam- I
ple—will wind up with $80-90 |
price tags, which is too much |
for the average consumer. A
Unusual as it may sound,
developers are thus
anxiously awaiting the pricey
(~$150) N64 Game Disk |
peripheral simply so that they l
can sell software within the |
$50-60 range.
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Impressive! Yes, and even moreso E

if the second part of our sources’ |
story is accurate: It has been

claimed that Matsushita now

intends to include eight
megabytes of RAM in its final M2 ==
specifications, double the amount Vi
of RAM in N6é4 machines, and

will still price their first M2 con-

soles at the bargain-basement

price of $299.99. While this

sounds next to impossible to

anyone familiar with current

RAM and component costs for
hardware—Ileaving IG’s FUSION
somewhat skeptical-—our

sources indicate that Matsushita
would be relying on its massive
internal production facilities to
manufacture the necessary RAM

chips, shaving some of the profit

cost away from the price of the
silicon. So that makes one core
chipset, 8-Megs of RAM, one
quad-speed drive and a packed-

in controller for $300? Sure, and
would you like a frosty shake

with that/
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What's going on with Sony? Well, the company seems ready to [

| bottom-load the year with good software, use North American I
B manufacturing to drop the PlayStation’s price appreciably, and sit |
' in waiting here until then as its Japanese market is literally l
j

SIARAING:
BARRY CORBIN, TANYA ROBERTS,
- KEVIN MCCARTHY. AND CHRIS JONES
going on g L e
o ST

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

| flooded with new games from month to month. The company’s
| conservative strategy should give people plenty of time to pool
| their money...but will they use it on Sony products!
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Saturn picked up when B The situation with 3DO is
Virtua Fighter 2, Sega Rally B interesting, to say the

and Virtua Cop appeared, [l least. Developers all say
and now the company is B8 that M2's architecture is
praying that another round @& somewhat more powerful
of Model 2 arcade conver- 88 than the Nintendo 64 and sy |
sions (everything from &8 that the CD-based games | e ok

Fighting Vipers to Indy 500 [l will be cheaper to manu- | - A (D CINEMATIC EPIC Compatible With DOS & Win
to Cyber Troopers) will -8 facture than either carts |
buoy the system again 8| or Nintendo disks, but
come September. Without many developers are now | %
an hit arcade game in the !| operating under the belief | 95 o Virtual WUfld Eﬂgme With Full Freedom Of
package—and let’s face it, | & that the first M2-compati- |

neither Indy 500 nor Sega ble machines may not be

Rally touched Daytona released until 1997. v

USA in the arcades—Sega Delaying the underdog M2 | Movement=No REﬂdETEd PUThS e Two \.EVE‘S 0](
is preparing new Sonic would probably mean ;;

titles and a possible $199 more to Matsushita than
Saturn price tag to rejuve- delaying the vaunted N64

nate its hardware for the vl eank-to Kiintands, | Ploy—Choose Complex Hint System Or Bonus Points,

PRESENT: THE PANDORA DIREGHVE:®
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holidays. On another front, but it would place a $299
the company is still said to M2 machine in direct com-
be working with Matsushita | | petition with a combined
. on a common DVD-based | Nintendo and Disk Drive | =
game system, which | combo. | hg > R
' according to Matsushita’s |
current plans will contain a
' M2 chipset at the core. _ ,
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Puzzles & Locations  Three Routes Lead To Seven

What's happening with | ow does SNK intend Dlh[erem_ LHUIHYD
Sega’s long-rumored dedi- | to port over their |
cated VR game platform? | Neo*Geo CD mega-
Now that the whole VR . megabyte fighting games to
craze has quieted down the Saturn without bogging
and both Atari and Hasbro | down Sega’s users with the
have opted out of testing trademarked SNK juggling
| the home VR lawsuit monkey? The Dual-ROM sys-
waters, Sega may opt to tem. SNK’s first game, King
S ! change its plans for of Fighters 95, will be a
S W console-based VR. combined cartridge and CD
""" iy title which contains part of
. —— the game (reportedly the |
character data) on a quick-access cartridge, and the other i i
part (reportedly the backgrounds, game code and music data) o .
on a CD. It's an ingenious strategy which—if properly imple-
~mented—will eliminate the character-to-character load time
problems which have plagued many of SNK’s best fighters and
particularly the KoF series, and will still remain generally T Bt N
affordable to the average consumer. B i .1- S
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Worklng
Designs

Acquires
Dragon
Force

w orking Designs has
announced that it has
acquired the rights to translate
and release the strategy/RPG
game Dragon Force for the Sega
Saturn platform in the U.S.Touting
the game as similar to the vaunted
Super Famicom/Super NES
strategy/RPG title Ogre Battle,
Working Designs notes that you
see hundreds of fantasy-themed
warriors on the screen at one time
during battles—a visual feature
made possible by the powerful
sprite engine in the Saturn—and
can cast catastrophic spells (pic-
tured here). In addition, Working
Designs hopes to appeal again to
fans of Japanese animation with
cinematic scenes filled with manga
artwork in television-quality ani-
mations.

Lots of troops? They're in there.

Magic spells? They're in there.

INTELLIGENT GAMER'S @€ Fusion

£4 Super Mario
64
L Nintendo/Nintendo 64

o Tetrisphear
z H2O/Nintendo 64

Contra 321
-«

Konami/PlayStation-

g Saturn

PilotWings 641
Paradigm/Nintendo 64

foum
Final Fantasy VII

' Square/PlayStation

& Resident Evil
E Capcom/PlayStation

Panzer Dragoon li
Sega/Saturn

I .
Killer Instinct 64

s Rare-Nintendo/
Nintendo 64

o

Tekken 2
& Namco/PlayStation

e Iron Storm

: Working Designs/
Saturn

u (1 = Denotes Working Title)

) Ultimate Mortal
Kombat 3
Midway

Tekken 2

Namco

Open Ice
Midway

Marvel Super
Heroes
Capcom

Midway

Viper
Fabtek

ARCADE GAME

1]
SNK

Raiden DX
Fabtek

Bucky 0’ Hare

Konami

Twin Eagle Il

Seta

|G’s FUSION counts
down the best

of this month’s

2
3
4

Mortal Kombat 3

6

f
8

9

10

Sega’s Panzer Dragoon Zwei (2) knocked /G’s editorial staff for a loop—

we can’t wait for the final.

EDITORS’

games...and more

'I...

Thai
(Green Curry Pork,

Mee Krob, Shu-Shi Duc

Vietnamese

(Hu Tieu Dac Biet,

Summer Rolls, Beef Yum 2
Salad)

Szechwan

Chinese 3
(General Tso’s Chicken,

Szechwan Beef)

Indian

(Tandoori Chicken,
Lamb Curry, Rasmalai)

Mongolian
Chinese

(Mongolian Beef, 5
Genghis Khan [not
edible, but he rules])

Korean
(Bulgogi, Meat Jyun,
Bi Bim Kook Soo)

6

Japanese 7
(Tempura, Soba, Mochi,

Tonkatsu)

Cajun-American
(Cajun Blackened Steak,
File Gumbo Soups)

TOP CULTURAL CUISINE

Moroccan

(Basteeya, Honey- 9

Almond Chicken)

American Crap

(Pizza, Chicken Wings1 O
[Spicy], Pork Rinds,

Hot Dogs)

Namco’s Tekken 2 will be a better-
than-arcade perfect port of the orig-
inal game, yet original software
dominates the majority of this
month’s Console Most Wanted.




.--'-..--:'-

s WINDOWS® 95 version
iIncludes advanced
'World Builder!

B4 out performs both
WARLORDS II™ and MASTER OF MAGIC™ 9

But don't take our word for it...

MK pii

“5 out of 5”

Computer Gaming Review Computer Gaming World

“A great game. A sleek, fast moving combo of MOM and WLIL.”
Wade Glasscock—CompuServe

“I’ve probably spent over a grand on games and I gotta say
that this is the BEST yet! I've been spending too much time

playing and not sleeping, my hat’s off to New World.

Scary.Jerry—CompuServe

“One of the most enjoyable games of the year.”
Ned Gaskins—PC Gamer

he realms of Might and Magic are expanding. New lands have been discovered and you must rise
to the challenge of conquering them. Now with the Windows® 95 version, a new “World Builder,
16 new scenarios and multiplayer capabilities, Heroes of Might and Magic has no competition.

1 Win the ultimate gaming multimedia system. Enter New
World Computing’s scenario builder contest. Contact us
at: newworildco@aol.com or http://www.nwcomputing.com

. Available at your local software retailer or order direct from New World Computing at
4 1-800-251-9564 (818-734-7136 outside the U.S.), or by mail:

Y PO Box 4302 Hollywood CA 90078-4302.
' wmgmammammmmm
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Dallas-based Paradigm Simulations has been
working with Nintendo to develop a sequel to
the classic Super NES flight simulation

PilotWings...

ISREED EUELS
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1 he Nintendo 64 has largely
remained a mystery to the
world for over a year now.
Nintendo has kept developers’
mouths and doors sealed in a
mostly successful effort to control
the flow of information about
upcoming software and acces-
sories for its new machine. During the media blackout,
Paradigm Simulations, a leading Texas-based developer and
pioneer in the field of Silicon Graphics-based flight simulation
software, was commissioned to work on Pilotwings 64, the
sequel to one of Nintendo’s earliest and best Super NES
releases. Intelligent

Gamer’s FUSION
recently had a chance
to sit down and discuss
the game with Dave
Gatchel, vice president
of Paradigm’s
Entertainment
Applications group,
and Matt Yarbrough,
Paradigm’s new market
developer.

r is the game from completion?

by Peter Bartholow
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that run on the SGI machines, so we've
actually been working on the Nintendo 64
far longer than we've actually had the sili-
con in hand. Developing content is
something we enjoy doing because it helps
flesh out our tools. All of our demos were
made to show exactly what our tools
were capable of. We also want to do that
with the Nintendo 64. We were the first
developer on the hardware when SGI first
began implementing the chip, making
Paradigm the first third-party developer

” for the Nintendo 64.
We

IG: Tell us a little about Paradigm’s past.

Matt:We're a five-year-old company
that was started in 1990 by three men
who came up from Merit Technologies:
Wes Hoffman, Ron Topal and Mike
Hingledinger. Right now, Ron is the presi-
dent of the company and has basically
taken over the business aspects as well as
some programming. Mike is our main
software engineer, and Wes our database
engineer with Chuck Walters, who
basically developed most of our
databases for all of our sim-
ulations. Essentially, they
set off to prove that
one can develop real-

were the

time simulations ﬁrSt deVEIoper
using Silicon Dave: | got started
Graphics hardware. @I €the hardware... i the sim business in
Before that idea " - 1979, and pretty
was presented, maklng Paradlgm much my whole
companies needed - career has been

the first third-

party for the

to use proprietary focused on that. |
N64.”
=

IG:What were the two of
you doing before coming
to Paradigm?

equipment from com- used to customize
panies such as Evans graphics software for
and Sutherland and Evans and Sutherland for
Lockheed/Martin. The use the first five or six years

of SGls greatly reduced the of my career. After that, | went
price/performance ratio, and into Research and Development
and developed hardware and software

for graphics subsystems, all targeted at
training applications.

we've always been very successful with
that. We've always been more of a tools
company than a content company.
Basically, we've had three flagship prod-
ucts.VisionWorks has already been phased

Matt: | worked in film for a number
of years, specifically for Sony
and Miramax.

ol - 5 ' IG:What companies has
B I e d Paradigm developed flight
ks o simulators for?
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Matt: It’s a huge list of com-
panies. We get pigeonholed

o
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out partially due to SGls own Performer
software, but it was a graphical API for
SGI. After that, we developed VEGA and
AudioWorks, which are our 3-D realtime
offline tools and runtime API's. That’s
pretty much the same approach we're
taking with the Nintendo 64.

We've developed a set of tools for the
Nintendo 64 built on top of VEGA called
UltraVision. That allows us to build games
modularly, develop entire environments _:
and systems, do things like animation pre- b

o )
i

.

nlt &
viewing and do a lot of editing of the i M‘ g

45 kmiht

levels without actually having to go down

to the hardware: We've got emulators N
- B ot SN

into the flight-sim market more than we
deserve, since we've also developed a
number of marine and driving simulators
for everyone from BMW and Volvo, to the

U.S. Navy and Air Force.

IG: Does being based in Dallas present
itself as a hindrance, considering that
Silicon Graphics and the rest of the indus-
try are out in Silicon Valley!?

Matt: Actually, we have a lot of debates
about that. | don'’t think so at all. It’s
been surprisingly easy for us to get some
very key people out here—people very
well known in the industry. They came to
Paradigm because they liked what the
company was doing, but also because they
liked Dallas. Our standard of living is
great, the weather’s warm and there are
no state income taxes. Also, one thing
that Nintendo is very into is having its
developers off on individual islands to

 SERILEVEL
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PARADIGM
Simulation Inc

BEFORE THE 64

Paradigm Simulations made a
name for itself doing Silicon
Graphics simulations (land, air
and sea) and development soft-
ware, including the very
realistic-looking Cobra heli-
copter simulation (above and
below) and Vampire, another
impressive flight simulation. SGI
software requires higher reso-
lution monitors, tons of
megabytes of memory and a
large bank account: SGI work-
stations run from several
thousand to literally $100,000
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SOEk—8 “Our
relationship

- with Nintendo has
been so good that
the only other
platform we've been
looking into
is PC.."

a point where the passing on of data
doesn't really require local development.

or more. As you
would guess,
Paradigm’s simu-
lations have the
power to be

pretty amazing:
They run in high
resolution, show
off flawless tex-
ture mapping and
display worlds with
more polygons than
Raymond Babbitt could

count. Load management makes
it possible to display far-away
cities which begin to use up
more and more polygons as you
get closer to them, just as they
would become more detailed as

you approached objects in real
life. Guess what? The Nintendo
64 supports that feature, too.

IR N VWSS

prevent cross-contamination of
the products. | can understand
that as we go off and film things,
show them on a worldwide level

and we realize how good they are.

| think being able to be away from
the hubbub on the West Coast
allows us more freedom. Having
worked in the film industry, I've
seen how one is watching what
everyone else is doing. | like being
off on our own and creating
something original.
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Dave: | used to think
that there was a hindrance
involved with living away
from everyone else, but I'm
becoming less and less
convinced of that as time
goes on. A lot of our wor-
ries really came about
when we started getting
involved in entertainment,
as there is an obvi-
ous push for it out on
the West Coast.
| think you're
seeing more
and more
companies
developing
games in this
area, thanks
to companies
like Origin
and id.

Matt:
Networks, the
Internet and things of
that nature have gotten to

Dave: Our location hasn’t stopped us
from spending a lot of time out in SGI’s
Mountain View-based operations
contributing to its projects. Of course it'd
be easier if we were down the street, but
we're not, and we've adapted accordingly.

INTELLIGENT GAMER'S 2|« IITRIDTY

IG: How did Nintendo come to know
Paradigm well enough to entrust
PilotWings 64 to you!

Matt: | think it came about for a lot of
reasons. One was that Nintendo wanted
companies with a history in 3-D, but had
also worked in entertainment. That’s why
they came to us and Angel, as well as
some of the other developers they've
hired. We're not known as huge game
developers. The other thing was our close
relationship with SGI throughout the
years. Whenever they've come up with a

new graphics subsystem, such as

the Nintendo 64’s Reality

Engine, they wanted us to make

—-4 the demos for it. Silicon

Graphics has always been a
hardware company and has
always relied on its partners to
show what the company’s hard-
ware could do, and we've
always been one of the com-
pany’s favorites for that. It was
a natural step for them to rec-
ommend to Nintendo that we
be some of the first people to

go out there and test the hardware out.

IG: Having been approached by
Nintendo through SGI, have you been
approached by any other video-game
companies?

Matt: Actually, we have, but our rela-
tionship with Nintendo has been so good
that the only other platform we've been
looking into is PC exploitation, and we’ll
still do a large amount of location-based
entertainment.

IG:What has working with Nintendo
been like?

Matt: PilotWings 64 has been a com-
plete collaboration with Nintendo. They've
developed all of the intellectual property
for which we've been the technologists to
flesh it out.

IG: On the subject of the game itself,
you'd targeted the game to be complete

by the beginning of March. How close are
you to achieving that goal?



Dave: | think we're approaching closure
on it. It should be ready for playtest by
the third week of March.

IG:Would that allow it to make the " - .
April 21 deadline for the Japanese launch?

Dave:Yes, we're coordinating the dates
with Nintendo. As Matt said, our relation-
ship with Nintendo is a collaboration, so
they're prepping us for the dates we need
to make in order to be ready for launch.

IG: So Paradigm’s schedule has been
unaffected by the U.S. delay?

Matt: Not at all. We hope we're going
to be one of the titles available during the
Japanese rollout, as we will have it
to them in time for the rollout.

R B S I L el

IG:What has the
Nintendo 64’s con-
troller allowed you to
do with the game
that you could not
do with something
along the lines of a

L sk

IG: PilotWings 64

) has obviously been IG: PilotWings was originally the brain-

f:;le:r:q s in development from child of Nintendo’s Shigeru Miyamoto.
' before Nintendo What level of involvement has he had with
Mace | think more v had alrn?uncedrthe this project?
. . - controllers specifications—
tnf:::e:el_.;:? |i?]g'uﬂ;l_%w$§rld_ :::tt: rough most people assumed that Dave: Well, it'’s obvious that he origi-
The analog joystick has such y the machine would have a stan-  nated the concept, but we haven’t had a
a nice, precise feel. It really dard digital pad. How much of a lot of direct contact, yet he’s definitely
shocked us when we first got it because rewrite was needed once you actually got  directed the project. We have one of Mr.
we weren't expecting as much control the final controller in your hands? Miyamoto’s assistants, a Mr.Wada, who
over the crafts as we ended up getting. : ApRnS: THDS: e i tl:uen P e
One of the major problems with simula- Dave: Not g lot. Before it was progress bac!< to Mr. Miyamoto. Th'rough
tions on console platforms have been the Pnnounced. Nintendo I'!ad early ideas that Mr.Wada, he’s directed the product’s
controllers, as they haven't been that it would b.e an anult::g input. Ve actually content and where he'd like to see it go.
accurate. Having a number of different worked with & modiied Super INES con- =
troller through most of the game, and by IG:What sort of creative limitations

buttons to input with also helped a great
deal. From our standpoint, the controller is
a great way to let the players integrate
themselves into the simulation.

have been set up for Paradigm in working
with Mr. Miyamoto?! Have you had the
chance to put in things you want, or have
you simply been constructing Mr.
Miyamoto's vision?

Dave: The smoothness of motion the
controller gives us is much better than
anything we could’ve achieved with other
input devices. That'’s been a great benefit
for us, since we are trying to create
games with realistic flight models.

Dave: It’s definitely a collaboration,
which is not to say that Nintendo doesn’t
have ideas as to where they want the
game to go. | think it’s part of Nintendo’s
whole creative process to let a game
evolve. We've talked to a number of dif-
ferent game developers, and Nintendo’s
unique in that they don't like to set up
a lot of structure for the developers to
follow. They've given us a series of exer-
cises to complete, and the game evolves

the time we were ready to
integrate the motion

e A -l | model, we had a mock-up from that. We've had ample opportunity
-~ o2 to work with. to suggest different tasks, special effects
and other things that we feel work
Matt: We knew what out better.
Lo they were going to do even
s though we didn’t have it in IG: Does PilotWings 64 follow the
e our hands. For a while we classic Miyamoto “learning” style of
were using this big, beige gameplay, like that exhibited in the
box that had buttons all original PilotWings?
over and an Dave:Yeah, it is. The early levels are
analog joystick. designed to help the user build up skills to

INTELLIGENT GAMER'S @] ) Fusion



help in later levels. The game is very
much goal-oriented like the original
PilotWings with tasks set out for the
player to achieve.

Matt: | think one of the big differences
between the 2-D [Super NES] version and
the 3-D [N64] version is that, while there
is sort of a linear flightpath with mile-
stones, people are given the
opportunity to explore with
waterfalls and city
streets. | prefer, myself,
to stray from the set
course and explore
the rest of the envi-
ronment. There are
some pretty
amazing things hid-
den out there. The

THEY CALL HIm
“EGGHEAD SHRED"

Well, at the very least, he
seems a little more creative
than Bubsy the Bobcat. When
Paradigm wanted to show off
its 3-D development tools, the
company came up with a
bizarre little snowboarding
‘““mascot” character named
Egghead Shred—you know, the
type that Rick James would
say, ‘““You don’t bring home to
mother.”
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“While
thereis...a
linear flightpath
with milestones,
people...explore
with waterfalls
and city
streets.”

camera angles also allow us
to give players a more
exploratory view of the
game than what was possible
with the 2-D plane in the
original game.

IG:
\.th 128 kmaZh
items
did
Paradigm want to
add so that
PilotWings 64

became a true
sequel and not just a
neat 3-D version of the
original?

Dave: Well, being in a 3-D world
does actually turn out to be enough. We
wanted to integrate the actual environ-
ment more within the gameplay with
geographic obstacles, something not
possible with the 2-D plane of the original,
which was more of a background than
anything else. We tried to put tasks and
Easter eggs throughout the game to

&

-

What’s most impres-
sive about Paradigm’s
engine? Highly detailed
textures (see the
villas, left) and envi-
ronments that seem
never to suffer from

reward players with higher scores and
increased skills. Things l<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>