
Sony 

PlayStation enters the Mild 

A full year since Sony's first announcement, the 
PlayStation has finally arrived. Edge reports from the 
Japanese launch, takes a screwdriver to the hardware 
and roadtests Ridge Racer - see review, page 68 9 771350 159007 





The Sony PlayStation: 
hardware launch of the decade 

And so the waiting ends. Sony's very first dedicated 
games machine has arrived, and by God has it been 
worth the wait. 

Never before has a hardware launch been so . . .  

right. Everything from the casing to the sexy black 
COs to the bri l l iantly designed memory cards to the 
sheer power of the beast. Sony hasn't overlooked a 
single thing- it has delivered, just l i ke Edge always 
said it would. 

And in so doing, Sony has squeezed everything 
from the CD format. We're now in a position where 
a near-perfect conversion of a state-of-the-art 
coin-op is thrown into RAM in one go, taking around 
ten seconds. But then you never really notice, 
because you're too busy trying to rack up that 
elusive 'Perfect' on the Ga/axians loading game - a 
wonderful juxtaposition of the old and the new. And 
Edge will be most disappointed if the entire game 
isn't in there somewhere ... 

Similarly, Namco has worked wonders in the 
paltry few months it has had to convert a massively 
complex arcade game to a brand-new and untested 
console. Masaya Nakamura, the chairman of Namco, 
now has the perfect platform with which to get back 
at his old adversaries H i roshi Yamauchi and 
Nintendo. (Who, it must be remembered, unveiled 
the laughable Virtual Boy just two weeks before 
Sony's machine went on sale.) 

Even Sega's Saturn, which so impressed 
everyone when it arrived j ust a few weeks ago, now 
faces the most daunting of battles with a l imited 
supply of worthy software. 

The PlayStation - and Sony - have arrived. And 
everybody else had just better watch out. 
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Queues for Saturns (top left) PlayStation launch (left) and Saturn 

Toshlnden (left) and Motor Toon Grand Prlx 

V/rtua Fighter (left) and Ridge Racer 

i n s idev iew 1 
6 News 

Edge travels to Japan to report firsthand on the 
Saturn and PlayStation launches. 
Shoshinkai show: Edge witnesses the worldwide 
debut of Nintendo's Virtual Boy in Tokyo. 
H DCD: does this new digital video standard mean 
the end of MPEG I ?  Computer Graphics Expo: 
Europe's answer to Siggraph kicks off 

20 Subscribe 

22 Letters 

Videogames may seem like the most dynamic 
sector of the consumer electronics industry at 
the moment, but the intertwined technologies of 
video and hi-fi are undergoing equally momentous 
change. Edge looks at the new 'home 
entertainment' hardware that is transforming the 
audiovisual experience in the home and wonders 
if it will affect the way we play games 

56 Sony PlayStation 
O n  December 3 ,  Sony launched its first games 
machine in Japan. The PlayStation can only 
enhance the reputation for quality and innovation 
of the company that created the Walkman, but its 
development process wasn't without hiccups. 
Edge explores the history of the machine and 
asks if a newcomer like Sony can succeed in the 
notoriously difficult videogames market 

The finished version of PlayStation Ridge Racer 
arrives in the Edge office. Does it live up to its 
reputation? Find out in the first UK review 

91 Retroview 
This month, classic Spectrum game Lords Of 
Midnight is inducted into the Edge hall of fame 

92 Back Issues 

94 Recru itment 
Are you a n  undiscovered Shigeru Miyamoto? I f  so, 
a lot of companies would like to hear from you 

Edge talks to A TD, the British company that 
took a bath when the Konix system folded but 
bounced back to create Cybermorph for the Jaguar 

104 Q&A 

The videogames equivalent of the Delphic Oracle 
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Saturn and PlayStation: the next generation takes offjpage 8 • Shoshinkai show: Virtu a l  

Boy u nveiledjpage10 • HDCD: i s  MPEG1 doomed? /page 12 • Computer Graphics 

Expojpage 14 • Virtua Rghter 2/page 18 • Nintendo and Sega s l u m p/page 17 

The latest news from the world of interactive entertainment 

Sega and Sony 
Edge witnesses the 
biggest videogames 

events since the 

launch of the SFC 
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The PlayStatlon's 
system ROM Includes 
a CD player (centre) 
and an excellent 
memory management 
system (above)- each 
card has Its own 11 
data pigeonholes 

sell the dream 

The PlayStatlon's styling Is pure Sony. The unH Is relatively small, measuring just 270x180x60mm, and the joypad Is 
bordering on the minute - trying to hold lt wHh fingers posHioned on all four top buttons (top left) Isn't easy 

-----



December 3 In lkebukuro, Tokyo. Punters queue up for the PlayStatlon on 
the off chance of picking up unbookecl machines. Most were successful 
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UHimate Parodlus 
Deluxe (top), A.IV 
Evolution (middle), and 
Ridge Racer (above) 

Onsale now 
At the time of writing, the 

following PlayStation 

games were available. 

• Ridge Racer 

(¥5800- £35 

• Ultimate Parodius Deluxe 

(¥5800) 

• Crime Crackers (¥5800) 

·• A.IV(f7800), A.IV 

Evolution (¥10,800) 

• Powerful Family (¥6950) 

• Mahjong Station Mazin 

(¥6000) 

• Tama (¥5800) 

• Smiley Policewoman 

Pachinko Hunter (¥6800) 

• Twinbee Puzzle (¥5800) 

• Motor Toon GP (¥5400) 

• King's Field (.¥6300) 

year after Sony first revealed 
the existence of the PlayStation 
project, the company has finally 

delivered its most important consumer 
electronics product of the decade. 

The December 3 ship-out of 
100,000 PlayStations to stores across 
Japan was highly successful but 
surprisingly, was not met with the 
same euphoria-charged reception that 
the Saturn received on its November 
22 roll-out (see pages 8-9). 

However. the queuing phenomenon 
associated with big Japanese hardware 
and software launches was in evidence 
for the Sony machine. On the morning 
of December 3, Edge checked out Bic 
Camera in lkebukuro, a shop which, 
two years ago, had 12,000 people 
waiting outside for the SFC cart Dragon 
Quest V. Sure enough, by 9am a small 
group of cash-padded gamers had 
assembled to snap up those machines 
that hadn't already been booked. An 
orderly queue was managed by shop 
officials, who gave out numbers to 
people as they arrived. Edge joined the 
party and after a short while handed 
over the required amount of yen. 

On the day, Edge was able to buy a 
PlayStation for just ¥37,000 (£245), 

saving ¥2800 (£18) on the list price -
some games and electronics shops 
were offering discounts of up to 7%. 
The machine itself comes packaged 
without a game, and- like the Super 
Famicom - a single joypad with an 
infuriatingly short lead. Thirdparty pads 
from Namco (the Negcon, which should 
be available now), Sunsoft and Ascii 
(March and February, respectively) 
should rectify the problem. Other 
accessories available (or due soon) 
include memory cards, a link-up cable, 
a mouse, and an RGB SCART cable. 

Now that Edge has had time to get 
to grips with the finished system, it's 
no exaggeration to say that Sony's first 

news ! 
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Playable PlayStatlons with Ridge Racer 
(top right) appeared In Aklhabara (top) 
a week before the launch 

games console is a tremendous piece 
of kit. Even switching on the system is 
an experience: a sonorous tone booms 
out as the Sony Computer 
Entertainment logo fades in onscreen. 
If a game CD isn't in the tray, the 
PlayStation's internal system ROM 
operates a music CD player and a 
memory file system. This latter feature 
is, quite simply, the most intelligent 
game-save facility ever devised. Sony's 
petite memory cards are sold 
separately (¥2,000/£13), each card 
containing 128K of SRAM. The memory 
system allows files to be edited and 
even transferred from one card to 
another, a unique Sony solution to the 
problem that every other CD system 
has been plagued with. 

In almost every respect, the 
PlayStation has surpassed people's 
expectations. As a performance 
yardstick, Ridge Racer is outstanding: 
the loading system is revolutionary, the 
graphics are incredible, and the 
conversion packs plenty of extra 
features to extend its longevity. 

Sony has delivered an astonishing 
piece of hardware, and a range of 
spectacular titles is on the way. Only 
those UK gamers with exceptional 

A typical Japanese games shop In Aklhabara (left). Shops like these 
announced the availability of both machines several weeks ago (right) 
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From top: Sega's 
mouse, the joypad and 
Vlrtua Flglrter. Buyers 
of an Import Saturn or 
PlayStatlon will need a 
220/110V step-down 
transformer (above) 

The Saturn has an alk»ver matt-grey finish and a rather conventional joypad (top left). Unlike the PlayStation, all the 
Saturn's settings are saved in SRAM using Its internal battery. SRAM carts can be plugged into the cartridge slot 

willpower will be able to hold out until 
the official launch next September ... 

While Sony was still 
manufacturing PlayStations, Sega's 
Saturn arrived to a rapturous reception 
in Japan on November 22. 200,000 

units sold out instantly on day one, but 
according to a Sega source, the 
company held back 300,000 units so it 
would have stocks available when the 
PlayStation appeared. 

On the day of the launch, Edge was 
in Akihabara, probably the world's most 
awesome electronics haven, with every 
shop stuffed to the brim with CD 
Walkmans, laptop computers, 
LaserDisc players, and, of course, 
videogames hardware. Most outlets 
had been taking bookings for the 
Saturn in the month prior to the launch, 
but Edge's attempt to book one two 
weeks earlier had proved impossible. 

At 8am in the morning, Edge arrived 
at one of the most hardcore games 
stores in Akihabara - the Laox 
Computer Game Centre - where a 
couple of thousand unbooked 
machines were available and joined the 
tail of a queue consisting of around 
300 expectant gamefreaks. By 9am 

that number had doubled. Being 
relegated to the lower reaches with 
ticket number 306, Edge endured two 
and a half hours before a Saturn was in 
the bag. If it hadn't been for the shop 
assistant dressed as one of Sega's 
Coneheads (from the marketing 
campaign depicting Sega's console 
being hammered out by inhabitants of 
Saturn with elongated heads) the wait 
would have been unbearable. In the 
event, the machine cost ¥44,800 

(£290), with Virtua Fighter the only 
worthwhile game available. 

So the hype had worked. Saturn 
was a huge success, and Japanese 
garners were beside themselves as 
they walked away with their prized 
possession and a near-perfect 
conversion of the Virtua Fighter coin-op.-+ 

The JVC V..Saturn was available at the same time as the Sega machine, 
but actually finding one to buy was difficult. Edge was given a demo at 
JVC's offices In Shlbuya, Tokyo. All Saturns have an MPEG port (right) 



November 22, Aklhabara, Tokyo: 600 hundred eager gamers wait in 
line to hand over ¥44,800. Coneheads maintained the peace (left) 
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-+ And the launch frenzy was (almost) 
worth it: the Saturn is undeniably an 
excellent machine. For ¥44,800 you 
get the hardware itself and one joypad 
(with a longer lead than the 
PlayStation's), although pre-booked 
machines in other shops were often 
accompanied by a free extra pad. Like 
Sony's system, the Saturn is supplied 
with only composite cabling. However, 

news � 

The Laox Computer Game Centre where Edge bought its Saturn. Five games 
were available, but most people got the machine with VF and an extra pad 

rather cheekily, a customised AV port 
means that Sega's cables are the only 
ones that will work. An extra ¥2000 
(£13) will get you the far superior 
S-Video hook-up, and an RGB SCART 
lead is due shortly. 

The joypads, which are attached by 
a 7ft chord to a snug port on the unit's 
front, are perhaps the Saturn's most 
conventional feature. First impressions 
are of cheap plasticky and clicky 
buttons, but the six-button layout will 
probably win over beat 'em up fans, 
and this is also Sega's first pad with 
twin SNES-style top buttons. 

Loading times are short. The 
spectacular boot sequence (in which 
the Sega Saturn logo coalesces from 
spinning polygon shards) takes five 
seconds, and you can expect Virtua 

Fighter to be up and running in another 
six or seven. This has confounded 
critics who said that even double-speed 
CD drives couldn't compete with carts . 
Sega (and Sony) have proved that with 
dedicated processors handling the 
drive (the SH-1 in the Saturn's case), 
negligible access times are possible. 

Unfortunately, the only reason to 
buy the Saturn so far is Virtua Fighter. 

lt is indeed a stunningly playable game 
- although its slightly glitchy visuals 
imply that the Saturn does have a hard 
time when asked to shift a load of 
polygons - but the other software 
available fails to do justice to the 
machine. And a look at Saturn's 
release schedule implies that a range 
of good games could take time to 
surface. Big titles that ideally would 
have been available at launch - like 
Panzer Dragoon and Daytona USA -

have now been pushed back until the 
spring. Sega may have arrived in 
style, but the next few months 
will be crucial. 

From top: boot-up, title, 
language select, music 
player with polygon 
spaceship animation 
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Nintendo's 32bit 

VR sy stem has 
failed to excite 

the industry 

on Virtual Boy 

The Haruml Centre In Chlba wu the venue for the Shoshlnkal show. 
The promise of Nlntendo's new hardware proved a big pull 

he November unveiling of the 
Virtual Boy in Japan signifies an 
important change of direction 

for Nintendo. Either it has gone 
completely mad or it deems the future 
of videogaming to be crude, red and 
likely to induce headaches. 

That was the opinion of most 
delegates who attended the Shoshinkai 
festival at the Harumi Centre in Chiba, 
Tokyo. Shoshinkai is an annual event 
for Nintendo's distributors and was the 
chosen venue for the Kyoto company's 
revelation of its '32bit VR system'. The 
show ran for two days but Edge 

attended just the first- there was little 

The VIrtual Boy hardware hu a red and blue body. A 
Joypad with elongated handles Is attached via a lead 

else apart from new Super Famicom 
games to hold interest. 

Nintendo's system was shown in 
two forms. Playable versions of the unit 
itself were installed on a trio of circular 
stands, and a giant enclosure was 
where a dramatic (ie 
'is this really it?') 
presentation of the 
system's graphics 
and sound took 
place, with 
cardboard goggles 
distributed to anyone 
brave enough to enter. 

Nintendo's hardware 
resembles a Viewmaster rather 
than a VR system, with the player 
looking into the eyepiece to see the 
stereoscopic image. Just as the 
Game Boy screen was yellow, 
Virtual Boy's is red. And it's no 
more impressive, either. The 
hardware uses a 32bit RISC 
CPU to generate the twin 
images, with 'two high 
resolution. mirror
scanning LED 
displays'. 

This 
technology 
comes from a 
Massachusetts company called 
Reflection Technology lnc, which 
specialises in virtual display hardware -+ 

Looking through the VIrtual Boy Is like sellotaplng two red Game 
Boys to your face (le the prototype wasn't particularly Impressive) 
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-+ and was formed 
by a team of 
MIT scientists. 
Nintendo Of 
America's press 
release 
distributed at 
the show 
reveals that 
'Nintendo has 
obtained 
exclusive 
worldwide 
licensing rights 
within the 
videogame 
market to 
Reflection's 
virtual display 

Nlntendo chairman 
Hlroshl Yamauchl 
(above) put on a 
brave face 

technology', and that Virtual Boy is its 
'initial application'. 

lt's difficult to convey just how 
crude Virtual Boy's graphics are. While 
the technology is presumably advanced 
for the cost, its potential for 
videogames is all but invisible in the 
first crop of titles. Nintendo unveiled 
three prototype games at Shoshinkai, 
all in playable form. First up was Mario 

Bros VB (no, really) - imagine a static 
screen and Mario hopping from 
platform to platform. Space Pinball is a 
standard pinball game with the 3D 
effect allowing the ball to travel 
beneath the table. Telero Boxing is just 
plain weird. Needless to say, all three 
were extremely early versions. 

Ironically, Nintendo is expecting 
great things of the Virtual Boy. The 
company has stated that it plans to 
sell three million hardware units 
and 14 million game cartridges in 

NCL officials demonstrated the VB to 
show delegates. Few were lmpreued 
with the crude monochrome dl.,lay 

Japan alone in the period from its 
launch in April 1995 to March 1996. 
The system will retail at ¥19,800 
(£128), and three games will be 
available at launch, costing between 
¥5000 and ¥6000 each. 

Virtual Boy is on its way to the 
States, but whether it will make the 
journey to the UK hasn't been 
confirmed. Next month Edge quizzes 
its designer, Gumpei Yokoi (who was 
also responsible for creating the 
Game Boy), and asks: just what 
is Nintendo playing at? 

VIrtual Boy as captured by the Edge-cam. Clockwise from top: title screen complete 
with zooming letters; Marfo Bros VB - possibly the 'flagship' title; the underwhelmlng 
Space Pinball; and Telero Boxing- hardly a threat to PlayStatlon Boxer's Road 

news 1 

What is it? 
Perfected in 1948, this 
invention not only had a 
profound impact on 
computer technology 
but revolutionised the 
electronics industry as a 
whole. Without it, 
home computers would 
have remained an 
impossible dream 

Specs 

CPU: 32bit NEC V810 @ 10MHz 

Dimensions: 217x25�x110mm 

Power: 6 AA batteries 

Weight: 760g (body only) 

Accessories: AC 100V adaptor 

Battery charger 

frame-rate 
frame-rate mate that's 

what you want get that 

polygon engine churning 

out those frames pal 

the more the merrier 

just get millions of the 

suckers down your 

scart lead and you're 

laughin' forget your dull 

pc flite sims that chug 

along at 10 frames a 

second i'm gonna get 

me a PlaySaturn that 

baby chucks out a cool 

60 frames a second 

that's six oooooh-baby 

frames a second so 

your Ridge Racing

Virtua-Kick-Assing 

games are just the 

business read it and 

weep pc boys 11 
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Beginning of the 
Edge wonders if the end �or Vl.deo CD? V ideo CD format is 

doomed before it's 

got off the ground 

it is ... 
The transistor. Smaller 
and more efficient than 
the electron tubes 
(valves) it replaced, the 
transistor paved the way 
for the development of 
integrated circuits, which 
allowed huge computing 
power to be packed onto 
tiny pieces of silicon 

lthough companies like Philips 
and Goldstar are remaining 
resolute in their support for 

Video CD, some distinguished names 
are notably absent from the digital 
video rollcall. There are indications that 
giant Japanese electronics firms Sony 
and MatsushitajPanasonic are 
beginning to climbdown from the 
MPEG1 bandwagon in favour of 
high-density CD (HDCD), with its 
promise of much higher-quality sound 
and pictures. 

For instance, Panasonic's much 
vaunted FMV adaptor 
for the 3DO has failed 
to appear and only the 
most basic of pre
production units has 
ever been displayed. 
Similarly, its planned 
£800 SA-VC10 mini
system - which has 
already been tested by 
some hi-fi magazines -
has been delayed until 
the spring and will now 
not be available with 
the Video CD player. 

Panasonic claimed that the machine 
was merely an example of what it was 
capable of, but now it looks as if it 
might have given up on the standard 
completely as its engineers work 
towards HDCD instead. 

Elsewhere, evidence of Sony's 
support of Video 'Th; 

.. 

�. :�'s no point in 
la /�"1!9 ing ¥ideo CD 
be\- ·se i will be 

CD has been 
limited to a low-ley 
launch of its VCP
C1 carousel player 
in Japan, which is 
not destined to 
appear in the US 
or Europe. 
Likewise, JVC has 

d d in a year and 
a half's time' 

six different Video 
CD players onsale in Japan but has 
announced that none will be launched 
in the UK this year. 

Even the UK leader in digital video, 
Nimbus Records, has canned work on 
Video CD in favour of HDCD. Nimbus 
was recently reported as saying: 'White 
Book isn't really good enough for the 
consumer or manufacturers. We're 

working on HDCD and 
we're not alone. 
Everybody who's in the 
business is doing this. 
There are three or four 
consortiums working 
on their own HDCD 

solution. There's no point in launching 
Video CD because it will be dead in a 
year and a half's time.' 

Nimbus is currently working with 
Hollywood studios in order to develop a 
standard for the new high-density 
format. Already it states that a 
prototype HDCD player could be 
unveiled next summer, with the 
possibility of a player going onsale by 
Christmas '95. 

All thiS 
is something of a slap in 

the face for Philips, which has 
expended considerable amounts of 
energy and hard cash promoting the 
CD-i's movie-playing abilities. But the 
truth is that MPEG1-standard Video 
CDs aren't really up to the task. 
Lacking the availability, cost and 
recordability of VHS, Video CD needs to 
offer at least substantially better 
quality than tape for it to take off as a 
mainstream format. 

But because of the current state of 
CD technology and the limitations of -+ 

The MPEG1-standard 
FMV carts for CD-I and 
Cl)32 (left). Are they 
really the way forward? 

HDCD 
Normal 5" COs can store 

around 74 minutes of 

VHS-quality sound and 

pictures at 25fps when 

compressed to the 

MPEGl standard. 

The new HDCD format

such as the planned 

system from Nimbus- will 

be able to store around 

130 minutes of LaserDisc

quality movie footage on 

one side of one disc. 



Panasonlc revealed a pre-pro version of its FMV adaptor for the 
FZ·1 3DO player almost a year ago - and nothing has been seen since 

MPEG1 video suffers 
from digital artifacts: a 
close-up from Patriot 
Games shows how 
fast-moving scenes tend 
to break up (top and 
middle). However, static 
Images are realised 
perfectly (above) 

-+ single-speed drives, the compression 
routines used to put movie footage on 
to CD discard around 98% of the sound 
and picture information (the image 
resolution is quartered even before any 
compression takes place). 

And the MPEG1 algorithms, which 
rely on interpolating between key 
frames, have to be pretty ruthless in 

order to squeeze 
several gigabytes of 
digital data into the 
650Mb of a CD. Picture 
artifacts like mosaicking 
and haze effects mar 
any fast-moving scenes 
and the topping and 
tailing of the audio 
information - whereby 
high- and low-frequency 
sounds are stripped out 

- means that the sound 
isn't as dramatic or 

involving as LaserDisc or VHS. 
Picture integrity is also at the mercy 

of the encoding system. Careful 
encoding can minimise artifacts, but if 
Video CD takes off, many more 
companies will be interested in 
releasing discs as fast as possible, 
with a resulting reduction in quality. 

The irrevocable march towards 
digital video hasn't been halted by 
recent events, but it certainly opens 
the way for another format war. And 
Sony for one will not want to back the 
wrong horse after the fate of its 
Betamax standard. 

An affordable massmarket HDCD 
system has been variously suggested 
as being anything from two to five 
years away. Which is neither long 
enough for Video CD to gain a firm 
foothold nor short enough for it to be 
replaced at the drawing-board stage. 
But whatever the timescale, Video CD 
is already proving to be £ intermediate technology. 

news 1 

Essential 1 reading 
The Cyberspace Lexicon 

• Bob Cotton and 
Richard Oliver 
• Phaidon, £19.99 

ISBN 0714828262 

In the crucible of science 

that was the Second 

World War, an 

Englishman called Alan 

Turing was set the task 

of breaking the enemy's 

codes. He, and the 

fresh-faced prodigies 

plucked from school to aid him, emerged with a little baby 

dubbed The Enigma Machine, now widely held to be the first 

electronic computer. Since then, computers have fired both 

our fears and our hopes. Urban vistas of humming, 

harmonious security have vied with pathological HALs in the 

battle for our wilder imaginings. 

During the '50s and '60s, prophets of the new age of 

technology fretted over our ability to handle the 'information 

explosion' (televisions and telephones! Lord deliver us!). As 

Marshal! Mcluhan intoned, 'We extend our central nervous 

system globally, instantly interrelating every human 

experience.' Now computers, artificial intelligence (eg Jeremy 

Paxman) and information technology are as quotidian as they 

are bewildering. We seem to have got the whammy on this 

stuff but the rate of proliferation defies casual acquaintance. 

Phaidon, the publisher traditionally known for its lustrous 

coffee-table art tomes, has given us a fine antidote to the data 

disease. Set out (as the title suggests) in dictionary format, its 

compass is commendably wide, ranging from narrowly 

technical terms such as conditional branching and luminance, 

to those pesky acronyms - CLUTS, MIPS, RIFF- to old friends 

like motion parallax, Gouraud shading and texture mapping 

(invented, it appears, by one Ed Catmull at the University Of 

Utah). Also included are more extended excursions into the 

wider picture: interactive broadcasting, 'surrogate travel' and 

'The Edge', 'a cyberpunk metaphor for the place where the 

"new" develops', featuring, of course, this very organ. Still, 

Edge aside, this may sound a little on the dry side. Fear not. 

One of the pleasures of this robust volume is the quality and 

variety of its pictorial content. With glossy spreads of 

everything from Virtual Valerie to Br0derbund's Myst, 'lavish' 

barely does it justice. 

So, notwithstanding the fact that volumes like these are 

invariably out of date before they're even published (there's no 

PlayStation or GLINT chip, for instance), this is a ,fC:;1 
must-have for any self-respecting technophile. 1._5 
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i London graphics show 

14 

Edge attends a 

big new event on 

the European 

show calendar 

draws the crowds 
or a first-time event, the 
Computer Graphics Expo held 
recently in London was a 

resounding success. CGE is intended 
to be the European equivalent of the 
influential Siggraph show in the USA. 
Although smaller than Siggraph, it 
proved to be equally diverse, with over 
70 companies exhibiting wares and 
services ranging from SGI VR systems 
to special-interest bulletin boards. 

'lt was great to see people from 
various backgrounds such as games, 
video post production and traditional 
animation mingling together and 
comparing notes,' 
commented Rob 

Montgomery of Digital 
Media International, 
organiser of both CGE 
and its sister event 
The London Effects 
and Animation Festival 
(see below). 'To my 
knowledge this has 
never happened before 
in Europe.' 

The games 
community seems to 
have been particularly 
interested in the 
Interactive 
Entertainment 
Development Forum 
workshops, where presentations were 
given by such speakers as Peter 
Molyneux (Bullfrog), Gary Bracey 
(Telstar Electronic Studios), Fergus 
McNeil (SCI) and Nick Alexander 
(ex-Sega, now Future Publishing's 
chairman). The fact that these 
workshops generated so many ideas, 

Hoardos Korsh The Headtaker and his chum fight 1t out realtlme In 
47tek's much touted Senfo, developed with Criterion's RenderWare API 

job opportunities and general business 
for delegates proved how important it is 
for the games community to have an 
opportunity to exchange ideas. 

lt was also apparent that if you were 
a graphics artist seeking a career in the 
games industry, CGE was the place to 
be. Mirage (Rise Of The Robots) and 
SCI were just two of the many software 
houses hiring artistic talent on the 
show floor. 

Dominating the 
show 

was Planet SGI, hosted by Silicon 
Graphics and supported by 14 of ITS 
software partners. The stand showed 
off 3D visualisation, animations, 
special effects, virtual reality and 3D 
modelling packages for SGI machines 
and also demonstrated the raw power 
of the world's fastest 

Criterion demonstrated Its 
RenderWare 3D realtlme 
API to the games Industry 
(above). Silicon Graphics' 
Planet SGI stand was one 
of the best-attended areas 
of the show (left) 

Sony flops in 
Hollywood· 
Sony's much publicised 

entry into the film 

industry has turned sour. 

In 1989, the firm took a 

£3.2 billion plunge when it 

bought Colombia Pictures 

and poached a top 

production team from 

Time Warner. 

Following a series of 

expensive turkeys, the 

entire production team 

has now left in 

acrimonious 

circumstances. Sony 

Pictures Entertainment is 

now worth less than half 

what was paid for it five 

years ago, having lost 

about £320 million (the 

-+ total estimated cost of the 

PlayStation project) in 

each of the last five years. 



RenderWare allows 
games developers to 
combine 2D rastar 
graphics with 3D 

-+ graphics-dedicated computer, the Onyx 
RealityEngine. 

Wavefront revealed new releases of 
its suite of animation software, 
including the first UK showing of 
Dynamation 2.0. Using the laws of 
physics rather than keyframes (ie the 
animator's creativity) to control 
physical events, it makes natural 
processes such as fires easier to 
represent realistically. 

Another major player in the 3D 
animation market is Alias Research. 
Alias' stand featured version 6.0 of its 
acclaimed SGI-based PowerAnimator 

package, which now includes 
CharacterBuilder, a new suite of tools 
for creating advanced character 
animations. CharacterBui/der 

incorporates sophisticated facilities for 
lip-synching and facial animations as 
well as motion-sampling and muscle 
and skin deformation. 

PowerAnimator has now become a 
de facto standard for computer 
animation, used in films like The Mask 
and Jurassic Park, and, of course, in 
Rare's Donkey Kong Country. Alias' 
reputation is such that Nintendo has 
reportedly commissioned the company 
to create custorp 3D graphics 
development tools for the Ultra 64. 

Pre-rendered animations may well 
provide aesthetically pleasing 

CGE provided plenty of opportunities to gat hands-on as wall as meat 
the brains behind the hardware and software on display 

cinematics, but for truly interactive 
gameplay, realtime rendering is where 
it's at. Enter Criterion's RenderWare 

(Edge 7), which offers a claimed 
116,000 polygons per second on a 
Pentium/60. 4 7tek is soon to release 
a shareware version of Creep-Clash, its 
new PC fighter game developed using 
RenderWare, which should prove what 
the system is capable of. 

As expected, both the immersive 
and desktop arms of the still 
embryonic virtual reality community 
were well represented at the show. 
Division and Virtual Presence allowed 
visitors to don HMDs, while 
Superscape demonstrated its PC-based 
virtual environment creation and 
visualisation software, Superscape VRT 

(used by Broadsword TV for the new · 

BBC show Virtually Impossible). 

Taking place 
alongside 

CGE was the London Effects And 
Animation Festival. LEAF got off to a 
storming start with a gala awards 
evening at the South 
Bank Centre designed 
to reward both the 
technical and creative 
talents of people 
working in the 
animation field. 

This was following 
by three days of 
seminars, talks and 
informal discussions 
covering computer 
animation, film 
special effects and interactive 
entertainment. lt was a true 
celebration of diversity, with throngs of 
professionals from all corners of the 
animation field rubbing shoulders with 
celebrities like cult author Douglas 
Adams of Hitchhiker's Guide To The 
Galaxy fame and William Latham, a 
renowned artist working at IBM. 

The high level of interest in 
CGE/LEAF (many workshops and 
seminars were sold out, especially 
those dealing with animation) has led 
to plans to expand the event for 1995. 
Digital Media expects at least 200 
companies to exhibit and over 10,000 
people to attend next year. 

Perhaps the true strength of 
CGE/LEAF lay in the fact that it was not 
simply a trade show demonstrating the 
financial viability of technology, but 
also a showcase for the rich vein of 
genuine creative talent that exists in a 
field still regarded by many as 
dominated by 'anoraks'. This was an 
important crossover between art and 
technology, and if you just walked 
around the stands 'oohing' at £ the hardware, you missed out. 

news 1 

Where is it? 
This California town was 
the birthplace of one of 
the most significant 
developments in modern 
computing history. lt was 
here that the Graphical 
User Interface (GUI) was 
conceived, which later 
surfaced in a seminal 
home computer 

BBC TV's VIrtually 
Impossible show uNa 
Pc-basad VR software 
Superscape VRT {top). 
Raytracad art from 
Chaos Lab {above) 
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Virtua Fighter 2 
shows that Sega 
is staying ahead 

of the game 

it is ... 
Palo Alto, the home of 
Xerox's fabled Palo Alto 
Research Centre. PARC is 
credited with inventing the 
WIMP (Windows Icon 
Mouse Pointer) 
environment used in the 
world's first GUI machine, 
the Apple Macintosh 

lbe latest game to use 
Sega's Model 2 board is 
the wonderfully 
texture-mapped polygon 
racer, Sega Rally 

Japan arcades 
he only thing that can match 
the Japanese obsession with 
new consoles is their 

enthusiasm for the latest coin-ops. This 
Christmas, as many major 
manufacturers unveil exciting new 
units, Japanese arcade fans have been 
salivating even more than usual. 

The launch of Virtua Fighter in 
December last year confirmed Sega's 
nigh-invincible position in the arcade 
arena. To appease aficionados of the 
game who have been clamouring for 
more, the company has just released 
its sequel. And in the same way that 
Daytona USA shot past Virtua Racing in 
terms of power and playability, the 
Model 2-based VF2 manages to make 
the original look dull and uninspiring. 

On the day of release, crowds of 
Virtua Fighter-obsessed punters turned 
up at major Japanese game centres to 
witness the machine being installed -
posters announcing the event had been 
displayed in coin-op parlours for weeks 
previously and proved to be extremely 
effective in raising anticipation. 

Edge attended one of the biggest 
game centres in Akihabara, Tokyo. lt 
quickly filled as the appointed moment 

arrived, and within minutes of the 
power being connected, over 100 
people were jostling to glimpse the 
screen. The consensus was that the 
wait had been worth it, as the stunning
looking and wonderfully controllable 
characters began to sweep each other 
(and the audience) off their feet. 

Across town, at the lkebukuro 
Sunshine City Convention Centre, Sega 

Rally was wheeled out as the star 
attraction of Sega's arcade-dedicated 
booth at the Nicograph show. 

Developed by AM3 (previously 
responsible for Jurassic Park and Star 

Wars Arcade), Sega Rally is driven by 
an enhanced Model 2 board, and the 
results are extremely impressive. Three 
tracks will be available when the game 
is released early next year, allowing you 
to scream across deserts; through 
forests and over mountains. 

The differences between Sega Rally 

and its theoretical predecessor, 
Daytona USA, soon began to emerge. 
AM3 has dispensed with the multiple 
views and instead included a single, 
in-car, perspective. The addition of a 
rear-view mirror and a speedometer 
makes it obvious that the game owes a 
significant debt to Ridge Racer. lt 

· 

seems ironic that Sega is now looking 
to Namco for inspiration, rather £ 
than the other way around. 

lt's only when you see lt 
moving that you �n 
appreciate how amazing 
Vlrtua Rghfer 2 really Is 

Arcades face 
taxing time 
The recent budget may 

have. been regarded as a 

non-event by the general 

public, but one group not 

so indifferent was the 

arcade industry. Buried in 

the small print was the 

announcement that the 

Gaming Machine Licence 

Duty, payable on all 

coin-ops, is to be 

increased. On lOp and 20p 

machines the duty will rise 

from £450 to £535. 

Chancellor Kenneth 

Clarke justified the rise 

with the argument that the 

tax hadn't been increased 

since 1987. But arcade 

operators condemned it as 

a severe blow for an 

industry struggling to 

combat recession. 

The result of the rise is 

thllt many machines may 

now become uneconomic 

and disappear from 

arcades altogether. 



news 1 

Hard times for Sega 
Established game 

companies are 

finding the going 

increasingly tough 

SNES, MD 
still on top 
With profits crashing 

throughout the industry, 

sales falling and no sign 

of any upturn until next 

year, Gallup's latest 

userbase estimates for 

the UK to the end of 1994 

make interesting reading. 

The Mega Drive and !' 

SNES still dominate the a 
home market, with four 

million units between 

them. Only the Amiga, 

which, eight years after 

its release, still possesses 

a sizeable installed 

userbase, offers any 

competition. 

ST ownership has 

dwindled and Atari is now 

relying on the Jaguar. 

Unfortunately, according 

to Gallup, the Jaguar is in 

less than 20,000 homes, 

while the 3DO is limited 

to just 10,000 homes

that's one 3DO for every 

400 16bit consoles. 

The CD32 initially did 

better than expected, but 

the continuing 

uncertainty about 

Commodore and the 

availability of the new, 

cheaper consoles mean 

that its future is bleak. 

The complete list of 

Gallup estimates is as 

follows: 

Acorn: 400,000 

Jaguar: 20,000 

Amiga: 2,215,000 

CD32: 60,000 

3DO: 10,000 

SNES: 1,500,000 

Mega Drive: 2,500,000 

Neo-Geo CD: 5000 

PC: no total figure, but 

160 000 were sold in 

September 

and Nintendo 

This projection shows that companies like Nlntendo and Saga will soon be forced to 
depend on next-generation sales to compensate for the decline In the 16blt market 

lthough the arrival of the next 
generation in Japan gives the 
games industry some cause for 

wasn't enough to prevent a 43% 
reduction in profits, now down to £104 
million on sales that have declined 
over 25%. And Sega has yet to face the 
threat of Sony. 

optimism, all the major players in the 
market are still being hit hard by the 
recession of the past few years. 
Nintendo, Sega and Capcom have all 
announced huge reductions in revenue 
for the first half of fiscal year 1994. 

But it was Capcom that 
took the heaviest beating, 
primarily because of its 
inability to find a worthy 
successor to the 
moneyspinning Street 

Fighter 11 series. With its 
profits down by a 
whopping 83% to just £9 
million, the company's 
future in now in doubt. 

(NintendO) 
Nintendo, which has long headed 

the industry in terms of both sales and 
profits, revealed a 16% reduction in 
profits to £322 million for the six 
months to September 30. The 
company blamed the strong yen for 
most of its problems but it also 
pointed to tough price wars with its 
rivals. However, many people attributed 
Nintendo's poor showing to stagnation. 

Nintendo's worst performance was 
in the US, where the dollar has lost 
over an eighth of its value against the 
yen this year and where Sega is 
particularly strong. Although Nintendo 
has more than 90% of the Japanese 
market, exports now count for only 
38% of its sales. 

Sega fared even worse. Although 
the Saturn provided a late boost, it 

11 
Shares have fallen by over 60% and 
this decline looks set to continue. 

The main problem for many 
manufacturers is the speed of the 
decline in the 16bit market. Both Sega 
and Nintendo now have over ¥50 
billion (around £320 million) worth of 
unsold cartridges sitting in warehouses 
around the world. Add to this Capcom's 
one million surplus copies of Street 

Fighter 11 and Atari's mistakes in the 
early '80s with its ill-fated VCS £ 
seem almost small scale. 

lt looks like Capcom's 
Street Fighter 11 has 
reached the end of Its 
considerable llfespan 
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Date book 
January 

Winter Consumer Electronics Show January 6-9, Las 
Vegas Convention Centre. Tel :  010 703 907-7600 
Milia '95 Friday, January 6-9, Palais des Festival s ,  
Cannes. Tel :  010 331 44 3 4  44 44 
ATEI January 24-26, Earls Court, London. Contact Peter 
Rusbridge on 071-713 0302 
I MA January 25-28, The Fai rgrounds, Frankfurt, Germany. 
Contact Blenheim Heckmann GmbH . 
Tel :  010 49 211 901 9127 

February 
Taiwan Amusement Exhibition February 8-12 ,  CETRA 
Exh ibition Hal l ,  Tai pei , Taiwan . Contact Creative 
I nternational PR on 010 886 2321 5098 
Blackpool Amusements Exhibition February 21-23, Wi nter 
Gardens,  Blackpoo l .  Contact Janet Fai rgrieve 
on:  0253 25252 
Electronic l maging February 5-10, San Jose, Cal iforn i a .  
Contact IS&T/SPIE on:  010 1 206 676 3290 
VIrtual Reality World '95 February 21-23 ,  Stuttgart, 
Germany. Tel :  010 43 51229 5760 
AOU February 21-22 , Makuhari Messe, Tokyo. Contact the 
Amusement Operators ' Union on: 010 81 3 3253 5688 

March 
Spring ECTS March 26-28, Olympia.  Tel :  081-742 2828 
World Of Entertainment March 10-12 ,  Prague,  Czech 

Republ ic .  Tel :  010 422 2491 1681 
International Gaming Business Exposition March 20-22, 
Las Vegas ,  Nevada. Tel :  010 1 203 852 0500. 
Fax: 010 1 203 838 3710 

May 
Electronic Entertainment Expo (P) May 11-13 , Los 
Angeles Convention Center. Tel :  010 1 914 328 9157 
With the Summer C ES now cancel led ( it was supposed to 
be in Phi l adelphia) ,  P is now emergi ng as the main event 
for the games industry next summer. 

Show organisers: if your  show isn 't  l i sted here .  
it ' s  on ly because you haven't  to ld Edge about it. 
Te l :  0225 442244. Fax: 0225 338236. E-mai l :  
edge@futurenet.co .uk . O r  send deta i ls to 
Datebook, Edge, 30 Monmouth Street, Bath, 

Avon BA1 2BW 



There's a new wave sw•leDina . .. _, ll'!'ttii·o. 
games market, it's cal led nnll-tltne gp, 
graphics. 

RenderWare is the tool tha1t wllll.llt' 1  
catch the wave and drama1tiCaiiY �M' 
the development time of your gantel�' 

Rende are is the software-only 30 
graphics engine that del ivers real-time 
30 graphics, on standard PCs, without 
the need for a hardware accelerator. 
What's more RenderWare transparently 
takes advantage of 30 graphics 
hardware acceleration when it is 
present. 

RenderWare has hundreds of licensees 
worldwide, and has become the accepted 
solution for real-time 30 graphics. 
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Subscribe 

Subscribe to Edge and get 16 
issues of the videogames 
industry's Magazine Of The 
Year for the price of 12 

now 
and 

get 

free 
• 

1 ssues 
and a free 
s l i pcase 
worth £6 

As an Edge subscriber you benefit from: 
4 free issues of Edge when you 
take out a year's subscription - pay 
for 1 2  and receive I 6 

Free Edge s l ipcase worth £6 

£4 savin2 when you take the 
easy-payment direct debit option 

Free del ivery to your home 
(U K residents only) 

Price freeze - the price you 
pay now is fixed for the duration of 
your subscription 

You are guaranteed to get 
every issue - you' l l  never miss 
essential information 

Our no-risk guarantee means 
you can always cancel later with 
no penalty 

HOTLI N E :  0225 822511 (between 8 :45am and 6pm) 
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v i ew p o i n t 

Express you rself i n  Edge. Write to : Edge letters , 30 Monmouth Street, Bath , Avon BA1 2 BW 

orry, it's yet another 
attack on your attitude 
to vapourware from 

some reckless fool who pulled 
the emergency brake and bought 
one of the next generation of 
games machines. Does it really 
matter which one? Let's just say 
that the hardware is 
underspecced by tomorrow's 
standard and the software 
provokes gut-churning flashbacks 
to the era of B-movies. 

So I'm doomed. By next 
week my machine wil l  be 
relegated, like Betamax and any 
country's space programme, to 
the closet of commercial 
nightmares. But wait a minute! 
Dost thou dare blend optimism 
with electronics? 

I'm giving my machine four 
years. That's right. I wil l  not be 
so fickle as to return it on the 
promise of a screenshot from 
another machine. I will tough out 
the 'B' period and guarantee any 
prospective 'A' developers an 
eager audience for their product 
at the end of the line. Picture 
those poor producers of 
entertainment, all working at 
soap-opera speed on another 
clone of a clone, all collapsing 
into their chairs sighing with 
relief, 'lt's okay, they've given us 
four years', and actually plotting 
out an original bit of code. 

What's happening here 
happens with everything. Even 
the first game of chess probably 
featured a jester piece which was 
inclined to perform anticlockwise 
three-quarter circles. But 
whoever stood up and shouted, 
'This game will never compete 

Does Sony's PlayStatlon smack of •conceptual puberty'? Daniel Allsop 
fears for the future of vldeogames as development schedules contract 

with the splendid sport of 
jousting' can be rightfully held in 
history's contempt. 

Call it conceptual puberty. A 
bit of a tangle on the way from 
an idea to a mature and healthy 
system. (Come on, people are 
still finding ways to exploit 1 6bit 
technology even now.) A little 
patience on the part of the 
parent and you've got the next 
President on your hands. 

Daniel Allsop, 
New Zealand 

A laudable view. lt would be 
beneficial for everyone if each of 
these machines had the luxury of 
a decent lifespan - as long as that 
enjoyed by the C64 and 
Spectrum, for instance. No-one 
wants their system to be 
superseded as soon as it's 

removed from the box. And 
remember, Edge does not 
celebrate this continual rush 
towards obsolescence; it 
merely reports on it. 

D his Atari thing just won't 
go away, wil l  it? The 
funny thing is that 

everybody seems to be blaming 
the wrong people. Your 
correspondents all blame you, 
when it seems to be your 
interviewees who make most of 
the anti-Atari remarks, and your 
interviewees blame Atari, when 
in fact it's the software 
companies who are to blame for 
most of Atari's troubles. 

What is this lack of 
commitment that your 
interviewees keep complaining 

about? According to you, Atari's 
only problem has been with I BM 
fai l ing to produce the machines 
in the volume promised. The 
machines are in the shops, both 
cheaper and in greater volume 
than 3 DO or CD-i, but it's 
software that really makes 
machines, and where's the 
software going? All the software 
companies are doing is waiting to 
see how the machine goes 
before producing for it. Well, if 
nobody produces any games, of 
course the thing is going down 
the tubes. The software 
companies are responsible for a 
self-fulfi l l ing prophecy. 

Meanwhile, you refuse to 
back down on your review of 
Alien Vs Predator, and quite right 
too. I'm sure you meant every 
word, but for you to then claim 
that 'after the disappointing AVP, 
Jaguar owners wil l  be pinning 
their hopes on Fight For Ufe' 
seems to be verging on the 
omnipotent. (And another thing: 
four out of ten is 40%. Don't you 
go getting pedantic with me, 
buster.) Surely you must have 
noticed that Jag owners, by and 
large, are not disappointed with 

Deke Roberts thinks the 
Jaguar is doomed if software 
companies play it safe 



AVP. You're on your own. 
Everyone from the venerable 
C&VG to the kids on Bad 
Influence (and me) think AVP is a 
fun blast. Surely you should be 
asking yourself why you're so 
out of touch with everyone else. 

Not that there's anything 
wrong with you being out of 
touch, just as long as it's 
consistent. Back in the punk 
years I found that everything 
Charles Shaar Murray decreed as 
outdated and boring was 
probably worth a listen. 

Maybe you should give us a 
list of your criteria, along with a 
few examples of what you 
consider to be good and bad, just 
like all the kiddie mags do. Or 
then again, maybe you should 
just keep on doing what you're 
doing. Just don't fall into the 
usual trap of believing that 
because you're a 'serious' mag, 
you must always be right. 

One last little question. 
When my subscription copy of 
Edge pops through my door 
every month, the plastic bag is in 
a plastic bag. Why? 

Deke Roberts, 
Oxford 

True, the lack of thirdparty 
support could kill the Jaguar as 
surely as poor marketing or a 
crummy design. But you can 
hardly blame software houses for 
being wary of the Atari name. 
This is the same company that 
had the entire videogames 
market at its feet and then lost it; 
that manufactured a number of 
excellent machines and singularly 
failed to make the most of them. 
Just why would any company · 

want to put their money into 
developing for the Jaguar, 
knowing that Atari does not have 
the money - or, some would 
argue, the expertise - to sell the 
machine in any great numbers? 

We double-bag the 
subscriber's issue so that the 
special magic doesn't dissipate 
during its long journey � 
through the postal system. L.::::J 

D am writing in response 
to Daryll Ng's letter in 
the September issue of 

Edge. First, I would like to 
inform him that the CD32 is one 
of the most successful attempts 
at CD-ROM technology yet. Just 
remember, it was Commodore 
that first introduced CDTV. 
Sure, it wasn't successful, but it 
did guide Commodore in the 

v i ew p o i n t 

Anthony lkeda nails his colours firmly to the mast, citing Commodore's 
Cl)32 as the most expandable and versatile of games consoles 

owned a Spectrum, Atari ST, 
Sega Mega Drive, Apple 
Macintosh (Centris 6 1  0) and 
Psion Series 3.  All of these were, 
bel ieve it or not, more or less 
'cutting edge'. Currently, only 
the Mac, Psion and Mega Drive 
are still in use. The Mac will at 
some stage be subjected to 
major surgery, by means of a 
PowerPC logic board upgrade 
and the addition of a CD-ROM 
drive. The Psion 3 has been 
superseded by the 3A, which, 
doubtless, I will eventually 
purchase. As for the Mega Drive, 
although I use it occasionally, I 
must admit that technolust has 
reared its ugly head and I am 
following closely the fortunes of 
the Saturn, PlayStation and, to a 
lesser extent, the Ultra 64. 
Those of us with an interest in 
these things must at some stage 
arrive at the realisation that 
built-in obsolescence (read 
declining software support) is a 
fact of life. 

right direction to produce the 
first CD-based games console. 

The 'little grey box' can 
overpower many of today's 
games consoles and it has also 
been around for nearly five years 
now. The CD32 is the only 
games console I know of today 
that is capable of being expanded 
into a fullblown computer. Since 
when have you been able to do 
your homework on a Mega Drive 
or write a report on a SNES? 

In  Australia, to buy a CD32 

base machine, SX- 1 expansion 
module, disk drive and mouse 
would cost you $ 1 ,023 [£ I =  
Aus$2 approx], whereas a PC 
costs $2999 to $3999. But why 
not connect your CD32 to your 
Amiga 1 200 for around $ 1 70? 

Commodore's liquidation 
showed the true popularity of 
the architecture when names l ike 
Nintendo, Sony, Samsung and 
even Phil ips stood in l ine to buy 
the Amiga technology. Are you 
keeping up with Commodore? 
Because Commodore is way 
ahead of you! 

Anthony lkeda, 
NSW, Australia 

The C Dl2 (which was first 
launched in September '93 and 
so is actually only one year old) 
is a useful piece of kit that sadly 
remains underutilised by the 
programming fraternity. lt 
outshines the CD-i on all fronts 
(32bit processor, double-speed 
CD drive, M PEG-capable), and so 
if Philips' machine can boast titles 
like Chaos Control and Burn:Cycle, 
it's a shame that Commodore's 
baby can't do the same. 

However, calling it 'one of 
the most successful attempts at 
CD-ROM technology yet' is 

pushing suspension of disbelief a 
bit far. After al l, it's merely an 
A 1 200 with a built-in CD-ROM 
drive - not really groundbreaking 
technology. And expanding the 
CD32 is an inelegant solution to 
home computing at best. 

And whether the new 
improved Commodore can keep 
up with everyone else � 
remains to be seen. L.::::J 

D t seems to me that the 
ongoing debate some of 
your readers seem to 

pursue, re: your alleged bias for 
or against certain hardware 
platforms, is futi le. Obviously, we 
would all l ike to think that our 
particular machine still has some 
relevance to the current scene. 
But the fact is that all hardware 
has a limited shelf life, no matter 
how good it is. 

My own introduction to 
computing was via the humble 
Sinclair ZX8 1 .  Since then I have 

I'm not saying that the older 
platforms don't have their uses. 
For example, my main use for 
the Atari ST was to run Cubase 
(MIDI sequencing software). This 
has since been ported to both 
Windows and Mac platforms, but 
for me its implementation on the 
ST has never been bettered. As 
for games, if you only want to 
run your favourite sprite-based 
titles, then by all means stick 
faithfully with your current 
hardware and enjoy. 

Michael Wall, 
Orpington 

Just because hardware is 
obsolete doesn't mean it's 
useless. Most machines have one 
or two games or applications 
that are specific to that platform 

Mlchael Wall praises Atari's ST - a machine offering, he reckons, the 
best implementation of Steinberg•s Cubase MIDI sequencer 
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v i ew p o i n t  

and which remain state of the 
art, even though the hardware 
itself has been superseded. Super 
Mario Bros on the NES remains a 
classic game, despite the fact that 
the SNES is available and the 
Ultra 64 is on the horizon. 

Obsolescence is very much a 
state of mind: if you were 
oblivious of the other machines 
available, you wouldn't feel the 
urge to upgrade. But as long as 
people are happy to dump their 
old systems in favour of 
expensive new ones, 
manufacturers will keep 
producing them. 

aving read Edge since 
the off, I have witnessed 
your letters pages 

littered with readers' letters that 
seem intent on turning Edge 
into a conventional games 
magazine or, in the case of Amiga 
owners (l ike me), a successor to 
Amiga Power. 

Why can't readers 
understand that Edge 
concentrates on the future of 
videogames? Substandard 
reworkings for the Commodore 
CD32 and uninspired and 
downright shoddy tributes to 
Mortal Kombat for the Jaguar - I 
am, of course, talking about 
Kasumi Ninja - are not the future 
of videogames. If they are, then 
maybe we should all go home 
right now - Edge included. 

And a message for Graham 
Courtney [Edge 1 5] :  of course 
ST Format sings the praises of 
the Jaguar; without a successor 
to the ST the magazine won't be 
in business, wil l  it? 

My predictions for future 
letters pages: requests for a 

cheats section (aaargh!), 
percentages for graphics and 
sound (ditto), and at least one 
letter from an Atari employee. 

Finally, please never, ever 
turn Edge into the amateurish 
catastrophe that Ultimate Future 
Games has turned out to be. 

Richard Downs, 
Worthing 

No matter what people want 
from Edge, its remit will always 
remain the same: to report on 
the leading edge of interactive 
technology. And if we ruffle a 
few feathers in the process, then 
so be it. 

Ultimate Future Games is 
actually designed for a younger 
audience than Edge and so is 
perhaps not quite what Edge 
readers expect. But the chances 
of Edge becoming amateurish 
or, indeed, catastrophic, � 
are pretty slim. L..S 

have been buying Edge 
since issue I and I find it 
an excellent source of 

information, particularly 
regarding the 'next-generation' 
machines from Nintendo, Sega 
and Sony. 

Despite this, I'm afraid my 
letter actually centres on a 
complaint about this year's 
Future Entertainment Show. 
First, there was nowhere to buy 
console games - just a tiny 
Future Zone stand and maybe 
one or two others, all with 
pretty feeble games. 

We're not all smart-arse PC 
owners. Sega had a large stand, 
but could you actually buy any of 
the many games being demoed? 
And after queuing for 20 minutes 

Richard Downs fears that Edge's position at the cutting edge could be 
compromised by the parochialism of some of its readers 

to see the 32X, what do I find? 
The first three people up the 
stairs got on the machines, and 
didn't stop playing them until the 
whistle went. 

The first FES was massive and 
took up two halls. Last year 
Virgin, Ocean, Konami et a/ had 
their own stands where you 
could buy the latest games. Why 
not this year? Most of the stands 
on one side were selling either 
fountain pens or ice cream! And 
where were all the big 

egarding the so-called 
'next-generation console 
wars', I can categorically 

state that all future consoles will 
pale against the new Apple 
console (codenamed 'Pippin' 
not my idea!). Having worked on 
the machine, I can categorically 
say that it will make mincemeat 
of Nintendo's Ultra 64, currently 
the most powerful Japanese 
console in development. 

Now resident in England, I 
am a regular reader of your mag. 

Earls Court 2 
26th - 30th October 1994 

A celebration of the latest in entertainment technology, or a feeble, 
frustrating farrago? Reuben Easey vents his spleen 

autumn/winter games that we 
were promised (Earthworm )im, 
Street Racer, Donkey Kong Country, 
etc)? There weren't even any 
demos of them. Where was 
Nintendo? Where was Ridge 
Racer? Where was Killer Instinct? 
Where was the PlayStation? Was 
it a bad move on my part to go 
on Thursday? Did all the above 
arrive on Friday? 

Finally, do you have to print 
all of the letters from frustrated 
Jaguar owners complaining about 
the comments you made on 
Kasumi Ninja or AVP? 

Reuben Easey, 
Worthing 

The Future Entertainment 
Show was smaller than Future 
Publ ishing would have liked, but 
this was more to do with the 
state of the industry than 
Future's abil ity to host an event. 

Many larger companies were 
reluctant to get involved because 
attending shows and building big 
stands is expensive. The 
videogames market is in a 
transitional phase where many 
companies don't know which 
format to back and they don't 
want to risk thousands of pounds 
promoting the wrong one. 

We certainly don't print 
every letter about the Jaguar -
for every one that makes it into 
the mag, there are about ten we 
simply scrunch up and � 
throw in the bin. L..S 

One thing that troubles me is 
your bias towards the 
PlayStation, while arrogantly 
making light of other machines 
such as the Atari Jaguar, which is 
currently the most powerful 
machine in Europe and the 
States. Sure, you are right to 
point out that the PlayStation wi ll 
soon be available on import, but 
the cost of the machine wi l l  
undoubtedly be in excess of 
£450, and nobody in their right 
mind would pay that. 

P J Ogden, 
Cambridge 

Edge is a strong believer in 
Apple's technology, and the 
Pippin looks likely to be a superb 
machine. However, as always, 
success will depend on good 
software support. 

Does Edge really have a bias 
towards the PlayStation ? The 
Jaguar has actually received more 
editorial coverage than the 
PlayStation in the shape of 
features, interviews and reviews. 
However, Edge wil l  admit to 
believing that the PlayStation has 
a greater potential than Jaguar -
simply because in every respectit 
does . Even so, Edge hasn't 
'made light' of other systems: the 
Saturn and Neo-Geo CD have 
both also received pretty 
extensive coverage of late. 

The simple truth is that Edge 
can't please all of the � 
people all of the time. L..S 



I 
am writing in response 
to the music feature in 
Edge 1 5. All these 

musicians who think they are 
great just because they made a 
C64 sound good make me laugh. 
I admire their abilities, but if they 
can't create good music, who 
cares how good the sound is? I 
have an interesting set-up, sub-
£ I 0,000, with which I can easily 
knock up near studio-qual ity 
music. But in the hands of a crap 
musician it would sound . . .  crap. 

I spend many hours 
programming sounds from 
scratch, and even longer setting 
up effects for the tunes, and on 
top of that an awful lot of 
thought goes into chord 
routines. There are a lot of 
people who think they're really 
creative because they've got a 
good set-up with all the latest 
sounds, but music is something 
you are born with; you feel a 
tune inside you and a lot of work 
goes into realising it and having 
something worth listening to 
after hours, days, weeks, even 
months of hard work. 

No matter how good your 
equipment is, if you haven't got 
the feeling, it just won't sound 
good. Rob Hubbard is a prime 
example. Lots of good C64 
tunes. Give him a great studio in 
the USA and a four-channel 
Amiga sound chip and what 
happens? His tunes sound crap. 
Excellent sound quality, poor 
music. He burned out. I haven't 
heard anything memorable from 
Hubbard since Populous, and 
noted that with lndy 500 he was 
using the Amiga l ike a C64. 

lt could be that EA just 
wasn't paying him enough. 
Games companies must learn 
that they have to spend money 
to get good work. Until they 
realise that music (the right 
music) is every bit as responsible 
for the feel of a game as the 
graphics, and start paying 
accordingly, they will only get 
crap musicians and will therefore 
continue to consider videogame 
music unimportant. 

Scott Tidman, 
Kent 

Anyone who made the C64 
sound good should be 
commended. Musicians often had 
as little as 6-8K to play with, 
while 2-3K was taken up by the 
sound driver. This would have to 
include as many as 30 different 
sound effects and up to a dozen 
tunes. So not only were they 

Why Isn't the Mac seen as a 
serious games machine? (See 
letter from Slmon Humphrles) 

able to make these machines 
sound good but they were doing 
it under the most appalling 
restrictions - and to a deadline. 
You yourself say that you have 
the luxury of working on a 
number of different instruments 
with several months at your 
disposal. Try being as creative 
with one keyboard and a � 
couple of weeks. 1..S 

I 
would like to know why 
the Apple Macintosh 
isn't regarded as a 

participator in the videogames 
industry alongside the PC and 
the Amiga. 

I have dealt with all three 
machines. I have owned an 
Amiga 500 and a 486 DX2 66. 
Not happy with either, I decided 
to try a Mac, and it was the best 
decision I have ever made when 
buying a computer. For starters, 
the operating system is the best 
- nothing comes close. lt's 
simple, clever and very powerful.  

The Mac has the best specs, 
too. The new Power Mac 
8 1  00/ 1 I 0 has a PowerPC RISC 
processor running at I I 0 M Hz 
with a 256k cache and can have 
256 megabytes of RAM! lt has a 
2Gb hard drive, 1 6bit stereo 
sound input and output as 
standard, uses speech 
recognition and can display 
1 6,777,2 1 6  colours at 800x600 
as standard. And there are now 
loads of native PowerPC 
programs available. 

But when I mention Apple to 
friends they say they are too 
expensive. Maybe in the days of 
the Quadra 900 and 700, which 
cost around £5000 for a machine 

v i ew p o i n t 

Scott Tldman doesn't approve of the prominence given to veteran C64 
musicians like Rob Hubbard In Edge's game music feature (Issue 15) 

that was less capable than an 
Centris 6 1  0, which when it was 
around cost under £ I 000 

I am using a Mac Performa 
630 (LC if you like) with a 
66MHz 68040 chip, 8Mb RAM, 
350HD video in card and TV 
tuner card. I got this lot for 
under £ 1 200. Having owned a 
486DX2 66, I know that the Mac 
thrashes the hell out of the 486 
and is something to be desired. 

The point I am trying to make 
is, why haven't developers 
converted popular PC games to 
the Mac? Sure, you can get 
Civilization, which is the only 
game you need, and Doom and 
Doom 11 are being released, as 
well as Rebel Assault, which beats 
the PC version hands down, but 
arcade games, such as Cannon 
Fodder and X-Wing, could work 
on the Mac as well. 

Simon Humphries 

The Mac isn't widely used as 
games platform simply because it 
hasn't yet made it as a home 
machine. Macs are popular in 
offices and design studios the 
world over, but there are still 
comparatively few in households. 

As the Mac increases its share of 
the home market, you'll see 
more games converted to it -
and Apple's forthcoming RISC 
console, 'Pippin', will no doubt 
help the situation. 

D he features in  Edge 
have always been 
impressive, but I have 

thought up a few more which I 
would love to see in future. 

The first would be a feature 
on game designing. I'm sure many 
Edge readers have, at one time 
or another, thought of a 
brill iantly original idea for a 
game, but just don't know how 
to get it to a games company. 

Secondly, I would love to see 
a feature on RPGs. This is a 
generally underrated and 
overlooked genre, especially as 
most of us Westerners have 
been raised on a strict diet of 
console and action games. 

Anon 

Edge is planning a new series of 
features at the moment. Your 
suggestions wil l  certainly 
be seriously considered. 
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i Tosh i n d e n 

28 

Effects like 

these have 

previously 

been the sole 

preserve of 

high-end 

graphics 

packages, 

yet the 

PlayStation 

handles them 

at speed 

on the fly 

A pyrotechnical special move (top) 
sends the recipient flying (above) 

t's i m possi b l e  to 
overest i m ate the 
popu l arity of Virtua 

Fighter in J apan. It's 
more than j ust a g ame; 
it's a fu l ly f ledged 

phenomenon. S o  widespread and 
fanatical  i s  its fo l l ow i n g  among 
N i ppo nese g ameheads that wee ks p r i o r  
t o  t h e  lau nch ofSega's mac h i ne, 
S aturns r u n n i n g  the game d o m i nated 
storefronts in A k i habara, T o kyo's 
'vi deogames d i str ict', with eager 
g arners q u e u i n g  u p  to p l ay for free . 

It's l itt l e  surpr ise, then, g i ve n  th i s  
huge ready-m ade aud ience f o r  3 0  beat 
'em u ps, that Takara shou l d  ch oose 
th i s  sty le  of game for its fi rst 
P l ayStat ion p roject. 

H owever, Toshinden i s  far from 
be ing a cyn i cal copy of the Sega game. 
I n  the same way as Samurai Shodown 

gave Street Fighter If's gamep l ay a 
shot in the arm, so Toshinden g i ves the 
creators of Virtua Fighter someth i n g  
t o  th i n k  about. 

For a start, Toshinden i sn't j u st a 
stra i g htforward fist fest: the com bat 
features weapons, both edged and 

Satu rn Virtua Fighter i sn't the only 3 D  

beat 'em u p  i n  town. Prospective 

PlayStation owners now have their  

own contender for the 32bit crown 

Format: PlayStation 

Publ isher: Takara 

Developer: In-house 

Release date: January 1 
Origin :  Japan 

othe rwise.  T hese don't rep l ace 
trad iti ona l  punches and k i c ks, th ough 
- i n stead, the i ntention i s  to  offer a 
game sty le  that a l l ows p l ayers to b u i l d  
f ight ing sk i l l s  based on a combi nat ion 
of both attack sty les.  

W h i l e  Virtua Fighter's array of 
taggable h its and spectacu lar s l ams i s  
i m p ress ive i n  i t s  own r i g ht, it's easy t o  
s e e  w h y  s o m e  garners - weaned on a 
stri ct d iet of f lash k icks  and fi reba l l s 
d i d n 't warm to the game as q u i c k l y  as 
Sega h ad h o ped.  S o, d o u btlessly with 
th i s  in m i n d, Takara h as p r i med each 
character with a c h o i ce se l ecti o n  of 
supernatural m oves. 

The com pany h as a l so e x p l o red the 
pote nt i a l  of a 30 f ight ing env iron ment 

The backgrounds In Tultlnden are gorgeous, but even more Impressive 
Is the PlayStatlon's use of transparent textures (EIIIs' outfit, above) 



Here, both contestants 
have chosen to fight as 
Ellls. Player two lets fly 
with a series of blows 
(top to bottom): straight 
roundhouse; the same 
move reversed; a knife 
slash; and a rising spin 
special attack 

Unlike Vlrtua Rgtrter, Toshlnden allows 
players to dodge sideways, as shown by 
Ellls' cartwheel (above and top right) 

more fu l ly than Sega. Whereas the 
gamep l ay in Virtua Fighter ope rates i n  
a s i n g l e  p l ane, the characters i n  
Toshinden are a b l e  t o  move re l at ive ly  

freely around the game's square 
com bat area - in other words, they 
m ove ' i nto' and 'out of' the screen as 
we l l  as from one s ide to the other.  
W hether cartwhee l i ng out of trou b l e  or 
buzzing arou n d  an oppo nent's head 
after perform i n g  a move which turns 
them i nto a f izz ing bal l ,  these f ig hters 
fu l l y e x p l oit the scope of the i r  setti ng .  

Takara c l a i ms that both standard 
and spec ia l  attacks w i l l  be q u i c k  and 
s i m p l e  to u n l eash, than ks to the 
P l ay Station's fo u r  shou l der buttons.  
H owever, the more com p l ex character 
des i g n s  make the f ight ing action 
appear s l i ght ly  more confus ing  than it 
i s  in Virtua Fighter, with its c l eaner 
l i nes and p u rer c o l o u rs.  

B ut it 
i s  Toshinden's g raph ics 

that wi l l  s u re l y  gene rate m ost 
exc itement - at l east i n it ia l ly 
among st a g am i ng c o m m u n ity h u ng ry 
for tan g i b l e  evidence of the S o ny 
machi ne's performance. Forget p l a i n, 
u nshaded po lygons and start gett i n g  

p r e s c r e e n  

Blows don't connect any more solidly than this (top left). One of the 
few indoor stages (middle). The 'camera' zooms out (above) 

u sed to G o u raud-shaded, texture
mapped everyth i n g .  

F rom t h e  fu l l y mode l led bac kdrops 
- i nc l ud i ng a fo rmal  J apanese garden 
and a rooftop scene at n i ght - to the 
obvious effort that h as gone i nto 
m a k i n g  i n d iv idua l  l i mbs l oo k  so l id, the 
game rare l y  fai l s  to d raw wheezes of 
amazement from o n l ookers. 
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p r e s c r e e n 

Even apparently superfl uous detai l s  
I i k e  the ce leb ratory antics o f  the 
v ictors of each bout reek of 
i mag i nation and f l a i r. For  exam p l e, 
when M o ndo casts h i s opponent from 
his rai sed r ing, he s p i n s  his spear 
aro u n d  and over his head, then bri ngs 
it to rest ac ross his  sh o u l ders, drap i n g  
one a r m  over it as he bel l ows a 

scornfu l laugh .  Another 
honourab l e  mention m u st 

go to the magn ificent 
transparent togs 

sported by E l l i s .  
The tru l y  

remarkab l e  th i n g  
i s  that 
conv i n c i n g  
effects I i k e  
these h ave 
prev ious ly  been 

the so l e  
preserve of 

h i g h-end dedi cated render ing 
packages, yet  the P l ayStation hand l es 
them at speed on the f ly .  The game 
now sh ifts 90,000 po lygons per 
second, and moves even faster than 
Virtua Fighter. H owever, Toshinden's 
ani m ation does l ack some of the 
f inesse of Sega's f l agsh i p  game - it's 
s i m p l y not as f l u i d  o r  rea l istic.  And the 
sound effects and m u s i c  are also 
outsh i ned by those i n  the Sega tit l e .  

If Takara's o w n  4 0-strong 
deve l opment team can c l ean up both 
these e l ements prior to re l ease, then 
those people who held out for the 
P l ayStation rather than p l u m p i n g  for 
the S aturn and are now chomping  at 
the b it for the i r  own Virtua Fighter 

m ay find the i r  comm itment £ amply  rewarded . 

The game's ever-changing viewpoint creates some spectacular situations (top left). Those familiar with VFwill find 
that Toshinden's pr&-bout camera zooms are very similar (top right). Note the accurate shadows (above right) 



The fighters 
Toshinden features eight 
fighters, plus a 
non-selectable end-of-game 
boss. Japanese fans like to 
know background details of 
game characters, which is 
why Takara has supplied 
potted biographies for each. 

Kayin A Japanese-Scottish 
warrior with a large sword. 
Run-go An American who 
wields a metal rod -
apparently the strongest 
weapon in the game. 
Eiji From Fukuoka, Japan, 
this chap brandishes a 
heavy Japanese sword. 
Fo A mysterious wizard with 
a vicious metal blade 
attached to each arm. 
Mondo Uses a spear with 
interchangeable heads. 
Sofia An ex-KGB agent with 
the fastest weapon in the 
game - a whip. 
Duke This Frenchman hefts 
a magically extendable 
two-handed sword. 
Ellis A circus dancer who 
uses a simple sword. 

As well as using this blue bubble (top) against opponents, Fo can 
actually climb aboard it. Kayln demonstrates a drilling sword thrust 
(middle). Even creases In clothing are accurately detailed (above) 

p r e s c r e e n 

Same-character fights, like Ellls vs Ellis (middle), are an established beat 
'em up feature. The leather-clad Sofia discards her weapon 
(a KGB-Issue whip) In favour of a traditional hands-on approach (above) 
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i Motor Toon 
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G rand Prix 

Sony's professionalism Is evident 
throughout MotOI' Toon Grand Prlx. 
this Is no static screen 

Sony's eccentric PlayStation racer is  wi ld ly 

different to Ridge Racer but could  prove to 

be an equal ly jawd ropping achievement 

Format: PlayStation 

Publ isher: Sony Computer 
Entertainment 

Developer: Poly's! 
Bandit lnc 

Release date: Mid-Dec (Japan) 

Origin :  Japan 

m i ntendo's we l l -rece ived 
S N E  S game Stunt Race 

FX < Edge l l )  was the 
fi rst rac i n g  game to 
feature veh i c l es with 
obv ious  personal it ies.  

The b ug-eyed cartoon cars and trucks 
created by producer S h i geru M iyamoto 
were an endear ing  testament to the 
J apanese penchant for cuteness. C rude 
though the p o l ygon veh i c l es were, they 
came al ive when in motion and acq u i red 
a character a l l of the i r  own . 

Motor Toon G P, S ony's fi rst m ajor  
i n-house P l ayStat ion game ( a  th i rd party 
deve l oper, Band it, h as j o i ned S o ny 
C o m p ute r E ntertai n me nt for the p roject) 



Speeding down a hill {above). In-car view {above right). Note the colourful 
backdrop of hot-air balloons. Negotiating a winding bridge section {right) 

The cars 

shrug and 

rock with a 

bizarre 

elasticity, 

morphing and 

mutating in a 

fashion that 

would bring a 

tear to the 

•ye of Uncle 

Wait himself 

treads the same trac ks as Stunt Race 

FX, u s i n g  the P l ayStat i o n 's powerfu l 
texture-mapp i ng ab i l it ies to render a 
set of warpi ng, twi st i n g  veh i c l es that 
owe more to Roger Rabbit than Virtua 

Racing. And it does it a l l in rea lt ime 
with asto n i sh i ng ease. 

G o ne are the S us u m u  M atsush ita 
cameo characters seen in E d g e 's 
prev ious  l oo k  at the game ( i ssue 1 5 ) .  
I n stead, the cars the mse l ves are l eft to 
do a l l  the tal k i n g .  The p l ai n  
G ou raud-shaded po lygons that m ade 
u p  the veh i c l es ear l ier in deve l op me nt 
have now been e n hanced with 

At times, the game's Roger Rabbit· 
style vehicles transmute Into fully 
animated cartoon characters. Bizarre 

p r e s c r e e n  � 

The game occasionally encourages 
you to stray from the beaten track 

textu re-mapped su rface deta i l s  l i ke 
eyes and other h u manesq ue features. 

I n  a further effort to captu re the 
cartoon fee l  so be l oved of J apanese 
gamers, the cars' behav i o u r  has a l so 
been a lte red . As they a m b l e  around the 
game's 12 d i fferent trac ks, they shrug 
and rock with a b i zarre e l ast ic ity, 
morph ing  and m utat i n g  in a fas h i o n  
that wo u l d  b r i n g  a tear t o  t h e  eye of 
U nc l e  Wait h i mse lf.  

B ut it's the game's p l ayab i l ity that 
was ex pected to be its g reatest 
strength. And, i r o n i cal ly, th is  is  where 
th i n g s  appear to have gone s l i g htly 
awry. C o m pared to the dramatical ly  
overp l ayed hand l i ng characterist ics of 
the Stunt Race FX cars, the veh ic les i n  
Motor Toon Grand Prix a r e  rather 
reserved.  D r ift turns and powe rs l i des 
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p re s c r e e n  

Just as Ridge 
Racer is in a 

class of its 

own in the 

serious racer 

genre, Motor 
Toon GP's 

outlandish 

visuals give 

it the chance 

to carve a 

unique niche 

for itself 

fal l by the ways ide to be rep l aced with 
a str icte r tarmac-h ugg i ng experi ence. 

It see ms that Motor Toon's 

game p l ay wi l l  ad here to the prom i ses 
made by p roject d i recto r l<azunor i  
Yamauchi ,  who stated i n  Edge 1 5  that 
he wanted the hand I i ng of the cars to 
be as rea l i sti c  as poss i b l e .  A f i ne 
i ntention, but one that cou l d  sit 
u ncomfortably with the decided ly  
unrea l i st ic  nature of the cars. 

Some peo p l e  wi l l  also be 
d i sap pointed by the l ac k  of the 
promised l i n k-up opt ion .  They' l l  have 
to wait a wh i le l onger - poss i b l y unti l 
N amco's proposed Ridge Racer 2 -

Motor Toon includes five different Virtua Racin&'style perspectives 
(including a rear-facing view) which you can switch between smoothly 
and easily. Even more may be made available via a cheat 

before being ab l e  to share a rac i n g  
experience v i a  t h e  P l ayStat ion's 
l i n k-up fac i l ity. In the meanti me, 
Motor Toon GP offers a sp l itscreen 
mode and a new se l ecti on of tracks 
specifica l l y des i g ned for m u lt i p l ayer 
acti on.  The scenery h as been s i m p l ified 
i n  order to mainta i n  
the game's l u d icrously 
smooth sc reen u pdate, 
but there are more 
ontrack obstac les  than 
i n  the comparative l y  
free r u n s  o f  the 
one p l ayer c i rcu its. 

U n I i ke the cars, the 
p l ay i ng environ ment 
has remai ned most ly  
u nchanged and i s  as 
breathtaking  as ever. 
The un d u l at ing  
landscapes are 
conv i n c i n g  and there's a fai r  spr i n k l i ng 
of texture-m apped roadside objects. 
The use of c o l o u r  in part icu l ar breaks 
new g ro u nd, with sm ooth g raduations 
of hue g i v i n g  the game an 
appropriate l y  su rreal p l asti c ky look.  

The sound i s  a lso we l l -orchestrated. 
The mus ic, which  p l ays from the 
P l ayStation rather than from C D, is 
cutesy but catchy, and the sound 
effects are superb - dr iv ing  through a 
f l oc k  of sheep, for exam p l e, i s  
accompanied b y  a cacophony of 
fitti n g l y  worried b l eats. 

J u st as N amco's Ridge Racer is  i n  
a c l ass o f  its own i n  t h e  se r ious race r 
genre, Motor Toon G P's out landish 
v isua ls  g ive it the chance to carve a 
u n i q ue n iche for itse lf.  W hether it wi l l  
work as a rac ing game has yet to £ 
be dete r m i ned.  

The twoplayer tracks are 
strewn with obstacles 
(above). Various views are 
selectable here too (left) 

Sections of the Motor 
Toon world In 
SGI-rendered form. 
Plastlclake (middle) 
allows the player to 
shoot down tubes 
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p re s c r e e n 

I ron Vi rgin looks set to continue the trend 

towards 3D PC games with a robotic 

action-strategy offeri ng from Italy 

Night sights are handy for 
indoor work - enemy robots 
have a habit of taking 
potshots from the shadows 

Assau lt 
Format: PC 

Publ isher: Virgin 

Developer: Graffiti 

Release date : January 

Origin :  Italy 

ith the PC game 
mar ket beco m i ng 
i ncreas i n g l y  c l uttered 
by Wolfensteinl 

Doom-sty l e  tit l es, 
deve l opers are bei ng 

forced to look at new ways of 
i m p roving either the g raphics 

techno l ogy o r  the gamep l ay .  V i rg i n's 
Iron Assault opts for the l atter 
app roach, with extra atte nt i o n  be ing 
paid to the p l otti ng, i n-game 
atmospheric tec h n i q ues, and game p l ay 
that becomes i ncreas i n g l y  strate g i c  as 
you progress. The a i m  is obv ious ly  to 
p l ease the trad it ional  M i c roprose 
gamesp l ayer as we l l  as the 
Doom-heads. 

The story l i ne i s  typica l  futu r ist ic 
fare . Y o u  p l ay a mem ber of a band of 
rebe l s  f ighting agai nst a m i g hty 
corporat ion which is on the cusp of 
wo r l d  d o m i nati o n .  A l l  com bat i s  
perfo rmed b y  h u g e  roboti c war 
mac h i nes over var i o us E arth l ocat ions .  
T here are offens ive, defens ive and 
recovery m i ss ions on offer, a l l  of  
which invo l ve a substantia l  amount of 
b l ast ing  and more than a l itt le  
cat-and-mou se strategy. 

I n iti a l ly  the game works in a l i near 
fash i o n, with a series of m i ssions to 
p ut beg i n ners through the i r  paces. 
S uccess i n  each m i ssi on h as an effect 
on the rebe l cause, and may a l so resu lt  
i n  the deve l o p ment of new weaponry or 
defence systems.  After you've 

Torching an enemy robot in the heart of an Industrial war zone. Iron Assault's 3D 
engine uses flat floor mapping, just like the Doom games 

All the visuals In Dark 
Forces started life as 
physical models before 
being digitised 

One of 

the most 

intriguing 

aspects of 

the game is 

the use of 

stop-motion 

animation for 

the pre-shot 

scenes 



A robot thuds across the 
plains. Every sprite 
animation In the game 
was produced by digitising 
a model, then retouching 
the image to regain clarity 

The Lone Wolf rebel 
base {top) Is a mixture 
of DPalnt and a 
digitlsation of a · 

specially built model. 
This rebel base Interior 
{above) was created 
using the same method 

Judging by this scanner shot of an arctic 
wasteland, Iron Assault looks like a 
not-too distant cousin of Battlezone 

c o m p l eted a few m i ss i o n s, you 're 
rewarded with promotion.  T h i s  
i nev itab ly l eads t o  h arder tasks and 
extra respons i b i l ity, with other rebe l 
robot p i l ots to g i ve o rders to and, 
l ater, cam paign screens to get i nvo lved 
in.  T hese screens depict the vari ous 
fri e n d l y, enemy and conf l i ct areas, and 
a l l  the supply ro utes between them. 
H ere you 're g iven freedom to get 
invo l ved in any conf l ict, which means 
that wider-ran g i n g strateg ies can be 
formed . The u lt i mate promotion i s  to 
the ran k of general,  at which p o i nt you 
have to p u rge fo u r  wh o l e  continents of 
the enemy forces. 

The 3D eng i ne itse lf doesn't 
i m press as m uch as Doom 's, but it 
does have one feature which id 's 
offe r i n g  l acks:  form l i g ht-so u rc i n g .  As 
G raffit i 's Antonio Farina exp la i ns, 
'When m i ssi les are f i red down city 
streets, the wal l s  of skyscrapers 
actua l l y g l ow as the project i l e  passes 
by, with one f inal  f l are l i g ht ing  the 
scene as the m i s s i l e  h its home.'  

It 's  a s imple  trick b ut an effective 
one. 'Another th i ng p l ayers wi l l  
apprec iate, ' cont i n ues Anton i o, ' i s  the 
way everyth i n g  i n  the gamewo r l d  can 
be d amaged, whether it's a sect ion of 
b u i l d i ng, a lamppost which can be 
tra m p l ed under the feet of a robot, o r  
e v e n  another rebe l veh i c l e . '  

O ne of t h e  most i ntr i g u i n g  aspects 
of the game is the use of stop-motion 
a n i m ation for  pre-shot scenes, rather 

p r e s c r e e n 1 

The wide city streets begin to look just a 
little less spacious when mighty war 
robots are sallying along the roadways 

than the trad it ional  S i l i con G raph ics 
or 3D Studio method.  Anto n i o  aga i n :  
' T h e  g uy w h o  hand l ed a l l  t h e  i n-game 
g raphics and movie seq uences j o i ned 
G raffiti after wo r k i n g  i n  the fi l m  
i n d ustry, br i n g i ng model-maki ng, b l ue 
scree n i n g and stop-moti on s k i l l s to the 
t it le . '  The resu lts can be seen in the 
way the spr ites are convi n c i n g l y  
an i mated, as we l l  a s  i n  the 
Term i nator-sty l e  i ntra sequence and 
assorted i n-game m i n icam shots. 

After 1 8  mo nths in deve l opment, 
Iron Assault is set for re lease i n  
J anuary. I t  wi l l  b e  i nterest i n g  t o  see 
how its re l iance on depth of game p l ay 
rather than i ntuit ive b l ast i n g  £ goes down with Doom fans. 

A second cockpit view is 
available In all models of 
rebel robot, offering a 
smaller viewing window but 
more tactical screens on 
display at one time 

Backdrop objects and sprites become pixellated In close-up. When in 
motion, the enemy robots convey a real sense of weight 
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Call into your local Calculus Store or phone 

our Order number to place your order. Sign our 

credit form confirming the period over which you 

wish to pay. (you can change your mind on how to 

pay after your 6 months ownership) Once we have 

received a good status report the Product is yours, 

enjoy it for 6 months and then confirm your 

final payment choice. 

A. Choose easy payment terms* of your choice 

from either 24 or 36 months. 

B. OR Pay Today's Calculus Price. 

No Strings Attached, No Interest Charges. 

Offer Ends 3 I st 

PAY IN FULL Now. 
We accept Access and Visa c;'rds or a cheque. 

Put your cheque guarantee card number on the back of 
your ch�:!<jue for an instant status cheque otherwise 

allow 5 i:lays for clearance. Mail order goods are 
normally dispatched the day that an order is cleared 

and delivered Nationwide by Securicor 
H I NTS AN D TIPS 

If  you are visiting a Calculus Store, bring a cheque 
guarantee carcf and proof of identity fOr Instant 

credit clearance. Otherwise it can take upto 24 hours 
but you must be over 23 and 

in Full Time Employment. 
*APR 29.8% 
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lt's best to 

throw in the 

towel if 

you're hitting 

the canvas 

too often or 

you'll start 

to take 

permanent, 

career-ending 

damage 

Format: PlayStation 

Publ isher: New 

Developer: In-house 

Release date : February 

Origin :  Japan 

m 
a x i n g  games have 
h i storica l l y been a 
b u nch of makewe i g hts 
with g l ass c h i n s  and 
l itt l e  stay i n g  powe r. 
Boxer's Road, 

however, l ooks m uch stu rdier  than its 
predecesso rs, with i m pressive po lygon 
f ig hters that you can watch brawl i ng 
from a ran ge of d i fferent perspectives. 

There's a g reat em phasis on 
tra i n i ng - even before you start you 
have to take tests to become a pro.  
When trai n i ng for a f i g ht you ta i l or 
yo u r  reg i men to your opponent's 
strengths and weak nesses, work i n g  on 
certa i n  punches and l earn i ng to avo i d  
h i s  favoured stro kes. Y o u  even g e t  to 
choose your boxe r's d i et. 

The effectiveness of each of the 
m any d ifferent pu nches depends on 
several variables. These i n c l ude the 
accu racy of the punch, how we l l - if at 
a l l - it's b l oc ked, and whether the 
boxers are mov i n g .  l<nockdowns cause 
more damage if certa i n  punches are 
u sed, but as Q. general  ru le  it's best to 
th row in the towe l if  you 're h itti ng the 
canvas too often or yo u ' l l start to take 
permanent, career-e n d i n g  damage. 

Boxer's Road i s  the most or ig i na l  
b o x i n g  g a m e  s i n ce t h e  p i oneering 
p o l ygon-based 4 0  Sports Boxing, 

re l eased for the P C  in 1 9 9 0 .  And 
S aturn owners can l oo k  forward £ 
to a s i m i lar  game from J V C .  

After years of being s idel ined by flashier 

beat 'em ups, the boxi ng s im cou ld be 

about to make a comeback 

Close up, the boxers look 
surprisingly unblemished 
(above). An external view 
shows the fighters In the 
corner (top left) 

Boxer's Roads firstperson 
viewpoint provides real 
in-your-face action 
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p r e s c r e e n 

Dark Fo rces 
I s  LucasArts' new game s imply 'Doom meets Star Wars' ,  or 

does it offer a new hope for the 3D blasting gen re?  

Format: PC 

Publ isher: LucasArts 

Developer: In-house 

Release date: January 

Origin :  US 

Darlc Forces has probably the best texture-mapped 3D environment yet 
on the PC. The detail remains convincing even when you're up close 

here can 't be many 
more ban kab l e  n ames 
than G eorge L ucas' 
Star Wars brand. The 
success of the 1977 
movie paved the way 

for two seq u e l s  ( so far),  a bewi lder ing  
range of toys and t ie- in  merchan d i s i ng,  
and seve ral v i deogames. Dark Forces 
is the l atest game i nsp i red by the 
sacred cow of '70s science f ict ion, and 
w ith it the L ucasArts e m p i re i s  o ut to 
conquer the Doom- i n s p i red 3 D  shoot 
'em up genre. 

The character you p l ay in Dark 
Forces is a former I m per ia l  N avy 
ope rative who now works as a 
mercenary for the Rebel  A l l i ance, 
i n{i ltrat i n g  bases, stea l i n g  i nformat i o n  
and perform i ng other sensitive tasks.  
The p l ots of the m i ss ions run a l o ng s i de 
the ex i st i n g  Star Wars sto ries and 
occas i o na l l y  touch on the characters 
and action from the movies - Darth 
Vader and J ab ba The H utt both m ake 
cameo appearances. S ce nes at the end 

of each m i ssi on update the story and 
show h ow you 've affected the course of 
the rebe l l i o n .  

Dark Forces' texture-mapped 
g raph i cs drip w ith detai l s  from the 
Star W ars u n i verse, and they h e l p  g ive 
the game real atmosphere .  The Death 
Star leve l is  the best edxam p l e  of th is .  
N ot o n ly does it have the co rrect 
arch itecture and accu rate f l oor p l ans, 
but it's fi l i ed with sto rmtroope rs, 
I m per ia l  officers and g uards. Even the 
t i ny 'dog'  robot that Chewbacca scares 
away in Star Wars appears. 

Beneath the attractive g raphics  i s  a 
super ior game e ng i ne - it's more 

Dark Forces' 

beautiful 

texture· 

mapped 

graphics drip 

with details 

from the 

Star Wars 

universe 



p r e s c re.e n 1 

There are ten different weapons available In Datfc Forces. 1 The humble 1976 goalie gloves. 2,3 After a while, you can 
move on to more powerful blasters. 4 This Is the Datfc Forces equivalent of Doom's minigun. 5 The four-barrelled gun 
is impressive. 6, 7 But the heavy mortar and the laser cannon are truly formidable. 8 The most powerful weapon is a 
top-secret Imperial research project. You find the plans early on and collect parts on later missions 

The cut-scenes of TIE 
Rglrfer and X·Wing 
have been replaced in 
Datfc Forces by 
rendered sequences 

deta i l ed than other 3 D  fi rstperson
perspective games, and it offers a fu 1 1  
.3 D envi ronment. T h i s  means that 
rooms are stacked on top of rooms, 
and consequent l y  the leve l s  are 
structured l i ke real b u i l d i ngs, u n l i ke 
those i n  Doom and Doom II. 

It's a l so poss i b l e  to l oo k  up and 
down to case leve l s  and spot switches. 
And even at the h i g h est detai l sett i n g  
o n  a re l atively fast P C  ( 486 D X 2/66),  
it 's  a very speedy game, m a k i ng it easy 
to tear aro u n d  corners strai g ht i nto a 
posse of I m per ia l  sto rmtroopers. 

There are p l e nty of weapons to p l ay 
with, i n c l u d i ng l and m i nes, thermal 
detonators, a mortar and various 
b l asters. There's no l ig htsaber, 
howeveri because b i g  G eo rge is q u ite 
prec i o u s  about it - apparently, o n ly a 
J e d i  is ab le  to u se the weapon and 
the refore L u ke i s  the only rebe l who 
can pack one.  

M ore s i g n ificantly, the game p l ay i s  
l e s s  about b l ast ing  a n d  m o r e  about 
tactical  e x p l o rat i o n .  I n  m ost m i ss ions 
you have to either f ind so meth i ng, k i l l  
someone o r  b l ow someth i n g  up, and 
it's often better to run away from a 
fi g ht than go charg i ng i n  with a l l  g u n s  
b l az i n g .  Your c haracter c a n  co l l ect 
more than j u st g u ns - vari o u s  other 
objects are u sed in p u zz l es with i n  
leve l s, m ak i n g  Dark Forces a m uch 
m o re thoughtfu l game than Doom. In 
a l l ,  L ucasArts i s  h o p i n g  to have 50 
m i ss ions for you to work your  way 
th rou g h, and c l a i ms that the game i s  
around twi ce as b i g  as Doom II. 

L ucasArts, I i ke its fo u nder G eorge 
· Lucas, has l ess of a reputation for 

o r i g i nal ity than for we l l -crafted 
re i nvent ion .  The com pany set new 
standards for g raph i c  adventu res and 
space s ims w ith t it les l i ke Sam And 

Max and X- Wing, and Dark Forces 
l ooks set to repeat the success of £ 
th ose games. 

In the Jabba's Revenge mission you 
wake up In monster pit with no 
weapons. To escape, you have to 
crawl through a network of tunnels 
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p r e s c r e e n 

s Soft 
udson Soft is not your 
average Japanese 
videogames outfit. This 
is a company with 
overseas interests as 
diverse as television 

and movie production and coin-op 
museums. Recently, it has even been 
involved in raising AIDS awareness 
among young people. 

After establishing itself with 
programming languages and uti lity 

Hudson Soft's research and design centre in 
Sapporo Is the company's Japanese HQ 

software in the 
early '80s, Hudson 
began to focus 
upon what was to 
become its true 
vocation: games. 
Its original titles 
and conversion 
work from 1 984 
onwards rapidly 
gained it 
recognition as an 
industry leader, nd 
its PC Engine 
conversion of 

To celebrate its partnersh ip  with 

Virgin U K, H udson Soft invited Edge 
to visit its Japanese headquarters 

i n  the northern city of Sapporo 

l rem's arcade smash R-Type is sti l l  
regarded as the system's definitive 
contribution to the shoot 'em up genre. 

Hudson's hardware achievements 
are as formidable as its software 
successes. In 1 987, in collaboration 
with Japanese giant N EC, it produced 
the PC Engine, arguably the first 
machine to del iver affordable 
arcade-qual ity gaming to the home. 
Only a year later it pioneered 
CD-ROM storage in  the form of N EC's 
PC Engine add-on, the CD-ROM2• 

Although it enjoyed only minor 
success in the US, the PC Engine gained 
a huge following in its native land, 
where a combined Engine and 
CD-ROM unit, the PCE Duo-RX (the 



Hi-Ten Bomberman (top), arguably the 
best multiplayer game in the world, runs 
on a high-definition TV. Its creator, 
Katsuhiro Nozawa (left) 

machine's fifth incarnation), was 
recently launched. 

H udson is, 
o f  course, best 

known for its Bomberman series. The 
original game of bomb detonation 
clumsily entitled The Bomber Man - was 
written in 1 980 purely as an exercise to 
demonstrate the power of Hudson's 
own BASIC compiler. lt eventually 
enjoyed a small-scale release in  Japan as 
a oneplayer PC game, with just one 
type of bomb and one enemy. 

lt wasn't until the arrival of 
N intendo's Famicom system that the 

'I personally believe that the 

Famicom version of Bomberman is 

the one and only version of the game' 
Nakamoto Shlnlchl, Hudson Soft 

concept was revived. Struggling for 
inspiration after cartridge hits such as 
Lode Runner and Star Force, Hudson Soft 
plundered its back catalogue and 
happened across the game that would 
prove to be its crowning glory. 

After seeing power-up systems in 
popular shoot 'em ups of the day, the 
game's designers incorporated a similar 
concept into Bomberman - bombs cou ld 
be increased in  strength by collecting 
icons. A concept that, of course, made 
Bomberman a classic lesson in 
competitive gameplay. 

p r e s c r e e n 1 

But it was a sti l l  only a twoplayer 
game. N EC's technology was to change 
that. 'We were really lucky that the PC 
Engine had a multitap,' reveals 
Nakamoto Shinichi, Hudson Soft's 
d irector of R&D. 'Without it, the PC 
Engine version would have been merely 
a reproduction, and would probably 
soon have been forgotten.' 

The development of multitap 
hardware was arguably the single most 
important factor in Bomberman's 
success. lt made the game a true party 
experience, one that managed to 
induce more competitive energy in its 
participants than probably any other 
game before or since. 

And Bomberman is sti l l  going strong. 
Hudson's most ambitious game to date 
is Hi-Ten Bomberman. But you won't see 
it turning up in the home. The game 
will only run on Hudson's 
in-house hardware - a combination of 
custom PC and stripped down PC 
Engine technology. lt is aimed 
specifically at the exhibition/show 
market, and its unprecedented 
tenplayer capacity has already proved a 
big draw on recent tours in Japan. The 
size of the playing area and the number 
of players means it has to use H DTV 
technology - the first game to do so. 

And it certainly is an experience. lt's 
a simple equation: mu ltiply the fun of 
standard Bomberman by two and you 
arrive at the entertainment provided by 
Hi-Ten. lt excels as a demonstration of 
both cutting-edge display technology 
and lovingly crafted gameplay. 

Although the system has only 
enjoyed floor space at Japanese events, 
it may not be long before British 
aud iences get a taste of the action. 
Hudson has firm intentions to bring 
Hi-Ten to these shores, although dates 
and venues have yet to be agreed. 

Despite the hi-tech adventure of 
Hi-Ten Bomberman, Hudson is sti l l  � 

The latest version of 
Hudson's explosive claseic 
is Super Bomberman 3 
for the Super Famlcom 
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p r e s c r e e n 

POFX 

NEC's unusual PC-FX 
games console was 
released on December 9 
in Japan. Three games 
shipped at the same time 

Edge tested the PC-FX with the help of Its 
lead designers, Koji Arai and Kazunori Yasui 

-+ committed to the established games 
platforms. Hence Super Bomberman 3, 
now nearing completion for the SFC. 

This is the first game in the SNES 
series to allow five players to take part 
- the fifth player starts in the centre of 
the playing area. With more collectibles 
and extra level details, including mine 
carts and even creatures to ride on, the 
game promises to offer more variety 
than previous Bomberman outings, if 
nothing else. 

The second game in the series, 
released only recently in  the U K, met 
with a fairly lukewarm reception among 
die-hard fans of the original. The main 
criticism levelled at it was that the 
gameplay had been tinkered with just a 
tad too much - famil iar features had 
been thrown out and replaced with 
new, but not necessarily better, ideas. 
And Super Bomberman 3 has been 
tinkered with even further. Whether it 
will appease or further annoy its fans 
will no doubt become clear on its 
release in  April '95. 

Despite the multiplayer game's 
following, the anticipation surrounding 
the third SNES incarnation, and the 
H DTV Hi-Ten system, Nakamoto 
Shinichi sti l l  hankers after the old days. 
'I personally believe that the Famicom 
version of Bomberman is the one and 
only version of the game,' he admits. 

H udson's l i n k  
with N Ec. 

which began with the PC Engine, has 
continued to flourish, and has just 
blossomed in the form of a new 
machine, the PC-FX, which is aimed at 
recapturing N EC's former prominent 

Battle Heat Is now out for the PC-FX. All the moves are prestored In 
anime form and played back, Dragon's La#Htyle. CD access is very fast 

position in the Japanese 
videogames industry. 

Games l ike Bomberman 
won't be appearing on the 
PC-FX, though, because of NEC 
directives on software development. 
Apparently, the company's 
intention is to concentrate 
solely on software based 
on popular anime 
series, so although it 
is claimed that the 
system is able to 
handle both sprite and 
polygon-based titles, 
the range of software 
wi l l  be heavily biased 
towards pre-generated 
animated footage. 

This marketing 
strategy is perfectly 
i l lustrated by Battle 
Heat, a Fist Of The North 
Star-inspired fighting game which is 
scheduled for release at the same time 
as the machine. Battle Heat only 
conforms to the established beat 'em 
up formula at the beginning, in as much 
as each player gets to choose their 
fighter from a selection of eight. From 
then on, the action is turn-based. When 
a player has gained the initiative, he is 
free to un leash an attack from his 
character's repertoire of moves -
rather l ike a traditional Japanese 
roleplaying game. The resulting 
animation - be it a successful hit, block 
or whatever - is immediately kicked in 
from CD, after which the recipient is 
able to return in  kind. 

Although primarily a 
games machine, the 
PC-FX can also receive 
faxes and hook up to 
NEC's PC98 computers 



The game's theme, plot and 
characters were all designed by 
members of Hudson Soft's in-house 
team and then relayed to an external 
animation studio where the anime 
footage was created. This is fantastical 
action-crazed stuff featuring typically 

The PC·FX is aimed at recapturing 

NEC's former prominent position in 

the Japanese videogames industry 

Japanese camera angles, furious speed 
l ines and dramatic pans. 

The other project from Hudson 
Soft's PC-FX development arm is Team 
Innocent. Although it too comes armed 
with umpteen megabytes' worth of 
pre-rendered sti l ls and footage, it also 
features traditional sprites, blending the 
two to create a space adventure with a 
very distinctive flavour. 

With backgrounds rendered using 
Alias software on Sil icon G raphics 
machines, Team Innocent is s imilar in 
style to lnfogrames' Alone In The Dark 

Hudson's Team Innocent for the Pc-FX is a bizarre adventure mixing 
anime and pre-rendered video and stills. The video quality is superb 

series. The PC-FX holds several views 
of each location in  RAM and flips 
between them as the player moves 
around. The most impressive aspect of 
the title, though, is its stunning, 
fullscreen digital playback drive, 
courtesy of Hudson's custom hardware. 

But, perhaps wisely, Hudson is not 
depending on the PC-FX for its future. 
With projects for the PlayStation, 
Saturn and 3 00 in development, it 
looks as if the company will also have a 
strong presence in the £ next-generation mainstream. 

Edge wishes to thank Taeko, Earl and al l  at 
Hudson Soft for their hospitality. 

uon 
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entities, television and 

h i-fi have now joined forces 

under the banner of ' home 

entertainment' . lt' s a 

phenomenon that videogames 

cou Id benefit from 

ver the last couple of years a 
revolution has been gathering 
pace, transforming people's 
attitudes towards the 
audiovisual experience and 
shaping the way they watch, 

�nd l isten to, television. New terms have 
become commonplace: Dolby Pro-Logic, digital 
video, surround sound, widescreen. This is the 
language of home cinema. 

lt all began back in the· mid '70s with the 
Star Wars movie and the advent of Dolby 
Spectral Recording (commonly known as Dolby 
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h o m e  e n te r t a i n m e n t 

Stereo). Dolby SR employs 
discrete audio channels to play 
separate sound effects from 
speakers placed to the side 
and behind the audience. 
Stereo sound (pioneered by 

Wait Disney's Fantasia) took a leap forward -
the audience was literally surrounded by sound. 

I n  1 974 Ray M Dolby and his team 
discovered a way of matrixing four audio 
channels on to the two optical soundtracks of 
35mm fi lm. The system debuted in 1 975 with 
Ken Russell's Lisztomania, but wasn't to make a 
major impact unti l a year later, when Star Wars 
played to 46 Dolby Stereo-equipped theatres 
across the US. 

Star Wars' multichannel Dolby stereo 
information made it intact to the video release -
all that was needed to replicate the cinema 
sound was a decoder and separate speakers. 
The first incarnation of the system, dubbed 
Dolby Surround, split the soundtrack into three 
channels: left and right, plus rear effects (two 
speakers are used for a wider rear sound, 

While the early adopters and 

techn���� --�� happy to 

pl�t:J_:_il.._. ,from CD, Joe 
I , '. , . 

' 

Averag� and llis wife may 

not be so enthusiastic 

although both units are 
fed the same signal). 

Later improvements 
to the technology gave 
us Dolby Pro-Logic, in  
which enhanced steering 
circuitry enabled the 
Dolby signal to be 
decoded into four 
channels, with a centre 
dialogue signal 
supplementing left, right 
and rear. The central 
speaker usually takes the 

form of a magnetically shielded speaker sitting 
on top of the TV, effectively locking spoken 
dialogue to the screen image. lt's a subtle effect, 
but one which stops those sitting to either side 
of the TV hearing speech biased towards the 
nearest speaker. 

Dolby Surround is increasingly finding its 
way into TV transmissions (Star Trek: The Next 
Generation, The Simpsons, Cracker, Bad 
Influence, and so on), audio CDs and, more 
recently, videogames. Most hi-fi and electronics 
companies now manufacture Dolby Pro-Logic 
decoders and integrated audiovisual amplifiers. 
And current systems, such as those produced 
by Yamaha, support an eight-speaker setup 
incorporating left, centre, right and two rear 
effects speakers, plus two front effects speakers 
for wider stereo imaging and a subwoofer l ine 
output for settee-shaking bass. 

As if this wasn't enough, the state of the art 
has recently been redefined by George Lucas. 
Having spent months creating subtle stereo and 
surround effects for his movies, he was 
distraught to find that many cinemas were 
poorly equipped to reproduce them. 

He immediately gave T omlinson Holman, 
one of Lucasfi lm's technical engineers, the task 
of setting the specification for cinema sound. 
And, presumably in homage to his first theatrical 
release - THX I 1 38 - so began the T omlinson 
Holman eXperiment certification program, 
which sets out standard criteria by which 
cinema sound equipment can be measured. 
THX-certified cinemas, such as the Empire in 
Leicester Square, London, are equipped to 
reproduce the fi lm soundtrack exactly as it was 
meant to be heard. The THX standard has also 
been extended to home equipment (AV amps, 
speaker setups and LaserDisc players) and to 
LaserDisc duplication. Home THX is awesome, 
but it wil l destroy your bank balance. 

With the advent of home cinema, 
LaserDisc is enjoying something of a renaissance 
in the UK. lt is the best source of decodable 
digital sound and has a picture resolution far in 
excess of standard VHS. 

First unveiled by Philips in 1 972, the 
medium was initially called VLP - Video Long 
Play. However, it didn't go onsale until 1 978, by 
which time it had been dubbed LaserVision. The 
300mm-format disc stores both audio and video 
as analogue signals which, although less precise 
than digital, take up significantly less storage 
space. By the late '80s it had metamorphosed 
into LaserDisc and supported both analogue and 
digital soundtracks, although the video track 
remains analogue because of the vast number of 
megabytes needed to store digital signals. To 
date there are 4.7 mil l ion LaserDisc players in 
Japan and over a mil l ion in the US. 

Though LD is old technology, it's still the 
standard system for home cinema fans, 
providing sound and picture qual ity that is 
superior to VHS or the newer Video CD, and 
wil l  be unti l MPEG 2 becomes widely available. 
With the new THX-certified LDs, the format 
seems further ahead of Video CD than ever- as 
anyone who has seen and heard Aladdin or 
Jurassic Park on LaserDisc will  testify. 

Toshiba pioneered the 'home cinema' concept 
with a TV incorporating Dolby Pro-Logic decoding 
and surround speakers as an affordable package 



h o m e  e n te r t a i n m e n t 

Pioneer has stuck by LaserDisc, not only producing players - like its both-sides-play CLD-2850 (above) - but 
also distributing PAL discs into the UK. Sony and Philips also currently support the format 

lt is only the cost of LaserDiscs and players, 
and the relatively poor distribution of PAL 
software, that has prevented LaserDisc escaping 
the domain of high-end movie enthusiasts and 
entering the mass market. 

Of course, the mass market is where 
Phil ips, with its Digital Video-branded CD-i 
system, has set its sights. But while the early 
adopters and technofreaks are happy to play 
films from CD, Joe Average and his wife may not 
be so enthusiastic. VHS, which continues to 
evolve, has such a vast foothold in homes across 
the northern hemisphere that the minor (some 
might say negligible) improvements to be had 
from Video CD playback do not seem 
particularly attractive. Almost 99% of the AV 
information is simply thrown away during the 
MPEG encoding process, resulting in a mosaic 
effect, jerky panning and merely adequate sound 
performance. True LaserDisc quality won't be 
achieved unti l affordable blue lasers and 
quad-density COs become available. Pioneer, 
even with its allegiance to LaserDisc, is investing 
heavily in digital research and claims that this 
technology will not hit the high street for at 
least seven years. 

One offshoot of the home cinema 
revolution is widescreen TV images- the result 
of film companies, keen to preserve the cinema 
ratio of movies on disc and tape, releasing 
widescreen versions of their films for home use. 

Human eyes view scenes more easily in 
widescreen, which has less vertical latitude than 
horizontal, and so it seems only natural to 
produce widescreen films and videos - and 
televisions. But while the technoliterate have 
embraced the glories of Dolby Pro-Logic with 
open wallets, the battle to gain a foothold with 
widescreen is less advanced. A dearth of 

widescreen software means that 1 6:9-ratio TV 
sets are forced to unnaturally massage the image 
to fit the frame or to lose information from the 
top and bottom of the screen. 

Of course, broadcasting widescreen images 
is the answer. Enter PALPius. This is the agreed 
analogue solution to the problem of 
broadcasting widescreen pictures using 
establ ished hardware without alienating the 1 20 
mi l l ion European 4:3-ratio TV users. 

A normal PAL image employs 576 l ines 
of the 625-l ine signal, with the spare 49 lines 
carrying information such as teletext. PALPius 
reduces the 576-l ine picture to the 432 active 
l ines used in a ' letterbox' image, but uses the 
remaining 1 44 l ines to carry additional 
information which a PALPius set can decode to 
reinstate the full 576-line widescreen picture on 
a widescreen TV. 

However, PALPius has met with resistance 
from those TV companies which disl ike 
' letterboxing' movies or want to go straight to a 
digital system. Only Channel 4 and Granada have 
agreed to show PALPius programmes - mainly 
feature films. Channel 4's costs are being shared 
by Nokia, the main manufacturer of PALPius 
widescreen TVs, while Granada's are partially 
shouldered by the EU. 

By the end of the year, over 500 hours of 
PALPius wil l  have been broadcast, unbeknownst 
to all but the few with PALPius-capable TV sets. 
However, PALPius is already doomed. Down in 
their R&D centre at Kingswood Warren, Surrey, 
BBC engineers are working on a digital TV 
system with a view to airing sometime in 1 997. 

With the blessing of the government, the 
BBC- in an unholy all iance with all manner of 
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h o m e  e n t e r t a i n m e n t 

other broadcasters and 
manufacturers - is investigating 
several EU-backed projects, 
including HAM LET 
simultaneous high-definition 
and normal-definition 

transmissions. The Beeb is also experimenting 
with a surround sound system that incorporates 
five full-bandwidth digital audio channels for 
separate left and right rear signals, rather than 
the mono surround channel of Pro-Logic. 

But what has the advent of home cinema 
meant for the avid videogamer? For starters, 
NTSC-standard LaserDisc and VHS players have 

CD-i leads the field, with 
resulted in the majority 
of new TVs being able to 
show a fullscreen NTSC 
display via SCART, RGB, 
composite or even 
S-VHS inputs. No matter 
where you buy your 
games system, it will plug 
in and play, in full colour, 
with no rol l ing picture 

titles lik 

that 

the ability is there 
or letterboxing. And 
Namco's Ridge Racer will  
look a darn sight better 
on a 29-inch TV than on 

your mate's black-and-white portable. 
Soundwise, surround encoding has become 

de rigeur for CD games - especially on 3 DO 
and the gaming experience is enhanced no end 
by having police sirens closing in from behind, or 
by hearing a downed alien spaceship explode 
over your shoulder as you hurtle past. 

For those on a l imited budget, a complete 
solution is now avai lable in the shape of home 
cinema TVs. Sets from T oshiba, Sony, Hitachi, 
Grundig, JVC and Panasonic have Pro-Logic 
decoding circu itry built in and an extra pair, or 

two, of speakers. With sets starting at £650, 
they represent an ideal way of dipping your toe 
into the Pro-Logic puddle. At the very least, a 
videogamer should plug the audio output of his 
or her console through an amp - the TV's 
weedy internal speaker just doesn't hack it. 

Of course, Video CD - aka digital video -
has yet to find a place in interactive 
entertainment. And while MPEG I may not 
satisfy movie aficionados, it's good enough to 
provide believable cinematic backgrounds for 
videogames. Certainly CD-i leads the field, with 
titles l ike Virgin's The 7th Guest and l nfogrames' 
Chaos Control -proving that the abil ity is there, 
even if the methodology requires more thought. 

The problem i s  that video footage is 
not interactive. Today's technology isn't 
powerful enough to enable you to manipulate 
the AV stream - hell,  CD-i has enough of a job 
just playing back MPEG video footage. Pioneer's 
upcoming LaserActive system has the same 
problem - while the high-qual ity video footage 
plays, the gamer can only interact with overlaid 
graphics. Unless we are to exist on a diet of Mad 
Dog McCree or Dragon's Lair variants, it's possible 
that the MPEG-based game is a dead end. 

However, the arrival of a workable MPEG 
system is good news for video on demand and 
interactive TV systems. Conventional networks 
are incapable of bearing the strain of normal 
digital transmissions, but MPEG 2-compressed 
AV can be transmitted more efficiently, with 
decoders waiting in set-top boxes - as long as 
you don't already have a centre speaker on your 
TV. Indeed, a major (but curiously appealing) 
problem facing anyone wanting to board 
the home-entertainment bandwagon is 
just where to put all the gear . . .  

Yamaha was one of the first companies to offer AV amps with Pro-Logic circuitry. Now there are few hi·fi 
manufacturers who do not have Pro-Logic decoders or AV amps on the market, including THX·branded units 



P as t , p re s e n t  a n d  f u t u re c o l l i d e  

a s  D i scove ry e x p l o re s  t h e  m u lt i - faceted 

w o r l d  of s c i e n c e .  ' G i a n t  S c i e n c e '  i s  a 

w h o l e  seas o n  of p ro g ra m m e s  t h at l o o k s  

a t  t h e  i n f i n i t e p o s s i b i l i t i e s  o f  

m a n ' s  i m agi n at i o n - a n d  h o w  u s i n g  t h at M A K E  T H E  V O Y A G E  

i m agi n at ion  and the powe rs of scie n ce we 

have s haped and d i scovered more about the 

wo rl d .  W i t h  ' G i a n t  S c i e n ce '  a n yt h i n g  i s  

poss ib le .  ' G iant Science ' , every day at 6pm* 

and 8 p m , begi n n i ng Jan uary 1 st .  Avai lab le  

o n  Cable and Sate l l ite . * Except Saturdays. 





tat ion 

Sony'S bid 
tor power 

t's early December in 
Tokyo. The Christmas 
buying season has started 
in earnest and The Land 
Of The Rising Sun is in 
the grip of its annual 

frenzy of consumerism. Swarms of 
fashion-conscious young Japanese pour in 
and out of expensive department stores, 
subway trains groan under the weight of 
weary shoppers, and the world's electronic 
goods Mecca, Akihabara, pulsates under a 
skyline of shimmering neon. In the midst of 
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'We do recognise Sony as a major player. 
lt's just that we're confident that we know 

videogames better than anyone, and we 
feel supremely confident that at every 

technical turn the Ultra 64 is a superior 
machine to the PlayStation and will 
offer a greater gaming experience' 

Peter Main, Nintendo 



this buying mania, Sony rolls out its single 
most important consumer product of the 
1 990s: the PlayStation. 

The world's most powerful 
videogames system hit the shops on a mi ld 
December 3.  The Japanese had been 
exposed to the machine in the weeks prior 
to the launch by a series of TV ads 
depicting brainwashed college students 
banging on desks and chanting the name of 
their long-awaited dream machine: 
'PiayStation . . .  PlayStation.' Stores built up 
consumer awareness with videos of 
forthcoming games. And, in the final 
stretch, playable machines appeared 
outside storefronts running the jewel in 
Sony's crown, Ridge Racer. 

And yet, unl ike Sega's big day two 
weeks earlier, the PlayStation was met with 
only moderate hysteria in the Japanese high 
street. Queues were far less impressive 
than the ones that had gathered to meet 
the Saturn, and there were few sell-outs 
for shops to brag about. For a company 
with no significant experience in the games 
industry, the launch of the PlayStation was 
undoubtedly a spectacular success, but the 
fact that Sony had a stronger software 
l ine-up, a better machine and an 
all-important price advantage was not 
reflected in the sales figures. 

The PlayStation, of course, lacked one 
thing: Virtua Fighter. In  the eyes of Japanese 
garners, Sega's groundbreaking beat 'em up 
more than justified the price of the Saturn 
by itself. Ultimately, Sega's coin-op kudos 
proved to be more than a match for Sony. 

The arrival of the PlayStation in 
Japan is the culmination of a long-standing 
campaign by Sony to gain a stake in the 
ever burgeoning videogames market. Until 
now it has failed to make any significant 
headway. Ever since its investment in the 
abortive MSX home computer standard -
supported by manufacturers l ike T oshiba, 
Matsushita and Sharp - Sony's forays into 
the sector have not been great successes, 
and it has remained a bit player on the 
global videogames stage. Some observers 
suggested that the company was too big to 
be happy with just a piece of the market, 
and too inexperienced to know how to 
approach it. 

As Nintendo's Peter Main puts it: 
'They haven't actually done that much in 
the games market so they can't be judged 
just yet. What you can do is ask how 
they've done in music and movies, and the 
answer is not that well. '  

One of the reasons for Sony's 
reluctance to launch an al l-out assault on 
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The PlayStation/SNES CD-ROM hybrid 
(artist's impression, top); Sony's SNES 
soundchips (middle); and NCL's Kyoto base 

the videogames market was Nintendo. 
Sony became increasingly intimidated by 
the Kyoto giant during the most successful 
years of the Famicom ( 1 985-88), and the 
company was further subdued by the 
arrival of the Game Boy in 1 989, which saw 
Nintendo encroaching on Sony territory. 
Sony was so impressed with the design and 
performance of the low-cost hand held that 
its main R&D team working on consumer 
portables was apparently chastised by its 
manager on the basis that 'the Game Boy 
should have been a Sony product' (although 
it would undoubtedly have been called 
'Gameman' if Sony had originated it). 
According to David's Sheff's definitive 
history of Nintendo, Game Over, one 
engineer was so ashamed that he actually 
left the company. 

In 1 988, though, Sony saw fit to 
embark on a mutually beneficial agreement 
with Nintendo. The deal was to develop a 
CD-ROM drive for the 1 6bit Super 

Famicom - a  console that wasn't due on 
the market for another 1 8  months. This 
was a chance for Sony to-get a grip on the 
market it had been eyeing for years. 
Nintendo wanted CD-ROM. Sony wanted 
market share. Thus two of the most 
successful and feared companies in the 
Japanese electronics industry joined forces. 

The technology that was to bring 
them together was Sony's (and Philips') 
CD-ROM/XA, an extension of the 
CD-ROM format that interleaves 
compressed audio, visual and computer 
data (and allows both to be accessed 
simultaneously with the aid of extra 
hardware). However, Sony also had plans 
to develop another N intendo-compatible 
machine, a self-contained entertainment 
system that would play both SFC cartridges 
and a new CD format designed and solely 
l icensed by Sony. Called Super Disc, this 
proprietary format would also form the 
basis of Nintendo's own CD-ROM drive. 
And so the PlayStation was born. 

Sony had seen a potential to create a 
new kind of videogame on CD-ROM by 
using its vast entertainment interests, 
which included Sony Music and Columbia 
Pictures. In  fact, it was so confident of its 
new format that it planned to be the 'sole 
worldwide l icensor of the Super Disc'. 

Of course, such actions didn't endear 
Sony to Nintendo. As the PlayStation 
started to take shape, Nintendo found that 
it was becoming an accessory to the global 
ambitions of its partner. The rival 
electronics giant had Nintendo's market 
share firmly in its sights and was only a few 
steps away from starting to entice its 
licensees and customers away. 

Nintendo's relationship with Sony had 
always been fraught with difficulties, 
though. NCL experienced problems when 
it enlisted the support of Sony's digital and 
audio R&D division to design a soundchip 
for the Super Famicom. After its 
completion (it was designed by Sony's 
hardware supremo Ken Kutaragi, the chief 
engineer who went on to create the 
chipset for the new PlayStation), Sony 
retained all rights for the programming of 
the chip, and then charged Nintendo 
excessive fees for access to information for 
its developers. 

Although irritating, development 
hiccups were one thing Nintendo could 
handle. But faced with a problem that 
threatened its core business, it knew it 
needed to take drastic action. One month 
before the Chicago CES in 1 99 1 ,  Hiroshi 
Yamauchi, the chairman of Nintendo, 
instructed his son-in-law Minoru Arakawa 
and Howard Lincoln to travel to Philips' 
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'The PlayStation is definitely the sort of 
machine the market has been waiting for. lt 

provides a huge technical leap forward 
even more apparent to the end-user than 

the jump between Sbit and 16bit. lt's 
revolutionary rather than evolutionary' 

Gary Bracey, Telstar 



HQ in Eindhoven, Holland, to secure a deal 
that would allow Phil ips to develop a 
CD-ROM platform for the Super 
Nintendo. The deal also permitted the 
eo-development of a bridge format that 
would allow compatibi l ity between Philips' 
own CD-i platform and Nintendo's 
proposed CD-ROM games. 

Meanwhile, Sony chose the first day of 
the 1 99 1  Chicago CES to publicly announce 
the development of the PlayStation and 
cement its relationship with N intendo. The 
news of the system was an immediate press 
sensation and was well received by an 
industry keen to usher in a new dawn of 
CD-ROM technology without writing off 
new cartridge systems l ike the SNES. But it 
was a futile exercise. On the second 
morning of the show, things went horribly 
wrong for Sony. 

At 9am a press conference was held 
by Nintendo, attended by the industry 
figures and the world's specialist press. lt 
was expected that Nintendo would divulge 
details of its all iance with Sony and its 
PlayStation. Instead, Howard Lincoln 
revealed to the assembled industry 
watchers that Nintendo had chosen to 
work with Philips. 

Sony was enraged. The news wasn't 
entirely unexpected, though. Information 
about the deal had started to circu late 
within the company 48 hours previously, 
and the ageing chief executive, Norio 
Ohga, had acted immediately to stop it by 
telephoning H i roshi Yamauchi directly at 
NCL. In David Sheff's book, Howard 
Lincoln reveals: 'There were tremendous 
efforts on a worldwide basis to stop that 
press conference from happening. They 
[Sony] gave up on us but they kept 
pressuring Phi l ips.' 

But, as Lincoln's CES announcement 
made patently clear, it was all in  vain. All 
Sony could do was bite the bullet and soak 
up the humil iation. 

For Sony to be snubbed in this way 
was a great shock to everyone concerned, 
not least to senior management in Sony's 
emerging games division. 'They stabbed us 
in the back,' says SEP boss Olaf Olafsson 
in  Game Over. After a period of legal 
wrangling and much name-calling by Sony, 
Nintendo managed to extricate itself from 
the contract it had signed with Sony 
without suffering a penalty. But that wasn't 
the end of the matter. 

Throughout 1 99 1  and 1 992, 
development of the PlayStation progressed 
on the general understanding that an 
agreement would be reached over the 
l icensing of Nintendo CD software. At the 
end of 1 992, N intendo, Phi l ips and Sony 
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The realtime dinosaur demo (top) became a 
benchmark of PlayStatlon performance. 
SCE's Tokyo HQ Is located in Mlnato-Ku 

signed a deal whereby Sony's PlayStation 
would be able to run SNES CD-ROMs but 
left Nintendo with the sole rights to all its 
games, including COs. 

But the PlayStation never made it out 
of Sony's factories and onto the shelves. 
The hardware reached the prototype stage, 
and the software even started to be 
produced - one 'absolutely awesome' game 
was apparently close to completion - but 
after a tortuous round of negotiation and 
l itigation with Nintendo the project was 
scrapped. To this day, around 200 original 
PlayStation units lie in Sony offices around 
the world collecting dust. 

But no-one really expected Sony 
to give up after it had come so far. And 
indeed, it simply went back to the drawing 
board and continued the project alone. 

When the PS-X, or PlayStation-X, 
surfaced in late 1 993, the biggest surprise 

was that the machine would not embrace 
the multimedia aspirations of The 300 
Company and Phil ips. Sony had visited 
3 00 when Trip Hawkins was sel l ing his 
3 00 technology to hardware 
manufacturers, and its engineers came 
away from the San Mateo offices distinctly 
unimpressed, maintaining that the 
technology was 'nothing new'. Instead, 
Sony took a confident stride towards 
creating its own thoroughbred games 
machine. That move now appears to have 
paid off. 

Perhaps the most crucial episode in 
the whole PlayStation saga is the 
establ ishment of a global network of 
supporters. Sony learned from the mistakes 
made by 300 and Atari and realised early 
on that it would not have a place in the 
market without good software support. 
Since late last year the company has set 
about recruiting prominent developers 
throughout the world. Few have refused. 
Naturally, those with a strong al legiance to 
Nintendo offered a polite, 'Thanks but no 
thanks', but some did make the switch 
from developing for rival hardware. Mortal 
Kombat Ill was one game that Nintendo 
thought it had in the bag for the Ultra 64, 
unti l Sony's PlayStation hardware arrived at 
Williams. Now the game is due to surface 
in the arcades using Sony's technology, and 
a portover will appear a few months later 
on the home system. 

For a company with virtually no past 
record in the games hardware field, Sony 
has done a remarkable job in persuading 
developers to climb aboard. Since the 
announcement of the machine, over 250 
companies worldwide have signed up and 
some 700 development stations have been 
shipped out. 

Even Nintendo acknowledges the 
scale of Sony's success. 'We're wel l  aware 
of the hype surrounding the PlayStation,' 
says Peter Main, 'and I think that Sony is 
doing a great PR job at the moment. 
Thankfully, it seems to be at the expense of 
the 32X and Saturn, which people now 
seem to be sceptical about.' 

Demonstrations of Sony's technology 
to developers have done more to convince 
the industry of the machine's benefits than 
any number of marketing executives could 
have. Konami U K's Pete Stone recalls his 
first experience of the hardware: 'Sony 
showed us a demo back in January. lt was 
running at only half-speed but even then 
we came out of that meeting with our jaws 
on the floor. We've since been hugely 
impressed with the sheer processing 
capabilities of the machine and the routines 
that are built into the hardware.' 
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'The PlayStation is very strong, certainly in 
comparison with the Saturn, but Sony has 

absolutely no experience in this market 
and the games market really is like no 
other. You can't just come in and buy 

market share. You have to build it' 
Darryl Still, Atari 



The involvement of coin-op 
companies l ike Konami and Namco right 
from the start has been one of the most 
important factors in the evolution of Sony's 
hardware and software. As wel l  as 
encouraging the translation of big coin-op 
hits l ike Namco's Ridge Racer and Konami's 
Ultimate Parodius, Sony knew it would be a 
smart move to use the PlayStation as a 
breeding ground for arcade products - the 
rich arcade heritage of both companies was 
something that it would benefit immensely 
from. 'We're one of Sony's closest 
partners,' claims Pete Stone. 'We've got 1 2  
titles in development for the PlayStation, 
and we're also developing coin-op games 
using the Sony chipset.' 

Although the quality of Sony's 
technology has never been in doubt, the 
company does have one major problem in 
that it lacks an established internal games 
division for churining out qual ity titles. 
Sony Computer Entertainment's in-house 
muscle is actually a collection of external 
developers that have worked on a range of 
titles for release during the first six 
months, including the launch racer Motor 
Toon GP (from thirdparty team Bandit) and 
the shoot 'em up Philosoma. Without its 
own 'Sonic Team', or a game design guru 
l ike Miyamoto, many feel that Sony will be 
relying too heavily on thirdparty product of 
varying qual ity. And this view is largely 
confirmed by the launch l ine-up. Leading 
the pack is Namco's excellent Ridge Racer, 
while a glut of mahjong and pachinko games 
bring up the rear. 

Something else that doesn't inspire 
confidence is Sony's own track record in 
game publishing. Since its establishment in 
1 99 1 ,  Sony Electronic Publ ishing (SEP) has 
seen its reputation plummet with the 
release of sub-standard cartridge games l ike 
Last Action Hero and Cliffhanger. 

Many people also rightfu l ly questioned 
Sony's acquisition of Psygnosis in 1 993 for 
£30 mi l l ion. The question on most people's 
l ips was: Why was a company with so few 
qual ity games to its name placed in such 
high esteem by Sony? Some maintain that it 
was the company's technical expertise that 
Sony was interested in, while others claim 
that it just didn't understand the market. 

'Sony couldn't see the wood for the 
trees,' one developer told Edge. 'H igh-paid 
Sony execs were seduced by th is company 
that could make videogames that looked 
l ike computer movies. That fact that the 
games also played l ike movies didn't seem 
to ring any alarm bells.' 

But of course, the most painful irony 
of all is that Psygnosis' most successful 
game and the company's flagship, Lemmings, 
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Sony chic: the blue debugging station 
(above). Namco has played a vital role in the 
PlayStation's evolution (Tokyo HQ, top) 

was designed by Scottish thirdparty 
developers DMA. 

SCE's slogan, ' If it's not realtime, it's 
not a game', sits uncomfortably with the 
image Psygnosis has acquired. However, in 
its defence, Psygnosis claims that with the 
PlayStation it now has a machine that can 
handle highly sophisticated graphics in 
realtime, and that the machine will mark a 
turning point in its game design. 

One thing that makes th is more 
credible is the streaml ined development 
process that Sony seems keen for its 
developers to adopt. Custom 3D libraries 
such as those in RenderMorphics' Reality 
Lab - rumoured to be a part of the Sony 
machinery soon - will make producing 
ultrafast 3 D  a breeze. This will min imise 
the need for extensive low-level 
programming and allow the game designer 
more time and freedom to practise his art. 
The extensive l ibraries provided in the 
PlayStation hardware itself have been also 

wel l  received in the development 
community. A prominent US developer 
recently told Edge: 'We got the 
development kit, started fiddl ing around, 
and in two weeks had something l ike Rod 
Mobile up and running.' 

Sony's decision to go with CD-ROM 
technology has had mixed reactions. 
Certainly, from the titles Edge has seen, 
the PlayStation CD-ROM technology has 
been designed to deliver games with the 
minimum of fuss, and wait times are 
negligible. But prejudice against CD-ROM is 
still strong in the industry. 

'With CD, even a double-speed drive 
isn't fast enough to deliver what 
gamesplayers are used to,' admits Vivid 
Images' Mev Dine. 'Having said that, we 
just have to accept those l imitations and 
use our skills to write great games for the 
PlayStation. I'm sure we will, because, 
CD-ROM 

·
aside, it's a bril l iant machine.' 

Konami's Pete Stone agrees: 'Software 
will have to be written and configured 
thoughtful ly to get around that problem 
and what we may see is a sl ightly different 
style of game emerge, one that isn't 
particularly reliant on speed.' 

Sony's decision to go with CD-ROM 
technology is undeniably the right one, 
though, for one specific reason. The most 
significant effect that Sony has had on the 
market - even before the arrival of the 
PlayStation - is its persuasion of thirdparty 
developers to charge up to 40% less for 
their PlayStation games than they would for 
cartridge software. At launch, most 
software for the PlayStation cost under 
¥6000 (£36). I n  contrast, most new SFC 
games sti l l  retail for almost ¥ I 0,000 (£60). 

Now the PlayStation is available in 
Japan, Sony's attention will inevitably turn 
towards the global market. The company 
maintains that the machine will be released 
in the US and Europe in September 1 995. 
Very few people (with the exception of 
Sega, Nintendo, 3 DO and Atari, of course) 
will be sorry to see it arrive. 

'lt's certainly good to see a company 
the size of Sony entering the market,' says 
Fergus McGovern, head of Probe 
Software. 'Their past hardware successes 
do suggest that they know what they're 
doing - although when they've entered 
new markets they've had problems, such as 
writing off bil l ions of dollars in Hol lywood.' 

But the point is surely that Sony can 
write off bil l ions of dollars. This is a 
company with immense resources, and if an 
organisation as large and powerful as Sony 
is determined to do something, it usually 
succeeds. The videogames industry £ 
may never be the same again. 
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RING THE BELL 
WITH NEO GEO CD! 
SNK, the leader in arcade video, brings you the games 

you want at pocket-pleasing prices: NEO GEO CD-ROM, 

the last word in home video game action! 

NEO· 



Ridge Racer Vi rtu a Fighter Transport Tycoon R ise Of The Robots 
The King Of Fighters Creature Shock Super Street Fighter 11 X Samu ra i  Shodown 
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Rid ge Rac 

The range of pre-race options added by Namco gives the home 
version greater longevity {top left). In the city, a lorry crosses the 
bridge, as in the coin-op {top right). A video wall displays a demo of 
Galaxians - a token inclusion from the Ridge Racer 2 coin-op 

e r  



Ridge Racer looks amazing throughout, but 
there's occasionally slight slowdown when your 
opponents' cars or the helicopter appear close up 

o entertainment medium changes as 
fast as videogames. The boundaries of 
the art are constantly being pushed 

further back, with consumers' expectations 
changing accordingly. Often a single product is 
responsible for a major leap forward. Ridge 
Racer is an honourable member of that el ite 
group. Just as Super Mario Bros redefined the 
platform genre and Street Fighter 11 
revolution ised the beat 'em up,  so Namco 's 
Ridge Racer coin-op has taken the racing 
game into a new dimension. 

Before Ridge Racer, the lead ing arcade 
racer was Virtua Racing. But now Sega's game 
simply isn't jaw-dropping enough to satisfy 
appetites whetted by Namco's overwhelming 

Sending these barriers flying is just as 
satisfying as it was in the arcade version 

t est s e  r e e n 1 

Format: Sony PlayStation 
Publisher: Namco 

Developer: I n-house 
Price: ¥5800 (£37) 

Release: Out now (Japan) 

Unlike in the arcade, an external view gives 
you a chance to view other cars as they pass 

texture-mapped graphics. 
Ridge Racer has opened up a 
whole new world of computer
generated real ism which puts 
p la in ,  flat-shaded polygons 
even 180,000 of them per 
second - fi rmly in  the shade. 
And now it looks set to repeat 
that success in the domestic 
market. Because, as many 
suspected (but just as many 
doubted),  PlayStation Ridge 
Racer is a n igh-fau ltless 
conversion. Which is pretty 
impressive when you th ink 
that i t 's  the fruit of  just six 
months' labour, on a machine 
barely in  its infancy. 

Boot-up (a paltry 10 secs) is made endurable by an 
arcade-perfect game of Galaxians (top). The range of 
cars means you can pick one that suits you (middle) 
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Ramming your opponents is always 
good for a laugh (top). The cars slide 
realistically round corners (middle) 
and provide stunning views (above) 

Using the outside view is far harder than controlling the car from inside the cockpit - mainly because the 
sensitivity of the steering hasn't been adjusted. Leaving the tunnel brings the bridge and helicopter into view 

Ridge Racer manages to del iver the 
richest, most breathtaking 3D graphics seen 
outside an arcade. The colour resol ution of the 
textures is lower than in the coin-op, and 
some of the finer deta i l  has been lost, but 
what more than makes up for these 
drawbacks is the exceptional frame rate. The 
game hurtles a long at wel l  over 30fps, and 
reta ins almost all of the grace and beauty of 
the coin-op. Occasional ly the action jolts 
s l ightly when the external perspective is 
selected and the screen is packed with cars ,  
but th is  is a rare occurrence. 

Here, the replay camera tracks your car's 
progress at breakneck speed round a bend 

Unusual ly for a coin-op driving game, Ridge 
Racer is more a simulation than an 
out-and-out racer. The arcade machine was a 
serious attempt at s imulating the driving 
experience (only the second after Atari 's  
c lumsy Hard Drivin } ,  to  the  extent that a fu l l  
c lutch a n d  gearbox were inc luded , a n d  the 
deluxe coin-op model even featured a real 
Mazda MX-5, minus engine.  lt was this 
attention to detai l  that won it many admirers 
beyond the speed-freak fraternity. 

Ridge Racers main fa i l ing has always been 
its lack of different courses. Although this 

Some of the texture mapping is exquisite. Namco 
isn't afraid of promoting its classics (above} 



test s c re e n I 

At the end of each race you're treated to a playback of the last lap. 1 A side view tracks your approach to a dip. 2 The realtime shading never fails to 
amaze. 3 Take off. 4 Flying past a Cybersled poster at 200kph. 5 The front wheels hit the tarmac first, making the entire car shudder 

deficiency can't be ignored, most players wi l l  
regard it as far less important than the game 's 
positive aspects. The fact is that Ridge Racer 
is probably the first game of its type to del iver 
a racing envi ronment which looks truly 
convincing from inside the car. Electronic Arts' 
The Need For Speed (Edge 16) is great from 
outside, but get behind the wheel and 
memories of Test Drive on the Amiga come 
flood ing back. I n  Ridge Racer you don't have to 
suffer a chugging frame rate and a road 
plotted to only a few feet in front of you .  Here, 
the track unravels beautifu l ly into the d istance , 
giving you ample time to respond . And Namco 
has even thrown in an extra external view to 
provide a bit of variety (as wel l  as satisfy Virtua 
Racing fans). 

However, anyone looking to Ridge Racer for 
a lasting chal lenge is l ikely to be d isappointed . 
The game is relatively easy to fin ish ,  although 
Namco has included a choice of four cars (12, 
if you shoot a l l  the Galaxians on load ing) , each 
with different hand l ing characteristics. Given 
the popularity of time tria l  options in classic 
SNES racers l ike F-Zero and Super Mario Kart, 
it w i l l  be interesting to see how Ridge Racer's 
time-trial e lement boosts its longterm appea l .  

After its half-year journey onto the 
PlayStation , Ridge Racer has managed to fulfil 
a lmost all expectations. (To satisfy those who 
demand a little bit more ,  Namco maintains 

that the game also has a few hidden surprises 
for players to discover.) This achievement is a l l  
the  more remarkable when you consider the 
price of the game in Japan - a mere £37 .  From 
the brief but perfect game of Galaxians that 
you can play whi le the game boots up,  to the 
dazzl i ng graph ics and arcade-perfect music 
and speech , Ridge Racer is the ki l ler app that 
Namco - and Sony - can be proud of. £ And this is just the beginning. : .  

Edge rati ng: N ine out of ten 

There's a splendid variety of sweeping Vlrtua Racing-style views during action replays. The 
texture-mapped scenery means that sometimes all you want to do is admire the view 
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test s c re e n 

The tunnels were always one of the most impressive features in Ridge 
Racer and this version is no different. Approaching the mouth (top); 
tallgatlng a rival (top right); a gap In the tunnel wall approaches (right) 

Of the 12 cars, the Ryukyu (top left) h's g� 
handling, the green Solvalou (top right) has fast 
acceleration, the pink Mappy (above) grips well, 
and the Bosconian (right) is a •ood all-rount;ler 

The course 
RR is a c i rcu it-based game which pits 
you against five computer-contro l led 
cars. From the starting grid i n  the 
heart of the city, the track breaks out 
i nto the city's outsk i rts, passes 
through a long tunnel and c l i m bs up to 
a mountain pass. After crossing a 
suspension bridge, you drop down onto 
a beach-fri nged stretch then back i nto 
mountainous terrain before a M ain 
Street U SA secti on. Another tunne l 
precedes the T i me Trial  route break 
a d iversion where the tracks bears left 
and up through a wi nding section 
flan ked by mountains and roadworks. 
Best lap ti mes can be stored on the 
P layStation's superb memory card. 
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Format: Saturn 
Publisher: Sega 

Developer: AM2 
Price: ¥7800 (£50) 

Release: Out now (Japan) 

After each round in Virtua Fighter there's a short replay of the closing 
seconds of the action, showing the last moves from a different angle 

ot since the market
shaking Sonic has 
Sega had so much 

depending on the success 
of one game. The launches 
of the Mega CD and the 32X 

Virtua Fightel's attract mode and post-fight replays give you the 
chance to admire the superbly designed and animated characters 

were both just sideshows compared to the 
launch of the Saturn - the first next-generation 
machine from one of the big players in  the 
videogames fie ld .  As the lukewarm receptions 
faced by the 300, CD-i , CD32 and Jaguar have 
proved,  new hardware needs great software to 
sell it, so it's no exaggeration to say that 
Virtua Fighter is Sega's  most important 
release for years. 

Sega entrusted the Saturn conversion of 
Virtua Fighter to the game's  original  
developers, AM2 (Sega 's biggest arcade 
division). it's easy to see why. Saturn Virtua 
Fighter has a l l  the pul l ing power of the arcade 
version,  including the swooping, gliding game 
camera, the styl ish polygon characters, the 
tota l ly convincing animation and the 
compulsive gameplay. 



The first thing that strikes you about Virtua 
Fighter is its graphics. They were impressive 
enough in the original , but on the Saturn , 
under the kind of intense scrutiny you can 
never give a game in  the arcades, they emerge 
as simply astounding. 

Although the characters (which are all made 
up of around 1200 polygons) look good in 
static screenshots, it's the superb animation 
that brings them to l ife. The fu l l  roster of 
arcade moves is included in the Saturn 
version, and every movement is real istical ly 
animated and weighted . For instance, Pai ,  the 
fastest character, flicks out qu ick punches that 
make the heads of opponents snap back. Her 
' l ightweight' close attacks are also del ightfu l ly 
choreographed - she grabs an opponent and 
trips them over her outstretched leg or twists 
their wrist and forces them to the floor. 

Conversely, wrestler Jeffrey has several 
lumbering holds and throws. He moves in ,  
grapples with a character, struggles to  hoist 
them onto h is shoulders and then slams them 
to the ground. lt all takes a satisfying few 
seconds to execute and , in a real show-off 
touch, Jeffrey even takes time to adjust his 
hold on an opponent in h is arms. 

Virtua Fighter's 3D characters have a 
presence that 2D sprites just can't match . 

When any fighter knocks an opponent to the 
ground he can jump in and attack them while 
they're down. Here, Lau floors Wolf with a punch 
and (by pressing up and B) leaps in feet first, 
stomping on his stomach and causing a whole load 
of damage. (Press B twice while Lau is in the air 
and he'll jump on his opponent a second time) 

test s c re e n 

A selection of Virtua Fightets special moves (left to right): Jeffrey picks up another Jeffrey 
by the nose - press down and punch when in close. Sarah takes out Wolf with a cloth.esline 
move - press forwards, forwards then punch. Lau hoists Kage over his shoulders and slams 
him into the ground - press back, then forwards, then punch when close 

The characters rea l ly do seem 'a l ive ' ,  whether 
they're throwing a punch , un leashing a special  
move or ree l ing from a blow. 

Of course, the action wouldn 't be the same 
without the flu id game camera, which pans 
about the two fighters, zooming in and out as 
they move around the arena and occasional ly 
cutting to a new angle.  The camera always 
maintains a position which doesn't 
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The character selection screen 
(top). Kage forces Jacky out of the 
arena to win by 'Ring Out' (above) 

disadvantage either player. Only in replays 
does it switch to more unusual angles (wh ich,  
annoyingly, often prevent you seeing your  
fin ish ing moves again) .  

For a l l  the game's technical i nnovations, 
there 's an elegant simpl icity about Virtua 
Fighter. Un l ike Takara 's PlayStation title 
Toshinden, Virtua Fighter is basica l ly a 2D 

. beat 'em up with 3D graphics. The characters 
move on a single axis ,  with only throws and 
fal ls sending them to different parts of the 
arena. Just l i ke in  sprite-based games, they 
can't c ircle about each other or attack from 
the sides (taking them from behind,  however, 
is encouraged). 

All the moves are instinctive and the 
characters are a wel l-balanced bunch, offering 
a choice of power, speed or agi l ity, plenty of 
possible combos and rewarding special 
attacks. And if you beat the game in oneplayer 
mode, you face a bonus character, Dura l ,  and 
bring up a new play option - Ranking mode. 

However, in stark contrast to , say, Street 
Fighter 1/, everything is control led with just 
three buttons: punch: kick and guard . This 
doesn 't compromise the gameplay, though . In 
fact, it ampl ifies it. Mastering a l l  the 
characters' moves - al l  have at least ten and 
most have close to 20 - requ i res less thumb 

All the characters in Virtua Fighter have their share 
of great-looking special moves, but the most 
spectacular is Wolf's spinning throw. Get in close, 
quickly do a semi-circle of the bottom of the pad 
towards your opponent and press punch. Wolf then 
steps in, grabs his opponent by the legs, spins 
them around and tosses them across the arena 

Beat all eight characters and you face bonus 
character Dural, a metallic polygon woman 

pad dexterity and more button work. The 
combat is swift, giving the game a steep 
learning curve which makes it a significant 
longterm chal lenge. 

The game has just one minor fa i l ing - the 
fact that polygons (which are effectively 
d istorted sprites on the Saturn) occasiona l ly 
d isappear and characters break up in certain 
action replay views. On the other hand, CD 
access t ime is commendably quick and 
difficu lty levels,  time l imits and controls are a l l  
adjustable to su it  personal taste. 

The Saturn version of Virtua Fighter is an 
exceptional game in many respects. it's 
arguably the first true 'next generation ' 
console game, fusing the best aspects of 
combat gameplay with groundbreaking 
animation and gorgeous sound (CD music and 
clear samples). In the arcades, Virtua Fighter 

made people stop and look. On the Saturn , it 
w i l l  make many people stop, look at thei r  bank 
balance and then fork out for Sega 's £ new machine. Over to you , Sony. 

Edge rating: N ine out of ten 



test s c re e n  

Special m oves 
E ach of the eight Virtua Fighter 

characters has a variety of spec ial  
moves. Wrestler Wolf has the fewest 
with j ust ten - but they're mostly 
powerfu l throws and forearm or 
shoulder charges. S i b l ings J acky and 
S arah share the same contro l s  and 
some of the same moves - each has a 
total of 2 1 .  A l l  the characters have 
throws and flying attacks to h it a 
fighter who is ly ing stunned on the 
g round. And, surprising ly, a l l  the 
moves are executed with just three 
buttons - pu nch, kick and g uard - p l us 
the d i recti onal pad. The more complex 
special moves trade speed and ease of 
use for sheer power. 
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Format: PC 
Publisher: Microprose 

Developer: Chris Sawyer 
Price: £45 

Release: Out now 

While trains and lorries grind to a halt, 
aircraft belch smoke when they're sick 

D he sequel to Sid Meier's mega-sel l i ng 
rol l ing-stock romp Railroad Tycoon, 
Chris Sawyer's Transport Tycoon uses 

the huge RAM and h igh clock speeds of 
today's powerful PCs to swel l  the strategy sim 
to truly immense proportions. 

As with Railroad Tycoon, your job is to 
create a transport infrastructure and shuttle 
a l l  manner of cargo around the map in pursuit 
of financial gain ,  at the expense of other 
companies trying to do the same 

·
(you can 

choose to play against up to seven competing 
companies).  This time, however, you can go 
off the rai ls  and into road ,  air and sea freight. 

The money-grubbing takes place in .an 
isometric landscape that can be set to various 
levels of geographical h i ndrance. The game 
begins at the tai l-end of the steam age, 
around 1930 and lasts for around 100 years. 
The idea is to forge l inks between towns and 
transport passengers and cargo by the most 
lucrative means possible. As the money rol ls 

As time progresses, you can build big airports to cater for very profitable Boeing 737s and Airbuses 
(top), while the game automatically keeps the people amused by building recreation centres (bottom) 



Icons with fairly obvious functions run along the 
top of the main screen, while more Information on 
a specific object can be had from just clicking on it 
(top). Here we're just about to make a killing by 
selling off a trainload of steel 

in you can buy more 
vehicles and bui ld more 
depots, roads, docks, 
rai lways and ai rports. 

Your task is 
hampered by things 
l i ke other transport 
outfits bui ld ing all over 
the land you had your 
eye on and truculent local 
authorities opposing your  
every move. Add difficult terra in ,  
veh icles breaking down, and industria l  and 
agricultural sites going bust and it soon 
becomes a major problem just keeping things 
on an even kee l .  

Thankfu l ly, the game's interface is pretty 
intu itive. Icons offer charts showing how you 
and everybody else is doing and give you 
access to a l l  the bu i ld ing/demolish ing 
functions. Cl icking on a town, depot or vehicle 
prompts a box to appear which gives stats on 
what it's about and how you can affect it. 

Where Transport Tycoon scores over other 
sims is in its sheer detai l  and scope. Flatten 
some land and the grass grows back after a 
whi le.  Plant some trees and they grow over the 
years. Veh icles get rickety and depreciate. 
Ai rcraft buzz around and tra ins chug along at 
real istic speeds. Even the style of bu i ld ings 
that go up as a commun ity starts to expand 
reflects the arch itecture of the age. lt's a l l  very 
sl ick and fabu lously distracting. 

As the game progresses, things get very 
compl icated. There's just so much to do at any 
one time that it becomes hard to keep up. And 
with so much happening, the PC rea l ly starts 
to wheeze. An industrious budding tycoon can 
expect things to get c lunky around 40 years in ,  

test s c re e n  g 
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TT is a very busy game, so graphs and 
balance sheets are available which enable 
you to pinpoint exactly where you're 
making money and where you're losing it 

Zooming in and out (top, inset and bottom) 
helps you keep track of the overall plot. And 
just look at those wonderful graphics 

but that's when you ' re push ing the game's 
l im it of veh icles and loading stations. The trick 
is to work with in those l im its - forget your 
earl ier bui ld ing frenzy and go for the most 
profitable configuration.  

lt's c lear that Railroad Tycoon was a mere 
rehearsal .  Transport Tycoon takes open-ended 
strategy games a giant step further. lt's total ly 
non-l i near, incredibly flexible, su perbly £ 
detai led and utterly riveting. 

Edge rati ng: Eight out of ten 
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D here was a time when the only th ing 
people worried about was the game. 
What does it play l i ke? Is it any good? 

However, the halcyon days of the software biz 
as a cottage industry are now behind us, 
replaced by today's fast-moving ' interactive 
enterta inment' business. 

As game developers and publ ishers 
attempt to cross over into massmarket media 
and appeal to a more mature audience, 
the simple qual ities and qu i rks that 
have characterised good 
videogames for two decades 
are disappearing. The race is 
on to perfect a new kind of 
televisual entertainment 
and, in the rush , all the 
innocence is being lost. Rise 
Of The Robots is one of the 
most damning examples to date 
- a triumph of style over content. 

On paper it seems l i ke a software 
publ isher's dream come true: an aggressive 
one-on-one beat 'em up in the successful 
Street Fighter If/Mortal Kombat mould , 
coupled with the kind of photorealistic imagery 
that leaves window shoppers agog. lt a l l  adds 
up to a lot of hype, and Rise has set new 
standards in  pre-launch publ icity. Ah , but 
there 's the problem. People expect an end 
product which justifies th is amount of hype, 
but the rea l ity of Rise fa l ls way short of its 
carefu l ly prepared image. 

On the face of it, things seem fine. The 
lovingly rendered fighters (seven in  a l l ,  each an 
original and attractive design) move as wel l  as 
they look, the sound effects are satisfyingly 
meaty and metal l ic, and it's all wrapped up in  
some exquisite presentation and graph ical 
gloss. But, surprise surprise, problems arise 
when you begin to play. 

Modern-day beat 'em up aficionados 
recognise the qual ities that make classics l i ke 
Street Fighter If and Mortal Kombat If so 
playable: good characters, fast and frenetic 
action with a wide variety of moves and, most 
importantly, the abi l ity to learn and improve 
your  game through the use of advanced 
techn iques. Astoundingly, none of these 
qual ities are evident in Rise. 

The combatants are slow and often clumsy, 
and their range of moves is l im ited . There are 
no missi le attacks and the fighters can't even 
turn around to face the other way, so they 
can't jump over each other or cross over at a l l ,  
which e l iminates a wide range of  techn iques 
and gameplay possib i l ities. 

The combat in Rise 
is terrible. You're 
sent flying again 
(top). The 
Supervisor morphs 
during bouts (above) 

There are more gameplay shortfal ls in the 
form of inadequate controls. I nstead of the 
hard/medium/soft attacks that make SF/I and 
MK quick and instinctive, Rise players have to 
contend with a tiresome ' power-up'  bar which 
means you have to hold down the fire button 
and wait to execute a strong attack, and al l  
the flu id ity that's part and parcel of any good 
chop-socky 

·
game has been tragically lost. 

But Rise's inabi l ity to copy the qual ities of 
games l i ke SF/I and MK isn 't the issue - it's 
entitled to its own style ,  after a l l .  The real 
problem is that it's just so unsatisfying and 
frustrating to play. Lack of variety is also a 
major problem. Good beat 'em ups succeed in  
part by  provid ing a m ix of  characters. In Rise, 
the player can only 'be'  the cyborg in oneplayer 
mode, whi le in the twoplayer game there are 
some l im ited combinations, but only with the 
aid of a cheat mode. 

Rise Of The Robots is truly awfu l .  lt's 
doubtful that the qual ity of the game was ever 
much of a consideration .  But then , £ that's hardly the point any more ,  is it? 

Edge rating: T wo out of ten 

Format: PC CD-ROM 
Publisher: Mirage 

Developer: I n-house 
Price: £50 

Release: Out now (UK) 

Your constipated cyborg hobbles 
across the screen (top). The 
backgrounds are pretty (above) 

Rise will eventually be released on 
22 different platforms. The Cl)32 
version (above) Is already available 

79 
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The King Of Fig hters '94 

Format: Neo-Geo CD 
Publisher: SNK 

Developer: I n-house 
Price: £50 

Release : Out now 

The lkari Warriors boys' stage, Korea, is set against the backdrop of a crashed helicopter and 
a troupe of bewildered natives. Detail like this is typical of the game's graphical excellence 

Andy Bogard's rush attack (top) remains 
unchanged. One of the game's lighter moments is 
provided by Lucky's basketball projectile (above) 

hi le other developers 
busy themselves cloning 
Street Fighter 1/'s 

legendary playabi l ity, SNK is 
continu ing to further refine its 
own beat 'em up engine, as 
in itia l ly demonstrated in Fatal 
Fury. And with good reason : the 
last instalment of the series, 
Fatal Fury Special, was an 
outstand ing game and a perfect 
demonstration of SNK's 
in-house design reserves. 

Now The King Of Fighters '94 
is avai lable on CD and it's an 
even better game than its 
predecessors. Bringing together 
a selection of establ ished 
characters from Fatal Fury 2, Art 

Of Fighting and, somewhat bizarrely, lkari 
Warriors, the game is based on a 'team' 
concept. There are 24 fighters in  tota l ,  d ivided 
into groups of three. The membersh ip of each 
team depends on prior association - the 

Bogard brothers and Joe H igashi  make up the 
'Fatal Fury' Trio,  for example. 

The appearance and abi l ities of the 
characters are as varied as anyone could hope 
for. Al l  but one of them has three Super 
Attacks (special  moves) and these, coupled 
with the ' rage gauge'-released Lethal Attacks, 
make for formidable gameplay. And that 

Holding A, B and C mid-bout builds your fighter's 
•rage gauge' and forces some bizarre behaviour 



The postcard-worthy sights 
of Venice are the backdrop 
to a rumble between these 
two ex-Fatal Fury stars 

variety is,  of course, a key 
ingredient of the game's 
appea l .  Even when you've 
played it sol idly for days, King of 

Fighters offers plenty of opportunities 
to practise the moves of the characters and 
learn extra combos. 

The game is based on the fami l iar  Fatal 
Fury game play framework, with the main 
difference being a new dodge move that 
temporari ly pushes your  character into the 
background, out of harm's way. At the outset 
this appears to be a somewhat contrived 
attempt to make the gameplay appear more 
novel than it actua l ly is, but keep at it and 
you ' l l  d iscover that it finds a natural p lace in 
your  fighting repertoi re.  

Restrictions imposed by the CD are very 
much in evidence, with grind ing delays 

When knockout blows connect, the effect is 
wonderfully overplayed via a fullscreen flash 

between character selection 
and combat marring an 

otherwise s i lken front end. But 
the advantages provided by the 

format outweigh such trivia l  
· annoyances. The main asset is the 
significantly i mproved music - The King Of 
Fighters '94 is a seriously l istenable-to game. 
From Italy to England , the stage soundtracks 
are rarely short of stunning, whether it's an 
authentic twanging guitar or a horn ensemble 
providing the atmospheric accompaniment. 
And there 's even a bizarre remixed version of 
SNK's ancient Psycho Soldier coin-op score in  
here, complete with the  twee Japanese 
songstress's warb l ings that made it so 
inadvertantfy amusing the first time around. 

The graph ics don't disappoint either. The 
backdrops rival the finest scenery in  any 
fighting game, with particu lar attention paid to 
both depth of colour and level of deta i l .  And 
the appearance of the old characters has been 
polished and tid ied up considerably to ensure 
that they sit comfortably alongside the new 
characters on d isplay. 

So The King Of Fighters turns out to be yet 
another great Neo-Geo beat 'em up. lt goes 
without saying that it is un l ikely to convert 
weathered SF/I fans to SNK's way of hand l i ng 
the genre, but those fami l iar with the territory 
wi l l  find that the game is home to some £ 
of the most satisfyingly fighting there is. 

Edge rating: Eight out of ten 

t est s c re e n  1 

Having lost her bout, Yuri Sakazaki sits 
dejectedly In the background as King 
gives her best shot for their team 

Old Neo-Geo hands will recognise 
these background characters (top). 
The 'Superstars of the Sports World' 
strut their stuff (middle and above) 
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Alien v Predator - JGS 1122 NOW £54 
Brutal Sports Football - JGS 1532 NOW £54 
Bubsy the Bobcat - JGS 1581 NOW £49 
Cannon Fodder - JGS1704 NOW £39 
Chequered Flag - JGS 1761 NOW £54 
Club Drive - JGS 1794 NOW £49 
Crescent Galaxy - JGS 1852 NOW £39 
Doom - JGS 2282 NOW £59 
Dragon - Bruce Lee Story - JGS 2212 NOW £54 
Evolution - Dino Dudes - JGs 2462 NOW £39 
Iron Soldier - JGS 4011 NOW £54 
Kasumi Ninja - JGS 4502 NOW £59 
Raiden - JGS 6722 NOW £39 
Tempest 2000 - JGS 7472 NOW £49 
Wolfenstein 30 - JGS 8932 NOW £49 
-Syndicate - JGS 7301 DEC '94 TBC 
Theme Park - JGS 7501 DEC '94 TBC 
Zool 2 - JGS 93122 DEC '94 £54 
Pinball Fantasies - JGS 5931 JAN '95 TBC 
Sensible Soccer - JGS 1011 JAN '95 TBC 
Charles Barkley Basketball - JGS 1741 FEB '95 TBC 
Creature Shock - JGS 1802 FEB '95 £39 
Demolition Man - JGS 2142 FEB '95 £39 
Flashback - JGS 2971 FEB '95 TBC 
Rayman - JGS 6891 FEB '95 TBC 
Rise of the Robots - JGS 6942 FEB '95 £49 
Battlezone 2000 - JGS 1341 EARLY '95 TBC 
Battlemorph - JCD 1201 EARLY '95 TBC 
Blue Lightning - JCD 1531 EARLY '95 TBC 
Hardball l l l  -JGS 3841 EARLY '95 TBC 
legions of the Undead - JGS 4941 EARLY '95 TBC 
Rage Rally - JGS 6521 EARLY '95 TBC 
Space Wars - JGS 7031 EARLY '95 TBC 
Star Raiders 2000 - JGS7192 EARLY '95 £49 
Tiny Toon Adventures - JGS 7592 EARLY '95 £49 

ACCESSORIES 
Composite Monitor Cable - JGA4327 £1 6.99 
Jaguar Controller - JGA 2000 £1 9.99 
R F  Switch Box inc Cable - JGA4871 £1 6.99 
Scart Cable - JGA 4200 £9.99 
CD-ROM Add-On - JGA 1164 JAN /FEB '95 TBC 
VR Headset LATE '95 TBC 

THE SILICA 

SERVICE 

e FREE CATA 
With special offers an 

e PAYMENT: 
We accept most major er 
monthly terms IAPR29.8�. - wrttten Ql.oleti 

e VOLUME DISCOUNTS 
Business, Education and Government 
Tel: 081-308 0888. 

e MAIL ORDER: 

PLAY WITH THE 
FUTURE NOW! 

• SUPER CONSOLE! AHEAD OF THE PACK 
Atari's Jaguar offers more power than any other system. it is 
totally futureproof with the power of virtual reality and remote 
gameplay via modem expected during next year. 

• PLA Y FROM ANY VIEW 
Change play perspective. View gaming areas from above, left, 
right, behind or in front. 

• ZOOM IN FOR CLOSE UP ACTION 
Jaguar allows you to zoom in on any part of a game's play area. 

• SAVE STATE OF PLA Y 
Store those high score tables and game positions in special 
random access memory stored on the cartridge. 

EXPECTED DURING '95 
• LINK UP WITH 'CATBOX' 

The optional extra Catbox plugs into the back of your Jaguar, 
enabling you to connect a wide variety of add-ons simul
taneously. Facilities include the ability to link up to 32 Jaguars 
together for multi-player games such as Doom and Club Drive. 

• CD-ROM FILMS & UNBELIEVABLE GAMES 
Tap the power and speed of CD-ROM with Atari's Jaguar add
on (expected Jan/Feb '95). Play bigger 30 games, standard 
audio COs and films (with optional extra FMV module). The 
CD-ROM drive also includes a virtual light system, which 
creates an interactive light show in time with CD audio output. 

• VIRTUAL REALITY'S COMING 
Watch spaceships whirl around your head, laser bolts slice past 
you, sounds of destruction fill your head as you become part of 
the game. Jaguar's virtual reality helmet is expected in 1995. 

• CONNECT WITH A WORLD-WIDE NETWORK 
In the world of Jaguar, distance means nothing. Play against 
Jaguar owners in New York, France, Greenland or even 
Australia. Plug in your optional virtual reality helmet, and do 
battle in cyberspace with players from around the world. There 
is nothing like it! 

FREE DELIVERY on orders over £40.vAT. 
Small administration charge 
(£2.50+VAT) on orders under £40+VAT. 

e STORES NAnONWIDE: 
21 stores including 18 in branches of Debenhams. 

THE WORLD'S 
ONLY 

PlEASE SEND A BROCHURE ON THE ATARI JAGUAR 
Mr/Mrs/Miss/Ms: I n itials : 

Surname: 

Company (it applicable): . . .  

Address: 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Postcode: 

Tel (Home): 

Tel (Work): 

Which computer(s), if any, do you own? 

. t ' ,  



! test s c re e n 
ro 
:::l 

..c 
Q) 
u. 

Q) 
c 
N 
ro 
'Q.O 
ea 

i C reature Shoc l< 

84 

Format: PC CD-ROM 
Publisher: Vi rgin 

Developer: Argonaut 
Price: £50 

Size: 2 COs 
Release: Out now (UK) 

Top to bottom: Earth is overrun by 
aliens. Texture mapping is used in 
the shoot 'em up stages. Being 
eaten is a common occurrence 

Creature Shock's action is either corridor-based 
(top) or takes the form of a shoot 'em up 

[!] espite many efforts to bridge it, the 
yawning chasm between trad itional ,  
gameplay-oozing titles and S i l icon 

Graphics-generated visual extravaganzas 
remains as wide as ever. The latest company 
attempting to exploit the virtues of both is 
Argonaut, space-game veteran and creator of 
Nintendo's Super FX chip .  

Creature Shock excels in the pre-rendered 
arena - even an intra-sequence cynic would 
have a d ifficu lt t ime finding fault with the 
real istic character movements and plot 
development tactics used throughout. Al l  the 
action is streamed off two CDs and alternates 
between 3D shoot 'em up sequences and 
moody corridor exploration . Th is pre-rendered 
gameplay style inevitably l im its your  freedom, 

All  of Creature Shock's is pre-rendered. This is both 
its greatest strength and its primary weakness 

but there 's sti l l  a surpris ingly h igh degree of 
self-determ ination . 

· 

Creature Shock's forte is its fear-inducing 
atmosphere. Creeping through dank corridors 
and tunnels, one minute safe and the next 
dragged off to a la i r  by some horrifical ly 
bulbous and malevolent spider, whi le rich 
music plays in  the background, makes for an 
intense experience. And although a streamed 
game can never maintain the constant h ighs 
of an outing l ike Doom, the cut-scenes and 
variety of enemies leave you coming back· for 
more even when you thought you wouldn 't. 

Despite th is ,  the five levels of Creature 
Shock are u ltimately l i near, with periods of 
interaction and combat. The two shooting 
sections are pretty, but they only serve to 
delay the next stage for a whi le.  They' re never 
unfa i r, but the i r  structure is disappointing 
it's a question of plugging away at anything 
that moves unti l you reach the end boss, 
which takes a lot of patience to d ispatch. 

There are more annoying flaws in  the 
game, such as no mouse-sensitivity contro l ,  



The organic appearance of the surroundings 
makes a refreshing change (top and above) 

the absence of which results in frustrating and 
inexcusable misses with your laser. Also, l i ke 
so many other exploration adventures, there 
are long periods of wandering through tunnels 
essential ly doing nothing. More objects to pick 
up, more health bonuses (combat is tricky) 
and more guns wou ld have made the game 
more reward ing. 

The lack of automapping is another 
irritation .  The main chal lenge in  certain levels 
(particularly the al ien sh ip) is locating the exit 
before you d ie of old age. I n  the 23rd century, 

These critters need a well-aimed shot in the tail 
before they shuffle off this mortal coil 

Your ship occasionally positions itself directly In your 
own line of fire (top). You have to repeatedly shoot this 
beast on its lower lip to kill it (above) 

as mankind explores d istant stars, you 'd think 
that the technology would be ava i lable to 
record where you stepped two minutes ago. 

Corridor sections are the main part of 
Creature Shock's attraction,  but even these 
are by no means perfect. Al l  the creatures you 
encounter (and there 's  a wide variety of them) 
have one weak spot that you have to hit to 
cause damage. Fai r  enough , but finding the 
spot in  the first place saps half your  energy, 
and attempting to a im the mouse accurately 
(and fa i l ing) takes most of the rest as the 
beast sways around. The real ski l l  in th is game 
is finding the right route and remembering how 
to ki l l  the creatures you meet - you can't rely 
on s imply blasting away l i ke a maniac. 

Creature Shock is yet another significant 
step along the road to a complete film/game 
experience. The atmosphere Argonaut has 
managed to generate is genu inely scary and 
the story flows beautifu l ly from one scene to 
another. The music is exceptional and adds 
greatly to the game. However, there 's  sti l l  not 
enough interactivity buried beneath Creature 
Shock's lavish padding to make it a £ real stormer. 

Edge rating: Six out of ten 

t est s c re e n 

The intro sequence is one of the 
best yet. Discovery of a hostile 
living 'asteroid' leads to a core 
breach and the ship's destruction 
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i Super Street Fig hter 11 X 

86 

Format: 3DO 
Publisher: Panasonic 

Developer: Capcom 
Price: £40 

Release: Out now (UK) 

Even the old-timers look better in 
3DO SSFIIX. Blanka's electricity 
reveals Cammy's fine bone structure 

The quality of 3DO SSFIIX's graphics is of a very high standard. All the characters, backgrounds, 
moves and frames of animation have been accurately translated to make a wonderful game 

hat is there to say about Super Street 
Fighter 11 X? This awkwardly titled 
game is the sixth instalment in 

Capcom 's  long-runn ing l icence to print money 
and, l i ke all the previous Street Fighter 11 
sequels, it seems to have pushed the concept 
as far as it wi l l  go. In the arcades, SSFIIX 
i mproved on SSF/1 by adding new moves and 
combos for every player and speeding up the 
pedestrian action.  lt was, of course, quite 
bri l l i ant, and so is th is 300 conversion. 

The game's publ isher, Panasonic,  took the 
plunge with 300 last year and was rewarded 
with a lacklustre debut for the console in the 
US and a false start of a launch in  Japan. With 
Super Street Fighter 11 X: Grand Master 
Challenge ( Super Street Fighter 11 Turbo in the 
U K  and USA), Panasonic final ly has a game 
that can rea l ly sel l  the 300 platform - a 
Capcom-developed conversion that surpasses 
all other SF/I efforts. 

Capcom hasn't exactly underachieved with 
its previous console conversions of Street 

Fighter 11 - the Mega Drive, Super N intendo 
and PC Engine clones all played as well as 
arcade originals,  even if they were graphical ly 
and son ical ly chal lenged. However, there are 
no shortcomings to 300 SSFIIX - every aspect 
of the game is indistinguishable from its 
arcade parent. 

All 16 characters in  SSFI/X, including the 
original  eight fighters, the four bosses and the 
four new chal lengers - Cammy, T. Hawk, Fei 
Long and DeeJay - are accurately translated .  
The proportions, ranges a n d  a l l  the frames of 
animation are faithfu l ly reproduced and the 
graphics are as pin-sharp and colourful as the 
coin-op's .  The gorgeous backgrounds are a lso 
beautifu l ly deta i led, from DeeJay's Caribbean 
beach party to Cammy's curious home (the 
Aurora Boreal is i n  England?). 

If any further proof was needed of the 300 
conversion's c lout, Capcom has a lso included 
the original  arcade mach ine's Attract mode, 
showing Ryu l imbering u p  and launching a 
firebal l .  And , with a nod of inspiration towards 



test s c re e n  1 

Ken executes a Shadow move and lifts DeeJay off his feet (top and top left). Ryu finishes Zangief with a shadow move and the background explodes 
in a burst of light (middle). Fei Long has a flame kick which has the same effect as a Ken or Ryu fireball (bottom left). T.Hawk's new throw (main) 

Mortal Kombat's Repti le, the mysterious 
Akuma character is present. You can only 
access him via deft fumbl ing on the fighter 
selection screen ,  but it's worth it, because 
he's one of the strongest characters in  the 
game (even though he looks l i ke AI Jolson's 
impersonation of Ryu in  tatty pyjamas). 

Of course, the secret behind Street Fighter 
//'s success isn't just fancy graph ics but also 
the thumb-punishing gameplay, and Capcom 
hasn't compromised this aspect one bit. 
There's the possib i l ity of three, four and even 
five-hit combos for all the characters, and 
points rewards for executing them. 

The new ' rage gauge' power bar is a lso 
featured. When a h it connects, whether it's 
blocked or not, the power level on the bar 
bui lds up, and when it reaches maximum you 
can execute your  character's specia l  Shadow 
move. Usual ly, this involves repeating the 
joypad move for a 'normal '  special  move two 
or three times and pressing a button - it's not 
simple, but you ' re rewarded with a wonderfully 

an imated Shadow move and a giant flash of 
l ight. And it rea l ly hurts your opponents, too. 

it's very hard to fault 3DO SSFI/X, and any 
criticism is mere n itpicking. The lack of 
para l lax scro l l i ng in the far reaches of the 
background and the intrusive CD access time 
(several seconds per fight, more than Crystal 
Dynamic's 3DO Samurai Shodown) hardly ru in  
the  game, and although control is d ifficult with 
a standard 3DO pad (you have to use the top 
two buttons and the stop button to get the 
requ i red s ix), if you use one of the many 
six-button pads or sticks ava i lable you ' l l  have 
no problems. 

There's no doubt that 3DO SSFIIX eclipses 
all previous beat 'em u ps on whatever format 
you care to mention.  lt has a l l  the necessary 
bel ls and whistles to make even the most 
jaded SF/I veteran pick up the pad and £ 
lose another few weeks. 

Edge rati ng: Eight out of ten 

If you can't manage the nimble 
fingering required to summon 
Akuma, just give Ryu one of those 
exploding Acme cigarettes that 
Daffy Duck smokes, and wait ... 
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i Sam urai Shodown 

90 

lpponl Another win for Kabuki star 
Kyoshiro {top). French heroine 
Charlotte duels with Ukyo {above) 

Format: 300 
Publisher: BMG 

Developer: Crystal 
Dynamics 

Price: £50 
Release : Out now 

Haohmaru's whirlwind special move throws Galford up 
in the air and the black-clad referee signals a hit 
{above). Tam Tam impales an opponent {Inset) 

t's rather unfortunate for the Neo-Geo 
CD that j ust as the machine is 
launched in the U K, a conversion of 

the most desirable Neo-Geo title of them a l l  
arrives on the 3DO.  Samurai Shodown first 
appeared on the Neo-Geo just over a year ago 
and made every other beat 'em up look as 
sophisticated as Way Of The Exploding Fist. 
Huge characters, outlandish special  moves, 
great sound and beautiful graphics won SNK's 
arcade console many new fans. 

Samurai Shodown also won over that 
champion of the 3DO, Crystal Dynamics, which 
insisted on doing the conversion for Trip 
H awkins' fledgling format. After a series of 
sl ick but flawed 3DO originals, including Total 
Eclipse, Crash 'n ' Burn and Off-World 
Interceptor, the crew at the Palo Alto-based 
company obviously rel ished the task of 
converting one of its favourite games. 

Like many great arcade titles, it's the 
cosmetics of Samurai Shodown that first grab 
you .  The detai led graphics feature the same 
'zoom'  effect pioneered by SNK in  Art Of 
Fighting, changing from a closeup when the 
fighters are together to a wider view of the 
arena as they move apart. 

The character animation In 3DO Samurai Shodown 
Is stunning - just like it was In the original 

And the fighters themselves look fantastic 
- more i mpressive than any other sprite-based 
beat 'em up. Crystal Dynamics has included 
all the fighters of the 118Mbit original ,  from 
the gigantic, farting Earthquake to the Ch inese 
warlord , Wan Fu. More i mportantly, the finely 
balanced gameplay has also been faithfu l ly 
captured. The characters are easy to control 
(although special  moves are awkward with the 
3DO's clunky pad) and the swordplay is a 
welcome alternative to the fisticuffs of Street 
Fighter 11 and Mortal Kombat 11. 

Those fans of the Neo-Geo version with a 
tendency to n itpick would probably only find 
fault with the game's frame rate. Un l i ke 
Capcom's immaculate 3DO conversion of 
SSFIIX, 3DO Samurai Shodown runs at around 
half the frame rate of the origina l .  

But despite th is ,  Samurai Shodown h its the 
mark. it's encouraging to see that the 3DO 
has now become a machi ne for beat £ 'em up connoisseurs. 

Edge rating: Seven out of ten 

Galford's dockslde location is like a giant 
version of Ryu's jetty in Street Fighter 11 







The ULTI•.& TE guide 
to pita.r technique a.nd technology 

PLUS! COVER CD TOTAL 

with every issue §�!!J. 

Each issue contains 

a In depth product 

reviews - choose the 

best new gear 

11 Technique tutorials -

get the most from 

your guitar 

11 Equipment tested -

hear the difference 

• Your questions 

answered - take your 

playing to the limit 

11 Your demos reviewed 

- see what our 

experts think 

A.nd much, much more . . . .  · 

�� £3.50 

DON'T M:ISS IT! 
First issue on sale Thursday l Oth :Noventber 



We on ly need to 
advertise i n  Edge 

to get the ki nd of 

response 

• 
• 
• 
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we want 
Martin Kenwright, MD, Digital Image System 

� ANslA/ERS � 
I R E C R U I T M E N T I Specialist Consultants for the Interactive Leisure Industry 

1.--------------, I OUR PORTFOLIO OF INTERNATIONAL CLIENTS 

I HAS A CONSTANT NEED FOR EXPERTS WITHIN I THE FOLLOWING CATEGORIES: 

I ,... PRODUCT DEVELOPMENT I >- PROJECT MANAGEMENT 

I > PRODUCTION I 
I >- PROG�G I >- ANIMATION 

I If you feel you have exceptional skills in the above areas I and wish to discuss career opportunities, then in the first 

I instance send in your C. V. stating current salary and I . daytime telephone number to: 

I Answers Ltd, I 
I Anderson House, I 50 Bridge Street, 

Northampton NNl lPA 

I Tel: 01604 603249 Fax: 01604 36961 / 



� �pec:!stla�==:. 
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N EW YEAR, 
NEW CHALLENGE 

Platforms include Sony PS - X ,  Satu rn , U ltra 64, 
300 , Megadrive, SN ES, PC ,  PC - CD ROM , CD32. 

ANIMATORS I 
............. '"-'E & WAVEFRONTI 

3 D  AND C PROGRAMMERSI 
NEWLY QUALIFIED GRADUATES I  (x6) 

Please forward your CV to: 
AARDVARK SWIFf CONSULTING (Games Division), 

75-77 STATION STREET, SWINTON, 
SOUTH YORKSHIRE S64 8PZ 

PROGRAMMERS 
'C', C++. 80x86, 68000, ARM, 6502 

3D PROGRAMMERS 
3D Simulation experience, 'C', C++ 

3D DESIGNERS 
3D Studio, Wavefront, DPaint, Softimage, Alias 

GRAPHIC ARTISTS 
3D Studio, DPaint etc. 

PRODUCERS/DESIGNERS 
Successful Track Record 

MUSICIANS 
Previous Flight Simulation exp., Home Studio, Cubase 

Silicon Graphics skills 
also Urgently required! 

£ UPTO 25K 

£ UPTO 35K 

£ UPTO 35K 

£ UPTO 27K 

£ UPTO 40K 

£ NEG 

For on update on the very latest opportun ities, telephone 
Stephen Lloyd Dovies on � (01 709) 571441  Fax (01 709) 586527 

� Absolute Discretion Assured. 

�t!t'= Our service to applicants is free of charge. 

To apply send a fu l l  CV to: John Morris at TPA 
(Leisure) Ltd . ,  75 Manchester Road , Congleton,  
C heshi re,  CW1 2 2HT or phone i n  confidence on:  
0260 299945 or FAX: 0260 299946 

SIMPLY THE BEST ! 
THAT' S WHAT WE 'RE LOOKING FOR. 
Wel l ,  actua l ly you don ' t  have to be  the best - the top 5% wi l l  do !  
At  RAGE SOFTWARE we bel ieve that  the qua l ity a nd success of  our 
video game titles a re d i rectly related to the qua l ity of our development team .  
We currently have a number o f  key posi tions ava i la ble i n  o u r  development g roup a n d  wou ld i nvite appl ications from 
anyone who bel ieves that they rea l ly a re amongst the best. 
Successfu l candidates wi l l  a l l  be working i n-house on state-of-the-art systems,  creati ng state-of-the-art video game titles. 
We a re not part icularly concerned with qua l i fications or age. 
We are seeking seasoned professionals who have the drive, enthusiasm and ability to get the job done. 

Programmers: 
Fluency in 'C' and assembler essential. Must have completed at least one published title. 

Console experience would be an advantage. 

Artists: 
Must be able to demonstrate excellence in either traditional 2D cell animation 

and bitmap generation or creating advanced models in 3D Studio. 
Silicon Graphics experience - Softlmage - would be a distinct advantage. 

I nterested? You rea l ly th ink you ' re that good? OK then, convince us. Forward a fu l l ,  recent CV to one of the fol lowing addresses: 
Trevor Wi l l iams Keith Robinson Peter Johnson 
Rage Software Rage Software Rage Software 
1 st Floor, 1 34 Priory Road 1 Dacre Street 1 2  Davenport Drive 
Hal l  Green Bootle Brunton Park 
B i rm ingham B2 8 OTB Liverpool L20 8DN Tyne & Wear NE3 5AE 

All enquiries will be dealt with in the strictest confidence. 



HAVE VOV (;OT THE 
I$REATIYE FLARE 

lt's no mistake. 

TO BEA T 
THE BVRN? 

Ordinary creative 
flair just isn't enough. 

The designers we're looki
_
ng 

for should want to set the world 

al ight, goi ng beyond the bri l l iance of BURN: CYC LE 

to take p latforms such as: CDi, C D  RO M ,  Virtual 

Real ity, I nteractive M ovies and m u ltip layer networked 

experiences to the l i mit. 

At Ph i l i p s  Research Labo ratories,  - Red h i l l ,  we've the 

f i l i i ·· · · I ' �  worl d-proven tech n i ca l  c lout to do j u st that, and we're 

bu i l d i ng the creative teams to h e l p  us do it. We have the 

science,  you b ri ng the art. 

The pace is h ectic .  You ' l l  be expected to work on an extens ive 

portfol io  of m ulti-platform projects, feeding into Ph i l i ps I nteractive Media in  

the States and working closely with Ph i l ips Corporate Design in  Hol land. 

Right now we need three new talents with designs on tomorrow. 

INTERACTION DESIGN ER You' l l  be responsible for co-ordinating 

design activity with our programme engi neers to create user-centred demo prototypes. 

You should be an arts graduate with at least 3 years experience in interactive and user interface 

design, be fluent in storyboarding, and a ski l led communicator with technical experts. Ref 1674/B/01. 

SCREEN GRAPHICS DESIGNER On-screen visual impact wi l l  be your main 

responsibi l ity. You should be a recent graduate keen to explore the ful l  potential of graph ics creativity in a 

medium that is anything but static. Interactive and video experience would give you a distinct edge. Ref 1674/B/02. 

AN I MA TOR You should be a graduate with a wide range of both 2 and 3-D animation styles, and an 

appreciation of non - l inear media. Del ivery wi l l  usual ly be computer based, but the generation process is open 

to vi rtually any method of animation that currently exists - or that wi l l  exist! Ref 1674/B/03. 

We expect to add further systems expertise later in 1995, but if you want to start blazing trai ls  with you r  artistic flair, 

get in touch now. Salary and benefits wi l l  match the chal lenge - and you r  creativity. 

Post your CV with a covering letter quoting the relevant reference number to our managing consultant, 
Peter Paul  son, Director, Lansdowne, Rosedale House, Rosedale Road, Richmond, Surrey TW9 2SZ. 

Philips 
Research 
Laboratories PH I LI PS 



3D Programmers large company, Playstation development 
£20 · 35k, London in C. 

3D Programmers large company, 300, Saturn, Playstation, 
£20 · 30k, Oxon SNES, Megadrive. 

PC Programmers C++, Windows, 8086. 
£1 8k/25k/30k South CD-Rom & Video if possible. 

· Programmers/Artists C, Assembler, 3 D/2D (D Paint) skills 
£20·25k, North for new technology. 

Programmers/ Artists PC and CD-Rom programmers/ 
c£20k, 5. Coast 3D Studio and Wavefront artists. 

Graphic Artists Softimage experience for Playstation 
£1 5 • £35k, London development. 

Producer International games company seeks 
to £40k, London senior manager. 

CANADA Opportunities for Producers and 3D programmers 
$ High Playstation, Saturn and Ultra 64. 

Please contact Justin Hill in complete confidence. 
on 071 -636 6944 

or send your CV to GamesPeople Recru itment 
36 Langham Street 
LONDON W l  N 5RH 

Telephone 071 -636 6944 

U.S.  GOLD - A GROUP COMPANY OF 
CENTREGOLD PLC 

CentreGold Plc is the N u m ber One lead ing name in 
development, p u b l ish i ng and ma rketing Computer and 
Video Enterta i n ment. 
An opportun ity has a risen for the fol lowi ng people to 
join a n  expa n d i ng and g rowing organ ization i n  our  
i nterna l software d ivision, S I LICON DREAMS, i n  
Oxfordsh i re and B i rmingham.  

Working with the very latest i n  32/64 bit tech nology, 
you wi l l  he lp  shape the futu re of i nteractive 
enterta i nment. We have the fol l owi ng vacancies to 
supplement our exist ing teams. 

You wi l l  have the experience with working with the 
very latest h a rdware and shou l d  be f luent i n  GC++ or 
assem b ly lang uage, especia l ly RISC- based . Knowledge 
of 3-D prog ra m m i n g  and/or U N IX wou ld be 

· 

advantageous. 

· You wi l l  be work i ng on 3-D model l i ng/a n i mation 
systems, based on S i l icon G raphic  technology/ha rdwa re 
and 2-D Works on Apple Macs and PC platforms. You 
r:nust be able to show creativity and i n n ovation.  

A m i n i m u m  of two yea rs' experience i n  prod ucing the 
enterta i n ment software. Basic technica l knowledge and 
.good com m u n ication ski l l s  a re requ i red. 

As a part of our cont inu ing Qual ity Program me, we 
req u i re a n u merate and l iterate teste,r to work i n  the 
Q u a l ity Control Department. You wi l l  have a mature 
a pproach, be i nterested in Computer Software Ga mes 
and be able to p repare reports and presentations to 
management. 

Al l posit ions a re with i n  the Software Development 
Department and we a lso welcome appl ications from 
newly-q u a l ified g raduates who would wa nt to brea k 
i nto the enterta i n ment i ndustry with a major 
m u lt inational  p u b l ic com pa ny. 

If you a re se lf-motivated and a rticu late and welcome a 
chance to jo in  a prog ressive forward-th i n king 
organization that invests i n  its people and has genuine 
career opportun ities, then p l ease apply with c.v., 
inc lud ing exist ing sa l a ry deta i ls, to: 

· 

Stephen A. Ed mondson, 
Personnel  Manager, 
CentreGold Plc, 
U n its 2 & 3 
H olford Way, 
H olford, 
B i rm i ng h a m  

C E N T R E G O L D  

B6 7AX. 

P L C 

CentreGold Plc. is an equal opportunities employer. 





E NTE I\II E: NT 

Do You have the talent and ability to make ideas happen? 
Iguana Entertainment, one of the industry's top developers and the force behind hits like "NBA Jam" &. "NFL Ouarterback Club", 
seeks professionals to join our ever growing development staff. Current platforms include Nintendo Super NES, SEGA Genesis, 
Saturn, 3ZX, Sega CD, and Sony PSX. A few of our upcoming products are: Aero the Acro-Bat Z, Zero the Kamikaze Squirrel, 
NFL Ouarterback Club Z, NBA Jam Tournament Edition, and Batman 3. 

VIDEO GAME ARTISTS, ANIMATORS, 3D ARTISTS, DESIGNERS & PROGRAMMERS 

ARTISTS: 

Successful candidates will have experience in computer based graph
ics, animation, and familiar with DPaint, 3D Studio, Autodesk 
Animator-Pro, and conventional illustration. 

ANIMATORS: 

Cartoon animators with a traditional eel background in the TV or film 
industry are needed. To qualify, applicants must be skilled in a vari
ety of styles, such as realistic, cartoon, and effects. 

DE.SIGNE.RS: 

Seeking highly creative candidates obsessed with video games. Must 
be motivated team players capable of turning abstract ideas into 
graphic images and creative game designs. Requires strong written 
and verbal communication skills. Previous experience within the indus
try is a plus. A college degree is preferred. 

TECHNOLOGY /TOOLS PROGRAMMeRS: 

Must be fluent in "C", Lf86 Assembler, SVGA Video Cards and User 
Interface Design. Ideal candidates will also possess experience in 
Video Compression, Real Time Rendering Techniques and have a 
strong math background. 

3D ARTISTS: 

Our Advanced Technology Department is looking for experienced 3D 
artists with the following qualifications: 
• Strong character animation and art experience (Coll�ge and/or 

production job) 
• Strong design skills in both character design and structures 
• Experience in the games industry is a plus 
• We// rounded 3D artist capable of modeling. animating. creating 

texture maps. and lighting 
• Experience with IBM and SGI machines 

• Have experience with some or all of the following packages: 
Alias Power Animator 
Wavefront 
3D Studio 
Photoshop 
F ractal Design Painter 
Autodesk Animator-Pro 
Deluxe Paint Animation 

GAME. PROGRAMMeRS: 

Must possess strong "C" and problem solving skills along with experi
ence in: 80x86, 68000, 6502, RISC, ZD or 3D Graphics techniques. 
Previous game development experience or a college d�gree is 
required. 

We offer an excellent compensation and benefits package, an exciting and challenging work environment, committed and dedicated 
teams, a proven track record and high profile projects. To be considered for any of the positions listed above, you must send work 
samples with your resume to: 

IGUANA E.NTE.RTAINME.NT, LTD. 
'Personnel Dept. £.. 

Church House, Grange Road 
Middlesbrough, Cleveland, TSI Z LR E.ngland 

IGUANA E.NTE.RTAINME.NT, INC. 
'Personnel Dept. £. 

3'+ 1 0 Far West Blvd., Suite 30 1 
Austin, TX 7 873 7 USA 
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am Kti:Jnr now we animators 
' CJc;IS$ical animation . Studio and cartoon character 

be of particular interest. Working in a friendly, 
team environment, our open flexible management style and 

unique pt:oduct vision wi l l  allow you to utilise your creativity to the 
ful l ,  whilst retaining the "purity" of your artwork. 

Combined with a h igh ly attractive salary package and relocation 
assistance (where appropriate} to a picturesque historic location 
set in the rich Yorkshire countryside, these opportunities offer a 

quality of l ife seldom equal led . 

To apply, please initially forward your details to our advising consultants: 
AARDVARK SWIFT CONSULTING (Games Division), 

75-77 STATION STREET, SWINTON, 
SOUTH YORKSHIRE S64 8PZ 

Alternatively, telephone (0 1 709) 571 44 1  

fax (01 709) 586527 � , for further information. 

PLATFORMS 
Sony P.SX, Ultra 64, Jaguar, 300, Sega CD, Soturn, 32X, Megadrive, SNES, CD32, 
PC CD-�OM, PC and Macintosh platforms. 

LOCATIONS 
Positions are available in most locations throughout the UK! 

OPPORTUNITIES 
3D PROGRAMMERS £28-37k + Bonus 
C/C++ and 30 graphics programming experience. 

SENIOR PROGRAMMERS £30-38k + Bonus 
To lead the development of exciting new projects. 

3D DESIGNERS £25-33k 
To work on Silicon Graphics machines. Candidates will be familiar with a least one 
of the following: Alias, Wavefront, Softimage or 3D Studio. 

GRAPHIC ARTISTS £18-27k + Profit Share 
2D and/or 3D skills. Candidates will be experienced in computer based graphics 
and/or animation and will be familiar with Dpaint or 3D Studio. 

PROGRAMMERS £23-34k + Bonus 
Various projects. 80x86, 68000, ARM, 658 1 6/6502 or C/C++ 

VR PROGRAMMERS c£28k + Bonus 
C and 3D computer graphics. Knowledge of C++ beneRcial. Previous Virtual Reality 
experience advantageous. 

SENIOR GRAPHIC ARTIST c£30k + Bonus 
To lead small team. 3D Studio experience. 

PRODUCERS £25-34k + Bonus + Car 
Candidates will have previous video games experience and a track record of success. 

FREELANCERS £Negotiable 
Programmers and Artist. 

For more details contact us in complete conRdence on 
0924 254467 or alternatively send your CV to Marie Harris at:-

Zodiac Pursuit, 1 6
_
Colleen Road, Durkar, WakeRe�d, W. Y?rk��!r«: __ ��� )�X 

Bored . .  
. . .  with d u l l  adverts wh ich prom ise a d u l l  futu re? 
Al l that old c l iched nonsense l i ke ' proven track 

records '  and ' releva nt experience' . .  l t  rea l ly goes 
without sayi ng for a person of you r  ca l i bre .  

Interested,, 
. .  i n  a ca reer with a n  in teresti ng com pa ny? 

Such bright prospects ! More ma jor l i censes to 
fol low Al ien 3 ,  T2 , Pagemaster and Batman 3 .  
More ma jor a rcade ga mes l i ke Morta l Kom bat 

1 & 2 and Pri mal  Rage 

Stupid.. 
. .  to miss out on a Golden Opportu n i ty to work 

with top fl ight  prog ra m mers, g raphic  artists, 
m usicia ns, 3 D  model lers, prod ucers, resea rch 

and developers, desig ners a nd creators h u rtl i ng 
head long i nto the I n formation Enterta i n ment 

futu re ! 

s m o rt . .  
. . to get i nvolved i n  development of ga mes for ne 

med ia . .  Sony's  PlayStation™, Sega ' s  3 2X™ & 
Satu rn ™, Mul ti med ia PC, Mac i ntosh TM and 

trad itiona l console format work 
ALL AVAILABLE NOW! 

coNfiDE 
Joe Bona r 

Creative Director 
1 st F loor, Kno l ly ' s  House 

1 7  Addiscom be Road 
Croydon,  Su rrey 

C RO 6SR 
Fax: 0 1 8 1  68 1 1 946 









Solutions With A Touch Of Vision 
Interactive Software Products Ltd 
ISP specialises in all types of interactive media using existing 
technologies and developing future ones of its own. ISP is well 
established and respected allowing us continous growth in a wide 
number of new and existing markets. 

ISP is currently recruitng 6 elite additional development staff to 
enhance a new team to be set up in the New Year, of which to be a 
member you must have a previous track record in the leisure 
industry with at least 1 year's experience and also have worked on a 
recognised published game. 

Programmers 
You will have experience with the latest hardware technology and be 
fluent in Assembly language; especially R1SC based/68000. An excellent 
knowledge of 3D programming is essential. A good understanding of PC 
hardware and PSY-Q development systems is an advantage. 

Graphic Artists 
You should be creative and familiar with 3D modelling and animation 
techniques while developing on a PC platform. You should be capable 
of new and innovative ideas together with implementation. 

Excellent packages and career opportunities are available for the 
right personnel. 

Please write in the first instance to: 
Mrs Clare Stephens 

Personnel Department 
ISP Ltd 

Fountain House 
Halesowen 

West Midlands B63 3BL 

- - - - - - - - - - - - - - - - - ,  

Editorial opportun ities 
Would you like to work at Future Publishing, on one of 

Britain's top computer magazines? We're looking for 

talented - but not necessarily experienced -production and 

writing staff, and you could be just the sort of person we need. 

To become a production editor at Future you'll need 

to be literate, accurate, organised _and ambitious. To become 

a writer you need to have extensive games knowledge of at 

least one (though preferably more) computer formats. 

If you reckon that sounds like you, then write 500 

words on the subject, "What magazines are for", and send it, 

together with a CV and anything else you think might help 

your cause, to Ann Dillow at the address below, marking your 

envelope "Editorial Opportunities (EM15)".  And the best of 

British to you! 

Future Publishing are the creators of all these fine magazines: 

• Amstrad Action 
• Amiga Format 
• Amiga Power 
• Commodore 

Format 

• CD·ROM Today 
• Edge 
• GamesMaster 
• Mac Format 
• PC Gamer 

• PC Format 
• Sega Power 
• ST Format 
• Super Play 
• Total! 

Beauford Court • 30 Monmouth Street 
Bath • BAl 2BW 

Do �OIA �ave t�e taleVlt to joiVl a world class team ? 
E!Arocom EVItertaiVImeVIt Software are t�e team be�iVId maVI!;1 of t�e biggest games 
receVIt !:1ears, iVICIIAdiVIg versioVIs of SeVIsible Soccer. DropzoVIe aVId DisVIe!:1's T�e J 
Boo�. We are loo�iVIg for experieVIced videogame developers to joiVI IAS iVI creatiVJli,-�5lJw1e 
of t�e biggest titles of '95 OVI coVIsole aVId CD platforms. We wo1..1 ld l i�e to �ear 

Videogame Programmers : 8086/80386, 68000, 6502, Z80 aVId/or s�ills, 
.� Grap�ic Artists/ AVJimators/Model lers : Pixel. 3D aVId/or AVIimatioVI
·
s�il ls. 

Tools/S�stem Programmer : 8086/80386 assembl!;1 s�ills aVId C/C++ s�ills IAVIder 
Microsoft WiVIdows req1..1 ired. 

We offer aVI eVIj0!;1able aVId c�alleVIgiVIg career wor�iVIg as part of a dedicated team based iVI t�e Derb!;1s�ire 
COIAVItr!;1side. If !;10IA believe !;10IA �ave t�e Vlecessar!:1 taleVIt aVId commitmeVIt please s1..1bmit !;10IAr applicatioVI aVId 
PC/ Amiga/ST /Mac discs to: 

PersoVIVIel Dept., EIArocom DevelopmeVIts Ltd., 
NottiVIg�am Road, Riple!:1, Derb!;1S�ire, DE5 3A5 

We also �ave a small VI !Amber of traiVIiVIg places for taleVIted artists aVId coders loo�iVIg to !?rea� iVIto t�e iVIdiAstr!;1. 
All applicatioVIs will be treated iVI t�e strictest coVIfideVIce. 



want to boost your image? 
Street Racer, First Samurai, Hodja 

SNES, 32X, Saturn, Playstation 
Vivid Image i s  one of the fi nest development houses i n  
Europe, i nvolved i n  creating only the h ighest qual ity 
orig ina l  games. 

We have positions for the fol lowing to join our i n-house 
dedicated team to work on the best platforms and games . 
Appl icants must have produced work to the h ighest qua l i ty. 

Graphics Artists with experience i n  computer based 
g raph ics and an imation . A good knowledge of rea l istic and 
cartoon an imation and 3 D  graph ics is a defi n ite advantage.  

Programmers should be fluent i n  assembler and C/C++ 
with experience i n  games programming .  Knowledge of 3 D  
graphics programming i s  an  advantage.  

Please send samples of your work and CVs to Stephane 
Koenig at the address below 

Vivid Image, 3 Warner House, Harrovian Busi ness Vil lage, 
Bessborough Road, Harrow, Middlesex HA 1 3 EX 

T e l :  08 1 422 897 6 Fax: 08 1 422 334 

i ndustry Professionals to fu lfi l l  

of  " Product Champion " .  Games 

experience and ambition are essentia l  

prerequis ites. 

All positions are with h igh profi le, i ndustry 

leaders .  These roles wi l l  not be advertised . 

For further information telephone 

Stephen Davies on (0 1 709) 5 7 1 44 1  

fax (01 709) 586527 

Alternatively send a CV to: 

AARDVARK SWIFI' CONSULTING (Games Division), 

75-77 STATION STREET, SWINTON, � SOUTH YORKSHIRE S64 8PZ 

.._, 

SOFTW��E C�FATIO�S 
catalyst for the imagination 

The UK's fastest growing software house with bases in Manchester and SeaHie, are looking for self motivated, 
enthusiastic and versatile professionals to ioin the team. If you are a team player and want to work on some of the 
best originals and licensed games for state of the art console formats and you fall  into one of the following categories: 
Lead Artists Games Programmers 
Must have in-depth knowledge of the video games market coupled with C, C++ or Assembler program mers are required to undertake an exciting 
experience of both 2D a nd 3 D  art packages. You will be required to range of projects. Applicants should have produced at least one successful 
organize and motivate a team of art professionals and l ia ise with commercial  game. 
programmers. A knowledge of programm ing is a distinct advantage. 

Artists and Animators 
The next generation of video games wil l  require first class art a nd 
an imation, we need the artists to meet that chal lenge. Applicants must be 
prepared to adapt to a variety of different styles in both traditional a nd 
dig ital media .  Computer experience not essential  

System Programmers 
C++ programmers with an extensive knowledge of either X/Windows a nd 
Un ix, or Windows and DOS are required to develop applications and 
uti l ities for SGI Workstations a nd PCs.  Experience of 3 D  programming 
would be an advantage. 

Musicians 
Script Writers Versatile, self motivated musicians with an original approach al lied to a 
Must demonstrate a ta lent for producing creative a nd funny scripts, classical training are required to work on various console formats. Experience 
combining visual a nd verbal gags. of commercial sequencing packages is desirable, but not essentia l .  

Send your c.v.'s immediately to Jennifer Knapper:, Software Creations (Holdings) Ltd, 4 Park Place, Manchester, 
M4 4EY. As well as oHering excellent basic salaries, Software Creations operates a royalties and bonus system, 

combined with share o tions. We are waitin to hear from ou. 



Left to right: Jlm Torgussen, Martin Green, Chrls Glbbs 

H ow d id a v i rtu a l ly u n known B rit i s h  o utfit 

becom e  the fi rst d eve l o pe r  fo r the Ata ri J agu a r? 

Edge q u izzes the c reato rs of Cybermorph 



a 
ttention To Detail started 
creating computer games 
seven years ago, just after 
its four founders, Martin 
Green, Chris Gibbs, Fred 
Gil l ,  and Jim T orgussen, 

graduated from Birmingham University. I n  
their final year the quartet d i d  the 
superlative Atari ST conversion of the 
Super Sprint arcade machine for Electric 
Dreams. With a little help from contacts 
they made during that time, they set up 
ATD. 'Attention To Detail' was more than 
j ust a name; it was a statement of intent. 

From the beginning, the emphasis was 
on technically innovative products. The 
company has now matured to the stage 
where it produces both hardware and 

i nt e rv i e w I 

'The last year is notable for its unoriginality. If 
there is one area of originality, it's in network 

games. That is where original genres will appear. 
Games played on a network are the most fun' 

software for games, arcade machines and 
business applications. Unfortunately, the 
first major project to which the team 
applied its talents was the i l l-fated Konix 
Multisystem. Despite this setback, A TD, 
although not as high profile as some 
developers, is involved at the sharp end of 
games software and hardware, producing 
arcade machines for Bell Fruit and now 
games for the Atari Jaguar. 

Based in a business centre built on the 
ruins of an old stable block in the open 
fields of Warwickshire, Attention To Detail 
now employs 2 1  people, a number which is 
expected to rise to 30-40 by the beginning 
of next year, and has just bought another 
I 000 square feet of space in the building. 

The company is evidently readying itself for 
the next generation. 

Edge How on Earth did you bounce back 
from the Konix debacle? 
Chris Gibbs That was actually a really 
good time for us. We were new to the 
industry, but because we got involved 
writing the system software, the first game 
for it and some software tools, we met a 
lot of developers and made a great number 
of contacts in a short space of time. 
Martin Green I n  particular we met the 
people at Flare, and they involved us in a 
lot of things that they were doing. They 
introduced us to Bel l Fruit, for example. 
Edge How is the company's workload 
distributed between the four of you ?  
Chris There's a fundamental split, first of 
all,  in that Fred and I do all the games side, 
while Martin and Jim do all the technical 
side, which involves the electronics and the 
Windows stuff. 
Edge How do you evolve a game design? 
Fred Gill All employees are encouraged 
to submit game designs, which are 
reviewed by us, and we take it from there. 
If it's a good design, we' l l  take it further 
with the people involved. We've got two 
or three in at the moment. Chris and I are 
usually involved in steering those forward. 
Martin We've had a number of design 
sessions as well . . .  
Chris Our Pizza Evenings [laughs]. That's 
really how we work. The new 32bit stuff is 
original concepts we came up with in 
brainstorming sessions. We've just taken a 
scriptwriter on board this month, because 

we've got so many ideas kicking around, 
and the way they're written up and 
presented needs to be as good as possible, 
even putting videos together for those that 
require it. 
Martin Publishers are demanding -
increasingly because the projects are 
getting bigger - a higher and higher qual ity 
of submission material on design. 
Edge You can't just send them a bit of 
paper any more . . .  
Chris That's right. Not that we ever did 
send them on the back of envelopes. 
Edge What do you think is the l ikel ihood 
of someone coming up with a good game 
design on their own these days? 
Fred I th ink that sti l l  happens, but it's 
whether or not they can bring it to market. 
That's the big shame. You tend to find it's 
teams of people, not one person any more. 
PCs are the one place where one person 
could do that. You can't do it on the Sony, 
you can't do it on the Saturn. 
Martin The other angle on that is, how 
are people going to get trained? One of the 
thing we look for when hiring people is a 
hobbyist background. That's more 
important, as the enthusiasm for the job is 
critical. People only get that by having 
access to computers. The Sinclair 
Spectrum, for example, gave us an entire 
generation of programmers. 
Edge In  the absence of cheap home 
computers, where are the coders of the 
future going to come from? 
Martin There are more and more people 
who will have a PC at home. The PC is 
replacing the traditional home computer in 
that sense. But maybe the answer is to do a 
keyboard add-on to the PlayStation, and a 
hackers' cartridge. 
Chris The people that we take on are 
graduates, although they might not be 
experienced in game programming, if 
they're into games as a hobby, then you 
can turn their ski l ls to that. We haven't got 
so much of a focus any more on the 
low-level technical hacking, which is what 
the Spectrum encouraged. We're looking 
now at machines where you've already got 
the power given to you on a plate, and 
that's l ike a· high-level approach where you 
don't need to have programmed a game to 
cope with it. You do need to have this 
'what makes a game play well'  feel ing. 
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Fred lt's going to be harder and harder to 
get your foot in the door, though. We 
were just talking about producing videos . . .  
you can't just produce a paper design, so 
how does the person on the street do it? 
Edge So how did Cybermorph and, later, 
Battlemorph come about? 
Fred lt was Flare Technology. They rang 
us, it must have been three years ago, 
saying they'd developed this new chip that 
they wanted somebody to test. They'd 
done the sil icon, and they needed someone 
to test the functionality. Then it became 
apparent that it was the Atari Jaguar. 
Chris At that stage nobody had heard of 
the Jaguar - it wasn't even a rumour. 
Fred So we gave them some help 
debugging the chipset, and some 
suggestions for instructions that could go 
into it. Then, since we had that experience, 
it seemed si l ly not to be doing a product. 
Chris They asked us to do some demo 
software, to show off the ch ipset, but that 
soon turned into a requirement to turn it 
into a game and we put a full proposal 
together. The brief was to produce 
something that was very simple, something 

you could pick up and you knew what you 
had to do straight away. And that's what 
we did. 
Edge And so presumably Atari said, 'What 
about a sequel?' 
Chris Well,  as always, you come up with a 
lot of ideas that can't be exploited in the 
time allowed. Also, as it was the first game 
produced on the machine, there was a lot 
of things we found out about the machine 
that we could exploit again. So we put all 
that together and we did end up with a 
sol id basis for a sequel, which is now cal led 
Batt/emorph. The big change in Battlemorph 
is that you can now fly underground, you 
can go under the sea, and you can go 
through tunnels. lt's also a CD product, 
and people don't l ike sitting there watching 
loads of sequences when they really want 
to be playing the game. So this game 
doesn't actually rely on the CD at all while 
you're ingame. lt doesn't do anything to 
slow you down. 
Edge Do you think that the technology to 
produce good interactive CD games is still 
not really there yet? 
Fred I don't think it's far off. Quad speed 

would be good, double speed is fine, but 
the industry j ust hasn't got around to 
designing CD games that people want. I 
think people's perception is that on a CD 
they're going to get lots of graphics. 
Edge And, of course, t.hey feel let down if 
they don't . . .  
Chris  We've got nothing against CD-ROM 
at all, but you can't make it improve 
the quality of a shoot 'em up. 
Edge What was Atari l ike to work for? 
Chris  We've been very happy working for 
Atari. People make decisions about Atari 
based on what they see from the outside, 
but we've been working closely with them, 
at all levels, and they've given us an awful 
lot of support. When you say, 'what is it 
l ike working for the company?', we 
translate that into various individuals within 
the company. 
Martin In  the past, with other companies 
we've dealt with, the approach has been 
when you get to the end of the product, 
'Let's have it.' The one thing Atari have 
been very good at is saying, 'We want the 
best product.' 
Edge What, in your opinion, is the most 



'111e trouble with the 3DO is that it's going to 
suffer from PC-itis. lbey've got the base machine, 

but they're already talking about the next 
generation. So which one are you developing for?' 

original game released over the past year? 
Chris  I think it's fair to say that there 
hasn't been a lot of original stuff in this last 
year. I think the last year is notable for its 
unoriginal ity. If there is one area of 
originality, it's in network games. Games 
played on a network are the most fun. 
That, I think, is the area where original 
game genres will appear. In  fact, the next 
electronics project we're working on is 
about network games. I can't really say 
more about that at the moment. 
Edge How would you l ike to improve the 
software industry? 
Fred One common platform would be 
useful. lt's a pain to develop for four 
platforms at  once. lt would he lp  you 
concentrate on product rather than 
technical difficulties. 
Martin If you could get to a point, and it 
might happen within three or four years, 
where you could  program at a level which 
was somehow sl ightly abstracted from the 
hardware. Then you could have your 
polygon models, and you'd model them at 
some high resolution, and it would display 
them at lower resolutions depending on 
how good the machine was. 
Fred I th ink the thing that 300 tried to 
do was quite interesting, trying to get one 
machine accepted by several people. The 
trouble is that it's going to suffer from 
PC-itis, as it were. They've got the base 
machine, which is good, but they're already 
talking about the next generation. So which 
one are your developing your software for? 
Edge So the machine has to be 
downwardly compatible, at least in theory? 
Fred That's the problem: somebody's 
going to have the base-level machine. They 
can't afford to upgrade but they sti l l  want 
the latest software. The new machines are 
interesting, though, because of coding in C. 
C helps a little bit in unifying them. lt's a 
third of the speed of hard-coded 
assembler, but it's portable. 
Edge Is virtual reality a dead end? 
Martin No. But I get motion sickness on 
Doom, so . . .  
Fred I haven't played any V R  for a year or 
so now, but it was crap then. 
Chris I 've played VR games two or three 
times, and I've thought, I could really get 
into this . . .  if it looked good. 
Martin I th ink the main problem is 

technology. And I have my doubts about 
the social aspect of it. lt could get messy. lt 
cou ld get disturbing. 
Edge Is doing hardware more risky than 
producing software? 
Chris A hardware component has a 
functionality of x, y and z, and it's known 
that is going to be wanted in the market. 
As long as your design is sound. With a 
game there's a lot more risk, because you 
don't know if it's going to play wel l .  With a 
piece of hardware you know what it's 
supposed to be doing. 
Fred But that said, it's generally easier to 
tweak software than hardware. 
Martin The reason we've been able to get 
into hardware at all is because we're using 
a type of chip that is self-programmable. So 
we don't go the full ASIC route. And what 
we've done is a process of downloading it 
into a chip, testing it and it works. 
Edge Are arcade machines sl ipping 
because of the new consoles? 
Martin lt's true to say that this new 
generation of games machines is the first 
generation of 'hardware designed' games 
machines. Everything else before that has 
been really pretty simplistic. The ski l ls  you 
see in the design of processors are an 
order of magnitude greater in complexity 
than the skills you see in the design of 
these arcade machines. 
Edge Older consoles were j ust a 
processor and a bit of 1/0 stuff . . .  
Martin Yes. The investment i n  hardware 
was minimal. Now they're finally having to 
figure out what it takes to write a game. 
Edge When the company gets so large 
that it doesn't need you to run it any more, 
what would you l ike to do? 
J i m  Torgussen I've always wanted to 
direct films, but I don't know if I would 
actually do it. 
C hris Personally, I'd l ike to create a comic 
book. I'd l ike to take a year out and go to 
an island somewhere and create characters 
all day. 
Fred I th ink I'd probably write novels. I 'd 
sti l l  have to be involved in something 
creative. lt would take me forever, though. 
Martin If there were capital around I'd l ike 
to do some sort of leading-edge research. 
But there are so many people doing the 
same thing that trying to find an area .£0 
of any original ity would be difficult. Ge: 
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Tel: 0161 763 6713 

All Prices INCLUDE V.A.T. 
All Prices INCLUDE 12 

Months Warranty 
All Prices INCLUDE Delivery 

Fax: 0161 764 1914 
i486DX2/66 SuperGun Pro £99 

£POA 

£POA 

£275 

£380 

425 Mb Hd (12ms Cached Access) Many Boards Available 

4Mb memory (Upgradeable to 128Mb) Sony PlayStation (Dec) 
1411 SVGA Monitor . 2811 S.W.C. DX 32m 
1 Mb SVGA Graphics Card 3DO (Inc Total Eclipse) 
Dual Speed CD-ROM (Panasonic IF) 

P.C. Peripherals: 
16 Bit S/Blaster Comp Sound Card 

1 ·44Mb Disk Drive 
425 Mb Hd (l2ms) 

CD-ROM Double Speed 

£165 

Keyboard/Mouse 

Speakers (Panasonic IF) £105 

Doom & Games Selection 

Complete Plug In and Go System 

(Instructions Included!) 

Only £999·99 inclusive 

16 Bit SoundBlaster 

Compatible Card £49 

Super Nintendo/MegaDrive 

Titles Available SndHnd/New 

Trade-in Welcome £POA 

ffiM BL-486-75 Optional at NO CHARGE!!! 

P.C's Built To Your Own Spec 
EUROSCAN Ltd 

Todd Street 
Bury 

Lancashire 
BL9 5BJ 

Phone For A Very Competitive Quote. 

Open 7 Days A Week 9·00am-6·00pm 
(Mon-Fri) 10·00am-5·00pm (Sat/Sun) 

WE HAVE GUARANTE E D  
_( -�_sTOCKS OF . . . . . .  . 

SEG�uRN 

• • • •  DUE TO OUR EXPLOSIVE BUYING POWER IN 
THE FAR EAST. PLUS LATEST IIIIAMEGADRIVE & 

SUPER NINTENDO U.K. & IMPORT TITLES. �ffilfE CALL FOR PRICES. 
lliJ l£ V.K. RErAIL Of/rLEr AND HEAD OFFICE 

���1f����1f��� 6 Cf.El/ELAND smEEr, DONCASTER 10WN 
sPEC/Ausrs tNrHE tMPO!?r CENTRE, DONCASTER, sovrH YORKSHIRE 

AN{) EXFORTOF ALL fAJNSOLES TEL: (0302) 34(X)i9 FAX: (0302) 752064 
AN{) CONSOLE GAMES 

MAIL ORDER HOTLINES: (0302) 340079/(0302) 360842 
OUT OF HOURS: 0585 205229 - OPEN 7 DAYS 

and 
Sega Saturn£POA 

With scart lead and software. 

Why risk anyone else? 

Call us for latest details 

theSuper Gun Pro£99 
100% JAHHA Compatible 

The BEST slimline arcade 

PCBs in stock! 

Knowledgeable enthusiasts 

provide all accessories, tweaks 

and expert advice 

OTHER SYSTEMS AVAILABLE:
CHECK OUR PRICES 
PENTIUM PC'S FROM £999 
3DO'S FROM £299 

233 TECHNOPARK 
ASHLEY ROAD · 

LONDON N l 7  9LN 

SNES TITLES 
SUPER SF 2 . 
SLAMASTERS . . . . .  
FATAL FURY SPECIAL 
MEGADRIVE TITLES 
VIRTU A RACING . . . . . .  £64·99 . . .  £49·99 
MORTAL COMBAT 2 . . .  £69·95 ...  £51·95 

W[)t'l W&OlJ'<fl?/9 
<S&C!.C!. III®W9 

3DO Wireless 
Control Pads 

Now Available 



VI DEO GAM E 
CENTRE 

We have a huge range of 
new & used consoles, games & 

accessories including new & rare 
imports from Japan and USA. 

Megadrive, Mega CD, 
Sega Saturn, Sony Playstation, 

Super Famicom, Nes, Gameboy, 
Jaguar, Lynx, 3DO, PC Engine, 

Turbografx, Neo-Geo 

888 Wimborne Road, 
Bournemouth BH9 2DR 

Tei/Fax: 0202 527314 -
� 

All you ever needed is right here! 

Sega, Nintendo, P.C. Amiga, Jaguar, CD32, CD Rom, 
3DO, CDi, Macintosh software! 

Sega, Amiga, CD32, 3DO, Jaguar and CDi hardware, 
plus loads of accessories! 

All products new and reasonably priced! 
All ENQUIRIES WELCOME!! 

For a FREE price list, yes FREE !no SAE required) 
Call us on Leeds 101 1 3) 238 3 1 88 Or write to: 

ADRENALIN SOFTWARE, 
PO BOX 2 1 ,  MORLEY, LEEDS l527 OXE. 
Don't forget to tell us which machineis) you have. 

Sorry no part exchanges. 

Cheques and Postal Orders only. Allow seven days 
clearance for cheques. All items sent recorded delivery. 

Open weekdays 2pm till 8pm. 

Answer phone is on all other times. 

PANAS O NIC REAL 
3 00 £ 3 8 0 . 00 

We carry a large 
selection of new and 
secondhand· software 
for: - Super Nintendo, 
C Di, 3DO, Megadrive, 
IB M  PC . 

We buy and sell your old 
titles, call for more 

details. 

7 Fennel Street, 
Loughborough 

· - · - · - · 
* AMIGA * 

* SUPER NINTENDO * 
* GAMEBOY * 
* GAMEGEAR * 
* PC CD ROM * 

* MEGADRIVE * CD32 * 
* ATARI JAGUAR * 3DO * 

CARTRIDGE EXCHANGE 
AVAILABLE 

9 Wilton Parade, Feltham High Street, 
Feltham, Middlesex TW13  4BU 

Tel: 08 1 893 2 1 00/081 844 2575 
FAX: 08 1 844 1 944 

364 Oxbridge Road, Hayes, 
Middx UB4 OSE 

* Atari Jaguar (US) now 
in stock 

* Saturn & Playstation 
* S/NES US Consoles + 

latest titles in stock 
* All imported accessories 

at best prices 
* S/NES 50/60 

conversions - Ring 
details 
Large stock of used 
games - all systems 

Major Stockists of Both 
New & Used 3DO Games 

WE STOCK New, Used & 

3 00 Imported Games 

JAGUAR 
Avai lable 

3 2X 
MEGADRIVE 
SUPER NES 

NEO GEO CD 

AND GET THE BEST PRICES ON 
3DO 

PHILIPS CDi 
PC/CD-ROM 

JAGUAR 
SEGA & NINTENDO 

HARDWARE AND SOFTWARE 
(PART EXCHANGE AVAILABLE} 

FROM GAMEBOYS TO PENTIUMS 
GET REAU MULTIMEDIA 

0793 848428 
GET REAL! MULTIMEDIA 

* SUPER FAMICOM 
* ATARI JAGUAR 

* NEO GEO * 300 
STOCKISTS AND DISTRIBUTORS OF 

THE FIRE RANGE OF ACCESSORIES 

SEGA SATURN + 1 PAD AND 
VIRTUA FIGHTERS 

£650·00 
NE 0 G E 0 CD + 2 CONTROLLERS 
AND ONE GAME (Choice of 3 titles) 

£399·99 
N O W  YO U C A N  

F F O R D  T H E  G A M E 
SAMURAI SHOWDOWN £49·99 

SAMURAI 11 £54·99 

KING OF THE FIGHTERS £54·99 

ART OF FIGHTING 11 £49·99 

TOP HUNTER £49·99 

SUPER SI�EKICKS 11 £49·99 

FATAL FURY SPECIAL £49·99 

A.D.O.K (TBAJ 

AERO FIGHTERS 11 £49·99 

LAST RESORT £44·99 

A.S.O 11 £29·99 

(PIONEER RANGE FROM £29·99J 
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Send you r  q uest ions  to Q&A, Edge, 
3 0  M on mouth Street, Bath, Avon BAl 2 BW 

I am a n  avid reader of 
your magazine and I 
enjoyed your article on 

computer game music, but I am 
confused about the soundchip in 
the $NES. You said that the only 
drawback of the chip is the 
amount of memory the SNES has 
for sound emulation. Yet other 
magazines and Nintendo's own 
technical specifications state that 
the SNES has 5 1 2K for sound 
RAM. Please clear up this 
misunderstanding for me. 

Stephen Erlebach, 
West Molesey 

The SNES definitely has 
! just 64K of RAM. Maybe 

you're getting confused 
between bits and bytes: 64K 
(kilobytes) is indeed 5 1 2  kilobits 
(one byte equals eight bits). The 
SNES's lack of memory causes 
problems for programmers, but 
the machine's sound capabilities 
are otherwise superb (despite 
the fact that it only has eight 
channels). Incidentally, both the 
Saturn and PlayStation have 5 1 2K 
(kilobytes) of sound RAM. 

I .  Does the 32X 
improve the Mega CD's 
FMV capabilities? If so, 

what kind of improvement could 
we expect? Would the sound 
also be improved? 
2. Do the Saturn and the 
PlayStation come FMV-equipped? 
If not, can some kind of FMV 
add-on cartridge be expected? 

Ade Simpson, 
Lincoln 

I .  Yes, the 32X allows 
partial-motion video in 
256 colours, although the 

Will the 32X give Mega CD games 
(Ground Zei'O Texas, above) better 
video? (See Ade Slmpson's letter) 

single-speed drive in the Mega 
CD still l imits its potential. As far 
as sound goes, the 32X uses 8bit 
stereo PWM at 44KHz but the 
system can also use one of its 
CPUs - an SH-2 - for producing 
effects like QSound. The 32X can 
also handle DMA in a similar 
fashion to the Amiga, and Mega 
Drive sound can even be mixed 
with 32X sound. 
2. The video capabilities of the 
Saturn and PlayStation are largely 
unproven. Games like Clockwork 
Knight on the Saturn have some 
beautifully rendered scenes but 
they're spoilt by poor playback 
qual ity. MPEG expandability is 
scheduled to be available for 
both machines, though. 

I .  When will the ARM 700 chips 
replace the ARM 6 1  0 as 
the standard CPU for 
the RISC PC? 

2. Will Acorn be replacing the 
cheaper A4000 with an 
ARM6/7-based machine in the 
foreseeable future? 
3. I've read that the RISC PC can 
now have up to five ARMs fitted 
at one time. Does this mean that 
five eo-processors can also be 
fitted - for example, Pentium, 

Power Mac and MPEG all 
available simultaneously? 

Paul Biggs, 
Derby 

I .  & 2. Acorn hasn't yet decided 
exactly when the ARM 
600 range will be 
superseded by the new 

chips. The ARM 700 will include 
an 8K cache (twice the 600's) 
and a better write buffer, plus 
clock speeds of up to 40MHz. 
3. You can only add extra ARM 
processors - and to do that 
you'll need to buy an add-on 
interface from a thirdparty 
company called Simtec. 

I • Is  there any good software for 
rendering and animating 
3D images, like 3D 
Studio, at an affordable 

price (under £250)? 
2. After reading your article on 
the 3Diabs GLINT chip in  Edge 
1 5, I would like to know when it 
will be available for home 
computers, how much it wil l  
cost, and if there will be any 
versions bundled with a decent 
3D program. 
3. Finally, will there be any games 
l ike Ridge Racer or Sega's Virtua 
range available for PCs which 
have the same chip? 

N White, 
Don caster 

I • Some of the most affordable 
rendering software is 
available for the Amiga. 
Imagine 3.0, for example, 

can be picked up for under £ I  00, 
and runs on A 1 200s equipped 
with 3Mb of RAM, while 
Ughtwave costs around £500. 
There are also many useful PD 

(public domain) rendering 
programs around. They're not as 
sophisticated as 3D Studio, of 
course, but they're cheaper. 
2. The GLINT chip is now 
finished and is being 
incorporated into PC cards by 
various manufacturers, including 
3Diabs. Expect to see the first 
GLINT-powered graphics cards 
by about February. 
3. Quite possibly. 3Diabs has 
licensed a version of the chip, the 
300TX, to a major arcade 
company and conversions could 
follow. As for Ridge Racer, 
Namco is starting work on a 
standard PC version for release 
in late '95. 

I .  This may sound stupid, but 
what exactly is 
'rendering'? 
2. Which CD-ROM 

drive under £ I SO do you 
recommend I get? 
3. Have you heard anything 
about a new 'super' games 
console from Apple called the 
'Pippin' (working title)? 
4. Will Ultra 64 carts cost more 
than current SNES games? 

Reuben Easey, 
Worthing 

I .  Rendering is the term 
used for the process of 
calculating and drawing a 

3D image. Whether it's a frame 
for a prestored animation - as 
part of a game intra, for example 
- or simply a frame from a 
realtime 3D game like Daytona 
USA, it's called rendering. 
Rendering doesn't take place 
when graphics are streamed off 
CD, though: as seen in 
Microcosm. In this case the 

This Image was rendered using Imagine 3.0 for the Amiga, one of the 
many budget rendering packages available (see letter from N White) 



graphics can be described as 
pre-rendered because the 
rendering took place previously -
the graphics are simply played as 
video directly off the CD. 
2. Just make sure you get a 
double-speed drive with an 
access time of less than 300ms. 
3. Pippin is the result of a 
collaboration between Apple and 
Japanese giant Bandai. A CD 
games/multimedia console based 
on the 64bit PowerPC chip, it 
will go on sale in Japan in mid-'95 
for an estimated ¥60,000 (£385). 
US and European launches will 
follow. Given Apple's hardware 
pedigree and the clout of its 
Japanese partners, Pippin has 
great potential. 

I ,  like many people, am 
thinking of buying an 
imported PlayStation 

when it becomes available in 
Japan. However, I think there 
may be a couple of problems. 
When Sony's machine eventually 
reaches these shores, wil l  I be 
able to play the games when they 
are available? Or is Sony going to 
impose a tight regime whereby 
consoles purchased in one 
territory cannot use games 
bought in another part of the 
world? After all, an RPG like 
Labyrinth would be unplayable if it 
features reams of Japanese text. 
What exactly is Sony's policy 
going to be? 

Michael Hosty, 
Run corn 

Unfortunately, things 
aren't crystal clear on 
this point yet. However, 

one insider at Sony Computer 
Entertainment in Japan assured 
Edge that there might be 
cross-compatibil ity between 
PlayStations in different 
countries. However, given the 
perennial 50/60Hz problem 
between PAL (UK) and NTSC 
(US and Japan) formats, don't 
hold your breath. If the UK 
machine arrives with a bordered 
50Hz display, then the import 
market will remain healthy. And 
no doubt importers will 
eventually solve the problem of 
running import games on the UK 
machine with a screwdriver and 
a bit of knowhow. 

I • I have a Sony TV with 
a SCART socket and a 
standard aerial jack. Wil l  

I be able to plug the PlayStation 

q u est i o n t i  m e  

When will the new ARM 700 processors replace the ARM 610 series of 
chips in Acorn's RISC PC? (See letter from Paul Biggs) 

straight into this or will I need an 
adaptor or even a new TV? 
2. If the answer is no, what will I 
need to use the console? 
3. How much will the PlayStation 
cost (roughly) on import, and 
how would I go about finding a 
'safe' dealer? 
4. When the PlayStation is 
released in this country, will it be 
identical to the imported version, 
eg compatibility of software and 
the twoplayer lead? 
5. Will I need to be able to be 
fluent in Japanese to understand 
the text in games manuals? I 
would like to be able to read the 
manuals supplied with games to 
see if I've set games up properly. 
6. If the machine breaks, wi ll I be 
under guarantee? 
7. How much would imported 
software cost for the PlayStation? 
8. Can you think of any other 
problems I might face when and 
if I get a PlayStation? 

William Barnard, 
Somerset 

I .  & 2. In most cases, 
you'll be able to run the 
PlayStation only if you 

get the SCART lead for it 
there's one due from Sony, but 
it's not available at the time of 
writing (see news). Of course, if 
you have a recent Sony model, 
it's also possible that you'll be 
able to run the PlayStation 
through composite AV or (for a 
better picture) S-Video - many 
mid- to upper-range Sony TVs 
are compatible with both PAL 
and NTSC formats. 
3. Anything from £500-£ I 000. If 
stocks in Japan are immediately 
consumed, it's possible that the 

number of units making their way 
to the UK could dry up until 
Sony ship again. If this happens, 
then those who paid through the 
nose in the first few weeks will 
have machines worth their 
weight in gold. There's no sure 
way of avoiding getting ripped 
off. Most of the complaints 
levelled at import companies 
arise when money is taken for 
machines that haven't arrived in 
the COlmtry. Don't hand over any 
cash unless you're certain that 
the machines are in stock, and if 
possible, travel to the shop/mail 
order company and collect the 
goods in person. 
4. lt's unlikely (see letter from 
Michael Hasty). 
5. Most games that make it to 
the UK on import will be 
playable in their Japanese form. 
Ridge Racer, Parodius and Motor 
Toon Grand Prix all feature English 
text throughout. 
6. Most importers will supply 
some form of guarantee. 
7. Software for the PlayStation is 
comparatively cheap, but the yen 
is currently very strong 
(¥ 1 55=£ I ) , which makes it more 
expensive. With import duty 
taking its toll as well, don't 
expect to get hold of software 
for much under £50. 
8. You'll need a step-down 
transformer - the Japanese 
PlayStation runs off a I I OV AC 
supply. You should be able to 
pick one up at a high-street 
electrical store for £20-30. 

I .  What speed (in MHz) 
do the PlayStation and 
Saturn run at? 

2. I've read an article in an 

American magazine that Killer 
Instinct will be a Midway release. 
If so, will there be a version of 
Killer Instinct (which seems to be 
an Ultra 64 title) for the 
PlayStation, since Midway is the 
third PlayStation coin-op 
hardware licensee? 
3. How many companies have 
signed licence agreements with 
SCE for the PlayStation? 
4. Will there be a Saturn version 
of Ridge Racer, since Namco is 
making games for the Saturn too? 
And wil l  games converted from 
the PlayStation to the Saturn, or 
vice versa, be of the same quality 
as the original? 
5. Why is the Ultra 64 not 
getting as much attention as the 
PlayStation and Saturn? 

lmran Ali, 
Mal dives 

I .  The Saturn has two 
RISC CPUs, each 
running at a healthy 

27MHz and calculating at 25MIPS, 
although it can't run both chips 
in parallel. The PlayStation uses a 
single R3000A CPU running at 
33MHz (30MIPS), but also has a 
geometry engine (GTE) running 
at 66MIPS on the same chip. 
2. No, Killer Instinct is solely for 
Nintendo. Sony will get Mortal 
Kombat Ill. 
3. Over 250 worldwide, with 
700 development systems in use. 
4. Namco hasn't committed to 
its Saturn schedule - it's possible 
that Ridge Racer will be licensed 
exclusively to Sony. The Saturn 
would have great difficulty 
producing as good a version of 
the game as the PlayStation. 
5. Simply because Nintendo is 
not releasing information about 
the system and the hardware is a 
long way off. N intendo's system 
is likely to be superb, although in 
the aftermath of Virtual £ 
Boy anything is possible. 

Q �-�.,, A 
You ea

�;-� on Edge to cut 
throu�h the technobabble and 
g i ve you straight answers. 

·· Write t o: Q&A, Edge 
magazine,  30 .M onmout h  
Strtet Bath, Avon BA1 2BW. 
Alternati vely, fa� us on 0225 
338236, or e-mail us at 
edge@ future�ft .c o .;�'i<,. 

' 

Edge regrets
' 

that i t cafl't 
answer questi o11s personal ly . 
e ither by ph one or �Y post. 
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Atari has attracted scath i ng critic ism i n  recent months - not least from Edge 
over its apparent inab i l ity to explo it the Jaguar's potentia l .  Charges of 

incom petence and rumours of impoverishment have don� l ittle to engender 
confidence in  the company's future . 

But th is  isn 't just another i ns ign ificant, fly-by-n ight outfit we ' re tal king about here .  
Th is is  a company that actua l ly created the videogames i ndustry and,  after 20 

years , is sti l l  in the game. 

I n  issue 18 Edge charts the r ise and fa l l  of the legend that is  Atari , and reveals 
that not on ly is news of its demise greatly exaggerated but that it cou ld  be about 

to turn the enti re games community upside-down . 

I ssue eighteen 
Th u rsday 2 6  J a n uary  
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