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The Miyamoto touch:
Nintendo's trump card

Paradoxically, it's beginning to look as if Nintendo’s
stubborn commitment to |6bit gaming could prove
to be a winning hand. The company’s new Super
Mario World sequel, Yoshi’s Island, could easily turn
out to be one of the best games of the year and in
the process provide the catalyst for an upsurge in the
fortunes of the languishing SNES market.

The most significant thing about Yoshi’s Island is
how long it has taken Nintendo to get around to
releasing a follow-up to its flagship 1990 SFC game.
Whereas other companies are content to hack out
sequels with little thought for progression or
innovation, Nintendo is different. And for that we've
got Shigeru Miyamoto to thank. Instead of
compromising game design for the sake of tight
production schedules or marketing agendas, NCL's
games genius takes as much time as a game needs.
And if that means leaving gaping holes in a release
schedule, so be it (as Nintendo’s recent period of
dormancy attests).

This commitment to gameplay above all else is
something that, on the evidence so far, is unique to
Nintendo. The shallowness of most 32bit releases
shows how game design has become subordinate to
the ‘production values’ which consume most of a
game'’s resources. Witness the myriad CD-ROM
titles which fall at this all-too-obvious hurdle.

If Nintendo can continue to create the world’s
best gameplay on a | 6bit console, potential 32bit
adopters might do well to look before they leap.

The future is almost here...
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Latest update on the progress of 3DO M2,
including details of launch software ¢ Saturn
debut: Edge reports on the machine’s July launch
in the UK and US ¢ Plus: Bandai talks to Edge
about its plans for the Power Player ¢ First Virtual
Boy software ¢ Toshiba and Time Warner
demonstrate their DVD technology

18 Letters

23 Prescreen

Yoshi’s Island: Super Mario World 2 was discreetly
revealed to the world last month. Edge speaks
exclusively to its creator, Shigeru Miyamoto ¢ 3D
Realms, the new-software arm of shareware giant
Apogee, tells Edge about its latest PC titles —
Duke Nukem 3D, Blood, and Shadow Warrior ¢ Plus:
Tekken 2 (PlayStation); Loaded (PC); Foes Of Ali
(3DO); and Bladeforce (3DO)

50 Playing for kicks

Football (or soccer, if you're American) is the
most popular pastime on the planet, played and
watched by hundreds of millions of people. So it’s
not surprising that it’s also one of the world’s
favourite videogame genres. The best examples
are almost as exciting, entertaining and colourful
as the real thing — and can be equally lucrative.
Edge explores the field of computer football,
from simplistic kickabout to realistic simulation

Motion capture

Realistic movement has always been the hardest
thing to capture on a computer. The human eye is
not easily fooled, and even the best videogame
animation has only managed to approximate the
complex actions of living things. But that is
changing. Driven by the demand for ever-greater
realism, the technology is evolving to produce
computer animation that is frighteningly authentic.
It’s called motion capture. It’s not perfect — yet —
but it’s destined to revolutionise the way
videogames are made. Edge investigates

Testscreen

Tested this issue: 3D Realms’ distressingly fast
blaster, Terminal Velocity (PC); arcade football at
its best in Super Sidekicks 3 (Neo-Geo CD); Ace
Combat (PlayStation); FX Fighter (PC); Virtua Fighter
Remix (Saturn); Shin Shinobi Den (Saturn)

Back Issues

79 Retroview

Classic low-gravity blasting action in Oids

99 An audience with...

Hiroshi Imanishi, the public face of Nintendo in
Japan, defends the company’s strategy

97 Q&A
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The latest news from the world of interactive entertainment
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3DO0 buoyant as M2
DICKS Up speed

3DO0 is confident
that next year’s
launch of M2 will
put it back on top

Ultra 64
update

Ultra 64 rumours
continue to fly around the
development community.
At the time of writing, no
NU64 silicon had been
shipped to thirdparty
developers — except Rare,
where progress is believed
to be good hut slower
than expected.

According to some
sources, other Dream
Team companies have
been hamstrung by the
fact that their Onyx
RealityEngine-based
software produces code
that is only 60 per cent
compatible with the
finished hardware.

= he progress of 3DO - from pipe
dream to would-be global

" standard to just another 32bit
console — has taken an upswing in the
US recently. 3DO manufacturers
Panasonic and Goldstar have cut the
retail price of their machines to $299,
giving them a $100 advantage over
Sega’s newly launched Saturn. Not
surprisingly, 3DO is now claiming that it
IS outselling Sega by a ratio of at least
four to one.

Nevertheless, 3DO’s lack of quality
software releases in recent months has
become an area of great concern and
has led many people to turn their
attention to M2 - the company’s
second-generation machine, which is
possibly due for release in early 1996.
3DO0O proudly boasts that M2 is
significantly more powerful than the
Saturn, PlayStation, Nintendo Ultra 64
and even Sega’s super-high-spec Model
2 arcade board.

Given that the 3DO Mk 1 hardware
wasn’t finished until just a few months
before the unit went on sale, M2
appears to be progressing well. A 3DO
insider told Edge: ‘Work on the
operating system is going faster than
we expected, although a shortage of
silicon coming out of IBM has slowed
things up slightly.” Consequently, the
number of functioning M2 development
systems is severely limited, and only a
few select companies have received Kit
that are even approaching final

specification. However, 3DO is
stressing to developers that more
equipment is due to ship soon.

The development system’s CPU is
currently running at around 5SO0MHz
rather than the intended 66MHz, and
there are a few other small
discrepancies yet to iron out, but the
system’s staggering performance is
apparently already evident. According to
Edge’s source, ‘Even with early silicon
and with a version of the operating
system that has yet to be optimised,
we are already seeing 3D models

composed of 450,000 textured and lit =
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According to 3DO, Studio 3D0’s M2 Racing (working title) will feature
graphics of this quality (although the game is now Formula One-based)
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Left: the first M2 silicon includes (left to
right) the graphics ASIC, the PowerPC
602 and a CD controller chip. Goldstar
has produced this M2 mock-up (above)

->» polygons running at 30 frames per needed to bolster the current roster of

Neo-Geo CD
takes on US

After selling around
300,000 units in Japan and
making inroads into the
UK market, SNK is
launching its Neo-Geo CD
console in the US. The
machine will retail at $399
and will contain a double-
speed CD-ROM drive,
halving the horrendous
loading times that
Japanese and UK owners
have had to put up with on
high-memory games.

SNK claims that 70 CD
games will be available at
launch, including 20 new
titles. But despite the
Neo-Geo’s long-standing
arcade and home success,
it’s doubtful that its huge
library of sprite-based beat
'em ups will be enough to
secure the machine more
than a niche market
outside Japan.

second. It’s incredible.’

Not surprisingly, M2 will adhere to
the same production philosophy as the
first machine — The 3DO Company will
develop the format and thirdparty
manufacturers will produce and market
the hardware. It's still not clear if all
licensed 3DO Mk1 manufacturers are
committed to manufacturing M2
machines (although Goldstar and
Matsushita have already produced
mock-ups), but the involvement of
other big-name companies (such as
Philips and even Sega) has been
rumoured for months.

On the

software front, Edge has
learned that at least 15 M2 titles are
in development, all scheduled for
release around the time of the
machine’s launch. Unsurprisingly, the
most advanced work in development is
being undertaken internally at Studio
3DO0 in San Mateo, California.

Of most interest to potential M2
owners is a game with the working title
M2 Racing. This is thought to be a
Formula One racer designed by the
same team which produced the
futuristic racing demo (see Edge 23)
shown at E® in May. Other projects
include a golf game and (at a much
more advanced stage of development)
a Zelda clone which may or may not be
destined to arrive on M2 - if Mk 1’s
software shortage continues, it may be

3D0 games.

Electronic Arts — the one software
company to have consistently
performed on the 3DO - is also
developing original M2 games, all of
them, predictably, sequels to existing
titles. An all-new M2 version of John
Madden (the '98 edition, in fact)
sounds the most promising, given that
it was already a superb game. Another
title following the route from Mega
Drive to 3DO to M2 is Road Rash, for
which, again, the quality expectations
are high. An M2 NHL Hockey should
also be one of the initial EA titles.

Of the other thirdparty M2 titles
uncovered by Edge, the most
tantalising are Silent Software’s Return
Fire Il (a sequel to one of the few ‘must
have’ games on the 3D0), Top Gun
from Spectrum Holobyte, and a sequel
to Interplay’s Descent.

But perhaps the most promising
aspect of 3D0O’'s M2 strategy is its plan
to implement an ‘arcade business
model’. So far, three US companies -
Williams Entertainment, Time Warner
and Acclaim - are preparing to develop
arcade games using the M2 chipset.
Williams allegedly has a ‘Toshinden
Killer' in the works, while Acclaim’s
Batman Forever licence looks a likely
prospect for adaptation. 3DO is also in
the process of courting Japanese
coin-op manufacturers, whose
expertise would undeniably add
to the format’s credibility.

Part of the M2 development team poses next to a schematic of the system’s
internal architecture (left). Development systems are nearing completion (right)

M2 launch
software

The following games are
scheduled to appear in
time for the M2 launch (or
thereabouts):

e Descent (Interplay)

e Disruptor - also due on
3D0 Mk 1, a Doom-style
shoot ’em up (Universal
Interactive Studios)
Return Fire II - featuring
a brand-new 3D engine
(Silent Software)

e Top Gun - not a PC port
but a new version that will
apparently make the U64
version ‘pale by
comparison’ (Spectrum
Holobyte)

e M2-powered arcade
beat '’em up (Williams
Entertainment)

Wing Commander IV
(Origin)

e John Madden 98, NHL
Hockey, Road Rash
Olympic Soccer (Silicon
Dreams)

e Undecided: Crystal
Dynamics, Capcom,
Acclaim
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Sega pre-emptive
strike in the US

and the UK was
not all good news

SOA rethinks
strategy

As Edge went to press,
Sega Of America was
rumoured to be on the
brink of making a major
announcement in New
York about an alliance
with another company.
Panasonic, Lockheed
Martin and Nvidea are all
thought to be likely
candidates.

Sega will also he
revealing its Saturn
software line-up. A change
in the company’s
Christmas schedule is on
the cards, which could
include the cutting of
several key projects. Full
details in Edge 25.

Saturn roll-out yields

Mmixed blessings

s predicted in Edge 23, Sega

. launched the Saturn in Europe
"=l on ‘Saturnday’, July 8, two
months earlier than expected. Initial UK
sales have been promising, with
upwards of 5000 units moved in the
first week.

The launch was preceded by
one-page teaser ads in high-gloss,
high-selling mainstream magazines
such as Esquire and Arena (as well as
extensive coverage in the tabloids),
leaving little doubt about the
demographics of Sega’s target market:
over 18s with credit cards and cash to
burn. Given the short run-up time, the
company seems to have got the
message across very effectively.

Sega is unwilling to divulge exact
ship-out figures for Europe, but retail
demand certainly outstripped supply.
All stock was allocated by Sega after
stores had put in their bids and,
whether it was due to a genuine
PAL Saturn shortage (UK
distributor Centregold
received just 50 of the
500 machines it had
ordered) or clever
market manipulation,
most shops had to settle
for fewer units than they
asked for, with the result that they
had to turn away customers.

The initial pan-European ship-out
was estimated at 30,000, with around
20,000 units making it to the UK. The
games available at launch were the
original Virtua Fighter (bundled with the
machine), Daytona USA, Clockwork
Knight, and International Victory Goal.
Accessories included the redesigned
UK pad, a Virtua arcade-style stick, and
an RF lead, costing an extra £25.
Accessories to be released in the
pre-Christmas period include the
Daytona steering wheel, Photo CD
software and an MPEG video card.

Sega will be more than pleased
with the performance of both software
and hardware in the first week. On the
initial weekend, Gallup registered 2000
sales of Daytona throughout the
country, and International Victory Goal
was placed at number 12 in the
CD-ROM charts. Sega claims that this

equates to .
hardware sales of
over 5000 units, and
that some companies are
selling twice their forecast. Virgin's
London Megastore reportedly obtained
60 Saturns and had sold around 50
within the first few days. Another
store’s manager
s COMMented: ‘It's going
very well. It's the only
games console that’s
selling at the moment.’
The UK Saturn
came supplied with a
SCART connector only — much
to the annoyance of many
purchasers, judging by the number of
Edge readers who have phoned the
magazine to complain. Although SOE
claims that over 80 per cent of TVs
have SCART sockets (rising to the well
over 90 per cent in the group likely to
buy Saturns), this seemed to be at
odds with the number of people having
to fork out an extra £25 for RF cables -
in fact, demand for RF leads was so
high that it led to a temporary shortage.
Given the limited time Sega had to
prepare for the launch, it’s surprising to
see that most of the first UK games run
in (almost) full screen. Daytona USA
fares worst, with its letterbox display
made narrower to keep the game
running at an acceptable speed.

Across the

pond, where Sega
rolled out the Saturn on the first day of
the vital E® conference in May,
journalists and consumers had to cope =
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The all-black PAL
Saturn is now available

in UK high streets. But
will it continue to sell?




Saturn a
success?

Edge asked Sega’s major
rivals to comment on the
Saturn launch. All except
Sony agreed.

‘It’s unusually
underwhelming. I'd have
expected much more from
Sega. It was almost even
sales between 3D0 and
Saturn in the launch
week. If you have as
much hype as Saturn, this
first week will be a huge
disappointment for Sega.
It will fill demand for a
couple of weeks and then

it will drop like a stone.’
Bob Faber, MD, 3D0 Europe

‘It’s far too early to judge
performance of this new
format based on one
week’s sales in the middle
of summer during a heat
wave and before a major
part of the marketing
campaign kicks in. I
understand that stocks
were not exactly plentiful
but that Sega had

reasonable success.’

Mark Edridge, marketing director,
Nintendo UK

‘Our feedback from the
trade has suggested they
received a much reduced
quantity but they still
held stock, suggesting a
less than impressive
sell-through. This product
seems to have fallen
between two stools: too
expensive for the top-end
toy market and not
interactive enough to

challenge low-end PCs.’

Darryl Still, marketing manager,
Atari UK
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The PAL Saturn (right) suffers slightly in comparison to the NTSC model (left). VFis
virtually fullscreen but squat characters and slower animation are now in evidence

-> with an even more dramatic change of

plan (see Edge 23). Now the chaotic
launch situation can be clarified and
firm figures obtained about the
Saturn’s early performance in what is a
crucial territory for Sega.

In the beginning, four prominent
North American software chains
received copious numbers of Saturn
units and empty boxes with which to fill
their front windows (a tactic later
repeated in the UK). Promotional
videotapes flashed images of current
and upcoming Saturn games to
passers-by, and a handful of easy-to-
port, cheapish software (the same as
the UK line-up) accompanied the
machines onto shelves at launch.
Hardware sell-outs were reported in
each chain (by Sega), and a free
Saturn hotline was set up to provide
information on the hardware and news
of upcoming software releases —
although when Edge called it was told
that the Saturn was, in fact, a 128bit
machine, thanks to its twin CPUs and
five co-processors...

After the initial sales frenzy had
passed, small game vendors received
their allocation of Saturns and
accessories. Sega now boasts that it
has sold 100,000 units — a
suspiciously high number considering
the roll-out rush.

And many major US department
store chains with enviable purchasing
power never received Saturns to sell.
One (evidently piqued) chain responded
In some locations by boosting the
profile of 3DO hardware while reducing

—

the prominence of Sega’s Genesis
(Mega Drive) displays.

Ironically, Sega’'s ad expenditure
and brand-name status in the US also
provided a boost for 3D0O. Many
American stores reported that the
Saturn media blitz had lured people in,
only to find Goldstar and Panasonic
waiting to pounce. The 3D0O now has
over a dozen top titles and an
attractive $299 recommended retail
price. For some, the temptation to buy
a $100 cheaper 3DO proved too much.

More worryingly, certain software
developers were less than pleased with
Sega’s early release. Although the
Western development community has
great difficulty in hitting any deadline,
there was a sense in many quarters
that Sega had cheated it of a chance
to participate in the launch. Companies
will now have to rush or re-evaluate
projects scheduled for September, but
the fact that there will be an installed
userbase of sorts when the titles do
emerge must be some consolation.

Whatever the longterm
consequences are of bringing the
Saturn into play early, Sega seems to
have won the short-term battle; both
the US and UK launches can be
regarded as successes. The Saturn is
out there and selling better than
expected, even at £400. However, it is
the machine’s ability to attract new
devotees with top-notch software over
the next six months that will be critical.
And with the battle about to
intensify, Sega’s game creators E
had better be on their best form.

Prospective Saturn owners will be eyeing future titles closely. The next wave of Japanese-originated software includes
Legend Of Thor (left), Guardian Heroes (middie) and, the jewel in Sega’s crown, Virtua Fighter 2 (right)

PAL: spot the
difference

Despite Sega efforts to
ensure that the PAL
Saturn’s display was as
close to its NTSC
counterpart as possible,
there are still differences.
Instead of letterboxing
every game (as was the
case with the Mega Drive
and SNES), Sega has at
least provided fullscreen
displays (although there
are still tiny borders) on
Virtua Fighter, Panzer
Dragoon and
International Victory
Goal. Letterboxed titles
include Clockwork Knight
and the horribly narrow
Daytona USA (the
Japanese version already
had smallish borders).

Taito’s Ray Force should
show off the Saturn’s
sprite handling abilities

G66T Joquwaoldas suizegew r2alep |
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Development on
Bandai’s Pippin-
licensed console is
proceeding apace

The Power Player’s
redesigned controller
features a directional
pad and a trackball,
plus two shoulder
buttons and four thumb
buttons arranged in a
diamond formation

iy, g %

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

" andai has revealed the final
. * shape of its Power Player
“wmed console — the first machine to
subscribe to Apple’s Pippin format. The
original incarnation of the hardware,
shown at the Milia '95 show in Cannes,
was less like a console and more like a
hi-fi separate (it was also, less
flatteringly, reminiscent of the CD-i and
CDTV). But by the time the Tokyo Toy
Show took place in June it had
undergone a complete transformation.
With its subtle curves and sleek, grey
finish, it now resembles nothing less
than a Macintosh console which could
have come straight out of Apple’s own
design studios.

The Power Player represents a brave
step into new territory for both Apple.
and Bandai: not only is it the first fruit
of Apple’s decision to establish the
Pippin licence, which enables thirdparty
manufacturers to use a cut-down
version of the Mac operating system,
but it’s also the Japanese toy
manufacturer’s first serious foray into
the hardware sector (its 8bit CD
console, Playdia, seems to have died a
quiet death on the shelves in Japan).

Edge visited Bandai’s offices in
Taito-ku, Tokyo, and spoke to Shin
Unozawa, general manager of the
Power Player project, about the
company’s plans for the hardware.

Shin Unozawa, general manager of Bandai’s Power Player project. The
company is aiming to provide a multimedia system that can act as
both a cut-down Macintosh and a terminal for a custom network

Edge How near is the Power Player
hardware to completion?

Shin Unozawa We're still developing it.
The first board, EVT-1, is now finished.
We haven’t decided exactly what we're
going to put inside, but we do know
that it’s not a games machine like the
Saturn, Playstation or Ultra 64. We
want to produce a new kind of machine
using the Apple OS. The Pippin is not
even a computer — we want to create a
new category. It will use a TV set and
have a CD-ROM and a networking
device, and these three components
make it a new type of hardware.

Edge So what exactly will people be
able to do with the Power Player?

SU Naturally, they’ll be able to play
Apple games, and it will also be
possible to use simple word processors
and some art packages. It may be
possible to do that without a hard disk
but, of course, users will prefer to have
the hard disk add-on. We also want the
Power Player to be a communication
machine — we’re thinking of including a
Geoport. We've had a lot of advice from
Japanese and foreign software
developers about what could be done
with the comms capability of the Power
Player. Some of them are thinking
about education - students would be
able to do their revision and their
university tests using the Pippin. [60%
of Japanese students revise for their
university exams in Juku private
schools, making for a huge market.]
They will only have to connect their
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Power Player: Mac In a
oX gets a facelift

The new-look Bandai
Power Player, as shown
at the Tokyo Toy Show,
complete with the
original all-grey
controller (top). An
external hard-disk drive
will also be available
for the machine (above)




Cost of portable CD-i:
£1250

Cost of CD-1 PC card:
$500

Number of 8bit
machines in French
homes: 3,440,000
Number of 16bit
machines in French
homes: 2,135,000
Proportion of CD-ROM
sales taken by the PC:
80%

Average cost of
developing a game In
1990: £40,000
Average cost of
developing a game
now: £140,000
Average time taken for
processor power to
double: 18 months
Nintendo’'s US
marketing budget for
Yoshi’s Island:

S$7 million

Marketing budget for
Killer Instinct:

$20 million
Marketing budget for
DKC2: $10 million
Marketing budget for
Virtual Boy: $25 million
Number of electrons
required to represent
one bit of information
in a chip: 500,000
Annual number of
complaints to the
Dutch advertising
standards authority:
e

Annual number of
complaints to the
British ASA: 11,210
Amount of money
spent by US
telecommunications
firms in lobbying
Congress during the
last decade:

$40 million

Amount of money
spent by US
government on nuclear
weapons in the past
50 years: $4 trillion
Annual growth in US
box office sales: 4%
Fall in price of coffee
during 1994: 40%
Estimated value of
undiscovered
pharmaceuticals in
tropical rainforests:
$147 billion

Number of Pot Noodles
consumed by the
Chinese State Circus
during its last British

tour: 14,000

Screens from Franky Online, a PC
network service created by Japanese
firm Future Pirates. It offers a variety of
services from shopping to education

- Power Player to the TV and they’ll be in

contact with a teacher. In Japan, this
system is already emerging on PC, but
with the Power Player it’'ll be cheaper.
We also want to use it as a karaoke
machine — consumers will be able to
download whatever song they want.
Overall, the Power Player could be seen
as a ‘personal communicator’.

Edge Does that mean there will be a
Power player on-line service?

SU We want to create a network
service, like the Internet. If we don’t do
that, users will be able to play only
Mac software and it’ll be just like a
Macintosh. We want to add something
new to the Power Player. The company
Future Pirates has created a network
service called Franky Online for PC
users, which is accessed with a CD-
ROM and a password. This is now up
and running in Japan, and users can
shop on-line, send e-mails and do a
great many other things. Future Pirates
IS also developing an on-line service for
Pippin users which is going to be
cheaper. We also want to simplify the
connection and the download system.
Phone lines are very slow, and it takes
time to download graphics or sounds,
so we would like to use a CD-ROM to
store them and only download the
realtime parameters from the on-line
service. Users will be able to connect
easily using a password.

Edge What software is being developed
for the Power Player?

SU There are 300 Japanese
developers participating in the project,
and about 130 titles will be available
at launch. Around 60 of these will be
education software and 40
entertainment software (including
games). Bandai will release Power
Player versions of games like Gundam,
Sailor Moon and Dragon Ball.

Edge Are there any major game
developers onboard, such as Konami
or Sega?

SU There are around 30 developers.
Most of them are PC-oriented, but
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Namco is working on software.

Edge Could you use high-end
Macintosh applications on the Power
Player — say, Adobe Photoshop?

SU The latest Japanese version of
Photoshop needs 12Mb of RAM to run,
and the Power Player only has 6Mb.
But maybe a special version of
Photoshop could be produced for the
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Bandai is keen to
emulate Franky Online
for Power Player users

‘There are 300 Japanese
developers participating in the

project, and about 130 tities will
be available at launch. Around

40 of these will be games’

Power Player. But it will be possible to
add two, four or eight megabytes of
extra memory, so the total possible
memory is 14 megabytes. As the
system software and the screen use
around 2Mb, it would therefore be just
possible to use Photoshop. However,
it’s not one of our objectives to run
Photoshop on the Power Player.

Edge How many units are you
expecting to sell?

SU There are between 500,000 and
600,000 Macintoshes in Japan and we
hope to sell the same number of Power
Players in the first year.

Edge And what's the target audience?
SU In Japan, the average age of
console users is 12 years old, and for
computer users it's 30 years old. Our
target is around 20 years old.

Edge What if Apple licenses another
Pippin manufacturer?

SU That's no problem. Even if they
release an integrated TV and E
Pippin, that's no problem for us.

a 8 e ¢ & 2 B

SGI launch

Silicon Graphics has
launched its new Indigo’
Impact, which it claims is
the world’s fastest desktop
graphics workstation, with
three times the 3D
performance of the
previous world leader, the
Indigo? Extreme. The base
model retails at £29,000,
rising to £49,600 for the
high-end Power Indigo®
Maximum Impact.
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Nintendo shows
what its new
hardware can do.
But is it enough?

A L

Zelda returns

Nintendo’s Satellaview
system (see Edge 19) is
being used to give
Japanese gamers access to
a reworked version of
Zelda (above). Owners of
the SFC-based satellite
technology will be allowed
to download and play
various stages of the game
for one hour between 6pm
and 7pm every Sunday for
four weeks. After each
session, game positions
will be saved and when the
final hour has elapsed the
50 highest scoring players
will each be sent a free
memory pack.

The new Zelda is hased
on the game originally
released nine years ago on
the Famicom disk system.
However, there are strong
rumours that Shigeru
Miyamoto has a new 16bit
Zelda nearing completion
— something that would
give SFC owners just
cause for celebration.

now that the US release of

. the Ultra 64 has been pushed
%@ﬁmﬁ@ back well into next year, the
Virtual Boy has assumed a critical
importance for Nintendo. The company
now has to convince a loyal Japanese
and sceptical North American public
that its awkwardly shaped box is more
than just a gimmick.

This marketing problem is
compounded by the fact that
conventional publicity just won't work —
blocky red images on 40-foot billboards
do not equate to a successful
advertising campaign. It's a ‘try before
you buy’ product, and Nintendo knows
it. That’s why it’s going to great lengths
to have software ready for launch and
to make sure the titles keep flowing.
Edge takes a look at the early releases
that will make or break the system.

Mario’s Dream Tennis

Not so much a dream as a standard
tennis game with cartoony artwork and
a thirdperson perspective, Mario’s
Dream Tennis is neither exceptional
nor the best use of the Virtual Boy's 3D
technology. The player controls

one of the characters
from the Mario series
on a simple scaling 3D
court which has a
viewpoint not unlike
that in Tonkin House's
early SNES title, Super
Tennis. Lacking the dynamic
in-play camera movement or
large characters which might
have made it a star, Mario’s
Dream Tennis looks more
like an 8bit game than a
32bit one. But it has
somehow become the machine’s
pack-in title for the US, with Nintendo
obviously hoping that the Mario
connection will help sales.

Red Alarm

The Virtual Boy’'s thirdperson blaster
combines Starfox with Tempest 2000
to create some of the best vector
polygon effects and 3D surrealism in
console gaming. Piloting a starfighter
through hovering, immersive wireframe
worlds, the player eliminates fixed and

Virtual Boy: first
software revealed

moving targets with multiple weapons,
with audiovisual treats keeping the
gameplay exciting. Even acceleration
and turning become brief learning
experiences with the two-joypad VB
controller, helping Red Alarm to
transcend the ‘been there, done that’
feeling from the start. The most
Immersive experience to be had on the
Virtual Boy so far.

Mario Clash
Mario Clash places you in a
Bk 3D single-screen room
\gg reminiscent of the original
Mario Brothers game, apart
from the new perspective — the
top platforms are in the
distance while the bottom
ones are closer to the eye
lenses. Picking up where
Mario Brothers left off, it
has Mario grabbing enemies
and hurling them at each
other, with some token 3D
effects here and there. Increased
speed adds to the challenge, but the
game’s longterm depth and value
remain in question.

Galactic Pinball

With four standard pinball machines

and hidden bonus levels, Galactic

Pinball is one of the better Virtual Boy
titles. It combines fundamentally sound
pinball action with shooting bonus

scenes and trick-shot elements, and

also offers a wide variety of impressive =
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Hudson Soft’'s Vertical
Force uses the VB’s
display to create
convincing parallax,
allowing the player to
move between planes

Mario’s Dream Tennis
(above) and 3D blaster
Red Alarm (top) - one
of the titles that
makes relatively good
use of the Virtual Boy’s
3D display. But will
consumers regard
dismiss VB as simply a
‘red Game Boy’?




From top: Mario Clash
is a 3D variation on the
original Mario Bros;
Galactic Pinball has five
tables and realistic ball
movement; T&E Soft’s
VR Golf should sell well
in the US; Hudson’s
Panic Bomber is the
token puzzie game

- 3D effects. Floating objects inside
the four machines’ tilted-perspective
shells create a unique 3D hovering
sensation, and the gameplay is fun
from the word go.

VR Golf

A variant on the now-standard
thirdperson-perspective T&E Soft golf
software on Super NES, 3DO and
Saturn - which in the past has
included Pebble Beach, Augusta and
Masters courses — but this time with
more 3D land texturing and floating
icons. Not especially immersive — and
indeed the first game to feature
entirely red ‘greens’ — but a solid golf
title nonetheless.

TeleRoboxer

After Punch-Out! and its sequel, one
might reasonably expect more from
Nintendo than this. Throw away
Punch-Out!’s human opponents in
favour of clunky robots, reduce the
charm factor by 50 per cent and add
some slight 3D depth effects, and
you've got TeleRoboxer. Use of the
Virtual Boy’'s sprite scaling ability is
limited to hokey 3D punches and
mature players might find the action
teetering dangerously close to one of
those punchbag games you find in
arcades, but younger players will
probably appreciate the clatter.
Clearly not the game it might have
been with more Nintendo in-house
spark, TeleRoboxer is no-frills 3D
boxing at its most uninspired.

Panic Bomber

Hudson’s Tetris-style theme is more
notable for its use of floating
background images than anything
dramatically 3D about the gameplay,
but an impressive introduction and
good use of parallax helps keep this
puzzle game memorable.

Vertical Force

An overhead shooter reminiscent of
GunHed and Super Star Soldier,
Hudson Soft’s Vertical Force allows
the player to fight in two layers (high
up and low down). 3D parallax
scrolling and enemies at different
depths are the game’s only
noteworthy ‘virtual’ features, but the
tried and tested Star Soldier play
formula and boss characters give it a
solid foundation.

Virtual League Baseball

Kemco’s entry is a standard
SNES-style baseball game with
‘multiple 3D gameplay viewpoints’,
twoplayer compatibility and 20 teams
(with ‘realistic player stats’). Although
the game doesn’t look mindblowing

compared to some of the baseball
action on the Saturn, it's adequate
for what it is: a low-cost, rushed
Virtual Boy baseball game.

Multinational companies rarely take
risks without good cause, and
Nintendo obviously believes the
Virtual Boy is a viable product.
Although the first crop of games
appears to contain more novelty
value than hardcore gameplay, it's
too early to pass judgement on the
system’s future. Remember, they
said the Game Boy would never E
catch on...
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Heavywelghts unleash

Toshiba and Time
Warner take on
Sony and Philips
in the DVD war

Two prototype Toshiba
SD-DVD players were
on display, but there
were no details about
how much the
hardware will cost

& 8 8 % 9 @

new DVD contender

o oshiba and Time Warner have
‘%%stt; %} demonstrated their

.. contribution to the future of
digital storage at a UK press
conference. Called the Super-Density
Digital Video Disc (SD-DVD), the new
format allows a feature-length movie to
be stored on one disc and is supported
by electronics giants including
Matsushita, Samsung, Pioneer and
Hitachi, among others.

A single-sided SD disc can store
five gigabytes of data, or 142 minutes
of video footage, while a double-sided
disc has a capacity of 10Gb - over 280
minutes. The quality of the picture
playback is astonishing, with excellent
clarity, colour reproduction and
registration. However, it wasn't clear
whether the DVD players on show were
finished hardware or merely mock-ups.

Of more relevance to the games
industry was news of a rewriteable
version of the SD disc, called SD-RAM.
With a storage capacity of over 2.6Gb
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for a single-sided disc and 5.2Gb for a
double-sided one, it represents a
considerable advance over the 600Mb
of conventional CDs.

Meanwhile, development is
continuing on the rival DVD system
from Sony and Philips. It remains to be
seen which format will go the way of
Betamax and which will become the
industry standard for the next E
decade. The stakes are high.

UK PlayStation to

Sony reveals
aggressive plans
for the retail price
of its console

PlayStation

mtended UK retail price for the
- PIayStatlon The company has
not set a RRP but confirms that the
machine will sell at £299 when it is
released early in September. This price
will not include a game, but it is
possible that a pack-in demo disc
featuring current software and coming
attractions will be available — a
strategy that has already been seen In
Japanese stores.

However the £299 figure has
attracted opposition from retailers —
poth major chains and independent
stores are concerned that it will cut
their profit margins to an unacceptable
level. Premium-price consumer
electronics typically return a margin of
around 25%, but it is believed that
retailers could see as little as 15%
from sales of the PlayStation. Although
stores are aware of the PlayStation’'s
huge sales potential and will have had
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get sup-£300 tag

their optimism boosted by the Saturn’s
promising start, the fact that no RRP
has been set leaves the door open for
a price-cutting war which could erode
margins still further.

Given that the Saturn’s £400 price
tag delivers a higher return than the
PlayStation’s and that 3DO’s retail
margin is higher still, Sony will be
relying on its brand name and
enormous market presence to convince
stores to stock the PlayStation in
preference to the competition.

As in the US (where, instead of
making a profit on the $299 hardware,
shops will get a free piece of software
for each unit sold), there are fears that
Sony may have trouble meeting its
proposed price — a figure nearer £330
has been suggested as more realistic.

No release date has been
confirmed for the launch of the PAL
machine, although the first week
of September seems likely. E
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17 major consumer
electronics companies
have elected to join the
Toshiba/Time Warner
digital video disc camp

PlayStation
In print

Future Publishing, the
company behind Edge and
a host of other fine
computing and
videogames magazines,
has won the official
license to publish Sony’s
PlayStation magazine.
Edited by none other than
Steve Jarratt, founding
editor of Edge, The
Official PlayStation
Magazine will have access
to all the latest
PlayStation news and
reviews and will feature a
covermounted CD stuffed
with demo software. It will
hit the shelves in
September, to coincide
with the UK launch of

the hardware.

Photos courtesy of What Video magazine
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enter the racing

arena once again ﬁ?ﬁgi%@ ega has unveiled /ndy 500, the
. g latest in its line of polygon-
Dot generated coin-ops, at an .
arcade exhibition in Tokyo.

In terms of graphics, Indy 500 falls
short of the standard set by Namco's
F1 racing game, Ace Driver, released
last year. Powered by Sega’s enhanced
Model 2B board (first seen in Sega
Rally), the visuals are impressive,
although they noticeably lack the
Gouraud shading of the Namco game.
Like Ace Driver, though, players can
choose from three different circuits,
and it will be possible to link up to
eight units, Daytona-style, when the
final version ships later this year.

G66T J1oqwaldas sulzegdgew IOHATF

T - b ] B e e

Being Digital

e By Nicholas Negroponte
e Hodder & Stoughton
e £12.99

VL1910 IONI38

During a guided tour of the White
House, Vladimir Zworykin, one of the
pioneers of TV technology, was
taken to meet John F Kennedy.
Zworykin was introduced to the
startled president as ‘the man who

Namco, not to be outdone by its got you elected’. ‘How is that?’
rival, has also revealed its sequel to enquired JFK. ‘This is the man who
Riage Racer, entitled Rave Racer. The invented television’ was the reply. In a burst of unbridled
enthusiasm, JFK commented on what a terrific and important
achievement this was. To which the god of the tube replied
wryly, ‘Have you seen television lately?’

This anecdote from the dawn of the information age is
typical of this engaging and erudite look at communication and
. entertainment technology. Negroponte, a founder of Wired
magazine and director of the Media Lab within the hallowed
portals of the Massachussetts Institute Of Technology, is.the
undisputed svengali of digital culture, but he is no mere
evangelist. His relaxed, canny style is more that of the cynical
optimist: ‘The information superhighway may be mostly hype
today,” he concedes happily, ‘but it is an understatement
about tomorrow.’

The most important concept to grasp in the book is the
distinction between bits and atoms. Bits are what we should
be excited about. They have ‘no colour, size or weight and can
travel at the speed of light.” They are the underlying particle of
digital computing. Atoms are, of course, the underlying
constituent of the physical world but also, in Negroponte's
sense, physical objects themselves. To illustrate: Dirty Harry
digitised and pumped down a wire to your TV (ie VOD) is in bit
undergoing testing in several Japanese fc?rm. On videocarssette it is |n atom form. The advgntages of
and US arcades, boasts superior bit form are quality, malleability, speed and convenience, plus
performance to the original and the fact that they don’t have to be returned ($3 billion of the
breathtakingly detailed graphics thanks $12 billion US video rental business goes on late fines!).
to Namco’s System Super 22 board. The main body of Being Digital is devoted to arguing, in an

Rave Racer offers several additional entirely undogmatic way, the superiority of bits over atoms, but
features, including a PlayStation-style not without acknowledging and debunking the many failings
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Sega’s latest Model2 coin-op is Indy 500 - previewed here at the
company’s recent New Machine Festival exhibition in Tokyo

new driving game, which has been

Rave Racer is Namco’s : . . : :
spectacular follow up $ﬁternal view and three ex;ra iradcks. and misguided efforts made in the name of progress. So while
to Ridge Racer. There cofnsz jcuon:;iest;i:;a; q ?;:i deges s we can look forward to global harmonisation through ‘thinking
are now three tracks , ' 3 : , : :
and improved graphics the challenging ‘advanced’ course you machﬁmes : w_e alsq learn that HI?TV IS a flasgo, that A_DSL

can even fall off the track. For an early remains criminally ignored, that ‘Sega and Nintendo will be

glimpse of Rave Racer (and Tekken 2), extinct if they don’t wake up to the fact that PCs are eating
check out Namco’'s new London arcade * their lunch’, and that the only reason the Chinese are Iaymg
on Great Windmill Street, near | fibreoptic cable rather than copper ones is because
Piccadilly, London. E villagers dig up the copper to sell.
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Develop! 95 The Creative Force gives
you the unique opportunity to meet

and learn from the pioneers of

interactive entertainment design and
production.

You will explore topics ranging from MONDAY 11TH SEPTEMBER

the adaptation of work by musicians

such as The Rolling Stones to the
implications of synthetic actors and 10.00am REGISTRATION

player-driven storylines. 10.30am THE SOUND

In this session you’ll see and hear examples of some of the latest
interactive music developments. You'll explore topics ranging from the

_ : relationship between the recording artist and the interactive
a key speaker with particular audio-visual medium to the creative exploitation of production tools

knowledge of the issues involved, and new CD standards. Your presenters come to you with an
unparalleled wealth of experience, developing products with artists

ranging from The Rolling Stones, INXS and The Cranberries.

You will be introduced to each topic by

and you’ll share in the challenge of

creating a world-class interactive _ e
Presented by - Nels Anderson, Director, Music Business

product, from both the creative and Development, GTE Interactive Media

commercial viewpoint, during our Martin Heath, Chairman, Rhythm King Group & Managing Director,

unique In Develop!ment case histories. Perfect World
Kim and Craig from Nyack

In Develop!ment: Doors and Windows - The Cranberries

Michael Kushner, Senior Vice President & General Manager,
Multimedia Music, Philips Media

Ted Cohen, Vice President, Multimedia Music, Philipbs Media

' ’ 2.30pm  THE STORY
Story-telling, in an environment where the plot may be taken over

by the player, continues to challenge writers and software designers.
. In this session, you will explore issues ranging from the relation
between display formats and narrative, the development of intelligent
computer-controlled characters and interactive narrative techniques.
Your speakers have over 70 years experience of interactive storytelling
and have worked on products as diverse as Beneath A Steel Sky,
Wing Commander and Eric the Unready.
Presented by - Charles Cecil, Managing Director, Revolution
Bob Bates, President, Legend Entertainment Company
Steve Cooke, Director, Myelin
In Develop!ment: The Ultima Series
David Gardner, Managing Director, Electronic Arts Europe
Richard Garriott, Vice President & Executive Producer, Origin Systems

Sponsored by DEVELOP! 95 THE CREATIVE FORCE TAKES PLACE

ALONGSIDE ECTS AUTUMN 95,

(10-12 SEPTEMBER) -
EDGE THE INDUSTRY’S PREMIER TRADE ONLY EVENT.
DEVELOP! 95 IS SPONSORED BY EDGE, EUROPE’S
LEADING INTERACTIVE ENTERTAINMENT MAGAZINE.



DEVELOP!
95

TUESDAY 12TH SEPTEMBER

9.00am REGISTRATION

9.30am THE VISION

In this session you’ll explore the creative potential of the latest
computer-generated graphic techniques, from advanced interface
design to virtual actors, body suits, and laser scanners. Your presenters
include one of Europe’s most original avant-garde interactive media
designers, award-winning games animation producers, and
representatives of the team producing Heart of Darkness.

Presented by - Steve Jarratt, Managing Editor, Edge
Niall Sweeney, Independent Designer
Paul Walker, Graphic Director, ARC Developments

In Develop!ment: Heart of Darkness

Jon Norledge, Software Manager, Virgin Interactive Entertainment

THE INTERACTION

Interaction is the alchemical stone of new media. Get it right and
everything turns to gold, get it wrong and your product becomes a
tiresome mess of indirections and inconclusions.

In this session, you'll share in the secrets of artificial environment
design, encoded cultures, and real-time world generation. Develop! 95
The Creative Force closes with a unique opportunity to listen to

and question the acknowledged giants of interactive entertainment
design, including the creators of world-class titles ranging from
Populous to Civilisation.

Presented by - Chris Crawford, Chris Crawford Games
Peter Molyneux, Managing Director, Bullfrog Productions
Sid Meier, Microprose Software

In Develop!ment: Beyond

1.30pm

Jon Ritman, Cranberry Source

John Cook, Cranberry Source

All speakers are confirmed at the time of going to press. The organisers reserve
the right to alter the programme.

The Develop! 95 programme was produced by BTP. Call John
Murray on 0171 336 0066 with any enquiries.

11-12 SEPTEMBER, GRAND HALL,
OLYMPIA, LONDON

1

WHO SHOULD ATTEND AND WHY?

Develop! 95 The Creative Force has
been specially designed for anyone who

faces the challenge of converting existing

content and ideas and for those who are
creating ideas specifically for the new
interactive entertainment formats.

The conference will challenge your
preconceptions and add to your
knowledge and experience of the latest
developments.

It will be particularly relevant to:

Publishers and producers from both
traditional and new media, including
film, television, print publishing, and
radio; rights-owners; directors, writers,
musicians; commiss<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>