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Game Expo (left), the lntel P6 (top right) and the Sarnoff Research Center (see Hasbro story) 

Boxer's Road (left) and Vlrtua Racing 

Daytona USA (left) and Tekken 

.. 
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In a potentially pivotal decision for the future of 
interactive entertainment, US toy giant Hasbro is 
entering the virtual reality market - Edge has the 
details • Plus: a new operating system for the 
Saturn • More revelations about Nintendo's 
Ultra 64 and 3 DO M2 • Full report from ECTS, 
Europe's consumer electronics trade show • 

Thirdparty PlayStation publishers face high bills • 

lntel's powerful new chip, the P6 • Game Expo, 
Japan's first dedicated next-gen software show 

Letters 

Liverpool codehouse Psygnosis, now part of the 
Sony empire, is playing an instrumental role in 
PlayStation development. Edge gets the first look 
at the company's maiden game for the system, 
Wipeout • Also this month, Edge takes a trip to 
Paris-based Delphine Software to see its new PC 
title, Crossfire • Plus: ten other games for 3DO, 
PlayStation, PC, Jag CD and Saturn previewed 

Subscribe 
Treat yourself to a year's worth of Edge and 
save some money into the bargain 

54 300: The st ory s o  far 
Although the 3 DO has achieved much in the two 
years it has been onsale, it has found itself 
overshadowed by those more glamorous games 
systems, the PlayStation and Saturn. Edge recalls 
the high hopes surrounding 3 DO at launch and 
re-evaluates Trip Hawkins' multimedia dream 
machine in the light of new developments 

Edge takes on Namco's breathtaking 3D beat 
'em up, Tekken - is it the best PlayStation game 
yet? • Ridge Racer beat it to the finish line, but 
Daytona USA has finally arrived. Edge test-drives 
the game that constitutes one of Sega's biggest 
weapons against Sony • Also reviewed: PC 
adventure Bioforge and 3DO platformer Gex 

83 Retroview 
Classic arcade blaster Gunsmoke remembered 

84 Back Issues 
Get those issues of Edge you've missed 

86 Recruitment 
� Yet more jobs in the interactive entertainment 
tt industry for talented Edge readers .. ... .. 
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Videogames legend Shigeru Miyamoto, the man 
who made mill ion for Nintendo with Mario, 
shares his thoughts with Edge 

105 Q&A 
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Hasbro enters VR marketjpage 6 • More details on Ultra 64/page 8 • New operating system 

for Sega Saturnjpage 9 • ECTS show report/page 10 • Thirdparty PlayStation developers 

face high bills/page 12 • lntel P6 chip/page 13 • Sega absent from Game Expojpage 14 

The latest news from the world of interactive entertainment 

Home VR: Hasbro 
Hasbro's 'Toaster' 

hardware could 

revolutionise the 
VR market 

Toys 'VR' us: Hasbro 
has been a major force 
in the toy industry for 
decades, but the 
Toaster project is its 
first foray into the 
videogames market 

turns up the heat 
hile Sony, Sega, Nintendo 

and 300 have been busy 
incubating their respective 

consoles, a giant American toy 

corporation has been quietly hatching 

its own plans for the future of 
interactive entertainment. lt is already 

common knowledge that Hasbro, one of 
the world's largest toy manufacturers, 
is working on a virtual reality system. 
Edge has now learned that the 

machine, codenamed 'Toaster', will be 
a set-top box with performance 
comparable to the Ultra 64; that it will 
use Argonaut's BRender as system 

software; and that it is scheduled to 

appear in the first half of 1996 at a 
massmarket price. 

Toaster will be based on a new 
custom RISC chip, designed with an 

emphasis on fast graphics, running the 
3D API BRender (Edge 10). BRender's 

advantage over its main rivals, 
RenderWare and Reality Lab, is that its 
footprint (the amount of RAM the os 
takes up) is claimed to be just lOOK. 
'BRender has been designed from the 
outset to fit into as little memory as 

possible,' Argonaut boss Jez San told 

Edge last year. 'No-one wants to pay to 
download a large OS time and time 
again.' This has led to speculation that 
BRender was actually designed 

specifically for use in set-top boxes. 
Toaster is currently a piece of 

emulation software running on an SGI 

Onyx-based development system. All 
the BRender OS functions are available 
but there's no Toaster C compiler at 
the moment (a chip-specific compiler is 

necessary to produce highly optimised 

code). Although the development 

system costs around $180,000, the 
high price doesn't seem to have 

deterred either Hasbro or many 
prominent developers. 

'You'd be surprised to learn how 

many companies are involved, both in 

the US and the UK, even at this early 
stage,' one insider told Edge. 
Microprose, Virgin Interactive 

Entertainment, Electronic Arts and -+ 

KaiserOptics' Vision Immersion 1000, the larger brother of the VIM 
500 used in Hasbro's Onyx-based development kit. The final system is 
reported to feature a headset with a built-in microphone 
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The David Samoff 
Research Center in 
Princeton, New Jersey, 
is one of the world's 
leading R&D facilities 

Pyramid 
Processing 
The Pyramid (PYR) chip 

(above) is a product of 

Sarnoff's research into 

high-speed image 

processing. The result is a 

technique called Pyramid 

Image Processing - 'a 

mathematical image

processing technique that 

dramatically reduces the 

computational intensity 

of computer based image 

analysis algorithms'. 

Sarnoff claims that, 

when complemented by 

commercial CPUs and 

DSPs, the PYR can 

perform a wide range of 

realtime image-processing 

applications that were 

formerly impossible or 

prohibitively expensive. 

While the PYR may not 

actually be used in 

Toaster, it shows that 

Sarnoff is well advanced 

in the motion-detection, 

target-tracking and 

image-alignment 

technology on which the 

system will depend. 

-+ Argonaut are all said to have 
development systems, and presumably 
Hasbro has recruited an in-house team. 

Ultimately, the success of any VR 

system depends on the quality of the 
headset. The development system 
uses the $3000 KaiserOptics VIM 500 
unit, but given Hasbro's long lead time 
and the rate of technological advance 
in the VR field, there's no reason why 

the final unit shouldn't be able to offer 
even better-quality visuals and more 

accurate head tracking by the time it 

goes onsale. Although it would be 
possible to mass-produce the VIM for 
around $200 (it is 'potentially 

inexpensive and of high performance'), 
Edge understands that the final 
headset will not be derived from the 
VIM. (Apparently, the headset will be 
detachable, although the connection 

will be hardwired into the machine.) 
The factor most likely to inspire 

confidence in Hasbro's system is the 

name behind the hardware design. 
David Sarnoff is relatively unknown in 
the UK, but his pioneering David 
Sarnoff Research Centre, based in New 

Jersey, USA, has a formidable list of 
inventions to its credit, including the 
NTSC colour TV standard, liquid crystal 

and, more recently, DirecTV- a new 
150-channel MPEG-based satellite TV 
system for the US market. Current 
research interests encompass image 
processing and motion tracking. 

In addition, Abraham's Gentile 
Entertainment (AGE), which has close 
links with Sarnoff, is known to be 
involved with Toaster. NES devotees 
may remember the company's 
Powerglove, a novelty controller which 

failed due to lack of software support. 
AGE is now working on a new 

Powerglove, presumably to complement 

the Hasbro unit. 
The system is also thought to 

incorporate headset-mounted 
microphones and a link-up ability. Many 

observers are already excited about its 
potential. 'it's going to be a very 

good-quality machine with a great many 

nice little features,' predicted one of 
Edge's sources. 

Set-top boxes are regarded by some 
as the direction in which videogames 
should be heading- they offer the 
convenience of games on demand as 
well as the potential for large-scale 

multiplayer gaming. The Hasbro system 
is likely to operate in a similar manner 
to satellite decoders in this country, 
except that it will rely on the United 
States· extensive cable network rather 

than a broadcast signal. A smart card 

will be used to decode programs which 
are held on a central file server, and to 
record the amount of time spent using 

them. Programs will be loaded into the 
machine's onboard RAM and then 

played from the box itself. 
Hasbro will almost certainly use its 

own distribution channels for the 
product, but it will be interesting to see 
what marketing strategy it adopts. For 
over 20 years there has been strong 

antipathy between traditional toy 
manufacturers and the videogames 
sector, with toy firms dismissing 
videogames as a 'passing fad'. it's 
only recently that they've realised there 
are huge profits to be made there. 

With a projected price of $200-300, 
the machine could make a substantial 
impact, especially in the heavily 
cabled US. But its longterm success 
depends on Hasbro's commitment. 
Home VR has been an elusive goal for 
some time, and whether a non

videogames company like Hasbro can 
see it through is open to question -
other firms which have dabbled in the 

games industry without any experience 
in it have found the going tough. 

So far, Hasbro is keeping its plans 
strictly under wraps. When Edge 
contacted the company at its New York 

office, only the following statement was 
forthcoming: 'As one of the largest toy 
corporations in the world, Hasbro's 

news 

Who is it? 
30 years ago this man 

invented a computer 

control device that has 

still not been bettered. 

He was also the first to 

use e-mail on what is 

now the Internet, and 

developed the theory 

behind Hypertext 

For 20 years there has been strong 

antipathy between traditional toy 

manufacturers and the videogames 

sector, with toy firms dismissing 

videogames as a 'passing fad' 

activities are always the subject of 
much speculation. Hasbro do not 
comment on a subject until it has been 
officially announced.' The transatlantic 
connection was then abruptly 
terminated at Hasbro's end. 

it looks like the reconciliation 

between toys and videogames 
still has some way to go . . .  £ 

7 
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Final tech specs 
are now available 

for Nintendo's 

64bit system 

it is ... 
Doug Engelbart, the 
inventor of the mouse. 
His preferred design was 
a knee-driven pointing 
device, but it proved 
too tiring to use. He also 
developed a more 
efficient alternative to 
the QWERTY keyboard, 
but it never caught on 

SA-l chip 
The E3 show in Los 

Angeles- where the Ultra 

64 will be shown in action 

for the first time - is also 

the venue for an attempt 

by Nintendo to boost the 

fortunes of the SNES 

with a new decompression 

chip called the SA-l. This 

llMHz in-cart processor 

allows fast decompression 

of data and boosts the 

storage capacity of the 

average SNES cart. 

Nintendo will have two 

titles using the chip at the 

show (both developed by 

Rare), but the size of 

some new SNES games is 

expected to creep as high 

as 64 M bits - the same as 

the first games planned 

for the Ultra 64. 

for late '95 launch 
ore information has surfaced 
about Nintendo's clandestine 

Ultra 64 programme. Edge has 
obtained both the release date of the 

system and technical details that shed 
new light on its performance. 

The Ultra 64 will ship 
simultaneously in the US and Japan on 
November 21 - the legendary launch 
date assigned to many Nintendo 

products, including the Super Famicom, 

and SFC games such as Zelda Ill and 
Starfox. lt's understood that the 

preliminary design of the casing and 
joypad are now complete 
(encouragingly, the design will remain 
the same in all countries) and it will be 
first shown running games at E3 in May, 

as expected. 
Nintendo's development hardware 

has been shrouded in secrecy for 

months, and the company's furtiveness 
has obscured the progress it has made 

on the U64 chipset, which is now 
complete. Since last month, Ultra 64 

developers have received target 
hardware and development tools 

running on Silicon Graphics lndys. 

Previously, U64 developers used 
emulation software running on Onyx 

workstations, but it's now known that 
Nintendo has shipped around 100 final 
development systems to companies 
around the world. 

According to developers which have 
received the hardware, Nintendo's 

system is way ahead of the PlayStation 
and Saturn, with its forte high-quality 
texture mapping. The final chipset 
includes a true 64bit customised 
version of the R4200 running at 90MHz 
with a huge 128bit bus. Other chips 

include a 64bit graphics processor 

Angel Studios Is rumoured to have at 
least one Ultra 64 title In development 

Nlntendo's Ultra 64 will be shown at the Los Angeles E' show, where lt 
will be displayed In the VIrtual Boy enclosure used at WCES (above) 

running at 100MHz and a 64bit DSP 
(possibly on the same chip to save 

manufacturing costs), also running at 
100MHz. Some developers estimate 
that the Ultra 64's polygon rendering 

ability is two to three times greater 
than the PlayStation's, while Nintendo 

is said to have revealed a ballpark 
figure of 100,000 polygons/sec (with 

full graphic effects applied). 
While the Ultra 64 programme is 

gathering speed, software is still an 
area of prime concern. Nintendo is 
currently planning to have about 20 

titles ready before the end of the year 
(all weighing in at 64Mbit, not 32Mbit 
as previously reported), but it's still not 

known if Nintendo's Kyoto HQ has time 
to make a major software contribution 

to the initial roll-out. In contrast, when 
the Super Famicom was released in 
1990, NCL had taken at least two 
years honing its initial line-up (Mario 

World, Pilotwings and F-Zero) to 

perfection. Given the tight schedule, 
it's likely that Nintendo will instead be 
relying heavily on the talents of 
thirdparties such as UK developer Rare 
(currently working on Killer Instinct 2 for 
the system), Software Creations £ 
and DMA Design. 



M2 support 
M2 is attracting 

big-name 

companies to 

3DO's banner 

This simulated realtlme 
M2 environment gives 
an Indication of the 
polygon-generating 
power of 3DO's 
hardware upgrade 

mounts 
ollowing the revelation of M2's 

final specs [issue 20], news 
reached Edge as it went to 

press that 300 is collecting powerful 

allies as it races toward its fourth
quarter release. With M2 backing 

already secured from Matsushita and 
Goldstar, 300 is now rumoured to have 

the Dutch giant Philips onboarq as well. 
Philips has long sought a brand

name position in the videogames 
market, but the poor performance of 

the CD-i has led to 
the company 

reappraising its 
tactics. Joining 300 

as an M2 hardware 

licensee would be an 
short cut to gaining a 

massmarket product, 
particularly in Europe, 

enabling Philips to 
launch a new 

machine without the 
high costs of 

developing an original product. Having 

Philips onboard would also be a great 
boost for 300, particularly as the firm 

has traditionally worked closely with 
Sony on industry standards. 

In a separate move, 300 is thought 
to be channelling its M2 hardware 
toward the arcade industry. Given that 
Sega, Sony and Nintendo have all 

followed this path, this comes as no 
surprise. However, if the rumoured 

involvement of one major Japanese 
arcade company proves true, it would 
be a significant feather in 3DO's cap. 

it's expected that there will be 
major announcements at P regarding 
the future of both the 300 platform and 
the M2 technology, which will be £ 
showcased at the event. 

Will Phllips adopt 3DO's M2 
technology to stay In the game? 
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i ECTS hera lds start 
Four next-gen 

rivals were present 

at this year's 

Spring ECTS 

of hardware war 

10 

Spring ECTS, held at Olympia, was dominated by Sony, at least In terms 
of stand size - the company took 4,000 metres• at one end of the hall 

he Spring ECTS, Europe's 
premier computer trade 
exhibition, recently gave the UK 

industry its first taste of the impending 
battle of the new consoles. The show 

took place at London's Olympia rather 
than at its regular site, the Business 
Design Centre in Islington, and was 

attended by 8500 people over three 
days. This time Sony dominated the 

proceedings, taking an enormous stand 
at one end of the hall to preview the 

PlayStation and its software, just six 
months before the machine's arrival in 

the UK. 
Sega, Atari and 3DO all adopted 

different measures to get themselves 

noticed. In Sega's case this meant an 
off-site affair at its London HQ, where 

the official unveiling of the Saturn took 
place. After boarding a shuttle bus to 

the building, visitors were ushered into 
a dark room filled with dry ice and 
treated to a presentation featuring 
8/ake's 7-style actors and a rising 
dome contraption which revealed 
Sega's black console. Sega 
emphasised the strengths of Virtua 

Fighter and AM2's Daytona USA (see 
page 72), which, although not as 

polished as many had hoped, still 
managed to draw the crowds. 

3DO took a small booth, relying 

more on the corporate presence of its 
hardware licensees (including 

newcomer Goldstar) to hammer the 

message home. However, the company 
had good reason to feel pleased with 

itself - it won the ECTS award for best 
hardware. As well as some impressive 
software demos (see 8/adeforce, page 
37}, 3DO gave selected developers an 

early glimpse of its M2 accelerator. The 
engineering demos shown on video 
were 'under emulation' (ie not running 

from the hardware), but 3DO was 
adamant that they were an accurate 
representation of the final graphics 

throughput. The consensus among 

those present was that M2's polygon 

handling is in a league of its own. 
You couldn't help feeling sorry for 

Atari. The company had an average
sized stand with lots of playable 
games, but it suffered from being in the 

shadow of Sony's gigantic structure. 
What was more worrying was the 
Jaguar's perennial lack of decent 

software. The polygon beat 'em up 

Fight For Life struggled unconvincingly 
for attention amidst a plethora of titles 
that were either too slow or too 16bit in 
design and concept. Despite this, 

company boss Sam Tramiel assured 
Edge that there was a wealth of 

software in development, and evidence -+ 

VIrgin's FED-1 space 
station (above) cost 
£250,000 and was 
adorned by girls 
wearing purple wigs 
(top). Strange but true 



Sony's 'village' included 100 playable PlayStations but only six (mostly 
quality) games to choose from. Those looking for a glimpse of newer 
PlayStation games could watch the video wall (Darkstalkers, above) 

ECTS awards 
• CTW marketing award: 

Virgin Interactive 

Entertainment 

• Software publisher of 

the year: Electronic Arts 

• Innovation award: 

Bullfrog 

• Developer of the year: 

Bullfrog 

• Videogame of the year: 

Donkey Kong Country 
Computer game of the 

Year: Magic Carpet 
• Hardware award: 300 
• Most original new title: 

Magic Carpet 
• Best reference product 

of the year: Encarta 
• BBC Live & Kicking 
viewers' award: 

The Lion King 
• Wired magazine award: 

Doom II 
• Login magazine award: 

Wing Commander Ill 

-+ of the Jaguar CD's potential was seen 

the Highlander (see page 44). 
Sony's expansive (and expensive) 

commitment to ECTS was a huge 

PlayStation arena with multiple booths, 

each dedicated to a different game. 
The line-up of PlayStation titles was 
surprisingly familiar, though. Apart from 
Starblade and the massively popular 
Tekken (seen in arcade form as well as 
running on the console), there were 

only four other games on display- all 

of them already released in Japan. 
However, video-wall demos provided 
glimpses of other titles in 

development, including Capcom's 
Darkstalkers (actually coded by 
Psygnosis), SCE duo Philosoma and 

Gunner's Heaven, and a new polygon 

Atarl put on a brave face but nothing 
could hide its lack of decent games 

news 1 

Sony got the message across with a huge video wall and rooms 
dedicated to individual titles, such as Ridge Racer (top) 

soccer game from Konami. No 
announcements were made about the 
price of the UK PlayStation; although a 
figure of between £299 and £349 was 

the widely favoured prediction, the 
increasingly strong Yen could result in 
something less tolerable. 

Competing software companies had 
a tough job beating Virgin. Not only did 

the firm win the best marketing award 

and blow £250,000 on its futuristic 
stand (complete with purple-wigged 

vixens), but Heart Of Darkness (Edge 
20) was the most talked about title of 

the show. Previewed in a special 
presentation booth running half-hourly 

demonstrations, the game impressed 
those who saw it with the quality of its 
pre-rendered graphics - although some 
doubts resulted when sceptics raised 

the question of original gameplay. 
Electronic Arts was more modest 

about its accomplishments (winning 

best software publisher of the year 
among them), but the company had a 
good range of software to back it up, 

including Delphine's Flashback sequel 
Crossfire (page 30) and Origin's 

Crusader- a superb-looking isometric 

adventure game. Bullfrog also teased a 
few journalists with sneak peeks at 
forthcoming projects, including Peter 
Molyneux's latest, Dungeon Keeper, 

which looks like another classic for the 
PC. Fortunately, some things £ never change . . .  

Inter Space 
The Japanese 

telecommunications giant 

NTT (Nippon Telegraph & 
Telecom) has developed a 

new entertainment 

environment by marrying 

virtual reality and PC 

modem technology. 

Called Inter Space, the 

system allows users to 

wander around a 30 city, 

meeting fellow 'cyber 

citizens' and exploring 

such silicon-generated 

delights as shops, schools 

and videogame arcades. 

Interaction with other 

online users is achieved by 

connecting a microphone 

and video camera to the 

access terminal. The 

system then transfers the 

vocal communication 

while projecting a facial 

video image onto realtime 

polygons. 

Sure beats online 

conferences . . .  
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The honeymoon 

between Sony 

and thirdparty 

publishers now 
seems to be over 

COMPUTER 
ENTERTAINMENT 

layStation titles look likely to 

hit the UK market at a price 
closer to £40 than the £35 

goal some had been aiming for. 

Potential publishers have recently 
been sent agreements stating that 
Sony's share of royalties will be DM20 

(£9) per unit, a level that could see 
high-street prices settling at £40-45. 

This compares unfavourably to the 
scenario in the US, where the 
proposed rate is $10 (£7). And, unlike 

in the UK, this figure also includes 
packaging and manufacturing costs, 
leaving a raw royalty rate of just $7. 

'Initially, Sony was really selling 

itself on the fact that it wasn't going 

to be like Sega or Nintendo,' says one 
disgruntled publisher. 'But now it's 
showing signs that it's going to be 
just as bad as both.' 

Some industry watchers believe 

that the reason behind the higher

than-expected royalty rates is Sony's 
desire to subsidise the cost of the 
machine and fulfil its original 

massmarket intentions. 
But Sony initially attributed the 

situation to 'wide and unforeseen 
fluctuations in currency markets which 

have taken place since the formation 

of our agreements'. 
To placate disaffected publishers, 

the company is stressing the 

importance of its software returns 

policy. 'it's a comfort blanket,' said 
Sony Computer Entertainment Europe 

president Chris Deering in a recent 

interview with games industry weekly 
CTW. 'We want publishers to worry 
more about product and marketing of 

their software rather than the 
inventory risk.' 

However, that situation may prove 

commercially unsatisfactory for many, 

and there is already talk of an opt-out 
scheme whereby publishers choose to 
handle their own inventory 

responsibilities and gain a discount on 
royalty payments. 

Since the news broke, Sony has 

hinted at changes in the existing 

publisher agreement. The base royalty 
charge may yet be reduced by 1-1.5 
deutschmarks, and a further volume

related discount could be on the 
cards. Sony certainly needs to cover 
all bases if the machine is to achieve 

the publisher support in Europe £ that it deserves. 

Saturn plays catch-up 
Sega tries to 

recapture the 

glory days of 

Virtua Fighter 

Release 
schedule 
A selection of the 23 Saturn games 
scheduled for release up to the end 
of June 1995. 

April 28 • Virtual Hydlide 

(Sega) ¥5800 
• Crystal Legend Astal 
(Sega) ¥5800 

May 19 • Ultimate Parodius 
(Konami) ¥5800 

May 26 • Professional 

Baseball 

(Sega) ¥5800 
• Gran Chaser 

(Sega) ¥5800 
May • Time Space 

Detective 
(Ascii) ¥6800 

June 2 • Battle Monsters 

(Naxat) ¥5800 
June • Pinball Arena 

(Kaze) ¥TBA 
• Blue Seed 
(Sega) ¥TBA 
• New Shinobi Legend 

(Sega) ¥5800 

ega recently clarified its 1995 

strategy for the Saturn with a 

Japanese press conference 
aimed at rebuilding faith in its 
console. Although Saturn sales were 

bullish at launch (solely because of 
Virtua Fighter), concern has grown 
about the system's prognosis- the 

Daytona USA conversion generally 
received a less than ecstatic welcome 
in the games press. 

After a dubious prediction that the 

Saturn would enjoy sales of 2.6 

million units in its first year, AM2 head 

Yu Suzukl took the stage. He 
explained the current software 
development circumstances and 
unveiled a trial version of a new 
Saturn OS developed by his team. 
Running under this preliminary system 

was a demonstration of the upcoming 
conversion of Virtua Fighter 2, which 

generated a smoothly animated 
fighter, manipulated by a joypad. 

'At the moment, the situation is 
that we've developed two characters 

to the same quality as the character 
seen on the screen,' enthused Suzuki, 

pointing to a massive video display. 
'If we transplant everything to this 
quality, the game will be perfect.' 

VF2, with its mainly flat 
Mode 7-style arenas, should fare 
better on the Saturn than Daytona 

USA, but it will take more than another 
(admittedly great) polygon beat 'em up 

to take Saturn into the lead £ outside its homeland. 

The Satum version of VF2 (above) is 
shaping up for a late '95 release 

If Sony's royalty 
terms remain 
unchanged, games 
like Ridge Racer 
could prove as 
expensive as carts 

Konami takes 
Namco route 
Konami has finished 

development of its new 

PlayStation-based coin-op 

board, following the signing 

of a technology licensing 

agreement with Sony. 

The as-yet-unnamed 

system mirrors Namco's 

System 11 project, which 

uses the PlayStation's GPU 

along with its own custom 

sound-generation hardware. 

The chief advantage of such 

an arrangement lies in the 

ease of conversion of 

tried-and-tested coin-op 

material to the home. 

After a relatively quiet 

spell in the arcades, Konami 

looks likely to up its output, 

exploiting the polygon 

power offered by the 

chipset to push into 3D 
territory. The Kobe-based 

games giant has announced 

development of three titles, 

one of which is rumoured to 

be a 3D instalment of its 

Gradius series and all of 

which are scheduled to be 

released on the PlayStation 

proper shortly after their 

arcade airings. 
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PC performance 

continues to 

improve at a 

dramatic rate 
fast as Pentium' 

The L2 cache Is a 256K 
SRAM package on the 
same chip as the CPU. 
The CPU has 5.5 million 
transistors, but the 
cache requires 15.5 
million to avoid 
refreshing every 70ns 

The PS Is lntel's first RISC/CISC hybrid chip. 
The Increased power Is made possible by a 
process called 'dynamic execution' 

ntel, the world's largest chip 

manufacturer, has revealed 
details of its successor to the 

Pentium. Named P6, it's a CISC/RISC 
hybrid designed to break free from the 

performance limitations of the 
17-year-old x86 PC architecture while 
maintaining backward compatibility. it's 
hoped that the new architecture, 
combined with a revolutionary on-chip 

secondary cache, will double PC 
performance by the end of the year. 

The first version of the 5.5-million

transistor P6 will run at 133MHz and is 

claimed to be roughly twice as fast as 
a 100MHz Pentium. This performance 

increase is the result of lntel's 

research in a variety of fields. 'Some of 
the new technologies were proven in 

mainframe computers, some proposed 
in academia and some we innovated 
ourselves,' lntel explained. 'These were 
carefully interwoven, modified, 
enhanced, tuned and implemented to 
produce the P6 microprocessor.' 

One of P6's most significant 
innovations is something called 
'dynamic execution', whereby the chip 
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looks ahead in the software it is 

running and predicts the next 
instructions that will be required. These 
are then optimised and fed to the 
processor before they're requested. 

This system operates in conjunction 
with a 256K on-chip cache of super-fast 

SRAM. The advantage of combining 
cache and CPU on one chip is that they 
share a dedicated bus and therefore 
operate at the same speed (in this 
case 133MHz). The disadvantage for 

lntel is that MCMs (Multi Chip Modules) 
are expensive to manufacture -

although they will lead to lower 

development costs for clone makers. 
The P6 announcement comes as 

lntel attempts to restore public 
confidence following the PR debacle of 
the 'bugged' Pentium. And with rival 

chip designers AMD, Cyrix and NexGen 

now making real progress, lntel could 
soon find itself without the effective 

monopoly it has enjoyed since the 

introduction of the PC in 1981. 

it's doubtful whether either of these 
factors will seriously erode lntel's 

domination of the PC market in the 

foreseeable future, but its share 
could be significantly reduced. £ 

8086 286 386 486 Pentium P6 
1978 1982 1985 1989 1993 1995 

lt's humbling to think that people once 
worked on machines as slow as the 
8086. PC processor performance has 
risen 75o.told In a mere 17 years 

New Pentium 
To coincide with the 

unveiling of the P6, Intel 

has launched its new 

120MHz Pentium 

processor, the first 

mass-produced chip to be 

manufactured using 0.35JJ 

technology. Intel claims 

that this 'will allow the 

Pentium processor die to 

shrink to half its current 

size, which translates into 

higher performance, 

higher reliability and 

lower-cost products for 

computer users in the 

future'. The chip costs 

$935 in 1000-piece 

quantities. 

Intel is currently 

pushing the lOOMHz 

model as the next 

standard for multimedia 

PCs. Later this year it will 

debut the 150MHz 

version, after which it is 

expected to concentrate 

on the P6. 

13 



ll) 

! news 
<!) 
c 

N 
CO 

'0.0 
1'1:1 

E 
Ill Cl � Ill 

14 

P layStation ho lds sway 
Sony got its 

chance to shine at 

Japan's new 

software event 

at Game Expo '95 
ame Expo, Japan's latest 
games event, took place this 
spring amidst a frenzy of hype 

and glitz. Promoted as the first 

dedicated next-generation exhibition, it 
was expected to feature the three 

major players in the field - Sega, 
Nintendo and Sony- in a head-on 
clash. But, for reasons of its own, Sega 

elected to remain absent, fuelling 

gossip that it was concerned about its 
ability to compete on the same terms 
as its peers. 

The exhibition was relatively 
under-attended by Japanese game 
show standards, with only 49 
companies taking floorspace. The 
reduction in interest could be attributed 

principally to the decline in the 16bit 
market- although Japan is suffering 
less than the West in this respect. 
Without the glut of SNES and Mega 

Drive games which has characterised 
recent shows, the way was clear for 

Sony to take centre stage, with 

demonstrations of in-house and 
thirdparty software accounting for some 
60% of the available floorspace. 

Unprolific publisher Zoom received 

the most attention over the show's 
three-day run, unveiling an almost 
finished version of Zero Divide, its 
contribution to the burgeoning 3D 

fighting game scene. Offering robotic 

Namco's stand played host to its amazing home version of Tekken, but 
the premier PlayStation softco wasn't neglecting its other glories .. .  

characters as combatants, it wowed 

audiences with Toh Shin Den-style 

graphics but its gameplay failed to 
impress to the same extent as the 
Namco game's. 'Unresponsive' was the 

general appraisal of Japan's beat 'em 
up-crazy gaming fraternity. 

Conversely, Tekken covered all 
bases by delivering both knockout 
visuals and fast and fluid gameplay. 
Namco projected the game onto a vast 
screen during the show and - in typical 
Japanese fashion - organised several 

competitions to further build interest in 
the game that's becoming its biggest 

PlayStation title yet. 
Sharing space with Tekken was an 

early version of Ace Combat. The 

coin-op conversion generates fully 
texture-mapped backgrounds but, 
although it runs and plays smoothly, 

Edge found it too slow at this stage of 
development to be very exciting. 

SCE itself presented the finished 
version of the much anticipated 3D 
platform title Jumping Flash, along with 

Gunner's Heaven. Both attracted 
appreciative audiences, although the 
two games are very different: Flash is a -+ 

Nintendo's presence was 
marked by a huge Virtual 
Boy push. The 'VR' console 
is still generating a 
significant amount of 
interest in Japan 

Release 
schedule 
A selection of the 25 PlayStation 
games scheduled for release up to the 
end of June 1995. 

April 21 • Crying Oyoyo 
(X-ingllrem) ¥6800 
• Kanazawa Shogi '95 
(Seta) ¥9700 

April 28 • Miss/and 
(Aitron) ¥5800 
• Gunner's Heaven 
(SCE) ¥5800 
• Jumping Flash 
(SCE) ¥5800 

May 19 • Pro-Tournament At 
Senior Girls High School 
(Nihon Bussan) ¥6800 

May 26 • Goku Legend 

(Arume) ¥5800 
Middle May • Boxer's Road 

(New) ¥5800 
End May • Master Of Game 

(Sunsoft) ¥8900 
• Night Striker 
(Ving) ¥6400 

May • Metal Jacket 

(Pony Canyon) ¥5800 
June 30 • Ace Combat 

(Namco) ¥5800 
End June • Arc The Lad 

(SCE) ¥5800 
• In The Hunt 
(X·ingllrem) ¥5800 

June • Rayman 
(UBI Soft) ¥5800 
• Kidosenshi Gundam 
(Bandai) HBA 



news 

PlayStation software premiered at Game Expo included (clockwise from top left): SCE's ambitious RPG, Arc The Lad; Namco's conversion of coi�H»p 
Air Combat, retitled Ace Combat; Human's Hyper Formation Soccer, stylish shoot 'em up Philosoma by SCE; Wizardry VII, another RPG (this time in 
3D) from SCE; Jumping Rash; V-Tennis from Super Famicom Super Tennis creator Tonkin House; Zoom's attractive but sluggish Zero Divide 

Among the speakers in 
Game Expo's 
conference hall were 
Bullfrog's Peter 
Molyneux (above) and 
Shigeru Miyamoto 

-+ fast polygon effort while Heaven is a 

traditional dedicated sprite shifter. 
Wizardry VII also gained its first airing 

and proved that the sombre tones 
evident in titles like Kileak The Blood 

and Space Gryphon aren't the last 

word in Doom-type environments- a 
bright, vivid palette distinguished the 
PlayStation continuation of the 
successful PC RPG series. 

The biggest disappointment was the 

non-appearance of Philosoma, a game 

initially scheduled for release earlier 
this year. it's gaining almost legendary 
status now, with the time delay 
generating high expectations for its mix 
of vertical, horizontal and realtime 3D 

shoot 'em up sections. Instead of a 

playable demo, SCE presented a brief 
video-wall presentation just to keep 
gamers' interest piqued until the 

game's eventual release in June. 
Elsewhere, Pony Canyon held the 

first demonstration of multiplayer 
linked PlayStation software with Metal 

Jacket and Tomy unveiled a 3D 
wrestling title with beefy fighters 

looking remarkably similar to those of 
Boxer's Road. 

SCE's very smootlt-looking Jumping 
Rash adorned a gigantic video wall 

Zero Divide's graphics gained it a sizeable 
audience of 3D-hungry showgoers 

Nintendo had a strong presence, 
although no new Ultra 64 demos were 
forthcoming, leaving consumers waiting 
until P for news of the initial software 
line-up to break. Instead, Virtual Boy 
headlined (again), in a dedicated area 
where 3D projections of new games 
Mario's Dream Tennis and T&E Soft's 
Red Alarm were shown. 

Several conferences took place 
during the course of the exhibition. 

Bullfrog's Peter Molyneux spoke on the 
'imagination of humanities', while Will 

Wright's address concerned the game 
design techniques employed on the 
Sim City series - a popular choice 

among Japanese strategy gamers -

and Lou Adams (creator of Wizardry 

and Ultima IV) waxed lyrical £ about plot development. 

Publisher New provided 
playable consoles to 
demonstrate its sports 
title, Boxer's Road 
(see page 38) 
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extended th is magazi ne onto 

the l nternet.W ith Futu reNet 

you can talk d irectly to the 

editors, check out next 

month's contents, search back 

issues, pick up the latest news, 

buy mail  order products and 

even su bscribe on- l ine! 

Al l you need to con nect to 

Futu reNet is an Internet 

accou nt, such as Demon or 

Cityscape, or a d irect col lege 

con nection. Then s im ply use 

you r  World W ide Web 

browser to con nect. There are 

no hidden charges - it's 

completely free! 

Point you r  World W ide Web browser at: 

http://www. futu renet.co.uk 

Welcome to 
Future Net! 
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Data Trash 
The Theory Of The Virtual Class 

By Arthur Kroker and 
M ichael A Weinstein 

it's a measure of the times that virtual 
real ity has now bounded from the pages 
of special ist magazines into the lap of 
academe. Teachers of cu ltural studies 
have become as insatiable in  their 
appetite for tit i l lating 'novelty' as tabloid 
hacks, despite the fact that virtual 
reality is so embryonic in  concept and 
execution that it could hard ly be said to 

be part of our culture at a l l .  Nevertheless, here is a deadly 
serious-looking book purporting to explore our obsession with 
cyberculture, the al leged fascination with the disappearance of 
the human body into vi rtual reality, and the pol itical economy 
l i kely to be engendered by a 'virtual ised existence ' .  

Accord ing t o  Kroker a n d  Weinstein , t h e  virtual age wi l l  not 
bring about an enriched human subject or a better, more 
diverse society. On the contrary, it wi l l  lead to the ' recline of 
the West ' .  The working man , groaning under the yoke of 
pan-capital ism, wi l l  be annexed and neutralised in a vi rtual 
real ity shaped and manipulated by the evi l vi rtual class and 
other cynical technotopians. This will happen because the 
authors claim to have identified an incorrigible 'wi l l  to virtuality' 
in the Western population - a desire for immersion in an 
alternative spatial-temporal perspective. Those who seize the 
technology can then , whi le offering the dream of juveni le power, 
ruthlessly exploit and enslave these enfeebled victims of 
' N intendo capital ism' and glut themselves on the proceeds. 

The only apparent ray of hope in this bleak dystopia of 
'excremental cu lture' is the eponymous data trash ,  the critical 
minds of the 21st century who resist the fatal seduction of the 
's imulacrum'  and wage digital war on their  fascist overlords. 
'When the surf's up on the Net, data trash puts on its 
electronic body and goes for a spin on the cyber-grid . '  Sounds 
coo l ,  except for the fact that the trash in  question probably 
reads Big Ones Monthly, cries to Stay by East 17 and lives in 
Surbiton with his mother. 

Although the leaden l it-crit style of this book is frequently 
impenetrable and in many ways the substance is unoriginal -
we know we have a tendency towards escapism that is 
serviced by fi lms,  books, videogames and the l ike and that 
these media can inculcate dodgy values - there is a distinctive 
(if somewhat fancifu l )  vision at work here. Mondo 2000 meets 
Karl Marx in the Trocadero. An ugly scene, but you just •• -
can 't help rubbernecking. ,.,_ 

May 
Electronic Entertainment Expo { E3) May 11-13, Los 
Angeles Convention Center, Los Angeles, Cal iforn i a .  
Tel :  +1 914 328 9157 
China International Amusement Machine Show 
May 20-26, Shanghai  Trade Centre. Tel :  +813 3220 2508 
Internet World May 16-18, Londo n .  
Tel :  01865 730275. Fax: 01865 736354 
SHOWTECH May 30-June 1, Berl i n .  
Tel :  +44 0171 486 1951. Fax: +44 0171 487 3480 

June 
Virtual Reality '95 J une 6-9, San Jose , Cal iforn i a .  
Tel :  800 632 5537 ( U SA on ly) ; +1 203 226 6967. 
Fax: +1 203 454 5840 
Asian Amusement Expo J une 7-8, Hong Kong Am usement 
and Exh ibition Centre, Wanchat, Hong Kong. 
Contact show organisers Wi l l iam T Glasgow, lnc,  16066 
South Park Avenue, South Hol land , IL 60473-1500. 
Tel :  +1 708 333 9292. Fax: +1 708 333 4086 
Taiwan Amusement Machine Exhibition June 22-28, 
Cetra Exh ib ition H a l l ,  Tai pei , Taiwa n .  Contact Taiwan Slot 
Mach ine,  2F, 17 Pao Ching Street, Tai pe i ,  Taiwa n .  
Tel :  +886 2 746 6860. Fax: +886 2 746 6875 
TILE '95 June 13-15 , Maastricht, Hol land.  I nternational 
Conference and Exh ibition on Technology and Design in  
Leisure Attractions and Museums.  Contact Andrich 
I nternation a l .  Tel :  +44 985 846181. 
Fax: +44 985 846163 

Virtual Reality '95 June 6-9, San Jose , Cal iforni a .  
Tel :  800 632 5537 ( U SA on ly); +1 203 226 6967. 
Fax: +1 203 454 5840 

July 

August 
Siggraph '95 August 6-11 ,  Los Angeles, Cal iforni a .  
Tel :  +1 312 321 6830. Fax: +1 818 885 4929 

Show organisers: if you r  s h ow isn 't l i sted here ,  

it 's o n l y  because you h ave n 't tol d  Edge about it. 

Send deta i l s  t o  Datebook, Edge, 30 Monmouth 
Street, Bath BA1 2BW. Te l :  01225 442244. 

Fax: 01225 338236. E-m ai l : edge@futu renet.co. uk .  
1 7  



! v i ew p o i n t 
Q) 
c:: 
::I 

Q) 
c:: 

N 
Ctl 

'o.O 
ea 

E 

i 

Express yourself in Edge. Write to: Edge letters, 30 Monmouth Street , Bath, Avon BA1 2 BW 

18 

udging from the variety 
of letters from readers 
of your excellent 

magazine, I can't help wondering 
whether some people are 
missing the point when it comes 
to computer games. There 
seems to be an awful lot of them 
out there who are- content to sit 
around discussing in minute 
detail which machine can shift 
polygons faster, which has the 
best chips, whether the Saturn 
can calculate twenty bil lion 
blobbybits per second (or is it 
1 9.5, in which case I'll get a 
Sony), etc. Surely all of the 
new machines have the potential 
to deliver the goods, and it is up 
to us, the gamesplayers, to 
ensure their success by actually 
buying and using them. 

Take the 3DO, for example. 
This machine is avai lable in every 
high street in the country now. 
People are actually out there 
enjoying The Need For Speed, etc, 
in the comfort of their own 
homes as you read this. Okay, 
Ridge Racer may be a bit special 
and Virtua Fighter will  no doubt 
be excellent, but they are a long 
way from arriving here in 
significant numbers. Are we to 
be a nation of console 
statisticians gaining pleasure from 
the knowledge that Machine X 
can do slightly more than 
Machine Y, or are we actually 
going to play some games? 
Support the machines and even 
better software will follow. 

Which leads me to another 
point. When playing Monopoly, 
do people sit there commenting 
on the craftsmanship of the silver 

dog, or the texture of paper 
used for the 'Get out of jail free' 
card? Come on, software houses, 
if we want to see superbly 
rendered intro sequences 
followed by no gameplay 
whatsoever we might as well 
watch a video and go for a game 
of tiddlywinks. I assure you that 
the FMV and rendering on my 
VHS copy of Star Wars is quite 
spectacular enough, thank you. 

Let's put down the clipboards 
and pick up our mice and 
joypads. That's what it's all 
about. Remember? 

Martin Williams, 
Clwyd 

Ah, but even Star Wars would 
look better on Betamax or 
LaserDisc . . .  

There i s  a danger of 
becoming bogged down with 
irrelevant tech specs, but the fact 
is that some machines can do 
certain things better than others, 
and it's Edge's job to report on 
their respective strengths and 
weaknesses. Obviously, 
playabil ity is the sine qua non, 
but the superficial aspects of a 
game are still very important to 

Edge's Atari feature (issue 18) 
got a few things wrong, 
reckons Thomas Holzer 

The Need For Speed is widely available right now, so why wait around 
for titles like Ridge Racer and Virtua Fightel'? asks Martin Willlams 

most people - would you enjoy 
The Need For Speed half as much 
if it boasted C64-quality 
graphics? Basically, garners want 
to see ever more spectacular 
visuals, which is what the new 
machines - to varying degrees -
provide. And these visual 
improvements in turn lead to the 
development of new � 
styles of games. � 

hanks for the 
informative article on 
Atari. You have certainly 

done your homework this time -
I was impressed. Now on to my 
own ramblings. 
I • Bushnell produced home 

versions of arcade machines long 
before the VCS came about, for 
example Super Pong. 

2. Surely Atari did not threaten 
to sue developers for the 800 
computer. I scanned all my Antic 
magazines from issue I onwards 
and I cannot find any mention of 
this whatsoever. Atari set up 
APX (Atari Program Exchange) 
to encourage anyone to program 
for this great machine. On the 
other hand, Atari tried to sue 
thirdparty developers for the 
VCS, but soon realised that 'new' 
companies like Activision 
(ex-Atari employees) helped to 
sell consoles. 
3. The 7800 Pro console was 
made by Atari lnc in the Warner 
days, not Atari Corp. lt was the 
second bestsel l ing console in the 
US in the 1 988/9 period (ahead 
of the Master System). 
4. You should have mentioned 
the co-operation between Atari 



and a 'new' company called 
Lucasfilm in 1 984, developing 
Ballblazer and Rescue On Fracto/us 
for the 5200 console. By the 
way, Rescue On Fracto/us was the 
first true 3D game, followed by 
The Eidolon (Lucasfilm). . 

I would also like to comment 
on Richard Downs' letter (Edge 
1 7) .  If he thinks that Mortal 
Kombat clones are not the future 
of videogaming, how come that 
big companies develop a fighting 
game for their machine and 
manage to sell it? Did he read 
that particular issue between 
pages 28 and 90? Maybe he's 
gone home. 

Thomas Holzer, 
Wokingham 

I. Conceded. Bushnell entered 
the home market in 1 974 with a 
version of Pong. 
2. Atari did threaten to sue 800 
developers, although the huge 
sucess of the Apple 11 forced a 
swift rethink. 
3. The 7800 Pro was indeed a 
product of the Time Warner 
years. Edge didn't say that the 
machine wasn't successful, only 
that it was a long way behind the 
N ES - as was every other 
console of the day. 
4. There's an infinite number of 
topics Edge could have covered 
if it had the space. However, 
without 20 or so pages available, 
the article was intended to be a 
broad overview of Atari's 
fluctuating fortunes rather than a 
comprehensive history of the 
company. Regarding Rescue On 
Fracto/us: what is your definition 
of 'true 3D'? Rescue's fractal
generated landscapes were 
groundbreaking, but 3D had 
been convincingly realised 
elsewhere prior to its release. 

Fighting games will retain 
their popularity among gamers 
for a lo,ng while yet - hence the 
release of games such as SSF/1 
Turbo and Samurai Spirits for the 
home. But the beat 'em up's 
future lies with the likes of VF2, 
Toh Shin Den and Tekken, � 
not Mortal Kombat cloning. LS 

e know you're at the 
leading edge of reporting 
on technology in the 

field of interactive entertainment, 
but I find it hard to under,stand 
why yo!J have now, to all intents 
and purposes, abandoned the 
machine that wil l  eventually be 
the victor when the hype dies 
down, the dust settles and the 
battle of the next generation is 
over. I refer, of course, to the 
3DO. Okay, you say, why will 
3 DO be successful? To answer 
this you have to look at the PC 
market, which has grown some 
50-60% in the last 1 2  months. 
Why? Because of upgradabil ity. 
PCs are expensive, yes, but 
they're not nearly as expensive 
as buying a Master NES, then a 
Mega Super Drive, then a Mega 
CD, then a SaturnStation, 
followed by a SaturnStation I I ,  
I l l , IV and so on - all of which 
are totally incompatible with the 
one before. 

3DO is less expensive than 
even an average PC, but as a 
standalone machine it is more 
powerful. I am not trying to 
upset PC owners - if you are 
into 'computers' the PC is ideal, 
but if you're a gamesplayer why 
give yourself all the hassle of 
incompatibil ity and command 
typing, not to mention the 
expense of PC ownership, when 
you can buy a 3 DO for less than 

Geoff Wiltshire argues that the 3DO is the machine most likely to 
emerge victorious from the CUf!&nt battle of the formats 

v i ew p o i n t 1 

Dermot Smurfit wants to know why Edge failed to acknowledge System 
Shoclc's 'real physics environment and absorbing plotjgameplay' 

£400 and, when M2 arrives, have 
a machine five times more 
powerful than the Sony 
hypestation is now? Plus, you 
have that upgradability option, 
safe in the knowledge that it will 
work and you won't get 'not 
enough memory' messages. 

Geoff Wiltshire, 
Colwyn Bay 

As a 300 dealer, you would be 
expected to back your format, 
but it is by no means inevitable 
that 3DO wil l  be the victor. 
Upgradability in a machine is 
desirable but it also brings its 
own problems. On the one hand, 
it's reassuring for 3DO owners 
to know that the next level of 
hardware will not make their 
current machine obsolete, but 
such a marked difference 
between 3DO M I and M2 could 
pose difficulties for developers 
hoping to cross-develop while 
taking advantage of the hardware 
in both systems. 

The 3 DO Company itself 
admits that its format is just 
another player in an increasingly 
competitive field. The machine is 
of a high enough quality to 
acquire a large share of the 
market, but the existence of M2 
shows that even 3DO recognises 
the limited potential of the � 
base system. LS 

hank you for being the 
best. However, I query 
your fai lure to dwell on 

System Shock for the PC. This 
game struck me as being the first 
truly 'virtual' game with its real 
physics environment and 
absorbing plotlgameplay. I 
suspect that the forthcoming 

Quake's graphics engine won't be 
far removed. The CD version is 
even better, with SVGA and fully 
spoken text. Although it was 
initially bemusingly complex, I 
feel the game deserved more 
than a cursory glance. 

Also, why have we yet to see 
a decent conversion of Alien (the 
movie) onto a next-generation 
machine. I 'm aware of the 
forthcoming Aliens Trilogy, but 
suspect it will be another CD 
borefest (streamed graphics ad 
nauseam). In these days of mighty 
polygon shifters, could we not 
see a game blending System 
Shock's graphics, Doom's action 
and Space Hulk's strategy? Have 
we not all yearned to be in 
Gorman's shoes as he commands 
his squad of marines via video 
link, or tote a hefty smart gun 
while creeping through the 
deserted confines of Harker's 
Hope? Surely some wise 
developer could do justice to the 
movie and tap a very devout 
following? After all, what is Doom 
but an Aliens homage? Are you 
listening, Bullfrog? 

As the proud owner of a 
PlayStation, I can't help but 
wonder where the promised 
avalanche of games in the 
months following its release has 
slunk off to. Since early January's 
release of Toh Shin Den (Waw!) 
there hasn't been anything 
worthy (shambolic Cybersled, 
anyone?). Sony beware: a 
software drought would cause 
many potential owners to side 
with Sega's contender, which 
seems to have many more name 
titles waiting in the wings and far 
more in-house development. 
Furthermore, where are 
Psygnosis' PlayStation games? lt 
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was snapped up by Sony what 
seems aeons ago, but we have 
yet to see any releases. Why? 
What was once a premier 1 6bit 
software house (Obliterator, 
Infestation) has apparently slid 
between the waves. 

Dermot Smurfit, 
Exeter 

On a fast machine System Shock 
is indeed an outstanding 3 D  
game. Unfortunately, d u e  to the 
nature of magazine production, 
things occasionally have to give, 
be it due to lack of space or a 
tight deadline. Hopefully, some 
compensation was afforded by 
Edge I S's coverage of the 
developer of the game's 3 D  
engine, Looking Glass 
Technology. 

For a look at Psygnosis' first 
PlayStation games, see the � 
report on page 24. L..:::J 

he PlayStation and 
Saturn are impressive 
machines, but why is it 

that most of the initial titles are 
so mundane? Although each 
machine has a flagship title under 
its belt, what happened to 
Edge's claim that they had learnt 
the lessons of 3DO's launch and 
would duly arrive with numerous 
strong titles to call upon. After 
reading issue 1 9's reviews it 
would seem that Sony and Sega 
hysteria is very much premature. 
The point I am trying to make is 
that, regardless of the hardware 
power, both these super
consoles have failed to deliver a 
variety of outstanding games and 
are unlikely to for at least 
another six months. Until then, 
please clamp down and stop such 
intense coverage of these 
platforms until the games 
warrant it. 

Martin Wellbelove, 
Norfolk 

Both the Saturn and PlayStation 
had one title onsale at launch 
that, judging by the response of 
around 300,000 Japanese 
consumers, was worth buying 
the hardware for. Crash 'n' Bum, 
3DO's first title, was a fine game 
(especially given the incredibly 
tight launch window) but it 
lacked the finesse, the cult 
arcade status and the pre-launch 
marketing assault of Virtua Fighter 
and Ridge Racer. 

Sadly, Sony and Sega's post
launch release catalogues have 
been less than spectacular. With 

the exception of T oh Shin Den, 
Panzer Dragoon, Doytono USA and 
Tekken, there has been l ittle to 
catch our eyes. However, both 
companies have a large number 
of titles stacked up for release. A 
further 33 games - I I on the 
Saturn and 22 on the PlayStation 
- are scheduled for release by 
the end of May, many of which 
will make their debut at the El 
show (Edge wil l ,  of course, 
provide full coverage). There will 
always be disappointments in  a 
release schedule, but previewing 

and how much do they pay for 
someone above tea-making level? 

Finally, the current nostalgia 
for old games/machines has had 
me thinking about Atari VCS 
classics. I would now like to buy 
some of these games, especially 
Raiders Of The Lost Ark. I've tried 
T elegames and Computer 
Cavern - any other ideas? 

James Lamb, 
Grantham 

If you're paying £50 for a game, 
you're entitled to expect a 

Can't get hold of those classic VCS games? Actlvlslon's Atarl 2800 
Action Pack for the PC could be the solution (see James Lamb's letter) 

potential ly excellent titles is 
Edge's job and it will � 
continue to do just that. L..:::J 

resisted joining the 
outcry following your 
Jaguar Alien Vs Predator 

review even though I loved the 
game. 'Wait until Doom,' you 
advised, and I did. 

While both are excellent 
games in their own ways, I would 
like to know your views on how 
easy they are to complete. Is this 
the trend for the next-generation 
consoles? At £50 a throw, surely 
completing games should take a 
while, not a few weeks on the 
odd free evening. 

On another matter, I was 
recently looking through some 
back issues and noticed adverts 
for 'games testers' (US Gold and 
Renegade). Now, a career in the 
computer industry is only 
handicapped by my lack of 
programming abil ity, but a games 
tester . . .  is this a dream come 
true? What kind of people do 
software developers look for, 

considerable lifespan. A playing 
time equating to £ I per hour is 
excellent, but it can only be 
attained with a decent level of 
challenge, or if the game is so 
enjoyable that you want to 
re-play it on completion. AVP and 
Doom are both tough games, but 
in Edge's opinion Doom's 
challenge is based on fairness and 
AVP's isn't. lt's been said that 
Japanese games (particularly 
in-house Nintendo and Sega 
titles) are easy because the 
companies wish to retain a 
consumer-friendly image. 

As you can imagine, jobs as 
game testers are extremely 
highly sought after. You'l l  have to 
demonstrate an obsessive 
interest in games, strong 
opinions on what makes a good 
game, and, of course, a high level 
of gamesplaying talent. If you 
possess all those qualities, then 
by all means apply for jobs, but 
be prepared for stiff competition. 
And don't expect to become rich 
- many employers wil l  assume 
that job satisfaction is adequate 
compensation for a relatively 

miserly salary (a bit like 
journalism, reallly). 

Some smaller shops still stock 
VCS games. Alternatively, if 
you've got a PC, you could check 
out Activision's Atari 2600 � 
Aaion Pack VCS emulator. L..:::J 

'd like to share this tale 
of trouble and woe that 
I'm still going through at 

the time of writing. In September 
of last year, I purchased an Atari 
Jaguar, mainly because I was fed 
up with the dross being released 
on the Mega Drive and could 
neither wait for nor afford one 
of the new Sega or Sony 
consoles. I had immense fun with 
the Jag until about three weeks 
ago. I had recently bought 
Chequered Flag, and on returning 
home from work turned on the 
Jag to find no sound being 
produced. I tried everything: all 
the other carts, another TV, and 
the RF lead off my SNES. 
Nothing worked. Rather 
disgruntled, I took it back to the 
shop the following day. I was 
greeted with the news that the 
distributor, Pulse, had gone bust, 
and no-one knew what to do. 

'Never fear,' said the man in 
the shop, ' I ' l l  get in touch with 
Atari, because the machine has a 
manufacturers' warranty' ( 1 2  
months in all). Two days later I 
returned, only to be told that 
Atari UK had refused to touch 
the machine. Only Silica or ZCL 
could handle warranty claims. So 
off went the man in the shop to 
discover which distributor had 
sold my machine to Pulse. ZCL 
eventually agreed to deal with it. 

But ZCL then said the 
machine has been opened. I 
hadn't opened it and neither had 
the man in the shop. Atari hides 
a little sticker inside the machine 
that breaks when the machine is 
opened, and ZCL claimed that 
this had happened. So, to end 
this tale, I'm asking for a refund 
on my Jaguar and the games and 
buying a Neo-Geo CD. 

James Glen has a tale of 
J&guaM'81ated woe to tell. lt's not our fault, claims Atarl UK 



Was Tom Kallnske guilty of blatant dlslnformatlon In •a desperate 
attempt to boost sales of the 32X'? (See letter from Phlllp Boyle) 

In summary, I know Darryl 
Still reads this magazine, as do a 
lot of Atari users. So if I were 
you, I'd thing twice about 
contacting Atari UK about 
warranty claims. 

James Glen (pissed-off 
ex-Atari fan), 

W Yorks 

Many large companies 
(particularly in this country) 
believe that their job is complete 
once they've taken your cash. 
Any further action merely 
erodes their profit margins and 
occupies time. In your case, 
however, it looks like Atari is 
not to blame. Darryl Still, Atari's 
marketing manager in the UK, 
provided this answer: 

'Atari has a very simple policy 
on faulty machines. There is a 
1 2-month warranty which means 

that if the machine goes wrong, 
the shop should give the owner a 
new one, the shop's distributor 
will give the shop a new one, and 
we [Atari] will give the 
distributor a new one. This 
allows us to trace the machine 
back through source and ensure 
that it was purchased from an 
official Atari stock list via an 
official Atari distributor. This 
maximises the benefit and 
minimises the hassle for the user. 

or US version, the easiest way to 
find out is to check the colour of 
the LED next to the on/off 
button: green is UK; red is US. If 
you have a US machine than you 
should talk to your dealer. If 
yol..!r machine is a UK one then 
you are covered by the above 
warranty, and should your dealer 
disappear you wil l  be able to 
return the machine d irectly � 
to its distributor.' 1_S 

hope soon to upgrade to 
a next-generation 
machine like the 

PlayStation or Saturn, but I have 
started to think again about 
Sony's machine after reading the 
story in Edge 1 7  about Sony's 
bid for power. I strongly believe 
that Sony will have to reduce its 
huge reliance on thirdparty 
development and move towards 
developing its own games - a 
policy which Sega proudly shows 
with games like Daytona USA and 

Virtua Fighter. I would like to say 
that over the past couple of 
years Sony's track record in 
terms of developing its own 
games has been very poor 
compared to Sega's. If Sony 
intends to do battle with Sega it 
had better start sorting itself out. 
I think that the Saturn will be a 
much more successful machine in 
the UK because Sega had proved 
with the Mega Drive that it 
knows what it is doing when it 
comes to developing its own 
games. Watch out, Sony. 

Gary Osborne, 
Middlesbrough 

Sony's way of compensating for 
its lack of an in-house 
development team has been to 
recruit as many thirdparty 
developers as possible. This is 
one solution but (as it claims it is 
already doing) the company also 
has to assemble in-house teams 
to set software standards for 
other companies to aspire to, 
and perhaps to realise its 
ambitions for the kind of 
software it would like to see on 
its own machine. Both Sega and 
Nintendo have reaped rewards 
from this approach and 3 DO has 
invested heavily in fortifying its 
internal Studio 3 DO � 
development division. LS 

n reference to the 
interview with Tom 
Kalinske in your April 

1 995 issue [Edge 1 9], I would 
like to point out that Mr Kalinske 
is not telling the truth when he 
says of Doom: 'On one of the 
other systems there's no sound, 
and I can't imagine a game 
without sound. lt would be like 
watching a movie with the sound 

'Unfortunately, there are 
some companies directly 
importing NTSC machines from 
the USA, opening them up and 
altering the components to PAL 
These grey imports are not 
covered by any Atari UK 
warranty and I'm afraid it looks 
like James has been unfortunate 
enough to purchase one of these. 
If any Jaguar users are worried 
whether their machine is a UK Gary Osbome believes that Sony's lack of an effective IIHiouse team 

Is allowing Sega to steam ahead with games like Daytona USA 

v i ew p o i n t  � 
turned off.' I would like to point 
out the following: 

There is indeed sound in 
Doom on this rival system, which 
is obviously the Jaguar (it is the 
only other system with Doom, 
excluding the original PC 
version). There is, as I'm sure 
you're aware, no in-game music. 
lt is a significant mistake on your 
part to allow a mistake like this 
to go by unquestioned and then 
to print it. As it happens, the Jag 
version does have sound, and 
good sound at that. lt runs in 
65,000 colours, as opposed to 
the 256 colours of the Sega 
machine's conversion. lt also 
runs fullscreen, with a status bar, 
as opposed to in a small window. 

As for Mr Kalinske's remark, 
it seems like a desperate attempt 
to boost sales of the 
32X/Neptune system using false 
claims about his rival's software. 
If Mr Kalinske cannot tell the 
truth, he shouldn't say anything 
at all. I also feel that you had a 
duty to correct his mistake. lt is 
not, in my opinion, good 
journalism to let potential sales
damaging/boosting comments 
which aren't based in the realms 
of the truth be printed. 

Philip Boyle, 
Dublin 

pboyle@maths.tcd.ie 

Some of T om Kalinske's 
comments were indeed open to 
interpretation. By 'sound' he 
obviously meant music, which 
the 32X version does indeed 
possess (although it's no great 
advantage). He also conveniently 
forgot to mention the lack of a 
head-to-head link-up mode in the 
32X version, and his suggestion 
that 3 DO has only sold I 00,000 
units in the US sales was 
pounced upon by The 3 DO 
Company, which maintains that it 
has sold over 200,000 machines. 

But it's hardly surprising that 
Mr Kalinske sought to emphasise 
the strengths of the machine he 
represents while ignoring the 
assets of rival systems - he was 
only doing his job, after all. 
Whether this went over the 
edge to become shameless 
manipulation of the truth is 
debatable. Whatever the case, 
it's Edge's job to accurately 
report the comments of people 
like Tom Kalinske, not to censor 
them. This allows you, the 
reader, to form your own 
opinions, which you then have 
the opportunity to express � 
in these very pages. LS 
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' A s gooey as you want it to look. If you're using 

1""\ softimage® 3D, that is. With Softimage 3 D, 

Ve rs ion  3 .0 ,  what you see in yo u r  head ,  no matte r how 

twisted, is easily translated onto your screen. This is software 

designed by animators for animators. With model l ing that lets 

' 
system that lets you create kicks, jabs and punches so realistic you 

can almost feel them. Ouch. And a range of tools that enables you 

to customize your content to play on your target platform. Bring 

you choose the tool best su ited to your  medium. Animation 

featu res that are the best i n  th e i ndustry. A motion capture 

All those clever enough to read the tine print will be glad t o  know Softimage 3D has a new incredibly low price. © 1995 Microsoft 
Corporation. All rights reserved. Microsoft and Where do you want to go today? are either trademarks or registered trademarks of 
Microsoft Corporation in the United States and/or other countries. Softimage is a registered trademark and Eddie is a trademark of 

S O F T I M A G E" I 3 D  
Yu Suzuki 
CHIEF MANAGER, 
RESEARCH & DEVELOPMENT 
OF AMUSEMENT DEPARTMENT, 
SEGA ENTERPRISES 

CREDITS: Daytona, Space Barrier, 
Power Drift, Virtua Fighter, Virtu a Cop, 
Virtually inseparable from his red Ferrari. 

' your 3D imagery into Softimage Eddie� our digital compositor, 

and  create images that wi l l  make heads spi n .  I n  the U.S. ,  cal l  

' (8oo) 576-3846, Dept. 1 .  Microsoft· 
And see what you think. I W H E R E  DO Y O U  W A N T  T O  GO T O D A Y ?'" I 

Softimage, a wholly owned subsidiary of Microsoft Corporation. Sega is a .registered trademark of Sega Enterprises. All other 
company and product names are trademarks and/or registered trademai-ks of their respective owners. ' 

' 
' 
' 
' 
' 
' 
' 





Images of Wipeout: mock-up screenshots (above) are a pretty fair 
representation of how the finished game will look. Softlmage SGI software 
has played a major role in creating the 3D ships and courses (right) 

Part of the Wipeout team: (back row, left to right) Jason Denton, Darren 
Douglas, Stewart Sockett, Rob Smith, Laura Grieve and team leader, 
Nicky Caruss-Westcott; (front row, left to right) Jim Bowers, Louise 
Smith, producer Dominic Mallinson and game designer Nick Burcombe 
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The Wipeout racecraft, shown in various stages of evolution (from top): a 
Softlmage wireframe model; the stripped-down PlayStation version; a 
flat-shaded PlayStation polygon ship; a fully SGI·rendered vehicle; and the 
original plastic model, constructed by artist Jim Bowers 

ith Psygnosis 
now part of 
the Sony 
empire, it's 
no surprise 
that the 

Liverpool softco has had a head 
start in developing for the 
PlayStation. By the launch of the 
UK machine in September, it wil l  
have four releases ready - the 
most prominent being Wipeout, its 
Ridge Racer-beater, which was 
started in earnest last March. 

Set in the future, Wipeout 
blends elements from F-Zero, Crash 
'n Burn and the innovative 1 6bit 

Amiga/ST title Powerdrome to form 
what, even at this early juncture, 
looks l ike being the most 
exhilarating PlayStation title yet. 

To the standard racing theme 
Wipeout adds violently undulating 
roadways and the option of using 
weapons against your opponents. 
The PlayStation hardware enables 
Psygnosis' programmers to 
generate Wipeout's stomach
churning visuals in realtime - with 
a screen update that never drops 
below 30fps. 

Wipeout is the brainchild of 
artist Jim Bowers (the man 
responsible for much of the 

Psygn os i s  1 

Ps ygn osis ' futuris tic r ac er wi l l  b e  
avai lab le in tim e for th e U K  launc h 
o f  th e P l ayStati on in autumn . 
Edge m et th e Li ver poo l c r ew to 

s ee h ow Wipeout c o u l d  b ur y th e 
firm 's 'gr eat gr aphics , n o  
gam eplay' tag onc e an d for a l l  

rendering i n  Microcosm) and game 
designer Nick Burcombe. 'The 
idea was to make something very 
fast with lots of 3D movement,' 
says Nick. 'A big influence was 
Powerdrome, which was a good 
idea but didn't have the technology 
to do it justice, but Wipeout is a 
very different game - there are 
elements that make it unique. 

'The plot isn't really 
important,' he continues. 'The 
point is that while you're playing -
certainly with the internal view -
the bigger the screen the more 
gut-wrenching the game, once we 
get the huge drop-offs and the 
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Psygn os i s  

Wlreframe course 
models can be 'flown 
through' In Softlmage 
(above) to ensure they 
work before portlng to 
the PlayStatlon 

roll ing around effect. lt's more the 
movement and making the player 
have real control- in the 3p 
environment, rather than feel ing 
that they're stuck to the surface 
and not really responding in the 
3D space, l ike many car games' 

In Wipeout, the player's craft 
is magnetically suspended in a 
trench which guides it around the 
course. Punctuating the track are 
hi l ls, valleys and jumps - miss one 
of these and you incur a time 
penalty, as robotic crash vehicles 
tractor beam your ship slowly 
back on to the course. 

Like Formula I racing, there 
are four major constructors in 
Wipeout, each of which sponsors 
two identical vehicles, with eight 
craft competing in a race. A points 
system provides the means of 
progressing through the ranks. 

But as well as the guile and 
cunning of F I competition, 

Wipeout relies on other ways of 
getting ahead of your opponents. 
'Weapons play a major part in the 
twoplayer game,' explains Nick. 
'The computer opponents all 
respond in the correct way - they 
all have their own styles of 
combat. The one in the very heavy 
craft perform a lot of blocking 
manoeuvres and cutting in front of 
you, and there's one that's very 
manoeuvrable, but they're 
excellent with weapons as well. ' 

Best of all, though, the game 
will make use of the PlayStation's 
serial link capabil ity (the cable is 
due soon in Japan) for a potentially 
lethal head-to-head mode. 

Wipeout boasts ten full 
tracks, split into two racing 
classes. The first five courses are 

t1otl>l t, 'fui<N 
W._.H.1 �.-.ll:f� , 

Each course Is first designed on paper by Nick Burcombe (right). A 3D wlreframe 
model Is then produced In Softlmage (left), prior to PlayStatlon

.
converslon 

1bese shots of the first course are 
mock-ups; however, Edge played 
an early version of this very track 

for amateurs, and allow players to 
hon'e their skills before moving up 
to the next five, which are much 
bigger and include alternative 
routes and secret paths . . 

All of the tracks are first 
designed on paper and annotated 
with scenery ideas and course 
elevations. These are then passed 
over to the artists who render the 
course in 30, using Softlmage 
software running on SGI systems. 

A lot of care has been 
expended on designing the 
courses so that they mask the 
PlayStation's l imited drawing 
horizon. To avoid situations l ike in 
Ridge Racer - and, to a greater 
extent, Daytona USA - where the 
scenery suddenly _appears in front 
of you, the artists use trackside 
scenery and the twists and turns 
of the course to either hide points 
where the player can see too far 



into the distance or to draw the 
eye away from a point where 
scenery might appear. A 
completed course can be 'flown' 
along in Softlmage to check that it 
will work without any problems 
on the PlayStation. 

Completed courses are then 
ported over to the development 
hardware, using software coded 
in-house. 'In order to meet the 
deadlines, people have had to 
create their own conversion tools 
rather than using thirdparty tools,' 
states Jim Bowers. ' I think it's been 
a big learning experience for the 
programmers, because they 
probably know Softlmage 
completely inside-out by now!' 

Time invested in dedicated 
Softlmage software has proven 
invaluable, as Nick Burcombe 
attests: 'The tools also include 
materials, lighting, texturing - all 
that stuff is generated for the 
PlayStation out of our own tools. 
They are re-useable as wel l .  Stuff 
l ike capturing the lighting across 
the tracks - that's not something 
we have to get the PlayStation to 
do any more.' 

Producer Dominic 
Mallinson concurs: 'The only 
thing that's not going through 
Softlmage is the dynamic play 
adjustment features, which are 
specific to bits of the track. 
Otherwise everything is being 
modelled in Softlmage.' And 
Softlmage looks to be a permanent 
addition to the developer's 

repertoire. ' If your tools are really 
technical, really programmer 
orientated,' explains Dominic, 'you 
can't get the artistic, creative 
people to design what really looks 
and feels good - that's the 
important thing.' 

Adding to the 'look and 
feel' of Wipeout are corporate 
emblems and logos generated by 
top design agency The Designers 
Republic. Their futuristic pseudo
Japanese styl ing should add 
considerable dynamism and 
believabil ity to the proceedings. 

Psygnosis also has plans to up 
the marketing stakes for Wipeout. 
Trackside bil lboards - l ike those 
promoting forthcoming Namco 
titles in Ridge Racer - may well be 
taken up by real-world advertisers. 
And several minutes of Softlmage
rendered Wipeout footage is the 
focal point of a game sequence in 
the MGM movie Hackers. 

The finished game will sport a variety of trackslde billboards - all boasting 
real-world, paid-for advertising, If Psygnosls' plans come to fruition 

p re s c re e n 1 

Shots of the rendered Wipeout sequence produced for the 
MGM movie, Hackers. The hi-res SGI footage doubles as a 
state-of-the-art vldeogame played by the film's protagonists 

Music, too, is more than 
backseat audio, as Glen 
O'Connell, responsible for UK 
PR at Psygnosis, explains: 'Sony 
Music have given us the use of 
their catalogue, to get a host of 
d ifferent dance bands in the vein of 
Leftfield, Apollo 440 and so on. 
We want to get some names 
behind it, because the plan is to 
launch a compilation CD at the 
same time as the game. That sort 
of thing sells very well in Japan.' 

With marketing, music, design 
and graphics all fal l ing into place, 
the only unknown factor is 
gameplay. And from Edge's early 
taster of the game, Psygnosis 
seems to have that in the £ 
bag as wel l .  

Credits 
Producer: Dom inic Mal l inson 

Product manager: Sue Campbe l l  

Team leader: N icky Caruss-Westcott 

Game designer: N ick Burcombe 

Concept artist: J i m  Bowers 

lntro artist: Lee Caruss-Westcott 

Graphic artist: Lou ise Smith 

Graphic artist: Lau ra Grieve 

Graphic artist: Darren Douglas 

Programmer: Dave Rose 

Programmer: Rob Sm ith 

Programmer: Jason Denton 

Programmer: Stewart Sockett 
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Psygn os i s  

Demolish 'em 
Wipeout isn't Psygnosis' on ly PlayStation 

title - also on the way is a destructive 

d rivi ng game from Reflections 

Derby I s  due to premiere at E:• I n  May, where lt will vie for attention 
with a huge array of PlayStatlon titles from the US, UK and Japan 

ith tech n i cal ly  r ich 
l 6 bit tit les such as 
Shadow Of The Beast 
and A wesome beh i n d  
i t ,  B rit ish dette l o per 
Reflections is  n ow 

concentrat ing  on P l ayStation and P C  
software. Demolish 'em Derby is  a 
c i rcu it-based d riv ing game for the 
P l ay Station with the emphas i s  fi rm ly 

on destructi on.  
' U n l i ke Ridge 

Racer, we wanted to 
keep the density of 
cars on trac k very 
h i g h , '  says 
Reflectio ns' Martin 
Edmondson.  'We' re 
a i m i ng for ten-car 
p i le-ups, and the 
shortish c i rcu its wi l l  
lend themse l ves 
perfectly to this k i n d  
o f  act i o n . '  

W ith a twop l ayer 
l i n k u p  opt ion and startl i ng l y  smooth 
3D visuals, Demolish 'em Derby has 
the potenti a l  to trou nce Ridge Racer 
when it appears short ly  after the £ 
P l ayStation's U K l au nc h .  

Derby 
Format: PlayStation 

Publ isher: Psygnosis 

Developer: Reflections 

Release date: October 

Origin :  UK 

A swamped track (top). The car I n  front 
gets T-boned (middle). All manner of 
replay pans will be Included (above} 

'We wanted 
to keep the 
density of 
cars very 

high. We're 

aiming for 

ten-car 

pile-ups, and 
the shortish 
circuits lend 

themselves 
perfectly to 
this kind of 

action' 



to the Psy·G family of advanced 
l · m a 

development systems 

Systems Architecture 

• A compact and robust cartridge which 

plugs into the slot of any unmodified retail 

Sega Saturn or Saturn Development 
target. 

• Connection to industry standard PC 
compatlbles via Psy-O's super-fast SCSI 
adapter card allowing data transfer rates 

per sec. 

¥c:�t�arl)l fak:eiJ�rtpllete control 

• compati le with standard C compilers 

incluc!Hng the popular Freeware Gnu C 

(supplied). 

• A s11.1perfast 68000 assembler. 

A sta e of the art Flat Model Debugger 
featuring· 

• true Source Level Debugging. 

• simultaneous Debugging for both SH2 
CPUs and 68000. 

• multiple user defined windows which can 

be tied to any of the three processors, and 

mixed together on any of 1 0  virtual 
screens. 

• extensive C facilities such as a local 

Variable tracking and a powerful Data 

Structure Browse� 

High Speed Unker and Ubrarlan with 

extensive link-time options and flexible project 

management tools and If that wasn't 
enough compatibility with our existing Psy-Q 

systems including our own Psy-0 PlayStation 

the official development system for the new 

Sony PlayStation. 

For fUrther Information please contac:t:• 
John Rosnn 

Sony-Psygnosls Ud,. 
South Harrtngton Building. 

Seftcm Street. Uverpoo1 L3 48Q 
Tel: (+441 0 1 5 1  709 5755 

Fax: (+441 0 1 5 1  709 6466 

Sega saturn is a trade mark of Sega Enterprises 
Sony PlayStation is a trademark of Sony Computer Entertainment 

Psy-Q and Psygnosis are trademarks of Psygnosls Ltd 



Delphine chairman Paul De Senneville (above) made most of his money 
writing and recording music for easy-listening legend Richard 
Clayderman; gold discs adorn the walls of the company's offices (right). 
Crossfire is the fruit of the games development arm, Delphine Software 



D e l p h i n e i 

Cro 
11 

1re 
The cre at ors o f  semin a l  acti on -a dventure Flashback 
are t akin g  t he se que l int o an ot her dimens i on .  Edge 

meets t he in vent i ve min ds be hin d De l phine So ftw are 

The key members of the Crossfire team (top), Including director Paul Cuisset 
(far right). Delphlne has four professional-quality recording studios (above) 

his year is 
already proving 
to be a good 
one for the 
French games 
industry. 

Adeline's Uttle Big Adventure and 
Amazing Studio's Heart Of 
Darkness have both gained 
widespread recognition, and now 
renowned French outfit Delphine 
is ready to join the throng, with a 
fol low-up to the hugely successful 
Flashback. All three games are 
prime examples of what the 
French are best at: pushing back 
the boundaries of software 
technology and graphic design. 

Establ ished in 1 988, Delphine 
Software International has become 
one of the bastions of the French 
games industry. Part of a media 
empire created by wealthy 
entrepreneur Paul De Sennevil le, 
the games development team sits 
alongside diverse interests l ike 
music publishing, property 
management, and even film casting 
agencies and model agencies. 

With such a broad range of 
resources at its disposal, Delphine 
has implemented a vision not 
d issimilar to that of neighbouring 
Parisians Cryo. Rather than 
treating its staff as plain 
employees, Delphine prefers to 
refer to them as 'artistes'. it's an 
approach that has paid dividends. 
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D e l p h i  n e  

Delphine carved itself a 
reputation for innovation with a 
string of ambitious graphic 
adventures l ike Future Wars and 
Cruise For A Corpse. But it was Eric 
Chahi's groundbreaking adventure 
Another World which catapulted 
the Parisian outfit into the 
international l imelight. This was 
followed by Flashback, created by a 
team of nine, which redefined the 
perceived l imits of graphics on 
1 6bit systems with its spectacular 
character animation. 

'I don't think the cinematic 

sequences are that important. 

They're useful to tell  the 

story, but what is most 

interesting is the game itself' 
Paul Cuisset, director, Delphlne 

And now Delphine is set to 
do it again. Crossfire, due in 
September for the PC (and in 
November for the PlayStation), 
is the result of the advances in 
graphics, game structure and 
production values which have 
taken place over the last two 

Delphlne's motion capture system 
uses four Infrared cameras (above) 
positioned In the corners of a room 

years. lt's the first of a new crop 
of interactive movies - games that 
will continue to flourish long after 
the pseudo-interactive FMV-based 
titles have withered and died. 

Crossfire offers sumptuous 
cinematics, breathtaking scenery 
and a thril l-a-minute storyline, all 
set in a realtime 3D world which 
you're free to explore at your 
own pace. Unl ike lnfogrames' 
Alone In The Dark or Origin's 
Bioforge, the scenery is rendered in 
realtime, resulting in a feel ing of 
movement that combines the 
drama of Doom and the panache of 
Virtua Fighter. 

Delphine's director, Paul 
Cuisset (creator of the 
'cinematique' graphics system used 
in Cruise For A Corpse and 
Flashback), is confident that 
Crossfire will deliver a substantially 
more involving experience than 
Flashback. 'The player is treated 
differently in this game, and there's 
more of a story. There's also 
more dialogue and Conrad isn't 
quite as alone as he was in 
Flashback. This time there are 
people that are working with you.' 

The game is based on the 
famil iar 'hero vs evil alien race' 
scenario. lt starts with the hero 
trapped in a prison on a satellite 
moon; as the game progresses, so 
the story of Conrad's one-man 

Throughout the game, Conrad encounters alien Morphs In various Incarnations, be they disguised as giant robotic spiders (top right and above) or 
simple prison guards. At the beginning of the game, Conrad anns himself with a basic pistol and a shield. The game runs faster In VGA (left, top left) 



In most of the rooms lt's not just a case 
of opening fire at enemies: puzzle 
elements (top) are also called Into play 

revolt against the Morphs unfolds. 
Pre-rendered animated cut-scenes 
usher in each of the six huge 
levels, giving hints about what you 
have to do to complete the next 
level. Some of the objectives are 
obvious, but the means of 
achieving them often requires a 
great deal of lateral thinking. 
When Conrad escapes from his 
cell at the very start of the game, 
for example, he learns that 
disabl ing a security camera is a 
priority if he is to avoid being 
gunned down by remote-control 
tracking systems. 

Conrad's superb movements 
are the result of optical motion
capture techniques, as opposed to 
'rotoscoping' (direct transfer of 
videotaped movement to 
animation frames), which allows 
him to be placed in any situation, 
viewed from any angle, and gives 
him lifelike mannerisms. Whereas 
rotoscoping can only ever be an 

D e l p h i n e I 

We did think about not putting in 
the cinematic sequences at al l ,  but 
in the end we think we have the 
balance just right.' 

Crossfire is undoubtedly the 
way forward for the interactive 
movie. Pre-rendered, video-based 
worlds and scenarios are 
fundamentally restricted in scope, 
but Crossfire is taking the next step 
towards the Holy Grail of game 
development: a product that 
combines the interactivity of 
Doom with the drama of a £ 
Hol lywood blockbuster. 

Crosafire's environment offers a high level of interaction, such as dealing with other characters (SVGA 
screen above). Delphine used a combination of 3D Studio and Alias and Softlmage to create the graphics 

exact replay of the original 
videotape, Crossfire's range of 
polygon-based movements is 
unl imited. 'There's no comparison 
to this kind of technique,' reckons 
Delphine's executive producer, 
Dany Boolauck. 'We can get 
exactly the moves we want and it's 
much more realistic.' 

Crossfire manages to maintain 
a superbly cinematic air without 
compromising on control labil ity. 
Constantly shifting perspectives 
keep dramatic tension 
permanently on the boil, while 
pre-rendered visuals have been 
kept to a minimum. 

' I don't think the cinematic 
sequences are that important,' 
asserts Paul Cuisset. 'They're 
useful to tell the story, but what is 
most interesting is the game itself. 

Three perspectives are available. On slower PCs, Alone In The 
Dark-style switching viewpoints speed up character animation 
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1 Starfighter 3 000 

34 

The fly-by camera gives 
you an opportunity to 
admire the scenery 
{top). Fly high for a 
panoramic view {above} 

So far, the 3 DO has fai led to produce a captivati ng flying game. 

Krisal is  cou ld be among the fi rst compan ies to earn its wings 

Format: 300 

Publ isher: Krisalis 
Software 

Developer: In-house 

Release date: October 

Origin :  UK 

t's not every day that 
Acorn p rog ram mers 
get snapped up by 
rival software houses. 
But that's exactly 
what happened when 

Krisal is S oftware met the coders of 
5tarfighter 3000 at the Acorn E xpo 
l ate l ast year. S i nce then, it has taken 
just th ree months for the game to be 
converted to the 3 D O .  

5 3 0 0 0  combi nes seat-of-the-pants 
f ly ing  action with a dash of tactics.  
Add i n g  to its appeal is  a true 3 D  
env i ron ment with a range o f  d ramatic 
vertical featu res : h i l l s, b u i l d i ngs, 
c l ouds and even space can be 
i nvestigated w ith total freedo m .  A 
range of camera ang les is a l so offered, 
i n c l ud ing  f ly-by and chase-cam - but 
u nfortunate l y  the re's no i n-sh i p  v iew, 
which means that your l i ne of fi re is  
frequently obstructed by your craft. 

Desp ite th is  potential  f l aw, 53000 
is  yet another i m pressive p iece of 
cod i n g  that wi l l  do 3 D O no harm £ 
in the com ing months. 

The 3D action is fast, smooth and fully 
texture-mapped. Scenery is drawn to the 
horizon {above middle). Engage your 
afterburners for a speed boost {above) 



p re s c re e n  

Slam ' ,. n am 
Crystal Dynamics' fi rst contri bution to the sports game gen re 

bui lds  on the 3 DO's existi ng reputation for sporting excel lence 

In true US 
TV style, 

the game 
includes an 
almanac's 

worth of 
stats, as well 

as numerous 
playing 

options 

Format: 300 

Publ isher: BMG 

Developer: Crystal 
Dynamics 

Release date: May 

Origin :  US 

Crystal Dynamics' basketball slm features a polished wooden court, 
transparent backboards, large sprites and ftve-on-ftve action 

Scaling sprites are used to Impressive effect (above). The 
game is presented In a zooming end-on perspective (left) 

rystal Dynam ics' 
maiden sports title, 
Slam 'n' Jam, is  not 
o n ly an attempt to 
capture a younger 
audience for the 3 DO, 

b ut also an obvious assau lt on EA's 
domi nat i o n  of the sporti ng arena. 

The game provides a d i sti nctly 
American perspective on the sport, 
with U S  T V-sty l e  presentation and an 
al manac of stats. T h i s, combi ned with 
the p l ethora of p l ayi ng options, 
prov ides an authentic ity perhaps on ly 
matched by EA's N BA games. 

B ut C rystal Dynam i cs is  
concentrat ing  on the post-j u m p-off 
act i o n  rather than the padd i n g .  E ach 
of the b itmapped characters can be 
scaled with l ittl e  p i xe l l at ion to 5 0 %  of 
the screen he ight; the p l ay ing  v i ew is 
l oc ked to a zoo m i ng end-on mode; and 
fi ve-on-five p l ay through out makes for 
frantic act ion .  T here's a l so a rep l ay 
mode with se l ectable  v i ews. 

Slam 'n' Jam wi l l  provide an ear ly 
i n d i cati o n  of C rystal Dynam ics' 
seasonal form as the company £ enters a new v i deogames fie l d .  
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p r e s c r e e n 

B ladeforce 

These graphics are an 
early indication of how 
Bladeforce will look 
and convey little of its 
visual sophistication 

Studio 3DO 

has managed 
to create a 
graphics 

engine that 
is on a par 

with the best 
3D seen on 
any platform 

Format: 300 

Publ isher: Studio 300 

Developer: In-house 

Release date: Late 1995 
Origin :  US 

he acce pted wisdom i n  
t h e  v i deogames 
i n d u stry i s  that 
p rog rammers req u i re 
around 18 m o nths to 
g a i n  the max i m u m  

p e rformance from a mach i n e .  
8/adeforce p roves there's s o m e  truth 
in that r u l e  of th u m b .  

Stud i o  3 D O 's B i l l  B udge ( a  vete ran 
US games des igner  respo ns i b l e  fo r 
Pinball Construction Set, among 
others)  h as now been wo r k i ng o n  
8/adeforce's g raph ics  e n g i ne fo r t h e  
best part of a year. 
The resu lts speak for 
themsel ves -
8/adeforce h as e as i l y  

t h e  m ost i m p ressive 
3D e ng i ne seen on 
the 3 D O  to date . The 
game i n it i a l l y  l o o k s  
s i m i l a r  to A n y  
C hanne l 's 3 D  sh oot 
'em u p  PO'ed ( see 
Edge 2 0 )  but the 
u ltra-sm o oth 
scro l l i ng ( ru n n i ng at 
3 0fps ) and 
h i g h- reso l ut i o n  
textu res d i sti n g u i s h  it 
from its nearest 
com petitor -
tec h n i ca l l y, at l e ast. 

The central  characte r h as a vari ety 
of weapons and a range of tact ics at 
h i s  d i sposa l .  T h e  specif ics of the 
game p l ay are sti l l  u n c l ear ( so far,  the 
focus h as been o n  h o n i ng the g ra p h i c s  
e n g i n e )  but w i t h  an env i ronment a s  
deta i l ed y e t  versati l e  as th i s, it  s h o u l d  
be poss i b l e  to a d d  v i rtu a l l y  a n y  type of 
act ion  to the game.  

W ith 8 /adeforce, Stud i o  3 D O h as 
p roved that it can create a g raph i cs 
e n g i ne on a par with the best 3 D  seen 
o n  any p l atfo r m .  I f  the i nte rnal  team 
can marry some exc it ing  g amep l ay 
with its u n d o u bted tec h n o l o g i c a l  
ach i evements, th i s  year's C h r i stmas 
smash for the 3 D O c o u l d  a l ready £ 
be ass u red.  

The 3 00 has no shortage of 3 D  

games, but Bladeforce sh ifts polygons 

u n l ike any other title on the format 

At this early stage, the explosions 
retain that familiar pixellated look 

This early level (left and 
above) has dark and moody 
depth-cued scenery 
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p r e s c re e n 

Boxe 

With a vital 
versus mode, 

spectacular 
action and 

more depth 
than any 

other 

example 
of silicon 

pugilism, 

Boxer's Road 
looks likely 

to set the 
standard for 
PlayStation 
sports titles 

a 
lthough shoot 'em u ps, 
dr iv ing  s ims and 
fighti ng games have al l 
featured heavi l y  in the 
P l ayStat ion's d iet, the 
l ucrative sports game 

genre has so far remai ned l arge ly 
u ntapped. Boxer's Road wi 1 1 go some 
way towards redressi n g  the balance 
when publ i sher N ew debuts the game 
its fi rst P l ay Station t it le - in M ay.  

G iven the S ony mac h i ne's p o l yg o n  
prowess, it was i nev itab le that N ew 
wou l d  m i rror the l i kes of Toh Shin Den 
and bestow on its box i n g  t it le a fu l ly 
3 D  envi ronment. The f ighters 
themse l ves are co l lections of G ou raud
shaded polygons, wh ich g i ves the i r  
movements a n  i nf i n ite range and 
avo ids the l i m itations forced on sprite
based attempts at the sport. The 

Road 
The PlayStation launches its bid for 

sporting glory with a polygon-based 

boxi ng game designed to show off 

the system's graph ical punch 

Format: PlayStation 

Publ isher: New 

Developer: In-house 

Release date: May 

Origin :  Japan 

Before the bell tolls, the PlayStatlon-controlled boxer raises his arms 
In expectation of victory. Thwarting his prediction Is very satisfying • • •  

f igures have an al most manneq u i n- l i ke 
appearance, but the dyna m i c  fash ion  i n  
wh ich they m ove quashes any 
reservations about rea l ism.  The 
f lavour  of rea l - l ife box i ng has been 
ach i eved with start I i n g  acc u racy : 
swi ng a r i g ht c ross i nto your 
opponent's jaw and h i s  head snaps 
back with jarri n g  force; back h i m  i nto 
the corner and he attempts to duck and 
ro l l  around your p u nches; de l i ver a 
series of c l ean b l ows and he staggers 
and falters, leav i n g  h i mse lf wide open 
for a fi n ish i n g  f l u rry. 

Few games use the P l ayStat i o n 's 
j oypad as effectively as Boxer's Road. 

The fou r  main  buttons are assi g ned to 



The array of views In 
Boxer's Road Is 
bewildering - one even 
offers a behlnd-th• 
boxer angle, making 
your fighter's torso 
transparent. The 
planned video playback 
mode should enable all 
20 perspectives to be 
used In replays 

The judges offer their verdict (top). The 
crunching moment of Impact, viewed In 
clo..up (Inset). On the ropes (above) 

jab left/r ight and hook left/ri g ht, wh i l e 
an add it ional  press of one of the 
shou l der butto ns turns al l pu nches i nto 
uppercuts ( both short and sharp c l ose 
shots and wider, arc i n g  b l ows) and 
other shou l der buttons co ntro l duck ing 
and g uard i n g .  The resu lt is  that 
f ight i n g  is f iercely deman d i ng, 
req u i r i ng a great deal of practice 
before a l l  of your f ig hter's actions can 
be combi ned conv i n c i n g ly.  

Perhaps the most remarkab l e  
aspect o f  t h e  game i s  t h e  vast n u mber 
of f ight v iews se l ectab l e  at any po i nt 
d u r i n g  a bout. There are 2 0  in al l ,  
from corner post to d i rectly above to 
even a canvas- l eve l v iew. M any are of 
on ly  l i m ited practical  use, but the i r  
i n c l us ion  i s  a n  i nd i cati o n  o f  t h e  t i me 
and care spent on the project. 

Although essentia l ly  a beat 'em up, 
Boxer's Road features many aspects 
that push it i nto s i m u l at ion te rr itory. 
Your f ighter can embark on a fu ll' 
career, i nvo lv ing  gym trai n i ng, f ight 
f i xtures and tou rnaments; n u merous 
sparr ing partners offer the i r  torsos for 
pumme l l i n g  i n  between p roper f ig hts, 
and a scari ly com prehensive 
n utritional  p l an ( featur ing prote i n, fat 

p re s c r e e n 1 

The boxers' polygon construction is especially evident in their angular 
shorts (above). Your opponent buckles and says goodnight (middle) 

and sugar leve l s )  has to be mon itored 
in order to mai nta i n  max i m u m  
pe rfo rmance i n  t h e  r i n g .  

W ith a v ital twop l ayer mode, 
consistently spectac u l ar acti on, and 
more depth than any other exam p l e  of 
s i l icon pug i l ism, Boxer's Road l ooks 
l i ke l y  to set the standard for £ P l ayStation sports titles. 
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p r e s c r e e n 

G u n ner's 
The game is 
reminiscent 

of cult Mega 

Drive title 

Gunstar 
Heroes, a 

sideways 
scrolling 
platform 

shoot 'em 
up renowned 
for .its frantic 

twoplayer 

action 

Axel and Lucas can 
collect power-ups (top). 
A mechanold ceases to 
be (centre and bottom) 

H eaven 
Format: PlayStation 

Publ isher: SCE 

Developer: In-house 

Release date: April 21 
Origin :  Japan 

o l ygon frenzy may have 
consumed many 
prog ram m i ng h ouses, 
but S C E  is  depend i n g  
on trad it ional  spr ite 
tec h n i q ues for its 

forthco m i ng re l ease, Gunner's Heaven. 
The game is  re m i n i scent of c u l t  

M ega D r i ve t i t l e  Gunstar Heroes, a 
sideways scro l l i ng p l atform shoot 'em 
up renowned for its frantic two p l ayer 
act i o n .  Basic weapons can be upgraded 
to g i ve the two characters, L ucas and 
Axe l ,  i ncreased range and fi repower, 
and ropes and one-off powe r-ups are 
also scattered around to add a m i n i ma l  
tactical e l ement t o  what wi l l  otherwise 
probab ly be a fai r l y  unsubt le  b l aster. 

The spectacu l ar explos ions and 
detai led  character an i mations wi l l  test 
the P l ayStati on's 2 D  ab i l it ies to the 
fu l l .  S C E  wi l l  no doubt be us ing  the 
l i m ited p rog ram m i ng t i me avai lab le  to 
p revent the sprite s l owdown seen £ 
in Parodius and Raiden. 

Sony Computer Entertainment's latest 

title is intended to prove that there's 

sti l l  a p lace for old-fash ioned scrol l ing 

shoot 'em ups on the PlayStation 

Gunner's Heaven features 
spectacular explosions 
(above Inset). The 
platfol'lftobased action Is 
familiar (above). Detailed 
backgrounds enhance the 
game's appeal (left) 
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1 The Ring 
Cycle 

I 0 years after Lords Of 
Midnight, M i ke Singleton's 

Maelstrom team is refi ning 

the graphic  adventu re even 

fu rther with a title based on 

Wagner's Ring Cycle saga 

42 

Voxel landscapes, polygonal characters and picturesque weather 
conditions combine to give Jlle Ring Cycle Its visually Individuality 

Format: PC 

Publ isher: Psygnosis 

Developer: Maelstrom 

Release date: June 

Origin :  UK 

ae l strom r i n g l eader 
Mike Singleton has 
become assoc i ated 
with epic  games. H e  
fi rst rose t o  fame over 
a decade ago with the 

legendary S pectrum adventure t it le  
L ords Of Midnight, for the now 
defu nct deve l oper Beyo nd. S i nce then 
his M ae l strom team has been 
respons i b l e  for a c l utch of ambitious 
projects, i n c l u d i ng Midwinter, Ashes 
Of Empire, and the soon-to-be-re leased 
L ords Of Midnight 3 for Domark. 

The Wagner- i nspi red The Ring 
Cycle has the same g raph ics eng i ne as 

Unlike the majority of Mike Singleton's 
previous efforts, Jlle Ring Cycle allows the 
player control of just one character 

the Domark t it le - a realtime Voxel  
based 3D system, a l be i t  with a Doom
sty l e  e n g i n e  for i nter i o rs - but M i ke i s  
k e e n  t o  emphasise t h e  bas i c  
d i ss i m i larit ies between t h e  two games. 

'There's a fundamenta l d iffe rence 
in what the p l ayer is  doing from 
moment to m oment, '  he expla i ns.  
' L ords Of Midnight i s  very strateg ic, 
whereas this i s  m ore a k i n  to s i ng le
p l ayer R P G s .  There's more of an 
arcade game sty l e  of presentat i o n  
e m p l oyed o n  Ring too . '  

The g a m e  revo l ves aro und the 
series of tasks which S ie g m u nd has to 

The various 

tasks are 
interwoven 

with a 

multitude of 
objects and 

characters, 

resulting in a 

complex web 

of adventures 

in which the 
player can get 
embroiled 

Maelstrom's landscaping system produces very Impressive results. 
Detail and smoothness can be compromised for slower machines 



A dragon arcs across the winter skyline. In one seen., the player actually 
gets the chance to control one of these majestic winged beasts 

Although relatively basic, 
the bltmapped characters 
do manage to convey a 
sense of solidity 

u ndertake in o rder to defeat Anvari 
and l i berate the gods. The vari ous 
tasks are i nterwoven w ith a m u ltitude 
of objects and characters, resu lti n g  in 
a who l e  web of adventu res in wh ich the 
p l ayer can get embro i led.  

M i ke S i ng let on i s  famed for 
producing m u lti-character adventu res 
in wh ich the p l ayer gets to d i rect a 
band of mythical leaders. ' T h i s  is a bit  
of a departure i n  that it's very m uch a 
s i n g l e-hero game/ reveals M i ke. 'The 
focus makes it more of an arcade 
game in some senses. There are, 
however, moments where S iegmund 
mag i ca l ly transforms i nto the other 
characters - a Val kyrie r i d i ng a f ly ing 
ho rse, a R h i ne maiden, even a d rago n . '  

S u rpr is ing l y, t h e  game's p l ot 
doesn 't adhere r i g i d ly to that of the 
opera. 'We've used the same 
characters and the same objects which 
crop up i n  the or ig i na l  story/ says 
M i ke. ' B ut we deci ded that sti c k i n g  

t o o  r i g i d ly t o  it wo u l d  m a k e  it  l ess o f  a 
game - the p l ayer wou l d  a lways know 
exact l y  what wou l d  happen next. ' 

O ne key aspect hasn't been 
changed, however :  'If the p l ayer 
actua l ly succeeds in the q uest then the 

hero does d i e, j ust l i ke in the 
ope ra. It adds a n i ce twist to 
the game/ laughs M i ke.  

p re s c r e e n 1 

The graphics engine provides a 
particularly satisfying depth of field 

Because of the m u l titude of 
i nterwoven strands, the game is  far 
from l i near. 'There are various chains 
of events to enact, but it's not a s i n g l e  
pathway game/ e l aborates M i ke. 'The 
p l ayer has a fai r l y  b road cho ice of h ow 
to approach thi ngs. '  

W ith such a free-ran g i ng 
e nv i ron ment on offer, M ae l strom has 
hit on an i ngenious dev i ce to p revent 
the p l ayer stray i n g  too far from the 
p l ot:  occas i onal ly, the voi ces of the 
gods c h i me i n, offer ing h e l p, sett ing up 
maj o r  quests, and, of cou rse, further 
e n hanc i ng the atmosphere .  

I n  p l ay, t h e  g a m e  offers a bal ance 
of roam i n g  th rough the l ush 3 D  
e nv i ronment, communicati on with the 
assorted i n d i v iduals  who popu l ate the 
l ands, and c l o se-quarters combat. A 
R P G -sty l e  system is used to fight the 
maj o r  characters, wh i l e  tak i ng on the 
more common creatures i n  the i nte r ior  
l ocations i s  presented i n  a more 
arcade-sty l e  manner.  

The f inal  i c i ng on the cake 
promises to be the sound . 'We're 
actual ly  us ing a rendit ion of Wag ner's 
music/ says M i ke.  ' It's n ot the who le 
th i n g - that lasts 1 3  hours !  We've 
conce ntrated mai n ly on The Ride Of 
The Valkyries and actual l y  had a fu l ly 
o rchestrated vers ion  reco rded . '  It's 
rousi ng, emotive and tru ly epic 
exact l y  what M i ke S i ng l eton and h i s  
M ae l strom team have i n  m i nd £ 
for the game itse lf. 

Interaction with 
characters from a 
number of outlandish 
races Is essential In 
order to make headway 
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p r e s c r e e n 

Highlander 

The range of scenery in 
the game is impressive 
(top). Traditional 
animation from the TV 
series provides the 
cut-scenes (above) 

Atari 's fledgl ing Jaguar CD system is push ing the console in  the 

d irection of c lass ic PC action-adventu res l i ke A/one In The Dark 

Format: Jaguar CD 

Publ isher: Atari 

Developer: Lore Design 

Release date: June 

Origin :  UK 

a l l ow i n g  the l aunch of 
the J ag uar C D- R O M 
( see E C T S  repo rt, 
page 1 0 ) ,  Atari is now 
foc us ing on exp l o it ing  
the  potential  of its 

custom 7 9 0 M b  format. O ne of the fi rst 
games to be re l eased for the system is  
L o re Des ig n's acti on-adventu re, 
Highlander, the product of a I icence 
agreement with G aumont Televis ion,  
creator of the Highlander animated T V  
series ( itse l f  based on t h e  c u lt fi l ms 
starring C h r istopher Lambert and 
Sean C a nnery ) .  

Lo re Des i g n  is a 1 5-strong 
W i rral -based com pany that has been 
wo r k i ng on the project with Atari U S  
s i nce M ay 1 9 9 4 .  The game started l ife 
as a one-on-one beat 'em u p, 
somewhat a k i n  to Rise Of The Robots, 
but, than kfu l l y, soon transce nded that 
genre.  As project d i rector Steve 
Mitchell ad m its, 'You s i m p l y  can not 
do j u stice to the wo r l d  of Highlander 
with a one-o n-one f ight ing  game . '  

I nstead, H ighlander evo l ved i nto an 
A lone In The Dark-sty le  adventure 
with 1 6 b i t  pre-rendered bac kg ro u nds, 
polygonal  characters, a puzz l e  e l ement 

Quentin McLeod, hero of both the film 
and the TV series, is composed of 
around 300 polygons. In this section 
he has to explore a network of tunnels 

and a cohere nt p l ot. In fact, the 
deve l opme nt process th rew up so many 
ideas that the g ame wi l l  get a 
staggered re l ease on th ree d i scs:  the 
fi rst d i sc wi 1 1  set the scene; the second 
wi l l  e l aborate on the story; and the 
th i rd wi l l  feature a f i g ht ing  f i nale .  

The g ame's protagon ist is  Quentin  
M c Leod, one of the l ast of a race of 
i m m orta l s  on a post-apocalyptic 
Earth, who has to seek g u i dance from 
others of h i s k i nd before c l a i m i n g  The 
P r i ze - abso l ute knowledge.  
T h rough out the g ame, the p l ot is  
deve l oped by means of cartoon 
c ut-scenes from the TV programmes. 



p re s c r e e n 1 

Lore empl oyed motion capture 
techn iques to construct and an i mate 
the characters, deve l o p i ng custom 
too l s  to enable data to be transferred 
from the capture equi pme nt d i rect l y  to 
the J ag uar. Atari  is hop ing  that the 
resu ltant smooth, rea l i st ic motion wi l l  
make u p  for the re l atively sma l l  
n u mber o f  po lygons used for the 
characters - M c Leod h i mse lf is  made 
up of o n ly around 300 polygons and 
can therefore appear rather 

i ns ign ificant at ti mes. 
Highlander's 

backgrounds, wh ich are 
d isp layed in 6 5, 0 0 0  
c o l o u rs, were a l l 
rende red in 30 Studio. 
Lore took the o r i g i nal  
product ion des i g n  from 
Gaum ont and mode l l ed 

it as a 3 D  'set', before us ing the 
package to estab l i sh camera ang les 
and render v iewpoi nts. P i x e l -pe rfect 
z-b uffe r ing  was then added, and 
f ina l l y, the co l l is ion detecti o n  was 
prog rammed i n .  

T h e  resu lt  is a g raph i cal 
envi ronment that does j ustice to the 
story l i ne.  The acti on-adventure format 
is  one that has se rved PC deve l ope rs 
we l l , and if Lore can produce a game 
that captu res the atmosphere and 
gamep l ay of A lone In The Dark, £ 
J ag uar owners wi l l  be satisfied. 

All Hlglllandel's backdrops, like this dramatic valley scene, were rendered In 3D studio and are displayed In 18blt 
colour, with the character laid on top. They are all based on locations that have actually appeared In the cartoon 

Highlander Is an 
action-adventure which 
offers a compelling 
mixture of combat (top 
left) and exploration 

The multitude of 
viewpoints available 
(above) gives the game 
a cinematic quality 
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p r e s c r e e n 

Ray Force 

The standard laser at work (above left). Weapons can be powered up, 
as Indicated by the meter at the bottom of the screen (above right) 

Many 16bit 

console titles 

of this 
nature have 
promised to 
deliver a 
genuine 

arcade 
experience 
but all have 

fallen short 
of the mark . 

· Format: Saturn 

Publ isher: Taito 

Developer: In-house 

Release date : TBA 

Origin :  Japan 

he verti ca l ly scro l l i n g 
shoot 'em up, once 
such stap l e  v i deogames 
fare, i s  undergoing  
someth i n g  of  a 
resurge nce, with the 

l i kes of S e i bu's P l ay Stat ion convers ion 
of Raiden and now Taito's Ray Force 
on the S aturn.  

The 1 8-month-o l d  coi n-op had 
praise heaped on i n  J apan, a lthough it 
never made it to U K arcades i n  l arge 
n u m be rs. The act ion  i s  set in a space 
environ ment and a l l ows for two p l ayer 
s i m u ltaneous p l ay, as we l l  as the usual 
assortment of dead ly weapons. 

M any 1 6 b i t  conso l e  titles of th is  
nature have prom ised to de l iver a 
gen u i ne arcade experience but near l y  
a l l  have fal len short o f  t h e  mark. 
H owever, with the S aturn's powerfu l 
spr ite hand l i ng ab i l it ies on tap, a 
pe rfect convers ion of Ray Force sho u l d  
be possi b l e - if t h e  vers ion s e e n  a t  the 
recent J apanese G ame E x po is  
anyth i n g  to go by,  it a l ready £ l ooks l i ke Taito has a winner .  

Another classic arcade shoot em up is 

headed for home screens with the 

Satu rn's answer to PlayStation Raiden 

The blue homing laser proves to be the 
most powerful component of your 
limited armoury (top and above) 

Ray Force's backgrounds 
don't feature as much 
variation as Raiden's, but the 
gameplay is more tightly 
structured (top and above) 
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p re s c r e e n 1 

Vi rtu a 
The Satu rn is the latest Sega machine to 

acqu ire a vers ion of the com pany's 

ground-breaking coin-op racer 

All three coln-op tracks - Including Big Forest (above) - appear I n  TWI's 
conversion, with faithful trackslde objects (albeit with lowered detail) 

Virtua Racing's famous four 'vlrtua' viewpoints are set to make 1t to 
the Saturn intact, from In-car, complete with polygonal driver's hands 
(top left) to the detached but all-seeing view four (above left) 

Rac i ng 
Format: Saturn 

Publ isher: Time Warner 
Interactive 

Developer: In-house 

Release date: TBA 

Origin :  US 

S 
ega's sem i na l  po lygon 
racer, Virtua Racing, 
is s l owly d r ift ing 
S aturnwards, courtesy 
of T i me Warner 
I nteractive. Rather 

than embark ing  on a d i rect trans lation 
of the coi n-op, however, the com pany's 
i n-house deve l opment team has - as 
Sega itse l f  did with its 32X update 
e l ected to ramp up the n u mber of 
se l ectab le  cars and tracks, as we l l  as 
add n u merous general enhancements . 

F ive veh i c l es are 
avai l ab le  for se lect i on : a 
standard F l , an F l 60, a 
G T P, a co upe, and even a 
d i m i n utive go-kart, with 
the opt i o n  to custo m i se 
your chosen car. The th ree 
coi n-op c i rcu its are j o i ned 
by seven new ones, entit led 
Amazon Fal l s, Pac if ic 
Coast, M etropo l i s, D i ab l o  
Canyon, A l p i ne, S u rfers 
and S peedway. 

L i ke Saturn Virtua 
Fighter, Virtua Racing wi l l  
have a l owe r polygon count 
than its arcade parent. The 
early vers ion Edge has 
seen was i m p ress ive ly  
sm ooth, a lthough object 
popp i n g  in d i stant scenery 
components was as much i n  
evidence a s  i n  S ega's 
convers ion of Daytona. 

Despite the age of its 
progen itor, the Saturn 
vers ion of Virtua Racing 

wi 1 1  no doubt prove very we l come to 
the many hardcore rac i ng game fans 
who sti l l  regard it as a superior £ 
d r ive to Daytona USA. 

The polygon count for 
the individual cars Is 
surprisingly high 

Five vehicles 
are available 

for selection: 
a standard 
F1, an F160, 
a GYP, a 

coupe and 
even a 
diminutive 

go-kart 
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above add ress. The d i rect debit opt ion i s  o n ly avai lab le  to subscribers with a U 1<-based ster l i ng bank 

acco unt. D i rect debit payments are ded ucted an nua l ly  in advance. 

� 
D I R ECT 
D e b i t  

T h i s  form i nstructs y o u r  ban k o r  bu i l d i n g  soc i ety 
to make payments d i rect from y o u r  account. 
P l ease comp lete a l l five items and send it  to us  
as d i rected .  
( Banks and building societies may refuse t o  accept 

instructions to pay direct debits from some types of accounts) 

1. Full address of your branch 

To: The manager 

Ban k/bu i lding society 

2. Account number: D D  D D  D D  D D  
3. sort code: D D  D D  D D  
4. Account in name of: 

Instructions to 
ban k/bu i l d i n g  soc i ety : 
I instruct you to pay direct debits from my account at the request of 
Future Publishing Ltd 
The amounts are variable and may be debited on various dates. 
I understand that Future Publishing Ltd may change the amounts 
and dates only after giving me prior notice 
I will inform you in writing if I wish to cancel this instruction 
I understand that if any direct debit is paid which breaks the terms 
of this instruction, you will  make a refund 

5. Signed -----------------------------

Date-------------------------------
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The AV expansion port which 
appears on the right side of 
the machine (above) will 
accept the eagerly awaited 
M2 accelerator, resulting in 
a snug.flttlng Mega Drive 
and Mega CD look. The FZ· 
10's power switch (right) 
has been shifted around 
from the front to the left 
side, for no apparent reason 

Manufacturer: Panasonic 

Price: TBA 

Release: May 

anasonic's remodelled 3 DO base unit, the 
FZ- 1 0, appeared in  Japan last year, its 
sleek new l ines and competitive price 

ensuring that interest remained buoyant in 
such an important territory. Completely 

restyled, the machine's biggest change 
l ies with its CD system - the front-

loading tray mechanism has been � 
replaced by a less costly l id system. � 

Panasonlc appears to have gone backwards rather than 
forwards with the redesign of Its 3DO - the FZ·10 has a look 
strangely reminiscent of NEC's ageing PC Engine Duo console. 
Access and power LEDs remain largely unchanged 

The rear of the machine holds few surprises, but there's no RF socket in evidence. From left to right: de-bugging( country code protection switch 
(available on press and development machines only), 5-VHS port, composite video and audio (I and r) ports, expansion port, power cable socket 
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t was the best of things. 
lt was Trip Hawkins' 
baby and it was the 
future of videogaming. 
When details of the 3DO 
format and screenshots 

of selected titles began to appear in the 
games press in late summer 1 993, it 
seemed as if the videogames world was 
finally on the brink of that oft-discussed 
utopia - the industry standard. 

lt was the worst of things. Within a 
few short months the pre-launch hysteria 
was followed by post-launch 
disappointment. Many who had subscribed 
to the 3DO vision were left with a bad 
taste in their mouths and bad jokes on 
their l ips - of which '3 Dozen Ordered', 
'3DOA' and '3Doh!'  were the most 
viciously funny. 

But all proved to be wide of the mark. 
Despite the rollercoaster ride 3DO has 
experienced since its conception, reports 
of the system's demise have been greatly 
exaggerated. Worldwide sales of well over 
half a mil l ion units to date show that 3DO 
is alive and - in some respects - kicking. 

The eventful ,  headl ine-grabbing 
history of 3DO can be explained by what 
Americans call 'The Vision Thing'. Bil l 
Clinton had it; George Bush didn't. Trip 
Hawkins had it and set about building the 
entire 3DO format on his own personal 
'vision thing'. The concept appealed to 
everyone. A standard akin to VHS or CD 
audio, a huge performance leap from 1 6bit 
and the support of major players l ike EA, 
Matsushita and 

overnight, it takes time". One of the 
reasons why we had to launch early was 
because we knew it would take a long time 
to get establ ished.' But Faber admits that 
3DO couldn't possibly have lived up to 
people's initial expectations. 'We knew it 
was a risk, we knew we didn't have enough 
really great software but we had to do it.' 

1 8  months down the l ine, the 3DO 
vision is sti l l  strong; according to Faber it's 
only short-sightedness that has led people 
to write off the system. 'The thing that 
we've done that people fail to realise is that 
we have taken a really big lead in this 
generation when we weren't even on the 
map two years ago,' he argues. lt's certainly 
true that while 3DO was busy bui lding a 
market for itself, its competitors stole 
publicity from under its nose. Itself a sour 
indictment of the fickle videogames 
industry, 3DO has been subjected to over
the-top hype followed by over-the-top 
criticism. Now, the company believes, such 
difficulties are in the past. 

The birth pangs of 3DO are over and 
now the format faces its biggest chal lenge 
with the impending arrival of the Sony 
PlayStation and Sega Saturn. lt's a challenge 
that all concerned with 3DO feel they're 
ready to meet. ' I think that 3DO can 
compete favourably,' reasons Panasonic 
UK's general manager, Bob Tate. 'lt's 
going to be tough - our competitors are 
big, responsible companies and they will 
make an impact on the marketplace. We'l l  
move from a position where we have a 
product that is relatively unique to one 
where there is much closer competition.' 
3 DO may not have the market to itself for 

'People built up the 
hype around us 
without us having to 
say anything' 

much longer but its 
conviction is still 
strong and it's this 
that will decide the 
system's future more 
than anything else. 

AT& T. Then there 
was Mr Hawkins 
himself. He had 
made Electronic 
Arts the biggest 
entertainment 
software company 
in the world; if 
anyone knew the 

Bob Faber, managing director, 300 Europe 

Sony, Sega and 
Nintendo are playing 
a game that the 

games market, surely he did. Finally, there 
was the software. Screenshots of EA's 
Shockwave, Crystal Dynamics' Crash 'n Burn 
and other dazzling-looking games were l ike 
manna from heaven to an audience tired of 
the clone-u-l ike 1 6bit software scene. Little 
wonder, then, that 3DO needed no help in 
sell ing the vision. 

'People built up the hype around us 
without us actually having to say anything,' 
explains 3DO Europe's managing d irector, 
Bob Faber. 'We spent a lot of time trying 
to calm down people's expectations, saying 
"Wait a minute, this doesn't happen 

interactive 
entertainment business knows and, for 
better or worse, trusts in varying degrees. 
In the console industry ('the toy model', as 
Trip Hawkins dubs it), a piece of hardware 
is flogged for a l imited timespan and then 
dropped in favour of a new machine a few 
years later. 3DO's strategy has establ ished 
a freer, more democratic market. Faber 
insists that 3DO's lower development 
costs and potential for greater profit 
margins is the way forward for the industry 
as a whole and a crucial factor in the 
company's strategy. 

However, Bob Tate freely admits that 

this approach has left 3DO looking less 
dynamic than Sony and Sega. 'In the short 
term, I think it's fair to say that it makes life 
more difficult, as from startup a single 
company can be very dynamic. However, I 
think you'l l see where more people are 
involved in a wider range the benefits 
escalate accordingly. You get a slower start 
but a faster second phase.' 

For Tate, the 3DO vision is something 
that both the industry and the consumer 
have to get used to. 'Expectation is on a 

Goldstar is the only manufacturer to alter 
3DO's much-criticised joypad design 

fast turnover in product. That isn't our 
style and both the customer and ourselves 
are having to get used to where that leads 
us. Us in terms of having to move more 
quickly to upgrade and develop and the 
customer in terms of looking at something 
that provides him with longterm stability.' 

The word 'longterm' crops up 
with revealing regularity when any of the 
major companies involved with 3DO 
discusses the system. The combination of a 
large number of manufacturers and 
scalable, constantly evolving architecture 
remains the bedrock of 3DO. 'When you 
think about 3DO it's much better to think 
about it the way you think about a PC as a 
foundation and not as a point product l ike 
a videogames system,' explains Bob Faber. 
'We know we can extend the product and 
have it evolve through time; they already 
know that they can't do that with theirs 
and they're wil l ing to make a point product 
and replace it with something else later.' 
With the PC totally dominant in the 
computer market, it's a comparison that 
3DO is keen to play up. 

Sales of over half a mi l l ion units are 
significant but, as Panasonic and 3DO are 
happy to admit, it's still strictly early-
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A side-on view of Sanyo's TRY machine (above) reveals a rippled styling which is 
completely at odds with the rest of the family's straight, clinical edges. 
The standard AV expansion port (for M2) lies beneath a plastic cover 

Manufacturer: Sanyo 

Price: ¥54,800 (£385) 

Release: Avai lable now (Japan) 

he Sanyo machine is currently only available in 
Japan, where the Japanese company is also 
publishing its own 3 00 software. With its sleek, 

curvaceous l ines, it's arguably the best-looking of the three 
avai lable 3 DO systems. 

Taking a h i-fi separate as its inspiration, it features 
a front-loading CD tray which, rather than just 

acting as a caddy to transport the disc into the 
machine, actually houses the drive mechanism 
itself .. Sanyo has yet to announce its launch � 

strategy for the US and Europe. � 

The rear of the Sanyo TRY machine is clean, uncluttered and much the same as all the other 3DO models. Left to right: expansion port, 
5-VHS port, composite video port, audio (left and right) ports, power supply cable. 
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adopter numbers. 
However, it's worth 

remembering that the 
Mega Drive only sold 

1 50,000 units in its first 
year (and also received a 

less than emphatic welcome 
from the press) but still went 

on to capture the lion's share of the 1 6bit 
market. What is there to show that 3DO 
can make it to the big sales league? On the 
hardware front, 3DO's principal strength is 
that it has partners big enough to absorb 
the high initial costs and relatively low 
turnover in the early life of the format. 
Panasonic, part of the $60 bil l ion 
Matsushita conglomerate, and Goldstar, a 
brand of the $40 billion Korean Lucky 
Goldstar Group of Companies, are both 
committed to the format. 'Matsushita's not 
a company to back off from an investment,' 
says Panasonic's Tate. 'lt is very early days 

Trip Hawklns' alma mater, EA, has 
distinguished itself In the 300 software 
business with games like John Madden 

with the product and to us it's a longterm 
product. In five years we would see it as a 
mainstream entertainment product.' 

After Sony broke with Nintendo, it 
decided to go it alone and create its own 
format from scratch. In contrast, 3DO has 
given Panasonic, Goldstar and other 
manufacturers l ike Sanyo a low-risk 
opportunity to buy in to a format which 
has already undergone the expensive 
development process and has the potential 
for greater things. lt's something that 
Goldstar UK's Andrew Chorzelski 
recognises. '3DO has offered us a relatively 
quick gateway into the market. When we 
looked around at the technologies available 
at the time, 3DO gave us the most 
advanced and upgradable system.' Despite 
its initial concept of a multimedia player, 
Goldstar is keen to promote its machine as 
a games-plus format, even including a free 
Kodak Photo CD voucher in its launch 
bundle. 'Games, first and foremost, remain 
the reason anyone buys a 3DO. But if 
you're spending £400, the consumer has 
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the right to expect the machine to grow 
with them,' argues Chorzelski. 

After keeping a very low profile at 
first, Matsushita appears to be finally 
putting some money behind 3DO with a 
$ 1 5  mil l ion advertising campaign scheduled 
for this spring in Japan - a  market where 
3DO performed better than expected with 
sales of around 360,000 units before 
Christmas 1 994. But a planned Panasonic 
MPEG I add-on for the 3DO has been 
delayed. 'There is so much confusion now 
that what we want to do is provide 
something that is front and back-end 
compatible,' explains Tate. A much more 
important factor in 3DO's longevity will be 
M2, a very powerful graphics engine which 
should raise 3DO's capabilities way beyond 
those of its immediate rivals. 

However, 3DO itself is downplaying 
M2. ' I don't think that this year is a 
commercial event for M2,' says Faber. 'This 
year M2 is a showcase to prove that the 
foundation strategy is the right thing.' lt's 
known that 3DO wi l l  make both major 
hardware and software announcements 
about M2 at E3, but right now the company 
is playing its cards close to its chest (it's 
understood that a roster of M2-powered 
coin-ops and original titles are already 
under way). Thus far it seems that 3DO is 
using M2 more as a spoiler than anything 
else. Sweet revenge for the drip-feed of 
PlayStation and Saturn details that Sony and 

Samsung revealed a working 3DO prototype 
at the Chicago CES in mid-1994. Uke AT&T, 
the firm is adopting a 'wait and see' approach 

cost of its hardware, and it is expected that 
the company will be undercutting its 
competitors when they launch this autumn. 

The seeds of longterm success 
are certainly there in the hardware but 
3DO also needs something that has been 
relatively thin on the ground since the 
machine's US launch in September 1 993 -
high-qual ity, original software. The old 
adage that software sel ls hardware still 
holds true and the qual ity of the 200-plus 
3DO releases has, until now, been patchy. 
If anything has thrown doubt on Trip's 
vision, it's the fact that, after 1 8  months on 
sale, there are only a handful of 'must have' 
titles for the 3DO. The software house 
most identified with 3DO in its early days, 
Palo Alto-based Crystal Dynamics, has 

Sega supplied 
throughout the 
3DO's first year 
onsale. 

Whatever the 
future holds for 
3DO hardware, 
the present price 
of the system 
severely l imits its 

'This year M2 is a 
showcase to prove 
that the foundation 
strategy is right' 

performed 
sporadically: flashy 
original titles l ike 
Crash 'n' Burn, Total 
Eclipse and Off-World 
Interceptor have been 
nothing more than 
short-term 

Bob Faber, managing director, 300 Europe temptations, but 

potential audience. 'lt is sti l l  the specialised 
gaming market rather than the more 
mainstream games/family entertainment 
market,' admits Tate. lt remains to be seen 
if Sony or Sega will be pricing their 
consoles to appeal to a wider market, but 
right now 3DO is only hitting a few, 
wealthy punters. 'We're not appealing to 
the traditional early- to mid-teens market,' 
claims Goldstar's Chorzelski. 'The mean 
age seems to be 25-26. He's PC l iterate, 
has access to more than one videogames 
system and doesn't consider himself a 
"gamer".' Goldstar, Panasonic and 3DO 
itself are confident that, ultimately, their 
machines will break through to a wider 
audience (UK sales are around 20,000 units 
so far) and hardware prices will fal l 
accordingly. 3DO has scope to reduce the 

faithful conversions 
l ike the Neo-Geo classic Samurai Shodown 
- have been well received. 

Trip's alma mater, Electronic Arts, has 
distinguished itself, turning out a series of 
innovative, challenging and visually enticing 
games. Road Rash and John Madden Football 
were ground-up conversions that went way 
beyond the 1 6bit originals, and while The 
Need For Speed wasn't quite Ridge Racer or 
Daytona, it sti l l  gave good wheelspin. With 
FIFA Soccer, EA really moved the goalposts 
and produced the 3DO's first worthy game 
- in the UK, it's been sel l ing practically at a 
one-to-one ratio with the hardware. (The 
title is held in such high regard that 
Goldstar is bundling it with its UK 3DO, 
which arrives in May.) 

Bob Faber is characteristically candid 
about the slow flow of decent titles that 
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Ill 1 The G o ld  Star 3 D O  

Goldstar's machine opens on the left side to reveal the AV expansion port 
nestling in a gaping aperture (above). 3DO will license future add-on 
technology to thirdparty manufacturers to ensure that each brand will have 
its own unique design and avoid potential incompatibilitles. The unit (right) 
has an understated design compared to other 3DO systems 

Manufacturer: Goldstar 

Price: £400 ( i ncluding pack-in 

game FIFA Soccer) 
Release: May (UK) 

orean electronics firm Goldstar launched its 
3 DO model in Japan in October last year and 
in the States in November - where it recently 

claimed it was outsell ing Panasonic's own machine. 
And it won't be long before another 

electronics giant feels the punch of Goldstar's 
marketing drive - it has l icensed the CD-i 
technology from Phil ips and plans to have a 

compatible machine ready for launch � 
later in the summer. � 

From the rear, it's clear that Goldstar has spent a significant amount of time in order to cover all options. From left to right: de-bugging,tcountry code 
protection switch, expansion port, NTSC signal switch, RF port, 5-VHS port, composite video port, audio (I and r) ports, power supply cable 
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3DO endured for the 
first few months after 

launch but accepts that 
it was the price 3 DO 

had to pay for getting to 

� he market first. 'Would it 
�· have been greater if we'd 

have waited until 1 994 to 
launch and had really eye-poppingly great 
software that would totally blow away 
every person you'd ever met? Yeah.' 

The lead that 3DO has built up over 
the PlayStation and the Saturn by being out 
there first will, he believes, ensure that it 
wins the 32bit battle. Historically, 'first-in 
equals first place' was certainly true for 
Sega, which beat Nintendo to the market in 
Europe and America with the Mega Drive, 
but not so for Atari, which lost out to 
Commodore's Amiga in the 1 6bit 
computer market. 

Naturally, he prefers to look forward 
to a brighter future of original product. 
'We tell developers now, if you're doing 
ports, ki l l  them. We don't need them. 
There are hundreds of original titles in 
development.' However, Faber readily 
concedes that 

and drive up software retail prices, MDF 
looks positively attractive. 

A fresh crop of 3DO titles is renewing 
interest in the machine as the honeymoon 
period of the Saturn and PlayStation comes 
to a close. Both Bladeforce and Killing Time 
from Studio 3DO 
look outstanding, and 
thirdparty titles l ike 
Po'ed and Slam 'n' Jam 
are using the 
hardware well . 'This is 
the tip of the iceberg,' 
claims Faber, taking 
the chance to get in a 
sideswipe against the 
3DO's rivals. And 
Faber is confident that 3DO's approach to 
educating developers is second to none. 
'The systems put in place by 3DO were 
really good at getting developers up to 
speed,' he claims. 

While some degree of mutual 
rubbishing is inevitable as the PlayStation, 
the Saturn and the 3DO gear up for battle 
on the shelves, it's true to say that 3DO 
has come in for more than its fair share of 

stick. Not that 
certain big-name 
titles such as Myst 
do 3DO no harm. 

3DO can take 

'The establishment 
of standards around 
the world moves in a 
glacial timeframe' 

Faber is asking for 
sympathy; he 
accepts that it 
comes with the 
territory. 'One of 
the reasons why 
there are so many 

heart from another 
old adage that says it 
takes a couple of 
years for the 
development 

Bob Faber, managing director, 3DO Europe more negatiVe 

community to really get to grips with a 
machine and start turning out great 
software (something PlayStation and Saturn 
owners may be facing up to as a steady 
stream of disappointing shovelware comes 
their way). There are currently 200 3DO 
titles in development worldwide and 75 
tides planned for release in the UK this 
year alone. 

That's a release schedule 3DO could 
have done with 1 8  months ago - especially 
as both Sony and Sega have a lot of titles in 
development - but it's proof that 3DO's 
much-maligned Market Development Fund 
- a $3 levy on every title sold to cover 
advertising, promotion and manufacturers' 
profits - hasn't deterred potential 
developers. 'The reaction was initially 
pretty negative,' accepts Faber. ' I think 
what a lot of them did was take their foot 
off the gas for 30 days in the fall but once it 
became clear that it was good for their 
business they said, "Now, I understand."' In 
light of Sony's recent announcement of a 
DM20 ($ 1 4.50) royalty on each European 
CD release, which looks set to cut margins 

comments made 
about 3DO, even among developers, is 
because they won't make negative 
comments about other platforms, as they 
will get hurt. Very often they'l l be put into 
a disadvantaged position as a result.' 

Mud-sl inging aside, Faber can't see 
3DO losing out to Sony or Sega. 'They're 
going to come in, they're going 
to fight and we'll jockey for 
position and you know what's 
going to happen at the end of the 
day? All the competitors are 
going to be there.' 

lt's a typically open 
statement from a company that's 
genuinely trying to do things in a 
different way, a way that many in 
the videogames industry are still 
coming to terms with. 'What 
Sega and Nintendo have done 
has been, in the past, quite 
successful and it's an interesting 
model to look at,' says Bob T ate. 
'From our point of view, to 
replicate that is not always the best thing, 
in that maybe in the future that isn't going 

Studio 3DO titles Bladeforce 
(above) and Killing Time (left) are 
possibly the strongest examples 
yet seen of 3DO's performance 

to be the best way of approaching it. I think 
the market wi l l decide which is the better 
in the long term.' 

There it is again: 'longterm'. 3DO isn't 
going to go away - its major partners are 
all in it for the duration. Witness 
Matsushita's heavy backing of M2 and 
Goldstar's enthusiastic entry into the 
European market. 

So, is 3 DO destined to  be  the 
global standard for interactive 
entertainment? Bob Faber is realistic but 
optimistic. 'Now we're a lot smarter about 
the way people react to that statement. 
When you think about the establishment of 
standards around the world, that's 
something that moves in a glacial 
timeframe. lt really takes a long time but 
we think doing many of the right things to 
make it happen. We're getting the right 
partners, we're developing the right 
ski l lsets, we're driving down the costs and 
we're increasing distribution.' 

The vision is still there. All it 
needs is for the reality to catch up. £ 

M2's astonishing 3D performance is 
Illustrated by this realtime demo, the first of 
a set of engineering demonstrations 
produced to convince potential developers 
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lnteractor is a one -of-a-kind virtual 

reality vest that adds a third dimension 

of FEELING to video games. 

When you slip on lnteractor, you' l l  

feel punches, kicks, s lam dunks, 

explosions and more! 

lnteractor works by converting the 

standard audio output of you game 

system into body-pulsing vibration. 

TIMEBASE CORRECTOR 
.6 Composite and Gen Lock input/output. 
Easy push button video input selector . 
.6 8 Bit resolution, 4:2:2 sampling. 
Wide bandwidth freeze frame/field; field 1 
and field 2 selectable. Gen-Lock capability . 
.6 Auto-level control fade to black . 
.6 Adjustable control of luma, chroma, 
brightness and contrast level. 

With this unique arcade 
power base unit you can �K!�� 

play 'Jamma' arcade 
K"'"'"'� 

boards on your own TV. ION 
Choose from the huge range of Jamma 
Arcade boards available at low, low prices. 
Why play arcade conversions 
when you can play the 
original for less. This full 
specification unit has 
all the features required 
for 'Jamma' Board 
functions. 

SECAM to PAL 
.6 Ideal for all applications including 

dubbing across video standards • 

.A. Digital system means rock steady 
picture even with VCR to VCR • 

.A. Built-in time base corrector • 

.6 Two inputs and two outputs • 

.A. 525/625 line and 50/60 Hz 
conversion • 

.A. 2M bit field memory. 500 line 
resolution. 

We have a full range 
of genuine Jamma 

arcade boards 
including: 

SF2, ROBOCOP, CHOPLIFTER, TURTLES, 
TYPHOON, GALAGA, PITFIGHTER, SIMPSONS, 
DOUBLEDRAGON, WRESTLE FEST, 
GOLDEN AXE, SPLATTER HOUSE, ALTERED 

BEAST GREEN BERET, DYNABLASTER, 
SALAMANCA, WWF, MIDNIGHT RESISTANCE 

Plus loads more from only £30.00. 
Full list available. 

ARCADE POWERBASE .A. 150 watt psu . .A. Two joystick ports. 

�:� - I 
.A. Full jamma connector . .6 Complete with 4 button 

controller & mains lead .A. Full scart output. 
robust case . .A. Credit & reset buttons. 

• COMPOSITE & RGB 
SCART OUTPUT. 

.A. Play NTSC equipment on your PAL 
Monitor/Scart TV. 

.A. Ideal for 300, Jaguar,Saturn 
Playstation in fact most imports etc. 

.A. Converts NTSC video or S-VIDEO 
signal to PAL composite & RGB SCART 
Video Signal 
Complete unit supplied with cables etc. 



Japan's top selling CD based console is now 

available in full European specification. 

Ready to just Plug' N 'Piay. 

ONLY NEO GEO CD CAN OFFER TRUE ARCADE 
POWER BECAUSE IT HAS A MASSIVE 55 MEGS 
OF BUILT IN RAM! THAT'S 4 TIMES MORE THAN 

A PLAYSTATION! 
e Dazzling graphics, sizzl ing sound and fully 

orchestrated music! 
e Complete with two new design custom 

joysticks for immediate 2 player action. 
e Many more new releases scheduled at prices 

that will please your 

AERO FIGHTERS 2 
ART OF FIGHTING 2 

TOP HUNTER 
SAMURAI SHODOWN 

ART OF FIGHTING 

Mains power supply unit 
for import equipment 

such as laser disc players, 
VCR's, TV's, Consoles etc. 

American I Japanese 
type 2 pin output. 



100 WORTH OF SOFTWARE (or more) 
PAY U S  6 M O NT H S  LATE R 

Call into any Calculus Store or if it's more convenient cal l our mail order l ine, fi l l  in the 
form and subject to status, you can use you r  software for 6 long months before you fay a J?enny. At the 

end of six months pay us todays price in ful l ,  No charge, No strings attached or over a period o 6 to 36 months * 

39 Friars Square Centre 
TEL: 0 1 296 436S I I 
MAIDENHEAD 

3D Atlas 
Theme Park 
Hell 
GEX 
Cyberclash 
Return Fire 
Starblade 
lmmercenary 
Shock Wave 
Ballz 
Dragon 
VR Stalker 
The Horde 
Pa Taank 
Shock Wave 
Virtuoso 
Family Feud 
MegaRace 
Soccer Kid 
Total Eclipse 
Flash Back 
Real Pin Ball 
Jam m it 
Stricker 

6 Nicholson Walk TEL :01628 7707� 

FARNBOROUGH 
I Princes Mead Shopping Centre 

TEL 0 1 252 377722 

- The Choice is yours. 

£39.99 
£39.99 
£44.99 
£44.99 
£39.99 
£34.99 
£39.99 
£39.99 
£39.99 
£34.99 
£39.99 
£29.99 
£29.99 
£39.99 
£34.99 
£24.99 
£34.99 
£29.99 
£29.99 
£39.99 
£29.99 
£34.99 
TBA 

£24.99 
£34.99 
£39.99 

Bl.IUON-UPON-TRENT 
The Octagon Centre, New Street 

TEL: 0 1 283 5 1 7505 
COVENTRY 

24 Orchard Walk Shopping Centre 
TEL 0 1 203 520778 

SUTTON COLDFIELD 
80 The Parade TEL.: 0 121 3554839 

TAMWORTH 
34 Ankerside Shopping Centre 

TEL: 0 1 827 67776 
WALSALL 

48 Park Mall Saddler Centre 
TEL: 0 1 922 2 1 700 

£42.99 
£48.99 
£44.99 
£42.99 
£42.99 
£48.99 
£54.99 
£59.95 
£44.99 

Park £44.99 
Kid TBA 
Bruce Lee Story £42.99 

Man · Arriving Soon Tiny T cons Arriving Soon 
Arriving Soon Rage Rally Arriving Soon 
Arriving Soon Flip Out Arriving Soon 
Arriving Soon Ruiner Pinball Arriving Soon 
Arriving Soon Hard ball 3 Arriving Soon 

Requiem Arriving Soon Dactyl Jou�t Arriving Soon 
Nicklaus Cyber Golf Flashback Arriving Soon 

' 641>!  CoMcle�� CD <JU<I!o/ SOUI1d  
£159.99 

Includes Cybermorph software title 
Kasum i  Ninja Pack includes Cybennorph £ 1 99 

NEW Ji1G41"' CD ROM DRIVE 
The addition of the new Jaguar CD - ROM_you will instantly 

have access to the exciting world of CD Technology 
* Dual speed CD-ROM * 352k I sec transfer rate 

ARRIVES APRIL 1 995 
iiiiiiiiiiiiiiiii�RRP--. £149 

ALTRINCHAM 
59 George Street. TEL: OI61 929 7433 

DON CASTER 
I I South Mall Frenchgate Centre 

TEL 0 1 302 349997 
LEEDS 

I I Bond Street Centre 
TEL: 0 I 1 3  2454098 
NORTHWICH 

85 Wrtton Street TEL: O I 606 47883 
HULL 

1 1  Princes Quay TEL.: 0 14825851 00 

OLD HAM 
The Spindles TEL: 0 1 6 1  6270822 

PRESTON 
St George's Centre TEL: 0 1 772 259494 

SHEFFIELD 
67 The Moor Sheffield 

TEL: 0 1 1 4  272 1 1 92 
WARRINGTON 

52 The Mall Golden Square 
TEL: 0 1 925 575055 

WIGAN 
1 8a The Galleries Shopping Centre 

TEL: 0 1 942 3239 1 3  

* A copy of thi.s advert to is required to obtain our Mail Order Prices at Calculus Stores. Valid until I st May 1995. MAIL ORDER S LES O_TLI 01543 . 4.19999 FAX 01543 418 079 
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Format: PlayStation 

Publisher: Namco 

Developer: I n-house 

Price: ¥5800 (£41) 

Release: Out now (Japan) 

After Tekken's neat three-stage 
snatch of Galaga during loading, 
there's a wonderful pre-rendered 
lntro (absent from the coin-op) 
featuring the eight main characters 

When a fighter successfully grabs an opponent, the 
camera repositions Itself to cover the ensuing 
sequence from a clearer angle. Very Impressive 

m amco took a significant risk in basing 
its Tekken coin-op on raw PlayStation 
hardware, considering that it would be 

competing d irectly with Sega 's Model 2-
powered Virtua Fighter 2. But, as arcade 
garners around the globe wi l l  testify, that 
decision was vind icated: although lacking the 
overa l l  visual a l lure of VF2, Tekken not only 
matches (some would say surpasses) the 
style and qual ity of Sega' s  character 
animation,  but it pushes its rival to 
the wire in playabi l ity terms, too. 

And now, for once , a home system 
can boast an identical conversion of a 
cutting-edge coin-op - that overused 
phrase 'arcade perfect' actual ly does 
apply to PlayStation Tekken. Regard less 
of its merits as a conversion, though , 
the game welcomes scrutiny in its 
own right - it's fair  to say that it 
jostles with Ridge Racer for 
consideration as the best PlayStation 
game yet. 

Patently taking its inspiration from the 
Virtua Fighter series, Tekken presents a 3D 

As In Killer Instinct, characters can move a long 
way apart, forcing the game camera to zoom out 
dramatically. Note the lengthened shadows 
caused by the setting sun in this stage 

polygon environment furn ished 
with Virtua Fighter-style 20 

gameplay. A selection of eight fighters present 
themselves at startup,  each with h is/her own 

range of specia l  techniques, and the action 
takes place against a range of backdrops, 
varying in  colour from the calm blue tones 

of Lake Windermere to the deep red hues 
of the superb Monument Val ley stage, 

complete with slowly setting sun.  
Rarely has the difference between static 

screenshots and the game itself been so 
pronounced as it is with Tekken. Sti l ls  may 



Kumimitsu, another character hidden initially, 
becomes available for use in twoplayer mode once 
the game is completed at 'Ultra Hard' setting. Player 
two's alter ego uses different weapons (above) 

look pretty but they fai l  to do the game justice: 
in  action, Tekken is l i ke no other title avai lable 
on a home system .  Whi le Virtua Fighters 

motion-captured figures move with a 
breathtaking level of accuracy, they sti l l  fa l l  
way short of  Tekken's standards. Here,  the 
characters bear phenomenal levels of shaded , 
texture-mapped detai l  and are remarkably 
flu id .  The game runs at 60 fps throughout (the 
same speed as the Virtua Fighter 2 coin-op), 
but it's only during the replay mode (which 
automatically kicks in at the end of each bout) 
that you 're able to fu l ly appreciate the grace of 
Namco's animation . This is best i l l ustrated by 
grapples, throws and slams: as soon as one 
of these moves takes hold,  the camera 
switches to the position that gives you the 
best vantage point, thus fu l ly exploiting the 
potential of three dimensions.  

t e st s c re e n  

Heihachi (left) is Tekken's default 
end-of-game boss character. Polygon 
glitches occasionally appear, especially 
when both players select complex 
characters such as the ursine Kuma, 
one of the fighters who can't be 
accessed at the outset (above) 

Wang (above) is Tekken's most Orientally·inspired character. Each fighter has two sets of 
clothing - here, Heihachi's black outfit perfectly demonstrates Tekken's texture mapping 

With such attention devoted to the 
fighters ' appearance and movements, it was 
perhaps inevitable that compromises would 
be necessary elsewhere. The game offers 
only flat para l lax backdrops which fal l  far 
short of the benchmark set by Toh Shin 
Den, with its expansive, sol id  3D 
features. However, the sheer speed 
and smoothness of Tekken's zooming 
landscapes more than compensate. 

Beneath Tekken's head-turn ing 
graphical flair  l ies a beat 'em up of 

67 
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Tekken offers four viewpoints, accessed at the beginning of each bout. The default setting 
(top left) precedes (clockwise) two more aerial views and a ground level, side-on affair 

unmatched sophistication.  Although it 
essentia l ly plays very s imi larly to Virtua 

Fighter, Tekken differs in  that each of the 
PlayStation pad ' s  four main buttons controls a 

fighter's l imb,  each of which in turn has its 
own characteristics. Certain  characters can 
manage only a jab with their left arm , for 

example, while their  right arm is able 

to del iver a meatier, more substantial blow. 
The game arguably has as many possible 
moves as Virtua Fighter, plus many other 
cunning tactics to enhance the gameplay. 
When floored by an opponent, for instance, 
it' s possible to either get straight to your  feet, 
rol l  towards or away from danger, or even fl i p  
d i rectly back into the fray with an attack - a 
hugely satisfying gameplay twist. 

Beat 'em ups are respected for their abi l ity 
to su pply twoplayer enjoyment but are often 
accused of l imited oneplayer longevity. Tekken 

is real ly no exception - with conti nues, you 
should be able to master a l l  five of its 
difficu lty settings in the first day's play. But 
there are also n ine extra boss characters to 
control and h idden extras which al low you to 
fiddle around with additional playing modes. 

Tekken's  sound is just as wel l-real ised as 
its visuals. The selection of powerful tunes 
which play from CD have been 'arranged' to 
sound even better than the chi p-generated 
coin-op music (although you can sti l l  select 
the originals in the options mode), and the 
samples and effects burst forth just as 
effectively, courtesy of the PlayStation's SPU .  

The painfu l ly long loading times of 
CD-based systems is,  of course, a fami l iar 
complaint, but it' s in  this area that Tekken 

final ly overpowers its competitors - the in itial 
boot-u p (during the splendid ,  arcade-perfect 
Galaga game) lasts just eight seconds, and 
between-bout delays are non-existent. 

Tekken rips up the rule book and del ivers 
an experience that even its £2000 coin-op 
namesake can't match. Expect to see it 
alongside Ridge Racer on the shelf 
marked 'Absolute Essentia ls' . £ 
Edge rating: Nine out of ten 

Syste m 1 1 :  N am c o 's P layStat i o n  c o i n-o p 
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The Tekken coin-op uses Namco's 
System 11 chipset developed at its 
arcade R&D HQ in Tokyo (right) 

T he Namco System 11 board on which 
the Tekken coin-op is based was 
conceived two years ago. Namco and 

Sony a lready enjoyed a close relationsh ip at 
the ti me, which was further cemented when 
Namco's research section managing d i rector, 
Shegeichi Nakamura, met Sony Computer 
Entertainment's R&D supremo, Ken Kutaragi , 
to discuss prel im inary PS-X specs. 

Tekken was already on the drawing board 
when the SonyjNamco venture was final ised , 
and Namco engineers in it ial ly designed the 
game for the System 22 board used in Ridge 
Racer. 'We saw that Sega would use its Model 
2 board for Virtua Fighter 2, so we were going 
to use System 22 against them , '  explains 
Nakamura.  ' If we had done that, the 
machine 's price wou ld have been expensive. 
But when Sony came along we decided to go 
for a low-cost system - in  short, we've left the 
big arcade stores to Sega and VF2 and Tekken 
has been sold to smaller arcade centres. '  

. 

The System 11 
hardware consists 
of two boards, one 
housing the 11111 ••• 
PlayStation's GPU 
and CPU and a 
second including 

�ltilr;l"!i!�!t!..,., .. 

� � .���:���.���-"' 'i" 

Namco 's own sound chips. Other changes 
include the addition of extra VRAM and 
dedicated CPU RAM . Namco's research 
section ch ief, Toru Ogawa, is particularly 
pleased with the coin-op's use of flash 
memory: 'Speaki ng in  the extreme, we 
can change the data one hour before a 
game's release , '  he boasts. 

As wel l  as conversions of existing 
coin-ops (incl uding Ace Combat, Ace 
Driver, and Ridge Racer 2), Namco 
has a further four titles planned / for System 11, a l l  of which are ( ii l i kely to make the journey £ to the PlayStation . 



Kazuya is Tekken's lead 
character and as such 
has a comprehensive 
selection of moves at 
his disposal. While 
perhaps not as 
eyecatching in action as 
some of the more 
flamboyant fighters, 
he's the one those 
starting out will opt for. 
His attacks include a 
skull-shaking headbutt 
(top right) and an axe 
kick (right middle) 

Law is a Bruce Lee type 
with ultra-fast punching 
and kicking, a range of 
visually spectacular 
grapples and even a 
backflip kick. His most 
impressive attack, 
however, sees him 
actually using his 
opponent as a 
stepladder; he then 
somersaults into the 
air, returning to solid 
ground to flatten his 
victim, who collapses in 
a crumpled heap on the 
ground (top right) 

t e st s c r e e n 

Although apparently 
beast-like, King is in 
fact a human fighter 
who merely dons an 
intricate face mask for 
battle. His strengths lie 
with his holds and 
throws, including this 
headlock (top left), 
achieved by flipping 
onto his hands, locking 
with his legs and finally 
flipping back to stove 
his opponent's head 
into the floor. Nasty 

The first of two female 
characters, Michelle is 
a beautifully realised 
fighter with fast-moving 
hands and a penchant 
for intricate but solid 
slams and throws. 
During a bout she's able 
to slip around her 
opponent and grapple 
from behind to deliver a 
vertebrae-compressing 
press (top left) Her 
two-handed stun punch 
(above left) is an 
effective, if visually 
plain, attack 
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t est s c r e e n 

Jack is a cybernetic 
organism whose 
outsized arms move to 
the accompaniment of 
suitably mechanical· 
sounding grinding and 
grating. His huge bulk 
lends itself to a range 
of fairly primitive 
movements, including a 
body splash, a 
ferocious lift and slam 
(top right) and a 
distinctly weird sitting 
shuffle attack (above) 

The American member 
of the troupe, Paul, is -
like Kazuya - a fairly 
well-rounded character. 
His two-legged throw, 
whereby he plants both 
feet on his opponent's 
chest, grabs an arm and 
proceeds to flip them 
over his head to the 
accompaniment of a 
stomach-churning 
vertebrae crunch 
(bottom right), is one of 
the most complex 
throws in the game, and 
hugely entertaining 

Nina is Tekken's only 
British-bred fighter, and 
in combat uses what 
appears to be a variant 
of judo - possibly 
aikido. Her style 
centres on throwing, 
including this one
armed example (bottom 
left and above). Various 
characters can manage 
an overhead scissors
style kick, but few pull 
it off with such grace 
and flair (top left) 

The most unusual 
character of the default 
bunch is Yoshimitsu, a 
metal-clad warrior with 
sharp blades at each 
arm. He's also one of 
the fastest fighters to 
use: the speed of his 
spinning attacks are not 
only dazzling to the 
eye, but leave him so 
dizzy that he's prone to 
collapse after intensive 
rotation. You'll wince 
every time he connects 
with his holding face 
smash (top left) 



AWES O M E  
SO FTWAR E 

Alien v Predator - JGS 1122 NOW £54 
Brutal Sports Football - JGS 1532 NOW £49 
Bubsy the Bobcat - JGS 1581 NOW £39 
Cannon Fodder - JGS 1704 NOW £44 
Chequered Flag - JGS 1761 NOW £54 
Club Drive - JGS 1794 NOW £49 
Crescent Galaxy - JGS 1852 NOW £39 
Doom - Special Edition JGS 2282 NOW £54 
Dragon - Bruce Lee Story - JGS 2272 NOW £49 
Evolution - Dino Dudes - JGS 2462 NOW £39 
Iron Soldier - JGS 4011 NOW £49 
Kasumi Ninja - JGS 4502 NOW £54 
Raiden - JGS 6722 NOW £34 
Sensible Soccer - JGS 7011 NOW £54 
Syndicate - JGS 7301 NOW £49 
Tempest 2000 - JGS 7472 NOW £49 
Theme Park - JGS 7501 NOW £49 
Val D'lsere - JGS8661 NOW £49 
Wo�enstein 3D - JGS 8932 NOW £49 
Zool 2 - JGS 9312 NOW £39 
Hoverstrike - JGS 1341 MAY '95 £49 
Pinball Fantasies - JGS 5931 MAY '95 £44 
Rayman - JGS 6891 MAY '95 TBC 
Space Wars 2000 -JGS 7031 MAY '95 £49 
Air Cars - JGS 0871 MAY '95 £49 
Chaos Agenda CD -JC0 1201 MAY '95 TBC 
Blue Lightning CD -Jco 1531 MAY '95 TBC 
ChanesBarkley Basketbaii - JGS 1741 MAY '95 £49 
Double Dragon V - JGS 2181 MAY '95 £54 
Fight For Life - JGS 2062 MAY '95 £59 
Flashback - JGS 2971 MAY '95 £39 
Golf CD - JCO 2641 MAY '95 TBC 
Primal Rage MAY '95 TBC 
Troy Aikman Football - JGS 7831 MAY '95 £54 
Demolition Man - JGS 2142 JUN '95 £39 
PowerDrive - JGS 6521 JUN '95 TBC 
Battlemorph CD - JCO 1201 SEPT '95 TBC 
Creature Shock CD ·JC0 2341 SEPT '95 £39 
Dactyl Joust - JGS 2082 SEPT '95 £49 
Jack Nicklaus Golf CD - JCO 4351 SEPT '95 TBC 
Return To Zork CD - JCO 7831 SEPT '95 TBC 
Rise of the Robots - JGS 6942 SEPT '95 £49 
Soulstar CD - JCO 8241 SEPT '95 TBC 
Thunderhawk CD - JCO 8731 SEPT '95 TBC 

ACCESSORIES 
Composite Monitor Cable - JGA 4327 
Jaguar Controller - JGA 2000 
AF Switch Box inc Cable - JGA 4871 
Jaguar Link Cable - JGA 5001 
Scart Cable - JGA 4200 
CD-ROM Add-On - JAG 1164 
FMV Module - JAG 1264 
VR Headset - JGA 5000 

MAY '95 
LATE '95 
OCT'95 

THE SILICA 

hA���� SERVICE �Cl&' Before you decide WHEN to buy, we � suggest you consider WHERE to buy 
and protect your investment with a purchase from 
Silica. With our unrivalled experience and expertise, 
we will provide all the extra help, advice and new 
product information you may need both now and in the 
future. Visit one of our stores, or return this coupon 
now and begin to experience the "Silica Service". 

e ESTABLISHED 17 YEARS: 
We have a proven track record in professional 
computer sales. 

e PART OF A £50M A YEAR COMPANY: 
Withover300 staff - We aresolid and reliable. 

e EXPERIENCED STAFF: 
All fully trained in 'Customer Care'. 

• TECHNICAL SUPPORT HELPLINE: 
FREE help and advice from a team of experts 

e A FULL PRODUCT RANGE: 
Allof your computerrequirementsfrom 
one supplier. 

e WE PRICE MATCH: 
Wewill normally price match anylocalhigh 
street storewithin a 3 mile radius on a "Same 
Product - Same Price" basis. 

e FREE CATALOGUES. 
e PAYMENT: 

Weacceptmost majorcreditcards,cash, 

f���uHs��n��irt��r�u
s
otes on request) 

• VOLUME DISCOUNTS AVAILABLE: 
Business, Education and Government 
Tel: 0181-308 0888. 

e MAIL OROER: 
FREE DELIVERY in UK mainland on orders over 
£40tVAT. Small administration charge 
(£2.50tVAT) on orders under £40+VAT 

• 21 STORES NATIONWIDE. 
"Mini Stores carrya selected range on� but producls 
canbeordered inthe stores viaMaii Order 

FREE 
1 6  PAG E  C O LO U R  
JAG UAR N EWSLETTER 

• JAG UAR 
HAR DWARE 

• THE FUTURE 
OF GAMING 

• VIRTUAL 
REALITY 

• CD-ROM 
ADD-ON 

• SOFTWARE REVI EWS 
• WHAT'S 

C O M I N G  

���.\14t��!Uti�.W.It�IIJQ 
SILICA, SILICA HousE, HATHEALEY AoAo, S1ocuP, KENT, DA1 4  4DX 

PLUS BRANCHES AT: 
BRISTOL Debenhams· !Jrd floo<), StJames Barton 0117-929 1021 

* CARDIFF DebenhamS- (1stAoor), Sl David's Way 01222 341576 
CHELMSFORD Debenhams· (2nd Floo<l. 27 High Street 01245 355511 
CROYDON DebenhamS- (2ndFklor). 11-31 North End 0181 -688 4455 
GLASGOW Debenhams· I5Uoor). 97Argyle Street 0141-221 0088 
GUILDFORD Oebenhams·(Jn!Fioo<). Millbrook 01483 301300 
HARROW Oebenhams · (2ndFJoorl. Station Road 0181 -427 4300 
HULL Oebenhams- (2ndFioor). Prospect Street 01482 325151 
IPSWICH Debenhams·(2nd FJoorl, Westgate Street 01473 221313 
LONDON Silica - 52 Tottenham Court Road 0171 -580 4000 
LONDON Debenhams- IJrd F!oorl. 334 Ox1ord St 0171 -580 3000 
LUTON Debenhams- (lsl Aoorl, Arndale Centre 01 5 8 2  2 1 201 
MANCHESTER Debenhams- (Jrd Aoorl. Market Street 0161 -832 8666 
PLYMOUTH Debenhams- (Jrd Aoorl, Royal Parade 01752 266666 
ROMFORD Debenhams· !Jrd Aoori.Market Piace 01708 766066 
SHEFFIELD Debenhams- (Jrd Aoorl. The Moor 0114-276 8611 

* SHEFFIELD Debenhams - ILGroundl, Meadowhall Ctre 0114-256 9779 
SIDCUP Silica - SilicaHouse, HatherleyRd 0181-302 8811 
SOUTHAMPTON Debenhams ·(lsiAoorl. Queensway 01703 223888 
SOUTHEND Keddies ·!2nd Aoorl, High Street 01702 462426 

* THURROCK Debenhams · (ISI Aoorl. lakeside Centre 01708 863587 

COMPUTER 
SHOPPER 
1994Awards 

WINNER 
Best Software 
DeliverySeNice 

COMPUTER 
SHOPPER 
1994Awards 

NOMINATION 
Best After 

Sales Service 

• 64-BIT DATA BUS 
• 5 Processors 
• 2Mb 32-BIT RAM 
• Spectacular 32-BIT Graphics 
• Unique 360° Gameplay 
• 30 Game Worlds - No Restrictions 
• 16. 7 Million Colours 
• CD Quality Stereo Sound 
• 17 Button Controller 
• Plugs Straight into a TV 
• Free Cybermorph Game 

On Cartridge - Worth £39 INC VAT 

PLEASE SEND A FREE JAGUAR BROCHURE 
Mr/Mrs/Miss/Ms: . . . . . . . . . . . . . . . .  In itials: . . . . . . . . . . . . . . . . . . . . . . . . . . . 

Surname: . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . 

Company (if applicable) 

Address: 

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

Tel (Home): . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 

Tel (Work): . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .. 

Which computer(s). it any, do you own? 

L===�==�==�· �=�=�=���j 
E&OE- Advertised pricesand specificationsmay change - Please retumthecoupon forthe latestinformation 
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Daytona USA is not a killer app for the Satum in the same way as Ridge Racer was for the PlayStatlon. Although congratulations are In order to Sega 
for retaining the essential gameplay, the lack of graphical finesse and dreadful music ensure that this will be a favourite rather than an all-time classic 

Format: Sega Saturn 

Publisher: Sega 

Developer: AM2 

Price: ¥6800 (£48) 

Release: Out now (Japan) 

f it weren't for Ridge Racer, there's 
little doubt that Daytona. USA would 
have been regarded as the u ltimate 

next-generation videogame. Five months ago, 
its strong Japanese design , fast-paced action 
and cult arcade status would have cl inched it 
for the Saturn. But unfortunately for Sega, 
Namco pi pped it to the post, and Daytona now 
has a formidable adversary to contend with . 
Just as the Ridge Racer and Daytona coin-ops 
went head to head, so their  respective home 
versions will inevitably be compared to each 
other. And it looks as if Sega could find itself 
forced into second place. 

I n  an effort to keep up with its arch-rival ,  
Sega has rightly concentrated o n  maintain ing 

a high level of graphical deta i l .  But Daytona's 
visuals fa l l  wel l  short of Ridge Racers .  By any 
other standards, they're exemplary, but the 
low resolution,  relative lack of colours and 
less-than-s i lky update ru ins any chance of an 
overwhelming first impression. 

The game's rough-and-ready looks (the 
classic symptoms of a rush job rather than 
evidence of the Saturn ' s  innate technica l  
inferiority) would be acceptable if the track 
and scenery were drawn to the horizon , but 
the crucial graphical weakness of AM2's 
conversion is that it blocks in huge chunks of 
scenery disturbingly late. Although the vastly 
more powerful arcade machine suffers from 
the same drawback to a certain extent (due to 
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Daytona's four views (clockwise from top left): high above for tactics; 
low above for balance; bonnet for damage control; bumper for speed 

Track one is the most basic - the Billiards Crash corner is an ideal spot for learning to powerslide. A rolling start prevents wheelspin (left). 40 cars 
on a track means the racing gets pretty close at times (middle left). The pink car (above) is a reward for winning. Sonic Wall (right) is a tricky bend 

lack of video memory in the first version of the 
Model 2 board), it happens much further into 
the distance, so the negative effect is kept to 
a min imum. Even though the home version 
runs in  a 10o/o-reduced letterbox format, when 
you approach a corner you usual ly find that 
parts of the scenery are m issing unti l the very 
last second, which makes it extremely difficult 
to th ink ahead. 

Most people would agree that a thumping 
soundtrack and dramatic effects are essential 
components of a tense and realistic racing 
game. Although Saturn Daytona's sound is 
identical to the coin-op's, the karaoke-style 
wai l ing, repetitive samples and weedy col l ision 
effects become much more obtrusive and 
irritating outside the cacophonous atmosphere 
of an arcade. Considering that the Saturn 
theoretical ly has the finest sound chi pset of 
any console, this is a major disappointment. 

So far, then , it looks as if Ridge Racer has 
establ ished an unassai lable lead over 
Daytona. But that's without taking into account 
the most important criterion of a l l :  gameplay. 
Devotees of the coin-op wil l be reassured to 
learn that the home version of Daytona has 
retained almost all of the features that made 
the original  an arguably more substantial 
experience than Ridge Racer. Powersl ides, 
col l isions, manical ly swerving competitors and 
sophisticated artificial inte l l igence all help to 
compensate for any in itial disappointment at 
the graphics. 

Powersl ides play an especia l ly important 
role in adding a unique d imension to 
Daytona's gameplay. I n itial ly, they seem 
uncontrol lable, but with practice the correct 
braking/acceleration combinations prove 
reward ing (whi le sti l l  fal l ing a little short of the 
coin-op's elusive handl ing characteristics). 

In endurance racing, the timing of 
pit stops is crucial. Expect to lose 
around 20 seconds by the time your 
animated mechanics have finished 
work and you're up to speed again 
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Entering Tyranno Tunnel flat out with a fort-like wall on one side and a vicious entrance on 
the other is an adrenaline-pumping experience. The tunnel itself is a slight disappointment 

The artificial inte l l igence of Daytona's cars 
is greatly superior to Ridge Racers .  Instead of 
getting in your way by accident rather than 
design , rival cars intel l igently block your path 
with violent swerving manoeuvres. This gives 
the game added depth , especial ly as the cars 
also jostle for position among themselves -
the spectacu lar crashes which often result are 
among the h igh points of the game. The 
excitement is enhanced by the fact that there 
are up to 40 cars on the track at once. 

Surprisingly, despite the 
h igh number of vehicles 
there 's  l ittle slowdown -
the only occasions when 
performance takes a 
noticeable downturn are 
when there are complex 

The scenery blocks in very late in places. This corner 
still doesn't exist onscreen even as you approach it 

corners to be drawn. Granted, the cars are 
smaller and less smoothly shaded than Ridge 
Racers,  but given the sheer number of them 
onscreen at any one time it's an impressive 
endorsement of the machine that the action 
maintains a decent pace. The update could be 
smoother, but the game sti l l  manages to 
create an effective sensation of speed. 

The arcade's four views have been 
retained , al lowing you to adapt the game to 
your own racing style. Each has specific 
advantages and disadvantages, depending on 
whether you ' re more concerned with thri l l s  or 
tactical contro l :  the h igh and behind-the-car 
perspectives are best for an overview of the 
scene and al low you to dispense with the 
proximity radar, while the in-car camera 
speeds up the frame rate noticeably 

The game comes equi pped with a number 
of driving options which a l low you to eek out 
every last moment of pleasure from the title. A 
'Saturn ' mode offers a range of new cars,  
whi le  the ' Endurance' and 'Grand Prix' options 
provide a more realistic racing environment 
pit stops now have to be included in your 
tactics. This aspect of the game goes hand in 
hand with another aid to real ism: when your 

Probably the most impressive looking of all three tracks, Dinosaur Canyon features fortified buildings, hairpin bends and fossil cliffs. This tunnel 
(right) shows how the Saturn game compromises on detail - unlike in the coin-op, your car remains in shadow even when it passes the windows 



-starlight Bridge � 

The Advanced course Is aptly named. The.length and . 
scattered hazards make 1t by far the hard8st to win at 

car smashes into wal ls ,  melts rubber and 
drives on grass, it suffers a degradation� in · 
performance as wel l  as superficial damage. Pit 
stops a l low this damage to be repaired·--a · · 

crucial factor in the endurance races. 
· 

As in the arcade, there are three d iffer.ent 
courses, each of which offers its own 

· 

chal lenge - to stand any chance of making 
progress, you have to famil iarise yourself 
thoroughly with each one. This gives Day;toma a 
significant longevity advantage over Ridge . 
Racer, whiCh , despite its plethora of track · · 

options, essential ly has only one course; , 
As wel l  as the three tracks, Daytona -

contains plenty of secrets to keep you playing. 
Doled out both with key-press combinations · 

and as rewards for coming first, they include 
mirror tracks and extra cars. And, while the · 

standard end sequence can be accessed. by . 
fin ishing in the top three on any race, there's· 
also an unusual bonus mode when you 've , ·  
completed a l l  three courses . . .  

Although AM2 has managed to repl icate the 
coin-op tolerably wel l ,  Saturn Daytona fai ls to 
capture the arcade experience that PlayStation 
Ridge Racer so convincingly del ivers. Although 
there's no single factor that cripples it, the . .  ·· 

game suffers from an accumulation of niggles 
which ensures that it never quite manages to 
fulfil its enormous potentia l .  If you ' re expecting 
an arcade-perfect conversion , you ' l l  be sl ight.ly 
disappointed, but if it's a fast, thri l l ing racing 
game you ' re after, Daytona USA has a . .:'£' 
great deal to recommend it. 

:. · . .  

Edge rati ng: Eight out of ten 

· · · · · · · · • · · · · • · · · • • · • • • • • · • • · · · · · · · • · • · · · ·  

test s c re e n 1 

This bridge Is an Impressive starting point (top left). These pillars are just waiting to be hit 
(top right). Another wheelspln (middle right). Careering through Casslopela City (main) 

Slowcoaches can expect some serious mayhem 
to ensue when the rest of the cars catch up 

The mirrored sweep on track two (top) 
- racing like this Is surprisingly easy. The extra cars above) offer little 
extra performance but the special 
winning mode makes lt worth lt 
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Format: PC CD-ROM 

Publisher: EA 

Developer: Origin 

Price: £50 

Release: Out now 

Wide-angle viewpoints allow you to 
view the overall scene but make H 
dlfflcuH to pick out your character 

Tbe vast number of backgrounds In Bioforge provides 
plenty of visual stimulation during play 

ioforge is a game of paradoxes. One 
moment it grips you ,  leading you 
effortlessly through its intricate and 

involving plot, while the next your blood 
pressure soars as the fidd l iness of the 
gameplay (a hal lmark of the graphical 
adventure) becomes overwhelming. From the 
moment you start playing, it's obvious that the 
game has huge potentia l ,  but missed 
opportunities constantly threaten to sul ly an 
otherwise rewardi ng experience. 

Origin 's  ski l l  at crafting a storyl ine is  not in 
doubt. The Ultima and Wing Commander 
games have been successful largely because 
of their rich background detai l ,  and this is also 
Bioforge's forte. The abundance of information 
lurking in every computer terminal ,  personal 
data log and cut-scene provides a coherent, 
credible world for you to investigate. 

The game's protagonist is a genetic 
abomination who is attempting to escape from 
his evi l captors and wreak his revenge in the 
process. The action is set against backdrops 
complete with a variety of camera angles, a la 
Alone In The Dark, but, regrettably, they've a l l  
been rendered as low-res 3D Studio images, 
resulting in a fuzzy, shiny appearance which 
compromises real ism. As the game requires 

1he overfamlllar glossy veneer of 3D Studio Is 
much In evidence throughout Bioforge 

8Mb to run and is released on CD,  Origin 's  
decision not to render a l l  the scenery in h igh 
resolution (or at least provide a SVGA option 
for owners of high-end PCs) is questionable. 

Simi larly, the hero and al l  the other 
characters suffer from an unusual affl iction in 
videogames: they pixe l late as they get further 
from the camera (as opposed to blocking up 
when close. This means that the inventive 
biomechanical design of the main character is 
wasted, since he spends most of the game as 
an amorphous collection of grey blobs in the 
distance. With al l  the backgrounds pre-loaded 
and no continuous game logic calcu lations to 
deal with , you 'd think that a hefty PC would be 
able to display a single polygon-generated 
character in realtime with ease. 

Bioforge's chal lenge is set at roughly the 
right level ,  with only a few scenes causing 
serious teeth gnashing. As with al l  games of 
th is genre, there are l udicrously obscure 



Don't tum your back on this armless Individual 
(above) - he comes out fighting (above right) 

sections, but they're not widespread. The 
playing time is lengthy enough to keep die-hard 
adventurers satisfied , and Origin appl ies 
various tactics to maintain the tension. Some 
sections are excel lent - especial ly the 
subterranean mazes which you have to 
navigate using the security camera system ,  
and some o f  the shooting scenes - but there 
is a fair  amount of corridor wandering to 
contend with. 

One of the biggest disappointments is the 
combat system .  Despite the adjustable 
difficulty leve l ,  fighting is  ridiculously easy. 
Although there are 18 wel l-animated moves for 
you to experiment with , the enemies never 
display sufficient inte l l igence to block them or 
back off, which means that when you've 

Stylish camera angles (top) are a rarity In 
Blofolge. Most of the shots offer a purely 
functional view of the action (bottom) 

t est s c re e n 1 

lt's easy to become a bloody mess when the setting Is on 'hard' (above). Sadly, Blofolge's 
potentially excellent combat system Is ruined by poor AI - only a few moves are ever used 

aligned your character correctly and found an 
effective move (usual ly a low kick), its al l  too 
easy just to pummel the button until  you r  
opponent croaks. A t  that point you ' re generally 
treated to a bout of Origin 's  now legendary 
square-jawed j ingoism (ie the goodies preach 
in American accents and the baddies cackle in 
Russian ones). 

Bioforge could accurately be described as a 
space-based Alone In The Dark, but it lacks 
the style and charm of the French classic. The 
explorejcol lectjfight principle which was so 
effectively employed in that game has been 
greatly enhanced here, but Bioforge's camera 
angles are functional rather than dramatic and 
none of the characters has the personality and 
humanity which made Carnby such a 
well-rounded hero. The result is that Bioforge 
is an enjoyable but u ltimately £ uninvolving experience. 

Edge rating: Seven out of ten 
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t est s c r e e n 

G ex 
Format: 300 

Publisher: BMG 

Developer: Crystal 
Dynamics 

Price: £45 

Release: Out now 

The size of the main sprite often leaves little room for exciting manoeuvres. 
Gex's tall is his most useful attribute, but power-ups are also available 

rJ !though the 
platformer and the 
beat 'em up are the 

two most popular game 
genres, unti l recently the 
3DO didn't have a head-

The second level Is one of the most colourful (top). Gex spends 
much of his time suckered to vertical surfaces (above) 

turn ing title competing in either of these 
crucial  sales areas. In the month before 
Christmas 1994, however, this situation 
started to change. The arrival of Street Fighter 

11 X and Samurai Shodown proved beyond 
doubt that the 3DO could come up with the 
goods in the fighting arena.  Now the 3DO has 
its first entrant in  the platformer contest, 
namely Gex. 

Crystal Dynamics was determined to get 
this one right. Gex, starring a gymnastic green 
l izard ,  was origina l ly due for release in  
November last year but, due to an extensive 
programme of refinements, has only now 
scuttled onto the shelves. Unfortunately, as 
has been proved by many other games, 
protracted development periods don't 
necessarily result in  outstanding software. 



Gex is a typical Crystal Dynamics product -
styl ish,  pol ished and visually opulent - but it 
suffers from a lack of original ity and an 
emphasis on looks over gameplay. And even 
the visuals - which Crystal has spent 
considerable time perfecting - are hard ly 
revolutionary: due to the 3DO' s  weak scro l l ing 
abi l ities they fai l  to match up to the standard 
set by titles on the SNES and Mega Drive. 

Gex sits awkward ly between Sonic and 
Mario in the pantheon of platform game 
design . The l ightning reflexes necessary in 
Sonic and the pixel-perfect accuracy required 
in Mario are both in evidence, but the overal l  
feel o f  the gameplay fal ls  wel l  short o f  either of 
those classic platformers. Gex has neither 
Sonic's speedy acrobatics nor the wealth of 
control mechanics characteristic of Mario. The 
result is a stop-start game that never rea l ly 
flows and fai ls  to satisfy tactical ly. 

The design of the Gex character himself 
owes more to American sensibi l ities than 
Japanese ones. Like Earthworm J im,  he lacks 
the cuteness and personality which made his 
predecessors such i mmediately recognisable 
cultural icons. There are hundreds of frames of 
lovely animation , but Crystal Dynamics' desire 
to show these off results in one of Gex's 

greatest fai l ings: the main sprite is much too 

Icy globules of Gex's spit envelop enemies (top). 
Finish them off with a well-placed tall flick before 
they can recover (top right). Gex is colourful 
throughout - explosions like this (above) are 
common. The speed power-up (right) is excellent, 
but due to the stop-start nature of the game you 
rarely get the chance to use it effectively 

Visit 'The Dome' (above) to access the 
individual worlds (above right). Gex's 
structure is excellent, with an equitable 
difficulty setting and fair reset points 

large. When vertica l ,  Gex occupies a good 30% 
of the screen height; this doesn't rea l ly affect 
your abil ity to avoid coll isions but it does 
seriously hamper attempts to play qu ickly. 

This problem is compounded by the 
scro l l ing. Instead of keeping Gex in the dead 
centre of the screen all the time, the game 
gives him l icence to perambulate around unti l  
a scrol l i ng point is reached, whereupon he's 
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Gex's scrolling method means the 
player often has to 'back up' to 
reset the screen. 1t is possible to 
stand at the edge of the screen 
without forcing an update (above) 

These cameras (top) are scattered 
through the levels. Tall flick them to 
activate the reset points. After 
completing each level on a world you 
get to fight a boss (above, left). Each 
is in keeping with the world's tone 

shifted back to the middle.  Most of the time 
this isn 't a problem but it does occasional ly 
become annoying - particularly when you ' re 
retreating from an unseen enemy. 

However, Gex's redeeming feature is  that 
he controls reasonably wel l  (and , thankfu l ly,  
Crystal Dynamics has a l lowed the player to 
redefine the buttons). He's not easy to master 
but after a certain  amount of practice it 
becomes rewarding to pull off runs and jumps. 
On the other hand, as there's no t ime l imit 
and therefore no sense of tension (there are 
hundreds of places where you cou ld sit forever 
without penalty), your satisfaction is l imited to 
sporadic bursts of self-congratu lation rather 
than the 30-second spells of running and 
jumping and fighting for your l ife followed by 
brief respites of incredulous relief that 
characterised Mario. 

Platform games l ive. or die by their  
structure, and Crystal Dynamics has done wel l  
t o  stagger the accessibi l ity o f  Gex's levels. 
There are five worlds to work through (each of 
which is intended to represent some kitsch TV 
nightmare), subdivided into five levels and a 
boss section . In each level there's a remote
control un it which you have to col lect and take 
to the exit, at which point you can proceed to 
the next level .  Well-placed return points 

ensure that you don 't have to trudge through 
whole levels over and over again .  

The level design itself is also i mpressive, 
with a mixture of straightforward left-to-right 
progress and more labyrinth ine sections. The 
main problem, again ,  is one of size. Because 
the Gex sprite is so large, the platforms have 
to be correspondingly mammoth , which l imits 
the area that can be seen at one time. This 
affects the gameplay considerably, as there 's  
frequently only one platform onscreen that can 
be seen or reached . An overal l  reduction in 
scale would have benefited the game greatly, 
even if it meant sacrificing some of the 
sumptuous graphical deta i l .  

Gex's difficu lty is set at  about the correct 
level .  it 's easier than, say, Earthworm Jim, · 

because the levels are essential ly 
straightforward , but there 's  a gratifying range 
of enemies and it possesses the inherent 
strength (some would say weakness) of a l l  
platformers, in  that you have to know what to 
do at any given time (do you sit on the rocket 
or c l ing beneath it?), which leads to a 
satisfying accumulation of knowledge. 

U ltimately, though , Gex fal ls  prey to what 
it's ostensibly lampooning - America's 
superficial , meretricious TV culture. it 's 
seductive on the surface but far too 
insubstantial and forgettable to provide 
anything to really get your teeth into . 

Whether it's down to a misplaced faith in  
the 3DO' s  2D abi l ities or simply a lack of 
ambition to produce anything genuinely 
original ,  Crystal Dynamics has produced a 
derivative, sugary platformer that fai ls to make 
effective, innovative use of the hardware it's 
runn ing on . There's nothing intrinsically 
wrong with Gex, but 3DO owners wi l l  
expect a whole lot more.  £ 
Edge rating: Six out of ten 







Edge is the ultimate videogames reference library. Collect every issue and acquire 

an encyclopaedic knowledge of the world of interactive entertainment 
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3 0  AND C PROGRAMMERS I  
LEAD PROGRAMMERS/PROJECT LEADERI  

ALIAS SOFTIMAGE & WAVEFRONTI 
Please forward your CV to: 

AARDVARK SWIFI' CONSULTING LTD, 
75-77 STATION STREET, SWINTON, 

SOUTH YORKSHIRE S64 SPZ 
For an update on the very latest opportunities, telephone 

Stephen lloyd Davies on � (01 709) 571 44 1  Fax (0 1 709) 586527 � Absolute D iscretion Assured 

� Our service to appl icants is free of charge. 

MnNiC MEOin 
We're Getting Bigger 

After t h e  runaway success o f  o u r  debut title, Superkarts .. 
we are expanding our operation. We need top quality 
artists and programmers to join our highly motivated team 
in Oxfordshir�. 

Artists should have 
coupled with a vivid 
sKills, ana tne aollity 

computer graphics skills 
good comunication 

to new s1tuat1om•. 

send your c. v. with PC demo disks and/or videotapes to:  

t"aul MCl;raken 
Software Oevelopement Manager 
Manic Media Poductlons Ltd 
Hooper House, Collins Street 
Oxford, OX4 1 XS 

MnNiCMEDin 







Haveyoo 
H�w® f@@ W®®���®ITid ... . . . 
�@W® f©@ registered with 

the Aordvorkers? 
!Aardvark Swift offer you MO RE J 
More choice + more variety, + more 
vacancies + more contacts 

= more likelihood of helping you find 
the right job opportunity! 

For an update on the latest games 
opportunties, at all levels, 
telephone Stephen Lloyd Davies on 
(01 709) 571441 

!Alternatively send your CV to:-

'Aardvark Swift Consulting Ltd � 7 5-77 Station Street, Swinton, 
� South Yorkshire S64 BPZ 

Fax (01 709) 586527 

Established in 1 989 and still number one 
for Games vacancies 

We VARK ARDER for you. 

Playstation 
§a�urn 
P.C . 

3D Programmers large company, Playstation development 

3I[J)(() £20 • 35k, London in C. 

:3 2X 3D Programmers large company, 300, Saturn, Playstation, . 
£20 • 30k, Oxon SNES, Megadrive. 

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

Jfaguar Apple Programmer Apple assembler ski lls sought 
£20 • 25k South by growing company. 

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

SGI Graphic Artists Softimage and 3D studio experience for 

G�nesis £ 1 5  • £35k, London Playstation development. 

Producer International games company seeks 

Amiga to £40k, London senior manager. 

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

V� Please contact Justin Hill in complete confidence. 
or send your CV to GamesPeople 

CDI DatascoC Recruitment 
36 Lan� am Street 
LONDO W l  N 5RH U§A Telephone 071 ·636 6944 

• I f  you ' re t i red of others taking the credit , Cash, and looking better than you . 

• If you have big game ideas o� a product in development . 

• If you need f inancing , di s t ribut ion, • 

and the absolute best market 1ng ava i l abl e .  

• I f  you know how to write or use the phone . 
contac t : - - -� Steve Grossman, el Presidente American Softworks , Corp . 

24 Richmond Hi l l  Avenue , Floor 9 
Stamford , CT 0 6 9 0 1  

p . 2 0 3 . 3 2 7 . 3 3 6 6  
f . 2 0 3 . 3 2 7 . 3 6 7 6  

internet 
mpraino@int erserv . com 

This message has been paid for by the "U" Can Do Anything Association 



Answers �ecruitment 
Placing the people, Shaping the future 
Answers Ltd is the No I leading name in recruitment, search and 
selection, dealing only with major clients and experienced industry 
professionals. 

We are looking for expertise within the following categories for 
varied locations: Sony PSX, Ultra 64, Jaguar, 3DO, Sega CD, Saturn, 
32X, Megadrive, SNES, CD32, PC CD ROM, PC and Macintosh 
platforms. 

Games Programmers: Must have experience using C, C++ or 
Assembler 68000, 80x86 programming games/multimedia projects, 
2D and 3D graphics, artificial intel ligence · or hardware 
programming. Develop on PC, Mac or Silicon Graphics. 

Games Designers: Creative individuals with flair and excellent 
written and verbal communication skills. Ability to turn abstract ideas 
into graphic images and creative game design. 

Graphic Artists: Creative 3D and 2D artists to develop on PC, 
Mac, Silicon Graphics, 3D Studio. For creation, modelling and 
animation of characters, objects and backgrounds. Classical 
animation and artists also required. 

Producers: Managing in-house and external development teams, 
ability to motivate and work to tight deadlines. Technical and 
marketing knowledge preferred. 

Project Managers: Total responsibility for key title production 
and release. Sourcing project possibilities. Setting milestone targets 
and ensuring achieved. 

We are seeking on behalf of our clients, candidates with specific and broad 
based skills to include the above areas of expertise. If you feel you can stand out 

from the pack then please send in your 0/ and showreel/demo disk detailing 
daytime telephone number to: 

Kim Adcock, Answers Ltd, 
Anderson House, 50 Bridge Street, 
Northampton NN l l PA. 
Tel: 0 l 604 603249 
Fax: 0 l 604 3696 l 



Do you take your fun seriously? 

Keen to apply your exceptional C skills and 2D experience to 3D game development? 

Or have you worked on 3D titles for years and years? 

Surrey 

In either case, if you have an energetic intellect, a passion for games, a creative approach to design, if you know that casual 

dress and casual time-keeping does not imply casual thinking or casual development, then we have the environment for you. 

Artists £16-£30K + benefits 
Got bags of creativity? Got ideas coming out of your ears? 

Can you match these with talent and flair? 

Express you rself 

We have opportunities for 3 D  animators, 2 D  animators and musicians. If the computer i s  your tool, your art i s  your life, 

and videogames are your form of expression, then we can give you the projects, atmosphere and attitude you need in 

order to excel. 

Protlut·er £30-£40K + benefits 
Been working in the software industry for many years? 

The art of succeeding 
th rough others 

Producing titles for the last 2 or 3? Ready to assume full control for all aspects of production? 

If you can translate marketing requirements into technical and artisitc design specifications, if you can distinguish a killer 

title from a dead duck; if you have what it takes to manage several product development projects concurrently, on time, on 

budget, this time, next time, always; then we have the challenge you need . . .  this is your chance to show what you can do. 

Please reply to our retained consultant, Julien Hofer at: 

Datascope Recruitment, 36 Langham Street, London WlN SRH 
Tel: 01 7 1 -580 601 8 Fax: 0 1 7 1 -580 6068 





E NTE RTAI N l'wll E NT 

Setting the Pace for the Future 
Imagine . . .  With the "right stuff" you could become a valuable member of an elite Product Development Team, a team 
engineered for productivity, powered by imagination, dedicated to quality, and known as Iguana Entertainment. As a 
part of our Iguana team creating hits like "NBA Jam," "NFL Quarterback Club," and "NBA Jam T.E.," (on platforms that 
include Arcade Coin-Op, Sony PSX, Sega Genesis, 32X, Saturn, Nintendo Super NES, Ultra 64, and IBM PC Compatibles), you 
would do so as a distinguished part of a larger team, Acclaim Entertainment, the world's largest third-party publisher 
of Sega and Nintendo games. With resources in excess of a half billion dollars and state-of-the-art technology that 
includes Acclaim's Motion Capture and Ultimat Studios in New York, (the same technology employed by Hollywood in 
movies such as the upcoming "Batman Forever" from Warner Bros.), you would soon be creatively involved in future 
products such as "NFL Quarterback Club '96," "Batm�n Forever," and "Frank Thomas Big Hurt Baseball." 

Musicians/Sound Technicians: 
Must have worked in the entertainment industry before, preferably on 

the Super NES and/ or Sega Genesis platforms. Applicants should be 

familiar with MAC sequencing and sound design tools, and must have 

a very good working knowledge of Midi sequencing, FM synth 

Digital sampling and editing. 

· Game Programmers: 
Must possess strong "C" and problem solving skills along with experi

ence in: 80X86, 68000, 6502, RISC, 2D or 3D Graphics te 

Previous game development experience or a college degree is 

Technology!Tools Programmers: 
Must be fluent in "C", 486 Assembler, SVGA Video Cards and User 

Interface Design. Candidates will be experienced in Video 

Compression, Real Time Rendering Techniques and have strong math 

skills. Experience in the games industry is a plus. 

Designers: 
Seeking highly creative candidates obsessed with video games. Must 

be motivated team players capable of turning abstract ideas into graph

ic images and creative game designs. Requires strong written, verbal, 

and le dt:!rship skills. Previous experience within the industry is a 

plus. 

Artists: 
Successful candidates will have experience in computer based graph-

rPro, and conventional illustration. 

Software Development Houses: 
We want to talk to development groups interested in working in-house 

or freelance on our upcoming high-profile products. 

If you feel you have what it takes in any of these areas, don't wait another secon 
submit your CV and work samples NOW! ! !  

Iguana Entertainment, Ltd. 
Personnel Dept. E. 

Church House, Grange Road 

Middlesbrough, Cleveland, TSl 2LR England 

(0642) 213-633 
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The c re at or o f  M a ri o  
gi ves Edge t he bene fit 
o f  his tw o dec a des ' 
e xpe rience in t he a rt 
o f  game desi gn Cl e is arguably the 

best known and most 
admired games designer 
in the world. lt has been 
said that he 'has the same 
talent for videogames as 

the Beatles had for popular music'. Of his 
own success he says, simply, ' I think it is 
nothing more than destiny.' He is Shigeru 
Miyamoto, the man without whom 
Nintendo may have remained the 
moderately successful videogame 
manufacturer it was when he joined it. 

Born in 1 953, M iyamoto demonstrated 
an appetite for creativity from an early age. 
During his formative years, his passion lay 
with puppet making, leisurely sketching of 
his surroundings, and cartoons - both 
Disney features and his own efforts, 
created with fl ip books. 
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While still believing deep down that a 
career as a performer or artist beckoned, 
he began a degree in industrial design, 
taking five years to pass the course - he 
spent much of his time playing guitar or 
pursuing art interests rather than engaging 
in coursework. Certain that he could not 
bear the strict regimen of a typical Japanese 
firm, he joined the relatively 
unconventional Nintendo in 1 977 as its 
first staff artist, even though the company 
had no need for one - such was president 
Hiroshi Yamauchi's belief in the young 
Miyamoto's potential. 

1 8  years (and around 70 mil l ion 
cartridge sales) later, the 
father of Mario is heading 
Nintendo's push into the 
next generation via Ultra 
64 software project 
management. lt is widely 
felt that if anyone can 
rebui ld Nintendo's 
success in the face of 
intense competition from 
3DQ, Sega and Sony, it's 
this man. Edge joined him 
at Nintendo's Kyoto 
headquarters to discuss 
3D games, Kansai humour 
and French serenades . . .  

Edge The original design of the Mario 
character was partly the result of hardware 
l imitations. So what can we expect him to 
look l ike on the Ultra 64? 
Shigeru Miyamoto I can't really say too 
much about it . . .  Mario is very easy to draw 
using dots. Now, with polygons, it will be 
possible to draw his image with more 
precision. Mario will certainly have a more 
complex design - his moustache, hat and 
nose will be drawn more clearly. 
Edge What do you th ink of the current 
vogue for 3D games? 
SM When Space Invaders was written, 
nobody at that time was able to imagine 
what the actual technology was capable of, 
or where it would go - they would have 
been very surprised. Games became more 
and more complex, and the consequence 
was that lots of games appeared that were 
very different. And 3D gives games even 
more complexity, so essentially it's just 
about making games wider in scope. From 
a 2D game as a basis it's possible to make a 
3D game by adding some new points made 
possible by 3D. Personally, I'm very 
interested in making some new 3D titles 
based on old 2D ones. The additional 
complexity offered by 3D gives more 
possibilities to creators and that in turn is 
good for players. 

Edge When you design a game, what 
aspect do you work on first? 
SM The game system. More precisely, I'm 
thinking about what a player would l ike to 
play. I try to make a game for the players' 
point of view and imagine what kind of 
character they would l ike to be. Then I 
move onto building up the game, adding a 
scenario, deciding on a setting, the 
characters and the events that wil l  take 
place. So, I try to meet the customer's 
wishes first. I haven't had much experience 
in developing RPGs but it is very important 
for that type of game in particular. 
Edge Do you prefer working on your 
own, creating original games from scratch, 
or are you happier adding the final touches 

to semi-completed projects, as you did 
with Starwing and Donkey Kong Country? 
SM If you ask me which is easier, I should 
answer semi-completed projects, as I can 
just add whatever new, exciting aspect I 
can th ink of without experiencing a birth 
pang. lt's always fun to improve a game by 
supplementing other people's ski l ls on 
half-completed projects (providing that the 

project is a good one). 
Making wonderful 
interactive entertainment 
from scratch always 
requires hardship, time, 
energy and a lot of other 
resources. However, 
you'l l never improve 
your ski l ls without feeling 
that birth pang. 
Edge What's the secret 
of a good game? 
SM Well, to make a 
game you must put in a 
lot of effort [laughs]. I ' l l  
put my neck out and say 

that PlayStation games sound good, but 
when you watch them in action they're not 
finished at all in my opinion. A game is 
finished when a creator decides it is. There 
are lots of games developed for Nintendo 
that have to be refused release because 
they are not finished. When you are 
making a game the creator must not allow 
it to be released because he is satisfied -
he must always think about the .player's 
feel ings and wishes. Self-satisfaction is not 
conducive to creativity. I think that 
European painters - l ike the impressionist 
Cezanne, for example - were always 
thinking about how to surprise the 
customer - to impress them in a gallery. lt 
is very important. 



Edge Most of your games have a unique 
'feel' - do you think this is your own 
personal ity stamp or simply a Japanese style 
of game design? 
SM I believe that we are not making 
Japanese games, but Kyoto games, if you 
follow me. The sensibil ities of a Kyoto 
game are different from those of a Tokyo 
game, although both are obviously Japanese 
cities. We Kyotoites hate to follow fashion 
but rather love to set the fashion. The 
thing we always keep in our 
mind is that we 
should 

always 
make better games 

than ever so that gamesplayers 
all over the world will praise us. 

Edge Nintendo games often have an 
element of humour. Do you regard 
humour as an important 
component of your games? 
SM I don't know if our games 
are humorous. If you think so, 
it's probably because of the 
nature of us Kansaiites. Kansai is 
the region covering Osaka, Kyoto 
and several other cities. The Kansaiites 
make much of wit and explicit jokes, and 
are proud of making people laugh. 
Kansaiites feel l ike cracking a joke or two 

even during very serious conversation. 
Edge What is your favourite kind of game? 
SM I don't actually play many games. I l ike 
to play around with them, but I don't really 
spend much time doing it. If you want to 
play role-playing games you have to play for 
at least five hours to enjoy them and 
I don't go for that kind of 
obl igation. I l ike 

things l ike 
Tetris, for example, which 

are enjoyable in a shorter period of 
time. Outside of my own productions, 
my favourite videogame is maybe Pac-Man. 

Edge How did your career at Nintendo 
develop - how did you get to the position 

you're in now? . 
SM When I joined the company I 

was working in product planning. 
We had to choose new ideas to 
put into production and just 
about anything was under 
consideration: toys, new types 

of motors. . . lt was then that I 
discovered videogames, and I 

realised that was the kind of product I 
wanted to make. So I didn't join Nintendo 
with the intention of making videogames - I  
discovered that later on. 

Shigeru Miyamoto is based at Nintendo's world headquarters in Kyoto, Japan. At the moment, 
however, he's spending most of his time in the United States working on Ultra 64 software 
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Edge What do you think about Sonic, 
Sega's reply to Mario? 
SM I've never really played 
Sonic games much. 

The 
character itself is 

nice and I think Sega 
succeeded in making a good, 
strong character. There are lots 
of games that try to imitate 
Mario but Sega did especially well 

with Sonic. Despite his 
resemblance to Mario, there are 

some special points that make him 
different: the energy, for example. Among 
Mario's imitations, Sonic is a good one. 
Edge What about Earthworm Jim, Shiny 
Entertainment's popular new character? 
SM Unfortunately, I have not had the 
chance to play it much. But I l iked his 
expression when he fired the gun. That 
kind of expression is one I was thinking 
about incorporating in my own game. lt 
conveys the idea of shooting without 
actually showing the flying bul lets, and 
could be exhilarating for the player. 
Edge What common mistakes do you 
th ink are made by your competitors when 
they imitate your work? 

SM Unfortunately, our competitors 
seem to simply try to imitate the 

surface and just end up making 
very badly balanced games. They 
never understand why and how 
we have done what we have done 

to achieve each game's content. 
Edge Do Nintendo and Sega have 

the same approach to games? 
SM I think Sega is trying to imitate 
Nintendo's way of business, but it makes 
some modifications. Perhaps Sega's 
particular strengths are its arcade business 
and its capacity to produce new hardware. 
Nintendo's strategy is different from Sega's 
- Nintendo gets involved in research and 
development and markets the results of its 
research. Sega proceeds in another way - it 
imitates Nintendo and tries to produce 
research and development on products 
that Nintendo is going to sel l. lt researches 
only the products that it knows it wants to 
sel l. The results are the same for both 
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companies but Sega is always thinking in 
terms of the market. 
Edge You're now working in America. 
What specifically are you doing there? 
SM Right now I'm working with Paradigm 
Simulations. There are lots of companies 
involved in 3D and of course 
Nintendo wants to use the new 
techniques being made 
available. My overseas job is 
l inked specifically to product 
qual ity. As you know, the 
qual ity of products is very 
important to Nintendo, so I 
evaluate products to decide 
whether they're suitable for us. 
I 'm always thinking in terms of the 
Nintendo brand, and ultimately I decide if 
the product is fit for production. 
Edge How easy are you finding dealing 
with teams based overseas? 
SM Communication with foreign teams is 
not always easy - our way of thinking is 
often different - but I have to decide 
whether each product is suitable for 
Nintendo. There are some enjoyable times 
but there are also some difficult ones. I 
think that I shouldn't force myself too 
much upon outside teams as it would be 
harmful to the products they're working 
on. So instead I play, and we discuss ideas 
together. I think a producer has to be 
removed enough so as not to influence the 
team too much - the less the producer 
gets involved, the better the product is. If I 
get involved too much, we start having 
trouble . . .  [Laughs.] 
Edge Did you take your NCL team with 
you to the US? 

SM I 'm working with NOA staff right now, 
as I went to the States on my own. This 
month things will change and I'll be in 
charge of a team of young NCL designers. 
Edge Do Japanese and American 
production styles differ? And how do they 

compare with European developers? 
SM I l ike the English way of 

working very much. I've worked 
a few times with English 
developers and everything was 
perfect. I 'm a little worried 
about the American way of 

working, because in America I 
worked from more of a business 

position, whereas in England I 
worked with development teams. I say 

that I l ike the English approach because 
they work the same way as me, I don't 
know exactly about America . . .  

But l ike Japanese, American producers 
- movie producers, for example - need to 
be involved very deeply in their work; they 
put in a lot of effort and sometimes there's 

Miyamoto-san joined Nintendo in 1977 at the age of 24. His earliest sketches of Mario and 
Donkey Kong were the seeds of a videogame empire that would grow to epic proportions 

nothing left for a private life. I 'm sure that 
Americans work very efficiently, but 
sometimes when I work with them they 
are careless. I prefer working with English 
because their way is more Japanese. 
Edge And the French? 
SM Oh, I don't really know at all. . . I can 
imagine the French on a veranda listening 
to a serenade, but for games . . .  [Laughs.] 
Seriously, they are doing some very good 
games. lnfogrames' Alone In The Dark is the 
sort of game I would l ike to make. 
Edge What is your actual role in the Ultra 
64 project? 
SM I'm responsible for the software. There 
are certain companies based outside Japan 
who have been working with Nintendo for 
a long time, and I'm in charge of the quality 
of their games, and I also provide ideas. 
Edge Are you working on the sequel to 
Pilotwings with Paradigm? 
SM I can't really talk about it. Generally 
speaking, though, we want to use the 
experience and technology that l ies in 

Paradigm's field, l ike the flight simulation 
experience, for example . . .  
Edge What do you think of the 
next-generation machines? 
SM If we look at it simply, or from a 
pro-user point of view, these machines 
obviously have certain capabilities. If we 
look at it more deeply, 32bit and 64bit 
machines are the same - the programming 
and development is done in the same way. 
To master these new technologies will take 
three to five years. lt's the same in the 
arcades - from the very beginning, three to 
five years were necessary in order for the 
newly discovered technology to be 
mastered. Of course, Nintendo has more 
than five years' experience in this area. This 
year, for instance, we don't have any 
programmers mastering next-generation 
technology. We think programmers will 
begin to master it from around spring next 
year to the same period the year after, and 



the products released during that period 
will reflect that. However, Nintendo has 
already decided what the themes of these 
games will be and we also know the Ultra 
64 will not use CD-ROM. 
Edge So what do you think about 
CD-ROM? 
SM I shouldn't talk about it . . .  Okay, 
CD-ROM has a big capacity but is very 
slow. For interactive games, a media format 
this slow is not so good. People want 
games with large amounts of data, at a 
cheap price. For manufacturers of 
CD-ROM products it's also a good medium 
because it's not easy to copy. But while 
production cost in unit terms is very low, 
the cost of developing the data to fill a 
CD-ROM is increasing regularly. 
Thirdparties are not encouraged to make 
certain types of software on CD-ROM and 
can be reluctant to develop for it. You do 
not need high storage support in order to 
make good games. 
Edge Your game styles seem mostly aimed 
at children, but the videogames market is 
changing - more and more games are being 
targeted at adult audiences. Are you going 
to change your approach? 
SM lt's difficult to say. First, I want to make 
games easy to play. I want to make 
different kinds ifgames, for adults as well as 
children. Mario was of course primarily 

aimed at children but I think the 
understanding of a game is the same for a 
child, a specialist in videogames, an old 
person or even a person who has never 
played a videogame. A game must appeal to 
all these types of people, and that's 
ultimately the kind of game I want to do. 
Edge How do you set the difficulty level in 
a game? 
SM As I said, everybody must be able to 
play it, from the total beginner to the game 
specialist. This rule is true even if you make 

i n te rv i ew 1 
a difficult simulation game. The making of a 
series is the most difficult thing to do. I 
think the designer of Dragon Quest thinks 
the same way as me. Even a person who 
has never played Dragon Quest must be able 
to play Dragon Quest 3. The producer must 
think first about the player. 
Edge Why are there so few titles available 
that use the Super FX? 
SM The chips are obviously expensive but 
speed is the main problem. We have 

developed games but 
couldn't release them 
because of lack of 
speed, but now we 
are making progress 
and this year many 
SFX games will be 
released. We haven't 
experienced many 
problems during the 
five years that we 
have been working 
with the SFX concept. 
Edge 32bit machines 
are widely available in 
Japan but many 
consumers seem to 
be waiting for Ultra 
64. Why do you think 
they should wait? 

SM Are they waiting? Well, I th ink the 
Ultra 64 will be the cheapest hardware 
available in the next-generation market. 
And the Ultra 64 will be the most powerful 
new systems. I think it's down to software, 
really. If the system does not have five or 
six good games available at launch - and if I 
don't put in my contribution - consumers 
will buy other hardware. 

lt's interesting, but I don't know if 
people really want to play on the Ultra 64, 
in the same way that I don't know whether 
existing 1 6bit hardware isn't sufficient for 
the player anyway. Sony and Sega are 
insisting that the market exists but 
historically Nintendo is the only company 
that has sold more than ten mil l ion units of 
hardware. The claim that Sony or Sega 
would be able to sell as much hardware as 
Nintendo sounds uncertain. With these ten 
mil l ion units we gained much experience 
and saying that another company will be 
able to talk on the same terms seems 
strange to me. The main problems for Sega 
and Sony are in actually identifying that the 
market exists, and in believing that they can 
reach the ten mil l ion mark. The mass media 
analysis also amuses me - they say that 
history always repeats itself, but it is simply 
too early to say whether it is yet right for a 
1 6-bit owner to go out and buy a .£0 , 
64bit machine. GE 
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SONY PLAYSTATION 
CONSOLES AND GAMES 

SEGA SATURN ( 

CONSOLES AND GAMES 
AVAILABLE NOW 

c�LL NOW OJV 

0113 2449994 
ALSO AVAILABLE: SUPER NINTENDO, NEO GEO CD 

AND 3DO CONSOLES AND GAMES. 

TO BUY BY MAIL ORDER: WRITE, PHONE OR FAX. 
FAX: 01 1 3  2448882. • MODE SEVEN LTD, RUTLAND HOUSE, 42 CALL LANE, LEEDS LSl 6DT 

Office hours: Monday to Friday 9.00am - 6.30pm Saturday and Sunday 9.30am - 2.00pm 

Major Stockists of Both 
New & Used 3DO Games 

WE STOCK 
3 DO 

JAGUAR 
32X 

MEGADRIVE 
SUPER NES 

NEO GEO CD 

New, Used & 
Imported Games 

Available 

VIDEO 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 



Aliens v Predator £48.40 Fight for life 
Chequered Flag £48.40 Iran Soldier 
Cannon Fodder £40.00 Pin Ball Fantasy 

8:g:n �1�:88 �������rk 
Coming Soon •. CD-ROM &: CAT BOX 

Reserve orders welcome for forthcoming releases 
SECOND HAND TRADE WELCOME 
Call 0117 985 4193 for 

genuine low prices 
llam-6pm Every Day 

ONLY £39·99 (lnc P&P) 
- - - -i"-E"R.'Mi N.A"ToR _ _  _ 

The Ultimate loystick 
• Compatible with 300, SNES & Megadrive Systems 
• Infra Red - No Wires 

U K  D I ST R I B U T I O N  
Console Connections 

19 Kenwyn Street, Truro TRI 3BU 
Tel: 0 1 872 26 1 065 
Fax: 0 1 872 26 1 067 

ew 
Genention 
Consoles 

ALWAYS IN STOCK 
SEGA SATURN 

SONY PLAYSTATION 
MACHINES AND GAMES 
Ring for "' in the UK 

We buy, we sell, we part-exchange � • CARTRIDGES • 

• SOFTWARE • 

• HARDWARE • 

SEGA, NINTENDO, 3DO, NEO GEO, CDI, 
JAGUAR, GAMEBOY, GAME GEAR AND 

NEXT GENERATION ••• 

NEO GEO STAR, SONY PLAYSTATION, SATURN, ULTRA 64 

NEO•GEOCD 
66 WOOD ST L 1 4DQ 01 5 1 -70& oogg 

LMRPOOL'S LEADING INDEPENDENT 

"PLAYSTATION" 
Now in stock 

BEST PRICES - Scart 
Converted UK PSU 
Choice of Software 

Toh Shin Den - Ridge 
Racer - Cybersled -

Crime Cracker 
and the latest releases 

Standard Pads -
Negcom Pads -

Hori Joystick -
Memory Cards 

PIS Scart Conversions 
£3 5 . 00 

S/Nes 
Megadrive 5 0/60 

Hz Conversions 
£3 5 . 00 

SWC Upgrades 
Please call 

SATURNS ALSO 
IN STOCK + 

PADS + GAMES 



Alaws you lo plug 
lwo compatible 
Joysliclcs 
or .JoypaJs for 
Super Ninlenckf 

....._...,.... ______ �_. on your 3DO 

• 08Jq � m • �  
- � WM @I �  

- � - MJa � m  

81 STANDARD 
PAL · NTSC 
VERSION 

CALL FOR THE BEST PRICES ! ! !  
o n  d o o r  to  d o o r  d e l ive ry  EARLY MARCH 

YOU BUY A SEGA SA7VRN 
DUE SOON THE SATURN - PLEASE CAW 

Shinobi EX, Panzer Dragoon, Van Battle, Cyberace, 
Bugl, Magical Knight, Rayearth, Virtua Racing 

PLEASE CALL FOR NEW SONY PLAYSTAnON TITLES 



Send you r  q uest ions to Q&A, Edge, 
30 M on mouth Street, Bath, Avon BAl 2 BW 

At the moment I have an 
Amiga 1 200 and a Super 
Famicom, and will be 

getting a PlayStation soon. I'm 
also considering a 386/486 PC to 
run educational titles for my 
four-year-old and also the odd 
game and utility for myself. As 
PlayStation development is 
PC-based, is there much chance 
of straight ports of games such as 
Utt/e Big Adventure, Ecstatica and 
Discworld appearing? If this is the 
case, ports of educational titles 
would give us mature garners 
(whom I imagine the next
generation consoles will initially 
be aimed at) an excuse to the 
wife for buying another console, 
and save me buying a PC. 

John Hill, 
Stoke-on-Trent 

The titles you mention 
are exactly the type of 
games likely to cross 

over from PC to PlayStation, and 
new versions of both are on their 
way. PC developers are keen to 
maximise the potential of an 
'instant' platform for relatively 
straightforward conversions, and 
many teams - like Psygnosis -
are developing all future products 
for both PC and PlayStation. 

In Edge I I you stated 
that the Saturn 32X 
could handle 50,000 

polygons per second, and in issue 
1 5, in the Fight For Ufe preview, I 
read that the Jaguar could 
process 24,000 polygons per 
second. So why is Doom in a 
smaller window on the 32X than 
it is on the Jaguar? 

Guido I Buccolo, 
Buenos Aires, Argentina 

As previously stated in 
Edge, polygons-per
second claims can't be 

taken at face value simply 
because there's no benchmark 
for polygon dimensions or 
complexity to qualify them. This 
means that manufacturers can get 
away with huge counts which are 
often misleading. 

Now that I've decided to 
buy a PlayStation, I 
thought I might as well 

buy a high-quality television. 
While scanning my collection of 
Edge for information on video 
outputs, I came across 
contradictory information. In 
Q&A, issue 7, you stated: 'You'll 
get an even better picture [than 
SCART] through an S-Video 
socket.' Then in Edge I 0 you 
said: 'S-VHS provides a good 
output but RGB SCART will 
always provide a better picture.' 
Could you clarify which gives the 
best output? I know you've 
already covered the subject, but 
if I'm spending £500+ on a TV I 
want the best possible picture. 
What do you run your own 
PlayStation through? 

Peter Saunders, 
Liverpool 

Is Atarl planning a replacement 
for the unloved Jaguar pad? 
{See Jeremy Norton's letter) 

q u est i o nt i  m e  1 
At the moment, your 
best bet is to use the 
S-VHS/S-Video socket. 

Most new TVs have a dedicated 
socket on the front of the unit, 
which gives much easier access 
than the SCART input at the rear 
of the TV. A decent S-VHS lead 
costs a fiver from Oixons or 
Tandy, whereas the dedicated 
SCART lead is £30 and only 
available on Japanese import. 
However, the S-VHS option wil l  
only work with TVs that can 
handle a pure NTSC input, so be 
sure to check this beforehand. 

The difference between 
S-VHS and SCART picture quality 
is only really noticeable with 
broadcast-quality images; both 
options are a major improvement 
over composite video. 

Your mention of • software encryption to 
prevent imported 

software working on non-native 
hardware has caused me to 
reconsider my plan to buy an 
import PlayStation. As an 
ex-Neo-Geo stalwart, this is an 
issue I have not previously faced. 
lt concerns me that early 
adopters are tying themselves to 
a future of buying imports. On a 
similar note, which version (UK 
or US) does Edge recommend 
for users with an S-VHS, NTSC
compatible monitor? Moreover, 
how does Sony intend to tackle 
the slowdown issue related to 
50Hz PAL TVs? Finally, does 
Sony have a Web site? 

Lester Britton, 
Maidenhead 

Yes, early adopters will 
have to depend on 
imports if territorial 

control is enforced to the degree 
which next-gen manufacturers 
intend. But it's still too early to . 
say whether anti-import systems 
will be insurmountable. 

Sony is aiming to produce 
games in UK format that take 
advantage of a fullscreen PAL 
image, so a UK machine will be 
just as worthwhile a system as an 
import version is right now. 

Sony's new site can be 
found on www.sony.com. 

1 . 1 want to get a 3 00 
but I'm having problems 
deciding which format to 

buy. The release of games from 
US to UK is excellent (in terms 
of speed of translation) but I 

PC games like LBA could well 
appear on the PlayStatlon 
(see letter from John Hill) 

don't want to spend $400 on a 
machine with a letterbox display. 
2 If Namco wants to get back at 
Nintendo, why is it making 
32-meg RPGs for the SFC now 
that the PlayStation and Saturn 
are avai lable? 
3 Are Daytona USA and Virtua 
Fighter coming out for the 32X? 

Kelly Coleman, 
Sittingbourne 

I • All consoles available 
in this country have to 
operate at 50Hz (rather 

than the US 60Hz) because there 
are more lines in the PAL display. 
To negate the 1 7% difference in 
scan speed, many UK consoles 
run in a letterbox. A US 300 
will run fullscreen, fullspeed on 
any multistandard TV (ie one 
capable of displaying NTSC); The 
PAL UK 300 will run fullscreen 
through an RF connection with a 
PAL disc is played but in a 
letterbox with an NTSC disc. 
2. The SFC is still by far the most 
popular console in Japan, and 
Namco simply can't afford to 
ignore such a significant market. 
3. Virtua Fighter is currently in 
production, but Daytona, because 
of its huge hardware demands, 
won't be appearing on the 32X. 
The good news is that Return Fire 
and FIFA Soccer are said to £ 
be in the pipeline. 

Q r�,��p A -� � 
You can

.
rely on Edge to cut 

through the tech nobabble and 
g ive yo u  straight  answers. 

-.: Write to : Q&A, Edge 
rn ag2l,i ne, 30 M on mouth 
StreeT. Bath,  Avon BAI 2 BW. 
Alternatively , fal( us on 0225 
338236, or e-mail ui.it 
edge@future�et .co.ul<. 

Edge regret�· 
that it can't 

answer questions perso nal ly. 
either by phone or �Y p ost. 
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