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Elixir lifts the iron curtain on

Republic

A million unique characters + an infinite
polygon engine = the future of gaming?

Previewed Phantasy Star Online | SNK Vs Capcom | GT2000 | GT2 | GP3 | JetX | Crazy Taxi | Parasite Eve Il
Reviewed Biohazard 3 | Rally Championship | Tomb Raider IV | F1 World Grand Prix | F1 ‘99 | Win Back




ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

dge staff see new slabs of software
E every day of the week, often in the
shadow of PR folk eager to sell their wares
as being capable of changing the world in
some way or another. Harsh reality, however,
dictates that every day is a disappointment
as game X fails to deliver a physics engine
that perfectly simulates the muscle structure
of the human form, and game Y falls down in
its efforts to be the 3D platform game to
finally knock Super Mario 64 off its pedestal.

This is why early word from Elixir Studios
concerning its first project was received with
caution, especially in light of the gravity of
the company's claims. One million unique
characters. Microscaopically detailed
simulation of an entire country. An infinite
polygon engine. It's programmer pub talk.

Or so it seemed. Upon visiting Elixir's
Camden offices — without a PR executive in
tow - it became evident that Demis Hassabis
and his crew were being entirely fair about
the giant steps they are making towards
simulating reality in a computer game
environment. Their baby, Republic, is still
in the embryonic stages of development,
but, crucially, the technology to lend
credence to Elixir's bold claims is in place
You'll find the full report from this most
refreshing of company visits on p44

Now, if only every videogame developer
had the ammunition to match its ambition
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62 Edge looks at the new wave of graphics cards and sees a shift in transform and lighting to change PC gaming

Republic 44

A million unique, intelligent characters.
Simulation of an entire country,

An infinite polygon engine.

Welcome to the revolution.
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DREAMCAST FINALLY REACHES EAGER EURO GAMEHEADS

UK launch looks positive while Sega storms US despite problems, but continues to suffer apathy in home territory

Just a couple of weeks
before the UK launch,
Sega finally revealed its
European Dreamcast Web
browser. Dreamarena -
as the homepage is to be
known - comes with free
email and Web surfing

02 EDGE

ega has finally completed Dreamcast’s turbulent
B global rollout, 11 months after first launching the
console in lapan. As Edge went to press, UK preorders
topped 40,000, which is around a tenth of the total number of
units Sega predicts it will have sold within a year. Consumer
nterest in the console had been strong in the weeks prior to
October 14, and a special press event on October 5 attracted
everyone from Smash Hits to the Sunday Times and women's
magazine Red. Sega also revealed that 43 PAL titles would
be released by Christmas. However, TV advertising for the
console only kicked off a week prior to launch and ads
featuring ingame action aren’t scheduled until November.

Retail putiets Were upbeat in the run-up, though

Dixons, HMV and Blockbuster had all been heavily advertising
Dreamcast, while Electronics Boutique arranged for over 100
of its UK branches to open at midnignt on Octaber 13. Most

impressive were the efforts of the Oxford Street Virgin
Megastore, which renamed itself Virgin Segastore for the day.
It was also the centre of Sega’s London launch celebrations,
with celebrity boxers Chris Eubank and Nigel Benn squaring
up for a bout of Midway's Ready 2 Rumble.

However, in the midst of all the excitement some retailers
expressed concerns that they would guickly run out of stock.
And it seems likely that customers who didn't prearder the
console would experience problems tracking one down.
Peripherals, especially steering wheels, were also expected
to be be short supply.

American triumph

The excitement surrounding the UK launch comes after a
spectacular period for Sega in the US. After a fortnignt on sale,
SOA announced laudable Dreamcast sales of over 500,000
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a fact Sega has been shouting from the rooftops. Retailers in the States are even expecting hardware shortages in the run-up to the vital Christmas period

The Dreamcast US launch is a real success story in true Hollywood style: 514,000 units in two weeks eclipses previous North American hardware launches, ‘

units, The company was quick to boast that it took PlayStation
four months, and Né4 two months to reach this level -
encouraging if slightly misleading statistic considering the
difference in market conditions between the three launches.
Typically for Sega, however, not all went quite according
to plan in the US. A duplication errar, traced back to a single
CD cutter in one of the company's four manufacturing plants,
meant that thousands of faulty games (both first and
thirdparty -
cent returns on faulty copies of Ready 2 Rumbie) and Web

some US stores claim to have had over %0 per

browsers went out to American homes in the launch week.
Furthermore, several hundred consumers who preordered
Dreamcasts from Sega’s own online service did not receive
their machines on the launch day. SOA reacted quickly to this,
however, offering free copies of VF3th to anyone forced to
wait a few days before receiving their machine: Ultimately,
though, these slight disappointments did little to dampen a

aunch period that benefited from extensive media coverage.

Software trials

n contrast to optimism in the west, Sega Enterprises of

lapan has suffered a difficult couple of months, With sales stil
chugging elong at a less than impressive rate, September 30
saw the release of Shenmue being pushed back from October
28 t0 spring 2000 (though rumours of a possible December 17
appearance are currently circulating). Mot surprisingly, blame
for the delay has been placed on the sheer complexity of the
title. Two specific areas have been menticned: the detailed Al
routines grafted to dozens of the nonplayer characters, and
the realtime weather system which governs the game'’s varied
climate (an impressive but not breathtaking element)

What Is strange s that the delay announcement came
barely a month before the title was due to ship. Surely if
deep-seated problems with the code itself were to biame,
Sega would have known several weeks prior that the October

date would not be met. Either there is a severe lack of
communication between marketing and development

departments or Sega deliberataly withheld the delay
announcement to ensure RPG-mad otaku purchased
machines in anticipation of the game's release. Whatever
the case, developing for the machine is obwviously proving

more difficult than many expected. Another long-awaited title,
Biohazard Code: Veronica, has also been subject to a lengthy

Dreamcast urgently needs
machine-specific triple-A
product, but developers
seem to be experiencing
problems. Biohazard:
Code Veronica is now
delayed until next year

delay in Japan (aithough, in & positive turn, Capcom has

announced it will reveal four new DC games before the end
of the year), which means the DC's software library is still tog

heavy with sports sims and arcade conversions, and severely

acking in deeper gameplay experiences. The recent official
unvelling of Sony's PlayStation2 hardware should serve as a
reminder to Sega that It has only a limited time to establish a
strong catalogue of must-have games. A successful US  ——

aunch will not be enough to secure the future.

UK preorders topped 40,000, which is around a tenth of

of units Seg

uUm :1

Domestic aﬁathy towards Dreamcast
will not be helped by the fact that
Shenmue has been delayed until
spring 2000. The game was set to

be a crucial winter release for Sega

EDGE 09 b
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MILIA 2000 PREPARES TO GET DOWN TO BUSINESS

Date set for interactive software showcase as European game developers begin looking to Cannes

in the words of the official

press release, 'Professionals
of major worldwide Intemet
companies, start-ups and
traditional media groups will
in concrete terms examine
content development and
business models connections,
and give you a clear petspective
on how to improve your
professional sharpness!” Talks
will cover online communities,
creating successful content,
and the big topic of the
moment, ecommerce.

This Lear’s Milia, held in February, was the biggest to date, but plans are afoot to make 2000's a significantly
, weightier affair. Representatives from every major European player, including Edge, will be in attendance

t's four months away but preparations are already including last year's successful addition, the Game

n well underway far next year's Milia event - the Developer Village. Here, dev studios are able to hire low-cost
interactive software equivalent of the Cannes film festival, mini-booths at just FF3,500 (approx: £350) a throw, and
organised to pair up publishers with developers of games, show off their latest projects to prospective moneymen.
Websites and multimedia software. There will also be a special Developer Lounge wherg,

Taking place from February 14-18 at the Palais des according to Milia press manager Armelle Coatsaliou,
Festivals in Cannes, the show will once again feature several "Developers will be able to present their projects on free
components aimed specifically at game development, access computers, meet their future publishers or future

employers, make appointments, or simply network."

One of the highlights of a special series of
seminars under the heading ‘Business Skills for Opportunity knocks
Rare discu

i

Developers’ will be Tim

O\

Siam;iéf o'f
uild good

SSINg The chief aim of the show is to give developers the

DI DS With a publishetl opportunity to show off their wares, or even better, to sell
them to established publishers. However, it's also about

preparing the 'creative people’ for the rough and tumble

business of game publishing. February 16, for example, will

see a special series of seminars under the heading ‘Business

Anwneinta'asted S New Talor W sachin of Ve e It LR i Skills for Developers'; highlights are set to include Tim

Milia 2000 can downioad the rules and regulations from '

http://www milia.com/events/ntalent shtmi. Deadline is 2. The submitted project muist have baen chosen and Stamper of Rare discussing how to build good relationships
currently set at November 17 199%. Before you rush selected by the course director. ) with a publisher, plus talks on pitching your idea to a

onling, read the entry conditions:

) publisher, managing a development studio, and marketing
3. Participation is limited to one project per course, or

Moist interestin 1, is a discussion entitled 'Ne
1. The project must be created and developed two projects If one is online. Vost interesting, though, Is a discussion entitied "New
by & student or a group of students that has Technology — Chasing the Dream’, This will set out to ask
attended a New Media course or an affiliate 4. The project must not have previously been selected whether or not developers are wasting the opportunities
Research programme at an educational institute for & prior edition of the New Talent Competition.

afforded by new consoles by writing the same tired games

4 10 EDGE



This year's event (above), held in February, played host
to a number of illustrious attendees (right), and served
as a platform for Sega’s Euro evangelists (below right)

with better graphics rather than conceiving innovative
gameplay ideas. (The answer seems painfully obvious.)

Another important Milia regular is also Set to reappear
next year, The New Talent Competition {(previously known as
New Talent Pavilion) invites students on multimedia courses
to submit Interactive software projects to a panel of
international experts. The 20 winners will then be given the
opportunity to present their projects to industry professionals
in & dedicated area of the Palais des Festivals during the
event — an opportunity which has naturally led to lucrative
employment for previous winners. Project designers will also
gel their hotels paid for, and can invite five other students and
their course leader to the show for free

Details on other speakers and seminars will emerge
through these pages closer to the event itself One interesting
aspect, though, is the emphasis Milia 2000 will be placing on

developing games for emergent platforms. Here, the event is
billed as ‘the perfect venue to network with management
from complementary fields Inciuding Broadband internet,
Digital Broadcast, Cable and Interactive TV'. Convergence s
a big part of the event's focus, then, which should

present a number of intriguing propositions. 2 _—

NINTENDO ROCKED BY PROFIT DROP

Half-year figures show disappointing performance as rumours surround Dolphin

he next eight months seem likely to be difficult ones

for Nintendo following its recent set of financial
figures, a state of affairs that widespread rumours conceming
delays to its Dolphin console will do nothing to improve.

Nintendo is still insisting, however, that Dolphin will debut
during the next Spaceworld in August, even though this would
only be two months before Its official Japanese releass

NCL's half-year profits dropped 72% to £114m. President
Yamauchi-san blamed this on foreign exchange losses from
money banked in the US, and the rising strength of the yen

Behind the scenes Nintendo is also continuing to try and
convince thirdparty developers that it will not repeat the
mistakes made with the Né4. Most recently, it added 3D chip
manufacturer 53 to its technology partners list. 53's texture-
compression techniques are used in Dolphin's graphics chip.

Meanwhile, development sources have confirmed to

Edge that Nintenda's format is friendlier than P52,

NCL's Kyoto HQ has been buzzing following a drop
in profits, but work on Dolphin continues apace

will mske an announcement at
E3.All fm prepared to say now

NEWS

s thatits 32bit and

Activision has won the race o

publish the first games to be

-produced under Lisnhgad's

‘satellite programme. But the

© debut releases from the Big Blue
‘Box and Intrepid studios aren’t
 expected until the end of 2000

at the earliest. The ambitious
‘Neversoft, the codeshop behind
a forthcoming game based on
the Spider-Man licence, for
700,000 Activision shares.

Playstation2 opens up

The cross-platform potential of
PlayStation2 was given a boost
thanks to the addition of an
optimised version of OpenGL
to Sony’s middleware program.
Developed by Data Plus, in
conjunction with Silicon
Graphics, the graphics AP
should make the porting of PC
tities a smoother proposition.

secondhand banned

The latest round in the ongoing
battle between the Japanese
Association for Computer
Software and shops that sell
secondhand games has been
lost by the retailers, The Osaka
District Court has ordered two
chainstores to stop selling used
software. The ruling contradicts
one made by the Tokyo District
Court in a similar case in May.

Virgin taken by Titus

The wondergarcons of the
French Bourse, the Caen
Brothers, have continued to cut
a swathe through the games
industry with the completion of
their takeover of Virgin. Titus
already owned 44% of Virgin,
thanks to its controlling stake in
Virgin's partner Interplay. It has
now acquired a 50.1% in Virgin
The cost was not disclosed.
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES

“Here’s one | made earlier...”
Castigating the sins within sequeldom

t the time of writing, the great if
m occasionally petulant Tony Hawk’s
Skateboarding has been on sale but a week, yet
already news has arrived that developer Neversoft
is working on & sequel. This sort of occurrence s
hardly rare — ATD announced details of a Rolfcage
sequel befare the original had reached the shops,
for example. But it is Indicative of the way game
development is changing.

Sequels are far from being a new concept -
Taito took little time in producing Space Invaders
Fart I, after all - but other than EA, few publishers
churned out yearly updates of their titles during
the 1ébit era. The trend took hold during the 32bit
age, and it would be easy to point the finger at
the PlayStation, Yet it's hardly the fault of Sony's
machine, Gamers barely had the time to gt their
consoles out of the packaging before publishers
began announcing sequels to the early wave of
Playstation titles. As the userbase grew, lukewarm
sequels sold in substantial quantities, encouraging
publishers to continue their business models.

Mare than merely affecting gamers' spending
habits, this state of affairs has also seriously
affected the development philosophy of many
software houses. Rather than endeavouring to

cram everything into one title in order to make
it as perfect a representation of its genre as
possible, a growing number of developers Edge
has spoken to now talk of holding features back to
be “implemented in the sequel.” Few codeshops
still regard a current project as a singular
enterprise, requiring a team'’s utter dedication to
improve every aspact to make it stand out from
the dross. Nowadays, everyone wants a franchise
Even Nintendo, that most respected of
developers, releases sequels, of course, but at
least it takes the time to ensure new |deas and
improvements are added rather than simply
throwing in 'leftovers' from an original concept.
An example of oid-skool sequel etiguette can
be found on page 31, where Geoff Crammond's
latest, only his third F1 game after aimost nine
years, is previewed. By comparison, with F1'92
Payanosis has released its fourth such title In
four years. And which of the two racers would
gamers more happily sell vital organs for?
Resisting the financial urge to release yearly
updates bulids real anticipation among the
gameplaying community. Crucially, though, it
allows legitimate improvements to made, which
Uitimately can only benefit all concerned

From left: the nth version of EA's most profitable yet exploitative franchise, ATD's Rollk
was in the works long before the original's release), and a sequel the way it should be done, Zelda Il

(the sequel

Edge’s most wanted

Filtering the flow for juicy prospects

S the scale of inats er's
Ir's first project that Tokyo Game Show, Edge
Starl s eager to try out this
unting down o Jan 02 unusuzily presented title.

Republic Jet Set Radio Chu Chu Rocket Gran Turismo 2

(PC) Eidos (Dreamcast) Sega (Dreamcast) Sega (Playstation) SCEI

Much s written about 1t Y, it still has cars. Yes, It
1this issue, 't ook too dissimilar

Regardless, you're not
likely to find a better
racing game this year.

Index
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PRESCREEN ALPHAS

IN AN UNDENIABLY RACY SECTION THIS MONTH, EDGE TAKES THE PACK LEADERS FOR A SPIN

G RAN TU RlS_MQ 2000 FORMAT: PLAYSTATION2 DEVELOPER: POLYPHONY DIGITAL
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EAGLE ONE: HARRIER ATTACK

Last seen in E71, this refatively dazziing example of PlaySta
programmers who began to work on It during the Amiga’s hey d

there's anything remotely 16bit about this arcade-style flight game, though, which promises 'Hollywoo
experience makes it hard to get too excited about air combat, though Edge is willing to be praved wrong come January,

CRISIS ZONE

While twoplayer coin-o0p Ti
2 improved on the original with an
refreshing cooperative slant, this
third arcade instaiment introducing
fully automatic weaponry l0oks
comparatively biand, Background
detall s perhaps the mast notable
element of the game, with just about
everything offering itseif up for
destruction (one newsagents scene
can get especially messy). With
accuracy falling by the wayside, this
coin-op is all about balls-out action

FORMAT: PLAYSTATION DEVELOPER: GLASS GHOST

style ac

VIEWPOINT 2064

Ang in the slipstream of Giga Wing as & full-on shoot 'em up, the
Neo-Geo classic has been passed across to the N&d, camera movements
fram the isometric arigingl changing in the process. Oddly, the new slants
applied to the title have drawn some uncanny comparisons with Starfax
44. Tne targeting system is also a significant gamepiay alteration
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CASTLEVAN |A SPECIAL EDlT'QN FORMAT: N64 DEVELOPER: KONAMI

M PP LS

Sl

sappointing first 64bit outing beh

. 4 2 Konami's EC

FORMAT: DREAMCAST DEVELOPER: CAPCOM

to significant title in the Street
wably, onty hardcore lovers of the gerre will opt to ain both this and the Imminent SNK
) time In gaining a reputation as the beat 'em up platform of choice, just like the Satum before it

©11999 Tk ¥ imwracthes Softer reserved. Fockstar Games’ T ofward'  OTAZ » 1
ﬂ . . S e 1 a2 e Bchowe. DWADus s o e Peseod VA Do L. GTAE DA s . for info on Hotwire Tour
Payboion wd b, o of Sy Campter e www.movingshadow.com g e
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G I GA WI N G F('ZJRM.HT: DREAMCAST DEVELOPER: CAPCOM

Having already attracted a cult following In arcades, Capcom's extravagant vertically scrolling shooter is poised to
b G : FiuueZiog make ts Dreamcast debut in Japan scon, Playable by one or two players simultanecusly, the game offers traditional fire

200 o
’

Mnaa7 PRERR Ap and smart bomb cantrols, athough in this instance it's possible to hold down the former to create a shield capable of
f " deflecting enemy shots. This function is an absolute necessity given the preposterous amount of projectiles an screen,

TOY FIGHTERS

DEE DEE PLANET

Cynical types may see Dee Dee One of the less prominent titles displayed by Sega during JAMMA, Toy
Planet as little more than Sega Fighters in the latest in the company’s Intermirable line of 3D fighters. Fans
desperately trying to achieve an may be disappainted by the stylings of the new game, which utilises a less
onling userbase with a simple and stern approach, resulting in some rather lightweight, forgettable characters.

addictive title, but the title allows

up to four players to take part in an
experience reminiscent of Death
Tanks, Labotomy's classic multiplayer
Saturn shoot ‘em up (itself an update
of Tanx). Sega Intends to Introduce
more graphically undemanding titles
like this for its Simple Network series.




.!E_ 4 S ET RADIO __ FORMAT: DREAMCAST DEVELOPER: SEGA

Eas

VIRTUAL ON ORATORIO TANGRAM  rorusr oreameast oeveiorer: seca

and it looks like it's finally being done

justice In the home, utilising a dual-stick cantroller and an option to link

Dreamcasts. Head-to-head battles and extramely tidy visuals should

make this one of the strongest DC titles to emerge fram Japan of late.
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VWARCRAFT Il

It's the warkd’s first RPS {roleplaying
strategy) game, according ta senior
producer Rob Pardag, the difference
being the importance of characters
inthe now-3D Warcraft world. Heroes
are required to lead troops, and the
base building that characterised the
previous games has been toned
down. An expanded multiplayer
option with gameplay In the vein of
Team Fortress s promised, too, as
are level design tools, Blizzard
expects it to ship in late-2000.

RENT A HERO NO.1

FORMAT: PLAYSTATION/PC DEVELOPER: EUTECHNYX

LE MANS 24 HOUR

After a quiet period away from the limelight, Le Mans 24 Hour returns
in improved style. The handling of the PlayStation version shown here
has been improved since Edge last saw the game in March. The array
, Circuit accuracy and overall attention to detail should give
ing fans a reasonable aiternative to the current F1 overload.

of opt
circuit

+0.00 o 7TH FLAYER 1 -0O03km

00:00:11

"V Haberthor GT2 +00:01:38

FORMAT: PLAYSTATION/PC IGITAL ILLUSIONS

The Dreamcast action-RPG genre is
to be given a boost by the curiously
titied Rent A Hero No. 1, The game,
actually a sequel to a Mega Drive
title, places a young 'herd’ inside

a mecha-style battle suit. The RPG
element involves exploring cities
and is juxtaposed with the arcade-
friendly battle mode which shifts
gameplay into the realm of the

30 beat 'em up. Sega devotees
may spot similarities 1o coin-op
Spikeout, released earlier this year

AL

TR

Digital lllusions’ delayed project (infogrames’ Gremlin takeover has seen
the latter’s signed product wait patiently in line while the French giant
carried out its planned V-Rally 2 release) is nearly ready to ship: These
latest PlayStation shots show considerable vehicle detall, and hopefully
the playability will match the potential long shown by its PC sibling.
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TOMO _R_R_OW _NEVE R D I E S = FORMAT: PLAYSTATION DEVELOPER: BLACK OPS

While less concerned with following plot than the Néd's GoldenEye (it's hard to recall a skiing scene In the forgettable celluloid version of “Tomorrow
Ngver Dies’), t nis seems to hawve been in development for longer than anyone cares to remember. Still, at best it should be capable of competir g
with genre stablemates Mission: impossibie and Syphon Filter. As far as polish goes, though, don't expect anything world-shatteringly accomplished.

FMV SEQUENCE
- Fu!’l Motion Video - a n se ces or a preview
“mini movie" to yc e

HIGH RESOLUTION ANIMATIDN

- Sophisticated and detailed graphics for animation sequences

MODELLING

- Creation and supply of high defin sy, Tully textured meshes

) SPECIAL EFFECTS

- Stunning visual effects created using the very latest technology

J RENDERING

- Large on site fa

COMPOSIT

e backgrounds

SCULPTURED MODELS

- Highly detailed representations of characters and objects

- Hewdwelopmentq L2g
@ NTSC-PAL/localisations
@ Experienced talented

:. Prototyping
@
llsu

Gl.'ap’hloal alterations

Te: 444 0)1952 2087004
Fax: +4 (0}1952 208704

Tel: +44 (0)1952 208701
Fax: +44 (0)1952 208704

E-mail: enquiries@3dfilms.co.uk
Web: www. 3dfilms, co.uk
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JE¥EX

Q: What happens when one of the most successful UK development teams gets bored of
working on the sequel of the genre they invented? A: They leave to make a game that goes faster

A splitscreen mode is one
of the options introduced
to maximise replayability

Flying very low and very fast are the two
fundamentals in winning races in Jet:X

w hen Curly Monsters started work on its worry about buying planes and all that stuff,

first game, currently labouring under the but it's the cowards’ way out,” Satterthwaite
working title jet:X, the design concept was argues. The structure of the championship
blatantly simple. “We jokingly called it ‘Jet mode borrows Gran Turismo’s concept of
Turisma',” recalls producer Andy Satterthwaite. starting with encugh money to buy the slowest,
But after a few months, the joke became serious. unmodified plane and working your way to the
Curly Monsters realised taking everything it liked top. Players also have to earn flying licences
about Gran Turisme and adding the speed of and pass exams to gain access to different races.
racing jet fighters around low-level circuits could As money IS won, 5o planes can be upgraded to

The tracks are optimised for extremely low-level flying. Altitude is
one of the key features. The lower you fly, the faster the plane goes

Format: PlayStation make for a hugely exciting game. And this, make them faster and stronger, or equipped
Publisher; infagrames combined with the experience all six members with weapons or steaith capabilities.
gained working on the revolutionary Wipeout Another crucial aspect that will separate
Developer: Curly Monsters series while at Psygnosis, suggests Jet:X has casual and hardcore gamers is the handling,
Release; March the potential to be very good indeed. which exists in two forms. The arcade mode
origin: UK For a start, it offers two basic modes. "There operates just like a car, with left and right, up
is an arcade option in which you don't have to and down working to an universal axis, no matter
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also has checkpoints

must be flown thro
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hts mark the boundary of the racing area. After three seconds outside, an autopilot bring wayward planes back. Each level
I.Izl. The left-hand HUD bar displays health, while the right indicates afterburner level and weapons

There are 38 different
types of planes,
ranging from trainers to
exotic X fighters such
as the forward-swept
wing X-29 and the
pilotless HiMAT drone

what the orientation of the plane. Pro handling,
however, maps the commands to the plane’s
actual orientation, making it far harder to control,
although it’s the only way to complete the game.

“The idea is, from putting the discin a
PlayStation, that if you press X, X, X, X, you will
start on an easy track with the easiest aircraft,”
explains designer Nick Burcombe. "But at the
backend t's possibly the hardest game I've ever
played.” But, as he knows, for a game to be
successful, developers need to cater for both
levels, “There are always people who are going
to be much better gameplayers than we are,"
he confesses. “There were people on Wipeout
2097 who phoned up within a day and said, 'it's
too easy - I've finished it"."

Curly Monsters |s trying hard to make sure it
doesn’t happen this time. The introduction of &
freeflight air combat arena will help, as should
the size of the championship mode. Starting with
trainers, players move up through fighters and
superfighters to the elite X fighters.

The aircraft are not organised around
manufacturers as in Gran Turismo, Jet:X displays
its heritage with Wipeout-style country-organised
dealerships. And, in @ neat move, the dealerships
only sell the types of aircraft that their countries
manufacture in real life. Thus only the French will
offer Mirages, and Swedes the Drakan.

The 14 racing tracks themselves are
optimised for extremely low-level flying. In fact
altitude is one of the key features of the game as
the lower you fly, the faster the plane goes.
Anyore expecting to win a race will need to be
flying in sub-100m conditions. Conversely, the
ceiling of 1,000m is enforced by making a plane’s
airspeed bleed off, creating stall conditions at
that height. The lateral boundary of the racing
area Is also well defined by two lines of flashing

lights. A certain amount of latitude is allowed,
however, as planes can remain outside the area
for up to three seconds before an autopilot cuts
in and guides them back to the racing line. This
procedure adds depth to the game, as tracks
have been designed with potential shortcuts.
Current work concentrates on signing up a
DI for the music, and working with a design
agency to complete the overall look. But this
aside, Burcombe refutes suggestions that Jet:X
is a reminiscent of his 'other’ game. "Obviously
it's an airborne racing game so people are going
to say it's Wipeout, but we don't think it feels or
plays or has the structure of Wipgout,” he
explains. Perhaps the more pertinent =

=3
question is, will it be as successful? =B

if planes climb and gain too much altitude, their airslpeed drops off

and they stall downwards. The critical ceiling for all levels is 1,000m
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CRAZY TAXI

Ohe of the first arcade machines to use the Naomi board, Crazy Taxi was always going to
make the journey to Dreamcast. But can Sega bring the title home with equal success?

The ever-

(L IFABRE %5

ils’ 5192

ﬁresent directional arrows are a necessity for city navigation when
faced with such plainly hectic and outright dangerous situations such as this

Fans of Driver will
spot the similarities

in blitzing through a
variety of aesthetically
impressive obstacle
props such as wooden
packing crates (above)

Format: Dreamcast

Publisher: Sega

Developer: In-house

Release: Jamfary (Japan)

S peeding down the streets of San Francisco
with total disregard for fellow drivers might

sound like an early Driver level, but chances are
you were doing this long before Reflections’
game appeared — in an arcade. The brilliantly
novel Crazy Taxi saw players striving to satisfy
a city full of eager cab hailing residents, and it
is now, finally, Dreamcast bound.

The colourful inner-city atmosphere seems
to have been ported over without significant
alteration, although the handling physics have
been changed slightly. The Dreamcast pad is & lot
more respansive and satisfying to use than the
loose wheel of the arcade maching, and Sega is
acutely aware of the differing demands of the
console user — Dreamcast Sega Rally 2, for
example, was a massively reworked titie from
the arcade original. Sega has stated that DC
Taxi will offer new options, but has so far
confirmed only a single extra level,

The ane-city ariginal will be hideously
shartlived, though, if new environs aren't
supplied to satisfy both fans and a market which
has been enthralled by Driver and the lesser, but
similar, PlayStation titles Felony 17-79 and the
mountain bike-based Courier Crisis. The
underlying imporiance of Crazy Taxi is that by
its ariginality and (hopefully) popularity, it will
push the Dreamcast away from the troublesome
prospect of a two-genre software catalogue

“origin: Japan

consisting of beat 'em ups and racing games
The outiandish spins and 70s-style car

Your car frequently leaves the Tarmac for unfeasible lengths of time. The
fare meter (seen at the top right) is hit if your driving is especially sloppy

jumping of Crazy Taxi will appeal to those who
lust after hi-octane arcade thrills, The colourful
cast of characters and thrash metal soundtrack
complement the hectic business of passenger
collection, and add much to the overall tension
of meeting a ride's self-imposed deadiine.
Potential customers are divided into three
classes of priority, signified by the time-honoured
device of colour coding, and it's down to your
swift on-the-spot appraisal of available
customers to make sure that demand is
satisfied according to priority.
With this and Super Runabout (see E77) in
the offing, it's clear that Dreamcast owners ——
are in for a bundle of rictous rides. B

Taking your taxi off-road
is an element inherent to
the game's huge appeal
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PARASITE EVE Il

Aya Brea, star of Square’s classy cinematic RPG adventure from 1998, is
preparing for her return in a millennial sequel, currently in development by a new team

Brea immediately knows what she is up against this time, hence the SWAT-
style team and addition of firearms, not to mention spell-based attacks

Cut-scenes still ape the
extreme close-ups and
camera direction that
Resident Evil instigated.
Parasite Eve II's
methods are less
obvious, though

Format: PlayStation

Publisher: SquareSoft

Developer: In-house

Release; November (Japan)

Origin: Japan

ya Brea, the central character in Parasite
Eve, introduced Square’s style of arcade
RPG adventure to the mass market in the wake of
Final Fantasy WiI. The self-consciously American
detective story was lavished with cut-scenes and
realistic characters that arguably prompted Square
to abandon cartoon styling in favour of Parasite
Eve-esque visuals for FRVIlL, Here, in a surprise
sequel, you are once again placed in control of Brea.
The Mitachondria virus that caused havoc in
the first game, creating genetic mutations and
‘Ghost Busters |I' levels of paranormal hysteria,
is back, too. The action has switched from New
York to LA, and the US government has set up an
assault team to deal with possible outbreaks of
the virus. Brea heads the team, who appear in a

Rendered backdrops are more lively than
the bleak terrains of the original game

s

PRESCREEN

Brea no longer has to display a combat dome before attacking, enabling
some much quicker action than the RPG basis would initially suggest

similar format to the original’s now-clichéd
synergy of rendered backgrounds and polygonal
characters. Strangely, the original development
team and character designer aren't invalved with
this project — a new team has been given the title
as its debut project. Sguare’s statement that the
game leans towards adventure rather than action
means that the harrific cut-scenes should
continue. The cinematic feel of the original -
achieved by inviting ‘apolio 13" film staff and
personnel involved in the Japanese 'Parasite Eve'
film to work on the game —is already in place,
and the title seems like a chapter in an ongoing
story, subscribing fully to its literary roots
Parasite Eve il negates being labelled a
dodgy FM\V-style interactive adventure by
sampling the once-ingenious traits of Resident
Evil and taking a leaf out of Silent Hill's book
before diving headfirst into an intriguing but
unoriginal continuation of the first game’s plot.
The LS translation is due next year, but Edge
wonders if a PlayStation2 Final Fantasy game
mignt eclipse it altogether. Perhaps it might be
a good idea to grant the seguel the UK g
airing its precursor did not enjoy. =

Mutations are still
unavoidable, but
Square’s artists make
sure that you see
them in horrific detail,
as this cheeky lass
demonstrates (above)
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THE REAL NEVERENDING STORY

Making use of the themes made popular by a multimillion-selling novel,
a German devco is using proprietary technology to bring a world to life in digital form

MonsterEn

ine 1.0 handles both indoor and exterior locations with equal flair.
Developer 5|mm monsters is looking into possibly licensing its 3D technology

Six degrees of view
freedom are offered,
while plirers can

navigate locations in
either sneak, walk or
run movement mode

Format: PC

Publisher. discreet monsters

Developer: In-house

Release: April

Origin: Germany

10 EDGE

he first title to come out of discreet

monsters, @ burgeoning codeshop based
in the centre of Munich, The Real Neverending
Story Is based on Michael Ende’s novel, The
Neverending Story, which readers may recall
was made Into a kids' movie In the '80s

Despite such subject matter, however,
not every element of the game is childlike
Using the developer's own MonsterEngine 1.0,
this is an adventure which generates massive
3D scenes offering seamiess transition
between Indoor and cutdoor locations. Seeing
this technology In action, it's difficult not to be
essed: approaching and subsequentty
entering an imposing tower construction set
among sprawling landscape, there is no hitch
as the technoiogy immediately generates its
complex interior, going so far as to even
calculate geometry a la Quake Il among the
architect within. Walking across to a
window inside, a peek outside reveals a fully
rendered vista rather than the sort of flat

uie

bitmap image that might be expected

Playing as Asura, your task is to overcome
the Nothing and save the land of Fantasia
com ccurs at both closequarters and long
range, with around ten weapons to choose
from, Including some available in sniper mode.
However, discreet is keen to emphasise that
fighting is not the crux of the experience. But
then nor are traditional pull-the-switch puzzies

whi

Tho:gll not shown here, the game’'s engine can handle 3D weather,

allows for believable rain effects, heightening the atmosphere

Instead, discreet has engineered what Is
terms 'elastic storytelling’, which sees players
encountering NPCs (of which there are around
200) and engaging in dialogue in order to
progress. In total, around 800 pages of script
currently exist, and they're played out by
making a choice between a selection of
‘thoughts’, which prompts vocal interaction,
It's difficult to see how this will play out within
the framework of the game as a whole, but in
the snippet Edge experienced, it presented an
interesting spin on the age-old problem of how
to Integrate bellevable character interaction
While it's obviously targeting the younger
set, The Real Neverending Story nevertheless
presents some Interesting technological
propositions whose impact on gaming
could reach much further afield pe=

The machine level

is rendered in a
monochrome fashion
in order to distinguish
it from the gaudy
sections elsewhere
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GRAND PRIX 3

Geoff Crammond, racing maestro and one-man programming legend, unveils his
first game in three years. Unsurprisingly, it's the third instalment in the Grand Prix series

The detail is extraordinary

- observe the rendering

in the wing mirrors (top)

Expect to take
advantage of a huge
range of replays and
alternative viewpoints,
not to mention a LAN
option for 16 players

Format: PC

Publisher: Hasbro/Microprose

Developer. Geoff Crammond

Release: March

Origin: UK

eoff Crammond's Grand Prix 2 is the
standard by which all other PC racing
titles are judged. An incredible design
achievement, it is still the pre-eminent Formula
One game, despite the fact it was released in
1994. A sequel was Inevitable. And yet 8 gamble.
Surely any game trying to live up to such a legacy
Is bound to be an anticlimax? It is a mark of
Geoff Crammond’s coding standards that F1
Grand Prix 3 allayed the fears and fuelled the
hopes of the playtesting mob that laid siege to
the Alpha versions on dispiay at ECTS.

Market shifts since 1996 have now made
official endorsement de rigueur for racing
simulations. Consequently, superpublisher
Hasbro has negotiated a licence with FlA,
Formula One’s governing body, to make F1
games for the next five years. That means an
F1 in the title but still only gains Hasbro access
t0 1998's data, teams, drivers, racing liveries,
courses and rules. A slight cause for
dissatisfaction, possibly, but doubtless 1999
data patches will mysteriously appear on the
Internet shortly after release.

Such details mattered little, however, during
Edge's fast lap around the Monaco track. Though
the test version provided software support only,
the engine achieved a smooth frame rate and, in
terms of detail, was a graphical match for any

The major omission from GP2 was weather. However, a complete system of
effects is promised in the sequel, enhancing the importance of pit strategy

accelerated F1 game currently available. More » Alimia
Importantly, the racing model was impressive, : “&ﬁéﬁ. SELENIANS
smoothly conveying notions of speed and force
as the car negotiated the renowned street
clrcult, Finer assessment of the handling was
prevented by the presence of the driver assists,
ploneered by Crammond, but the comprehensive
range of setup options avallable are a reliable
indicator of GP3's depth

Crammond has yet to make a public
announcement, but Hasbro is promising
telemetry data covering speed, steering, RPM,
throttie, brakes, gear use, and a wheel-Dy-wheel
guice t0 ride height, suspension travel and

Even in software
mode, Crammond’s
latest GP title is

ateral and longitudinal acceleration. Naturall -

ateral and longitudinal acceleration. Naturally certainly a match for
players will further be able to adjust the wings, most graphically
brake balance, gear ratios, springs, ride height, accelerated racing

dampers and anti-roll bars. Eight driving aids sims 0 the market

should help soften realism’s biow, however
(including seif-correcting spin, visible racing line,
suggested gear selection and indestructible car),
and if the thought of competing in an entire
championship with weather effects, qualifying
and practice is too much, then take refuge in
the quick start/race mode.

F1 Grand Prix 3 |s a serious proposition that
has negotiated its first public appearance with
aplomb. Edge will be following Its progress  ——
closely in the coming months. =




PRESCREEN

SWAT 3

With realistic elite forces-based strategic shooters all the rage at the moment, SWAT 3 is joining
the party at the right time. And, on current form, it looks capable of making some serious noise

You team members await your every command and will onl]:| move in if told
to do so. Realism plays an important part - note the bullet holes (top right)

hereas the previous two SWAT games

m were endorsed by one of LA'S SWAT
officers, this third instaiment receives na such
support. Nevertheless, the developer has
maintained a good relationship with the city's
SWAT team and was therefore able to consult
some of its members for technical and tac
advice when it came to put SWAT 3 together.

The fact that the game’s realism i
evident, then, should hardly come as a

Attack and defensive formations mirror r
SWAT-taGlich, @ aics of authentic weaponry s As a part of an elite unit, you're expected to neutralise threats such as
available (among others, a selection of silenced terrorists efficiently and with minimal losses. A headshot should do it
submachine guns, handguns, shotguns and anti-
terrorist devices such as flash grenades); you can
ot through doors an

Selecting your men and
their weapons for a

sho

1d walls (depending an the The missions are the

sual terrorist activity/

mission is an integral weapon and projectile type), and a bullet’s entry tage situation type, though the locations
5311}0{;‘:'_? prac:'ed;l:ﬁs point is smaller than its exiting spot, for example. ranging from city halls to nightclubs are at least
op). While each of the i 2 }
g 3 leader, you cantrol two teams s triguingly dis there's el
MISSIGAE OECHIE In R :.\3 rY ol two teams of tw intriguingly d there's little Use in

different location, your officers. It's your job to instruct them through a charging in like Schwarzenegger —you and your
objectives are similar mission, hopefully emerging successful and men are unlikely to last longer than five minutes

unscathed. it's all down to strategy, of course cer additions is the way

tof view js displayed on

corner and get a good look at po
sts without risking your own life

The versien€dge has played still had some
ing to undergo (the Al routines weren't
finalised, although things appeared to be
progressing reasanably intelligently), but should
rything turn out according to the developer's

Format: PC

Publisher: Havas

Developer: Sierra

Release: December

— ; L wishes, SWAT 3 could become yet another —
Origin: US A stratedglc and controlled approach is SR, o qL 2 P
required in order to keep your men alive engrossing PC strategy shooter. L
32 EDGE g
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PHANTASY STAR ONLINE

The console RPG is finally being liberated from the confines of the living room,
but is Sonic Team's online odyssey ambitious enough to lead the first expedition?

If nothing else, this Dreamcast online RPG can boast one element far superior
to that of RPGs on other formats: enemies big enough to bring the house down

Fantasy-style mystical forests plus colourful neon street surroundings

‘ The realtime graphics are undeniably impressive, generating both Final

Gamers may spot a
likeness to the opening
of SquareSoft's FFVII

Format: Dreamcast

Publisher: Sega

Developer: Sonic Team

Release: TBA

Origin: Japan

36 EDGE

to several Instalments, and now the series has
spawned its own next generation in the form
of a Dreamcast version

Hoc

t's online capabi

American RPG audie

Despite the poss

ies, though, the game
t gameplay the size and depth of

doesn't yet boas

perennial PC favourite Uitima On
example. A maximum of four playe
able to partake in a single quest, and this may
well be the first of many disappointments and
anticlimaxes. After all, at this stage the level of
ks similar to the 1993 SNES

party Intera

action-RPG,

3INS Much of a number of aragon

mounted anemies and only a split-second
glimpse of the rest of the game world. Oddly,

the clip concludes with the statement that it
‘coming to the Net', forgoing a mention of
ndeed true, Edge would

> main game Ir

hile this is

ch, without significant

gameplay advances, may well have

problems facing the next Final Fantasy, (],

Dragons and other
staple genre elements
will ensure that the
traditional RPG fan
will feel at home
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SNK VS CAPCOM

Chun Li, Mega Man and a multitude of near Biblical proportions take on the
Neo Geo coin-op kings in Sega’s latest foray into the esoteric and murky realm of the 2D beat ‘'em up

A familiar Guile, circa 1992, takes on a Fatal Fury combatant in a typically
clichéd venue for a street scuffle. Dedicated 1070!!5 will be enthralled

More up to date beat
‘em up commands
such as dash are
present, but there is no
den lnql‘%hat some of

d

rounds
ook sparse

the bac
feature,

Format: Dreamcast

Publisher. Capcom

Developer. Capcom/SNK

Release: October

Origin: Japan

35 EDGE

apcom have always enjoyed an enviable

position In the beat 'em up market; the
Street Fighter series has garnered more
attention than any other beat 'em up and has
the status of being the 'original’. In these times
of Tekken, Soul Calibur and Virtua Fighter ill,
Capcom has chosen to constantly refine the
hignly playable 2D beat ‘'em up, and now has a
partner with the same aims

n typically bizarre fashion, Capcom
characters such as Leon from Resident £vil 2 and
Mega Man can be pitted against the cast of
Samural Showdown, The Art of Fighting and the

Ryu can spar a&alnst the complete cast of

Samurai Showdown, no matter how cute

Neither firm has missed the opportunity to promote each others’ titles -
especially on the Dreamcast. Note the Powerstone logo

ever popular Fatal Fury. Stylistically the game
ooks |ike following Marvel Super Heroes Vs
Street Fighter, and is a tallor-made for a machine
burgened with owners needing another beat 'em
up fix after Virtua Fighter il and Soul Caiibur. The
heritage of both companies shines through, with
adverts for tities such as Powerstone lurking in
the background, Combos look as spectacular as
ever, rivalling Street Fighter iif for pixel
pyrotechnics, but it's unclear just how the
Dreamncast's controller will fare under the
bashing it's likely to get from most gamers
struggling with four basic buttons Instead of the
vital six. Support for Sega's VF3 arcade stick s
predictably included, and the game will also be
released on the Neo Geo Pocket Colour, with a
ink facility hopefully avail
Whatever the ¢ Dreamcast will be
able to boast the mo sole 2D beat
‘em up. However, while Japanese success is
virtually certified, a Western reception may be
cooler after what has become something :
of a Dreamcast killer app in Soul Calibur L=

v

The range of kicks

and punches seem
unnervingly dated for
the Street Fighter cast,
lending an aged and
anachronistic feel to
the proceedings

30US




PRESCREEN FOCUS

While the hype surrounding Nihilistic's debut focuses on blood-sucking creatures, its
revolutionary feature may be its potential to breathe new life into multiplayer gaming




‘- praise Caff

Age period, set in Prague. Modern levels are set in London and New York

A '
W is set in two time periods, with two locations in each. Shown above is
rk

| one word dominates the
hardcore multiplayer community,
i's Quake. More a verb than a
A, mued.(on thousands of gamers
I seir nightly dose of
glbshas as lT‘Il Ao with the series’
« undapying Tt)l‘nmb??lhar' the specific
mlee{:ar bea gmruubmrk ona
commercial level, thellkes of Half-{ife and
Kingpin rely on Quake ii's engine far their
tech, but real fraggers worship it because
of the ease with which its code can be
modified for their own personal use
Forget Ultima Online - the most active
online community consists of home
hackers building levels and games based
on Quake and pasting them up for
download. And skills honed on Quake If
are currently being switched over Lo Half-
Life, Over 150 mods are in development,
ranging from straight firstperson shooters
to extrerne sports and even racing games.
The power of the mod community
to increase the longevity of a title is
something no developer attempting a
multiplayer option can ignore. Which is
why when Nihilistic Software considered
the multiplayer strategy for its debut title,
Vampire: The Masquerade - Redemption,

it licensed the Quake level editor
QERadiant rather than the game engine
from Dallas’ finest. "With this editor you
get instantaneous leedback,” explains
Steve Tietze, lcad level designer an
Vampire, and a veleran of numerous
Quare mission pack levels. “You can
manipulate objects in real time and all
you need Is & Pl 333 and a video card
with good OpenGL capabilities.” Nihilistic
is releasing its tweaked version af
QERadrant and all the game's textures
and models with Vampire

And this thoughtful strategy is one of
the reasons Edge fiew into Nihilistic's San
Rafael office only two manths after first
looking at Vampire (E76). For, while the
singleplayer mode nas many Strong points

a great proprietary gngine, an expansive

plot based on the White Wolf pen-and-
papet licence, and a frisson of vampiric
moral ambiguity - its multiplayer option
is the first of & new breed of games with
the potential to change the social
dynamics of online gaming

in part, this innovation comes directly
from the licence on which Nihistic's game
is based, All live roleplaying games are
controlled by a godlike gamesmaster of

7/
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Using its Nod engine, Nihilistic can model Vampire's characters
with several thousand polygons. The buildings look equal stunning

storyteller, and 50 each session is only

as good at the storyteller makes Iit. Each
game is also unigue, with storytellers

able to use their imaginations to introduce
new objects, enemies and situations as
circumstances dictate, It's a far cry from
the *first 1o 20 frags’ scenario of most
onling games. The muttiplayer version of
Vampire is constructed in a similar way to
Its pen-and-paper cousin, with each online
session being controlled by a storyteller

e is

f Vampire
axmmdinasmilarway to its pen
_. vwmeachonline

Format: PC

Publisher: Activision

Developer: Nihilistic

Release: Spring

Origin: US
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Despite involving vampires,
rocket launchers and guns
still feature in the game

’ AN
- Yy ﬁf

Of‘lvhe lead Nihilists,
only two prove to
have real vampiric
tendencies: (from top)
project leader Ray
Gresko, lead artist
Maarten Kraaijvanger,
lead level designer
Steve Tietze and
director of technology
Rob Huebner

(right) into the action in real time

v 4

s
v

i Rl

A storyteller could introduce a Golem

whaose PC also acts as the server

"It was a logical step that was going to

happen sooner or later because it's simular
1o the way multiplayer client-se

e games
are already programmed,” explains Rob
Huebner And Nihilistic's director of

technology shouid know, as his pr

expenence has included coding the

of Descent and Dark
Force I: Jed! Knight, He continues. “Even
when you're playing Quake, technically the
server has unlirnited power over how the
world works. If the server decides all the

NETWOTk as

characters are gOiNg to jump, it could
easily do t, but there's no Interface to let
the player control it 50 1na sense all
we'te doing in vampire is adding an
Interface for the storyteller”

Gaining total control

Potentially, storytellers have complete
power over & game. This will be scaleable,
however, so players can see what the level
of control is for any game they wish to
enter, Starytellers have the ability to
Introduce enemies and objects in real time,
imple drag-and-drop menu. Other

options include possessing characters,

USINE @ &

removing objects from inventories, as well

as handir

: Out experience ponts at the

end of a hattie. Alternatively they can even
secretly play as characters themseives
Iy can obwiously ‘talk’ to characters as
well, and Nihilistic 1s currently looking into
the possibility of including support for
voice communication, loo. The key
advantage this gives Vampire is that each
session will be tightly scripted to the level
of characters actually playing, creating a
more engrossing experience, although this
tepends on the guallty of the storytellers
Initially, gamers who have beta tested

)

il fulhi this role to maintam

trod. Thar
100, WON net

Player

5 10 its recent deal

with Actn

COMmITELIm

upload their characters to the s

will also act as a central point for the

d of patches ar

downlo.

in the long t

argues the selt-mo he anly way
that the game will develop, with good
storytellers who control cheating gaining

popularity, while cheats will be shunned or
find other cheats 1o play with. (WON.net
will feature basi

ode 10 check characters
haven't cheated, suddenly gaining
thousands of expenence points, however.,)
"The main thing Is to make the experience
enjoyable for the player,” says Huebner

“A good storyteller will lorbid cheating, or

| jomi L4
— -

it it happens, the
But while p
hacking arounc

levels, iIt's |

of game
stones, 1a e, aithough

) into a8 MUD,

est, there are probably
people running around that really want to
be gamesmasiers. 5S¢ once you give these
people an outlet, they'll come out of the
woodwork. | know that if | picked up a
game like Varnpire in the store, | would
Immechately jump into learning Lhe
storyteller’s interface, because to
me it's more rewarding.” E

o
i

With the release of the QERadiant level tools and the multiplayer options,
Vampire communities will be able to build their own levels and storylines
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Passcarﬁybcus -

THE ONE THING EVERYBODY KNEW ABOUT ELIXIR'S FIRST GAME WAS THAT
IT WOULD INVOLVE SIMULATION AND STRATEGY. WHAT NO ONE COULD

HAVE GUESSED AT WAS ITS SCALE. REPUBLIC: THE REVOLUTION SIMULATES
AN ENTIRE EASTERN EUROPEAN COUNTRY WITH ONE MILLION CITIZENS IN
REALTIME 3D. IN THIS WORLD EXCLUSIVE, EDGE BRINGS YOU THE FIRST LOOK
AT ONE OF THE MOST AMBITIOUS COMPUTER GAMES EVER CONCEIVED

emis Hassabis is starting to get
E excited. He's spent 12 long months
not talking about the game for which
he left Lionhead and Peter Molyneux to set up
his own studia. It's been tough keeping mum,
though, and towards the end his defences
started to weaken. Details slipped out. And
thanks to one of Eidos’ over enthusiastic
PR managers, even the project’s name was
revealed. But now the self-impased silence
is over, Hassabis just can't stop talking:
talking about the revolutionary technology
underpinning the game and why he thinks it
is one of the most innovative and ambitious
projects in development. No wonder in the
brief moments when he stops talking a huge
grin spreads across his face.

Meanwhile Edge is transfixed, looking at a
computer screen on which a technology demo
of Republic's graphics engine is showing row
upon row of incredibly detailed buildings,
which stretch out to the horizon. “It's a pure
‘take the piss’ demo,” laughs Hassabis, “We've
got 10,000 of those buildings lined up and
that's billions of polys onscreen, because each
building is ten million polys. But just to prove
we aren’t cheating, we can zoom in on any
one,” he adds, before closing on a randomly
chosen balcony. Each of the railings is built
with polygons, even down to the individual
scrolls and curves of the wrought-iron work.

This isn't a special case, though. “Anyone
can just plant something in a world and say,
‘Here's this thing we can zoom up to], but we
can zoom in anywhere,” he says. "I call it fabric
and fibre. We have this hugely detailed fabric
but you can take a microscope to any part and
see the fibres. To give you an example of how
hard this was, Sim City 3000 looks exactly like
Sim City 2000 but it took three-and-a-half
years to make. The reason was, for two years
Maxis was trying to make an engine that could
show a city in full 3D. They basically gave up
and said it was technically impossible. We
managed to do it in four months".

The power of the engine has already
caused some novel problems. In any ordinary

#

game, the level of detail the artists work to is
limited by the engine. In the case of Republic,
the art team is having to hold meetings to
make sure everyone is detailing their buildings
consistently., “There are raging storms because
whatever they decide, everyone has got to
subscribe to that,” Hassabis admits. Recent
discussions included whether screw threads on
the bolts of factory buildings' plant machinery
or pollen on the flowers lining the balconies of
the worker's high-rises should be modelled.
The answers, respectively, were yes and no.

uopnlpy spoy cAydealojoyd

The ba und history and

visual look of Republic: The

Revolution is based on months

spent in the Russian department
the British Library

"The mad thing is, we are having to buy Silicon
Graphic workstations because our models are
such high detail, 3D Studio Max can't cope
with them,” Hassabis says. “And we haven't
even started on the fractal-generated cracks

in the pavement yet"

Good foundations

It's a sobering thought that it will be 16
months or so until Republic hits the streets,
50 what Edge is witnessing remains a work-
in-progress demo. And while the game isn't

EDGE 415 »



Drinking in Elixir (from left to
right): CEO Demis Hassabis,
designer Joe McDonagh,
director David Silver and
art manager Colin Seaman

yet playable, the core engine behind it is highly
impressive. Elixir expects to get enough
components ready to make Republic playable
by January, but until then it is concentrating on
maxing out the technology base.

“Imagine a rally in Red Square with the
camera panning around in full 3D, zooming up
to the speaker and then back to the crowd,”
challenges Hassabis. “That's why we need an
engine of this power. These scenes will be like
ingame cut-scenes but beyond just watching
them, there will be Al tweaks. For example, if
someone is giving a speech, there will be icons
in the bottom right, where you can say speak
louder, make a joke, be more emotional. And
depending on the stats of your speaker, you'll
see this happening, If you don’t want to watch
you can just get on with the game, but then
you don't get those extra options.”

Another aspect currently being put
through its paces is the Al, which will control
the million people that populate the country. A

'1.'\l_|['| . ..|:|5

Such is the power of Republic’s graphics engine that artists
are not actually able to view their models in 3D Studio Max
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2D testbed is being used to demo advanced
path-finding techniques so the citizens can
intelligently move through the city, avoiding
traffic and other pedestrians, using the Metro,
posting letters and naturally finding their way
to their destinations. One interesting scenario
displayed was the intervention of the police
force in a riot. Although the forces were only
represented by coloured triangles, the results
were startlingly naturalistic. As the rioters
fanned out, trying to escape, smallscale
encounters developed. Some rioters escaping
scot-free while one unlucky character-ended
up with six policemen on his tail.

“We want a million people but I'm
not talking about automatons,” Hassabis
says. "We are going to have a million
individual living;, breathing people with their
own daily routines and their own beliefs
and loyalties. if you leave the game alone,
they will happily go to work, get promoted,

“WE ARE GOING TO HAVE A MILLION INDIVIDUAL LIVING,

collect their kids from school and go to the pub”

This is one of the underlying rationales of
the game. Following his experience with the
3. 5million-selling Theme Park, Hassabis has
thought hard about how to make Republic as
accessible as possible. *I really think that non-
games players will be interested to watch the
world go by,” he says. As he stresses, this is the
reason the game's technology base needs to
be so good, especially visually. The technology
has implications for the game design, too. For
example, in previous sim games, if the player
ordered a self-laudatory article to be written in
a paper he contralled, the whole population
would gain respect points in response. In
Republic, however, each paper will have a
physical circulation, so only the people who
‘receive’ the paper will become more loyal.

"It makes our lives as designers easier
because things will just emerge naturally. So
we dan't have to worry what the effect of 2

BREATHING PEOPLE WITH THEIR OWN DAILY ROUTINES

AND THEIR OWN BELIEFS AND LOYALTIES”

Al testbed

Although currently only represented in
this 2D form, Hassabis believes Elixir is
pushing the boundaries of Al by having a

million individuals in the game. “We'll be
compressing people down when you're
not looking at them,” he says. “And when
we expand them up again they'll still be
consistent, ‘cos you still can’t physically
store a million people on a normal PC”




propaganda piece will really be, because once
we know the circulation of the paper, it will
just happen: your loyalty base will just go up”

Back to the board
Proud as he is of Elixir's technology, however,
Hassabis is clear that it's not the reason he

ted to make Republic, merely the reason
he can. “We're not really a tech company, we
just happen to have great technalogy,” he
explains. “We're not id and we are never going

The stage 2 technology demo of Republic’s

i is already turning out of
Foeredibe resuts. Effett soch a3 By

mapping and lighting still have to be added

to want to be. First and foremost we want to
make original, ambitious and innovative games”
The inspiration for Republic came from a
little-known board game called Junta. Based in
a banana republic, the goal was to make as
much money as possible by becoming the
president. Essentially, it was a game about the
pursuit of power. Junta is totally different to
Republic but it got me thinking,” Hassabis
recalls, "I've always been into current affairs
and | love films about power struggles and |

THE REPUBLIC IN QUESTION IS THE FICTIONAL COUNTRY

With a fully controllable
camera that can zoom in
anywhere, it's no wonder
Republic's artists have
been arguing whether

to model pollen particles
on the petals of flowers

OF NOVISTRANA, MEANING ‘NEW COUNTRY’ IN RUSSIAN.
IT HAS A 2,000-SQUARE-KILOMETRE PLAYING AREA

thought, 'Wouldn't it be cool to do this game"”
Five years later, the technology is in place to
bring that dream to fruition.

The republic in question is the fictional
country of Novistrana, meaning ‘new country’
in Russian. The 2,000-sq playing
area is based on three real ex-Soviet states -
Belarus, Ukraine and Kazakhstan - and
notionally located somewhere between the
Caspian 5ea and the southern borders with
iran. The population is thus divided along
ethnic and religious lines, Starting out in a
randomly selected small town, players have to
build up their base until they gain control of a
local city. From there they start to consolidate
influence until they move to the capital to take
on the president. Hassabis estimates it will
take around ten hours to get enough power to
make that jump. However, there are many
obstacles in the way, not least of which being
the 16 other factions also out to take over the
country. Of course, the president will be
attempting to hang on to power himself, too.
Controlled either by other players or Al
opponents (although the president is always
Al-controlled), these factions will exert their
influence over the 50 cities scattered
throughout Novistrana, One of Elixir's obvious
priorities is to complete a city editor that will
automatically crunch out standard city designs.
The capital, which is based on St. Petersburg
plus some extra creative touches, will be
constructed entirely by hand.

Play made easy

Aware of theyneed to keep the game controls
as straightforward as possible, everything that
occurs in Republic is organised using one
mechanism and one resource. The mechanism

EDGE 17 »
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The country of Novistrana contains one
capital 50 cities. Each will consist
of thousands of buildings and people

=

religious, military, criminal and business,
with each path possessing inherent
advantages. Playing religiously, your key
characters will be very loyal obeying all your
commands, whereas criminally based groups
will be less loyal but possess more money
with which to buy influence. However, there
won't be any choice of playing style per se,
it will all be implicit in the game design.
“How you play will reinforce what sort of
leader you are and what sort of people are
attracted to your faction,” reveals Hassabis.
“I don't see you just concentrating on one

is character-controlled actions, while the
resource is influence

“As a faction leader, you don't actually
do things yourself, it's not a RTS,” explains
Hassabis. “But at the start of the game you
have one, what we call, key character, your
Peter Mandelson figure, He's your right hand
man.’ Beyond that you have to recruit new
characters that will allow you to order
additional actions. For example, control of a
newspaper editor would give you the ability to
discredit your enemies by publishing nefarious
gossip. Equally, advanced actions can be built
by combining characters. With a union leader
and a rabble rouser under your command, the
ability to organise a rally becomes available.
Towards the end of the game, enormous set-
pieces action will become available, as you
could have control of ten or more key
characters and hundreds of actions.

The advantage of this approach is that
highly complex actions can be intuitively built
from simple building blocks. Players have the
freedom to play in any way they wish, from
trying to take over the army to starting a

strand. You might be very strong in one, quite
strong in the secondary one and weak in the
third one and then the fourth and fifth ones
are where you have to do pacts and deals
with other factions to cover your weaknesses.”
The basic mechanism of these strands was
tested using a card game based around the
key characters and their actions.

But, as Hassabis admits, balancing the
Republic will take most of next year. "As with
any kind of open-ended game, the only way
to tweak it is to play it for thousands of hours.
There's no secret to getting good gameplay,

Ghandi-style people-power movement.
Hassabis befieves this approach will greatly
reduce the complexity of the game. "Everyone
knows how to do these things because we are
mirroring real life,” he says. “We are in the real
world and you set off events that everyone has
read about and is familiar with. We all know
* how paliticians gets disgraced”
Republic has been designed with five

specific playing styles in mind: political,
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Left) There are 10,000
uildings in this demo and
each building consists of
around ten million polys,
resulting in over a billion
lys onscreen. At rresent
X

runs at 20 fps. Elixir is
designing the game for a
minimum spec of a Pl
running at 266MHz, with a
3D card and 64Mb of RAM



you've just got to play it. That's going to be
a huge task but it's unavoidable”

Games for all

Republic still has a long way to go until such
balancing is an issue, though, and this early
demonstration of the concept is merely a
taster. As much as anything, the point of
revealing the game at this stage is to finally be
able to start talking about it officially, Not that
the media blackout has stopped Hassabis
talking to non-gamers about the concept.

“We had the re-insurer coming in to
check us out,” he recalls. "He was this
55-year-old man and | thought he had used
grey spraypaint he was so grey. | took him
through the game. Obviously he'd never
dreamed of playing a computer game but he
was genuinely interested in what was going
on. | think a lot of it is because this s set in the
real world. If he'd asked, 'What game are you
working on?' and I'd said, 'I'm doing wizards

Stills from the opening FMV show the kind of ingame look
Elixir hopes to create with Republic: The Revolution

killing orcs’, he'd immediately have shut up.”
So many developers are talking about
reaching the mass market, yet few seem to
be capable of approaching that segment in a
logical way. Anid however Republic ends up
playing, at least Elixir has approached its first
game bearing this in mind. Combining cutting-
edge technology and accessible gameplay, it
expects to sell millions of copies. Hassabis
ends by re-stressing the fundamental reason

“AS WITH ANY KIND OF OPEN-ENDED GAME, THE ONLY

As well as monumental buildings, Republic will feature realistic trees
consisting of over 10,000 polys, Each leaf will be individually modelled

PRESCREEN FOCUS

he believes Republic has the potential to reach
the unconverted: *1 think finding out what is it
like to become president is ane of the most
exciting things you can do that most peaple
never get to do. It's as escapist as anything any
fantasy game, but it's set in an environment
everyone knows about, If we can attract a
whole load of new people and challenge their
idea of what a game is about, then E

we've done something truly amazing”

WAY TO TWEAK IT IS TO PLAY IT FOR THOUSANDS OF
HOURS. THERE'S NO SECRET TO GOOD GAMEPLAY”

will populate the game

A million individual people
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Having once more debagged to Japan’s capital for a taste of the most
lively videogames spectacle on earth, Edge braves canned coffee,
game characters made real, and Lionel Ritchie to deliver this report

ew things in life must rate as sureal

an expenence as listening to a

trombone-led Muzak interpretation
of Lionel Richie's "Hello" at eight o'dock in the
morning against the moving background of
endless concrete edifices that constitutes
Tokyo's suburbs. Yet this is the situation Edge
finds itself in, having jumped on board a
courtesy bus service transporting eager western
journalists from the lapanese capital's frenzied
centre to the comparatively calmer precinct
surrounding the Makuhari Messe Convention
Centre, home of the Tokyo Game Show
exhibition. And after ten Muzak-filled minutes,
the Makuhari district can't come soon enough.

Some 1,800 seconds later, during which

the violin rendition of 'Hey Jude’ stood out as
an undiscovered potential musical triumph,
Edge is registering for the show. Today, Friday
September 17, is press day and Namco has
kindly agreed to start the proceedings a little
early by allowing the group of western journos
Edge is with to look around its stand. Press
pass dangling around the neck and door staff
swiftly negotiated, Edge duly follows the
Namco representative until she is on home
ground. The stand itself is divided into four

distinct areas dedicated to three PlayStation
games and a glant monitor screen showing the
publisher's PlayStation2 developments. First up
{and because the P52 display remains
unplugged at this stage) is Oragon Valor. The
first DV-related material Edge witnessed was
shown during a Namco HQ visit some 20
months ago. A mixture of FMV, stop-motion
animation and digitised sequences, the footage
left serious doubts as to the possible quality of
the finished product. Namco, it transpires, knew
what it was doing, and while the playable TGS
version of Dragon Valor is by no means
finished, it's nevertheless looking very
impressive, boasting some beautiful graphics
and cute character design with a healthy dose
of allimportant gameplay.

The lure of PlayStation2

Having spent some time on the likeable 3D
platformer Fac-Man World 20th Anniversary,
Edge has only just started playing Rescue Shot
Booby Bo (an intriguing if slightly limited G-Con
compatible title) when someone fires up the PS2
video wall. The wait for Tekken Tag Tournament is
seemingly interminable as the expectant crowd is
treated to the opening FMV sequences from the
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Yuji Naka demos the mad, mad, mad yet lovable world of Chu Chu Rocket (main) - one of the most frantic {and fun)
games you're likely to play on Dreamcast. Not that Virtual On (top right) or Crazy Taxi are duil, dull, dull, of course
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The New Ridge Racer demo (main) looks very promising - at times even
mare so than GT2000 (top left) - but Edge came away preferring GT2
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PC 3D

3dfx's T-Buffer enables
cinematic effects such as
depth of field (top) and
motion blur (above)

WITHOUT ANTIALIASING

Also in attendance, but less prominent, were the rest of
the pack: Matrox, 53, ATl and 3DLabs. Despite not being as
fashionable as some of their rivals, Matrox and ATl remain large
3D board manufacturers with products targeting the whole
range of solutions from gamers to business users. Matrox; in
particular, has recently received an impressive-amount of
support for the environmental bump mapping and dualhead
functionality of its G400 board.

"1 get a large allocation of boards to send to developers but
the demand is crazy,” explains Jason Della Rocca, Matrox's
developer relations manager. “We send out 100 boards a week,
and the queue is still hundreds deep” 53, on'the other hand, is in
the midst of buying graphics-board manufacturer Diamond, one of
the many vertical deals that have characterised the 3D market of
late. Its next-generation chip, the Savage2000; has just been
announced, and it is currently working on-a completely new
‘project X' chip architecture. “The industry’s on a very steep ramp
in terms of performance increase at present, and we are on that
ramp as well," $3's chairman Ken Potashner bullishly told Edge.

It was Nvidia that took the plaudits, however. Even in an
industry that expects generational leaps, with Moore's Law
predicting the doubling of the number of transistors per chip every
18 months, jaws hit the floor when the GeForce chip was shown.
“We're going faster than Moore’s Law,” Derek Perez, Nvidia's PR
manager, proudly stated. While Intel’s Pentium Il chip contains
nine million transistors, the GeForce has an incredible 23 million.
And while not all transistors are equal, the scale of the technical
achievement in itself is impressive. Nvidia is already marketing the
chip as the world's first Geometry Processing Unit.

Creative Labs, one of the first-board manufacturers to ship a

WITH ANTIALIASING

With little developer support apparent for the T-Buffer, 3dfx was reduced to demonstrating
the smoothing of its full-screen spatial antialiasing with help from Need For Speed 3
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ia's key demos

ce chip was
this impressive tree, seen
in wireframe (right) and
with lighting (left)

product based on the GeForce, cheekily
reckons that using the GeForce with a PIl 300
will give the same performance as a Pl 450
with the chip,

More importantly for game developers,
however, was the news that the GeForce would
be the first graphics chip to support hardware
Transform and Lighting (TEL) functions as
detailed in the latest iteration of Microsoft's
DirectX instruction set. Transform and lighting
are obviously the most CPU intensive stages of
creating any 3D scene, the transform funchion
calculating the co-ordinates of 3D objects and
environments as they pass through the 3D
pipeline to be outputted on the 2D screen,
while the lighting calculates all the vectors, from
lightsto objects, in the 3D scene, GeForce will
remove this entire load from the CPU, allowing it
to be used for other purposes such as better
artificial intelligence, physics and collision
detection. The paint of interest of hardware TEL
for gamers, however, is the increased amount of
polygons it allows developers to throw around.
Photorealistic realtime graphics, the holy grail of
so many developers, just got one step doser.

Looking real
In contrast to the muscle of GeFarce, 3dfx
concentrated on demoing its realtime cinematic
effects. Its T-Buffer technology highlights subtle
techniques such as antialiasing, motion blur
and depth-of-field focusing. Although only one
strand of its Napalm chip, which isn't now
expected to ship until next year, 3dfx was
suggesting that more polygons are not
necessarily the complete answer to better
graphics. Although obviously when Napalm
does arrive, it too will feature hardware TEL
Chief of T-Buffer effects is full-screen spatial
antialiasing. Along with smoothing out jaggies,
this also tackles similar problems caused by the
polygon ‘popping’ of thin objects moving relative
to the screen. Interestingly, it's not a technology
developers need to support per se, as it merely



fixes problems associated with bandwidth
limitations of PCs. Both motion blur and depth
of field are byproducts of the antialiasing
technology, which allows multiple images of any
portion of a scene to be rendered in real time.
For example, for motion blur, multiple images of
any moving objects would be added, whereas
with depth of field they would be added to the
entire screen, minus the portion of the image to
remain in focus. In addition to the T-Buffer, 3dfx
also announced its FXT1 open-source, cross-
platform texture-compression technology.
However, the inclusion of S3TC into the feature
set of DirectX7 made this something of an
academic issue for PC developers,

Moare worrying for a company that has
basked in its reputation as the fastest and the
best, there was little reaction from developers,
aside from a testimonial from the producer of
Halo, a game that had already been demoed
during the GeForce press conference. And
while 3dfx says it expects developers to create
their own effects based on the T-Buffer
technology, most seem nonplussed by it.

Feeding the beast

The situation was completely different for
Nvidia. It embarked on a programme to get a
select group of developers on board prior to
announcing the chip. “We didn't really
broadcast it wildly to begin with," explains
Christopher Donahue, manager of Nvidia's
developer relations group. But after the news
broke, developers' reactions have verged on
the ecstatic. Tim Sweeney, founder and lead
programmer at Epic, simply said “Holy shit,”
succinctly summing up the overall mood.

One of the first games to support it is’
Computer Artworks' Evolva. Prior to GeForce its
character models were running at around 700
polygons. In contrast, the optimised version of
the game uses 7,000 polygons, with 13
creatures on screen at any one time. “Originally
we had details that ordinarily you couldn't
see,” explains Mark Atkinson, Computer
Artworks' technical director. “The GeForce is the
first thing to allow us to tessellate them out.
Now our realtime poly levels are slightly higher
than what was set for the FMV sequences.”

Of course, it helps that all Evolva's content
was designed to be scaleable from the off.
“One thing that is fairly unusual is that we

PC 3D

One of the first games to show the benefits of GeForce's power is Evolva. The number of
polys per model has jumped tenfold, as the before and after wireframes below clearly show

e s i e e e e

When confronted with Geforce, Tim Sweeney,
founder of Epic, simply said, “Holy shit”

used DirectX for all the transform and lighting right from the start,”
Atkinson continues. “Most developers are still using their own
code, but we made the decision early that the DirectX stuff would
be good.” And it was this foresight that ensured that a minimum
of work was needed to get Evolva working with GeForce.
Computer Artworks received a prototype board with alpha drivers
a few weeks before ECTS. The DirectX7 port took a weekend.

B Mark Atkinson B technical director, Computer Artworks

On hardware transform and lighting and the next generation

| think hardware T&L will just become accepted. I'd draw an analogy with hardware rasterisation: when
Voodoo 1 came out, it was amazing. It could draw huge triangles in no time at all, which used to take up
50% of your CPU time in software. So it's exactly the same case with hardware T&L now. It will just be
accepted that transforms just happen and don't take any time. Well forget that they ever did and
become used to the fact that the card draws the graphics.

"For the next generation of chips, | think it's got to go to higher-order perimeters. Already if you draw
the Fvolia stuff with wireframes it comes out virtually solid. But once you get triangles getting down to
pixel sizes and sub-pixel sizes, you start running into a limit. What's the point? So the only place to go to
get past this pixek-per-tnangle barner is higher-order penmeters, things like patches or NURBs, and then
displacerment maps on them for the surface detail. | think it will take a fittie time to get to that point but
when the first stuff comes out it will be defining it in software and then tesselating it into triangles?

EDGE 55 »
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Taken from a game called
Experience, from WXP, the
Dagoth Moor Zoological
Gardens level showed the
graphical quality that
should become standard
thanks to the introduction
of hardware T&L on the
new wave of 3D cards

“We asked WXP if they wanted to work on Geforce,

and 1 don't think they've slept since”

Motion blur is just one of
the byproducts from the
spatial antialiasing of
T-Buffer. 3dfx also expects
developers to create their
own visual effects based
on the technology
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“I-had to redo all the interfaces, but it didn't take long until we got
it up and running,” remembers Atkinson. And even though the
code wasn't optimised, it didn't seem to matter that the chip was
drawing four times as many vertices as it needed, “The GeForce
was so fast, it didn't seem to care,” is Atkinson's understated take
on the situation.

Other games that promise to support the hardware include
Quake I; Arena, Rage's racing title Midnight GT, Bungie's Halo,
and Experience, the debut game from WXP, a small Seattle-based
developer. It was the first developer Nvidia got on board, with its
initial work being demonstrated during the press conference.
Entitled the Dagoth Moor Zoological Garden, this demo level
showed off both the high poly counts as well as the realtime
lighting and environment mapping that can be carried out.

“They're a bunch of sharp guys who we have been working
with,” explained Nvidia's Donahue. “We visited them and saw their
engine and said ‘Do you guys want to work on GeForce? That was
a month and a half ago, and | don't think they've slept since,” he
laughs. Other high-profile games are bound to feature on
GeForce's support list soon too. According to Mark Atkinson, it's a
no-brainer for any game utilising level of detail or progressive

mesh technology. Nvidia's Derek Perez
agrees: “The more we tell people about it,
the more they're getting on board” Indeed,
such is the level of enthusiasm that at
Microsoft's Meltdown developers were going
back to their hotel rooms and writing code.
“Planet Moon's Scott Guest got the software
development kit, made a CD, went to his
hotel room, and came back the next morning
with a version of Giants,” says Perez. "We
tested it and it ran”

But no matter how quick the code is to
implement, the most interesting aspect of
the GeForce is what developers will use the
CPU for.now it has been freed from the toil
of T&L calculations, "We've removed a lot of
the load from the CPU, and that means
developers’ learning curve has gone up
because now they have the ability to invest
mare in physics and Al," says Chris Donahue.
“There are a couple of guys that we've talked

W Jason Della Rocca B developer relations manger, Matrox

On the future of 3D cards

“Fill rate i still a big, big issue, Developers can never get enough passes of alpha and paride effects,
which still takes a lot of fill. Hardware T&L is on our roadmap and everybody else's roadmap. Everyone is
trying to g=t doser 1o PlayStaton2 performance. Faster chips and more texture pipefine are important
too, and the GeForce has quad rendering pipelines. One of the major issues is bus contention: the mone
polys you use, the mone they are fighting to get out of the buffer at the same time as the o
Anything you can do to reduce the bandwidth speeds of either of those two areas, the better off you are.
Developers aiso want high-resolution texture support in conjunction with texture compression, so they
can move 1o 1Kx1K and 212K texdures, The G400 will do this at the moment, but the problem is that it
wan't compress them 50 you have massive bandwidth needs. So what developers want s to be able to
do those texture sizes but shrink them dowr via compression. GeForce supports 53TC, and | think the
next 3dfx board will have t, and it's an our roadmap. Basically, faster is always better
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DUALHEAD LEFT

DMA's Wild Metal Country supports bump mapping as well as the dualhead features

of Matrox's G400 card. The dualhead functionality is used for an extra map screen

to who have some pretty good ideas about
what they are going to use it for,” he continues
cryptically. “Valve is really excited, and its Al was
okay to begin with!

Supporting the G400
Key to the impact of the GeForce has been
its proximity to the release of DirectX7 and
its new features, Probably the key instruction
set for PC developers, the latest iteration of
DirectX not only supports hardware T&L, but
cube environmental mapping, vertex
blending and particle systems. Aware of the
importance of Microsoft’s group of
technologies, Nvidia has made sure that
GeForce supports the entire suite.

A similar strategy certainly worked
when Matrox was considering what features
from DirectX6 to support in its current G400
chip. It decided on environmental bump
mapping and the dualhead output, which
allows gamers to use an additional screen
when playing a game.

“They weren't mistakes as such, but they
did just kind of happen,” jokes Jason Della
Rocca. “In the case of bump mapping we
looked at the DirectX6 specification, and said,
‘We'd better put it in because everybody else
will be doing it, and if we don't do it we'll be
screwed” As it turned out, the G400 was the
only chip to include the feature. Similarly with

WITHOUT BUMP

the dualhead option. This niche functionality was required for
past-production work on one of Matrox’s high-end business
cards. “We left it on the consumer-level board and it's become
this great feature for us,” Della Rocca explains.

However, such features are patently useless unless developers
actually support them. One game that managed to utilise both
was DMA's Wild Metal Country, which is still to be released in the
States. Following an OEM deal between Gremlin and Matrox, DMA
added bump mapping to the game's terrain, giving it a more salid
look. Dualhead allowed DMA to rectify a criticism from the
European release of the game.

"With the opportunity to use the second monitor, we decided
to put a map screen on it.” says Pat Kerr, Wild Metal Country's
lead programmer. *It was something we'd thought about including
in the original game but ultimately didn't. It changes the game in
as much as one of the prablems of the game in its original form is
it's too easy to get lost, We also bump mapped the map screen to
make it look more interesting”

Yet while 3D chips will continue to allow developers to create
better-looking games with more polygons per frame, the key point
of the next-generation chips that support hardware T&L will be
how developers use the opportunity to improve physics and Al

“I think it will depend on the sort of games developers are
trying to do and what the public are willing to buy,” says Kerr,
mindful of the less-than-sparkling retail performance of Wild
Metal Country. “We've put a lot of effort into physics and Al at the
expense of graphics, but people go for eye candy. They don't
seem to appreciate the extra layer of immersion physics can bring
to a game!” Every 3D chip revolution makes games look more
realistic. The more interesting question is, will this one
make them play more realistically?

WITHOUT BU.MP

.
WITH.BuMP

PC 3D

(Top) The one game used
to show off GeForce was
Bungie's Halo, while the
boat on the water demo
(above) displayed the
card’s cube environment
mapping capabilities

Dungeon Keeper 2 and BattleZone Il are among the wealth of current games that have shipped suﬂpnrling the G400's environmental bump

mapping. Although it doesn’t add any additional gameplay features, there’s no question that it ma

es titles look considerably more realistic

EDGE o7
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Wheeling out the formula
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n run of fo | Eames making

type Of racing gar

ooy Index

narket falled to enjoy a ve amount of s for a string of
to highlight one of the industry’s major flaws — that Is, publishers to follow in the same tyre 1'a-:.li.a You Rally Champlonship
the seemingly unshakeable fear among publishers to couldn't have failed to notice how many GT clones
step out of the realm of the proven and into the land of revved their engines after Polyphony's title lead the way, page 70
innovation - then perhaps the state of affairs evident or the amount of rally titles following Colirn McCrae
t. Simply put, many when Psygnosis’ first PlayStation F1 game

155iD1y tok llowing a guiet period

f years

Edge. The fact that many 2 you look, every man
creations of the sport |s beside the point and his dog - including the likes of Eidos, Sony, Video
Their existence simply reeks of utter desperation System, Ubi Soft, Microprose, EA and Acclaim - Biohazard 3

There are notable exceptions in the publishing appears to have an F1 title in development, most =
field, of course, Ct ing the not-so-exclusive FIA/FOA licence

compete:

page 72

easily have turned to F1, wi 355 5 e af affairs would be grim if the
when it de 0 e dr = Cl t g new F1 gar managed 10 better
J | : " - ) te & it ey
N0 Thera are countless 5 Ward examples atiempting a
within the massive motorsports arena that would swift (and painfully obvious) cash-in

provide excellent videogame source material, yet If you can't even equal the guality of 2 current
hers appear incapable of [ooking genre-leader, why bother wasting developers’ time? Tomb Raider: TLR

most pu

beyond the obvious More impartantly, though, stop wasting players’ money. page 74

Hydro Thunder

Spot the indifference: this month’s Formula One 99 (left), and FI World Grand Prix (centre), with
EA's Visual Sciences-developed entry into Formula 1 (right) bound to follow their slipstream. Excited?

nansTEN

Every issue, Edge evaluates the .
Videogames on the Edge Toy Commander

SEOMISING games ' page 76

The month’s digital diet, thanks to Edge’s newly installed Super Famicom Jr. F1 World Chamionship

page 77

best, most intese:

Win Back

page 78
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Prince of Persia 3D

average game deserves an er all ' 5 and ( such as this nst evilly addictive

average matk — not, as many 96 levels remains tod var known to man

Team Racing to shame make Dolphin & success
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RALLY CHAMPIONSHIP

Easily done, this (above), and damaged bo
engine overheating, shattered windows, and much more usually ensues

ork, collapsed suspension,

Twoplayer action is
supported by one
machine while an
eightplayer network
option also offered
(top). Between stages,
you're allowed a strict
time limit for repairs

n opening, it's worth pointing
n out that Rally Championship is
being reviewed here on the basis of it
being a simulation. The reason for this
disclaimer-like statement is the nature
of the game which, like the excellent
Grand Prix Legends before It, targets
dedicated racing fans first and
foremost. And like GPL, a high-end PC
with a steering wheel (preferably force
feedback) Is highly recommended — it's
Just not the same without them. Unlike
GPL, however, Magnetic Fields' rough
roader does offer an immersive arcade
option (complete with reversed stages
and CPU cars to overtake along the
way), its forgiving dynamics and
reduced damage providing a very
accessible entry point into the
world of digital rallying.

But it would be fair to say that
the majority of Rally Championship’s
initial devotees are likely to be looking
for its simulation aspects. Thankfully,
they won't be disappointed. No other
game has previously captured the

The sensation of controlling a rally machine using the game’s superb in-
car view is magnificent (above). The car models are truly impressive (top)

essence of rallying and reproduced it
to this level of detail. Colin McRae is a
wonderful game, but its core does
reside in arcade-style gameplay,
which in itself is not a criticism, simply
a different way of doing things. Here,
reality reigns. Yes, even in its highest
simulation setting the handling has
been mildly tweaked to ensure
piayability, but rest assured the
dynamics are first class. Anyone

who's ever had the chance to
attempt to hold a powerslide around
a wide, loose surface-covered bend
ar race through a tree-lined muddy
track at indecent velocity in a rally-
prepared vehicle is unlikely to find a
better approximation of this sport.
The sensation of racing such a
vehicle (particularly when using

the magnificent in-car view) is
without equal.
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Night-driving can make things
even more exhilarating (right) but
even in daylight the constant quest
to be the fastest through the stage
can often end in drama (top left)

Initially, only A5 class (super-mini)
cars are available, but completing
several championships eventually
sees you unlocking the A8 Waorld Rally
Cars, hence obtaining all 23 vehicles
Unsurprisingly, all feature accurate
madelling, genuine decals, individual
engine noise, handling characteristics,
superbly recreated interiors and an
nformative co-driver.

If the cars are realistically
recreated, then you'd expect no
ess from the game's 36 stages (six
rallies with six courses each) that
constitute the Mobil 1 British Rally
Championship — the game’s licence.

In total, approximately 420 miles of
Ordnance Survey-licensed mapped
roads from the corners of the UK await
discovery, complete with appropriate
atmospheric conditions. And because
this is a simulation of a real event,
expect authentically lengthened
stages —over ten minutes of frantic
wheel action and absolute
concentration per section is not
uncommon. Furthermore, in between
them you get only a limited amount of

time to repair any damaged
incurred from a moment’s lapse in
concentration or over-enthusiastic
use of the accelerator pedal

The amount of parameters that can
be affected by things going awry is
suitably comprehensive, of course

Niggles? well, some of the

collisions can seem a little odd, but

mwould be fair to say that the majority of Rally

the game's calibre may end up
converting a fair number of players
to reality-based racers.

Thoroughly absorbing and rarely
anything less than thrilling, J=3
Championship is a revelation. e
Edge rating:

Nine out of ten

Format: PC

Publisher: Europress

Developer: Magnetic Fields

Price: £30

Release: Out now

Being a realistic rally
sim, you can see into
the car during replays,
with the driver steering
and changing gears and
the co-driver looking
down at pace notes
(centre). It won't stay
clean for long (above)

Championship's initial devotees are likely to be looking for its

thankfully this is a rare occurrence.
Fictional stages would have allowed
the designers to build amazingly
exciting sections at every tum,
though to be fair there's hardly a

dull moment in the game. it probably
won't appeal to the average arcade
racing aficionado — this being
hardcore sim territory there's little
evidence of the gameplay structure

so well implemented by Codemasters’

Colin McRae Rally, for example. vet

The terrain depends on the raiIJr
location but expect gravel, mud,
Tarmac, and snow among others

simulation aspects. They won't be disappointeﬂ
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BIOHAZARD 3: LAST ESCAPE

As ever, the puzzles are
not headache-inducing
'LP“ and present little
challenge (even playing
the Japanese version).

But some of them have
random cycles (above)

While nearly all of the game is spent controlling Jill (above), one
section is cleared playing as Carlos the friendly mercenary (top)

Complete the game to unlock all five of
Jill's extra zombie-killing outfits (centre),
including Dino Crisis’ Regina suit (above)

et immediately befare and after
E the events of Biohazard 2,
Capcom’s third instalment (sixth if you
count the Director’s Cut and Dual
shock versions) of its highly popular
shocker franchise has beer

1 unieashed
on to the Japanese market, whose
fervent anticipation of the title has
seen over a million units pass over the
counter in the first week alone - and
usually that kind of success cannot
simply be attributed to hype. (Having
said that, how many copies did
Mission: impossibie sell in the US?)

By now you should know the score:
zombies litter th vironments, and
I's your task to guide your polygonal
hero/heroine to safety while releasing
as many undead from their lifeless

curse as you deem necessary, all the
while enduring badly acted cut-scenes,
gorgeous FMV, and a wafer-thin plot.
It's all become part of the Biohazard
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enough off the beaten track to break it
That isn't to say that this is an

copy of previous Blohazard

ally. most of the familiar

Wi
y anywh

ng, door-uniocking

structure retu

addition

s have been included. The

quick 180-degree turn from Dino Crisis

a swift shoulder button press it's also
possible to dodge certain zombie
attacks, More interesting is the
opportunity to manufacture your own

albeit rudirr

ry - element of
resource management into the series
Moreover, the way you are given the

Nemesis (left) appears throughout
the game attempting to halt your
progress. You can usually flee him

S, even on tne harder set

e last FMV seq
2’'s more than just
key allowing you to change your

character's textured clothes - The

a bonus game in \

of thr

to fight your way from one end of the
another in a strict time limit

Format: PlayStation

Publisher Capcom

Developer: In-house

Price: ¥6,800 (£40)

Release: Out now (Japan)

December (UK)

The Mercenaries, like
the 4th Survivor found
in Bichazard 2, is a
bonus game that can be
played once the main
game is completed. It's
surprisingly addictive

Operation Mad Jackal is a bonus game in which you get to pick one of
three mercenaries you meet in the game proper. The aim is to fight
your way from one end of the map to another within a strict time limu

more poignant

also impressive. For example, when
facing Nemesis you usually have the
option of evading the tenacious
mutant from hell or, if you're feeling

ularly valiant, confronting him

f cholce eventually brings you
back into the narrative’s lingarity, but
it does makes matters a little more
interesting for anyone replaying the

game in search of extra bonus items

an Biohazardists

won't take weeks to survive their way

through Last Escape’s seven main

ou With extra time and

onal supp

financial benefits await the bravest
players, Once enough is amassed, the
maoney can be used to purchase
weapons with unlimited ammo, which
an be taken into the main
game It's certai

Uitimately, if you've enjoyed past
Biohazards, you'll relish Last Escape.
Yes, It's mostly more of the same, but
such is the guality of Capcom’s horror

y @ wortny aogition

thoroughly engrossing stuff

Edge rating
Eight ot of ten

Look familiar? Because
the action takes place
in Racoon City, Last
Escape shares some of
its locations with those
found in Biohazard 2,
such as the police HQ

EDGE 73
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TOMB RAIDER: THE LAST REVELATION

Format: PC

Publisher: Eidos

Developer: Core Design

Price: £30

Release: Out now

The ability to combine
items is demonstrated
by the laser sight
(above). Affixed to
either a crossbow or
revolver, it allows Lara
to snipe from afar

nlthnufh TLR's maps

are guilty of the
occasional indiscretion
- too much wandering,
perhaps - on the
whole they remain
thoughtfully designed

Environment mapping furnishes The Last Revelation’s locales with an extra
layer of atmosphere. It's simple trickery, but it greatly enhances the architecture

1996 debut of the franchise. Mindfu
that Tomb Raider Il was guilty of
preaching to the converted, its

mportance of

1d key-based puzzles has

gttendant aimless wandering endemic
chailenge

to both. To fill this

further progression

nscriptions with binoculars,
The Last Revelation is rather more
involved than its forebears. To help

with this additic

t antre :
clues. But - and this is of egual

importance = TLR recaptures the

atmasphere that made Its uitimate

You play a 16-year-
old on levels one and
two ~ a fair premise
for a training mode

The Last Revelation uses in-
game set pieces to great effect.
After all, participation matters

llustrate various events. With all but

rather than explaining why Lara
travels from one locale to another

The problem with this PC

to its very limits, yet runs com
on a humble P200 with a 3D card, By
catering for the lowest common

denamir

rtably

tor = the PlayStation mass

market -

(and, from an elitist perspe
should) have been

An excellent videogame, but,

s

Ll

Eight out of 1en
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HYDRO THUNDER

The number of ramps is such that you'll
spend a great amount of time airborne

0in-op canversions nowadays

are usually filled to bursting
point with extra options, time trial
modes and super championships. It is
fitting to the spirit of Hydro Thunder,
though, that Midway has ignored all
that malarkey. Make no mistake, this is
a pure arcade romp; start on ‘Easy’
level, race through three tracks, go
onto ‘Medium’, race through three
tracks and then go on to ‘Hard’

There's an initial choice of three
boats — one stable, one fast, one a
compromise between the two - with
more to be unlocked later. The visuals,
while not exactly awe-inspiring, are
certainly impressive. Background
scenery is detailed and varies from
theme parks to icy wastelands to ship
graveyards. There are some great
anarchic touches too: police launches
speed past and try to hait the racers,
canoeists get tragically caught in the
way, and & flooded New York has
submerged taxi cabs just visible
beneath the waves. The addition aof
dozens of secret routes also adds to
the fun — looking for that hidden
tunnel or waterfall entrance to shave
seconds off a lap time draws you in to
these bizarre and twisted worlds.

Collecting boost icons (left) and then firing up your hydro jets on the
straight sections (right) is the pathway to success in Hydro Thunder

As a racer, Hydro Thunder is a
hard game to judge. While zooming
along the twisting waterways at high
speed is undoubtedly enjoyable,
handling the boats in the early stages
is merely a matter of opening the
throttle and picking up the boost
icons — just hit all the courses at the
terminal velocity of an ICBM and you'll
be fine. Only on the three ‘Hard" tracks
are such advanced tactics as braking
and observing the racing line needed.

On the other hand, If it's exciting
manoeuvres and OTT jJumps you want
— leaping over precipices, plummeting

hundreds of feet into the seething surf

and motoring on — then ook no further.
Hydro Thunder has ramps and jumps a
plenty. Onlockers will audibly gasp as
you take flight, overtake three boats
and clip a mountain in the process.

Fundamentally, this is an
experience rather than a simulation.
It's frustrating — simply missing a single
boost can make the difference
between qualifying and being an also-
ran. The erratic behaviour of the other
pilots doesn't help - whoever coded
the Al has suffered too much traffic-
jam road rage. it can be pot luck
getting through the pack without a
maijor pile-up - cofmpetitars will try to
sail straight through you.

Ultimately, this is mad nautical
gaming - aggressive, surreal and
compulsive. Sometimes shaliow, it is
not Mario Kart on water, more a damp
Driver — full of noticeable flaws, =

—

but a lot of fun. oy

Edge rating:

Six out of ten

Format: Dreamcast

Publisher: Midway

Developer: Eurocom

Price: £40

Release: Out now

Background scenery is
impressively detailed
and well drawn at
times. There is also
very little slowdown,
even in the full-on
twoplayer mode




TESTSCREEN

™

10V COMMANDER

Format: Dreamcast

Publisher: Sega Europe

Developer: No Cliché

Price: £40

Release: Out now

TS
gt O y A

Missions are highly
varied, such as iaving
to collect water bombs
to extinguish sizzling
firecrackers (top).

The cat can be Elasted
into waking (above)

‘Neeeeeeyow, ‘dagga dagga’ and
other fine childhood play warc
rekindled by No Cliché’s first title

ho would have guessed that

the minds behind Alone in the
Dark would take such a tangential
change of direction and create Toy
commander? The first of SOE's
1.5-party games (based in southern
France, No Cliché is entirely financed
by Sega Europe) to emerge blinking
into the public spotlight, Toy
Commander is a fresh take on the
classic “if toys were alive’ storyline.

The player Is placed in the role of

Guthy, a careless young boy who has
lost control of his toy collection to the
rebellious teddy bear, Hugalin, With
the aid of the toys remaining loyal to
Guthy, you must battle through
dozens of mission-based levels,
defeat several end-of-level bosses
and complete various sub-games.
These are set in the rooms of Guthy's
home, all rendered with commendable
finesse, though the decor is
somewhat questionable.

I While Toy Commander's fourplayer mode is an appealing prospect,
playing soon reveals control and camera systems that do little but annoy

Throughout the game, there's a torrential amount of visual detail for
your eyes to soak up. If nothing else, graphically this is a next-gen title

There's clearly a lot of
gameplay to sample, topped off
with Dreamcast’s first simultaneous
fourplayer mode, which has all the
expected variations (deathmatch,
capture the flag, team battles). Sadly,
white options abound, playability
doesn’t due to an awkward viewpoint
coupled with complex settings which
too often leave you disorientated.

While the plot is childlike, playing
the game reveals a surprisingly complex
set of missions — and a skill requirement
far higher than many might expect. In
order 1 reach the intermediate boss
stages, and eventually the showdown
with Hugolin, you must complete the
standard levels within set amounts of
time. These targets are remarkably
ambitious, ensuring that hours of
dedicated play —or seething frustration
~ are required to complete the game.

There's a delightful attention to
detail throughout Toy Commander, in
terms of both presentation and game
design. The toy types have been
divided into transport and attack, so
that differing tactical approaches can
be used to complete the levels,

Toy Commander is a hard game
to assess; so much of the design
intention and innovation is worthy of
Investing playing time in that the
sometimes fiddly nature of it all
doesn’t quite spoil the party. If the
multiplayer element had been a little
bit more polished, and the control
system made more fluid, then
Commander might have delivered a
surprise attack instead of merely [ —
raising the player's eyebrow. 1=

Edge ral_irlg: . ’
Six out of ten
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ou may have had encugh of F1
games by now, but this month
sees two more arrive as software
publishers struggle to come up with
more innovative motorsports-related
products (see Testscreern intro, ps9).

lL.oad up FIWGP and you'll find all
11 cars and 22 drivers (in respective
1998 liveries/regulations - Psygnosis’
Formula One "99 |s currently the only
F1 game with the 1999 season's stats)
awaiting selection. Of course, this
authenticity extends to the now-
familiar 16 circuits, with every corner,
gravel trap and grandstand exactly
where it should be.

Perhaps disappointingly, yet like
S0 many contemporary F1 games, you
can jump straight into the best car
(McLaren/Ferrari) and compete in a
championship year. Older
videogaming F1 fans will remember
that it wias customary for such titles
to offer players the opportunity to
waork their way up the F1 team ladder

i)

(aT BLIVAE] [Ty

as a gameplaying incentive (see Super
F1 Circus in Retroview, p116).

The action, even on the easiest
setting, has a penchant for the
simulation side of the realism balance.
That's not to say this makes It
Impossible to keep your wheels on
the tarmac long enough to complete a
couple of circuits (as it happens, cars
in FTWGP are suspiciously robust, and
damage, as always, is optional), but i
does occasionally serve as a reminder
that Dreamcast's analogue pad is not
the best contraption for steering a
realistically handling 700bhp machine
weighing a measly 600Kg
Nevertheless, after several laps (and a
little analogue-steering sensitivity
tweaking), you get used to it to the
point of enjoying pushing your vehicle
close to Its limits, but serious
polygonal F1 racing fans may wish to
invest in a steering wheel,

The challenging yet satisfying
handling dynamics are compiemented

, POSITION | LAP | TIME 0:09.5

Format: Dreamcast

Publisher: Video System

Developer: In-house

Price: £40

Slowdown can occasionally rear its head, although it's never enough to
distract you from the proceedings. At least a 60Hz PAL option is offered

Release: Out now

by a wealth of detail (grass/gravel
on tyres, rubber marks on kerbs,
extensive damage, safety car, flags,
penalties, dynamic weather), but
some noticeable omissions are made,
particularly for a title that sells itself
more on the simulation aspect than
simple arcade gaming. As a result,
FIWGP at times fails to capture the
spirit of the sport it attempts to
depict. You can't help feeling that
something is missing. But then it does
have strengths over Psygnosis’ effort,
the most obvious being the way the
car behaves on (and off) the track.
[ronically, marrying F1 World GP
and Formula One '99 would have
produced a killer title. With such a
prospect naturally unlikely, you're left
instead with two good, significantly
different interpretations of F1. - T —1
racing for the home. e

Edge rating:
Seven oul of ten

William:

The awards ceremony
(top) makes a welcome
comeback after being
ignored by so many

F1 games. Further
attention to detail
extends to the pitstop

EDGE 77
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WIN BACK

Format: N64

Publisher: Koei

Developer: In-house

Price: §50 (£35)

Release: Out now
(Us/Japan); TBA (UK)

Weaponry is kept to a bare minimum - pistol, shotgun, machine gun - with
the odd exception, such as the rare but powerful rocket launcher (top left)

hen it was first snown to the
public at 1998's E3, it was
hoped that Koei's promising Ste

Everything is hidden
behind a heavy shroud
of fog, making the
backgrounds look dull
and murky. At least the
characters are fairly
well animated, though

Metal Gear Sofid and a genuine

successor to GoldenEye. More than a

the problems witt
graphics and simplistic textures that
gave rise to doubts about the game's

bility to live up to its potential. If

Win Back doesn't look spectacular,

though, it's certainly playable,

realism, there's no blood.

Unfortunately for those hoping for a little gri
The red flash indicates a Lethal Hit - a single shot to the head or back

shoot "em up would be the N&4's own

Like MGS, Win Back has one very
good Idea which Is repeated countless

time

pening scenes to the
t al boss. In this
bat system which
works like a set-piece shootout from
any number of American cop shows

¢, hides around a
corner, keeping his back to the wall,

it to pump a few bullets

guys before ducking back
wall to reload. The controis
take a little getting used to, since the
Z-trigger is used to duck rather than

aks cover,

Since the game Is almost
oting rathe
exploration, Jean-Luc doesn't have the
ability to jump or climb. This reveals

some annoying

in the paper-thin

pi C the first ley

A long and

e tial ke
waist-high wal 3
have been mare sensitive to its

Surely K

acrophobic hero's embarrassing {for a

The duck-and-run combat makes
simple ambushes very effective

Win Back's biggest drawback,

however, IS Its camera. When aiming

Bt anything, Jean-Luc Is ro 1o the

fighting the bosses or any
emies Inhabiting large arenas

Despite its faults, Win Back Is still
an enjoyable title - not least because

league as
a miscellany of

oneplayer difficulty settings ]

have been conquered.

Edge rating

Six out of ten
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FORMULA ONE '99

TESTSCREEN

The F1°99 package is impressive: speed is excellently conveyed, cars feature
environmental mapping, and the 1999 stats bring a new circuit (top right)

Format: PlayStation

Publisher: SCEE/PSygnosis

Developer: Studio 33

Price: £35

Release: Out now

A SCHUMSCHER

he fourth in a series that was
first to provide PlayStation
owners with the potential thrill of
racing wheel-to-wheel down
Silverstone's start/finish straight,
negatiating Spa's Eau Rouge complex
flat out in sixth, or racing into Monaco’s
Casino Square at 100mph, F1°99 |5 also
easily the best, Programmed by the
developer previously responsible for
the mildly enjoyable Newman Haas
Racing, this is kilometres ahead of
Visual Sciences’ disastrous F1°98.

Perhaps appropriately, the most
immediately striking aspect is visual. All
of the tracks are imprassively faithful
recreations of their real-life equivalents,
including perceptible changes in
gradient so often missing from other F1
games, The draw distance is also
commanding, and together with the
restrained colour scheme goes a long
way to provide an enviranment of
un-PlayStation-like solicity.

The other noticeable element is
the amount of detail and the quality of
presentation that has gone into F1°9%:
the safety car is included, as is the pit
lane speed limiter, a circuit preview
(narrated by ITV F1 man Martin
Brundie), and a weekend weather
forecast service. Mika Salo is available
as the replacement for Michael

Schumacher (famously forced out of
this year's season after breaking a leg
at Silverstane), and while the starting
grid Is displayed onscreen, the cars
complete their warm-up lap weaving
from side to side as if they're priming
their tyres, with every F1 game
offering the usual single race,
championship and extensive set-up
menu, attention to detail becomes
highly significant.

Once the red lights have gone out
(yes, it is possible to incur a penalty for
jump starting — all of the regulations
can be toggled on or off), controlling
the vehicle digitally feels convincingly
heavy rather than the usual light,
overly nervous feel usually conveyed
by F1 games. The other drivers’ Alis
also an improvement over past
attempts, although, ironically, the way
a CPU-cantrolied car twitches violently
out of the way as you overtake it can
at times feel a little too artificial (at
least they refrain from driving into you
this time). The only real problem occurs
when hit something, your car behaving
erratically, and momentarily shattering
the finely conveyed illusion of
contralling a 700bhp machine.

Which ultimately means, daspite
a few inevitable niggles, that you
end up with the best Formula One

Studio 33 has done well in
implementing the 1999 livery

game currently available on the
PlayStation, Cynics may argue that

It's taken a while, but

this is hardly a feat given the glut the safetvtqar finFa:ly

: comes out in an
of F1-related releases Sony's 32bit game (top). Oddly, cars
box has played host to In recent only suffer structural
times. Nevertheless, that doesn't g:ﬂ::ﬁ- :f(t:;nnt:-ae‘]w
undermine the fact that this Twoplayer works well

remains an accomplished and
waorthwhile motor racing title.

L

Seven out of ten

Unlike Psygnosis’ previous F1 titles, separate arcade/sim modes aren’t
offered. Instead, you set the proceedings’ tone via the options selected




TESTSCREEN

PRINCE OF PERSIA 3

Format: PC

Publisher: The Learning
Company

Developer: Red Orb

Price: £40

Release: Out now

A wide range of moves and some excellent animation ensure that Prince of Persia 3D's combat sequences are
highly enjoyable (above left), while several of the scenes fondly recall the flavour of the original (above right)

But Just as the old Prince of Persia
could excite and frustrate in the same
hearth $0 this is set to have

while the need
racy with an

| system annoyed
irst time round, the problem Is far
5 in PoP 3D.

It's hard to understand how a

1 50 finely crafted in so many

more serou

The atmosphere and
detail lavished on
Prince of Persia 3D go
some way to offsetting
the cumbersome
character control and
fiddly gameplay

e-dimensional reworking.

ia redefined the platform
otoscoped animation

robatics and

18 remains massively

in videogames,

S0

of Persia 3D instantly scores by
ensuring the exotic flavour pervades

areas could get such a fundamenta

es before

t. Even

s and gravity-defying structures attempting to us

ai g sé mundane objects
suspended In the Pel 1 skies, can be laborious as he'll often rotate
It also helps that game through a full 360 degrees before

features some of the crispest texture

performing a desired action
artwork yet sa ng could have

3D into a

Almost no bDlurrin

environmen an b

designers and game:

play out well, with a small but preg

range of attack and block moves
SRS NI i e Edge rating
gdemaonstrating now entertaining close

combat can be In a 3D title

Five oul of ten




ﬁ e V % i @ p videogame creation under the microscope

[

Government goes gaming: new training initiative spelis hope for students

reatec, the National Film and Television School's digital media branch, has just
received £500,000 for a new training initiative — The Finishing School College.
It's the first time that govemment money has gone towards attracting and re-skilling
people for the post-production and videogame industries. The move follows a wave
of reports which have shown how impaortant this area is for Britain.

John Walker is the head of training at Createc. Edge asked him where the
maoney was going:

“Firstly, this will bring us into central London, where we've got partnerships with
some of the biggest software/hardware manufacturers, including Avid Quantel and
Discreet Logic. In terms of 3D we have the support of Maya, Softjimage and 30
Studio Max. In terms of 2D we have Flame and Henry.

"The problem is that most college leavers don't have access to this kind of
equipment. It's way too high for most educational establishments ta be able to afford, and
that has been one of the problems with the industry. Most students who go into games
can leam 3D Studio Max because they can probably get hold of a cracked copy or
something, but getting access to the more complex equipment is very difficult, if not
impossible. You would have to actually get a job and then be trained on the job. A few

years later you can start eaming some

sensible money. But this training initiative will
allow people to be ramped up immediately

because they'll suddenly have access to this
technology at subsidised rates.

"We also have the support of the
main facility houses in central London who
do loads of feature film effects. ‘Lost in
Space, for example, was the last big
feature film where most of the post-
production work was done in the UK. The

Walker and kit at the government- post-production world is fast becoming a
funded Finishing School College global industry, and the UK actually has a

WorkStation

really good profile in that. So we're hoping that this skill centre, the Finishing
School, will actually help the UK industry to take off. !

“We also realise that games and film special effects are coming together ina
big way. People who do games because of the quality of the software and the
speed of the hardware can now do films. And people who do films, because of
the similanities of using 3D for instance, can now do games. So TV, film and
games are all converging, because they're all using the same kind of software and
hardware. There are companies like Glassware, for instance, who are based in
Soho, who do a lot of trendy pop videos with very high-end equipment, but they
also work with Eidos on the Tomb Raiders. So they are actually using both
technologies together and they're actually forming a games arm themselves.

‘More and more companies who used to just do film special effects are now
getting involved with games. Likewise, games people are more interested in the
filmic look now. Why does a film look so good? It's usually because of the quality
lighting and editing — all those things that games people didn't used to concem
themselves with. So games people are really getting involved with films. There is
a growing understanding of how to use effects and create tension through
images. People are no longer tied down so much by low polygon counts.

“Now this convergence is only going to keep going if we start training
people to take over. We need a new generation of people coming in, and most
colleges can't really do that because of the expense. So we're creating this new
training initiative to try and help the industry grow and to help game and film
technology come together.

Money well spent, then. Walker is always looking for advice from developers on
what kind of training they'd like 1o become available — he can be contacted at Createc
on 0181 758 8619 until the end of '93. College courses will start in January 2000.

It's heartening to see some of the predictions and concepts from Edge's
Hooray For Hollywood feature (issue 75) actually being put into practice, but
perhaps more important to see that the Government has finally woken up
to Britain's success and future potential in this area, E

m uring Edge's recent visit to discreet monsters, the developer behind The Real Neverending Story (see p30), it wasn't difficult to find something worthy for inclusion here.
The workplace of Eliot Henning, whose musical interests run from hip-hop to The King, reveals a man in love with comics, fine tobacco, and imitating drum sounds. .

Elvis bust
anewas botght
e duenthing st
it in Mumch, Th

|| tigars Al A e pnce -

ones hers are Cohiba Esplenddo

around E50M [appio

edged@futurenet.co.uk



The trials of a start-up developer: part 16

| After co-founding Lionhead Studios with Peter Molyneux, Demis Hassabis set up his own development house, Elixir Studios.
| In the latest instaiment of his exclusive diary, he looks back on two weeks ensconced in the confines of the Kensington Olympia

&) |

| S

than ent

Aost people gh dnnk and dr

Septemnber the entire industry di

schmooze-tastic European Compute: 1, on the other hand, do so by playing too many games

Unfortunately for me, and unlike everyone else, I'd also At the end of this year's event my head felt like I'd spent

spent the enlire previous week there competing in the the ertire week larging it in Ibiza rather than playing chess

annual Mind Sparts Olympiad and go. In retaining my title as overall winner, | took part

The Mind Sports Olympiad is the gaming equivalent of in a total of 22 events.

the Olympics, At this year's event 4,000 people competed A week later, | was back again for ECTS, It was & quiet
in dozens of events including chess, bridge; draughts, aftair this year, and a lot of the big publishers weren't there

“My only sadness is that | can no longer get drunk at these parties;

1@ highlights of the show for me was the Sony
party on the Monday night. Faithless, free drink and 5,000
people made for a cool party. They also had three table
football tables, and this was where the senous work was

d

e. Forget the show — real business is conducted
afterwards round dinner and table football tables. | won
£60 and a publishing deal, but the highlight had to be the

thrashing of three Amencans 10-0 by myself, I'm thinking of

| think people find it hard to take you seriously if they last saw you face down in a puddie”

backgammmon, scrabble, othello and go. And if's not just

about traditional games, This year they had Magic the

ng, and next year they've asked me to help them

for the first

eged for three days by drooling

pse of ihe impossiby it women

ne the o

pened {0 reveal Joe and

I'm still & ¢ ed board gamer. La show, a professional

year | won the

Pentamind event, which is the overall event. This year | ) to do some new photos of the

returned to defend my = in the middie of Camden and it was
Despite its rarefied image, Mind Sports is as competitive as excucatingly embarrassing. Crowds of people stopped and

ther sport. At the highest level, amything goes — sledging

inning music collective, merely the Elixir chaps in pose mode

lax, ladies, it's not a Mercury award

this way | tan do away with meetings and rely on table

| a5 8 means of resoiving

My only sadness s that | can no longer get drunk at

these parties; | think people find it hard to take you senously

f they last saw you face down in a puddie. Ths doesn't
seem to matter, though, as there are plenty of ready

plunteers for the role of Comedy Drunk Bloke. The best

one of the night was the lad | found asleep by

tall speaker in front of the main stage. Full marks that man

One of the other amusing moments of the show was an
argument one of my team had with his giffriend. it was the
nature of the argument rather than the event itself that
caused the amusement. You see the girlfriend was looking
after the press for a certain game which the boyfriend was
keen to see, Girlfriend steadfastly refuses to let boyfriend in
1o see the game, citing him as a rival developer, at which
point things kick off. Most couples row about visiting their
ir-laws or unfinished DIY; these two argue about computer
games. Marvellous

Throughout the show | met up with vanous joumalists to

discuss our plans over the next year. On Tuesday | had lunch

with a very hungover editor of a top-sefing PC magazine. |

fed him galions of vodka and Red B

fight off the effects of a Som
queasily at his bacon sandwach. The poor bloke was n no fit

state to talk business, so we talked about tabletop wargames

instead. it reminded me of the time a couple of years 2go
when another editor trew up in 2 cardboard box dunng a
product demonstration on the Activision stand. With a stroke
of creative genius, he blamed this on Quake IHnduced
motion sickness rather than the ten pints of lager he'd
drunk the night before. It would be indiscreet to mention
names, but it's a format that gets repeated year on year and
will continue to feature in the future. E

Roll on E3.
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The trials of a rock’'n’roll games publisher: part six

f course, once all the real work's done, the
. ~fairy folk come out to play: the PR people and
’ marketing departments, the advertising agencies,
media buyers and other lowlife scum who couldn't
get an honest 'proper’ job if threatened at gunpoint

Itis a jolly time.

Now, with GTAZ it's a little more fun than normal.
After all, we're talking about a game in which you run
over policemen, set fire to Hare Krishnas and abuse
Elvis. Trying to sell this to people shouldn't be too hard.
However, first things first. We have to decide what ‘the
message’ is. In layman's terms, this means deciding
exactly what we're going to tell you in the press, in
adverts and whenever a journalist comes round for a
cup of tea and a biscut. This is actually quite

important. Do we want to tell you all about the wviolent
bits and the gratuitous flame-thrower effects? Do we
want to skirt around the violence and emphasise the
cutting-edge technology and sheer drop-dead sexiness
of the game engine? Should we concentrate on the
fab and innovative gameplay? Or should we try and
use the whole rebellious attitude of the game to sell it
into the lifestyle press and let goateed media types in
Soho and Covent Garden persuade you that it's
unbelievably bloody cool and if you don't own it you
might as well kill yourself because you're obviously fat,
spotty and unattractive? Tough choice. ..

Diesel is one of Rockstar's marketing partners for GTA2

4 108 EDGE

In the end, the message for GTAZ can be
expressed as an amalgamation of several of the
above ideas. So, from now on, G74 is bloody cool
and if you don't own it then we'll come round and
kill you with a flame-thrower. Sorted.

One of the most important decisions towards
the end of the development of Grand Theft Auto
was to appoint Max Clifford as the PR agent for the
game, Max is probably one of the most well-known
and controversial PR agents in the country, and it
was thanks to him that G7A featured quite so
heavily in the national press, from the Daily Express
('Ban This Sick Filth!) to the News Of The World
("SICK. CAR CRIME BOSS IN TOT SLASH SHOCKL').
This approach clearly wasn't going to work again.

Should we try and use the whole rebellious attitude of the game to sell it into the lifestyle
press and let goateed media types in Soho and Covent Garden persuade you that it's
unbelievably bloody cool and if you don‘t own it you might as well kill yourself?

You're never as shocked the second time around,
and you can't build up a whole franchise of games
telling people how controversial they are.

Instead we looked towards the music and lifestyle
press — the slick, glossy mags which feature well-
dressed, famous people doing exciting things and, if
necessary, acres of female skin. This meant appointing
a PR agency. Someone who deals with rock stars and
sports celebs. Sormeone who can tie up interviews
with daytime TV chat shows and get your brand
name tattooed onto the forehead of a 'Big Breakfast’
presenter, With GTA2 we want to let important,
opinion-forming people know about all the sexy little
bits and pieces that are in the game — the music, the
movie, the sheer coolness of being able to steal an
ice-cream van and run over a copper’s head.

Of course, it helps when you're involved with
some well cool people from the worlds of music
and fashion. Towards the end of this year, the GTA2
club nights will be taking place at some of the most
seriously cool clubs in the country. It's all been
organised in conjunction with Maving Shadow,
GTA2 and Rockstar, and Diesel Clothing.

Julia Warrington, Moving Shadow's talented
and popular PR manager, said, "It was an inspired
move to team Moving Shadow Records with
Rockstar Games. Music and interactive
entertainment have always been closely associated,
and the sheer credibility of Rockstar, combined with
the underground vibe of the drum'n'bass scene, via
Moving Shadow will conspire to make this club tour
one of the most exciting to happen this year” See
you in NY Sushi, then...

Brian Baglow, public relations manager at Rockstar Games, recounts the tricks and traumas involved in producing Grand Theft Auto 2, the
sequel fo one of the most successful games in recent years. This month, nose pinched, he lifts the lid on the murky world of PR and marketing...

Then there's marketing, which is like PR but
without the clever bits. Marketing GTA2 is a tricky
business, since you have to walk a fine line
between conveying the game in all its destructive
and anti-social splendour and getting cool adverts
which will not get banned from every magazine,
billboard and bus shelter in the country, Games
advertising is generally (and rather amusingly) crap,
obvious, blunt and sometimes crude. GTA2 had to
be different, had to be edgy. It had to be
something completely different from the usual
brain-numbing, rendered crap that clogs up your
favourite mags every month.

Rachel England-Brassy, Take 2's UK marketing
manager, said, “We had to create a campaign that
told people straight away what the game was all
about. And we wanted to do that without resarting
to pictures of people breaking into cars, car chases
or any of the usual clichés that seem to be so
prevalent. This meant we could explore a few more
unusual areas than normal”

One of the ideas involved getting members of the
public to incriminate themselves in 8 number of
illegal but highly amusing ways. This wasn't really a
problem since it was only marketing, not real life, but
after a number of high-profile amests and a threat
from several MPs, the campaign was withdrawn.

However, you can get away with almest anything
on the Intemet. "We came up with the idea of
creating a number of small programs which could be
attached to nommal email messages,” says England-
Brassy. “Each one is going to give people a little bit of
info about the game. You'll be able to run people
over, shoot a redneck in the face, smash up innocent
pedestnans — all good old-fashioned GTA2 fun. Give
people something nice to pass onto their mates”

The release of the game is now looming large.
The programming and testing are finished, the
packaging complete — even the BBFC is happy. All
that remains is to convince the public at large that
GTA2 is the game that they not only want, but that
they must and will have — at any cost. They have to
be convinced that missing this game will leave
them friendless and infertile, that come judgement
day there will be the GTA2 owners and everyone
else. Let's face it, it's not an area of the games
business that gets much press (well, you know
what | mean...). It's a cold and lonely place where
good men are killed like dogs and talentless hacks
thrive and prosper. Still, it's better than a real job.

In clasing, | must add that G7A2 is out to
buy now at your local games store. E




W% UEH.E , CUTTING-EDGE COIN-OPS FROM ACROSS THE GLOBE

JAMBO SAFARI

" y SEGA VENTURES INTO JUNGLE TERRITORY FOR ITS LATEST INNOVATIVELY STYLED DRIVING GAME

;o1 Sega R&D#3
Out now
n Jepan

n the wake of Crazy Taw's success,

- it's little surprise to see Sega further
exploring such whacked-out driving temtory.
Clearly cut of different cloth than the likes of
Sega Rally and Daytona USA, Jambo Safani
leads you into the jungle in a fourwheel-drive
vehicle, urging you to collar various species
of animals to populate your safari park.

Adopting a premise somewhat similar to that
of Taito's aged game of crim-hunting, Chase HQ,

A number of different
park rangers are
available for selection,
although the variance
in their performance
levels is negligible

key animals are targeted as you hurtle towards
them. The target works on a semi-automatic
basis, growing in size as you approach the beast,
and players must snap out a lasso by operating
a gearshift-style stick next to the steenng wheel.
As the animals stampede like the dinosaurs of

‘Jurassic Park), capturing them can be tricky,
demanding that you carefully adjust your driving

Once an animal has been roped, you
other controls the lasso. A tension meter tracks the danger of snapping (above)

must keep one hand on the wheel as the

line as you attempt to reel the animal towards
the vehicle, taking care to monitor the tension of
the rope as you would a fishing line. Making the
task easier is the game's sparsely populated
terrain, which gives you plenty of room to
manoeuvre as you wrestle with wildlife.

With over 200 species of anima! included,
Safari is clearly not a halfhearted production
on the part of Sega, despite its rather odd
leanings. As another of the company’s
burgeoning amay of Naomi titles, a Dreamcast
conversion s assured, further broadening =

the already diverse appeal of the format. =

The Naomi board
allows for a fair
amount of detail on
the numerous types
of wild animal that

populate the game

Brief descriptions of the terrain and animals
you'll encounter precede each of the levels




SPAWN: IN THE DEMON'S HAND

CAPCOM ONCE MORE INDULGES ITS COMIC BOOK-TO-VIDEOGAME CROSSOVER FASCINATION

T bl %Ié‘

apcom has often brought comic

book heroes to the arcade world,
most famously with characters of the Marvel
unverse, but now the newer and mare
fashionable Spawn character is the focus of
the company for its latest project. Running
on Naomi technology, Spawn sets out to
seamiessly meld elements of fighting games

and shoot 'em ups, presenting a thirdperson,

over-the-shoulder view of the action.

creator, To:!i McFarlane

Graphically, Spawn pushes Sega's

'economy’ coin-op hardware as hard as any
other title to date, and stands firm alongside
homegrown output such as Out Trigger, Todd
McFarlane’s designs comnfortably lending
themselves to transition to the videogame

realm and the excesses it affords, allowing for

an enormous selection of attacks. Guns, swords,

spears, grenades and landmines all make an

s the scion ol .
the acti up.
Players can choose between
a selection of characters

appearance, many of which should be
immediately familiar to the comic book’s fans

Gameplay takes place over ten levels,
running through earthly reality locations to
an eventual hidden evil world. Each level is
constructed as a full-3D arena-style area, with
stairways allowing for multilevel play.

Though the Spawn character is the game's
focal point, Capcom has included over ten
playable characters for selection, some good,
some bad. Further combatants are set to be
hidden away in the final game, too.

Despite being one of the first titles to
make use of the Naomi architecture’s network
capability for fourplayer action, standalone
Spown cabinets will also be operated, which

should give the game a chance to make an

impact within the walls of the UK's more

I -—
consenvative arcade establishments. =

en
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FERRARI F355 TWIN

SEGA SCALES DOWN ITS SUPER-REAL RACING SIM TO MAKE A MORE DREAMCAST-FRIENDLY PROPOSITION

Shenmue's ‘Passport’
disc allows F335 Twin
pla#ers to view their
performance on a
Dreamcast at home,
via VMS downloads

ROSITION

aving enjoyed considerable success in

Japan in its original three-screen format,
Yu Suzuki's supreme racing simulation now
enjoys a new life as a singlescreen coin-op, a
concept brought about chiefly in order to prowde
linkup play between two or four players. While
the deluxe version will remain in active service,
dual networks of the scaled-down version are
intended to reignite the classic Sega sodial
gaming aspects of the likes of Daytona USA.

Of perhaps greater interest to Dreamcast
owners is the coin-op’s VMS compatibility, which
replaces the paper performance printout of the
deluxe model. Now, having completed a race,
DC owners can plug memory units into the
coin-op and download performance data which
can be taken home and analysed on a TV screen
being fed the requisite software, which
represents your driving (replicating the full car
model) against a simplified version of the track
on a blue backdrop. Put simply, this feature is an
F355 completist’s dream come true.

Played within the confines of a single screen,
F355 does not suffer as much as might be
expected. The ratio has been adjusted to allow a
wider view, and this cut-down iteration suggests

FROM ACROSS THE GLOBE

The close-bonnet perspective is still the best view if you want a realistic
sensation of speed and an accurate feeling of control over each vehicle

that the onginal's ‘surround’ display is more
luxury add-on than fundamental component.

Via VMS compatibility, Sega has further
bridged the gap between coin-op and console
with F355. Moreover, the eventual home

version is set to enjoy a wealth of E—

longewity-bolstering embellishments.

Onscreen dials and speedometers are unusually placed at the bottom of the screen, which may
prove distracting to gamers used to seeing indicators pushed into the top corners of the screen
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SAMBA DE AMIGO

Shaking a pair of
maracas may not be
as physically taxing
as manoeuvring a
of msl:.’ls. but snnEe I.?:“
a rs
iy
iy

on
fear of ridicule

SEGA FOLLOWS KONAMI'S DANCE ROUTINES ALL THE WAY TO LATIN AMERICA FOR A NEW RHYTHM-ACTION TITLE

. here was an unusually high number of
coin-ops jostling for the ‘oddest concept’

award at the recent JAMMA event in Tokyo, with
Sega leading the pack with the likes of Typing of
the Dead and this, the first rhythm-action tifle
from Yu Suzuki's Sonic Team.

Following in the steps of Konami's established
BeMani series, instead of the breakdancing-cum-
Twister gameplay of Dance Dance Revolution,
Samba De Amigo requires you to mimic a maraca-
toting monkey to the beat of Latin American music

Visually, the game is bold and simplistic, with
loud images reminiscent of those in Um Jammer
Lammy. Clearly this isn't 3 move to follow the
semi-serious scratching action of the Beatmania
series, but rather a simple exercise in childlike fun,

Reports suggest that other coin-op producers
within Sega expressed concem over Sonic Team
dabbling in the arcade scene, but, judging by the
crowds Samba De Amigo drew at JAMMA, [ —1
they had little reason to worry. g 1=

‘ Simplistic graphics reflect the lighthearted nature of the 1 a!thou;h this seems something of a waste of Naomi's ‘wmm
h

The dual maracas set up does limit the difficulty of pussiﬁle combinations, though proceedings can still get surprisingly hectic
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CHOICE CUTS FROM THE VIDEOGAMING VAULT

SUPER F1CIRCUS

As the Formula One season draws to a close, gamers prepare to relive their favourite highlights with titles from the ever-

n a world of polygons and realistic dynamics,

n it's difficult to believe that some of the best
gaming interpretations of F1 can be seen in
Nichibutsu's F1 Gircus senes fior the Mega Drive
and Super Famicom. Never releasad in the west,
it's easy to understand why most gamers ran a mile
when they first spotted these fitles at their local
importer. Even then, the top-down graphics looked
simplistic, while audio was basic at best, and physics
were only loosely approximative. Hardly the sort of
thing you might invest £60 in, then

And yet F1 Circus captures the essence of
Formula One excellently. Made before the FIA
introduced a series of castigatary regulations designed
to make the sport safer and mare TV-friendly, F1
Circus delivers all of the atmosphere associated with
early-"90s F1; slick tyres, fast arcuits, ludicrous

slipstreaming, and drivers like Senna, Prost, Berger,
Mansell, Schumacher and Alesi (although not all the

versions of F1 Circus were fully licensed)

Developed in conjunction with the Lotus F1 team,
Super F1 Circus imitated its real-life counterpart to an
(at the time) unusual degree: all the marshal flags were
present, car elements detenorated, dynamic weather
demanded nail-biting realtime pit strategy (do you go in
for a set of wets or nsk staying out and hope the rain

stops after a couple of laps?), and retirements were

< . common, Which all meant races could be lost on the
Despite this being 1992, Williams

didn’t always win, thanks to the first camner (spin off the track into the nearest tyre
early innovation of virtual car tuning barrier and it was game over) — a seemingly harsh

Harsh but fair, Super FI Circus was a less-accessible version
of Nichibutsu's similarly styled coin-op driving experiments

touch, perhaps, but endearing to diehard F1 fans.
Ultimately, catching a powerslide, judging pit stops
or shipstreaming past a competior in F1 Circus prowded
maore excitement than anything the majorty of
today's polygon-laden equivalents can muster

T

Despite crude (yet likeable) visuals, F1
Circus captures the excitement of Formula
One with remarkable aplomb; it's more
than just dynamic weather and a pit crew

S — S ——

i T [ WL LY ——
Manufacturer: Nichibutsu | 1992 Developer: In-house ISuper Famicom/Mega Drive
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Edge p_l._lts_t_h_e indust s_p_r_ggr_e&:.s in Dersoectwe with a look at yestery,

m s the CD storage revolution
prepared to take full hold, the
intro of E15 ruminated an the potential
the medium might hald. Imagine, Edge
pondered, the prospect of PlayStation
titles such as Ridge Racer clocking in at
£25 — half the price of SNES carts of the
day. (Of course, Sony's prelaunch hype
machine had been working overtime at
this point: the first wave of PlayStation
games infamously costed as much as
| carts. Mot even Edge could cut a swathe
| ek 25 through such bending of truths.)
| ‘ ! u‘ | Of more interest to the most hardcore
— m = | | of readers, however, was the news that a
CD-driven update of SNK's four-year-old
Neo-Geo console was waiting in the
wings for an official UK release. The
prospect of Samurai Shodown for £45,
not £200, suddenly became very real.

Jaguar Fight For Life jostled against
PlayStation Tashinden in E15's Prescreen
section, the merits of the two beat 'em
ups proving strangely prophetic for the
host consoles in question.

Yet Atan remained confident. After all,
mailorder ads in E15 offered a Jag and a

| Edge issue 15, December 1994

Neo-Geo power without the Clockwise from top left: to some gamers, this new format warranted more
pain of Neo-Geo software :S:YI ?‘f gbe;rmorfjh rior allg\:ere EESD‘_I attention than the PlayStation; Edge’s first in-depth look at retrogaming;
prices. But did you buy one? SEGRICMIEE SAIET PRI VG | = a 10-20%-complete Saturn Daytona USA; Return Fire, a rare 3DO classic

resisted such temptation? (Ahem) =3

Did Edge really say that?

Testscreens (ana nmn 5)
Magic Carpet (PC; 9/10), Ecstatica (PC; B/10),
Micro Machines 2 (Mega Drive; B/10), FIFA
International Soccer (3D0; 7/10)

Did they really say that?
“It's doubtful that some of these new polygon systems... are| ‘While that's fine for catching up on [Neo-Geo) classics like
going to be able to do [3D0 Road Rash's 3D horsepower | Magician Lord and Nam ‘75... Classics? Sure, the videogame |

and 20 character animation] very well’ — RJ Mical, 300 VP | industry was in a rut in 1994, but things weren't that bad

PIXELPERFECT

Every gamer has occasional moments of sparkling excitement, be it the first time Speedball booted up, or completing
Sabrewulf. Here, original Bitmap Brother Mike Montgomery rec

calls the nightmare-inducing 3D RPG, Dungeon Master
m ver ten years later, occasionally | still
have this recurring dream. I'm trapped

in this long dark comdor. It smells of damp and
danger. | smell of sweat and fear — but there's
no way back. Only forward. | maove slowly
towards the end of the corridor, turn the corner
and... [SFX: Niyyyyit! Nivait! Nipyit]]
AAARGHHH! It 's o HUGE PURPLE WORM
HITTING ME, HITTING ME, HITTING ME,
SLASHING, TEARING... and then | wake up.
Dungeon Master, eh? 1t can really screw
you up. It stole three weeks of my life back in

1988 and the occasional good night 's sleep

ever since. We were doing the rounds of
publishers — things were a bit less corporate
then — and a certain guitar-playing development
manager was trying to get us to sign Speedball
with him. "Take a look at some of our other
stuff” he said, and gave us a copy of Dungeon
Master on the Atari 5T, the first game to really
get inside my head.

Three weeks later, we came back totally
shagged out. We signed — | mean, we hadn't
had time to go anywhere else. Well, that and
the fact that he promised never to play =
the guitar in front of us again... iy

enough to permeate the slumber

A videogame legend apparently ‘
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Marantz RC5000 Universal Remote Control

I *£280 Bl Contact 01753 680 868

While i's great to fill your house with hundreds of shiny black boxes to deliver the best in home dnema
entertainment, you'll soon find yourself swamped under a tidal wave of remote controls. Simple events like
sitting down to watch "Seinfeld’ wall be blown out of all proportion as you frantically search for the comect
controller for your telly while desperately seeking the hi-fi remote to shut off the CD player.

Unless you want to develop octopus arms, you could do worse than shell out £280 for the latest Marantz
Universal Remote. The RC5000 is a vision in chunky champagne and means that you can chuck your expansive
remote collection out of the window.

Already preprogrammed for a shedload of Philips and Marantz kit, you can expand the RC5000's honzons
by switching it tc leam mode, pointing an onginal remote at it and pressing all the buttons you want to transfer,
Then it's just a case of customising the touchscreen to indude all the controls you want and programming a few
macros 5o ene touch tums the telly, DVD player and amp on before tuning them all to the comect settings.

o

I Thel ) CONSUMER TECH

HOR &0 peEn mmiw

Casio E-105

N *£500 M Contact: 0208 450 9131

PDAs just get better and better, A few years ago we

were as happy as Lamy when our Palm Pilot told us not to
forget Auntie Beryl's birthday on its low-res screen. Now,
it's a different story. We want colour, we want multimedia,
and we want gimmicks, Casio's E-105 has all these.

With a 240x320 TFT colour LCD soreen and 32Mb of
RAM, the WinCE machine also handles movie trailers and
video dips thanks to its Mobile Video Player, Best of all, a
spedal encoder lets you play back MP3 files.

The package is completed with an integrated
manaural microphone and speaker, Type Il CompactFlash
siot and eight-hour Lithium battery which copes
remarkably well with the power-hungry screen.

.
120 EDGE * These are typical High Street prices, accurate at time of going to press. Manufacturers are no longer obliged to provide recammended retad prices an certain consumer electronics products.



Tissot Bodyguard Watch

I *£150 B Contact 01703 646 800

fike 10 constantly

watch yo let's face it, who would want

that?), there's only one real way to keep yourse!

NOW: personal alamms.

Now, these are great when you're walking through a
dark alley with not a care in the world, but if someone does
attack you, you'll no doubt be left scrabbling about for the

np cord just as the bad guy makes strawbeny jam of you

What you need is the Tissot Bodyguard Watch, an attractive
timepiece that doubles as an alam.
When in trouble, just dick the two side buttons and a

105-dec

bellow will saream o

0 gve you an i0e

City 125

ng by a passing

tran and you'll 0st expenence the same levels of sound

Peace of mind can be yours for a mere £150

Pioneer MEH-P9000R ICE System

W *£650 M Contact 01753 789 789

Think your in-car systern’s pretty damn fine? Well, think again, because it has nothing on the

new Pioneer unit that's getting motorheads in a temble spin

fter ten years in the lab, the Pioneer men in white coats have released Organic Electranic
Luminescent displays on to an unsuspecting world — and the results are pretty impressive, Stick
the MD player on demo mode and you'll be greeted by wonderful 3D atyscapes, complete

with visiting UFOs, all in glorious technicolour. Thankfully, this eye candy calms itself down while

you're driving so that you can keep your eyes on the road

Soundwise, the system s better than mast, with its direct sub dnve sending all t

the tear speakers while the front handles edther 50, 80 or 125Hz frequences

As of that

an exra 500 quid will secure you the optional Dig

Broadcast unit, allowar

EDGE 121 b



(OUT there) REPORTAGE

Game merchandise, Akihabara style

.I.n"pan: Ever wondered what videogame joumnos take to game exhibiions with them?
Well, don't bother — it doesn't get much more exciting than a notepad, pens, a tape
recorder, business cards and possibly a laptop. Far more interesting, however, is what
they bring with them on the retum trip. Take, for instance, a recent visit to the Tokyo
Came Show which saw Edge subsequently attempt to aram the whole of the Akihabara
distrct into its mediurn-sized shoulder bag and then proceed through customs hoping
that the constant beeping and trailing tangle of cables didn't give the game away. ..

You should be able to spot
the following: 2 PlayStation
lighter ‘borrewed” from an
SCEE representative;
Shenmue promotional
matenials (cups, notebaok,
T-shirts, notepad, coloured.
CIRYONS; piayinz_ cards, Pac-
Man keying; imported Hong
Kong DVDs; a Super Famicom
Jr. complete with games
(Super Metroid for €3,
anyone?); an army Df.ﬁame
Boy Colars, again with games
(interestingly, Japanese GBCs
don't come in the summer
range of colours the EL got
last June, though a translucent
madel has yet to make it to
the UK); Fikachu toys;
Chocabo figunines, a 4 y ]
SquareSoft T-shit; videogame L . |
magazines; assorted keyrings, g
Gran Turismo 2 stickers; two
“elusive yel captured
PacketStations; inflatable
Space Channel 5 aliens,
Fuyo Puyo plastic hand-
clapping device
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Highlights from Edige’s bag

Having once sold his SNES in order to afford a
subsequent console, a certain member of the
Edge teamn has finally been reunited with the
pleasures offered by Nintendo's 16bit box

Harder to find, even harder to share. Sony's
PocketStation may never see a westem
release, but when a new shipment hit
Alihabara stores Edge just had to grab a couple

You could pay £70 for a UK Game Boy Color
or you could get the exact same machine in
Japan for £35. It's simple economics, really

On the other hand, imported Hong Kong
DWDs are not particulary cheap, but if you like
your HK action flicks uncut you have litte
choice but to get them from countnes with
mare lenient censorship policies than the UK
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UK: SNK, in conjunction with

new UK-based online videogame
retailer Nightning Entertainment,
is celebrating the launch of its new
handheld format in the UK by
running a competison for Edge
readers. Ten first-prize winners can
win a console plus a game of their
choice, while 20 runners-up will
receive Neo-Geo T-shirts

Simply answer the following

three questions:

1. What does SNK stand for?

2. What was the first Neo-Ceo
canndge release?

3. How many Super Sidekicks
titles have been released?

Email your answers directly to
Nhghtning Entertainment by visiing

www.enlightning-ent.com.

4 24 EDGE’

Win a Neo-Geo Pocket Color

(_ ut th :) REPORTAGE

More power to UK pockets

UK: SNK has just made its Neo-Geo Pocket Color handheld officially available to
British gamers, and Edge has been putting test machines through their paces over
the last month. And, with a clearer and more convincingly colourful display than the
GBC, SNK's unit is a delightful piece of kit. The only problem at present is a lack of
killer titles for the title. Indeed, twoplayer linked Meo Turf Masters has proved the

Neo-Geo Pocket
Color titles come

in groovy packaging
(left), replete with
twee Japlish text.
Colour definition
(below) is better than
on Nintendo's GBC

Some of the key
launch titles include
a gloriously accurate
Pac-Man conversion,
and a surprisingly
workable translation
of Puzzle Bobble,
both Edge favourites

-

mast popular game in the Edge office. Yes, that's a golf tite. More games next month.

DataStream

Number of servers worldwide
canying Quake /if test: 1,100
Number of hardcone PC gamers
in the States; 3m
Number of casual PC gamers in
the States: 50m
Percentage of all videogame
retad revenues currently
generated by Nintendo
products in the US: 58%

refeased: TA%

Percentage of total company
turniover that EA predicts its
online dnision will be
generating in 3-4 years: 20%
Percentage of current EA
tumover generated by its
online division: 2%
Number of the 18 launch
Drearmcast games in the States
that use Microsoft's WinCE 05: @
Number of Dreamcasts sold in
the US within two weeks of
launch: 514,000

Number of maonths until Sega
predicts it will post a profitable
financial year: 17

Pescentage of Matrox 3D card
customers who would buy
another Matrox board: 80%
Half-year exchange losses by
Nintendo attributed to
strengthening yen: S4T2m
Sony's percentage share of the
PC software market: 0.1%
Average unit price of UK
software (all formats): £35
Console titles shifted by GT
Interactive, luly 1995; 43,051
3dfy's share of the UK PC 3D
accelerator market: S0%
Current UK market share of
Sega Satum: 0.2%



( 1t the ) MEDIA

FILA BRAZILLIA

A Touch Of Cloth Prophst  ODocbesm  Nred  Barbank
(Tritone) -

At the point dance loses its nighteous wa'Blrds
hedonism and ly becomes fun

nks_books simulatorhim

WARBIRDS: THE STORY SO FAR...

Ultima Online and EverQuest may be hitting the headlines
as the titles changing the face of enline gaming, but there
are plenty of examples that are more interesting. Take, for
example, WarBirds. It's been around in vanous forms since

;”":iﬂw_s izl S, - 1989 when it was called Air Werrior. Back then only 250
tar o Wis Elpne 1 S people played it Today over 100,000 PC and Mac pilots
Pork Recording label. But this =2 : are registered, with 10,000 flying every month. But, as
ound they're doing it for o with all communities, there have been both tiumphs and
themsalves on their own label o E SE flames along the way. This book is its history-cum-bible.
Edlectic to the point at which even a5z First gaining prominence following its evolution into
that term means littie, Fila Brazilia's '5 T g g Confirmed Kill, the game became the place to fly and fight
music is laid back, tinged with a L % o ::2 in World War 1 aircraft. But extemal problems dogged i,
touich of jazz and spiced by odd £5%: mast notable when the then-named Interactive Magic
beats. And the best track, "Spores, AL merged with developer ICl in 1997, taking over what had
sotinds something like a minimaiist been renamed WarBirds. This situafion recently came 1o a
kicking back and chiling out Beautiful head with the departure of most of the original WarBirds
GORKY'S ZYGOTIC MYNCI teamn 1o form their rmj company. And yet rhr?ugh all this,
spanish Dance Troupe the online community has ,pfead & far.aﬁeid as lapan,
(Mantra) Russia and Finland, and pilots have continued to fiy in
Despite recently losing a founder therr thousands, relving histoncal scenanos and building
enairbar as il 55 thes sl friendships. The game is now so sophisticated that it
label, Gorky's, together with the contains over 50 types of arosft, as well as ships, tanks,
Super Furry Animals, continue to and radar-directed anti-aircraft guns. Yet technical qualites
prove that Welsh music can contain aside, its strength is the way it has integrated individual
subtly, melody and imagination, gamers into a virtual world, And it is their stories that
despite the Sterecphonics’ efforts to makes this book fascinating. This is crucial reading for
convince the world otherwise. And anyone attempting to understand the dynamics of
‘Spanish Dance Troupe' is as album bulding an online gaming community.
as good s as any to demonsirate
their willful determination '."J_ push MEANING IN TECHNOLOGY
?ﬁ:‘::'—:“ are ":'I‘.";;'\tr:’;"'f-: the Amold Pacey takes an unusual premise for his book,
”‘;wm"_ » 5 particulary when you consider that it is being published by
SR SRS one of the most mportant technology universities in the
3 world, MIT. 'Meaning In Technology is a persanal book in
STATE RIVER WIDENING which Pacey argues that human actity, even science, can
State River Widening not be adequately described factually, only existentially, it's
(Rocket Girl) a point of view many of his colleagues would consider
With the likes of Fridge and Add N g : treacherous for a scientist to hold but it's one which he
To [X] already forcing the pace of E = constructs with a certain amount of skill and grace.
music without voices, the dreamily EE = Examples include the so-called 'sureka’ effect when
named State River Widening have E E E problems are solved intuitively, seerningly without the
Z‘;‘;’;»i”":: U"S;::":ﬁ:—‘d““ & -J:-:j e consaous achon of the brain. Yet beyond this, Pacey's
- ics and created thesr own ke
atmoesphernics. In partcular their use § ? % D\W tﬂrgtt‘. P !C befﬂ'le “*‘de rm mlr::m
b5 Eaionis snge of instnnens Worried our postmodem consummer sodety is creating a
S S ke yaxBtoe mokrba world in which everyone will prefer to fve in virtual reality,
and vibraphone, when combined he argues for technologies that are more people-centred
with cool drummed rhythms, makes Interestingly, though, there’s no mention of the Intemet.
for an incredibly soothing, if slghtly
mielancholic, expefience
INTERNET
Site: Yak’s Zoo
URL: www.magicnet.net/-yak

ooy

Fans of Tempest 2000 may wonder what happened
to its creator, notorious hippie codefiend Jeff Mintet
A visit to this site will bring them bang up to date

” Herein, the hairy one spins yams of tnps to the US

through his involvernent in VM Labs’ Nuon, speaks of
his (understandable) love of curry and (borderfine
dodgy) relationships with animals, while mbang in his
love for all things techy. Much of the site is out of
date, and updates are notoriously imegular (must be
all that weed intake), but what's here is entertaining,
Ively stuff, and unusually literate for such a full-on
coder, Plus, Minter's been around the block a few
times, which lends some credibility to his ramblings
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VIEWPOINT

‘ve been reading with

interest the details of Sony’s
PlayStation2 console and am a little
concemned about the impact of its
proposed backwards compatibility.
Although | do not work within the
gaming industry (being simply an
avid gamer), even | can see danger
lurking on the horizon.

First of all, let's be honest here:
the software industry is about
making money. Game producers
and chief executives may say that
their primary concern is to entertain,
but it does help if you can make
buckets of cash into the bargain.
When a third party comes to
develop a game for the
PlayStation2, they are not going to
ignore the potential for sales
amongst current PS owners. What |
think could become the norm is the
production of games for both the
current PlayStation and the next-
generation machine on the same
CD. PlayStation owners can buy and
play the game, and next-generation
owners can have the benefit of
playing a ‘remixed’ version.

The question is, how much of a
benefit is that? Games development
will be made with the current
technology in mind (appealing to
the lowest common denominator),
with the next-generation owners
having to make do with what is
offered. These ‘remixed’ versions
are likely to feature clearer and
smoother graphics, with maybe
a few extra levels thrown in (if
appropriate). This is not going to
make me want to fork out the cash
to buy this wonderfully powerful
new machine. But how long will
this state of affairs last?

When a console is nearing the
end of its shelf life, presumably
software companies can track the

126 EDGE

fall of sales easily. The decision on
when to stop development for this
console can be made when sales fall
below a certain level. In this way a
company can maximise sales on a
large installed user base but avoid
wastage by releasing games to a

EXPRESS YOURSELF IN EDGE — WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH BA1 2BW (email: edge@futurenet.co.uk)

happening - | hope so, anyway.
Does Edge have any insight into this
matter to put my mind at ease?
Mick Carson,
via email
The backwards-compatibility issue
really shouldn't be such cause for

‘As soon as Nintendo reieased one
revolutionary game (Ma@rio 64), everyone copied

it and soon no one could tell the difference
between the PlayStation and the Nintendo 64’

dwindling audience. This may be
much more difficult to quantify for
Sony's PS and PS2, though, if dual-
format games are released on a
single CD or in a single package.

concern, because developers will
always seek to push technology
to its limits. PS2-only titles will
outweigh dual-format releases

by an enormous margin.

How will anybody be able to gauge
the split in the sales between the
differing PlayStation owners? |
understand that the sales of the PS2
console itself will of course be
available, but it will be very difficult
to ascertain how many current
PlayStations are still in active use.
I'm sure the geniuses at Sony
have already thought of all this and
have barriers in place to prevent this

oesn't anyone in the games

industry take notice of the
past? History is repeating. In the
late-"70s/early-'80s, Atari came
from nowhere and created a brand
new home console market. It got fat,
greedy, and, worst of all, arrogant. It
assumed it had the market all to
iself, just as a fat little plumber was
about to change videogames forever.
Nintendo again rose from pretty

much nowhere, concentrated on
the quality of its games, and set
unmatched standards of playability
in the process. Everyone bought a
Nintendo. Then the company got fat,
lazy, etc. Again, it thought the 16bit
market was its own, until Sega
released the Mega Drive. Of course,
Nintendo didn't lose the way Atari
had, but it was forced to compete
in a way it had not expected. Skip
forward a few years and Sega is
about to announce the Saturn. it
figures it can knock out a sprite
powerhouse that could easily
emulate OutRun or Rad Mobile -
this although its internal AM2
division is working on 3D
extravaganzas such as Virtua
Racing, Virtua Fighter and Daytona
USA. It quickly learned of a Sony-
developed console that would be
vastly better at generating its own
3D games than the Saturn. What's
more is that Sega’s rival, Namco,
has signed on to develop. Sega
does another one of its rush jobs
and knocks out a badly designed
piece of junk; it's difficult to program
for and not really up to doing 3D.
Sony comes along and does well,
but for how long, with the much
more powerful SG-powered Ultra 64
just a year away?

The videogames world is a fickle
one. In Edge’s own estimation, ‘on
a scale of ten, if Saturn is one,
PlayStation three, then the Ultra 64
is at least a ten” Hmm...

As soon as Nintendo released
one revolutionary game (Super
Mario 64), everyone copied it, and
soon no one could tell the
difference between the PlayStation
and the Nintendo 64. The rest is
history. We have all been anxiously
waiting for the PlayStation2, and
now it's here it seems history
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repeats again - Sony has got fat,
greedy and arrogant. Sure, very
nice console, but what does it
look like - a CDTV or a 3D0?
With this approach, Sony is
neglecting the very people who
made it - the kids. Sure, PS2 is a
lifestyle accessory, but in a year
from now, will consumers be able
to tell the difference between the
Dreamcast and PS2? Sony has got
the next-generation battle far from
its own way. It's turned its dedicated
gamebox brand into a set-top
box. | think, if Sega fails (with
its continual mess-ups) then
Nintendo will be back with a
vengeance after the failure of the
Nintendo 64. Or, of course, the
new kid, Microsoft, could steal the
show. The war is far from over.

Nick Ralph,

via email

s the age of the 32bit console

draws to a close, and game
producers scrape the last dregs out
of the barrel that is the PlayStation,
I'd like to take a moment to reflect
on the future (if that's possible).

Sega's Dreamcast is almost upon

us; the NGPS is now a reality; and
Nintendo is expected to make an
announcement on its next-
generation console incredibly soon.
The only one of these big three
which doesn't have a black mark on
its record is Sony. Its PlayStation was
a remarkable example of how to
rightly market a console, whereas
the Saturn and the N64 were not.
The Saturn made the mistake of
sticking to 2D graphics when the
world wanted 3D. The Saturn
appealed to Sega’s hardcore fans,
whereas the PlayStation appealed to
everyone. Sony's masterstroke was
to make videogames cool again. It

created the market that exists
today, and now the other console
manufacturers want a slice. Sega
made a brave but necessary leap of
faith by announcing its console first.
The world was impressed, to a
degree, but many people believed,
and still do believe, that Sega had
lost touch and was destined to fail.
| disagree. Sega seems to have
learned from its mistakes, and the
vast amount of gamers who have
preordered a Dreamcast is proof of
that. Sega is taking a leaf from
Sony’s book and is making its
console ‘cool’. Launch games like
Trick Style and Sega's arcade
conversions of Sega Rally 2 and
Virtua Fighter 3 are more appealing
to the ‘after-pub gamer, thus
allowing Sega to nudge in on the
market created by Sony with games
like Wipeout and Micro Machines.
That said, Sega is also appealing to
the younger generations of gamers
with titles such as Sonic Adventure
and Pen Pen, Sega seems to be
going for a stranglehold on all
aspects of the videogaming
industry, just like Sony.

the PC market. I'm not sure if this is
a wise move. If it pays off, then Sony
will be laughing all the way to the
bank. If, however, Sony’s attention
to the games is not as great as it
should be, then it is going to lose
out dramatically. The NGPS could
well be something of a lost dog, not
good enough to challenge the
higher end of the PC market and
too expensive and lacking in games
to be accepted by the videogamers
of today. Then again, | may well be
wrong about all of these things, and
perhaps it is too early to tell, which
leaves us with just Nintendo,
Nintendo made a huge mistake
with the release of its 64bit console
by constraining itself and its
developers to the tired, old,
expensive and small cartridge. This
decision forced SquareSoft to tumn
to the PlayStation to create FFVI/, a
game which went on to be the
most successful game of all time.
Despite this, there have been
many good games on the N64 -
GoldenEye, Mario 64 and Zelda, to
name but three. Nevertheless, the
N64 was always considered a ‘kid's

‘The NGPS is not a mere console, it is multimedia
machine. This suggests to me that Sony IS tumingits
back on mere games and focusing ON attacking
the PC market. I'm not sure that this iS wise move’

This brings us on to Sony and its
next-generation PlayStation. At the
time the NGPS was announced |
was extremely excited at what
seemed to me to be the ultimate
console. However, now I'm not so
sure. For starters, the NGPS is not a
mere console, it is a multimedia
machine. This suggests to me that
Sony is turning its back on mere
games and focusing on attacking

console’ by the majority of gamers,
and although it sold reasonably well
it was easily eclipsed by the
PlayStation. This was a shame, but
hopefully the mistake will be
rectified by Nintendo's new console.
In my opinion, the Nintendo is the
dark horse of this equation, and |
believe that if Nintendo sticks to
what it knows best then it will

have a sure winner.

Overall, the big three seem to
have gone in very different
directions with their new consoles,
and whether the gambles they have
taken will work depends on the
other two. All | can say is the
future's there for the taking, but
only for one of the three.

Harry Slater,
via email

intendo is late to the party
m again, and it will cost the
company dear. Sony kicked its arse
last time, and it's seemingly polishing
its boots for more. N64 is on life
support in Japan and Europe, and
Nintendo should be on its knees
thanking God that it has Game Boy
and Pokémon, otherwise... It's
playing smoke and mirrors again
with Dolphin, but no one really
believes it will deliver a new machine
next year. In 2001, maybe, with a
‘Third World’ Europe release in 2002.
Unfortunately, the N64 may not last
that long. Maybe Nintendo will dump
1BM for Apple (NitMac, anyone?).

Sega's DC seems to have flopped
already in Japan, but it had a great
launch in the States. It bungled the
Euro launch (delays, no Net play
until April, unoptimised conversions,
poor controller), but should still do
well. Fast, hi-resolution graphics on
a big widescreen telly in Dolby
should convince many, as long the
software publishers get behind it,
otherwise it will end up just like
N&4 with only firstparty titles,

Which leaves Sony carrying the
ball. History shows that it’s difficult
to maintain leadership in the race,
but on paper the machine sounds
good, and it has certainly wooed
over the development and
publishing community. Let's hope
it doesn't get that arrogance that
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comes with being number one. Still,
there is always Bill and Microsoft...

daSilva,

via email

couple of thoughts on the
m new PlayStation2. Doesn't it
look lovely standing on its end?

Anyway, picture this: you've
just recently bought a PlayStation2,
as you've heard that as well as
a games console - | don't care
what they say about ‘new forms
of entertainment’, games is what
they will be! - you will be able to
play ‘these new DVD film things’
on it (no one seems to have
noticed the lack of MPEG2
decoder in the specs). So, having
gladly parted with your cash,
exchanged the kids' PlayStation
(after all, the guy in the shop said
that it was ‘backwardly compatible’)
and bought a few films, you settle
down to watch one with your wife.
Suddenly the door bursts open
and in tears your pride and joy
who wants to play Tekken on the
new PlayStation. Bit of a problem
it all being in one box, eh? He/she
can't even play it on the portable
TV in their room.

Also, PlayStation2 CD-ROMS!
What happened to delivering
gigabytes of game worlds to the
hungry gameplayer via DVD?
Perhaps the modem was left out
because ‘investing in low-end
technology makes no sense’, and
not because it pushed the price up
and made the box an ugly shape!

Just who does Sony think it is
with rumours that PlayStation2
will only be available through Sony
shops? Perhaps the necessary
markup would put it out of a
competitive price range, so it
intends to sell games through
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its online network, effectively cutting
out the high-street retailer. Didn't
they help make the PlayStation
what it is today?

Okay, that's my rant over.
Looking forward to your
PlayStation2 coverage and
reviews of perfectly good games
that end with ‘but just think what
will be possible when Sony’s new
machine is launched!

Matt,

artin Rowse (Letters, E76),

how mistaken you are. For a
start, the Game Boy mobile phone
adaptor — you've got the totally
wrong end of the stick there, mate.
The adaptor is to enable the Game
Boy to be linked to the Internet,
not to simply make it into a big
mobile phone. With the writeable
technology of the Game Boy, plus
infinite space to store downloads,
who knows what Nintendo will be
able to do? You could swap and
fight with Pokémon trainers all over
the world. Download new levels for
any of the three up-and-coming
new Game Boy Zelda games. When
you take into account the Game Boy
Camera, it is sort of a little version
of the 64DD, which you also
criticise. This is the most innovative
piece of kit to have come from any
hardware producer since the NES.
When people are complaining about

‘When people are complaining about a lack of
emotion in computer games, Nintendo unveils
the main hardware side of its Whole ‘create and
nurture” ethos, WHICh must be a good thing’

via email
Sony's intention is surely not for
PlayStations to be traded in, merely
relegated to kids’ bedrooms while
the new console makes its impact
underneath the family television in
the living room:

As far as PlayStation2 hardware
becoming available only through
official Sony outlets goes, that's not
going to happen. It seems you
spend too much time hoovering
up idle gossip from the Internet.

Regarding your comments
about forthcoming reviews, you've
got Edge mixed up with another
multiformat mag, haven't you?

a lack of emotion in computer
games, Nintendo unveils the main
hardware side of its whole ‘create
and nurture’ ethos, which must be a
good thing. Even if only 100,000 get
to play it, it will still start the ball
rolling and stand Nintendo in good
stead for the next round of the
console battle. The fact that we

will never see it on our shores

can only be lamented.

In a time of "FIFA "99: September
Edition’ and 'Tomb Raider 17 - now
with 45% more boobs’, do you not
think new ideas — any new ideas -
should be welcomed if true
progression is to be made? But if

truth be told, it is always Nintendo
leading the way with the new and
exciting ideas. Just look at what it
has contributed to date: the D-pad,
the first console modem (ditto
keyboard, mouse and disk drive),
shoulder buttons, analogue
control as standard, Rumble Pak,
microphone, the Game Boy, the
Game Boy Camera, the platform
game (2D and true 3D)... | could
go on, but my point is made. The
thing is, without Nintendo leading
the way, the videogames industry
would never have survived for this
long, or grown to this size.
It has already been said that
the NGPS will use the standard PS
controllers. This is supposedly to
continue brand loyalty (ever hear
that mentioned in the days of the
Spectrum?). Really, there is no
need for them to change to
facilitate prettier versions of the
same old games. There is also the
fact that Nintendo hasn't unveiled
its new controller, so nobody has a
template to work from.
Ever hear the saying ‘more
form than substance’? | think it is
relevant here. While Sony and Sega
are beavering away with their
marketing, it will be Nintendo
that's tinkering with the next
groundbreaking addition to the
computer games portfolio. And,
after all, it consistently makes the
world’s greatest videogames, which
is good enough for me.
Adam Heyes,
via email
True, Nintendo’s contributions
to the videogaming world are
unmatched by any other player.
Equally, however, it has made some
catastrophic decisions in recent
years. Time is crucial for Nintendo,
and it doesn't have much of it left...
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