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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

hat stark contrast between the image
that adorned this page last month and
the machine pictured above.

Despite the praise heaped upon the
design of Sony’s original PlayStation, the
company has screwed up that aesthetic
brief and thrown it out the window. Out goes
the youth-friendly grey colour scheme. Out
goes the warm, circular CD-drive lid motif.
And out goes the simplicity, replaced by a
groove-laden unit whose natural home would
appear to be more the window display of a
sniffy independent hi-fi retailer than the
shelves of a branch of Electronics Boutique.

But PlayStation2 has at least something
iIn common with interactive entertainment
platforms gone by, notably Philips’ CD-i
and Panasonic’s REAL 3DO Interactive
Multiplayer. And, crucially, it's not only in
giving its new console slinky black casing
that Sony is treading familiar turf.

Consider this sentence from the editorial
intro of Edge August 1994 'Perhaps in years
to come we'll see the PlayStation evolve into
a multimedia station with a multitude of uses
and all manner of peripherals’.

Now, finally, Sony is ready to attempt
what others failed to do before it, to deliver
a unit that will reach out far beyond the
confines of mere videogames.

The multimedia set-top box has long been
one of the consumer electronics industry’s
most infamous pipe dreams, and until
recently it looked likely to remain just that. In
one fell swoop, however, Sony has blustered
in, offering DVD support as standard, I.LINK
compatibility, and a plan for stable, widescale
connectivity by 2001, leaving other hardware
manufacturers gasping.

But what of the humble videogame,
the very reason for Edge’'s existence? Find
out what Sony has planned on pé onwards...
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The latest news from the world of interactive entertainment
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SONY SHAKES GAMING WORLD WITH PLAYSTATIONZ2

Final hardware design, firm specs and first batch of games shown to receptive audience in Japan

PlayStation.c
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CEl officially unveiled plans for its next-generation assault to a 900-strong crowd
E by showing its PlayStation2 console in Tokyo on September 13. The machine is
set for Japanese release on March 4, at ¥39,800 (approx. £330), with a first week
shipment target of one million units, making it the biggest launch of its Kind to date.
In addition to the console, Sony announced the development of its Dual Shock 2
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joypad (featuring analogue, velocity-sensitive buttons), and an 8Mb memory card (with
a transfer rate up to 250 times faster than the current version), both backwardly
compatible with the existing PlayStation and set to retail at ¥3,500 (approx. £20).
However, of greater importance to potential buyers is the console’s DVD
compatibility: as well as supporting audio CD, PlayStation CD-ROM, and PlayStation2
CD/DVD-ROM, the machine will play DVD movies out of the box. And the quality is

1

exceptional: Edge viewed a demo DVD disk running on PS2 at the Tokyo Game Show,

MEMOITY CARD

and the playback was of a standard equalling dedicated players in the £500 region. And,
as with most dedicated players, PlayStation2 supports Dolby Digital and DTS (Digital
Theatre Sound) audio formats via its optical digital output.

Sony's grand presentation took place in Tokyo's ANA Hotel near the district of
Roppongi and was hosted by Ken Kutaragi, SCEI president and CEQ. After confirming the
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Measuring a compact 301mm(W)x178mm(D)x78mm(H) and weighing a reasonable 2.1Kg, the PS2 is initially an
odd-looking device, certainly in terms of games consoles. Its blue ‘feet’ may be sold separately from the unit

console’s name (ending months of tiresome speculation),
Kutaragi-san focused on the markets being targeted by SCEI.
The toy and videogame markets are obvious considerations,
but the company expects a new sector, referred to as
‘Computer Entertainment Market’, to join the former two at

a later date. Another emerging area is what Kutaragi-san calls
the ‘Networked Digital Entertainment Market’, and it's one
SCEI plans to enter in 2001. Brmadba'nci network Internet-
pased distribution of digital content via an Ethernet
connection will allow PS2 owners to download data to
hard-disc drives. Initially, the existing range of PlayStation and
PlayStation2 games will be made available. An expansion
module serving as a network adaptor (slotting into PS2’s
IEEE1394 port) will also be made available in 2001.

Software support
Also confirmed were 162 PlayStation2 licensees (89 in Japan,

PLAYSTATION2 SPECS (PRELIMINARY)

CPU 128bit 'Emotion Engine’
Clock frequency ) | 2?4.?12M-HZ

Main memory Direct RDRAM

Memory capécity_ 32Mb

Graphiﬁs_ - ___‘Gl_'aphics antheaiser*
Clock frequency _M?.c!l'ééhdl-f::"' -

Embedded Cache UF:#;M_ 4AMb

Audio _ SPU2

Number of voices ' 48 channel + snftﬁa_re = a3
Sound memory | 2Mb .

IOP S | _H_ﬂ processor ]

CPUcore ~ PlayStation CPU+

Clock frequency 33.8688/36.864MHz (selectable)
iDP rne_rnl::ri_ -___ 2Mb T -
ﬁisc drive . - CD/DVD-ROM o
éﬁeed CD: 24x

i ' DVD: 4x

46 in the US, 27 in Europe), along with a list of 84 titles in
development - although Square has subsequently revealed
that it has another six PS2 titles in production, several of
which will be available at the machine’s launch and some of
which are related to the Final Fantasy series. (During a recent
visit to Square’s Tokyo HQ, Edge was shown a series of FFVIII
cut scenes mixed in Dolby Digital which could be indicative of
Square’s PS2 developments. The existing PlayStation is unable
to output a Dolby Digital signal, of course, so there would
nave been little point in remixing the sequences unless they
would be used for a system with the requisite technology.)
After Kutaragi-san’s speech, the curtains on either side of
the auditorium were pulled back to reveal 12 PS2 units, all
featuring playable software. At its most elegant when standing
on its edge rather than lying flat, the angular unit is
surprisingly small and resembles a slab of hi-fi technology
rather than a games console, a direct indication of Sony’s

NEWS

PlayStation.c

The PS2 dev kit combines two
separate operational modes in
one unit: a regular PlayStation
programming/debugging mode
and a workstation mode which
allows graphics creation within
a PS2 development environment.
A snip at ¥2,000,000 (£11,760)

At its most elegant when standing on its edge rather than

lying flat, the angular unit is surpnsingly small and resembles

Don’t underestimate the power of marketing: PS2
discs receive a consumer-welcoming blue finish

a slab of hi-fi technology rather than a games console, a

direct indication of Sony’s desire to tap into the mass market

EDGE 07 p
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SCEI president and CEO Ken Kutaragi (main) hosted
the event, which revealed Sony’s new target markets
(above right). Most games on show were running

on dev kits (top right). Dual Shock 2 (above centre)

Graphlcally, iny a few games tmly Impressecl N amco S In true widescreen format (rather than the squeezed and
Tekken Ia g Tournament and New RI( _,u ' RAace nernans stretched image usually adopted by PS games). Gran Turismo
pemaps the most |mpact the |atter d|sp|ay|ng astonlsmngw 2000 was one of the panoramic examples, although some
solid- lookmg environments and Ighiy deta | e titles — Sony's Dark Cloud being an example - retained the
full-frame ‘pan and scan’ ratio. Graphically, however, only a
desire to tap into the mass market. Unexpectedly, only two few of the games on display truly impressed. Namco's Tekken
joypad ports are offered (and, despite rumours, the two USB Tag Tournament and New Ridge Racer (both working titles)
ports will not be used for joypad attachments, nor will the made perhaps the most impact (the latter displaying
Dual Shock 2 pads be able to daisychain a la 3D0). Sony astonishingly solid-looking environments and highly detailed
expects gamers seeking the multiplayer experience to use vehicles boasting realistic suspension travel as well as
multitaps (existing versions are compatible) and claims that convincing smoke and spark effects), along with Square’s
the decision not to include an extra two ports stems from a The Bouncer, which threw an exciting amount of visual
willingness to keep production (and hence retail) costs down. effects around, albeit only on looping video.
Crucially, every PS2 title is still too early in its development
Sony shows off cycle for comprehensive assessments of the machine’s
Many of the games displayed at the Tokyo Game Show were power to be made. GT2000 may offer all the playability of its

Highlights from Sony’s confirmed PS2 catalogue

1
Developer: \Video Systems

GT2000 was still
looking early: the
cars are superbly
detailed, but the
tracks need work.
Note the DVD-like
packaging (left)

4 08 EDGE
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Tekken Tag Tournament looks better than its coin-op
parent, althnth its fighting arenas are built using a
separate set of polygons from the 3D backdrops, which
can lead to odd results. Namco still has work to do

32bit brethren, but other than beautifully rendered (if perhaps to carry the baton in the place of the truly revolutionary
excessively shiny) cars, the environments are a long way from experiences promised by SCEIl during its first PS2

finished, with road textures particularly low on quality. announcement last March. Ironically, the later release date
However, what was certainly clear was that just about every for territories outside of Japan will mean that the western
demo offered constant, glitch-free 60fps action, and fluid launch dates could be the ones to really get gx{:ited about.
animation. The fact that the majority of PS2 launch games are Avallable in the rest of Asia by the,summer, PS2 will

likely to be little more than graphically enhanced PlayStation launch in the US and European markets in the autumn of next
titles is not surprising. Edge has long feared that, due to time year. Edge expects the UK date to be Friday September 29,
constraints, developers would not be able to fully exercise which would reflect the original PlayStation’s Friday

PS2's architecture for launch titles, leaving evolutionary games September 29 1995 release date. I:E

New Ridge Racer is graphically
impressive, although its cars
currently look as though they're
floating around the tracks

EDGE 09 P
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The power of PlayStation2: key Japanese titles unveiled

The Bouncer

Kessen
Developer: Koei

Also unplayable was Koel's samurai sim
featuring an impressive amount of horse-
riding warriors galloping towards another
large group of similarly equipped
warmongers. Once together, however,
some rather subdued combat took place,
Koei claims to be able to display three
times the current amount of characters.

Jikkyou World Soccer 2000

Developer. Konami

Major A, the division of Konami
responsible for its International Superstar
Soccer seres in its N64 incarnation, has
been charged with creating this 128bit
update. Konami has offered an enormous
amount of early support to PS2 (as it

did PS1), but this is set to be one of its
biggest titles, with fantastic animation.

4 10 EDGE

Developer: Dream Factory
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Shown at TGS in video-only form, Square’s multiple-character action adventure with realistically reacting environments had myriad special effects with which to wow the
crowds, including the now-obligatory ‘Matrix'-like sequences. It's not clear how the game will work, however, but developer Dream Factory has a distinguished reputation.

Developer: From Software

Armored Core 2

bt w’m;mm:mnmta

Currently expected to hit Tokyo's streets next summer, this sequel to the popular (in Japan) 3D mech combat title is looking intriguing. Not many details have emerged since
its announcement, but upgradeable characters, realtime dynamic weather and realistic special effects feature during the 50-odd missions. A western release looks doubtful.

Street Fighter EX3 Developer: Arika

Arika has been working with PlayStation2 hardware for some time, and the results of its efforts are now coming to fruition. Arguably less visually impressive than Soul Calibur
on Dreamcast (although the two games are differently styled), SFEX3 remains a graphically interesting proposition, with a brace of graphical effects accompanying the action.
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Gradius Il and IV Developer: Konami
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S00GP

Developer: Namco
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Just when you thought Konami had forgotten about its legendary shoot 'em up series, the company pulls a surprise out of the bag with a full-3D update. On the face of i,
Konami appears to be reworking versions three and four of Gradius (aka Nemesis), but gameplay details remain sketchy at best. Here's hoping it's not another Galaxians.

Dark Cloud Developer: SCEI

A conversion of the coin-op of the same
name, 500GP was looking suitably at
home on PS2. The overhead camera
sequences were particularly memorable
but unless Namco improves on the
arcade experience by improving the
playability and adding a raft of home
features, this could be a little bland.

B 10 Loy Commpaied e iR
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Developer: Artdink
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One of the first PS2 RPGs, Dark Cloud was shown in limited playable form at the recent TGS. The more impressive elements included some stunning water effects and great
character animation. Impressive, too, was the way you could create your own villages from a topdown view and then zoom in close to view them in seamless realtime 3D,

Etemal Ring Developer: From Software

The sequel to AlV (released early in

the PlayStation's life), Artdink's city/train
simulation is looking a little more
accomplished than the last time it
showed its face (see E73), and it
Undoubtedly one of the earliest-looking yet playable PS2 titles at TGS, walking around mostly deserted environments, occasionally shooting fire balls into the distance meant received a fair amount of attention
Eternal Ring isn't especially thrilling at this point. Purportedly from the team responsible for the original PlayStation's King’s Fieid series, the finished title should merit attention. during Sony’s presentation. Don't

expect a revolution, however.
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SEGA SHINES AS MUSIC STIFLES JAMMA 99

Only original titles stand out at the Japanese coin-op industry’s traditional annual expo

he Japan Amusement Machine

Manufacturers Association's
37th annual exhibition recently took
place in Tokyo, attracting fewer
exhibitors than ever, a disappointment
that forcec the organisers to welcome
non-members to the event for the first
time in its history.

Predictably, the rhythm-action
genre dominated proceedings, with
Jaleco, Atlus and Sega all jumping on the
bandwagon. The real star of the show,
however, was Naomi, which cropped up
on just about every major stand.

Of all the companies in attendance,
it was perhaps Sega that provided the
most exciting and varied line-up. Yu
Suzuki himself was on hand to show off
F355 Twin, a new networked version of
the incredible Naomi coin-op. The game
uses one monitor rather than three, but
that did not detract from its popularity.
One of the key draws was its VMS
compatibility. Instead of the printout
option offered with the old model, Twin
has a VMS slot allowing players to
download their best times.

Equally interesting was the first
airing of Star Wars Episode 1 Racer,
currently in development with Software
R&D#5. The game was only available to

The most unusual game at the
show was Sega’s Typing of the
Dead, which requires words to
be bashed out to vanquish foes

_.__. a.u-n-_“l
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Sega’'s Out Rigger, offering joystick-and-trackball control, was one of the show’s biggest hits (main). World Kicks
offered another unconventional control method (top right). Power Shovel Simulator (right) was surprisingly fun
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view via video, but it gave an early
representation of the power of Sega’s
Model 4 board (showing mindblowing
polygon-handling), which is believed to
be set for debut at AOU next year.
Amongst Sega’s other offerings
was Out Trigger (see Arcadeview, p132),
which proved hugely popular with
showgoers, and Emergency Call
Ambulance, in which players have to
speed round New York, Chicago and Los
Angeles rescuing people from accidents
and dropping them off in safe places.
A continuation of the ‘panic’ genre
explored brilliantly in Crazy Taxi, the
patient’s heart rate serves as an energy
gauge, so if they cop it, so do you.
Software R&D#3's Jambo Safari,
meanwhile, has players careering
around a game reserve trying to lasso
228 breeds of wild animal. The simple,
open gameplay impressed everyone.
Finally, Samba de Amigo, from

Software R&D#8 and Sonic Team, was
introduced by Yuji Naka himself. It's a
comedy rhythm-action game with a
South American Samba vibe, featuring a
dancing monkey as the lead character.

Playing for kicks
Disappointingly, Namco had little to
show at the event. World Kicks is an odd
fourplayer Naomi soccer game in which
players actually kick a football at the
base of the cabinet to contral the
onscreen equivalent. Unfortunately, the
graphics are a little dated, and kicking
the ball to pass, shoot and tackle proves
a little confusing. Meanwhile, the third
instalment in the Time Crisis series,
Crisis Zone, was a little more promising.
The game uses the same ‘duck pedal’
as its predecessors, but now offers a
machinegun in place of a pistol, which
takes away the precision element
somewhat and drags the genre back to

Operation Wolf. The only other Namco
offering of note was an arcade version
of Um Jammer Lammy featuring a
similar cabinet to that used for Guitar
Jam. Fun, but hardly revolutionary:.

Of the many unusual titles at the
show, Taito’s Power Shovel Simulator
was one of the most enjoyable.
Sponsored by Komatsu, a famous
Japanese construction machine
manufacturer, the game has players
using a vibrating power drill controller to
perform a number of menial building-
site chores. There are several skill levels,
and completing the training mode gives
access to a comedy mini-game in
which you load trucks, destroy luxury
cars, and rescue turtles. What
amphibious creatures have to do with
construction is anyone's guess, but it
seems like Taito gave up on reality when
it started this project anyway, and the
results are winningly compulsive.
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Left to right by column: Crisis Zone was Namco's rather unconvincing follow-up to Time Crisis; World Kicks may have offered an innovative interface, but
its graphics looked dated; Sega Tetris, from Software R&D#1, is the first coin-op Tetris title for 11 years; Samba de Amigo offered a monkey with maracas

An action and music mix
Capcom’s main contribution this year
was the Naomi conversion of hit comic
and film character, Spawn. The game
uses the same high-speed network
feature as Out Trigger, but is aimed at

a more hardcore audience, utilising
complex controls and a camera system
obviously influenced by that of Ocarina
of Time (pushing a button reset the view
behind main character). There was also
a playable demo of Strider 2, although
it's still too early to gauge the quality
of this platforming actioner.

Music is still big at Konami despite
the company’s admissions that the
BeMeani market is finally slowing down.
It is now attempting to push the
concept abroad to get a new audience
hooked. At the show, however, Konami
was happy to show off Dance Dance
Revolution 3rd Mix, Pop’n’Music 2,
Beatmania 5th Remix, Pop’'n’Stage and
Guitar Freaks 2. There was also a new
spin on DDR entitled Dream Come True,
after a famous Japanese pop band. The
game is pretty much standard DDR fare,
but strictly uses the group’s own songs.
There was also a special karaoke
version, allowing one person to sing into
a mic while another dances along - a
concept easily adaptable for overseas
markets. The most interesting addition
to Konami’s music family, though, was

Rap Freaks, which doesn’t use a mic,
as the title might suggest, but instead
requires players to clap out a rhythm.

As for other attendees, Jaleco
seemed completely unthreatened
by Konami’s recent legal actions
concerning VJ and its similarities to
Beatmania, as both Rock’'n‘Tread 2 and
Steppin’ Stage 2 were clearly influenced
by Dance Dance Revolution. Meanwhile,
Audition, a karaoke game in which
players have to sing along in the correct
key, was a little more innovative.

Of most interest to some of the
more socially frustrated attendees was
Tecmo's Dead or Alive 2. However, the
gorgeous graphics and well-balanced

gameplay of the title dashed the

JAMMA STATS

criticisms of those who've tagged it
a cheap 'T'n’A’ fighting game.

Ultimately it was little surprise that
JAMMA 99 was dominated by SO many
music titles — much to the frustration of
overseas distributors who have so far
failed to find a hugely welcoming
audience with such games in the west.

A wide, interesting and at times
plain eccentric Sega line-up lit up the
event, revealing a company currently on
top of its game. For Dreamcast users, of
course, the seemingly irrepressible rise
of Naomi spells good news, with a raft
of top-quality action titles setto  ——
hit the home in coming months. L=

Less than 50 machines: 34,928
Between 51 and 100 machines: 4,320
More than 101 machines: 3,643

Game centres user profile

55.8 % Of game centre users are male
56.9 % of users are over 21 years of age
7.9% of users visit game centres as a
venue for dates

33.5% of users visit game centres one to
three times a month (5.3% visit mere than
26 times)

32.2% of players play between 30 minutes
and one hour during each visit (11.3%
play for more than three hours)

Sega and Konami gave attendees something to shake thanks to Samba de
Amigo (left) and Rap Freaks (right) respectively, two rhythm-action titles

EDGE 13 p
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SPECULATION AND 3D CHIPS DOMINATE ECTS

The aisles were buzzing as Sony and Nintendo ruled the floor but the real action happened elsewhere

Nintendo played its ace, gracing the show floor with the presence of
Shigeru Miyamoto, following up with the European debut of Pokémon

With key players such as Sega, EA, Activision and Microsoft not present, the
stage was set for smaller companies to make an impact at this year’s ECTS

In the absence of

Sega, distributor Gem
attempted to maintain
some sort of Dreamcast
profile (top). ECTS was
also the venue for the
announcement of an
ambitious new devco,
Evolution Studios,
headed up by ex-DiD
man Martin Kenwright
and erstwhile Psygnosis
chief lan Hetherington
(above, left and right)

4 14 EDGE

m ttendance may have been up,
but the real action at ECTS

occurred on the peripheries. Instead of
software ruling the headlines, the most
exciting news was generated by the
highly competitive graphics chip
market. Nvidia and 3dfx displayed new
technologies, with the sheer power of
Nvidia's GeForce 256 card upstaging
3dfx’s T-Buffer and FXT1 texture-
compression technology. Meanwhile,
rumours about Microsoft's X-Box
briefings in the nearby Hilton Hotel
focused post-show discussions.

Ironically, the major software
announcement came from a US
developer. Blizzard released details of
Warcraft lll. Other premieres included
Westwood's C&C: Renegade and Geoff
Crammond’s Grand Prix 3.

On the show floor, Nintendo and
Sony battled for most impressive stand

plaudits with Sony’s ‘'show within a
show' concept coming up trumps. And
while Dreamcast distributor Gem tried
to fill the gap left by Sega'’s absence,
many were left wondered about the
wisdom of that decision.

Bizarrely, one of the show’s best
performers was SNK's Neo-Geo Pocket
Color: such was the level of support
that SNK pushed back the handheld’s
release in order to meet demand.

When it came to software,
however, the majority of titles were
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Best Nintendo Game

Donkey Kong é4, Rare
Best Dreamcast Game

Ready 2 Rumble Boxing, Midway
Best Multiplayer Game

Rogue Spear, Red Storm

The most exciting news was generated by
the hlghly competitive graphics chip market with

Nvidia an

shown behind closed doors. One of the
best-designed corners was the Eidos-
Konami-Take 2 enclave, with Konami’s
goldfish tanks being the show’s most
innovative architectural feature. It had
at least one good game, too, with /1SS
Pro Evolution winning the ECTS 'best
game’ award. Take 2's GOD games also
looked good - the thirdperson Norse
action adventure Rune Is already
impressive, while KISS. Psycho Circus

3dfx displaying new technologies

IS Intriguingly grotesque. Eidos also
had a couple of exclusives up its sleeve
with Danish-developed PC title Hitman
demonstrating potential.

But, once again, the stalking horse
that is Black And White stayed outside
the show. Peter Molyneux remained as
enthusiastic as ever to show off the
ambition of his game, though. And the
game of the "private’ show e

continues to look fantastic. E




DREAMCAST 2 TECHNOLOGY CONFIRMED

VideoLogic continues partnership with Sega to provide next console’s graphical grunt

n industry insider has revealed to Edge that
m VideoLogic, the creator of the PowerVR 2DC
graphics chip in the existing Dreamcast, has already
completed work on new graphics technology for use in a
Dreamcast 2 unit. Edge’s contact spoke of “staggering”
performance, but would not be drawn on specifics.

Sega has often referred to Dreamcast as a modular
system, upgradeable as and when competing technologies
or market conditions necessitated it, which makes this
revelation of complete-replacement technology all the
more remarkable. It would be folly, however, for Sega not
to invest in further graphics technology development at
VideoLogic, especially in light of the performance of Naomi,
whose low-cost coin-op solution has proved extremely
popular with both arcade game developers and operators.

Dreamcast DVD confirmed

In other Dreamcast news, Sega chose September 16 to
confirm its plans for both DVD and Zip drive add-ons for the
unit. The company would not be drawn on release dates,
however, stating instead that the DVD unit would be

While in Tokyo for TGS, Edge also played the latest
build of Shenmue, which looks better than ever

introduced at an ‘'economically viable’ point - something
insiders have hinted may be as early as February in Japan.
The unit will sit underneath the Dreamcast console.

Closer to home, Sega Europe has revealed that 18 titles
will now accompany the PAL Dreamcast launch, thanks
to the delay which pushes it back to October 14. E

MICROSOFT TARGETS CONSOLE MARKET

With its X-Box strategy, the Redmond software giant is attempting a PlayStation 2 killer

peculation that Microsoft is developing a PC-style
E console was all but officially confirmed during ECTS,
after it became clear that developers were being briefed on
the so-called ‘X-Box'. Although Microsoft did not have a stand
at the show, select groups were shown it at the nearb<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>