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Cine-Play label. The initial release,
Detectron, features 3-D modeling and an
easy-to-use interface that seemns sure to ap-
pear on multiple C0 platforma in the near
future. |t even features (surprisel) clayma-
tion mutants.

Mot all companies who invested heavily in
Ch-based entertainment have fared well,
Yet, some of their products are about to
come to market. Cinemaware's /[ Came
From The Desert |s still expected to appear
“real scon now" on the NEC Turbo-Grafc
16, In addition, Spinnaker Software's
LaserLords is expected to debut on CD-l
before the end of the year, even though the
company is (at least temporarily) out of the
entertainment software business,

Standard Oscillating
Procedure

Being so close to a breakthrough in data
storage and innovative software presenta-
tion, one would think that all is well in the
entertainment software industry. Yet this is
nol the feeling among computer game pub-
lishers. COTY's slow start along with the
long-delayed debut of CD- has created un:
certainty. Combine this uncertainty with the
“standards” controversy and the road to CD
paradise seemns fraught with thorns. Sony
is attempling to create their own proprie-
tary standard for CD-ROM storage, Prior to
their proprietary standard, Nintendo was
planning for Sony CD-ROMs to be the
dominant player in the Super NES market.
Mow, Ninteado is planning to switch hor-
ses in the middle of the stream and change
1o the Philips’ standard before too long. Our
sources indicate that they are asking their
developers lo choose between standards.

Sega was also soliciting developer sup-
port for a CD platform at CES. Their CD
player, to be released in Japan during the
fall of this year and passibly o reach our
shores by the next fall, will allegedly have
its own GBO0D processor, contain 64K of
ROM to handle eight channels of sound,
use 32-kHz sampling, feature 10-18 frames
of video per second (if accompanied by
sound), utilize 5.5 MB of storage on sach
CD and allow up to 56 minutes of fullmo-
ticn video to be stored on each disk. The
system will even feature surround sound
and some more advanced video features
for extended screen handling.

We also discovered that video-game
developers are not the only ones faced with
standards-based dilermmas. In addition to
Sony's proprietary standard, the Microsoft
CO-ROM-XA approach and the approved
technical specifications of the Philips" CDH
project, NEC announced their Mew Interac-
Lve Display (MID) technology. Fortunately
for multi-media personal compauter
developers, this technology is compatible
with the MPEG video standards and the
multi-media hardware. The technology al-
lows for 100:1 video compression which, in
turn, allows 20,000 still pictures per com-
pact disc or up to sixty minutes of fullmo
tion video per disk. The company claims
that its “standard™ will provide the highest
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rate of compression with the clearest pos-
sibie pictures. It doesn't feature resalution
as high as DV, CD:l or IVD (itis 512 x 256
as opposed to 640 x 480 and up), but judg-
ing from the NEC demonstration at CES,
this claim is probably true.

Finally, not only computer developers, but
also gamers will have to make a major
sound card decision in the near future, It is
no longer satisfactory to talk about a card
being AdLib compatible. The new Gold
Card features true 16-bit technology and al-
most double the dynamic range of its
closeat competitors. The difference between
the old board and the new board is
phenomenal, but (alas!) developers will be
required to provide yet another new driver
to get the most out of the board. Since
Yamaha plana to place their chip (the
heart of the card) on the motherboard of
twenty different PC manufacturers in the
near future, AdLib promises that the Gold
Card technology will not conflict with these
new machines’ additional sound capabilities.

Life in the Third Dimension

Perhaps the most pervasive trend in enter-
tainment software was the amount of three-
dimensional modeling to be seen in upcom-
ing computer games. Cine-Play’s
Deteciron has digitized film and claymation
Images and moves them across a scanned
backdrop. The story is built around a post-
holocaust Washington D. C. where people
are being kept in a human preserve some-
thing like the “Wild Animal Parks™ that one
would see in the present-day United States.
The distinctive walks and movements of
some of the characters are very interesting.

An even more sophisticated technique of
digitizing film is being used in Walt Disncy
Software’s The Rockeleer, an action game
being developed by NovaLegic. In a techni-
que reminiscent of Disney himsell bringing
in film footage of actual animals in order
for his animators to get the moves right,
MHovalogic is capturing all the action
scenes on film (with real human beings);
digitizing the figures and manipulating them
on-screen. Those who enjoy the flm will
enjov this continuing adventure that picks
up after the plot line in the film and was ap-
proved by Rockeleer creator and comic art-
ist Dave Stevens.

Data East unveiled two additional
products being developed by NovaLogle.
The most detalled is (ltraBaols, a rabot
combat game with a fascinating story treat-
ment and a strategy game to support the
action scenes. The company has used ray-
tracing to dewvelop three-dimensional
modeals of their distinctive robots and they
ean manipulate them easily on-screen using
their custom tools. In the same way, they
have developed a near-future version of ar-
mored warfare. IUis a three-dimensicnal
world with extremely dark perspectives and
fast-moving bit-mapped scaling. Both the
near-future battlefield simulation and (ira-
Bols feature distinctive cockpits for each
wehicle and bwo separate view screens
which update the game environment from
twa different perspectives.

Accolade's Les Manley — Lost in LA &
a graphic adwenture which, on occasion,
uses three-dimensional digitized images
overlaid across digitized oil paintings. The
artwork provides a rich texture for this satir-
cal approach to the stereotyplcal Southern
California lifestyle. The game is a pseudo-se-
quel to Search for the King with a new
“look and fesl.”

Regular CGW readers will remember
Sierra's Adventures of Willy Beamish
(designed and produced at their Dynamix
subsidiary) from the “Behind The Screens®
feature in the July issue (#84). Designer
Jeff Tunnell has ereated a light-hearted ad-
venture that pushes the edge of the three
dimensicnal envelope in its handling of char-
acter animation and backgrounds featuring
a perception of depth,

Sierra opted for near realism In their ap-
proach to Police Quest 3: The Kindred. In
this product, as well as Conguests of the
Langbow: Legend of Robin Hood, the ar-
lists caplured live actors on video and used
a rotoscoping technique to enhance the
scenes with sometimes colorful and some-
times starkly reallstic portrayals of scenes
that look almost as if they have leaped
frorn the cinema screen itsalf,

As noted earlier In this article, Psygnosis’
Fianelside features three-dimensional frac-
tal landscapes at twenty frames per second
with mo compression necessary. The player
flies a futuristic atmospheric fighter across
the barren wastes of 8 mountainous planet
in this alr combat simulation.

In addition, Wing Commander's legacy
leads on, Interplay's Star Trek featires
three-dimensional bit-mapped scaling ships
in the tactical space combat sequences,
Konami's Top Gun; Head-lo-Head Dog-
fighting Simulalion uses digitized images
from the mokion picture combined with bit-
mapped scaling techniques designed to en-
hance the look of the planes and their
Team Suzukl game (originally released in
Europe by Gremlin) presents motorcycle
racing via the same basic bit-mapped scal
Ing technique. In Aces (scheduled for
1552), Dymamix"s latest foray into histori-
cal air combat, Damon Slye is expected to
unleash a faster version of their patented 3-
Space technology mixed with technology
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