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Probe

MNow part of the huge Acclaim group, Probe
is still run by co-founder Fergus McGovern.
With a pedigree that dates all the way back
to 8-Bit consoles, Probe has earned their
stripes with a series of movie conversions like
Terminator 2 and Aliens 3 on the Genesis.
They've embraced the next-gen consoles with
ease, bringing the Alien and Die Hard Trilogies
to the PlayStation and Extreme G and shartly
Farsaken to the N6y, Probe have always been
at the cutting edge of programming and while
they still tackle large licenses, their new free-
dom within
Acclaim is
allowing them
to explore
other coding
projects.

SrAMmers
into

Cociérﬁasters

Founded and run by Richard and David
Darling, Codemasters began its life in 1986
and has constantly come up with surprises,
from winning a massive lawsuit over the
Game Genie in the early 'gos to expanding
their highly successful Micro Machines
series on the PlayStation, the company has
become one of the most respected in the
business, thanks to its insistence that
gameplay should never take a back seat
to graphics.

Probe hopes that their futuristic racing
game Extreme G will be one of Acclaim’s
flagship titles this winter.

The days of doing conversions of every Acclaim
title for every system are over. Fergus McGovern
now picks his titles very carefully and then
makes sure that there is enough time, manpower
and money available to produce only AlA-rated o
titles. Such is the case for Forsaken and b
Constructor, both of which have been in the
development phase for some time. Fergus sums

it up when he states: “We're a lot
mare flexible now and a title isn't
finished until it’s perfect. In
the end it's how the game
plays and not that it
made it’s deadline.”

m——
#

set up their own

Continuing their
best-known
series of Micre
Machines games,
Codemasters’
latest update
moves up to the
12-Bit platforms.
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Rare

5et up by another team of brothers —Tim and When you work for Nintendo you get to do
Chris Stamper—Rare was previously known as your programming in absolute secrecy. At E'
“Ultimate” back in the NES and Master System Nintendo unveiled both Banjo-Kazooie and
days. Now one of Conker's Quest for the first

Nintendo's most
trusted and reli-
able developers,
the company has
a string of hits
such as Donkey
Kong Country on
the Super NES
and GoldenEye
on the Nég to
their name, with
titles like Diddy
Kong Country
and Banjo-
Kazooie waiting
to take the N&g
by storm.,

time to the amazement
and praises from
everybody who got
to play the games.

Just when we thought we had seen everything
Rare was working on, Mintendo unleashes
sereens of Diddy Kong Racing. Not just a
Mario Kart remake, Diddy promises to be

all that and much, much mare,

L
.
Originators of the Lemmings series and long-
time Psygnosis ally, DMA were recently bought
by Gremlin. Run by David Jones and based in
Dundee, Scotland, the company quickly become
a member of Nintendo's Dream Team and will
shortly see Body Harvest published by
Wintendo. In the U.K. and Europe, BMG will

release Grand Theft Auto on the PlayStation,
After that, titles will be released via Gremlin.

DMA Designs’
days with
Psygnosis may
be aver, but
their knack
for designing
unusual games
is as full-blown
a5 ever.

Grand Theft Auto’s more than 200 missions have you hauling
drugs, busting through police road blocks and, of course, stealing
cars to become the most-wanted driver in America. What? You
expected something normal from the creators of Lemmings?
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Core

Managing Director Jeremy Smith must be
amazed at the way his company has sudden-
ly leapt to the forefrant of the industry, Best
known for their work on Mega-CD games,
one PlayStation release changed their
fortunes and put publisher Eidos (who
bought them in 1996} on the map for good.
The game, of course, was Tomb Raider. The
sequel can't fail, and with titles like Fighting
Force and Minja backing it up, Core Design
looks certain to continue their success on
32-Bit systems.

Where would Eidos be without
the development team at Core?
Without a doubt, the megahit
Tomb Raider has skyrocketed
Eidos from obscurity to top

10 developer in less than one
year and with Tomb 1, Ninja
and more soon to come,

Eidos can do no wrong. <l
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Bullfrog

Originally set up in 1987 by coding
legend Peter Molyneux, Bullfrog quickly
earned an enormous reputation for their
god games. Molyneux left the company
(now under the wing of Electronic Arts),
once work on his last baby, Dungeon
Keeper, was completed, but his new
company, LionHead Studios, wil
release its first game in 1999.

Ballfrog’s reputation for making
revolutionary games is well known in the
industry and dates back to the 1980s,
That is probably why Electronic Arts
quickly took them under their wing to
produce the sim-type games for the video
game consales. Sim Hospital and Dungeon
Keeper were the latest games that EA

was showing at ECTS in London.
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Travellers Tales is one of those

Travellers Tales

developers who has remained
independent and out of the
Aligned to Psygnosis and currently completing video game spotlight. Having
wark on Psygnosis® Mario-beater, Rascal, Travellers very quietly programmed
Tales deserves mention here since they have also well-known platform games
coded several titles for Sega of Japan, including like Mickey Mania and Senic

Sonic Blast, Toy Story and then 32-Bitters like
Mickey Mania and Sega's upcoming Sonic title —
Sonic R. This makes them unigue in coding histary
as this is the first cutside, non-Japanese company
that Sega has allowed to program a game invalving their
figurehead Sonic. Once Rascal is completed, expect to
hear more about this small, talented team.

Blast, Travellers Tales is now
going public with Sega’s new
Sonic racing game Sonic R and
Psygnosis’ Rascal,

groundbn
Wipe(

opment
vs been ambi-

Psygnosis
Almost too many titles to mention in their
portfolio, and a similar number of smaller devel-
opers like Bizarre Creations, Hammerhead and

Wheelhaus working for them. Although the
company was bought by Sony in 1993, few
waould disagree that without the vision of
Psygnosis and its MD, lan Hetheringtan, the
PlayStation would have had a far quieter launch,
5o far, Psygnosis has been respansible
for some of the most groundbreaking
software seen in the home, with titles
like WipeOut and WipeOut XL, the twa
Destruction Derby titles and shortly,
G Police and Colony Wars. In the 16-
Bit days, Psygnosis was best known
for attractive titles lacking in game-
play, but that all changed with the launch
of the PlayStation, Although Sony
tried to sell Psygnosis last vear,
they called it off again and wisely so.
If it ain't broke, don't fix it

With the necessary
backing of Sony,
Psygnasis is the one
British developer who
has been able to make
it on their own in the
LS. Great games like
G Police, Colony Wars
and Rascal help too.
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Gremlin

Steadfast 16-Bit developers who maoved
over to 32-Bit with ease, launching Loaded and
the Actua sports series onto the PlayStation.
Gremlin's recent acquisition of DMA Design
should reinforce their position as a top U.K.
developer and publisher, as will forthcoming
titles N2o and Buggy.

- . _ . _ L ] =,
Legends in the business, Argonaut doesn't
only earn respect for the programming skills on
titles like Star Fox, they alsa design hardware

(like the Super FX chip for Nintenda) as well

as development software like Brender. Now
working closely with Fox Interactive (Croc),

Jez San and his team are also putting the final
touches on Alien Resurrection far the
PlayStation and Saturn, while the

possibility of a Nintendo Alien title
has not been discounted.

Gremlin is a company that deserves further observation. At the
last ECTS show in London they were demonstrating a few AAA
games including an off-road racing game, a two-player judge
Dredd light-gun game, a filled-polygon ‘Tempest'-type twitch
game and an outstanding version of the Men ln Black movie.
With solid backing. Gremlin could easily be the next ‘Core’ that
could propel a US. company into instant top 10 status.

that we
how g

g
the future e more than 5o new
" Smith i ores that are the product

Fox outscooped the other American
publishing houses when they licensed
Croc from Argonaut earlier
this year. This fun-te-play
and extremely well-
designed platform game
has all the makings of an
instant hit this Christmas.
With Alien Resurrection not
far behind, Fox has found a long-
term partner for success.
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