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\ for nﬂm the journalists
}] to give their editorial
N comments about
the show. The early
reviews we have seen
are surprisingly negative.
Statements like “nothing new”
ing™ are commonplace. We don'’t think

hﬂﬂmﬁﬂ is entirely true. Granted, the show didn't
«have many surprises, but there are good
reasons iy Lo
; Hun, therg were no major announcements.
'—“ﬁtﬂmﬂ ‘again, none were expected. The only

dfwrmumwa was Sega's price drop to
5149, lhat was announced well before the
show! WEFe NO System price wars, no
[ON Few breakthroughs in technology, no new
[ 10\ riything. Rather boring from a journalistic
WES poimuf viegw, huh?

Second, there was no new hardware,

nd Dofy i that wasn't a surprise either. Sega
) 1 their new B4-Bit system;

tendo’s major p ng are only

de at their Shoshin v in Japan;

T mnﬂ unveiling of hita's
(the rumors were leaning toward a

M2 rather than a launch); and Sony,

-a-record-breaking Christmas season

ming up, certainly wasn’t going to muddy
" i

the waters with rumors of 8 new system
or upgrade.

The third main complaint was that there
were few software titles at the show that we
haven't seen already. Sure, there actually were
a lot of new, deep-in-development games, but
this time all of the major companies had
made road trips 1o the magazines well before
the show and gave editors hands-on demon-
strations of almost all of the new products.

So why did the companies tip their hands
50 early? Time at the show is valuable and
companies only get a few minutes to demo
their games and talk about future coverage
with the press. On the other hand, if the soft-
ware companies come to the magazines early,
they get hours of preview time with the edi-
tors and more space in the pre-E* issues of
the magazines. That's a heck of a lot better
than after-show coverage, where each game
gets the obligatory two-sentence summary
and one small picture in a magazine's E°
Wrap-up issue.

Also, this year's E" was scheduled one
month later than in previous years. The extra
month this late in a game’s development
cycle can mean the difference between a
“watch-only” demo and a playable beta ver-
sion. When the game is playable, companies
can get important feedback fram the editors
a5 to what they think about the product.

Finally, there were fewer innovative games

at this show, but it's tough for companies to

bet the farm on something that may try to I
be revolutionary, yet ot end up that way
(Bubsy 30, anybody). Sequels are generally
easier and cheaper to create and safer bets
in terms of name recognition when there are
hundreds of other new gamas on the store
shelves. Plus, with so many new systems
being sold this year, slightly modified versions
of games (Resident Evil Director's Cut) or
budget-priced reissues of older games are
going to appeal to new system owners and
guarantee sales (and more profit] to the
game companies.

While the show itself may have drawn
mixed reviews from the press, game players
will have the best holiday season ever, not
only by being able to choose from three great
game systems—each at its lowest price in
years—but also by being able to choose from
the widest variety of new and classic games
to play also at their best prices in years.

Of course, if you read our 16-page E*
supplement last month, you already knew
that. Still, 16 pages is hardly enough to cover
the year's biggest show, so this month we
thought we'd revisit E* and analyze the top
stories, the top games and everything else
that made this so-called “uneventiul” show
s0 darn exciting.

—EGM Chisf Correspondent Ed Semrad
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WORST
GAME OF
THE SHOW

E*s Got A Bi
Booth, Aw Yeah...

If it wasn't apparent in the
coverage of this year's show,
some of the booths were mon-
sters. Sony’s booth in particular
made some of us dizzy, while
Nintendo's great expanse left
maost of us in awe. Sega’s area,
which was one of the biggest
booths at the show, was more or
less what we're used to here in
the “plains state” (you know,
kinda flat like Iinois).

d

or

Square footage-
wise, some of the
booths had numbers
like these (remember
that the area of a
MWFL-sized football
field is 57600 sq. fL):

, = Sony: approx.
40,000 sq. ft.

* Nintendo: approx, 40,000 sq

= Sega: approx. 40,000 sq.f.

* Acclaim: approx. 12,000

= Activision;
approx. 6,000 sq. fL

= Ziff-Davis Inc.:
1,800 sq. fL

The three biggies
[Sega, Sony and
Nintendo) had the
biggest booths of
course, but that's not
to say the smaller
companies had lame
booths. In fact, some
were quite large with

Lol i \ |
lots of neat flashy lights, cool
music and beautiful (or some-
times frightening) women walk-
ing around in thong bikinis.

So how much does all this
stuff cost? One exhibitor that had
a booth in the main conference
hall which was around 4,000 sq
ft. said, “We were lucky to keep
our cost under 51 million” This
cost includes the floor space,
kiosks, lights, etc. If we multiply
that by who knows how much for
the 40,000 sq. ft. booths, it's not
hard to tell that they must've
easily cost 520 million or more.
Dbwiously, a booth of any size is
a pricey endeavor at E*,

E’; A SHOW OF SECRECY...

Although E* is a show where
companies are suppdsed to strut
their stuff, just the opposite is
beginning to take place. Weary
of competition getting glances at
their products before their com
pletion, companies are resorting
to restricting access to part of, or
even all of their booths.

Personifying this change was
Virgin's large, green military tent
that restricted access to all
whose badge didn't have a red
Virgin sticker on it. Inside was
MHL Powerplay "08, Slaughter &
Mutilation and Hercules. The
front of Ocean's booth was a
huge, imposing wall. Lined
along it were frantic public
relations people yanking
unsuspecting press from the
aisles and asking them to
step inside, (I'm always
weary of propositions like
that.) Interplay had a small,
appointment-only booth that

showed Powerboat Racing and
Jimmy Johnson’s VR Football
among others.

Many companies let you think
you were seeing everything, but
anly the "privileged™ were allowed
to see all. EA Sports had the most
interesting type of setup, as many
of their secret games were inside
an armored Humvee limo
(shouldn't that be in Virgin's mili-
tary tent?) parked in front of their
sports bar. Behind the bar was
an entrance allowing access to
Madden NFL 98, NBA Live 98
and NHL 98 (all were absent
from the show floor). Acclaim
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had a tape of NFL QB Club "98 on
the floor, but only select people
were lucky enough to go inside
the bowels of the booth to get a
hands-on demonstration.

As the competition continues
to heat up, the amount of secrecy
in the E"s facade of “show-all” is
only going to increase. Look for
more military tents, Great Walls,
and Humvees to make E look
more like a military installation,
instead of a trade show.




WORKING DESIGNS
TO END PUBLISHING

FOR SEGA

Working Designs dropped one
of the show's biggest bombshells
when word got around that they
would stop publishing games for
the Saturn. The Redding. Calif.-
based company has served as
Sega's RPG workhorse since the
days of the Sega CD, localizing
and releasing classic Japanese
titles such as the Lunar RPGs
and more recently Iron Storm
and Dragon Force for the Satumn.
Mow—following a tifi with Sega
of Amernica=Working Designs
will publish only four mare Saturn
games: Albert Odyssey, Sega
Ages, Magic Knight Rayearth and
Lunar Silver Star Story Complete.

The split is undoubtedly bad
news for Sega. Working Designs
eamed a sizeable following of
Sega devotees, with award-
winning titles like Dragon Force
selling more than 150,000 copies.
But it's perhaps even worse news
for fans of the Lunar games.
Since Working Designs owns the
American rights to the popular
RPG series, no more Sega titles
means no more Lunar games in
America, right?

Mot necessarily. “Lunar Silver
Star Story is absolutely our last
Lunar that will be on the Saturn,”
said Working Designs president
Victor Ireland. “Everything else
will be on another platform,
regardless of which platform it's

Sega Ages (above), Albert Ddyssey
(right) and Lunar (top corner) will
e WD's final tithes for the Saturn.

Showgoers braved a potential
‘“"hfwim:tcmh;.

released for in Japan”
Ireland explained that
porting future Saturm
Lunar games 1o other
platforms such as the
PlayStation is not a tech-

nical impossibility. “Since
the games are all generally 2-D,
it's not a big deal,” he said,
adding that the main drawback
would be the six months of extra
time Working Designs would
have to spend on each title

Other games Saturn owners
will miss are several Thunder
Force shooter compilations that—
along with Thunder Force 5-
Working Designs had planned to
bring to the Saturn under their
Sparz label. Ireland added that his
company's still-rosy relationship
with Sega of Jlapan—who has
been Warking Design’s main
source of Japanesa titles—could
have yielded another two to three
Saturm games, as well.

S0 why abandon these
prospects and bring an end
to what Ireland once called a
family-like relationship with
Seqa? The outspoken Ireland
said much of his ire is aimed at
Sega of America's management,
specifically Bernie Stolar, the
chief operating officer of Sega's
North American Consumer
Business Operations. Ireland said
he was unhappy with Stolar's
comments to the press and oth-
ers during the show that “the

Saturn is not (Sega’s) future”
[taken from our own interview
with Stolar). Ireland said Sega

of America’s management was
dishing out too much information
about Sega's next system. “This
had the effect of actively working
to kill the Saturn market.” Ireland
said. “You just don't talk about
new hardware that's at least 18
months away.”

But the proverbial straw that
broke the camel's back came
when Ireland and the rest of
his staff arrived at the show and
saw where Sega had placed
Working Designs’ booth—on an
out-of-the-way patch of show
floor adjoining the exterior of
Sega's walled-off area. This
locale was too far off the beaten
path for Ireland’s tastes.

Sega of America doesn't seem
too concerned about the split
“The bottom line is we've got
the games developed out of
Japan that could be brought 1o
the LS, by any publisher,” said
Dan Stevens, Sega’s director of
public refations. “There are lots
of other publishers who would be
interested in licensing these
properties and enhancing them
for the LS. market” Stevens
added that he never heard any
complaints from Ireland at the
show. “If he had a problem, he
should have come to us directhy,”
Stevens said.

With the show behind them,
Working Designs has now turned
to the other guys—and has
already announced one as-yet-
unnamed PlayStation RPG is in
the works.
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Midway's booth was packed with
shiny, happy, deadly MK people.



EGM
RATES THE
SHOW!

SHAWN

CRISPIN

SUSHI-X

E*'S BEST DEAL: THE
$99 NETLINK BUNDLE

While it won't help Sega win
the hardware wars, it certainly
can't hurt. At E*, Sega told us
they are going to put out a
special deal on the NetLink.

The NetLink Bundle is going to
retail for 589, It will come with a
Web browser, but more exciting,
special NetLink editions of Virtual
On and Sega Rally. Both these
titles can be played as normal
one- playm games as before. But

now players can challenge
anyone else in the world to a full
screen, head-to-head competi-
tion (assuming both parties own
a Saturn and a NetLink). You can
play two-player games without
a split screen, just like in the
arcade. And since you can dial
straight to your opponent’s
NetLink, you won't have the
same hassles of two-player
PlayStation link cable games
(i.e., having to have two TVs and
systems in one location).

Players can also enter NetLink
World (assuming they have an
Intermet service
provider). Hera,
they can check
Bl bulletin boards

| (for potential
MetLink oppo-
| nents) or create a
profile (so others

E3 SCORES HIGH WITH
SPORTS FANS

This year's E' was a great
one for sports fans, as a
dizzying array of sporis litles
were displayed for the first ime
on the show floor. As expected,
Sony and EA Sports had the
most impressive lineups—each
showed a great number of impres-
sive and diverse sports titles that
revealed a few surprises.

The best way to distinguish the
two major sports camps would
be to draw the line between col-
legiate and professional sports.
For instance, EA Sports nailed
down the college sports with
March Madness 98 and NCAA
Foothball 98, while Sony's games
consisted of pro sports such as
MLE '98. NHL Face(ff 98 and
the gorgeous MFL GameDay '08.
Both companies displayad
competing racing games—EA's
NASCAR 98 and Sony's Cart
World Series. While Sony's NCAA

GameBreaker '98 wasn't shown,
it is in development and will be
based on NFL GameDay "98's
impressive 3-D engine.

Sega had a modest crop of
sports games on the show floor,
led by Manx TT and World Series

Baseball "98 (reviewed this issue).

NBA Action '88 was also
playable, and already looked
much cleaner and faster than the
original, Interestingly enough,
Midway is releasing a PlayStation
game that looks identical to it
called Hardwood Heroes.

Other players were showing
their select
sports wares
Virgin is putting
the touches on
NHL PowerPlay
"898 (which is
looking very
strong), and
Acclaim is
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will know what they like to play
and when). NetWorld's user-
friendliness allows players to
connect directly from MNetLink
World, So if you are online and
find Duke Nukem 3D bait, you
can click a button and NetLink
will automatically connect the
two players to start the game.

EGM gave Virtual On and
Duke Nukem 30D a hands-on test
at E' and came away thoroughly
impressed. The action was as
smooth, without any latency.
Hopefully, the MetLink will give
the Saturn a slight, but much
needed, edge in what it offers
over the competition.

Current NetLink owners can
pick up the software extras for
about 520.

nearing completion of the
long-awaited NE4 version of
NFL OB Club "98. Interplay also
showed their revamped Jimmy
Johnson VR Football (Konami
and Sega formerly owned the
game engine).

After viewing the titles shown
at B, it's a safe bet that this Fall
is going to be an incredible
season for sports games—maybe
the I;Jest ever E

the 10 people lost in Sony’s booth,



Home
Conversions
& Spinoffs

THE CHAMPIONS OF F°

As is the case each year at the
E* show, when large crowds
gather around the best game
players in the industry, it could
only signify one thing: an official
E' tournament.

Capcom's Street Fighter Il
competition was slow to start but
was certainly the flashiest. Two
players at a time walked up on to
a stage (surrounded by Resident
Evil zombies) to play SFlI, single-
elimination style. Cheers, oohs
and ahhs rose up from the spec-
tators every time they saw an
impressive combo on the 10-feet
tall monitors. Our very own Dan
Hsu made it to the final six, which
is pretty impressive considering

how little SFIIl experience he has.
He was eliminated by Jason
Wilson, freelancer for Tips and
Tricks, who went on to win the
whole event Andrew Cockbum of
Gamefan took second.

Namco's Tekken 3 tourney was
a bit unorganized. Everyone
crowded around individual
machines to see what little they

" could (an overhead big screen

would've been nice). EGM's
Crispin Boyer reached the semi-
finals before being knocked out
by Fighters Guild writer, Glenne
Addams (who then beat Paul
Teng of Play by Play to become
the champ).

Finally, Nintendo held a Star

Fox 64 tourney where players sat
in life-size Arwings and battled it
out in the Battle Royal and Time
Trial Modes of the game. The first-
and second-place winners (Andy
Reiner of Game Informer and Nob
Ogasawara of Geisen, respectively)
got to play against Shigeru
Miyamoto and Takaya Imamura
(the game's producer and art
director). Our own John Ricciardi
placed just behind the winners in
third place (out of 16).

Tekken 3 tournament. Right: Jason
Wilson, E”s Street Fighter 111 champion

ARCADE GAMES AT THE E?
YOU BETCHA!

There wasn't a whole lot of
“arcade” products at E* this
year. However, there was a pretty
large arcade presence at the
show in the form of a few
machines, tournaments and a
whole lot of conversions.

Probably the most
impressive of the
arcade games
featured was
Lost World:
Jurassic Park
by Sega. Iti
5 the first
gun game
to benefit
from Model 3

Lost World by Sega really showed off the power of the Model 3 board.
This title is also the first gun game that ufilizes the new architecture.

technology, and it is incredible
{perhaps to make up for
the movie?).

There were two major arcade
tournaments: Street Fighter 1l
and Tekken 3 (see story above for
info). Suffice it to say, Nameco's
parting gifti—a way-cool digital
organizer—was the best.
There were other
arcade games that

B were soon to be
\ home conver-
sions as well,
such as Mace

impressive section was the
Arcade PC area, where the UFO
sim Incoming was debuted and
was INCREDIBLY AWESOME-
thanks to 3Dfx and heavy-duty
PC technology.

One game that didn’t appear
anywhere but a brochure was
Capcom's Pocket Fighter, a
blatant spinoff of Sega's Virtua
Kids, but it looks cooll

Hu’ulml
EGM staff games for the
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This is what makes E' the hottest
show of the year._literally.




Shigeru Mivamoto: I'm mainly active as a
producer, except for Zelda 84, where I'm more
of a producer/director. | try to manage the
general stream of the other games.

hﬁ:ﬂﬂm—ﬂﬂmm
Banjo-Kazoole?

SM: I'm very impressed by this game. Rare is
really a professional company. | was not
invalved with this game at all,

Press: How many people and how much
time did it take to make Super Mario 847
SM: Five people participated in the
preliminary planning stages, but in the

final stages. 20 to 25 people were working
on the game. It's difficult to say how long
the process takes, but probably around two
years. On average, 15 to 20 people worked
on the game.

Press: How Is Super Mario B4 2 going?
SM: Well, Yoshi's Island 64 is kind of a sequel

EGM: What do you see as the status
of Nintendo and the N64 in gaming?
Howard Lincoln: We're very excited about the

growth of the NE4. It's the fastest

hardware system in history. Our meetings with
the retailers have been extremely positive. The
quality of the software for the NG4 we're
showing on the fioor is outstanding. | think

that the Miyamolo Star Fox. and the
three titles from Rare—GoldenEye, Banjo-
Kazooie and Conker's Quest—demonstrate
the next level in the progression of the NG4
development. And the response from the
trade and the media in regard to the quality
of those games has been positive. We've got
a great year in store for the N64, and it's
going to be & great year for the video game
business as a whole. Business is up; it's
probably going to get close to the 55 billion in

“Mario 2 might be ready next year.”

(laughs). But right now | am working with a
few programmers on concepts for SMB4 2. If
the concepls are good, we might have some-
thing by the end of the year.

Press: How about Yoshi's Island

SM: It should be out before the Nove
Shoshinkal (in Japan). | need to head ba
Japan to work on this one (Jaughs).

Press: What do you think about

SM: We are currently working on a sort of
life simulation game with Mr. Shigesato

Itoi (the story writer for Mother/Earthbound)
called “Cabbage” We've been working on this
game for five years, even before Tamagotchi
was announced. The release date hasn't been
decided but expect it in a year or two.

Press: What's happening with Pocket
Monsters 647

SM: This game will be released with the
Nintendo 64 Disk Drive, There are currently
10 people warking on it. It will be released
Japan, but I'm not sure about the LS.

Press: What's happening with the N4
Disk Drive?

SM: The launch delay of the Nintendo 64 Disk

Drive was nol due to a hardware or software
delay. We wanted to have as many titles as
possible available for the launch. The launch
titles for this system will be: Mother 3, Pocket
Mansters 84, Mario Paint, SimCity and one

sales in 1997, and for anybody in the video
game business, that's greal news.

EGM: What's the curment status of the
B4DD add-on for the NB&AT?

HL: The hardware is complete, and we
showed that last Movember at the Shoshinkai
Show. Certainly we did demonstrate that we
can lake any N64& cartridge game and make
8 64DD disk game out of it We decided not
to show the product and to delay the launch
in Japan to March of 1898 and later in 1938
in the United States for the same reason
we delayed the N6s—we're not satisfied
with the guality of the software. It doesn't
meet our standards.

EGM: Do you think that the number of
games baing shown for the NGa—in
comparison to Sony—will hurt you ?

HL: | don't think so. It's a quality over quantity
issue. | think we've won decisively. based on
what the independent sales data demon-
strates. The TRST data shows that N64
games, when measured against all of the
next-generation software [Sony, Sega,
Nintendo], of the top 10 games for all of 1997,
seven out of the first 10 are Nintendo 64
[games]. What that means is one guy with

mofe

game. It may be out by the end of
next year, Maother 3 will hn Iha bnggest fea-

November). We'll also
of F-Zero 64 thera. Wg
good titles in develop
prioritize which one's

of really
e need to

Press: Have or played any
SM: Not really. Tamagotchi was interesting.
We showed some video of our games..and
will show more in November. We hope that
you can feel some of the basic strength
of Nintendo 64. Many game designers are
just learmming how to use it. For example,
n control eight different lights.
igh will be shown in Zelda 64
Mother 3. ngh resolution wdeomes
and real time movies are other examples
the power of the NB4. Nintendo 64 gam
designers can decide how they are gals
use the power of the CPL. For examp
used it for voice compression in Star
In another game it could be the light
You can see some of these different d
used in games on the tape. i

260 titles can't get one of tho
as many as a guy with 15 titl
my mind that quality is goi
quantity. Having said all t
the breadth of NB4 titles

also true that
dually expand-
dump poor-quali-

have bragging rights that we have the most
games. It's like a movie studio saying, “We
win the battle because we made more movies
in 1997 than anybody else.” as opposed the

other guy 5 saying, "We only released
Gone Wind” Give me a break, Who's
going in that argument? It's the same in
the Wleo game business,
EGM- of games, what's

with Zelda 647

HL: Zelda will reach the market in Japan
before the end of the year, and it will be intro-
duced in the U.S. in the first quarter of 1998.
[Miyamotao] has to get the game done in
Japan first, and he's got to make that sched-
ule. But there's not going to be enough time
for the kind of translation that is necessary to
port it to the N64 in the LLS, by Christmas.
And we've got great games with Banjo-
Kazooie and Conker's Quest, so we think we
can take the time and translate it
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Ken Kutaragi is considered by many as the
father of the PlayStation.

He was the lead man who designed
and headed up the team of engineers
that came up with the current version of
the Sony PlayStation.

On April 15 of this year, he was named
chairman and chief executive officer of Sony
Computer Entertainment of America. He is
the third man to head the highly successful
division in s many years.

Sony Computer Entertainment had a huge
presence at E* in Atlanta—everywhere you
went someong was buzzing about Crash
Bandicoot 2. Blasto, Final Fantasy VIl or
PaRappa The Rapper. EGM correspondent
Glenn Rubenstein was able to sit down with
Kutaragi, and get his perspective on what is
happening at SCEA and what his vision is for
the rest of 1887 and beyond.

Like most other people who have seen il

In recent years, Sega has gone from being
an industry powerhouse to an ailing giant

struggling to regain ground. But here's the
good news for Sega fans: AL E? in Atlanta, the
general consensus is that Sega's software is
the best it has been in a long time—and

that they could finally be at the beginning of
a much-delayed comeback. With only sketchy
reports of Sega’s future plans, we went to
Sega's chief operating officer, Bernard Stolar,
to get some clarification.

EGM: What's your take on last year,
the current state of the video game
industry, and your position in relation to

competitors?
mard Stolar: Sega still today is the number-
one software company on a global basis. We
made a mistake with the Saturn. Nimendo
and Sony are fighting out their own war. And
we have a business model that we're
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EGM: What do you think draws
to PaRappa the

& young adult, but PaRappa has the appeal

Mr. Kutaragi is very excited about PaRappa
The Rapper coming to the U.5.. but he admit-
ted to the marketing challenge this unique
title presents.

Ken Kutaragi: A game’s audience is usual

of a movie, a great movie, It attracts a broad
range of users. In Japan, 20 percent of
PlayStation users ang now women. | expect
[the title] to have the same impact in the
LL.S. PaRappa the Rapper creates a new type
of entertainment, and bringing the title to
the United States will present a nice chal-
lenge for Sony.

The company has never before marketed a
game even remotely like this one. He gave us
no information about the upcoming sequel, to
be released in Japan by the end of the year.
Presenting a similar marketing challenge is
Final Fantasy VII, the epic title by Square,
whichis scheduled 1o be released this fall o
the s

RPGs have never been huge in the US,
unlike in Japan, where they do monster
husiness. We are expecting FFVII to do well.

EGM: Why do you think RPGs haven’t
caught on over here?

following. I'm not really going to get into a
hardware game with them. | don’t think it's
necessary—our model is quite different than
their models. We're the only platform compa-
ny that is doing arcade, PC titles and online—
they're not even coming close to that. We're
not even publishing as many titles. | think the
success that people say Sony is having with
their installed base is great, but at the end

of the day, how much money are they going
to make corporate? How much money are
they going to make off the PlayStation with
the amount of titles that they've got out there
right now? They've got over 400 titles out
there, and by the end of this year they're
coming out with another 200, that's 600, They
already have 15 million pieces of software
unsold in the retail marketplace. When that
comes twmbling back, what are they going to
do with all those mark downs and price cuts
that they're going to suffer? They haven't
gone through the transition of how to work
through that business. Sony has never been
good at that—ask their record business.

EGM: What |s the current status of the
Saturn and will you keep supporting it?
BS: Saturn is the system we are supporting:
the third parties are still publishing titles,
We'll keep supporting the Saturn until the
next time we start clearly focusing on where
our next step on the platform side will be.

KK phics, sound
wery high [guality] in Final
story lings like a gre
has only two-hour

Vil, and

. But where
inment,

. Just like

Il of Sony's marketing musele behind it
The title will receive a8 marketing and promao-
nal push this fall

KK: When we developed the PlayStation CD,
the graphics awme possible many
new things. Now Bit or 32-Bit, it's not
that big of a jump; 32-Bit is a good number
and we've got a good price. When we can do
new things and make a big jump and have a
competitive price, then it's time for us to
release a new system.

nversation came 1o a close,

Kutaragi ¢ about how well the division

done and that the PlayStation was 20-30
percent of the way through its life span in
the LS. and 40 percent of the way thiougl
its life span in Japan. He also boasted
the PlayStation’s revenues outgrosse
Music in Japan, and that the next s
be going after Sony Pictures.

Will it be next year? That depends on
the software,

EGM: So is the Satum riding out its life
span for the time being?
BS: Saturn’s not our future.
believe that we will take th
on the hardware side, as
side, and it's only a matt
CBS going from third tc

EGM: Do you have a specific ime frame?
BS: | could probably be very direct if | wasn't
sumounded by Nintendo and Sony, but |
would say again that it's based on software.
ok at what the next Sonic after
k like and it's pretty

Q. 50 if we can get that to 1998,
1998, because it's gol software.

EGM: Will you bring out another

BS: | can tell you emphatically there will

be another platform! We will be highly com-
petitive with it. When we do that we will
bring out a platform that will be price
competitive, that the developers will embrace
and that the retailers and the consumers

will support 110 percent. And that is exciting
because we will do all those things.

Thanks o VideoGameSpot's Glenn Rubenstein
for conducting the interviews



