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Christmas Gift Guide

visit www.funstock.co.uk/retrogamer135

JXD Android Retro
Gaming Tablet

— — > _
GAME BOY renaree 4 M oA

The JXO STHOOD is aa Android redro gaming tablel M is capable of playing @ven the mod
complen of redrg games. incleding P51, NE4, MAME and Dreamcas! and capable of

digplaying these on youwr TV via HDMIL

Commodore 64 Book
A Visual Commpendium

A book celebraling the vesual side of the glorioes
Gommodore 64 (aka CE4) compuler Bnd games.
Exch spread teatures a beawlilul image and a
select hew words trom ariginal developers,
jowrnalisis, artisis and mare. .

£924 .99

. Atari Bag

I\

75

N # ’
i ..l'.qr .‘.1“1
Oificially licensed Aiari dark
rid Alar messenger bag bos
people on (e move. Show
your lowe for Alari and ksep
all yowr things secwre all al

ihe Gaime lime

f [funstockgames

£124 .99

— e T -

MNEOHEO X

SNK NeoGeo X Gold

The SNK Meolieo X i 3 handheld Neo Ged games congale with 210 buill-ia
neiginal WeoGeo AES games. The Gold Limited Edition package comes with an

authentic ancade stick and AES style dociang stalion 10 connect ia your TV,

Street Fighter annpol?
</ MONOPOLY

Officiaity Licensed
Siresd Fighier
Collectors Edison
vergion of the Manopaly
baard game!

funstock....

-1 I-:_'|-:] 0S8 are trademarks of thawr respecinve companes

Supef Retro Trio

3in 1 Retro Console
MegaDrive, NES, SNES

The Super Retro Trio plays
Mintendo WES games,
Nintendo SHES games amd
SEGA GEMESIS / SEGA
MEGA DRIVE gamesy
derectly from the onginal
reiro game cariridges!

£74.99

SEGA Wireless
80 Games_ Included

SEGA Ultimate

i

r &

g -

%

A 2 player SEGA Mega Drive
consale will B0 buill-in
SEGA games (including
Sonic the Hedgehag 1 + 2).
You can also ese original
SEGA Mega Drive games |
SEGA Genssis games and
cartridges from all regions!

Sonic the Hedgehog
Special Edition vergion of
ibe SEGA UNimale retro
video games congobe, 20
bail-im clasgic SEGA
Mega Orive games and
%0 card piot!

@funstockgames m

DARRAN JONES

Carprria Games lor me | have

Tand rermones of baatng Al rmy
fands at tha surf M ewert
Expertise:

haggiing & beautdul vels, two
DoTIEnl s Qrts and an avand
VAN MTia CETMes

Currantly playing:
Castievania, Bloooines
Favourite garme of all time:
Sdrakar

f?ﬁl_ﬂ AN

| b oven @ IWlESTEY SySiEm
l:_:ll::l'.".-l"l\._l L T I e "‘ HET
plandng Shinob round a fiand's
house. .. onca. .. maybe?
Expertise:

Tackling dirty nappias and
rainD spraads

Currently playing:

Dty

Favourite game of all thme:
Tia Sacvar LY Adonkey [olgrg!

NICK THORPE

| ookl 1y 1o not ook bke an

obsassna Fan hag, But let's b
honast - it's Son
Expertise:

Coireops, Sega hardwanm and
evaryihing Minabas
Cusrranithy plengdneg:

Fokd mon Anha Sanoihrg
Favourite game of all time:

Sonie T he Hi_'-:.l:i'\-!‘\-"lﬁgn'

DAVID CROOKES

It's got o be Sonic for ma. |
vigs differant in the Master

Shrgtiy Bl i vt T il and
wery much a classic

-"=|"'.'\1|I-I:1_ ! Ay |:||'.|:"|:|I'I:'|_
Dkzzy ard PlayStabon (but s
that retro? Debate
Currently playing:

Frnge OF Farsa

Favourite game of all tima:

PAUL DAVIES

F=Typait. I by rone iveriy
though | was abvsays shit at it
Expertise:

Faepaatedly banging my bead

against a bnck wall
Casrvipavthy pleying:

Hakp: The Aazner Chial
Colscnon

Favourite garme of all thme:

Chauls N GRAosTs

JASON KELK

I'm a shoot-"am-up fan, 50 it has
to e A-Typs really. .. Although

| hanaa & sall spol for A
Piirrar 100

Expartisa;

Irriche, s benss sl bed raon
coded games

Currenthy playing:

Humanoad (Aian B-tnt)
Favourite garme of all time:

M

PAUL DRURY

' re WBssesr Sy st

COMP RS DUl | wias
imprassad by its varson of
S 2 and the dapandably
snberiaining Vimoar Boy senes
Expartisa;

Christmasas past
Currenitly playing:
Dvaciib

Fewouite garme of all time:
Shaap it Hoaca

| here’s the Christmas cover?
It's something we'll certainly be
| | retumning to in the future, but we
N’ Wanted 1o take this opportunity
to support the 30th anniversary of one of the
UK’'s most significant 8-bit games - lan Bell
and David Braben's Elite
| can remermber my first Elite encounter as
if it was yesterday. | had gone around to see
Andrew Joiner, who was unfortunate enough
to own a BBC Micro. | say unfortunate,
because we'd all take the mickey out of him
at school as he had the same computer we
used for our schoolwork. It was Andrew who
had the last laugh, however, as he owned
Elite and it was really quite awesome. While
| didn't personally like playing Elite (it was far
too fiddly for me), | could sit and watch him
explore in that game for hours, occasionalby
taking over for the epic dogfights it offered.
There's an amazing sense of wonder in
Elite that many games of the time just
couldn’t compete with. The visuals looked
incredible, making you feel like you were in
the Millennium Falcon, or taking over the
bridge of the Enterprise. I'm hoping that the
incoming release of Elite: Dangerous will
ignite those very same feelings | had 30

years ago.

Enjoy the magazine,

LOARDING




1 Official GDC

X

For young players, classic games are
brand new. For older players, they bring
back memories and make you feel good

g'ma-pub'liﬁhing-ﬁﬂﬂk

: atfforum,
i @ www.retrogamer.n -

Y | RETHO GAMER

GAMING ICON: SATORU IWATA

GAMING |

|s Satoru Iwata .
aming's greatest icon

ith the new generation of games

hardware now in full swing, we felt

it was the perfect time to celebrate

some of gaming’s biggest icons for
an exciting upcoming feature.

Help Retro Gamer find the many important
individuals who have turned our favourite pastime into
oneg |_'_:|f .
that we can give them the recognition
in a future ssue. Whether you believe it w
Mrvamoto who refreshed the
that Nolan Bushned heralded the
videogames industry as we know it, we'd love to have
your mput. As always, the best suggestions will appear
in the magazine, so take this opportunity 1o join in the
cewebrabions and have your say.

You can tell us about your favourite mdustry veterans
on the Retro Gamer forum, our Facebook page, or
even wia Twitter using #videogameicons.

We look forward to your suggestions. ..

Fe

.

y

* | NES OPEN TOURNAMENT GOLF |’ KIRBY'S ADVENTURE ki

i O
o o R
ﬂﬁl' T Al BT [k ol [ ]
) T

™

I m e et
Dot Wi

— EARTHBOUND — POKEMON STADIUM ——
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>> Load 136 Breathing new life into cla

Don’t forget to follow us online for all the latest retro updates

RetroGamerUK @ RetroGamer_Mag retrogamer@®imagine-publishing.co.uk

Retro Ins ired:l
Volgarr The Viking

0 years of:
lite

We celebrate three decades of

the groundbreaking space trading series

& The Ma‘lzi'ng Of Lt

Ranarama

v ; .-: Rory Milne uncovers the sorcery

- & .
‘. EERSE R 1=hind Grafigold's classic action RPG
...‘... % ik i A i

Retro Revival:
RETRO RADAR N ﬂﬁper%sc?;a |
ever 12t i1 be 5310 thal We spend

our tirme monkeying around

P
L

4

Classic Moments ¥
Contra: Hard Corps

5 this a better game than Alien Wars? These
armazing bits may help change your mind F

Play Expo

Gordon Sinclair looks back at this year's
IMPressive gaming event F EHTU HED

News Wall

We loaok at a brand new computer museum ThE‘ Best G‘IﬂE Everl
and Hocket Ranger Helpaded Developers tell Paul Drury about their
favourite memones of the festive season
Paul Davies _ _
Paul discusses repetition in ideogames Ultimate Guide:
Puzzle Bobble
The Vault Bub and Bob swap platforming for puzzling
Some last-minute gift ideas for the retro fan In this classic arcage release

inyour life = or maybe yourself

Import Only:
Collectors Corner Cool Cool Toon
We show off another gathering of gaming We look back at an uncharactenstic

goodness to make you green with emvy

A Moment With
Mike Diskett

The former Bullfrog coder talks about his
new project Satellite Reign

Back to the 90s

Hichard Burton s regular return to the past
takes him to Nowember 1997

ReVIVALS

Reader Revival:
Zombi
David Skillins takes a look back at Ubisoft's

unafficial flrm tie-in

Retro Revival:
Deflektor

Grermlin's bearm-bending puzzier stretches

cartoonish rhythrm-action release from SNK
Minprit%' Retl'.:\nrt:
Amiga 120

Planning on picking up Commodore's
computer? Make sure you get these gems

Classic Moments:
Cauldron
Revisit the best bits of this
bevaiching arcade adventure

Lost in Translation
I anew saries, MNick Thorpe investigates the
games that have issues crossing borders

The Making Of Blood

Graeme Mason reveals the areativity behind the
camage of 30 Realms first-personshooter

35 Years of Microvision
Marty Goldberg looks back at this increasngly

EvAre her Maclean

[0 Toybox Turbos

12 Legend Of Grimrock Il
7 Pokémon Alpha
Sapphire / Omega Ruby

ESSENTIALS

Subscriptions
You can search the galaxy and never find an
offer that s this good

Homebrew
Jason Kelk brings you all the latest games
on older platforms

Mailbag

You write, we reply, and

SOMEanz Wins a prioe

Next Month

There's no need to buy a hunt - here's
what's coming in issue 137

End/Game

We try to provide an abnadgeg

Mick's brain hard-to-find electranic handhsld

_ e Top 25 Master
o Eyant Mad Planets System Games

Darran explains why swapping his SNES Itrright not be aswell known as Asteroids, but We look at your favourite games for
collection for an Amiga 1200 wasn't all bad Mad Planatshas a story that's stil worth telling Sega's console. What have you played?

My

Gaming Memories: § ’ Wings: Remastered Edition fri','hr. '

') Halo: The Master Chief
K The Dropzone designer reminisces Collection
about the heyday of arcade games

E | RETROGAMER RETRO GRITER | 7




-

a RETRORADAR: PLAY EXPO - BIGGER, BETTER AND BOLDER

d IVE YOU THE RETRO WORLD
—

READERS
LEoHIN

A large range of Systems we
alfer, including Mintendo's 'Lflrl:ru'alugw.

B “The event was awesame! The refro section
was huge: there w

g~ and 1&6-bit co

and pinball machines, as well as the newer
consoles. It was also great to finally meet

up with and chat o Chins Barne and Craig
Chartes after Special FX working om Series |
Red Dwarf computer displays, j||"::.-|_||:||'| | wias
always a big fan of the show ampway”

JIM BAGLEY

There wiene bots: of stalls selling goods
waith very compstithe prices

There's shaays time
far & game of Chuckie Egg. ..

HIGHLIGHTS

»> Qur favourite bits from Play Expo 2014

nto Play Expo. “And given the show is
about all aspects of gaming, we feel the
balance is pretty good this year.” Even
scraen_May was not totaly oetached
frorn gaming, with the expo offering
ten ndnidual mowvie celebrations with
key games from the movies on display.
Howewver, the Indie Zone, with its
eclectic mx of retro-themed modern
games, was one of the mast popular
areas, with the fantastic 2D brawlers
Raging Justice and Wulverblade
attracting the most attention, the latter
walking away with the People's Choice
Awvard for best indie game at the show
The event also saw the conclusion
of the Classic Gaming Championships
(CGC), the UK's first ever nationa
championship for retro gaming, and
one that has been running for the past

apporiunity 1o chat to like-minded people..
and | thought the selection of coin-ops this

fime around was fantastic

LEIGH HILLS

PLAY EXPO - BIGGE
BETTER AND BOLDE

GORDON SINCLAIR ON THE BIGGEST RETRO EVENT YET

: ZX SPECTRUM VS
‘W The vast selection of pinball - COMMODORE 64
tables at the Play Expohave M It's one of the oldest gaming
attendees, and this year was this year's Play Expo tried to
no exception. With them all settle it. With Ste Pickford
set to freeplay (like their (Binary Design) and John
arcade counterparts)and, a5 Gibson (imagine) representing

K with the organisers betber
the second year they fadled to get systems up

and runming until well into the tirst day

MARK AMBROSE, AKA

eplay Events’ Play Expo was pleasing to see all the issues from

¥ CONTENTS

% PLAY EXPO - BIGGER,
BETTER AND BOLDER

We chat to co-organiser Gordon Sinclair
ahaut the popular garming evenl

10 NEWS WALL

Find out about a new garme musewm and the
return of some classic Lucasarts games

'~ PAUL DAVIES

This momth, our favourite colurminist
discussesthe merits of repetition

returned to Manchester's
Event City on 11-12 October

and lived up to its promise of

gven maore in tha way of entertainment
for attendees. As well as the usual
Replay section, chock full of consoles
and computers, and the popular vast
array of arcade and pinball machines,
this year's expo saw the debut of the
screan.play zone where vanous axhibits
and iterns from cinema and television
were displayed. Highlights of this zone
included two shiny Transformers (which
sadhly remained in car form), a replica

previous shows ironed out, Perhaps the
mast interestung to Retro Gamer was
the /X Spectrum vs Commodore 64
debate, hosted by our vary own Faul
Drury with technical assistance from
fellow freelancer Martyn Carroll. Called
in to discuss the relative merits of each
rmachine wera Jeff Minter and Andy
Wialker for the Commodore 64 and
John Gibson and Ste Pickford for the
Spectrum. After a fierce discussion,
the vote was put to the audence and
an honourable (if shghthy dubsous) dranw
was declared. The other talks, ncluding

The arcaide area was once apain fillad with people and
hawdl & faniastc selecton of games to pliy

£5, especially the by
and After Burner cabs. Glad
working Tronmachine, and that | fimally got 1o
have ago at it!

MIKE WILCOX, AKA
JETSETWILLY

RS SIS U U S U o U ———————

few months at various locations up and
down the UK. “That's the thing I'm
mast proud of ” says Gordon, "as we've
had heats as far afield as London, Cardiff
and Glasgow with over 1,000 people
taking part.” All ten heat winners were
present at Manchester as they battled

it out m a grand final, which was won
by Gavin Ward of Rochdale, who was
subsequeantly crowned 2014 Classic
Gaming Champion.

far as we could tell, players
generally considerate with
their credits, the tables

were another success. The

the Spectrum versus Andy
Walker (Taskset) and Jeff
Minter {Llamasaoft) the Cad, a
heated discussion took place

presence of Gary Stern, of the  about the relative merits of
of the samename, was alsoa  they received an equal

delight or fars.

The success of this and an overall
attendance of 20,000+ people has al
but guaranteed that Play Expo wall
returm next yvear. Says Gordon: "Play

number of attendee votes.

managed better and clearad quicker than
N previous years.”

Owerall, despite the presence of
a mind-boggling array of games and

1L THE VAULT DeLorean from Back To The Future industry legends such as Mel Croucher was immen any frit Expoa is firmly on the events map now mavie-related merchandise and an ever-
Looking for great gifts to buy for Christrmas:? and the matorbike and sidecar from {Autormatal, Charles Cecil (Artic, new. It was a massive event with the fieel of and | think a lot of paople would be increasing range of zones, Play Expo
Then check Inese out the third Indiana Jones mowe, The Last Revolution) and Cinemaware, were also something much smaller disappointed if it didn’t return. We waill wWas again an enjoyable event, boasting
1% COLLECTORS Crusade. In addition, there were special very popular with attendees. RETRO COMPUTER MUSEUM'S listen to the feedback we get through plenty of gaming action for the current
CORNER /[ appearances from stars of both film and At the end of an inewitably quieter Theere was an impressive selection of interviewess, ANDREW SPENCER social media and try to accomrmodate gen {over 100 P54 consoles), the indies
SiephenB rlEll‘iUEhDH:hE' h;:|5 the small screen: Dave Prowse, Jerermy Sunday, Retro Gamer managed 1o including Charles Cecil and Mel Crouches, N mlm TS as much as we can in terms of {30+ games from 25 studios) as well
amassed 4 500 videogames Bulloch and Kenny Baker were flying the © catch up with Replay Events’ Gordon year's show. He loves Salamandey. improving the expenence for everyone.” as the mass of retro goodness in the
flag for Star Wars while that loveable Sinclair to ask him about the new Cne area that still needed a bit of work Replay section. We finished by asking
1. AMOMENT WITH dun, Chris Barne (Arnold Judas Rmmerl ¢+ slements to the Expo. "Bvery year the was the queues to get into the venue Gordon what lies ahead for Replay
MIKE DISKETT and Craig Charles [Dawve Lister) from show gets bigger and this yvear we are ‘ ‘ Every year ﬂ'e shm wt\s bigger an the Saturday moming, as Gordon Events. “Play Blackpool is less than six
The lead designer on Sydicate Wars tells us classic sci-fi comedy Red Dwarf gave also working with new communities 4 admits. "There are still things to months avway, S0 we're now cracking
about his spintual sequel autographs and posed for photos on such as The Retro Computer Museum,” Improve on gueueing, and they were on with that, and also supporting other

B | RETRD GAMER

their respective days at the expo.
Once more the selection of talks
proved varied and entertaining and it

zaid a remarkably calm Gordon
considenng the stress and effort that
he and the Replay Events team put

Cosplay remains extremely popular,
with some superh costumes an show,

and this year we are also working
with new communities ' 7

bigger than ever this year as It seems
everyone wanted to be in as soon as
we open! But we feel they were

VISIT RETROGAMER.NET/FORUM TO HAVE YOUR SAY

events around the country such as
Platforrn Expo, GEEK and EGX. Life is
never dull in the events game.” %

AETRO GRMER | 9
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; f4 < RANGER
' HEADS TO
KICKSTARTER

= ollowing the success of
| Cinemaware's Kickstarter
campaign for Wings:
Remastered Edition, the
publisher has now announced
an update of its popular hit
Rocket Ranger that is currently
available to back on the
crowdfunding service. The
campaign for Rocket Ranger:
Reloaded is looking good so
far with $29,665 of its $89,999
target currently raised. Uinlike
Wings: Remastered Edition,
. .y which was more or less an
h updated version of the original,
. N 4 Iy Reloaded promises brand

new content that ranges
from enhancing the story to
adding new weapons, items

and characters. Visit www.

VIDEOGAME MUSEUM

ameCity has announced the opening of
the Mational |
it describpe

;i

LUCASARTS ¥

CLASSICS
RETURN TO
RETAIL

Tha attractme exhibition design of tha s nline retailer gog.com
GamaCity Festival should provide a good bluepring J 804 ;
for the Mational Videogame Arcade's axhibitions. recently struck a deal with

] Lisney Interactive to add a
The GameCity Festival is its selection of classic LucasArts
vament, bringing together a W NG titles to its store, ensuring
5, workshops and exhibitions } lattar ; that the classic developer’s
nal V 0 ' PC games will continue to
Council, the Nottingham be available to owners of
arant Fund and the Confetti Institute Of modern computers. The
: ] major announcemeant was the
return of two much requested
Mineties PC titles, the Star
Wars games X-Wing and
Tie Fighter. Indiana Jones
And The Fate Of Atlantis,
Star Wars: Knights Of The
Old Republic, Sam & Max
Hit The Road and The Secrst
Of Monkey Island: Special
Edition also joined the
service, as more obvious
choices which will doubtless

This huilding on Nattirgham's Carlton Street & the futura I.': 2 - - : ; |':I|EE|!:|-E fa ns.
home of the National Videogama Arcade vid BOLUdImE # LFCAde, wisIt sy Jarmec [':.".I'_ilf'iil
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alo was describad by designer Jaime
Griesemer as: “30 seconds of fun that
happened over and over again.” I'm
going to suggest that every great game

& thing. | also think this

f} a route around al

[ dleng

andful of

... - iy ] oy pn W o . | T g e e . py e iy
0 me. tNAat comment Trom Lrnesamis e 3

Des

Bess A5 8 wavy of
:|.'1|'—'!".' Honel y

www.peqgi.info

XBOX.COM/HALO

AL

THE MASTER CHIEF COLLECTION

. N

4 BLOCKBUSTER GAMES ON 1 DISC

EXCLUSIVE ACCESS TO HALO 5: GUARDIANS MULTIPLAYER BETA

Microsoft
Studios

S

32

100+ MULTIPLAYER MAPS

INCLUDES HALO: NIGHTFALL DIGITAL SERIES

OuUT 11.11.14

*Halo: Nightfall: 5 episode live-action series is streaming only, and will initially be available on a weekly basis, and then on demand. Xbox
Cne or Windows 8.1 and broadband internet required; ISP fees apply. Halo 5 Guardians Beta: Game disc required. Limited-time beta starts
December 27, 2014, and ends January 22, 2015. Must be 17+, Xbox One, broadband internet (I5P fees apply) and Xbox LIVE Gold membership
(sold separately) required. Halo: Mightfall and Halo 5: Guardians Beta dates, content, and features subject to change. See www.box.com/halo
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SNK Neo Geo X

¥Yes, it will never replace the onginal hardware, but when you consider
the price difference it's hard to complain, particularly with the lates
hardware updates. If yvou're not interested in playing classics _-.ULh as
Metal Siug, Last Resort and King Of Monsters on the handheld, you can
link it up to your TV vie HOM| for a more authentic experience
Price: £99.99

w.funstock.co.uk

N
e L+
.
VI EVC (i -
WA MASTERS :

Despite its spactacular fall from grace,
Atari remains one of the most iconic
garme brands of all time. You can now
show your love for the Saventies
developer by carrying arcund this

IMprassne messenger bag. It's

ol gnby extrarmely wall mada, and
pleasing to the touch, but also lets
you easily store an Atari 2600
and several garmes. Parfect for

VISITING your mates

Price: £29.99 From: www funstock co.uk
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Retro Gamer Annual

Christras is just around the corner, 80 it's the

perfact time to get yourself a massive slice of retro
goodnass. Our new Retro Gamer annual features
some of the greatest content from the last 12 issues.
It's fillad with a large number of exclusive intarviews,
covers all number of classic games, from Rampage to
Resident Ewil and costs less than a tenner.

Price: £9.99
From: www.imagineshop.co.uk

We've seen a whole lot of Tefris
mearchandise over the vaars, but thes
stylsh Ight 15 arguably one of the most
imprassive. Using the blue Tetriming
a5 a base, you can than add additiona
classic shapes to create a unigue light
:1|::|::e1'_.- F:l.l Urs that part of your lamp
disappears once a Tetns is craated are
greatly exaggerated

Price: £29.99
From: www.amazon.co.uk

fvoid annoying drink rings on your furniture and get a blast of nostalgia at the same
time with our awesome coasters. Available in packs of four, these tough durable
roasiers feature some of the best Retro Gamar covers weve ever produced, making
themn perfect for vour loved ones.

Price:; E4.99 From: www.imagineshop.co.uk
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fondest memaories of. This original

. “Our annual tamily holiday meant hours
# in the arcade and this was the one | had ]
-

*It's actually a selection of items arcade board is one of my favourite
relating to rry favourite ever game, In
rmy eyes it's the perfect garme and
plays as good today as it did when

originally released.”

Ever purchases,

-

-

“When growing up, we played

the M&d most due (o its impressive

"I bought i off eBay aboud ten years ago so multiplayer garmes and with this garme, epic

didn’t get to meet Mivamoto like Leigh [see battles were easy to creale, It's up there with the

Collectors Corner RGI34], but it's still a mast mportant FPS onany console,”

fice iterm io have”

"Okay it's mot 2 game and it's certamly
nod sitting in ry games roorm, having been
eaten four years agol | scribbled down a design

ta give 1o the local bakery and bought some small
oy's lo put on it”

Collectors corner

.I.".'i[_’f": _E;.‘"II]'H HI*[[l[llw

games for the console - althn:rugh,
unlike some, he's happy to have cart-
only games in his collection given the
price difference between these and
boxed gameas.

With a collection of this size,
storage is obviously an issue. |
married man, what does Stephen's
other half think of his hobby? “I'd

Stephen, who has been collecting been collecting a few years before
ESTIMATED VALUE: ‘properly’ now since 2001. Living we met, so she was well aware

\ In addition
I
I
I
I
I
I
I
I
I
I
i
I
I
I
I
I
|
:
I
£25,000 up to his RetroCollect forum name ' what she was getting intol” he
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I

to gamaes,

Stephen also loves gaming-related
merchandise. "Most of it is Nintendo-
related, and looks great in my room,”
he says. And perhaps the most
memorable piece of ‘merchandise’
for him is the Mario Kart wedding
cake that sat alongside the more
traditional one on his big day. “Have
a guess which one had thea most
photos taken of it]” laughs Stephen.

ast month’s profile gave

us possibly the most well-

known videogame collection

in the world. This month we
have almost the complete opposite.
“This is the first time |'ve openly
talked about and shown off my
collection to anyone other than to
close friends and family,” admits

NAME: Stephen Bowler

of theconsolesollector, Stephen laughs. “MNow we just have a But, like Frank Sinatra, Stephen’s
MOST EVER SPENT: estimates he owns 4,500 games, 150 normal-sized semi-detached hn::n Se had a few regrets over his time
£325 consoles and over 100 miscellaneaus e collecting. “Selling my SNES and
iterms, and like many collectors he's well.” And while his rece nt L'L*E Saturn collection when | wanted to
bean bitten by the complete set bug. upgrade my PC was a big one,” he
“The N64 is my favourite console and grimaces. “And although | bought
| steadily built up a large collection,” back everything eventually, one thing
FAVOURITE GAME: he explains, “until one day | stumbled I'll never get back was the Saturn
The Legend Of Zelda: across a full game list online and | won on the TV show Live And
A Link To The Past Kicking in 1997, I've vowed never to
sell my collection again!”

g0 | have to ensure the

FAVOURITE CONSOLE:
Nintendo &4

purchase of the rare Master System
game Les Schtroumpfs Autour Du
Monde ( The Smurfs Travel The
World) may have raised an eyebrow,
retro collecting and marriage

have so far co-habited well in the
Bowler household.

decided to give it a go.” He now
owns a complete worldwide set of
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Mike Diskett

[Xbox 3 260)
Aftar by
Hﬂﬁ':tsr.";,_...q, = *icky Foat, Mg —

® Prograimmey oy g,

The former Bullfrog coder chats about his new game Satellite Reign

How did you come to the decision
to do a spiritual successor to
Syndicate Wars?

| had been watching the suc
Kickstarter and had been considering
one day many years from now using

it to fund a remake of Syndicate Vars,

without really knowing if it would
g':rr'.rr any interast. About this time
| yerson shooter
: icate which resulted
in a lot of negativity from old-school
.,_:[ .r1'1""1]'r- fans, and the sheer number
sts from old Syndicate f._—rlt
gave me the confidence to think
a Kickstarter might work., Some
time later my employer at the time
announced they were closing the
game studio, giving us all six months’

natice. This allowed us to get together

gur small team and plan out exactly
what we would do next. | sugges

we Kickstart a Syndicate Vars
spiritual successor and the idea was
leaped on by the team, all of which
are old fans of the onginal games
What are the new twists that old
fans of Syndicate Wars can expect
to see in Satellite Reign?

There's a ton of differences: a big

one 15 that agents are class based
with specific skills and abilities for use
throughout the game. Use of cover/
stealth is a big feature of Satelite

[P You'll wearn 1o avoid searchiights n
order 1o make progress in Selelile fegn

16 | AETRO GRMEA

died Goaghe t - & Wabldy Ligs Vesrs
W From .'_'T;.miml:r 5 a vary real game

Reign with I'"I"IFI"'TF.II'IT;"li rru"rntr'nrln-::l

(among u'rher thlﬂ-g;1|.

What's been the hardest part of
making Satellite Reign so far?

It's probably keeping our ambitions
in check —we have a limited amount
of funds to see us through and a
relatively small team, but a ton of
ideas, wish-list mtems and backer
requests. I'm especially guilty of
wanting to put in wish-list features
ahead of even core functionality, like
when | spent a weekend sneaking zip
wirgs into the game!

[PlayStation] Syndicate Warswas Mike's first game
a5 & lesd designer, arriving on Playy/Stason and PL.

How has game development
changed since your career began?
When | first started | was a 68000
Assembly head, writing hardcore
sprite/polygon routines direct to the
metal on the Atan
but even by the time | joined Bullfrog
programming had become higher level
with everyone working in C. Now

I'rr| working in C#, a E-LJI:-E!-'-I"!.iI_Ij'l'I-'E!'-.-'El

a2 and Amiga,

SiX OF More rru:-n'rh-.-',- n:rr.-a'rlr":g a map
editor and render engine.

The AAA games industry is totally
different to 20 years ago, with teams

£ £ Agents are class based with
specific skills and abilities for use
throughout the game 77

1 8pedl &t
W Thaft Austg 1y

compared to just a |"|i:-!r|-'!|1||I .;|r E"||||fr||-
Indie development is actually very
similar to the early days of game
development, though, unconstrained
by publisher funding and large team
inertEa = small indie teams can be
ultra-creative, which reminds me

of the creativity that existed in the
Eighties and MNineties whare every

ides was new,

How do you feel Kickstarter has
changed things for developers?
Kickstarter is a fantastic way to

fund the development of titles that
otharwise wouldn't have sean the
light o y, but 1t's not a magic
bullet. Successfully completing a
Kickstarter is a ton of work that
requires a lot of planning, and in
some ways is similar to launching a
game - you lve or die by the number
of eves you get on the Kickstarter
and the percentage of views to
pledges. | don't think Kickstarter

has hugely changed the
development scensa L:-r-'u..:l'_:-_'._ th-—- total
percentage of games that are funded
by Kickstarter is probably a fraction

of one per cent, and It's very difficult
to get traction there with origina
game ideas. Having said that, though,
it's bnlhant that games like AMega
AMan, Elite, Wasteland and Wing
Commander are all being revisited.

Would you like to revisit any of your
other old games in the future?

) '-~'1'r'd | remake

From Space (Google IT. it rn='—:-|I"-.- does
exist] as a mini-game inside Saiallite

n. Other than that, there's Urban
Chaos and Startopia as properties |
own from Mucky Foot, but I'd love to
keep expanding on Satelite Reign for
a while yet before we move onto
something else. Mind you, | have
jokingly =i|1['J|]i_-;-.:irr:-|'1 we take on The

and set it in a bleak cyberpunk
futuristic city... %

[PE] ir's good w see that you're stil able
10 cause massve chaos n the oty

Ce mr i
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Hitler's Waffen SS - Special Forces
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NOVEMBER 1997
- Sega dreams of
Dural, Bandicoot 2
crashes in, not so
Croft original for
Tomb Raider 2,
Diddy races in,
ClayFighter 63V5
gets a frosty
reception while
Dredd hits the
arcades. Richard
Burton takes a trnp
to Resyk. -

Dll"l":.

w |Arcade] Judge Dreod Arcade shoukd e Been somathirg special gréen tha
sowrce matanial wasn't 20 years in the Iso-Cubes, Mamca. .

Eredi t= 18

THE LATEST
FROM NOVEMBER 1997

,
T

ega was developing a
new console codenamed
Project Dural. it would be
a powerful beast with a
GD-ROM drive rather than a cartndge
slot. The GD-ROM, or Gigabyte Disc
Read Only Memory, was a format
developed for Dural as a prracy deterrent.
A GD disc also had approsimately
double the capacity of a CD.

Project Dural was still in the early
stages of planning and development
but would see its (almost) worldwide
release a mera two years [ater, as
the Sega Dreamcast. Japan strangehy
managed to get the Dreamcast a full
wear earber than evenyone alss,

PlayStation gamars were 1o be
treated to a trio of early Christmas gifts
First up was the sequel to the playable
platform game Crash Bandicoot. The
ornginal developer, Maughty Dog, was
behind the sequel, so fears of a shabby
cash-in were unfounded.

Crash Bandicoot 2: Cortex Strikes
Back hit the shops early Novermber and
immediately mpressed, with many
lauding it as having given us a significant
improvernent over the onginal. It also
sold incredibly well.

The avil Dr Cortex pulled the storyline
strings with tales of saving the world
by obtaiming crystals which Crash
was duped into locating. What Cortex

rlrllnten:h. h#-l T'1E third

wandierf I|I||| G S

falled to mention was that the crystals
would form part of his super Cortex
Vortex laser which would braimaash the
inhabitants of Earth into senving him.
Crash Bandicoot 2 featured improved
graphics and sound, with both executed
extremely well, The gameplay was
commentad on in the gamng press
as rather lacking onginality, but when
it's as honed as stylishly as this, that
i5 forgivable. Crash Bandicoot 2 was
platform gaming at its uncomplicated,
unassuming best.
For PC and PlayStation gamers
there was Core Design's third-person
action-adventure game Tomb Rader /i
which continued the adventures of

NOVEMBER WORLD NEWS

4 Movernber saw the premisre of
the science-fiction action movie
Starship Troopers starnng Caspar
Van Dien, Denise Richards and
Michael Ironside. Join the military,
fight a planet of oversized insects and
become a citizen of Earth. Wiould you
ke to know more?

There was maore sci-fi acton on
& Movember with the fourth Alen
movie, Alien: Resurrechon. It starred
Alien stabwart Sigourney Weaver as
Ripley, back as an alien/human hybnd

18 | RETRO GAMER

clone after being killed off in the third
mavie and, again, taking up the fight
against the Xenomorphs

21 Novermber saw wvideogame-
based movie madness when Mortal
Kombat: Annihiation hit cinema
screens. An invasion is coming from
Outworld, another dimension ruled
by evil leader Shao Kahn., A group of
martial arts warriors must do their
best to stop him merging Outworkd
and the Earth realms together and
they have just s days 1o stop him

Mortal Kombat: Annihlation was guff
of the highast order

22 Novernber marked the death
of Michael Hutchence, lead singer
of Australian rock band INXS. The
J7-year-old was found dead in a hote
room in Sydney. He had hanged
himself with his belt from the door
I'he coroner reported that deprassion
brought on by the ongoing custody
battle between Hutchence, Paula
Yates and Bob Geldof had been a
contributing factor in his death

1
2

3
a

1

NOVEMBER
1997

Resident BEwil fCapmm:l J-

WipEout 2097
(Psygnosis)
ng |::|| Frghters 55 fE-NKI'

El X
i=
.

Jona Ln::mu Hugb:.-'
(Codemasters)

Aken Tnlogy (Acckaim)

Little Big Adventure 2 ol
(Electronic Arts) - i

Dungeon Keeper
[Electronic Arts)

Championship Manager:
Double Pack (Eidos)

Command And Conguer:
Red Alert - Counterstrike
(Virgin Games)

Atomic Bormberman {Interplay)

V-Rally (Ocean)

"T

n
Ly IJ|I|

International Soccer
Superstar Pro (Konami)

Alien Trlogy: Platinum
(Acclaim)

Waorms: Platinum (Ocean)
Tomb Raider (Eidos)

Barbie Girl (Agua)
Torn {Matalie
Imbruglia) v, G i
Perfect Day (Vanous Artists)
Candle In The Wind

(Eltan Johin)

Tell Him (Barbara Streisand
& Celine Dion)

Lara Croft. Gameplay was very similar
to the onginal: complete the levels by
sohving puzzles, defeating enemies and
collecting objects, the overall aim being
to recover the Dagger Of Xian, which
M transforms its owner into a dragon. Lara
was also freshly togged and tooled
up with a ponytail, new clothing and
an arsenal of new weaponry. fomb
Raicker [l proved a huge hit, eventually
shifting an impressive 8 million copies
warldwide durng its retail life,

Rare Ltd had been developing
a Mario Kart-style game for the
Mintendo 64. |t was now ready. Diday
Kong Racng was modelled on AMano
Kart and although criticised in the
press for following this line, Rare
would've been daft to deviate too
B far from a tried and tested, winning

4“ b J formula. Howewver, there were

addibonal features such as the ability
to change your transport from kart to
plane or hovercraft to suit parficular
stages. As It umed out, Chady Kong
Racing was a splendid piece of gaming.

MNovember saw the return of a classic
old beat-'em-up for the Nintendo 64 in
the form of Interplay’s ClayFighter 634
It once again empioyed the stop-

""%IT rmotion type of animation, with its

955

vy oo

)

¥ | FlayStation | Crash Bandicoot
and O Ciortes go &t it cnea agan
in a terrific platform game sequel,

» [ Mintendo 64] Rare Lid an top form agan as Diddy Kong
does a Manp Kariwath a top-dravees racng gamsa.

pre-rendered sprites giving ClayFighter
s unique graphical style

It also continued with the roster of
bonkers characters that had been a
theme of previous games. There were
12 characters in all with fan fawvourite
Bad Mr Frosty, the fighting snoswman,
reappearing. Other characters included
a cyborg rabbit and a guest appearance
by Earthwworm Jim. Groowy.

As a fighting game it was merely
okay, but the weirdness and humour of
the characters won fans over, nullifying
the effect of more important factors
such as ropey gameplay.

A, |ater version of the game
entitied ClayFighter: Sculptor'’s Cut,

| was released for the rental market

V7 o 20 BN
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THIS MONTH IN...
OFFICIAL SEGA SATURN

MAGA

ZINE

Lobotomy Software, the firm behind
the Saturn versions of Duke Nukem 30D
and Quake, featurad in an iNtarview.

When pushed on which
was best, Duke Nukem
or Quake, it sat firmiby
on the fence by saying
theyre both great but
also vary different,
making it hard to
compare. Cop-out!

NINTENDO POWER

Fresh from a tour of Konami's studio in
Japan, Mntandgo Fower had in-depth
previews on forthcoming Konami titles
including Dracula 30 (later renamed
Castievania 64), Hybnid
Heaven, G.A.S.FP
Fighters’ NEXTream
and Nagano Vintar
Olyrmpics "98, all of
which were baing
developed for the
Mintendo 64.

] 236, EGM Media later

ELECTRONIC GAMING
MONTHLY

It was congratulations to US publication
EGM on reaching the landmark 100th
issue this month. Published by Ziff
Davis, it ran until January

2009, ending on issue

bought the title and

it was relaunched in
April 2010 under the
stewardship of onginal
founder Steve Harris.

o [Play Station] Lara Croft and her beautifuly honed
pieallabed assats returm and are on splendsd form.

exclusively for Blockbuster and

became one of the rarer NG4 games.,
Be prepared to spend £150 plus on
Dagging 8 good lonse cartndge exampie
and several tmes that for a complete
mint boxed edition.

In arcade land there were three
new releases for you to pump your
coin of the realm into. From Acclaim
and Gremlin Interactive came Judge
Dredd Arcade, based on the anti-hero
and lawman of the future from the
pages of 2000A0 It originally started
out as a completely different themed
first-person shooter, After development
shenanigans and two further name
changes, the game morphed into Judge
Dredd Arcade and was released. Sadly,
it wasn't worth the wait. It was sluggish
and monotonous and thanks to some
truty awful FMIV cut-scenes, funny for
all the wrong reasons.

Rushing Heroes from Konami was
sormething of a ranty inasmuch as it was
a sports simulation that played rather
well. In this American football game,
you got to choose your strategic plays
and atternpt 1 beat the CPU player.
Graphically it was very good, with large
rendered sprites animated realstically
on a 3D perspective field. Whether you
played offence or defence, you got to
determine your play each turn froma
selecton on screen and, it attacking,
your quarterback could select who to
thirow to.

The last newv coin-0p release this
month was Rapid RArver from Mamco.
As the name suggests, it was a
white-water rafting simulator with you
controlling your raft by means of a
paddle controller situated on the big
orange raft cabnet. Although it had a
novelty game feel, Rapid Riverwas
good fun. Contralling your raft down
a frothing river, avoiding protruding
rocks, escaping from whirpools and
being chased over waterfalls by a T-Rex
waere just some of the poys to be had.
Paddiing funoushy as if you were beng
trailed by a torpedo while your body
corverted itself into a seething ball of
lactic acid and your shoulders were set
1o explode in your face was enjoyable
and painful in equal measure. '
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Zombi

LUBISOFT: ATARI ST » 1990
Apart from being the first game released by the fledgling
French publisher Ubisoft, Zombiis notable for being from
a time where unofficial movie “tie-ins’ weren't considerad
important enough to take legal action over. Zombi is the
name by which George Romero's 1978 cinematic gore-
fest Dawn of the Dead is known in Europe, and the game
takes the movie's premise and changes very little.

he game bagins at the point in the movie w

DAVE SKILLIN
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When Elite launched in 1984, its 3D graphics
~.and sandbox gameplay were revolutiona?/.
Now, 30 years on and with a fourth game due,

for release, co-creator David Braben talks to
David Crookes about the impact of the series

There can be very few people who have not
heard of the masterpiece of prqgramn_'ling
that is Elite. Some have chmpargd itto
Citizen Kane, the Drson Welles film classic of
1941, but while we perhaps wouldnt go that
far, there's no denying the sheer impact of
lan Bell and David Braben's game.
With a feeling of isolation that only a

bleak universe can bring yet punctuated
by the possibility of action, Elite could be
both lonely and arresting. Flights would be
suddenly interrupted by a space war or an
opportunity to steal and trade. Different *
worlds would lead to different possibilities.
Players could take basic machinery, food
andrraw materials from an agricultural world
and sell it to an industrial one. Ihey could

2 operate on the black market, dealing in
slaves, narcotics and firgarms!

In 1984, this kind of sophistication in a
game was ineredibly advanced and yet
there was an early chance that Elite would
naver even see the light of day. Infamously,
Thorn, EMI turned it down, put off by realistic
physics and ﬂut-ﬂf—:[hiﬁ-wm‘ld gameplay
that dispensed with mulfiple lives and the
usual game mechanics of the day. But when
Agornsoft got its hands on it, the firm knew
it had something special. . .

From the moment it was shown off at
a press launch in Thnrpe Park — one of the
first games to receive this kind of treatment
~ Elite caught the imagination of both the
gaming and nunvga.rning press and went
on to spawn three sequals. “ That event
created so much evangelism for the game
and it was clear that people wanted it,”

David Braben tells us.

e T e e T R e T T T T T T T E T TR TR TN AT TR TR AT
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On 20 September 1984, a
true game changer wags
launched. Its name was
Elite and it would go on

to influence countless
videogames for years to
come. Created by university
undergraduates lan Bell and
David Braben, it presented
players with a vast, open 3D
world. Gamers would set
off from the planet Lave in a
" Cobrd Mk lll spacecraft with
litfle more than 100 credits
to their nagne. On their
journey through the galaxy,
.they would become a space
pirate, making their virtual

living through trade, in a

game that dispensed with
multiple lives and time limits
and simply aimed to absorb
the player in the experience.

- -

.L|||,|,|,'|11'IIIIIIJH"“-
w,'..\"- " - ” iy

oo, Elifewas also ane c-Hhe first
garmes thal generated slones bas.ed on
escapadas you had in the game.
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Elite has been a very influential
game, but what was it that
influenced you?

A lot of different factors came
l&gether at the same time. | read
science-fiction books avidly, but the
Iat& Eeventms was also the period
when sci- f| first started o appear at
the cinema, with Star Wars being
the most obvious one. It had some
of the atmosphere that I'd got from
the books whereas TV - the likes

of Star Trek - didn't really cut it. TV
progrdfnmes were a bit too removed
somehow and the same cpild be
said for games at the time. | was
more negatively influenced.

Which games caught your
imagination at the time?

When we were writing Elite, we
played games like Defender,
Galaxian and Pac-Man. But | also
liked Philosopher's Quest. What |
liked most was the way you saved
your position and the way the

pace of the game was atbit more
measured. Most of the other games
that | played were a frantic few
minutes and then a frustrating death.

Did \rnll want to produce something
different to those?

Games like Space Invaders or
Defender, where you wnu_ld get

an extra smart bomb at 5,000

and an extra life at 10,000, felt so
regimented. | thought “what if you
got two smart bombs and no extra
life?™ | would want to choose. | also
thougdht games were structured too
much around thecoin drop and so-
many home computer games were
just direct derivatives of arcade
games. | wanted to have much more
considered games where you could

24 | HETRO GRMER

stop and save your position and
come back the following evening.

How was the development work
split with co-creator lan Bell?
We tried to split the tasks 50/50, but
the way it worked in practice was we
both worked on each other's code
all the time. An awful lot of time was
spent trying to do what we call byte-
savings, which Was a su rprisingly
rewarding way of trawling through,
thinking "wnw,lc:an rewrite those-
ten instructions into nine instructions
and save two bytes" or “l.could look
a"c this, | can change that, | can do
this here. and then we can save two
bytes here as well".

r.‘ -’ =
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Eiite stripped away many familiar
" aspects of gaming such as time
limits anql lives. Why did you
believe those mechanics were
unnecessary for Ekte?
Arguably Elite does have "
lives: it has one life. But
it was a slightly bizarre
‘feeling of “why three?
JVhy not infinite?”. |
love games that mix it
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up a bit. Before Elite, the experience
pf publishers was very much about
making games that were copies of
arcade games and if you look at thg
catalogue of games irnmulaa.EIiEltEII',,.r
prior to Elife, there was vgry little

" experimentation. What | think we did

was unlock publishers’ willingness to
experiment. Publishers had rejected
Eilite as a wonderful graphms demo
and then came to think “we want
some of that”. So it's not that we
inspired the developers - | think there
were a lot of different experimental
games'that people were probably
-already making - but it was more

Ecanamy: Rieh Apricul tural
Government IDiotatorship
Teagh.Lewvel: 3

Fapulatien:?.5 Billion

(Human Colonials?

Gross Produstivitue:; 7888 B CR
fiverage Madius: 4116 Em
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that we inspired the
publishers to go with the
developers' ideas. For at

.least two to three years'we saw

a lot of new gehres come up that
hadn't and probably wouldn’t have
been considered by a puhllsh&r
before that,

Why did you decide tg include
trading in the gameplay?"

We brainstormed a few different’
ways to make you care about your
ship and we were both afraid that

trading would be a bit boring: "WI'!at 3

do you mean? You're buying at a

T Frent View
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certain price and selling a y

bit higher? Big dgal, that doesn't
sound exciting; that doesn't sound
like a competitor to Space Invaders
or to Defender”. But we tried it out
and thought, actually; it is quite
compelling. You care so much maore
if you've got a cargo of gold that _
you're tryifg to get through if you're
actually making a jln-urneyr, rather,
than Just trying to surwve 'twc:n-arbd -a-
half minates.

This also allowed playe
a role, didn't it?e .
Once yeu had the survival, it felt IhE
score was money essentially and we
gnntextuélis‘ed all of that in terms

rs to assuma-

((You care so much more if youve got 8
cargo of gold youre trying to get through,
rather than just trying to survive YU

David Braben emphasises the importance of Elite’s trading aspect

_'_.-ﬁq._.'—-;

30 YERRS OF BEING ELITE

EIGHT GAMES
ELITE INFLUENCED

- L]

fighter and plunged them into ;
‘space, letting them earn credits for better
pons and energy boosts. *

.

of bounties so as soon as you had
the idea of carrying cargo, gll the
other roles felt quite natural. “I'm
attacking someone because | want
their cargo” — so you're clearly &
pirate. And having a bounty on your
head also seemed, logicall Then you

actually breaking the law. So the idea
of law was added. Jt came together
quite quickly. .

‘Was there any frustration over the
restrictions that the BBE Mit:m
placed' upon you? .
It wasn't as bad as that. | had an
Acorn Atom and | wanted to write x
this thing where you flew through
an expanding sphere of star field,
but | was horrified by how slowly

it drew'it in BASIC: you'd see the
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could be a bounty-hunter without © *

The impact

of lan Bell and David

Braben's game can be seen in a
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great many other franchises...

{Susnr sCerk
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WS | mhm

stars appear, undraw them and
redraw themn and think “oh, you'vk
dost dny persistence of vision”. You
had no feeling of 3D at all. | sat

down to learn machine code and "
| thought there’s got to be a game )
hére betause it's so lovely. It was

an empty world, but you had such a
sensation of motion and of 3D that it
felt com pel_llng and that's why | tried

to work out I"H:rw_m draw 3D shapes.
So with Elite, it was a bi’f, hack to

front; it was very much driven by

the technology, as in that came first
and then it was “all right, it needs a
spaceship, that would be fun to fly
around and fight".«&nd fighting in 3D
actually felt great. It felt different. W
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If Elite was in_the right place
at the right time, the same
could not really pe said of
Frontier. Work began on the
game m 1988 but it would
not be released until 1933.
By that time, gaming had
moved on rapidly. And yet,
as with the debut game,

» Frontier showed great
ambition. Not only were the
3D graphics in colour, it was
the first game to feature
procedurally generated staf
systems. It also had accurate
physics. Best of all, with no
end-game, if could go on
forever. Destiny was truly in
the hands of players, with
gamers free to be whatever
they wanted, from a miner
to a mercenary to a trader
or pirate.

26 | AETRO GRIMER
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Wa5 it very difficult to r:lrl:rduce
Frontier given the pseconceptions of
the first gama? .

| think so, especially when people’s
expectations had got very-high. It's
always a difficult |:I-..'E||EI'IE:E.‘

Frontier provided more ofthe same
in a sense. What would you say
wera the important things it brought
to the table?

For mie, just the sheer scale of

the galaxy and contextualising
something real within the game
gnvironment was very exciting. And
| think in terms of the richness of
the game, Frontier did a lot more

in terrms of the way the missions
worked; in terms of actually having
some politics in the galaxy; the idea
that you c:m..l.‘ld be a bad guy in one
place and a goed guy in the other .
place at the same time. | thought
that worked quite well in a game-
type environment.

The game also saw a number of
firsts. What stood outt for you,
lopking back?

| think it was the first game to have
curved surfaces and real-sized

LR R T T T T T T TR IRy T T T TR e T AT L TR TR TR TR T L IR T T e AT L TR TR T TR (AT R TR LT

planets. It also pushed a sheer
number of polygons, Certainly in
1988, whenel first wrote it, the game
was way ahead of its time.
Youwrote Frontier alone, didn't
you? Was it difficult? :

Yes, the development work was
mosthy me and it todk nearly five
years, which.was a little bit soul-
destroying, especially seeing how
quickly ard how much the games
industry changed from when |
started to when | finished. Chris
Sawver, over the last period of that,
did the conversions to PC. *

S0 was. it annoying when the game
was criticised for its physics by
peope who believed it made it a
fittle bit more boring?

I think Frontierwas less

well ralanced but what was
particularly frustrating for me

was, just before the game was
being released in that sumrher,
Konami decided to stop making
PC games and it sold its games
business to a new company called
GameTek. It ad no real testing
facilities and | was very unhappy at

iy Yy,
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7 When Andrew and | first saw Elite in

1984 we were enthralled. This was way
beyand ar-,.'1hin§ wie thought technically
possible, When we started playing, we
were sucked into this amazing world of
piloting spaceships, doghghts and traﬁlchlng
narcotics hn:-t-.m:n diffe rent Sﬂlar 5',-5tems
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SCOpE was awesome andiotally engrossing,
Itwas in a league of its own,

L
o
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the transition. | think the game was a

lot worsesfor it.

Iy what way? _
With the first Elite and weith Elite:

Dangerous we had good'time fo
get-it feeling just right, whereas

Frontier: Elite li aT'ld, even worse, First

Encounters after it, ware rushed. |

" think that was & tragedy because |

think | could have got the physics

right but it does take & lot longer than

you think. People think you're only
setting a few numbers but there's a
lot of trial and errof ingxchanging
the way the code works, to get it to
have that feel that feels really good.
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Why did you decide to include
communication with other pilots -
and statport control?
| liked the circular richness and
symmetry of it. You could sign up *
to be an assassin, but you could
also inadvertently Sign up to be
assagsinated and get an assassin. »
on your trail. it was often because
you did something in the game
where you crossed Someonea or
you killed someone. The first
message they would give you was,
“l got a message to you from thE
name of the persbn in the previous

‘mission, that will teach you to mess

with them" or something so it was

g fq_.-
,‘- ]
THE SIMS

L]
quite clear what it was relating
to. | liked the fact you were just
one of many people going about
their business.

Some of the graphics could be-a
little jerky and at times it could
make combat difficult. Did the
prbblem surface as you were
making the game?

When | was developing the

game | happened to know from
Commodore they were planning
high-spec machines, so | designed it
to be capable of taking advantage bf
the higher-end machines and yet be
reasonable on the lower-end ones.

| think par't of the problem was a lot
of people tendedto ramp the datail
right up and then complain that it
was going slowly. Maybe | should
have made it automatically sense
the speed of the machine bug, as it
happened, most of those machines
weren't out by the time the game
shipped. So even though | had one at
home, it would have been a high-risk
strategy to go "all right, what speed
CPU is this? I'm going to tweak the
{gam& for it". | wasn't certain how the,
‘graphics were going to change.
Frontier had a greater emphasis on
missions rather,than'trad ing. Were
you moving away from that trading
at this stage?

Mot really; the trading was very
much the same, but what | wanted
it to be was more of a range of
things you could do. | had expected
Frontier: Elite Il to be played by
taking on a juicy mission and then
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Blite was, for me, the definitive
“space trading game of the 8-bit and
14-bit eras — it took mary years for
amyone to come up wilh amthing
clasd, Hopefully Elite Dangerous can
be the one to steal the crown

ROBERT TROUGHTON,
DEVELOPER OF DESTRUCTION
.. DERBY AND WAIFEQUT

iy LA
"'"""-’-'Hrr| T “,|,|u11l,-.l.\'t'-

thinking "I'm going there so what's
the right trade good to carry at the
same time?". | think it made the
game richer as a result. We could
. always have deleted the missions or
ignorad them and them trading would
have had the same importance as
the original Elite, but | think gamers’
expectations had moved on and if
Frontier: Elite I was similar to Elite
people would hawve said it's very dull,
sthera’s not enoligh to do.

Classical music accompanied
docking and combat. Did this hark
back to your love of ggi-h film/

| always loved the juxtaposition of
classic music and action. Star Wars
did it, for example, but | think it was
a real tribute to what Stanley Kubrick
did in 2007: A Space Odyssey with
The Blue Danube and docking.
People forget the original Elite didn't
have The Blue Danube:that was
added later. If you contextualise the
sort of music that was in games at
the time of the release of Frontier:
Elite I, it was still very plunky plunky
- interesting but it didn’t work very
well with a space game.
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FRONTIER:
"FIRST ENCOUNTERS

For the first time, Eraben s
latest game was a true team
aftair, but development

was beset by problems.
From a falling out between
David Braben and lan Bell

to pressure froma GameTek
to rglease the game early,

- First Encounters was a
bug-nddendisappointment
for so many fans - and, it
would seem, Braben himself
" —compounded by technical
issues that were difficult

to resolve. And yet the
game'’s fractal landscapes
looked stunning, the lack

of loading screens made
for a wonderful seamless
experence and the alien-

. based missions were a joy.

BBC. And, for somareason, | dida
play it when it was porfed. | feel
dedply ashamed.

CHARLES CECIL,

Ut .

.\,.:-'

iy I|||||"'-"l

WE HA\
A PEST
PROBLEM

Frontier: First Encounter
wasn 't the only big game
ith bug issues...

28 | AETRO GRIMER
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First Encounters h:ld a development
team of ten. Was it a relef to have
more hands on the pump/

It was a relief but'it also posed
massive challenges because |
hadn't really run a team before. |
think one of the problems that was
very apparegt with Elite on the PC
[conversion] that Chris Sawyer did,
was tht it didn't fit very well on the
PC. The PC at that point was really
a brdad range of machines, using
286 and 386 Intel processors and
one of the problems was the way
they mapped their memory. The
original game that Chris Sawyer

TR LR IR LR TR TR LR IR A L T TR LI TR R L LR TR TR T R T

had written used various pages ,

of memory, because the PC was
designed to have 640K of memory in
pages and that was a real pig to use
if you wanted the game to get any

_bigger; to make the screen a higher

resolution was very difficult. And...
the problem is the data set [for ~
First Encounters| was also so much
bigger than the original Elite.

Dhd the size cause you problems/
With First Encountars we were going
to‘have a much bigger footprint, so
we had tore-implement ﬂ"lc code
and a much flatter memory* model

s ¥ ]
= [D05] Frovbier may have suffered from bugs, but its
Spaabe-combal S Soll mass el emovable
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Set-15700.15 kms™
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FAIRLIGHT I
THE TRAIL OF DARKNESS

B Thie Spectrurm isomelric arcade- ada‘enlure
had an horrendous bug. Gamers could only get
to the final door, which refusad to openavithout

the use of a POKE. The bug had not been fixed
since the publisher decidedYo release the game
ina beta state, very much against the wishes of

programmer Bo Jangeborg.

to enable it tr:: go much faster and
anable us to support much higher
resolutions and arbitrary resolutions.
The game looked brilliant in the high
resolutions, or what were high foe
the time, but we had to make a lot of
*changes. Gamelek wanted to bring
the release of the game forward and
yit we had a lot of problems, the
most fundamental being that the
toaols to develop [on] the PC hadn't
settled down: you were writing it
essentially as a 32-bit application
and that was a real problem for

i

= [D0S) The sheer siza of Fronter: Firsl Encowniers meant
the team often siruggled ehind the scenes.

» | 0S| The amount of mormation s staggenng. You can
gven discover a system’s gppulation.
"

i y

w

o | (K05 After 5 frantic dogfight, there's nathing

rewanding than sesing your opponent explode
X

i
n

* development. It meant the game

dign't get very mueh attentior® sadly,

But the game d'id have some firsts...

. That's right, and | think certainly

ffom a technology point of view, the
way soma of the things we were
doing with modelling the planets
when you were a lot further ahead
was something to be proud of. We
had modelled how the atmospharaes

" worked. And ifyou wentto stars
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The game was also the biggest of
the threexgames up to that point,
wasn't it?
Yes. The graphics were improved
with'shading and texture mapping
but we had wanted to go further,
which was the reason for
rgriting the code, a different
code base, so that we could be as
lot mgre ambitious.,

Was anything left out?

We had a whole sequence of very
interesting linked missions and |
think some hackers have actually
looked at some of the code and seen
that there's a whole set of mission
threads to do with the Thargoids
that were closed off. | think that was’
a real shame. But that's what we
had to do, because GameTek was
ahsn-lutel-,e msustent that the game
shijfted before the end of its financial
year. | think bad things would have

=
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like Vega, they were almost like =

amarties:; their equatorial radius . Qﬁ‘* *f:g:ﬂ happened had it not, but that was so
was so0 much bigger than their -‘:."? . 3 much the wrong thing to do and |
polar radius because they're _,_‘:_"_-" With Elite | felt the awe of flying my own ‘. learned so much from it. .
rotating so fast. We created a _.i_:_-—‘  spaceship through a 30 universe... frommoons

Is this why the game was qurre
buggy then?
Oh the game was hdrréndous.

It wasn't ready: The firstrelease
actually had in capital letters .
across the front ‘Beta Helease: Not
. for Public Release’ or words to that

effect. It was pretty shocking.

bit of interest in the-geography.
We also had.detail within tha
IN-game newspapers. You'could |
subscribe to up to Tive different
papers, each of which was
telling different stories from a
different perspective.

ta planets then enjdying the thrill of combat,
all imtérmixed with the calmng pleasure

of shopping. The now-lense now-relaxing
emotion‘sandwich of fighting and shopping
rémains the watchword in wisely designed

player pglate ch‘aanalr'-g..

MARTIN HOLLIS,

DEVELDPER OF GOLDENEYE

o0 this was quite apart frf‘]rﬂ
anything that was happening
hetween yourselves and Jan Bell?
Yas, it was, altpt}ugh | think that
sort of rolled into it at the time. I'd
not worked with lan for a long time,
but he got a percentage off Frontigr
and not off the later sequels and it
caused a problem. We fell outand
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THE LEGEND OF ZELDA:

- OCARINA OF TIME

B Nintendo dropped a few clangers in this 1998
MNés4 game. There are 50 many, entire websiles
are dedicated to listing them. One Bug le1s you,
defy gravity; another lets you Lift the man in the
archery gallery, enabling you Lo see how the
artists negleciied to draw him a pair of legs. It's
even possible Jp bypass much of the game.

BUBBLE BOBBLE REVOLUTION

B When this retro classic was given a fresh
gpirrin 2005 on the Nintendo DS, the American

version came with a terrible bug that omitted the

bass at the end of level 30. I prevented players
from prograssing 1o level 31, rendering the final

70 (1) levels unplayable. Codermnasters apologised

e and incluled Ranbow Islands Revolutiofin
“replacement copees as compensation

# ”
“  POKEMON RED/BLUE
B A glitched Pokemon species dubbed
MissingNo (short for missing nurmber) wreaked
havoc in the ariginal game. Catching it meant the
game tried to access data that just didn't exist
and this would alldw the replication of the sixth
itern in the player's itemn bag. But it could also
crash the game, lead to graphical glitches and
corrupt the save file.

it's a shame. Jt's always a shame
when that sort of thing happens.
L]
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JET SET WILLY

o B The nrf:muus Altic Bug involved the player

entering a rdom called The Attic, wﬁmwpun the
game would corrupt, remaoving enemies from '
The Chapel and making death traps of others.

Programmer Matthew Smiths said the issue was

to do with buffer overflow, but Software Projects

at the time insisted the bugs were intentional. For

a spell amyway: it later issued a palch,

SPACE INVADERS
W When Tomehiro Nishikado created Space
Invaiers, the idea was that all of the aliens
would sfay at the same speed. But he fouhd that
the mare enemies that were killed, thaTaster
the remdining aliens would mave. Rather than
alternpl 1o fid this bug - caused by freeing up the -
processor — Mishikado ket it im and it 1urnE:|;| intd
a popular fealure,

L] Tirmee, Ensuring you shways wanled o explore.

I'hax graphics wane exoremehy rmprassne Tor the

[ ]
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LITE

“"DANGEROUS

So now Elite is back with ‘Elite:
Dangerous, exactly 30 years on.

‘mu v said this game is intricate
and will take time te learn and
appréciate. Is this a game for the
hardcore gamer?* s
This is a game again for, dare | say

it, me. It's for people like me. A lot

of these things [are about] courage
of convictions: what sort of game
would #like to play and are there
other people out there like me? And |
don’t mean my age. We've shawn [it]
to people gqing all the way down to
teenagers and all the way up to my.,
age and older. What we've found is
that people want a good game and
they think this is a good game.

30 | RETRO GAMER

Did you get an indication of

the profile of playersfrom the
Kigkstarter campaign?

| think a lot of people following the
game were older players or older
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peuple whao ramemb_ered the game
like me. But certainly when we
went to America at GDC and then
again for E3, we werg seeing more
players coming to the game who
hadn't heard of either of the originals
whereas previously people were
saying "l loved Frontier” or “l loved
Elite” or “| loved both”. When we
were actually getting more players
coming in who didn’t know the
game; that was very heartening.

Elite has always bean more popular
in the UK and Europe, hasn't it?
Yes. | think the u‘riginal game got

a lot less coverage in the US and
they didn't necessarily go well on -
the platforms that were available in
the US. The original Elite took quite
a while to move tothe Apple II,
which was a key platform in the U5,
whereas the BBC Micro hardly had =
any fpotprint in the US. .

Why did you decide to go down

the crowdfunding rﬂul;_e?

| wanted very much to know this
game would w::rrli-‘: and | think
without the huge vote of cohfidence,
from the crowdfunding people we
wouldn't have been able to do it,
simple as that. I'd gef lots of emails
prior to the cgpwdfunding, saying
“vou must do a new Elite” and all

il
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&-:3‘ happilyblasting anj:'c-ne with the temerity
_:::-“ = o interfere whengump-driving towards my
[atest destination. Piratés, fellow smugglers,
Thargoids, cops and civilians — all just nofches on
thi laser cannons. And all in vain, since dnfspﬂn
countless hours on four platforms | never
pa's:awred beyond Deatlly ...

> * LEAD DESIGNER AT S
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::nf this sort of thing, and it’s difficult
to know whether that's 100 orso -
very vocal people or whether they're
actually representative of a much, )
much bigger silent majority.

w

You've said that you'd wanted to
create this particular gamé for guite
some time, but why didn't you?

It's an ambitious project, which

-

L

iy, that we feel we need to go
ML ch bigger.

So the stars have
lined up for you with
€lite: Dangerous?
| think the stars lined
up for us in a different
way, in the sense that .
it's now,_practical to sell

Elite was the first game | got really
addicted io land 1] kept playing... nto the
early hours. I'd get to school the next day,
tired [and] whenever | shut my eyes 'd see
the crosshair and police ships swarming

around mae, jolting me awake!
a game the size of Elite:

means it's quite expensive to make
and it needs duite a lot of people. |
think to be able to do that you either
need the backing of resources from
a pablisher, because oneg aof the
problems [is] getting it to market and
getting visibility of the game, or you
try something like Kickstarter. |

“In the pub, "yes, we could do that,
.how hard could it be? We could do
it easily,” but it's much harder and
braver to actually try and do it. So
ith Lost Winds, we promoted the
me ourselves, spoke directly

= to magazines and websites, and ,

we s0ld the game digitally lhrmngh
the Nintendo Store inifially. We
managed milestones internally and -
all that sort ofthing, and 1t worked

wi
ga

s Have you learned a lot in the time
between the third Elite instalment
and this game/

*Yes. One of the thing s‘rhat we did
- quite early pn, in 2008, was release a
game called Lost Winds, which was
really good for us because it was the
first timasve'd tested out our own

« processes. It's all very well to say

than working with a publisher. So
we used that expenience, we did .
another game, Coaster Crazy, which
we learnt a lot from again and that's
built up’internally the kngwledge
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feally well. It was less of an overhead

STE PICKFORD 3 Dangerous online, whereas

< L aven back in 2008 | think it
would have beena big ask, for
a download of a gigabyte or so,
because the network infrastructure
wasn't there, whereas now it is. So |
think what's happened is the world
£ has changed to enable this.

What Elempnfs are inddangerous
2 thal you wish 1,.r:}u 'd put in before/
The main thing [is] the fact that you
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with and against other players, other
humans - really adds such a lot to it.
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on effects of that, We've seen a lot
of YouTube videos of quite amazing

#
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operations and people doing thin'gs
that | hadn't expected, Sorhe of

Ihe smuggling videos I've sgen are
excellenty, Some of the thlngs that *

pa DpIE have discoverad in the game
are also great. It shows such a love
for the game.and some of the time-
lapse photography people have been
taking are brilliant.

=
=
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It's an ambitjous project
Wwhich means it's quite
expensive 1o make
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# PUBLISHER:
HEWS0N CONSLILTANTS

= DEVELOPER:
GRAFTGOLD

» RELEASED: 1967

= PLATFORM: VARIOLIS

» GENRE: DUNGEDMN CRAWLER
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Biack icomic symbaols:
called ‘ghyphs’ give
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when activated
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he earliest memories Steve
Tumer has of Ranarama’s
development relate to the
three games that influenced
his title's design and Grafigold setiling
into a new workplace. "At the tme,
Andrew |Braybrook] and | had moved
into a litte office on the back of my
house. There was just room for our
two desks and leather executive
chairs, At first, | was playing around
with the look of a Spectrum version of
Paradrord. The idea from the start was
to borrow the gameplay and
put in a different scenano
| thought Paradroid was a
really good design land] so
worth reusing. | |copied]
its bas-rehef effect [and)
decided that scrolling was too
limiting on the Spectrum, so
| experimented wath the flick-
screen approach. Andrew
and | used to play Dungeons
& Dragons, which seemed a good idea
for the scenano. | liked the way you
dreww a map as you explored in D&D,
and thought | would hige rooms [in
Ranaramal urtil you had explored them.
| saw Gauntlet probably just once, soon
after | started. .. It reinforced the idea |
had for the scenario, suggesting | was
going in the right direction.”

Hawving found inspiration, Steve
reduced his game's potential
development time by repurposing
existing code and ivestng in hardvware.
“We always started by stripping the
last game down to a reusable shell and
then adding improverments. These were
ideas we had that we hadn't had tmae
or room to try out. The graphics routings
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n | £X Spectrem] Your sorcerer's magical
provess dictates whach of Ransama's eaght
increpsngly dangerous kevels b cam sunmme
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THE MARING OF: RANARAMA

III

probably changed the maost. | bought
two PCs for Andrevy and, if | rernember
comectly, Ranarama was the first
program | wrote using [mine]. | used a
280 cross assembler from a compary
called Avocet. | worked out that if you
changed one connaction to the 1/O
chip on a Spectrum Centronics printer
interface, it became a programmable
input/output interface. | could then use
the parallel port on the PC to output
hex code 1o the Spectrum. All | needed
was a boot program on the Speccy to

££1 used to sketch the
graphics on a pad of
squared paper, then

convert them to hex Y

Steve Turner eschewed a graphics editor

download the hex. This system really
worked fast and was so much better
than typing on a Spactrum.”

With coding foundatons in place,
Steve's focus moved to his game's
aesthetics with efficient design and
implementation of its ‘shadowed’
bas-relief visuals being a top priornty.

“| tended to put graphics in after | had
coded large portons of the game. The
main ook came from the Spectrum’s
imits. | wanted = in contrast to
Ouazatron - to get colour on the screen,
which had to be limited to character-size
blocks. The floors were the only part

of the screen with sprites moving over
them, so they were drawn with two
colours to avoid colour clashes. To

%
N3

AR A A

WA

make up for this the walls were really
brghthy coloured. | used to sketch the
graphics on a pad of squared paper in
light pencil, and colour In the squares,
then | usad 0 convert them © hex, | got
S0 quick at this | preferred it to using an
editor. | had a pretty good idea of the
look of rooms early on. | can remember
Andrew helping and coming up with
the colour schemes and some ideas for
the room graphics. The shadow effect
was there 1o enhance the solid wall
effect. The graphics were all worked
out by an algonthm to save all
the time of creating graphics
rmaps. | put in data defining
room sizes and door positions
and the Spectrum chose the
correct wall pieces and floor/
shadow peeces. Then the
data could be very small so |
could cram the whole game
in one load.”

n an example of form following
function, Steve's graphic
design defined his game’s haro,
which in turn helped him name
his project. "The main character was
going to be 3 young tranee wizard, |
tned many tmes to draw him top-down,
but in the resolution and size | wanted
| just couldn't make him clear enough,
| used to have David Attenborough's
book Life On Earth and on the cover
was this cute green tree frog. | wanted
a shape that could be recognised
top-dowwn and tned it out. Rana s the
Latin for frog; | think that came from
the same book. Ranarama was a play
on Bananararma who were in the charts
a lot. | knew [when)] writing original P

b
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» [2X Spectrum] Narmow corridor-lke dungeons ane aften
hard to negotiate without enemies draining your power.

= | X Spactrum] Certain ‘glyphs’ act as portals between
lesals, but each leads to a differant destination.
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AMPHIBIAN § -
ANTICS i

Other notable vi ame
frogs and toads g

FROGGER

B One of gaming's first amghibian
protagonists, Konami's Frogger was so
popular on release that his eponymous

outing spawned countless clones. e 13 = T
Frogger's perilous journeys across * [ i
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busy roads and predator-infested rivers
remam just as challenging today.

COSMIC WARTOAD

W 8-bit auteurs Denton Designs based
Cosmic Wartoad - the character

and the game - on ideas from artist
Simon Butler. Their warty hero faces

an attractive bul demanding series

of shool="erm-ups linked by an overall
objective of collecting a toolset and keys.

P titles you needed something
catchy that people would rermember.”
As Ranarama took shape, Steve
developed sprawlng dungeons and
the game's distinctive hidden-room
mechanic. “At first, the map designs
wera a case of tral and error 1o see
what worked. | hked the dea of the
roOMms openng up as you entered, as
it added a sense of achievernent and
knowing you had explored. .. Srmaller
rooms made it more interesting as it
constricted the player. | expenmented
with long thin tunnals, small rooms
and more apen spaces and tried
to gve the kevels light and shade by
varying the style of layout. | wanted
hidden rooms early in the desgn. The
plaver [needed| to be able to work
out where a hidden thing [was] or it
[would| gat very bonng having to
ook everywhere. The revealing

|of] explored rooms made hidden

rooms work. Al | had to do was to

leave some unused areas on each
map so the hidden rooms were not
too obvious.”

Gameplay refinements followed, with
Steve opting to appropriate and expand
on Pamadroid’s grading system and

control mode, and to make Ranarama
miore accessible than his previous
fantasy titles. "l wanted a more
immediate game. While dvalon and

Dragontorc were very popular, they

FROG MARID

B More of a fat plumber in a frog suit
than an actual videogame amphibian,
but Frog Mario still qualifies. in Super
Mario Bros 3, Mario's frog suit is
obtained from a Toad Shop and bestows
superior swimming and hopping abilities
on the moustachioed one.

BATTLETOADS

N Rare's anthropomarphic trio started
out brawling on the NES and graced
many ather popular home sysiems
before appearing in the arcades in
their last, and arguably greatest,
game. Like most Nineties animal
mascots, the 'toads exude athitude

SUPERFROG

B A menagerie of cute-but-cool animal
platformears followed in the wake of
Sonic The Hedgehog, but Team 17's
hero has solid, considered gameplay
under his cape. Mechanically, Superfrog
behaves as much ke Bomb Jack as
Sonic, which works surprisingly well.

SLIPPY TOAD

B He's annoying when he's ribbiting in
your ear as you're barrel-rolling out of
danger, but Slippy Toad is a foure of
the Star Fox series, a valued wingman
and the brains of the leam. Based
loosely on assistant director Yoichi
Yamada, he's also technically a frog

= [Amstrad CPC] The Amstrad port was extresmedy similar
fo tha Spectrum outing with shightiy batter audia.
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# [ZX Spactrum] &s well a5 wizands,
Ranarama’s more challenging levels see your
sorcerar fighting powerdul necromancers

ware not liked by out-and-out arcade
players — | wanted to appeal to as many
players as possible. Tha beginning

of the ‘eight level’ [grading] system

was Andrew's system of weapons

and damage from Paradroid. | started
off with defence and attack and then
apphed the same system and settled on
a finte number of dstinct steps to make
it manageable. | wanted something for
the player to collect and thus evolved nto
the spell system. | wanted a progression
of the player rather than [them)] just
taking ower the enemy warlock - somae
way of taking some of the enamies’
powers for a mited time. | thought
that | would generate upgrade pick-ups
when the enermy des; | then thought

it would give extra depth to put in the
spell systemn. The floor glyphs were

DEVELOPER
HIGHLIGHTS

PARADROID icturen
SYSTEM: Cad4

YEAR: 1985
QUAZATRON
SYSTEM: SPECTRUM
YEAR: 1986

URIDIUM
SYSTEM: Cod
YEAR: 1986

L1t was when | came up
with the name [Ranarama]
that the idea of an
anagram hitme J)

Steve explains his inspiration for the sub-game concept
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THE MARING OF: RANARAMA

DRAGONTORC

MAGNETRON

INTENSITY

SUPER OFF ROAD

VIROCOP

SYSTEM: Spectrum SYSTEM: Spectrum, Céd SYSTEM: Spectrum SYSTEM: Spectrum, SYSTEM: Amiga

YEAR: 1985 YEAR: 1988 YEAR: 1988 Amstrad YEAR: 1990 YEAR: 1995

B An RPG that plays like an W Steve s clever amalgam B This follow-up to Quazatron B A straight conversion of B Another collaboration B A spiritual successor (o
arcade adventure, Steve s of isometric graphics and boasts several improvements Andrew Braybrook's Cad with John Cumming, Quazatron of sorts - its main
massive, and massvely the underlying gameplay io the established formula, curiasity, Steve and artist Steve’s Super Off Road character DAVE. is based
complex, sequel to Avalon of Andrew Braybrook's delivering more detailed John Cumming's adaptation successfully captures the on KLP2 - Virocop recesved

is meore approachable than
its predecessor buf just

masterpiece Paradrod
works better than a straight

and colouriul graphics, a
gameplay tweak involving

as cryptic. Dragonforc's Spectrum port would have, deactivating reactors and
puzzles require committed Quazatron feels more anew grapple system,
lateral and abstract thinking, open-warld than Paradrovd, While superficially similar,
making its completion a but retains its inspration’s Magnetron has a quite
brilliant mechanics. different feel to Quazatron,

L\_ serious challenge.

i5 a5 faithful as could be.
Concessions are made to
colour and sound, but the
frantic colonist-rescuing and
alisn-exterminating from
Andrew’s genre-defying
griginal remain intact

bright colowrs and frenetic
pace of the Leland coin-op.
Most easily described a5 an
isometric Super Sprintwith
nitro-enhanced trucks, the
game s best appreciated in
multiplayer mode.

generally positive reviews
but suffered disappointing
sales, This is a shame, as
Virocopis a challenging
and polished top-down
maze shooter with well-
constructed mechanics.

&

» £ X Spactrum| Strategy plays a wial part n Hanarama’s
gameplay, bul gl Spols nequire & quec brgoger-Bng er

a neat extension of the control mode
lin] Paradrowd. VWhen the player is
standing on a ghyph, the fire button does
something different - [ghyphs] were just
magic versions of Paradroid’s terminal
and lifts. | had always planned on a
multilevel map emulating the Paradrowd
decks; | Ranarama's| map filled in as
you explored so you could work out
whare there may be a sacret passage
or room. The enemies were placed by
computer — that saved a lot of work. To
make it mteresting, | placed the captains
and then randomby surrcunded them
with troops. That way, it was a fractal
distribution with quiet spots and hot
spots. | gave them a bit of inteligence
b marking each door the player usad
and the way he went so the enermy
could stak the player.”

Faradroid™s combative sub-game
concept would also make it into
Ranarama, although Steve dropped an
ambitious mitial concept in favour of
deciphenng anagrams against the clock.
Another Andrew Braybrook program,
Abrmon, proved useful for fine-wuning
Ranarama’s sounds — including a ‘croak’
to signal its hera's failing health. "I

» | LK Spectnem | On deleating the last warlock on each of
Raraatid s ievels, thisr dungeons tum a murky o

had been playng around with a game
rather like curing, where each wizard
rolled magic balls onto a playfield. .. The
trouble was [that 1] never worked out
the objective, only that you could defend
or attack by placing the balls and they'd
kind of chain-react when they hit one
anaother, | wantad it 1o be quick 1o keap
up the pace of the game. It was when

| came up with the name |Ranaramal
that the idea of an anagram hit me. As
the name had many letters the same, it
made it much easier [and] s0 could be
very quick. It also reinforced the name
of the game. .. The sound routine was
thera from the beginning, so | usually
put some placeholder sounds in quite
early on. These were then tuned up

by altering numbers using [Abmon).
We liked to do things in different ways;
the enengy bar was a bit of a cliché. |
needed something to alert the player he
was in trouble — a little sound. | didn't
mind writing music for the Spectrum
as | got a good tone out of it by playing
two notes simultaneously. | used to get
fed up if reviews marked my games
down for not having in-game music; |
preferred sound effects.”

» | £X Spectrum| Combat with warkocks imabhees solving an
anagram of theword ‘Ranarama’ aganst the clock
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Ithough Steve had taken
Ranarama from concept

to completion in just six
months, its release would
be delayed. “Most of the game just

fell into place very quickly apart from
the sub-game. That was the beauty of
reusing Paradroid’s game dasign. But
lit] was delayed as Andrew Hewson
wanted to release on Amstrad and C64
at the same tme. He commissionad

an Amstrad version, but the girl doing

it just didn't come up with arything. |
eventually took [it] over and started from
scratch. | raced to complete it so the
release was not delayed any more. | did
visit Gary Foreman a couple of times for
the C64 version... | didn't do any of the
programming but documented every
game routine [to] give Gary the best
start. | think the delay really damaged
sales as mary Gauntlet clones -
incluchng an official one - were released
before Hanarama. | could have been the
first and set the standard. At the time of
Ranarama, it [was] really hard to make a
game that excited magazane reviewers
who were playing around waith Amigas
and Ataris.”

Vhen Hanarama did [ater appear on
the Atan ST, Steve — who played no
part in its creation - felt it didn't take
full advantage of the hardware. "l was
disappointed as the game was a code
conversion rather than a proper ST
version. Originally it had B-bit graphics
fram one of the other versions, [but]
John Cumming at Hewson thought
they looked poor and changed some of
therm. | didn't ke the way the animation
rate had not been tuned to the faster
speed of the Atar ST - 50 the frog
jerked around.”

Looking back nowy, Steve expresses
satisfaction with Ranarama but surpnsa
at its continued popularity, "It's one of
the few games where | had no wish to
change it afterwards - adding any more
compication would be detnmental. |
didn't think any of the games would
be remembered after a year or two, as
they had such a short shelf ife, but |
am proud of what | achieved green the
limitations of the Spectrum.” %

Many thanks to Steve Turner for

sharing his memories of Ranarama
and Graftgold.

= | X Spactrum| Ghyphs Of Traved” — iconic symbals
display the levels they allow your sarcerer to traval to.
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erhaps it was unwrapping an Atari VCS in
the Seventies, or a Commaodore 64 in the
Eighties or being ecstatic that somehow
your doting parents had managed to

track down a copy of Ocarina Of Time for Christmas
1998. The memory of racing downstairs on Christrmas
morning and finding just what you wanted under the
tree can last a ifetime, as can the misery of discovering
Santa doesn't know you at all and has brought you an
Oric instead of the Spactrum you had clearly put on
your kst. VWe asked famous game developers for their
highs and lows of Chnstmases past. .. and some even
sent us photos of ther treasured presents. *

gtthen St

(MANIC MINER. JET SETWILLY)

Anything | got for Chnstrnas was usually the result

of hard-nosed negatiation with my parents, Dul

the TRS-80 | got in 19739 was a surprise. | can stil
rernember the smell of it when | opened the box

The maost influential present | ever got was also _Lw
Tandy - a Science Fair 65-in-1 kit for Christmas 1974,
Mo, | haven't stil got it but | think I'm gonna get one off
eBay now you ve remnded me..

e Gt a lisd waars
h *‘+ file farever

Y ok Healey

our office. Absolutely love that game.

For Christmmas a few years ago, Brenda (my wife) got autographed
and framed the onginal print of artwork by Bill Petras that was used
to sat tha visual style for Wond Of Warcraft. [t's the painting where
the dwarf 1s nding an eagle, and it tells you so much about the
spirit of the game. It was over our hearth for years and now it's In

Cupboard someywherg,

& PANDORA) . &
—_ r gy Christmas pTF{SEntE.ﬁiEun;Lng fmr
farmity that didn't celebrate it but e
d
of 1082 felt ke Christrmas f g
who didn't have the money e Eq.-,gmug,
. ptari 400, |1 WS a ;}Tcﬂgun:ﬁr:-; Iighm R
ife. Openind : . :
Chagﬁfﬂ;:s as | got. The first thing | did was
to

|
play Star Raiders, of course'

| didn't Q8

"L THE GREATEST GIFTS ELER!

f»‘lf w’f vmxg i'

(30 MONSTER MAZE, TRASHMAN)

You forget | was Father Christrmas merrily eating mince pies and
slurping sherry long betore home computers came out, though
my first ZXB1 was indeed a present. It vwas bought for me by my
wife on my birthday, in April 1982. | had been 1o a careers advice
prganisation and after many hours of tests | was told | was too
odd for the software game and | was better off in the rut | was in
— hardware design. She knew | was keen to get into software, but
the ZXB1 was still a real surprise.

]

"Martin %Dm%

(GOLDENEYE, PERFECT DARK)

[ ]

]

Knowing that computers were going 1o be a big deal,
at Christmas 1981 my parents bought a ZX81 for the
family for the princaly sum of £69. We plugged it in
and switched it on but it didn’t work. Murm and dad
sent it back. Sinclair replaced it. Second one didn’t
work either. Same problem. Dead as a brick. So they

said, well, perhaps we should pay a littke more for a
computer that actually works? Enter the BBC Micro. ..

L_»———_-_

(LITTLE BIG PLANET, DUNGEON KEEPER)

Chnistmas 1983 or "84, when | was 12 or 13, | remember umatapping
a CB4, and being full of exciternent, There was sormething mumbled in
the air about it being for the whole family — yeah, yeah, yeah whatever!
|, sorry, WE, also got two games - Centropods by Rabbit Software and
Amageddon by Ocean. | quickly got bored of the games and started

devouring the rather thin, meagre user manual that came with it | used to

take it with me everywhere

L

w Mark tapping away on his
trusty CE4 as his stepdad
lodiks con admmnghy

S K
i B
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“Once you pop, you can't

stop”. That's Puzzle

Bobble for sure. Or was it

Pringles? Martyn Carroll

looks back at the long-

0 running series while trying
'- to avoid further snack
.I | slogan confusion
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hat's in a name? Puzzle
Bobble was the original
Japanese title and it was
renamed Bust-a-Move
in other regions. Neither
title is ideal. Even
though you're matching colours, it's
no puzzle game. There's no time

to sit and ponder your next move,
as you're up against the clock or a
competitor. You need to quickly aim
your bubble gun and fire shots in
phew, phew, phew fashion.

jf:
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‘Bust-a-Move’, maanwhile,
sounds like a dance game (indeed,
there was a music title called
Bust-a-Move released in Japan
and released elsewhere as Bust-
a-Groove). During production the
game was known as ‘Bubble Buster’
and there's even a title screen
bearing that name concealed in
the code. It may lack punch but
Bubble Buster does a better job of
describing the game.

So what is in a name? Not much
really. It's still a fantastic game
regardless of its imperfect titles. To
confuse matters, the ‘Puzzle Bobble'
name has been used outside of
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#|Arcada] If a competitor stepped up, they could join
in and trigger a two-player gama at ary tima.

1 Fe B B0 BT 1
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» |Arcade| Gaing head-to-head with an
oppanent in the lagendany versus moda.

Japan, so for the purpose of this
feature we'll stick with the original
title. And let’s face it, the game is
a spin-off of Bubble Bobble, with
the same characters, sounds, and
overall cuteness factor, so Puzzle
Bobble probably is the best fit.

The game arrived in Japanese
arcades in 1994 and ran on Taito's
B System hardware, a 68000 board
best known for powering Rastan
Saga N, Rambo Il and Space
Invaders DX. The hardware was
six years old at the time of the
game's release, but it was perfectly
adequate for running what was a
technically undemanding game.
Puzzle Bobble was strictly gameplay
over graphics, where the basic
concept was to clear the screen of
bubbles by matching three or more
of the same colour.

The single-player game was
antertaining enough and featured
a nifty scoring mechanic. You were
awarded points for how quickly you
could clear the screen and bonus
points were awarded for ‘dropping’
bubbles (this was when you
created a chain of bubbles and then
popped the anchor point, causing
the attached bubbles to fall out of
play). Points were doubled for each
bubble dropped, so if you were able
to simultaneously drop 17 bubbles
(the maximum) you would instanthy
score in excess of 1.3 million points.

L S

BUBBLE

Bubble Bobble baddies feature prominently in Puzzle Bobble. Just squint

o,

THOUBLE

and look inside those coloured bubbles...

-
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However, it was the split-screen

versus mode where the real

fun was to be found. Here, you
competed against a second player

in @ Bub versus Bob survival battle
- the loser was the first to have their
bubbles pushed over the baseline
at the bottom of the screen. The key
to winning was to drop rather than
pop, as dropped
bubbles would
be pinged over
to your rival's
playfield. Of
course, thay

l.-
Hidegonsu

1l
u - [ ]
Orurc SR acer

£ £ The key to winning was
to drop rather than pop,
as dropped bubbles would
be pinged over to your
rival’s playfield 7

s ULTIIT]HTE GUIDE: PUZZLE EUBBLE

= | 300 Thie home versans inroduced snghe-player baiths,
with the CPU in the guise of various Bubie SBobble baddies.
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yourself against the computer in
versus mode,

The single-player game was
also beefed up with a total of 100
rounds (the arcade had just 30)
and a final battle against Super
Drunk (aka Grumple Grommit), the
main boss from Bubble Bobble.

In addition, the vanous elemental
bubbles from Bubble Bobble made
an appearance in some single-
player rounds: fire, for instance,

.
=

Geo CD home console with the
main addition being a difficulty
select feature. More considered
versions were released for the
PC, 3D0, SNES and Game Gear
(with a WonderSwan version
arriving several years later). On
these platforms a key feature
missing from the ariginal was
addressed - you could now pit

leading to much toing and froing,
and quite possibly shouting and
swearing. It could get rather tense
when you were running out of
room, waiting for a certain colour
bubble that would buy you some
breathing space (on the assumption
you could actually make the shot,
possibly by bouncing it off the wall),
and then the screen started shaking
to announce it was about to descent

e}

» [SWES] Taking on Super Dinnk on
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thve 10dIth and fnal Stege. You hed
o waeaken his defences.
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a row. Poppin’ hell! would ignite and destroy nearby 1B R
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n Puzzla Bobble quickly established ‘ ‘ Further games wmy bubbles, and lightning would zap R
& itself as a classic two-player coin- every bubble on the same row. .
[ ] op and its reach increased. In late fdm aﬂ exh Wd rlmly An arcade sequel also arrived in -
u 1994 it was licensed for release on 1995 and ran on Taito's F3 hardware.
- the Neo Geo MVS arcade system. Like the home versions of the -
o This version was essentially the original, Puzzle Bobble 2 introduced s
R — same as the Taito original, except -P T TR q P - i CPU versus play (where you battled
that it featured stereo sound and " E— VT LW AL AL 7 various characters including some
. ': was released internationally so __] i e Bubble Bobble stalwarts and some
the ‘Bust-a-Move' moniker made 14 :r:’l' new ones| and added extra rounds of the series. In addition to the
its first appearance. The following i3 i and features to the single-player PC and Game Boy, the game was
- =4 - mode. Elemental bubbles did not B f B ported to the three main home
i T — <14 iy [‘1 feature, but some special bubbles " : consoles - PlayStation, Saturn and
= il IS = ) * _-.'1 5 <3 £ were added to the mix, such as Nintendo 64 - and offered perfect
- -[;"!'-‘. . r R Ah el oA I 5 | the star bubble which popped all - counter-programming to the glut of
1 P § 9% 5% [ eleegt 'Qi o B of same-coloured bubbles. Some 3D titles on those systems.
: B . T . 13 i i playfields were also expanded to fill : Further games quickly followed
- 5 i | 4o = the width of the screen. - and each would merely tweak the
i a i i 1 l! The game would later make m winning formula. Puzzle
o Ly I - Ly . the jump to Neo Geo coin-op - . Bobble 3(1996) let
ik : "J - .i‘-‘-- hardware, but it was the home — you bounce bubbles
o P R AT i = conversions of Puzzle Bobble 2 3 . off the ceiling as well
jﬁ:;#&ﬂm all iraces of EibrLdE-uhL « [Breade] Purte Bahlle 3 prémsnedadescieen puzrles packed with bubhles that T-EH"? cemented the Pﬂplﬂﬂl"lt’f EB. the walls fﬂf. ol
, trick-shot specials,
while Puzzle Bobble 4
3 - (1997) premiered the
contentious chain
i el r o) r rJ Some more of the sweetest 23 FRscton (oesne. oo
- U 1:) D S f id hi - reactions occurred in
- — — pln offs in vi Euga me IStl:l'l"j’ = versus games when
n ' a dropped bubbles flew
L] L] back up and smashed groups of the
- - same colour, causing more bubbles
m 3 ' to drop. This looked impressive
but messed up the finely balanced
- m gameplay by adding an unwelcome
) 1 ) degree of randomness. Thankfully
Parodius " Final Fight I{lrbar's Pinball | Super Mario Donkey Kong in most of the home conversions
4 Konami earnestly Initially developed as a Lan Kart Euuntry 4 you could disable the feature.
redefined the modemn follow-up to the original Dropping well-known Of the many Mario spin- Mario was obviously the Sega threw caution to the The final game to grace the
- shoot-'em-up with the Street Fighter, Capcom characters into pinball offs, none can touch the miost famous offshoot wind when it released this arcades was titled Super Puzzie
- mm classic Gradius series, and | wrmed it into one of the garnes has been a hit- rmajesty of Mario Kart. from the original Donkey delightfully odd spin-off. P S
i o then sent up the whaole mast memaorable = and and-miss affair. Sanic The original SNES game Kongcoin-op, but we can't | It was essentially House | .
- thing with the gloriously brutal - scrolling beat- Spinbail was second rate, effectively created a new overiook the incredible Of The Dead 2 but instead -
: silly Parodius spin-off. ‘em-ups. The venerable vet Kirby was propelled genre and numerous Couniry series. Rare of popping zombies with :
» And this wasn't just a Strest Fighter Nfollowed, into one of the best pinball | imitations followed. To created a senes of clever, a lightgun you used a =
. ") trivial one-off, as the but Final Fight spawned videogames ever, With dale there are eight main gorgeous platformers keyboard to Qwerty them
- e original MSX game was its own series and three brilliant tables, each Mario Kart games, plus for the SMES. The recent to death. Bonkers but - hi -~ =1
| superseded with multiple | its characters would with boss battles and a couple of coin-op titles, updates from Retro Studio | oddly fascinating, it has -
- entries for both coin-op feature in future Streat bonus screens, thiswasa | andit’s surely the greatest | have rubberstamped its become a favourite at -
and console. | Fighter games. ‘go to’ pinball garme. spin-off series ever. classic status. game gatherings. -
a
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Bobble and it introduced giant
bubbles and a new mode where
two players could team up together
rather than compete against each
other. The game was released in
1999, yet outside of the arcade a
vast number of home versions
have been released since then. In
fact, it's hard to think of a platform
that hasn't received
a version of the
game. And that's just
the official releases!
If you figure in the
countless copies and
clones (including
mega-popular social/
mobile affairs like
Bubble Safari and
Bubble Witch Sagal
then you can see
just how ubiquitous
Taito's little time-waster has
become. The Japanese developer
may have been guilty of exhausting
the basic concept over the years,
but its continued popularity shows
that it's a true gaming
staple with
timeless appeal
- whatever

the name. % i
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- ULTIMATE GUIDE: PUZZLE BI]EBLE

TERRY FORD

We find out how the Game Boy graphic

artist tackled the conversions of Puzzle
Bobble 2 and 3

'. How did you land the job of
working on these conversions?
| had done regular contract wiork
for Probe Entertainment for several
Years, mainly Wworking on graphics
conversions from arcade games
to home consoles and handhelds,
so when Probe starting working
on the Puzzle Bobble 2 conversion
| was offered the job. I'd worked

with the producer and programmer before so | already
had a good working relationship with the team

What techniques did you use to try to compensate
for the Game Boy's monochrome display?

We realised nght away that we couldn't rephcate the
bubble colours with just the four greyscale values
available on the Game Boy, even with dithering/mixing.
Since the player has to identify adjacent bubbles quickly,
we decided to add symbols to replace the colours.

We basically tried to make

each bubble ‘colour’ as visually

distinctive as possible. There

was some back-and-forth on

the bubble designs, but we

settled on a set fairly early in b

the development of the second

game, and used the same FJ"_- i

anes in the thind game.

Did you use the original coin-op version of the
game as a source’

We were provided wath the aonginal arcade game
artwork, so | was able to denve the Game Boy versions
from the onginal graphics. Because | worked remaotely,
Probe provided me with a videotaped play-through so |
could see how all the animations worked.

Can you recall how long you worked on the game?
It was probably two to three months for the graphics
conversion. That would be a fairly typical time frame

for a conversion to a handheld systern. Since we were
provided with the original art, the task was mainky a
technical one - editing down the number of animation
frames and scaling, colour reducing and cleanng up the
remaining artwark.

How pleased were you with the finished games/?
And are you surprised that the seres is still going?
[ was very pleased with the conversions. | think we
succeeded in keeping the gameplay and feel of the
games intact, despite the inevitable compromisas

in the graphics. I'm not surprised that the game
continues 1o be released for new platforms. It's a
design classic — simple to mck up, addictve and
translates well onto low-end hardware, as we proved
with the Game Boy versions.
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® GREAT GAIMES THAT NEVER REACHED UH SOIL IMPORT ONLY:

[Dreamcast] Coal Coof Taon's art style aven manages 1 nject colour inlo graveyard areas.

Visual designer Ippei Gyoubu'’s
vision is done justice, with the
flat-coloured characters granted
the excellent animation they
need to really bring their dance
routines to life
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RELEASED: 1996 e = 4 ey

Rodney
Greenblat's
paper-thin, hip-hop-loving dog
introduced many a gamer to the
rhwthm-action genre. The action came
in the form of a relatively easy Simon-
esque game of repetition, but the
game was glevated to million-selling
hit status by its colourful character
designs and memorable songs

Modern

RELEASED: 2002
This game doesn't
tie songs together
wiith any story. It doesn't have to
Hatsune Miku, the character created

to promote Vocaloid singing voice
synthasizer software, has achieved
worldwide popularity, Mot only has

her game received a Western release,
she’s opened for Lady Gaga. Really

RETHO GRIMER

» CO-ORDINATES: 35°0000° N 1280000 E

»” IF YOU KNOW SNK, YOU KNOW

ITS REPUTATION - IT MAKES

FIGHTING GAMES AND 2D GAMES.

0
A RHYTHM-ACTION GAME...

NK was often a conservative company. Having

‘profited heavily from its arcade fighting games

during the early Nineties, it went on to rely

on both those games and the hardware that

powerad them for far too long. SNK's first
3D arcade board arrived in 1997, four years after Virtua
Fighter had populansed polygonal fighting games, and it
struggled to keep up with developers that had made the
jump sooner. VWorse yet, as the popularity of the fighting
game genre declined, SNK seemed to only increase its
commitment, with only the occasional Metal Slug release
to remind players that it also made other games.

Cool Cool Toon is not a conservative game, however.
SNK's developers had little experience with 3D games and
no experence in the rhythm-action genre, but Cool Cool
Toon works extraordinarily well in spite of these obstacles.
After choosing a character - a boy named Amp or a girl
named Spica — they're dragged into their TV by a cartoon
rabbit named Yusa, who implores them to clean up Cool
Cool Town. How is that achieved? By Flitzing - the word for
dancing in the parlance of this cartoon city. Your chosen
character will of course try to explain that they're no good
at dancing, but Yusa's TV is broken so you're stuck.

The first thing to strike you is just how good everything
looks. Visual designer Ippel Gyoubu's vision is done justice,
with the flat-coloured characters granted the excellent
animation they nead to really bring their dance routines to
life —it's as close to a cartoon as the Dreamcast can pull off.

w COUNTRY: JAPAN

w POPULATION: 127 MILLION

» CAPITAL: TOKYD

w MATIONAL LANGUAGE:
JAPAMESE

» CURREMCY: YEM
= TIME FOME: UTCs%

[Dreamcast] Cui-scenes atdvance ihe story and showe aff
hee wsfionis eharactinn costumes an offer,

In fact, everything seems to come to life, with background
characters bouncing around and ensuring that there’s
never a dull moment. The simplistic appearance also has
some technical benefits - the lack of shading allows the
game to maintain an excellent frame rate.

But good looks only carry a game so far and eventually
you'll have to dance. During gameplay, the middle of the
screen is dominated by a circle in which commands are
displayed. The A button symbaol appears in the centre, with
a white outline closing in on it - when the outline meets the
edge of the symbol, you need to press the button. When
button symbols appear off-centre, you'll need to move
the analogue stick to match the symbol's position as well
as hitting the button. Occasionally, multiple non-button
symbols appear on the outside, with a wawve advancing
towards them; for these, just move the stick in the direction
indicated. It sounds simple, but the game soon becomes
complex. That command circle gets busy, particularly
when rapid presses and various buttons are involved. It's a
good system, but the difficulty ramps up very quickly.

Fortunately, the other key ingredient of a rhythm-action
game is present — the music. As you'd expect from a
Japanese music game, the musical genres used centre on

J-pop, with some dips into rock and hip-hop territory. While
it's all tachnically well produced, some of the tunes can be a
tad twee, something which seems to come with the cartoon
theme. Howewer, this doesn’t diminish the impact of the better
music and some of the tunes are genuinely among the best
we've heard - Irony in particular is a favourite track, which
we'd recommend as an underappreciated gem.

While the game isn't tremendously long, there's a lot to
do. For a start, Amp and Spica encounter different characters
during their stories, resulting in different music for each and
revealing the game’s use of leitmotif. You can also buy a
variety of outfits for Amp and Spica and unlock the various
opponents you encounter during the game, for use in the
game's single-track modes - which can be played alone,
competitively or co-operatively. The game even allowed for
further costumes to be bought online with in-game currency,
though the service has long since been discontinued.

For the hardcore, there's even more. The game uses the
rare and underutilised Neo Geo Pocket Color link cable to hook

up to Cool Cool Jam, a Japan-only release for SNK's handheld,

allowing you to exchange the game's currency between the
two platforms. Cool Cool Toon includes all kinds of wallpaper

[ Dreamcast| Early stages wuse just the &
button, but by Episode 3 the others are added.  dancing enimations without button promps.
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| Dreamcast| Waird creatures are commonplace in Coal Cood Toon
this gigantic vallkow dog used o ba a eman

[|Draameast] Replays enable you towatch tha
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The Maorolians are mveding and forcing
human hostages to dance, 50 1t up o
news reporter Ulala to fight them off.
Along the way you'l encounter bizarre
bosses, rival reporter Pudding and even
Michael Jackson, The title employs
PaRappa-style listen-and-repeat gameplay.
Baoth the Draamcast and PlayStation 2
versions can be picked up cheaply

images and character art for users who insert the disc into
their PC's drive, as was common for Dreamcast releases, but
went one step further with a text file that explained how to use
Samba De Amigo's maracas to play the game. Clearly, SNK
went all-out with the unconventional thinking here.

For fans of music games, this one is well worth tracking
down. There's very little out there that's like it, and there
was no sequel. Cool Cool Toon was released after SNK had
largely withdrawn from non-Japanese markets and was in
a downward spiral towards bankruptcy. That precluded any
possibility of a Western release and while the game has
occasionally been referenced by SNK Playmaore in crossover
titles such as Neo Geo Battle Coliseumn, it looks unlikely that
the company will ever rerelease it for modern platforms.

But, as always, there's a twist in the tale - and in true SNK
fashion, it's ever so slightly conservative. The recent mobile
game The Rhythm Of Fighters basically lifts Cool Cool Toon's
game mechanics wholesale, but places them in a King Of
Fighters theme. While there are a few new touch-screen
mechanics, the game is remarkably close to the Dreamcast
game of 2000. SNK is dead, long live SNK Playmore. Cool Cool
Toon is dead, long live The Rhythm Of Fighters. &

HETRO GRAMER Y7
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CLASSIC GAMES

YOU'VE NEVER PLAYED
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THE RACE
W This useful power-up ioon MHST “ME
W This is your X-wing like ship. W Mini-bosses Like this increases your weapon's firing B Failing to clear a screen
Holding the joystick down missile-firning Predator appear speed. The other power-up befare this timer runs out
activates a handy shield, souse throughout the game. Take {botiom right, next to a rock) results inbeing swarmed by
it often and wisaly. thwerm oul quickly! activates a mini smart-bomib. lots of annoying littke ships.

ITSTIMETO TAKE  SHOOT THE CORE.

- otentia
nto Its P T0 THE STARS LIKE A BOSS!

SUPER STARDUST

B The original Stardust was one of
the most overlooked shoot-‘em-ups
on the Amiga, a fiendish update

of Asteroids with stunning ray-
traced graphics, a thumping techno
soundtrack and a steep difficulty
curve. Coded by Harri Tikkanen, at
Finnish developer Bloodhouse, it
did things you just didn't expect a
stock Amiga to do, particularly in its
hyperspace-tunnel sequences, which
evoked Space Harrier and the old

Sega Buck Rogers coin-op, but looked

a hundred times better.

& Ty

Inadistant galaxy, a long,
long time ago...

48 | AETRO GRIMER

Designed to take advantage of
the Amiga 1200's improved AGA
chipset, this sequel is basically
Stardust with everything cranked up
to 11. The game was released on six
floppy disks, twice as many as the
original, which was an indication of
the amount of visual data packed
into the title. And unlike Asteroids
there was actually a plot... sort of.
The evil Professor Schaumund,
freshly defeated in Stardust, has
returnad with a new army, this time
equipped with enough firepower to

g - ., l'.- . s
o - :
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£ £ Even today the tunnel sections

look stunning

 with incredibly

smooth graphicsJ )

blow up whole star systems. He's
glso gone and kidnapped the hapless
princess Voi Levi. Again. Luckily for
you, you've been given a brand new,
supercharged multi-weapon-system
fighter with intergalactic hyperspace
motors and optional air conditioning.
It's down to you, and you alone, to
sort out this mess and restore peace
and tranguillity to the universe, Oh,
and did we mention that the Prof is
actually a little blue penguin in a top
hat! Welcome to Super Stardust...
The first thing Stardust players
will notice is that the cute Fifties-
style cartoon rocket-ship has been
replaced by a sleek raptor-like craft.
The game’s difficulty has also been

knocked down a notch compared

to the original, but you'll still need
to be a decent pilot because Super
Stardust is definitely no slouch at
killing you. The asteroids come in
three different varieties: an easily
destructible grey type, the slightly
tougher purple kind, and extremely
hard gold rocks that require serious
weaponry 1o sort out, There are

five stages, linked by visually
upgraded tunnel sections packed
with obstacles and inhabited by an
imposing and very mobile guardian.
Even today these look stunning, with
incredibly smooth graphics that put

contemporary titles like the CD-based

NMicrocosm to shame. As you make

your way through the half-dozen
screens making up each level yvou'll
also encounter additional enemies,
from fire-spitting UFOs and Predator-
like cloaking spaceships to cosmic
starfish and snake-armed bossas.
Luckily, Super Stardust provides
you with plenty of tools to deal with
the staggering amount of interstellar
shrapnel it shifts about. Destroying
Weapon-carrying enemies grants
you new toys to play with, from
bouncing bullets to flamethrowers
and missiles, and there’s a Gradius-
like power up system where you
can route upgrades to various
bits of kit via an in-game menu.
Conserving your weapon power
is the key to success in the game,
since repeated dying depletes your
combat-effectiveness drastically. So
stay alive soldier, and go bust some
space-rocks in glorious Amiga-vision
for us, thera's a good chap. And mind
that penguin.

MEGA APOCALYPSE

Cad

W Mega Apocalypsewas the follow-up to

the popular shooter Crazy Cometls, which
was in urn based on the underrated
Gotibeb coin-op Mad Flanels It's a
suitably mamic effort, improving on

the graphics of the ariginal and giving

us bigger, meaner and distinctly more
dangerous astronomical bodies 1o blast,
Plus simultaneous two player co-op and
an epic Rob Hubbard remix of the hirst
game's already excellent soundtrack.

BLASTEROIDS

ARCADE, VARIOUS

W The final arcade outing for Atari's
famous Asteroids brand, Biasleroids was
designed by Battlerone coder Ed Rotberg,
and its level selection mechanic, allowing
players to complete stages in amy order,
pre-empls the ane seen Later in Stardust.
One nifty aspect is the co-op mode, which
allows two players to join their ships

indo one with even greater firepower. But
watch out for Mukgor, the game s Sinistar-
like boss...

SUPER STARDUST HD
PLAYSTATION 3

W Released as a download for P33 in
2007, and designed by criginal coder Harn
Tikkanen, this second sequel brought
the series up to date in spectacular style
It differs from previous instalments in
using a Time Pilot-style control scheme,
with a massive planet that rotates below
the player’s ship as you battle waves ol
giant mullicoloured asteroids, enemy
spacecraft and, of course, the occasional
SPACE PEngLUIn.,
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With its gorgeous hand-drawn backgrounds
and wonderfully fluid character animation, this
CD-ROM based title is certainly one of the most
visually impressive of all Amiga games. Heleased
towards the end of the machine’s commercial life,
it's an arcade-adventure with obvious similarities
1o pioneering titles Another World and Flashback.
The story follows the consequences of the alien-
abduction of the game's protagonist, Daniel
White, and his attempts to escape a strange planet
on which he finds himself after his kidnappers’
ship crash-lands. Starting in a curious garbage
dumping ground, you'll progress through caves,
waterfalls and futuristic cities in your guest

to find sanctuary. Presentation is top

notch, with an epic opening sequance

and fully animated cut-scenes
spicing up the puzzle-oriented
gameplay, and lots of gruesome
and sometimes amusing
death-scenes. Luckily, the -
game allows you to save |'-
at any time, and Danielcan "8
later equip a gun to blast

the worryingly numerous droids and alien
wildlife. OnEscapee is probably a game best
played with a walkthrough at your fingertips
as many of the puzzle solutions can be a

bit on the illogical side. If you make it to the
finale of the game, you'll be rewarded by a
sequence that wraps up the experience in
an unexpectedly emotional twist ending.

ONESCAPEE

B DEVELOPER: SADEMESS SOFTWAREN YEAR: 1957

» OVERKIILL

B DEVELOPER: VISION SOFTWARE
B YEAR: 1993

B Overkillis a reimagining of the
coin-op Stnke Force, a semi-seguel to
the classic Defender. It's a fast-paced
and very entertaining shooter that
sees you travelling through an alien
solar system defending little men
and blasting bug-eyed critters which
are trying to steal valuable crystals.
The graphics are simple but effective
- particularly the explosions, which
shower extraterrestrial goo all over
the shop in @ most satisfying manner.
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= [Amiga 1200] The hand-drawn backdrops ook gorgeous.

L & Presentation is top-notch, with

an epic opening sequence and fully

animated cut-scenes ' )

» OUT TO LUNCH

N DEVELOPER: MINDSCAPE
B YEAR: 1994

B Starring the cute Pierre Le Chef,
Out Te Lunch is a great little platform
game in the vein of Bubble Bobble
and Rainbow Islands. Like most TV
chefs, Pierre is off around the world
cooking things, which mostly invalves
chasing his ingredents around the
screen, stuffing them in a big bag and
delivering themn to a cage somewhere
on each level. Unfortunately, his quest
i5 fraught with culinary peril, in the
shape of his nemesis Chef Nair...

» EXILE

W DEVELOPER: AUDIOGENIC
B YEAR: 1795

B Starting life on the BEC Micro,
Exile was collaboration between
programmer Peter Irvin and Jeremy
Smith, the author of Thrust. Taking
place in a vast cave system beneath
a mystarious planet, it features a
remarkably lifelike physics engine,
which is put to good use as its
jetpack-wearing hero explores his
surroundings. The A1200 version
completely updated the graphics,
which look beautiful

» GLOOM

W DEVELOPER: BLACK MAGIC
B YEAR: 1795

B Coding genius Mark Sibly (of
Overkill and Biitz Basic fame) was
responsible for this attempt at a
Doom-style FPS. And he pretty
much nailed it while simultanecusly
lampooning and paying homage to
iID's famous PC title. Shamelessly
ripping a load of sound effects from
the mowvie Aliens, it was surprisingly
nippy on a standard A1200 if you
fiddled with the screen settings, and
even better with extra memory.

BANSHEE

B DEVELOFER: CORE DESIGN B YEAR: 1994

= [Amiga 1200] | spy,
with my litthe eye,

somathing

B Probably the best vertically scrolling A1200
shoot-"em-up ever. We're not sure what it is

about Scandinavian developers that makes for
top-quality Amiga blasters, but this was another |

L

| Y Mamr
'

courtesy of Soren Hannibal and Jacob Andersen.
Rising from the Danish demo-coding scene, the

pair took inspiration from the class
coin-op 18942 mixed in a dash of 5§

| F_']l:::l::ll'l'-l
AV and Battle

Squadron, and added a twist of Chaos Engine
steampunk to create a terrific-looking shooter.
Bansheeis a huge game, with vast scrolling
levels brimming with heavily armed battleships,

submarines, prop-driven bombers ar

10 the odd

Eskimo. The attention to graphic detail in Banshee
is incredible, with scores of carefully animated
Cannon Foddear-style infantry milling about in the
background, civilians running for cover, and clever
weather effects all adding to the atmosphera.

e =

—

» SUPER SKIDMARKS

T 21612150 |

MINORITY REPORT: AMIGA 1200

Impressive sprite effects include a boss with
swinging arms and a giant crane equipped with
a wrecking ball. And naturally, there are plenty
of weapon pick-ups to maximise the carnage,

resulting in a deluge of on-screen firepower,
especially if you've got a friend to join in the
simultaneous two-player mode, An essential title

for Amiga 1200-owning shoot-‘em-up fans.

» VIROCOP

B DEVELOPER: ACID SOFTWARE B DEVELOPER: GRAFTGOLD
N YEAR: 1995 N YEAR: 1995

B While hardly the most onginal
title, this top-down racing game is
remarkably enjoyable with a few
rmates, all bombing round a huge
selection of tracks in Minis, dune
buggies or even cows! There’s even
an option o link two A1200s together
and play a simultaneous eight-player
mode using two monitors placed side
by side, which is surely one of the
most ambitious multiplayer modes
created for any Amiga game.

B The final Amiga title from Andrew
Braybrook's Graftgold studio, Virocop
could be described as a hybrid of
Paradroid and The Chaos Engine.
Starring a little vellow rabot named
D.AVE., it seas you clearing a
number of imaginative videogame-
themed levels of nasty viruses with
assorted weapons. Although released
for other Amigas, this version features
better graphics and sound and an
exclusive medieval level, "'Crusader”.

» ALIEN BREED 3D

i e I e

» LEGENDS

N DEVELOPER: KRISALIS

W DEVELOPER: TEAM 17
B YEAR: 1995

B This 3D update of Team 17's
popular franchise was designed to
cash in on the mid-MNineties craze
tor all things Doom-like. Despite the
blocky texture-work it's surprisingly
atmospheric, with plenty of nasty
xenomaorphs to blast or run away
from. The game engine is an
improvement on Gloom in including
proper elevation and staircases, but
isn't as fast and really requires an
accelerator card to get the best out of

B YEAR: 199¢

B Along with Team 17's Speris
Legacy, this was one of the few
successful attempts to produce a
Zelda-like action-RPG for the Amiga
- and we prefer Legends out of the
two. With a time-travelling plot set
across four worlds, North America,
China, Egypt and Medieval England,
it's down to you to save each
civilisation from a mystenous alien
conspiracy. The main downside is the
lack of a proper in-game save system.
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MORE CLASSIC
CAULDRON MOMENTS

Cauldro

PLATFORM: 7% SPECTRUM » DEVELOPER: THE RAMAM CORPORATION
RELEASED: 194

he real reward of a quest isn't found in reaching
your goal - you'll gain far more of worth from
the hardships you overcome to get thera. \\/el

¥ np T N il o 7 5 I- . +
that's what we're told sometimes, but we're no

ds two larger pumpkins
:I'II" | .“Ir._ o I" _..._?. othear eremiy "'||II|'|"'.|'I|":__| '_”l"'l_ll__i” |'

A5 .r..' COm ilate e arra :|"|‘l:' VOILIT T I|' | olace 3%

BIO

Released by Palace Software
in 1985, Cauldron was an
innovative game for the B-bit
micros which cast players

as a witch seeking to brew a
potion to defeat the pumpkin
and become Witch Queen.
Combining shoot-'em-up and
platform gameplay for a well-
rounded arcade adventure, it
received critical acclaim, scoring
87% in £Zzap! and 91% in Crash
as well as earning praise from
a variety of other magazines.
However, the pumpkin didn't
take defeat lying down and
came back with a vengeance in
the totally different 1986 sequel
Cauldron li: The Pumpkin
Strikes Back.
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It's often true that we see things differently to folks overseas, but in
videogames that’s rather more literally true. Join Nick Thorpe for a
look at how localisation has shaped our views of gaming classics...




JAPAN

[Game Boy] Let's be

players

are now familar with homest, this boss

basically looks like he's

a mamber of thie KKK

PROBOTECTOR

KONAMI 1588

B The NES conversion of Konami's classic coin-op Contra is one of the system's maost fandly
remembered games, and also one of its hardest. But in Europe we don't remember it under
that name, mor even under the arcade name of Gryzor, Instead we got Probotector, a sanitised
version of the run-and-gun classic that replaced the player characters Bill Rizer and Lance
Bean with robots, as well as most of the enemies

This is an example of violence being edited out of a full regional release in order Lo satisfy

SPECIALISTS

difference betweean the two

games, thowgh!

W Victor Ireland's company rose to prominence

as a localisation team that specialised in a ratings board in one nation - in this case Germany, which forbade depictions of human-on- ;
iti 2o huwman vigkence, This set a precedent, and many subseguent Canira games werg
Jponese PG taly a sy oy raty INTERNATIONAL
as a supporter of the [] = o = — - - G —+ — = - - — ~.- = - released under the Probotectar name with similar edits made. Konam [Game Boy] R b
e W s Barme Hoy| Rourndng he
TurbobGrafx-16 before H — b b W oW W o W e el i W b b eventually started giving Europe games under the Condra name in EUH“PE K | D D R A A : : 3: d i -
( : l ll of the ¢ 1d removine
maving on to the Saturn o ” . - = - = = = - . . - . . - - . the mid-Mineties, with far less fewer and less infrusive edils, v I:F ‘:' v r'-l' ”n|..;
. | A= T e I G T e W T g P o IMES] Those of us in Europe 'astika orings it Dack
.ﬂm ._:4_ A ';:'J T e e T w T e e w Ve e e e e T Te o ew w e e e e e e T A I S
‘ get the rather more robotic sk lerritory

Frip 0D HDHAMI 1993

% : :
ture ED-209s. ; ; a .
. ' ‘ maniature EDO J m Konami's cutesy Castlevania spin-off seemed a rather unlikely candidate for cultural
e

S i
B ™
NOTABLE RELEASES

0 m® ( SUPER MARIO BROS 2

ATLUS

= 3 sensitivity problems, but it definitely had them. In much of Asia, the swastika is not 160 much
of a cause for concern as it was in use for centuries prior to its adoption by Mazi Germany, In its

non-tilted form, it's a standard part of the Chinese characier 52t and the left-facing version is
used to denote termples on Japanese maps. As such, it cccasionally crops up in games where

W Early Atlus localisation efforts such NINTENDO 19es spiritual imagery is used and doesn't cause any bother.
as Revelations: Personawere poar, but B The middle child of the NES Mario trilogy is one of gaming's The changes made to create Super Maro Bros 2 were IHTEHNATIU NAI. Kid Dracula, however, didn't pust reguire editing for that reason - it had 1o go a bit further,
the company has since delivered strong mast famous localisation stories, in part because it was one of - actually relatively minar, largely involving the replacerment o The game employed carioonish white-sheet ghosts as bosses, and in the Japanese version
ms&'“m 1|'|'E'{|r5- o be '-"-l'l'dE‘!'jl' iold. Tha _IEFIHHE'E-E' game known as S-UPE'I" I:I1 the -::-r'glnal FIJiI r'l."-.':l".aractEr-s with '||'|E' Maria cast = I.I:l"lq- IHE_‘II LONIr owmers gt EI"EEE qh:h515 bhear the swasika 5'!'||-r|,l.:||:||_ s VoI [T qh[ imagina, ||-||5 hrnuglﬂ up Some very
as well as those from | " Mario Bros 2 was not tremendousty difterent from the ongmnal standing Mano cast members such as Bierdo, Bob-0Ombs and some good old-fashioned sensitive isswes surrounding Amenican racist groups, and 5o the sprites were rather hastiby
games ¥ ¥ g - n g g
: varfare, with humans
external d s garme = it featured some minor graphical upgrades and a few ¢ Shy Guys were all present in the original release anyway. A edited for exporl releases.
= :
e e L L i L % new items such as the harmiful poison mushircoms, but to the + Some minor gameplay alterations were also made. such as KRR TR
.}'1 untrained eye it might as well be the ariginal. The major difference  ©  the addition of a run button and the replacement of a second to death,
- . - . ':H ek 4 ]
] was in its difficulty, as the game was significantly harder than * Mouser encounter with the new enerny Clawgrip
- 5 e RLI
— ts pradecessor. : Super Mario Bros 2 is an unusual case in that it ended up -'-'-L__' gy -
H Mintenda Of America wasn't taken with the game, to say the . Seeing release in its country of origin, as Super Mario LS4 <
least, The view there was that the game wasnl accessible enough, - in 1972, Western gamers would eventually receive their own 5 | R E E | 5 O F R AG E 3 JAPAN 1250
and that it would be outdated by the time of release. However, a : version of the Japanese Super Mario Bros 2 as part of the [Mega Drive] It's easy to tell
m m Super Maria Bros sequel was still an absolutely crucial part of the  excellent Super Mano All-Stars compilation in 1993, with the that thiz is the Japanese
W Mippon |chi Software has NES line-up. The solution was to take an unrelated Famicom Disk  © new name Super Mario Bros: The Lost Levels. Since then, both SEGA 1994
branched out into Western LT Systern platform game called Yume Kojo: Doki Doki Pamic and - of the Mario-branded releases have been made available to B The most divisive game in Sega’s beat-'em-up series is a strange localisation case
publishing and localisation iransform it inlo a Maria game. - audiences worldwide via Nintenda's Virtual Consaole services. - the vast magority of the content in the international releases is unchanged from
over the last decade, and F the Japanese original (titled Bare Knuckie W), but a wide variety of small changes i
has becorme one of the of : rakes for bwo very distinct experiences. The changes are so divisive that an English g b IHTEHHATIEI NAL

iranslation patch for Bare Knuckte i was actually released by fans, making it one of [Mega Drive] Dutside

mast notable localisation
compames in business today,

only a few games to be re-translated in this manner, ; of Japan, thes
The biggest change o garneplay is that Streets Of Rage 2is far harder than Bare
Knuickle I, with players given more enemies to beat, tougher bosses and fewer

& X
A EEFEERR ARSI FAEEERAE (] r . &

NOTABLERELEASES  §j W= %"
= Ateber Iris: Eternal Mana —
« Sakura Wars: So Long My Love

UM JAMMER LAMMY

health pick-ups. Howewver, there's also a missing rmad-boss in stage one, who goes
by the name of Ash. He's basically a rather offensive gay stereotype, complete with

= F L | i
» What Did | Do To Deserve This, My Lord? JAPAN outlandish outfit and efferninate mannerisms, so it's not hard to understand why he
"AHA. ﬂH—SHﬂ 1999 (PlavStation] Lammy's final wias removed from international releases, Interestingly, Ash was one of the secretly
Wy alio | L ALUE
HEE mm B Those of you who played this bizarre semi-sequel 1o PaRappa The Rapper might irmionia Hellin the playable mid-bosses alongside Roo and Shiva - and as that code wasn't removed

fram the international releases, you can play as him using a cheat cariridge

Ash's removal wasn't the only alteration made in the name of taste and decency in
Streets Of Hage J, as the female enermies were redrawn to show rather less skin, The
main characters also had their clothing altered into new colour schemes, apparently
o provide a more gender-neulral appearance,

The other majer change made to Sireets OF Rage ?was the plot. The original ‘ ‘ The lDEallsatloﬁ J[eam dldnjt r—eal .}/

Japanese story concerned the discovery of a new radioactive element which could

be used in nuclear bormbs = naturally, series villain Mr X was most interested in this Care fDr r‘epeated |magES Of bomb

development and deployed them throughout the game with the intent of causing

all-out war. The localisation tearn didn't really care for repeated images of bomb bLaStS and a bad end"‘]g W|th a

blasis and a bad ending with a devasialed cily, 5o complelely retooled the story as a

result, The new plot focused on Mr X's rather less plausible plan to take over the city deuastated Clt‘y‘ , ,

by replacing its officials with robotic doubles.

B Established 1o bring be wondering where the issue is, given that it's a family-friendly game. The problem
Japanese PC Engine titles lies in the plot, specifically for stage six. In the Japanese and European versions, this
to the TurbogGrafx-16, MEC v, stage is preceded by a cut-scene in which Lammy receives an axe from a salesman.
Technologies didn’t swrvive e r; _ she heads out onto the street, only to slip on a banana skin and die. She then wakes
as a publisher due to the e up to fimd that she's in Hell and declaras that since she's dead, the game must be
Morth American failure of _ ; over. A credits sequence begins to rell, but is interrupted by a pumpkin-headed man
the system it was intended who declares that Larmiry is the guitarest e needs, and brings her on stage at an idol
to support. concert. The idol threatens to kill Lammiy for being late, but quickly changes the offer
Pl iR S el i ki to instead revive her after Lammy points out that she's already dead

NOTABLE RELEASES i3 In North America, the use of Hell was seen as inappropriate for a family-friendly
s Ye: Book | &I garne, In this version, Lamemy instead snags her underwear on a doorknob and is

» 5 Il Wanderers From Ys catapulted through the town and off to a tropical island, where the pumpkin-headed
« JJ & Jeff man picks up the plot as before (with the exception that Lammy is to be sent home).

Japanese and European
rel

[PlayStation] While in the

Marth Ameérican versaon,

she simply snags her pants

on a doorknob
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JAPAN

B Japan's Computer

B The British Board of Film
Classification (BEFC) took a very dim
view of martial arts weaponry throughout
the Eighties and Mineties, and would require

o Entertamment Rating
(" *  Organization (CERQ) has a range of age
L1

classifications, but only the 18+ Z rating

N "TF? ‘ T is legally enforceable, Extreme violence

it b cul from games it rated. 30 Realms
Shadow Warriorhad to replace shurikens

= g likely to earn the urwanted rating, with

with darts, while Souil Blade's Li Long = I'-i'...! I""--; | o ’ . L% even Japanese-geveloped games such
had his nunchaku replaced with a 3 8 r INSER; e (* F_:.}- S as Resident Evil 4 and Ninja Gaiden
three-section staff. ,f-hl__ ' " lackimg the decapitations found in

I-.., _il'm

EXpOri versions,

- Worldwide Shipping

- 10,000+ items in stock

- Quick Delivery

- 14 Day Return Policy

- Actual Product Pictures

- Ebay Powerseller

- PayPal, Bank Transfer & iDEAL

- 5 e E R X L

NEW BIGGER VENUE! Woitsisans 100+ TABLES!

SOUTH

KOREA
W Sarmiurai are very unpopular in
South Korea, thanks to historical conflicts

GERMANY

B Germany 15 tamously strict
about depictions of violence, and
has laws forbidding the display of Naz
symbolism for ebwvious historical reasons.
While films can receive an exemplion on
artistic grounds, games currently can'l. The

with Japan. As a result, characters and titles
referencing samurai ane often removed during
localisation = Soul Calibur’s resident samurai

country only received its first Walfenstein

game in 2014, with all offending
content rermoved during

localisation,

Mitsurugi was replaced with an almost
identical British swordsman named
Arthur, while Samurai Shodown I

was renamed Fighters Swords.

USA

W America’s Enter lainment
Software Rating Board (ESRB) doesn't
issue legally binding ratings, but most

stores won 1 carry games with an 18+ Adults

Only rating. Mast of the titles carrying the
AQ rating contain graphic sexual content -
games like Fahrenheil released in Morth

America as Indigo Prophecy) have

requared major cuts to avoid it

B China is notorious for its
media censorship, famousty banning
gamies which portray its army in a
negative light or disagree with its territorial ! i
claims. Even Football Manager 2005 t 'I: \ }

received a ban for its handling of Tibet i a

The Ministry of Culture’s regulations
are very broad, often inspiring
pre-emplive changes.

e

—_

SAT 7™ FEBRUARY 2015 -
UK’S BIGGEST VIDEQ GAME SALES EVENT!

EVERYTHING FROM VINTAGE COMPUTERS TO ARCADE MACHINES, MODERN GAMES & 16-BIT CLASSICS

e - — . .. ..
STARTS 11AM @ VICTORIA HALL, LEEDS TOWN HALL, THE HEADROW, LS1 3AD - FIND OUT MORE: HTTP://EVENTS.RETROCOLLECT.COM
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 AMIGA » TEAM 17 » 1991
Once upon a time | traded in a SNES =
collection of around 50 Japanese games _ I
for an Amiga 1200. It remains one of the - = N ¥y L
biggest mistakes of my gaming life, I'd been H [ 'i ‘ | EEEN L
Fye OF The |
s And The Fate Of o
1 irite types of .
games, I-hrnl ips and arcade offerings, weren't well reprasented g
on the Amiga systems. . “
Super .E.rar V L's.':'. 50 being 3..-I|. to |::1"I~ Lp SOMme Thlru;| as shck N | 1) ]
Alien Brewd for under a teniner was a fantastic fealing. .
g it was just as enjoyable an experence thanks tc
Team 17 -:I'uannr'-lhr'.n the -'|:||r|r. of both Gauntiet and Aliens to » E.
create a tense a issive blaster, particularty when playing .l .l & N

with a friend, Yes, [||l'.:! maps could be a pain 1o na i |
you'd often run out of keys before you could access specific
areas, but there was something about Tearn 17°s game that

I:,n-n to u:I-:n-, rhn-'r 5 El...rl"-E'tl'Il"l'._.| immensely satisfying about
shooting your way through a sea of xenomorphs, and the ol .y
matallic Bitmap Bros-styled v .:l.J'r'JI:'-: still hold up incredibly well.
The game is admittedly simple in its execution - find exit,
shoot abens, pick up objects = but s qusck pace and fun
firefights still manage to antartain

Alien Breed may have nffed heavily off other games - a
Team 17 trademark - but it prowved that Commodore’s machine
was more than capable of gving the consoles a good run for
their monay. | may have regretted lasing =uper Mintando,
but the discovery of Team 17's game at least made the
exparience bittersweaat. *
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TOP 25 MASTER SYSTEM GRMES
i “ Castlevaniarip-
-~ off? Yup. But why not rip

MESter Of DarknESS off something awesome?

RE 'JEf QE‘ B DEVELOPER: SIMS m YEAR: 1992 B GENRE: PLATFORM _ Plays great, and is a
C i"ti-'l';!‘ R s ’ We often see those who grew up with the NES dismissing ; . pretty decent challenge
" ! C E Master Systemn games as ‘off-brand’ versions of their childhood g - = for most gamers %%
favourites, and while that's often not really the casse, it's hard to e S learnedrobb
describe Master Of Darkness as anything other than a Castlevania clone - _ =
albeit a very good one. It's a platformer in which you're out to kill Dracula, - ' |
you fight all manner of supernatural enemies and even the stairs are drawn s
in the same odd way. However, since Master Of Darkness was only released }

in PAL territories, where the NES wasn't so dominant, there was a good
chance that its players had never experienced Castlevania in the first place.

The storyline in Master Of Darkness sees psychologist and paranormal

moments - we'll certainly never forget being trapped in a room with a
succassion of possessed waxworks rapidly chasing us down.

In fact, given its high quality we were surprised that Master Of Darkness
didn’t place a bit higher on the list, but your votes predorminantly favoured
worldwide releases from the days before the Mega Drive hit it big. As such,
the fact that the game made an appearance on this list at all is a very strong

indicator of just how good it is.

investigator Ferdinand Social taking a journey through Victorian London to
investigate a series of murders in which the bodies have been complately
drained of blood. This clearly isn't the work of Jack The Ripper - though
you'll meet him as the first boss — and Social finds himself drawn into a
nightmarish vampiric plot. Master Of Darkness is a very solid platform
game, featuring some nice visuals and a wide array of supernatural enemies
to slay, including ghosts, zombies and bats. It's also filled with memaorable

Retro Gamer readers turned out in droves to vote for their

favourite games on Sega's 8-bit console — Nick Thorpe has crunched “We’]l never forget being trapped in a
the numbers and is about to begin the countdown... room with possessed waxworks 99

Master Of Darkness gave us some memaorable scary moments

Operation Wolf Bubble Bobble

m DEVELOPER: TAITO Feia e RS e : M DEVELOPER: TAITO
B YEAR: 1990 W GENRE: LIGHTGLMN SHOOTER B YEAR: 1558 B GENRE: PLATFORM o
The Master System’s Light Phaser Taito was one of the feww major third-
peripheral got some excellent support i - : party developers to ever support the S -
over the yaars, and Operation VVoff is your s Sl 3, ot Master Systermn directly, with most firms r ( EE@;?] A
favourte lightgun title on the system, The excellent lcensing their tites to Sega to get around Nintendo’s : -
comersion included all of the arcade game’s stages restrictive NES developer agreements. Conversions
and even allowed plavers to throw grenades using the ike Bubbie Bobbie certainly endeared the company
sacond controller. In fact, it was such a good game that to the console’'s owners — the game features a vanisty
it became part of the Master System |l Plus bundle in of enhancerments including new items and brand
Europe, replacing previous kghtgun pack-n Safan Hunt. new [evel designs, as well as new ending sequences
There's some slowdown and sprite flicker, but it's
otherwise an incredibly fathiul cornversion,

h( = ;_r__‘_ 2 ______ﬂ_.ﬂ_“__ ._
mige | he Hmlgpl“l‘;— 2

36150

California Games

B DEVELDPER: SEGA
B YEAR: 1989 W GENRE: SPORTS
Despite having a large catalogue of
arcade hits to draw on, Sega was keen
o bring other big names to the Master
System and so became rather active in the licensing
market. These efforts ensured that Epyx's excallent
muiti-sports tile found a perfect horme on the
Master System, with the console's colourful visuals
redlly helping to bring home the sunmy Califormia
fealing durng each of the six events. There's a
sequel too, but it doesn’t live up o the onginal

EIENENES D
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B DEVELOPER: COMPILE ™ YEAR: 1988
B GENRE: ACTION-RPG

At first glance,

players unfamiliar

with Gohelius might
dismiss it as a simple Jelda clone,
but they'd be wrong to do so.
Compile's adventure includes a
vanety of dfferent game modes
= the overword provides a similar

ience to the aforementioned
, while the dun

offer traditional platform stages and
forced-scrofing vertical batties, both
featuning some ggantic and detailed
enemy sprtes. That vanety helps to
keap your interast levels high while
wandenng the game's vast map,
which offars hours of play even for
the experenced adventurer, Plus,
wou'll e drawn into the adventure
quickly by the characters you meet
along the way, as thesr taunts
and quips go beyond the purely
functional dialogue found m marry
games of its era.

Choplifter
® DEVELOPER: SEGA
B YEAR: 1966 M GENRE: SHOOT-'EM-UP
The classic rescue-themed shoot-'em-up
2 was one of the first games to make its
way to the Master Systemn, and was the
rnost visually impressive of those early releases, It threw
around a lot of sprites at very hegh speed, with some
smoath faux-parallax scroling serving as the cing on
the cake. Confusingly, the Master System version of
Chopifter is actually a conversion of a conversion: it's
based on Sega's coin-op, itself an enhanced corversion
of Brederbund's ongnal computer game. This means it -
includes the extra emaronments and sconng mechanics AStEI'IJ(
of the arcade game, adding a bit of extra depth and
visual vaniety over the home computer versions.

DEVELOPER: SEGA  YEAR: 1991  GENRE: FLATFORM

For a console which thrived on platform games and
Wichs TTHHE [LHOHOUED i l-_.I_III L B ] -_"IZ-"I -.'—."lHi—_.‘"-\."".-'I 1272 11 |"'I_-! I:!._-|I:"'r'
Nineties, a censed Astenx platformer was more or less

the perfect release. The setup is rather plain: the Romans are holding

“ Easily the best

version of the classic ; ¥

game with its great = £
graphics and more k.. f . .
varied levels %9 =T R -

The Laird
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the dnuad Getafix captive, and without his potons the Gauls will be
povveress to resist the impenal forces. However, the gameplay is
fantastic
but what sets Asferty apart is the fact that vou can opt 1o play as

Astenx or Obelx. The former relies on his smiall size and potions,

while the latter offers brute, block-smashing strength. Each stage has
two layouts, one talored to each character's strengths, so you'll hawve

a rather different expenence depending on which one you pick

LCEYSTHL

Secret Commando

® DEVELOPER: SEGA M YEAR: 1386 M GENRE: SHOOT-EM-UP

You might call t Rambo: First Blood Part I1if you're
n Morth Amenca or Ashura if you're in Japan, but the
European title makes no bones about Sega’s homage to

Commando Capcom’s dassic arcade shoot-'emi-up. Just ke in that
game, you wander up-screen shooting all manner of infantry grunts
and blowwing through end-of-stage fortresses. It's a bit slowver than
Commando and features rather chunkier sprites that seem to ape the
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Ninja Gaiden
W DEVELOPER: SIMS ® YEAR: 1992 m GENRE: PLATFORM
When discussing forgotten entnes in dassic series,
the Master System version of Ning Gaiden demands
a mention. Licensad from Tecmo but developed by
SIMS, then a subsidiary of Sega, it's an entirely new adventure
which retains many elements of the NES games while adding
some twists of its own. Cheef among these is a brand new
wall-purmp move, which replaces the climbing of previous games.
While the wsuals and music deserve praise, what makes the
game 50 good 1s simply the joy of movement. Ryu Hayabusa
15 an ncredibly agile chap, who moves quickly and is capable of
navigating dangerous environments with ease. You'll feel lke you
have actual ninja skills when you've spent a while with the game
and shcing up bad guys is all the mone enoyable as a result.
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“ Rock hard,

but so satisfying to
control. | loved the
first level's theme 9%

SMD

>

‘ ‘ | was gutted as

a kid when | found out
it wasn't a straight
conversion, but ended up
enjoying it way more than
similar B-bit games 99
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Enduro Racer

W DEVELOPER: SEGA W YEAR: 1987 W GENRE: RACING
E ; Despite the fact that ROM cartndges were unavadably more expensive than the tapes and disks used for

.

most home computer software, >ega and its distnbutors wene keenly aware that prce was a factor for marny
consumers and offered a range of lower-priced games. The budget-onened Sega Card format didn't last 1o
long, but Mastertronic had success in the UK by offening a range of titkes for as [tthe as £9.99 - and judaing by comments we
recened, it seems that it was the price that persuaded many of you to buy Enduro Hacer.
The game itseff s a bit of an oddball, as it doesn't really resemble Sega's arcade game of the name, instead playing
more of less like an sometric Excitebike. It stands up to extended play well, thanks to its varied off-road stages and an
upgrade system that really makes a difference — you'll definitely notice if you're using a better engine or improved suspenson,

Take note: the Japanese Mark Il version of Enduro Racer utilises a bigger cartndge than the Western release and boasts
addtional stages, more vaned scenery and improved presentation as a result.

Double Dragon
DEVELOPER: SEGA
* YEAR: 1988  GENRE: PLATFORM
The classic Technos
beat-‘em-up made its
way to the Master System
via Sega. It's an excellent
conversion featuring faithful
level designs, all the enemies and even
all the weaponry of the coin-op. Best
of all, it includes the simultaneous two-
player mode that the NES version lacked.

The Ninja
DEVELOPER: SEGA
YEAR: 1986 © GENRE: SHOOT-'EM-UP

1 4 This updated version
of Ninja Princess is

another game that many UK
readers enjoyed as a £9.99
budget special. The fast-
paced shoot-'em-up action
is tough and it's hard to gather the five
scrolls required to beat the game, but
there's a lot of love for The Ninja.

Wonder Boy

DEVELOPER: WESTONE

YEAR: 1987 © GENRE: PLATFORM
1 The first Wonder

Boy release isn't

nearly as complex as later
gntrnes in the series, but
that's why we like it-it's a
straightforward dash to the end of each
stage. This is a rather fine conversion of
the coin-op, and wea always did like the
skateboard as a power-up.

Alex Kidd In Shinobi World

DEVELOPER: SEGA

YEAR: 1990 © GENRE: PLATFORM
] : 3 Originally planned

as a parody game

titled Shinobi Kid, Alex Kidd
was drafted in to add some
crossover star power. The
result is a great game which adds more
platforming to the Shinobi formula and

rmore combat to Alex Kidd, and should
still manage to satisfy both sets of fans.

DEVELOPER: COMPILE
YEAR: 1988 © GENRE: SHOOT-'EM-UP

R-Type received a z

number of fantastic
conversions over tha years,
with the Master System’s
standing out as one of the

best of the early efforts. There's some
sprite flicker as you might expect, but
it's otherwise amazing and an exclusive
sacret level really sweetens the deal.
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‘ ‘ Really hard and

| only beat it once or
twice, but the stages
were a joy to play 99

- ' Down By Law

Out Run i

B DEVELOPER: SEGA W YEAR: 1987 W GENRE: RACING

| The Master System didn't ahways fare well
with comversions of Sega's high-end arcade

machines, aften stroeggling 1o emulate the
sprite-scaling effects that made them so impressive.
However, the Master Systemn conversion of Out Run
15 a very playable representation of the classic coin-op,
including all 15 courses and the three mermormble tunes
of the arcade game.

While better comversions of Out Aun have come
along since the Master Systermn’s heyday, this one
makes it into your top ten because of the impact it had
at the tme of release — it was the best home version
around. Compared to the largely disappointing home
cormputer redeases, the colourful visuals and smooth
movernent of the console game seemed just like the
real thing, lending credence to Sega'’s cdams of arcade-
quality games at home.
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At the time of release, it was
the best home version around

Out Run did a great job of emulating the classic coin-op
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Wonder Boy In Monster Land

W DEVELOPER: SEGA W VEAR: 1968 W GENRE: PLATFORM

The second arcade |\onder Boy outing was a world away

from the simplistic platforming of its predecessor, retaining linear

stages but iIntroducing a currency system, shops, upgradaanie
weaponry and ammowr, and even people to converse with. There were
plenty of secrets to discover too, with health and cash stashed all over
the place and even hidden doors to find, The fusion of RPG alements
and arcade platforming was a big hit with players, and the change of
format would eventually prove to be a permanent one. The Mastar
System conversion kept up with the coin-op due 1o some mpressive

visuals and the

Fantasy Zone

™ DEVELOPER: SEGA M YEAR: 1986
B GENRE: SHOOT-"EM-LP
Sega's trippy take on Defender is one of
the earliest exarmples of the cute-'em-up, and
the Master Systern cornversion is excellent.
While it had o drop the backgrounds in order fo
get the massive bOsSSes on screen, it's othenwise
visually farthful to the onginal, with bright colours
and surreal enemy designs. The audio is also great,
with close renditions of the arcade tunes. As for
the gameplay, it's a very tight horzontally scrolling

me cross-genre gameplay. It's a fantastic game, and
remarkably one which set the stage for even bigger things to come. ..
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Castle Of Illusion Starring
Mickey Mouse

B DEVELDPER: SEGA W YEAR: 1950 ™ GENRE: PLATFORM
For a time in the early Nineties, it seemed that picking up a
Disney platform game was a guarantee of guality - Capcom
turnied in some fartastic NES releases, while Sega kept s own
crowvd happy with the kes of Castie Of liusion. Minne Mouse has
L o bean kidnapped by the evil witch Merabel, and it's up to Mickay to
> gather the seven ranbow-coloured gems and bring her back.
Despite the Master System being targeted at a younger audience

SOORE I'l HE

“ Still has more

ambition than maost

modern RPGs. Three
whole worlds and
space travel! 99

Alexlotl

Phantasy Star

B DEVELOPER: SEGA M YEAR: 1987 B GENRE: RPG
Alis Landale’s quest for vengeance against King
Lassic is one of the all-time great RPGs, and was
highly influential in the development of the genre
on conscles. The large 4-megabit cartndge enabled
a huge amount of visual vanety and a truly epsc quest
for the era, the smooth animation of the first-person
dungean scenas was a sight 1 behold, and the game
even let players save via battery backup. However, that
technology meant Fhantasy Star was a pricey release,
which we suspact is why it falled to crack the top five.

Sonic The Hedgehoqg

Shinobi

B DEVELOPER: SEGA M YEAR: 1958 W GENRE: RUN-AND-GUN
The first of Joe Musashi’s adventures received
an excellent Master Systerm cormersion, which
included all of the arcade stages and enemees

but also prowded a number of updates for the home

death and didn’t have 1o rescue all the kidnapped kids,
though it was still a good idea - they reprasented

the only way 10 get new weapons, regain health and
access the classic bonus stages. |hese enhancements
helped Shinoby to become your top Master System
arcade comversion, and we can't argue - It's ace.

SCORE 225600

DEVELOPER: ANCIENT ~ YEAR: 1991

GENRE: PLATFORMER

Arguabl

While Sonic might have been created to promote the
Mega Drive’s strengths, Sega wasn't going to deny
its 8-bit customers a chance to experience its exciting

new mascot. But with Sonic Team busy creating the full-
powered 16-bit version, Sega didn't have the resources to i 4

develop it in-house — enter Ancient, a new team co-founded

by notable gaming musician Yuzro Koshiro. Knowing that a
straight conversion of the Mega Drive platformer would be
impossible, the team instead opted for a loose adaptation
which lost a little of the speed and all of the loops, but

remained faithful to the spirit of the original.

In fact, it's even arguable that the Master System version
of Sonic The Hedgehog is actually a better game than its
16-bit counterpart. It might be missing a few of the flashier
tricks, but the game includes completely exclusive stages
with more varied level design, including gimmicks such as an
auto-scrolling stage, an entirely vertical stage and a proper
maze that had no place in the Mega Drive game. And while
only the title theme and Green Hill Zone music remain from
Masato Nakamura's iconic soundtrack, Koshiro's new music is

of equally high quality.

This game set the tone for Sonic’s later Master System
outings, both of which would be completely disconnected -

‘ ‘ Not only the better

version of Sonic, but one
of the best Sonic The

Hedgehog games ever
made to this day %
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a better g
than its 16-bit counterpart

Master Systermn Sonic impressed with is more varied level design
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B DEVELOPER: VIC TOKAI M YEAR: 1969 M GENRE: PLATFORM
In the days before Sonic The Hedgehog, fast-
paced platformers were rare, but Psycho Fox
was one of them. Taking the basic gameplay

termplate of NES platformer Kid Kool it stars a fox which

can transform into a vanety of creatures — a hippo with

a powerful punch, a monkey with a high jump and a

really speedy tger. Top-notch stage design and tight

controls ensured the game's success, and Vic lokai's
momentum-based platforming template would later be
used for Decap Atfack on the Mega Drive.

game

l|.I‘

L

" ‘ Different from its

Mega Drive counterpart

but still full of charm = |
might even say | enjoy
this version more 99

Black Ridge

from the Mega Drive releases. it served an interesting dual L 2
role, too — it was the final game for the Master System in

Morth America, but in Europe it replaced Alex Kidd In Miracle
World as the Master System [I's built-in game, serving to
extend the life of the console by bringing in thousands of new
Master System owners. However, whether you experienced it
as a swansong or an introduction, it's hard to deny that Sonic
The Hedgehog is an excellent platformer which deserves its

A A | high place on this list
Sonic The Hedgehog Ly it bl

blaster which requires you to locate and destroy a
senes of bases in order to fight each end-of level
boss. Defeated enemies drop coins to spend on
power-ups, which you'll definitely need - this game
I3 a st challenge despite its cartoonish visuals
We remember being utterly destroved marny, many
times in our youth, but as with any great game, we
kept returming for maore punishment,

following the release of the Mega Drive, the B-bit version of the game
I5 noticeably harder than its 16-bit courterpart. That's not far bad
reasons either, as the new kevel designs are tough but fair. It isn't quite
as visually lovely as the Mega Drive game, but it'll certainly last you a
whole lot longer — and it seems you all appreciated that.
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“ The perfect

bundled game. Bags of
character and variety,
loads of replay value %9
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Wonder Boy lll: The Dragon’s Trap

i DEVELOPER: WESTONE  YEAR: 1989  GENRE: PLATFORM
ivortheinjun " ¥ If there's one thing the Master System excels at, it's definitely platform games -
' 1% the genre is clearly dominant in this top 25, so only a platformer of exceptional
guality could possibly rise to the top. Described in a 95% Mean Machines review
. as “one of the best games of its type available on any console,” it's fair to say
e gt that Wonder Boy lll: The Dragon’s Trap is a platformer of exceptional quality.
i e Beginning in the final level of Wonder Boy In Monster Land, you get the chance to fight
- _ the final boss of that game again — but this time, defeating it reveals a nasty surprise. Qur
iy - plucky hero is cursed upon the dragon's defeat, transforming him into a fire-breathing
3 I lizard. He escapes the collapsing castle but now needs to become human again, 50 a new
FE RN R NSNS quest begins, taking him to locations such as a spooky forest, a dry desert and a fiery
) — cave. That sounds like standard fare for the series but unlike its predecessor, Wonder Boy
200 QEI1 fil doesn't contain individual stages. Instead, it takes place in a single large world where
> everything is connected and you're only limited by the obstacles you can overcome.,
a%s., Of course, as a lizard you can't overcome too many obstacles, but during the journay
afn, “ Picked this up you'll encounter more dragons and be transformed into new animal forms. The first is a
M when | was eight because tiny wall-scaling mouse, while later ones include a lion with a massive sword swing and an
- | thought the cover was eagle which can fly. All of these forms enable you to visit new areas and access new areas
L4 awesome, then never played in old ones, creating the feeling of a grand adventure where undiscoverad secrets could be
Al K d d ' M l w rld anything but this for hiding ﬂﬁvwljer& . : . .
ex | n IraC e 0 ayear! %9 The Metroid-esque structure is certainly great, but it's far from the only thing that makes
™ DEVELOPER: SEGA M YEAR: 1366 M GENRE: PLATFORM _ Lorfarius Wonder Boy il so good. The controls are dead-on while the vibrant, detailed visuals are
You had to know that if Sonic was high an this |I-|T his superb and sprite flicker is kept to a minimum. In some places, the game almost reaches
2 predecessor as Sega's mascot wasn't going to be too far away. o ann o o — the visual guality of early Mega Drive releases. The soundtrack contains a number of
Drh-,prrr- hwmq recenved five q.;?"m'.r. on the Master ;;-. stem, pe® P S suparbly composed tunes and even supports the FM add-on for improved sound, despite
; . J - never having been released in Japan.
IFE'[r.-ﬂI'I'IEFIt in f.he SEries ann:r One n::nf thE ..trn::ngr:-..t garmes on thE' =00 9 Wonder Boy lll would be a great game on its own, but as a sequel it really acts as a
console. Alex Kidd In Miacle VWorld owes a lot to Mintendo - the game i e ’,@. maodel for others to follow. New players are brought into the action quickly thanks to the
takes inspiration from the incredibly popular Super Mario Bros, with its o o e N o R R o K ;E_ game's inspired introduction, while old fans have a whole new structure and new abilities
visual similarities and destructible blocks showing the nfluence cdearby. L - ':5: to play with. It's telling that Castlevania: Symphony Of The Night, a PlayStation classic
However, Alex's choice to punch the blocks instead of headbutting mmmmn e @ considered by many to be the pinnacle of that series, shares a lot of its design traits with
them is only the start of the differences. ik m: . (@ The Dragon’s Trap. It just goes to show that while Retro Gamer readers have voted for
While Nintenda's hit is a fairly simplistic platform game, Sega loaded =y fedededodo o4 N Wonder Boy Ill: The Dragon’s Trap as their favourite Master System game, its design
its release with features that keep the gameplay vaned. While Mario's e 5 e O] principles ensure that it would be an exceptional game on any platform.
Coins exsted soely 10 provide exira inves, Alex can spend the money T TCe Dl T TS O (] q
he collects in shops throughout the game. He can also store items to o e T B o f[!i l

use later on, a feature which would eventually be added to Nintendo's
sanes, and even nde vehicles such as a motorbdke and a speedboat.
Ihe r‘u‘l ~paper-scissors boss battes seem ke a strange inclusion, but
for many they're simply a part of the game's unique charm.

Sega's fortunes never banefited from Alex Kidd in the same way as
Mintendo's did from Mario, but it's not hard 1o explain why this game
placed so hgh in your list — it was built into all North Amernican Master

o

5 reasons why it's great |
I

Beginning f the final
Master System’s visual eginning from the hina

It's a truly epic level of the previous

adventure, requiring strengths, with colourful

Systemn Il consoles and a great many of the European ones, ensuring : ; Each of the different raaibios sl detadind Shinichi Sakamoto’s game is one of the
populanty from the get-go. Gamers would return to thesr cartnidge-free multiple nights of play transformations feels d F:‘:ackgmun & soundtrack is fantastic, greatest introductions
consoles time and time again to play it, and they were rewarded and password saves to truly unique, changing : and should get far more to any game,
with the kind of lengthy, challenging platform adventure that is not reach the ending. the way you play recognition - there's ever. -
COmMOonly surpassed on ;=|r1-,. format. In fact, on this console only a the game. even an FM =
single game manages to do so version!
£ £ 4 : . UL LY
o000 9831
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“Iﬂaded with features . -]
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for varied gameplay 99

Alex Kidd is far more than a Super Mario Bros variant
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he grizzled ax-gunslinger
Caleb, head of the The Cabal
and one of four ‘Chosen’,
kneels before his god, the
not knowing why he
Tave been surmmaned.

With a dark voice laced with rusty |N THE

razo s, Ichemobog utters ts
dissatistaction; they h:.—'nﬂ;: failed the HNDLU
forgotten god and must pay the ultimate  « PUBLISHER:
price. With a short, brutal, clench of GTINTERACTIVE
its fist, Tchermobog sucks the kfe from » DEVELOPER:
them; Caleb, his lover Ophelia, Gabriel MONOLITH
and Ishmael are dead. Thus inesplicably » RELEASED: 1997
ey il he wiors g s PLATFORM: M5-D05
nal keader is no maore. Until. .. » GENRE: .

glopment on Blood can be traced FIRST-PERS0M SHOOTER

ack to as early as 1993, although s
origans are somewhat muddied. Cr
rather, blood-stained. "Speculation
about howw Blood carme about has
been amusing to those of us who Ived
it,” says Nick Mewhard, creative lead
anc main designer on the game. |
approached Scott Miller and George
Broussard of Apogee with the idea of
forming a game development team m

and the end result was that our team, O

While the most famous
Build game remains Duke
Nukem's popular third
outing, Ken Silverman’s
‘2.5D" engine also produced

several other titles. Graeme

Mason chats to two of the
men behind the derivative,

violent and jolly entertaining

undead romp Blood

70 | AETRO GRIMER

| &1 garky film relerence, this
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w [D0S5] Elminating eremies with the
1are guiis sustabiy My

£ £ We had some pretty
Blood that wasn't in the other Build games ) )

Peter Freese recalls how he extended the standard Build engine and tools

advanced technology in

Studiios was incorporated into Apogee
with the goal of developing Blood - a
first-person shooter using the Build
engne.” At this point the game was
simply known as ‘Hormor 30D° and Mick
recruited Peter Freese into his team
"Mick was basically the visionary behind
the project,” says Peter, “and he'and
| had worked at an earty educational
compary called Edrmark in the early
Mineties.” Peter was working at anather
giaveioper vwhen contacted by Nick'to
see it he'd be nterested in helping out
.MI‘H'| same ol the Al routines on Homor
3l 0 Studios, formed in Novernber
1883, now consigter of Mick Newhard,
Peter and an artist, Kevin Kilstrom. "It
‘was really a ‘garage start-up’,” says
Mick, “although actually it took up my
entire family room and two bedrooms. |
was recently married and my wife was
thrilled at the dea of having a games
company in the house with employees
there at all hours,” he smiles. “All joking
aside, Helen was a real peach about it
and even pitched in as bookkeeper and
late-night playtester.”

So let's recap. Mick Newhard,
approaches Apogee and sets up O
Studsos, funded by Apogee, to develop
Harror 3D using the Build engine. “Keep

w [DOS] Sever yians' bad ck?

THE MARING OF: BLOOD

THE MAN WHO
BUILT BUILD

"I started my initial research in

the March of 1993 and one of the
companies | sent the demo to was
Apogee,” says Ken Silverman,
creator of the Build engine. “George
Broussard sent copies io his various
teams and Mick Mewhard took it

up with a project tentatively called
‘Horror'.” Ken and Mick would
subsequently discuss the engine at
least once a week, working on the
original grid-based version before
Ken scrapped it and rewrote it to use
sectors early in 1994, Blood would
subsequently utilise an early method
of creating 30 sprites called voxels.
*Voxel sprites are 30 moedels made
up of a grid of cubes,” explains Ken,
*and in my format only the cubes at
the surface were actually stored and
rendered. It was nice being able to
walk up to something and it not being
a cardboard cutout, but my editor
back then was very difficult to use
and the reduction in frame rate when
using voxel sprites were big reasons
why they weren't used more.” As a
result, in Blood, voxels were used
mainly for ammo pick-ups and the
occasional piece of scenery.

in mind that the Build engine was both
pré- Ouake and pre-Direct X,” notes
Mick. “Heck, the closest I'd personally
been to having access to an actual 3D
engine at that time was used in Uitima
Underworid” Apogee planned to fund
and publish a number of garmes with
Build, yet despite the engine’s relative
treshness, O Swudios
expand on and improve the base of
its game. | architected all the core
systems for Blood - basically everything
game-related that wasn't handled by
Build,” recalls Peter. "l also extended
the engine quite a bit - sometimes
with Ken's help. We had some pretty
achvanced technology in Blood that
wasn't in the other Builld games, like
our 30 sound and resource caching
systerns.” Peter also built and extended
the tools used to create the game
content, such as creating a keyframe-
based animation tool for the weapon
overlays which allowed the team to
@asily manipulate vanous layers for the
weapon fire animations and muzzle flare
effects. In addition to Peter's work, Ken
Silverman was constantly developing
Wl -"l.l'i'.,h A

ideas. "At some point he added | 2
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DEVELOPE
HIGHLIGHTS

SHOGO MOBILE
ARMOR DIVISION
SYSTEM: Various

YEAR: 1998

THE OPERATIVE: NO
ONE LIVES FOREVER
SYSTEM: Various

YEAR: 2000

ALIENS VS
PREDATOR 2 ricTuren)
SYSTEM: Windows/Mac
YEAR: 2001

P voxels [into the enginel,” remembers
Mick, “and we incorporated them once
the kinks were worked out and we had
the tools to make them.”

With Peter taking care of much of
the technical side and Kevin Kistrom
the graphics, Nick was busy designing
levels, implementing many of Blood's
cood features and helping develop
its macabre plot. “HP Lovecraft
was definitely a design influence
throughout,” he reveals, “and the
original design for Blood - one gamers
never saw = had a much darker and
rmore senous plot.” Mick cites Geonge
Broussard for pushing the game
fowards a more comedaic angle as the
plot wholly embraced a dark hurmour
which he credits in part towards Blood's
commercial success. Remembers
Peter: “We'd all planned for Blood to
be a senous harror game, hence the

BLOOD
FACT FILE

W The evil god Tchernobog is derived
from the Slavic ‘Czernobog’ meaning
Black Goa.

B 'Beast mode, when Caleb would
transform into a powerful werewolf-
like creature, was abandoned as the
team felt it didn't work properly

B Early plots included a man escaping
from a secret government lab and
someone avenging the death of thair
famiky by alien demonic forces,

B Movies that influenced Bload:
Hellraiser, The Keep, The Crow;
Haltoween, The Fugitive, Jaws, Bhost,
Apocalypse Nowand, of course,

Of Darkness,

B Mick Newhard's favourite levels
are The Phantom Express and The
Overlooked Hotel.

B Blood's multiplaver arena is apily
W Bloodbath has a handicapping
systern devised by Peter Freese if
yioul run the game with the —skill

M parameter,

B Much of the final plot must be
credited 1o Monalith s Crasg Hubbard,
W Caleb was originally intended as

a strasght heroic character. Artist
Kevin Kilstrom changed all that when
he created a delightiully demonic
Caleb doll.

B Mick admits that the balance of

the game was affected badly by

the life-leach weapon and some
devilishly troublesome machine-
gun-toting cullists.

B Monolith CED Jace Hall contributed
much to the game, including helping to

balance multiplayer and providing the

impossible. Often the process began
with Kevin, he'd mention a guote or joke
that had us all laughing, and next thing
you knew something from the mowe
made it into a sprite, game taxt or level.”
The team was also tightly focused
on how the game 'felt’ to players, as
coder Peter Freese explains. “1 think |
spent two whole days trying to reverse
enginesr Doom's control acoeleration.
After painstakingty recording rotational

3D sound. And we spent a lot of tme gy speeds and keyboard acceleration, |

comng up with ideas to iImmerse

the player and scare the crap out of

them.” When the programmer saw

the direction the game was taking, he
recognised it was likely for the best. "It
probably helped that Kevin was a big "
fan of Bruce Campbell and had the film
Arrrny OF Darkness playing repeatedly n
our tiny office spacel” he laughs. Says
Mick, “We would regularty watch homor o
movies at O Studios, 5o avoiding Cross- o
contamination from all those flicks was
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similar system in Biood. | showed it to
Mick and he said ‘Nope, that's still not
right!™™ Peter retumed to his code to try
to figure out why a few miliseconds
difference in timing made the controls
feal different. “Nick was really hard to
please when it came to this, but | think
it was the rnight thing to place so much
importance to it. There were several
Dioom clones out while we were in
developrment and many of theirr controls
were just abysmal "

While the development of Blood may
sound like the best fun ever, of course it
wasn't. “We never had enough money
to do all the things we wanted 1o do,”
continues Peter, "and our entire budget
from 3D Realms [into which Apoges
had morphed| was sormething like $15K
a month at its peak, wath which we had
to pay our entire team and operating
expenses. |he tght finances put a
huge strain on everyone involved and
we constantly looked for other sources

to help fund the development.” This
was reflected in aspects such as 3D
madelling, which was way beyond
budget and the expenence of the

team. "Kevin was a traditional artist

and sculptor,” notes Mick, “with no 3D
expenence and we had no access to 3D
tools. So we went old-school and put
together 3 green-scraen rig. Kevin either
bl or scanned naarhy eveny sprtea n
the garme and hand-drew and anirmated
everything else.”

espite being hugely invested
in Blood, Peter Freese, under
the strain of constant work
for three years, opted to take
a break from the games industry for
family reasons. “| took my leave as we
transmoned from O Studios to Monolith.
It hedped knowing Monalith was run by
friends [with] the backing to bring Biood
to fruition.” he says. The Washington-
based developer had acquired Q Studios
in the winter of 1997 and as part of the
merger gained the rights to Blood from
3D Realms, which was now busy on
fellove-Build title Shadow Warmor And
with Duke Nukem 30 proving to be a
roarng success, Monolith CEQ Jace
Hall pushed the project onwards at
pace. Level-designer Jay Wilson was
already on board ("He was working as a
theatre usher before. .. so he was pretty
happy with the transihon to getting
paid to make garme levels,” laughs
Peter) and the change to Monolith saw
mare hands to the pump such as Craig
Hubbard, hired 1o flesh out Blood's plot
We retumn to Nick now and enguire
whether he ever met any resistance to

the graphic intensity. “From my earliest
discussions with George and Scott we
never wavered from the goal of making
the game as graphic as possible,” he
says, "and we never got much flak for
it. Games like Fostal drevw way more
attention fram uptight paliticians such
as Senator Liebarmann, so perhaps the
dark humour Wwas our saving grace.”
Fart of this humour lay in the weapons
that Caleb can wield throughout the
game. A pitchiork, flare gun and even

a voodeo doll (the Ife keech) can be
used o eliminate enemies in a vanety of
amusing and satisfying ways. “| wrote
up a bunch of ideas for weapons Caleb
could acquire during the game,” recalls
Mick, “and added improvisational ones
such as the lighter/spray can.” Despite
the lapproximate) 1920s setting, the
team were prepared to forsake reality in
order 1o have some really cool weapons
Meantime, the odd ethereal feel to
many of the game's levels came from
Mick's expenmentation with level design
principles such as [ighting, transparency,
slopes, wall sprites, and sector controls
and stacking. "l would put it all to the
test in a level,” he reveals, "and often |
ended up with a fantastic-looking area
or some really great-looking effect, but
not a complete level, and these found
thedr way into larger maps.”

As development continued apace
early in 1997, two vital new men lent
their talents to Blood Firstly, Stephen
Weyte armved to provide the gravel-
toned voice of Caleb umself. “The dark
hurmour even infected Stephen,” smiles

s [D05] Mmmmm cenamita

. i
Mick, “as we didn't discover Caleb's love
of show tunes untl he started wanmming
up dunng our recording session!”
Secondly, the moody and sombre music
to Blood was the work of composer
Daniel Bemstein, who also contributed
what would eventually be dubbed ‘Dark
Wisdom'® in Blood Il In other words, the
strange mix of Latin and Sansknt that
Tchermobog's demented cultist hordes
usad as a language

s Blood's deadline loomed,
the team found themselves
facing an additional
challenge. “Very late in
producton we were playing the capture
the flag mod in Quake,” Nick explains,
“and we found it s0 engaging, we spent
the next 36 hours coding it into Blood.”
As this was added, ancther feature,
a mode called Bloodlust in which Caleb
would transform into The Beast’ and
nead to maintain a constant slaughter
in order to retan the powerful form,
was abandoned. “We sort of had it
working,” says Nick, “but we actually
cut it because it kind of sucked in melee
combat and didn’t contribute to the fun.

£ £We never wavered from the
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goal of making the game as
graphic as possible } )

Nick Newhard says they stuck to their guns
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KNOW
YOUR FOE _

ZOMBIE

B The most commeon enemny
in Slood, they're fairly simple

W

to dispatch in low numbers but
troublesome when they swarm
Most weapons are effective, but
their melee attacks often force
Caleb to use his pitchfork,

EH“-I-EHS |Rats mainly)

W One of the most annoying enemies in
the game, these are introduced early on
and quickly home in on Caleb's toes. Betfer
not to waste ammo on them and pitchfork
the little gits

CULTISTS

B Tchernobog s followers boast

ranged weaponry, so best to *‘

engage close up. Use the flare
gun and watch them glow
before satisfyingly exploding in
a mass of crimson viscera.

SPIDERS

B Another foe that's annoying rather than
actually much danger and its low hit point
count means they can be killed with maost
of the weapons Caleb has at his disposal

FAT ZOMBIE

B These greedy swines have - ‘
mare hit points and better

wiaapons compared to their

slimmer counterparts. Why not

light up some dynamite and

wialch them buuuuuwsuuuuurn?

" GARGOYLE
DEMONS

B Mow we're getling

rasty. Swirling around

and launching teeth-first

againsi Caleb, these distinctly un-stone-
like gargoyles are besl dispatched at close
range. Close range you say? Say hello to

the sawed-off shotgun

HELLHOUND

B These vicious hounds need
taking down quickly lest they
tear poor Caleb io pieces. Best
break aut the Tommy Gun and
spray lead. Down boy!

MIME

W Okary, not stricthy an enery,
but then why is it so

satistying to kill? Taking out

the mirme may be a quilty
pleasure, but it's one thal works

with any item in Caleb's arsenal,
invisible wall or not

THE MARING OF: BLOOD

w [ D0OE] Manchih Thernselueg
have a little carmeo in Bioa

It was one of thase things that sounded
great on paper but failed in gameplay.”

In spite of criticism of the Build
engine (which was starting to look a
litthe creaky thanks to Quakel, Blood
recened generally positive revienws
and we asked Nick why he thought
s0. " Blood stood out for a numiber of
reasons, starting with its core gameplay
- single-player and bloodbath. I'd
also point out the attention to detail
throughout the game. The movemeant
was hight, the single-player levels were
huge and fun to explore, the weapons,
alt-fires, posttional audo, special
effects... all of that plus the great
gameplay.” In addition to Ouake, the
gamea was also up aganst fellow-Build
title Shadow Wamor, which acted as
the pnmary motrvation to the team
for getting the game out as soon as
possible. Mick also reserves particular
regret for releasing too much content
in the sharevvare version of Blood.

“We should have released fewer
levels and weapons and would have
probably gamered more sales at retail.”
he grimaces.

Mewvarthaless, both Mick and Peter
look back very fondly on the crimson-
tastic FPS. "It was my “first child’ and
years of effort for a small and dedicated
core team that worked tirelessly on
its release. And we really made a
gamer's game and to this day our
Bloodbath rmode was the mast frenetic
and fun multiplayer mode |'ve ever
experienced.” says Nick, while Pater
concludes; “Despite the bitterswaet
regret for all the things we didnt
manage to get in to it, I'm definitely
proud of the game. And if anyone wants
o fund Blood 3, then count me inl”

Caleb stands before Tchermobog's
temple. In s coarse, sandpapear
voice, he asks why the Chosen were
slaughtered. The evil god looks down
upon the lone figure whose great povwer
it nowy covets and wishes 10 use 1o take
over the world. "Mmmm is that sof”
growls Caleb solemnly, drawing his
trusty flare gun and prepanng for one
final, decisnve, battle wath the god and
its minions. %

Owr special thanks to Nick Newhard,
Ken Silverman and Peter Freese.
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What's your earliest memory of
visiting an arcade?

| was a kid on a school tnp 1o the
seaside town of Bude in Comwall, in
1972 or 1973, and got hooked on a
strange-looking vellow machine with a
maving white dot and beeps comng
out the back. It turmed out to be an
onginal Atan/Syzgy arcade garme with
PONG' painted across the top, which
then took all the money in my pocket,
that wasn'1 actually mine 1o spendg, and
got me Into trouble

What's the first arcade game you
can remember playing?

As mentoned above, | was hooked

on Pong from a very young age. As

a kid in the Seventies | would hurt
down arcades wherever | was, and
have vivid memaories of all the first-tima
encountars with games ke Breakout,
Tank, Might Dnver, Star Castle, Space
Invaders, Asteroids, Defender and so
on. In 1979 | had a part-time job for a
ocal electronics company and they put
a Space Imvadars cocktall in the shop
area — sure enough the staff, customers
and myself constantly played it day and
night until it broke through overuse!

Did you visit any arcades in your
younger days? What were they and
why did you go there?
| used to skive off school, catch a train
nto London and head for Tottenham
Court Road / Charing Cross [ Leicester
Square where there were dozens of
arcades at that time.

| can remember one particular place
had a two-player black and white racing
game (it was Sprnt 2] and it had a faulty
coin door — every time you put your 10p
n, it would drop out the bottom straight
nito the turn-ups on my school rousears.

| often wondered what thosa tum-ups
were for. We must have reused that
10p a hundred times that day.

Why do you think shoot-'em-ups
were so popular in arcades?

Back n the Seventies | think it had a lot
to ao wath how the world was going
through a space race and Cold War
dfiMms race |:'-.-'El“'g.-' commercial electronic
gadget got branded as a by-product

of 'space-age technology’ whether

it be calculators, digital watches or
computer games.

Whilst Atan's Lunar Lander was a
classic directly related to the moon-
anding main-frame games of the
Sities, we also had UFQOs
and ‘little green men served
up with everything. These
would often appear as sl
blobs in Star Trek, or ones
with breathing problerns bke
Darth Vader in the first epic
Star Wars, and nasty ones like
the face-suckers in Alien. Then there
was Close Encounters, Space 1898
Sient Running, and even daft stuff
ke Moonraker

Basically, a lot of early games
featured ‘vou' as the saviour of the
human race, protacting the nome planat
frorm an alen onslaught, and | think this
appeals 1o a subconscious human need
to survive

Why do you think that arcades were
s0 successful?
It's hard to pinpoint one reason, but the
fact is we like to play games - always
have, always wall

What arcades did was provide a
magor new medium wath wiich to
immerse the player, giving them eye-
candy explosions, survivable collisions,

NORIES: ARCHER MACLEAN

i sound effects

and unique controls that could

take a lot of more gnief than any home
console joystick, all in exchange for 10p
It was guite the fix back then

What do you think was the cause of
the death of the arcade?
There were many reasons, including
oversupply, 100 rmany clone garmes of
mediocre quality, the armival of endless
bland interchangeable JAMMA game
boards that fitted into unimied arcade
cahingts instead of all the umique cab
designs that flourished n [the) late
Seventies. There was also the fast-
arowing home video console market
and home computers that would
often have adapted versions of
what was in the arcades, although
rarely as good.

What's your favourite arcade

game and why?

| can't really name ong all-trme
favounte, but the ones | soll ke playing
a lot would be Robotron, Missie
Command, Asteroids, Space Invaders
and Tempest. However, | also have

as Taito's ‘lce-Cold-Beer’ which might
be electromechanical ball-baanng
games, but are immensely addictive to

! anyone who attempts o play them.

Tell us a little about your impressive
coin-op collection.
The earliest cab - a Streets Defender
vas bought around 1985, followed by a
LK. Robotron which | still ovn and is still
working on its onginal board sets

About 13-14 years ago | decded 1o
sell the Streets Defender as | wanted
to hunt down a real Willams Defender.
xoogle and eBay were just happening,
and | was amazed at how the price

| of collectable arcade cabs had gone

through the roof and started to look
around at ways of acquinng loads
more. | ended up building good

TEny Waars | IMported g fow

. containers’ worth of cabs from the USA

as they weng 50 much cheaper at the
tme, and also in much better condibion
that the damp rotten ones often found
abandoned n damp UK garages after
years of abuse. So began my interest

In restonng my machines 1o near mint,
reproducing all the artwork and ather
parts to make them look better than
whean the came out the factory 35 years
ago. But that's a personal choice thing,

| as other collectors ke to keap them

grungy, smelng mice, with beer stains
and fag burms.

In a way | was paying homage 1o
the machines that insprad ma 1o wiite
games in the first place, and | have
subsequently got to meet a lot of the
onginal people behind those onginal
rmachines, including Ed Logg, Eugene
Jarvis and even The Creator himself
once - Nolan Bushnell!

Are you still actively restoring
machines? Which was the last ona
gy . LN

ES, but not as much as | used 10, S
the picture of a Space Invaders -::-::nck?:il\#\
table machine that i now In Sparking
condition. | think |'ve done those aliens

oud with thatonel___— -

| still enjoy recreating precision
side-art prints, the mast recent being
Battiezone and a rare Vectorbeam game
called Speed-Freak.

relatons with numenus Amancan
collectors, courtesy of imemet
forums and in the following

Ehrcher Maclean

hi arcade
- hi mainains 8 coflection of gokden age games

& Archar doesn't just have fond memones of i

|I'|I.'=|;

A

s Archar s colection |5 wiell

ghaiked with classic games n‘!':u!
© peenitiers and Eigriis.
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ONEe UISION: A MICROUISION RETROSPECTIUE

microvision

lectronic gaming in the palm
of your hand has been around

almost as long as videogames.
While the latter required a TV,
the former arose in the mid-
1970s as a way to use up excess
calculator parts gathering dust
in a market recently taken over
by the Japanese. The class of games was created
in the LS by Mattel after exec Mike Katz saw a new
opportunity for those stagnant parts by repurposing
thern to play games on. AssiIgning Some engineers o
the project, they came up with a novel way of using
_ micracontrollers (a small single-chip computern) with
: on-board game code to drive an LED display and
the Mattel Electronics group was borm. Cormprising
nothing more than glowing LED segments housed
' in patterned plastc, they were a far cry from actual
Qo videogames, but these small electronic games caught
the imagination of a generation of children.
: - As other companies bagan to anter the market, a
R Y 4 ' funmny thing had happened by 1978: in the US, sales of

glectronic games actually outsold home videcgames.

| B . In fact, while the magazine Newsweek was

celebrating the high-tech toys and games on its cover

' et b g i that Christmas, home videogame sales were hit hard.

. Addmonally, a display shift had been brewing in the

calculator market as LED-based calculators gave way
to both vacuurm fluorescent display (VFD) technologes
- with crisp, glowing elements - and liqued crystal
displays (LCD) offering lower power consumption.
([ [The chemicals]]
speed determined how

A MICROVISION RETROSPECTIVE s f sero ﬁ%@iﬁﬁggﬁf;ﬁ}
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Often billed as the first handheld game console, the Microvision is rerchold Mt tht yor. Dosgned by 505 Do, i
actually an evolutionary step in handheld electronic games, those e Dot ks ARG BRI WA,
formnat Simon {designed by the kegendary Ralph Baearl

distant cousins to videogames. Marty Goldberg reveals the .- ' i Gbirnos seiaon Malriv 6 ahninr

= = = - - could play more than one game — switchabla to several
history behind this pioneering product diferont bultin games,ch ke the dediated
videogame consoles of the mid-1970s.

It was duning this backdrop of portable electronic
dominance that the next generation of these handheld
games were being designed at a small firm n Santa
Morica, CA called Western Technologies. Jay Smith
had founded Westerm Tachnologies on 19 Saptember
1978 as an engineenng firm to design electronic
garmes and toys for the major toy compames of the
ara. A 'toy think tank' of sorts. Jay had come up with
the concept of what became the Microvision thanks
to a small side business of the company. “VWe were
craating the chamicals that weant into an LCD display
and were seling them to Hughes Aircraft, 8 major
manufacturer of LCD displays at the time,” says Jay.

At the time, LCD displays were limited to a three-
row display. As Jay iluminates, “Depending on the
rmake-up of the chemicals, their speed detarmined
how many lines you could have in the display. In >
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P general, three rows was about it." Realising that
three rows of dots was not enough to do a meaningful
game display, he came up with a novel idea akin

to how today’s 3D graphics engines ‘clip’ graphic
elements not being used in order to save processing
spead. "We realised the graphic displays
at the time countad every poel every
minute, whereas in a game dsplay

we would only use about 20% of

the pixels at a time. Why worry about
rows not being used? So we created

a display system that only governead

the rows being addressed.” In this
mathod, pxel rows that are on most

of the time and static require the least
amount of attention. Rows with sermi-
moving objects reguire a ittle more, and
rows with regulary moving abjects (a
shot, a ball etc) reguire the most. This
advancement allowed a formerly unhaard
of 16 rows of pxels and in turn created an
LCD display that was much more viable
for playing games on.

Having to come up with a customn
LCD driver chip, the thought became that
if they were advancing the technology
this much display-wise they might as well make it a
programmable system that could swap out cartridges.
The problerm was, once again, the technology (and
cost) wasn't there yet to support a full microprocessor
with swappable game ROMs in a handheld format.

Most LED handheld games of the time (and
electronic toys in general) used what are called
microcontrofers. A microcontroller is a chip that is
essentally a full ‘computer” on a single chip. That
rmeans the processor, RAM, input/output and other
related technologies that are all separate in a traditional
cormputer are combined in a single chip, Now, that
chip and its resources were nowhere near as powerful
and plentiful as a regular microprocessor-driven
system at the time, but they weren't intended to be
Microcontrollers were created to be used in small,
compact devices. Devices such as... you guessed it,
calculators. That's one of the reasons why Mattel's
first handhedd electronic game (Auto Race) uses a
rricrocontrofer and the technology became a staple
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» Sea Duelis essentially a one-playar varsion of Mifton Bradiey's
populer board game, Bantleshin. [1's cerainky waorth saeking out

of the handheld electronic games industry and the
electronic toy ndustry as well.

he actual software that was to
run on the microcontroller was
usually packaged within the
microcontroller IC itself in ROM
format, further adding to the compactness
of the device. However, just ke all the
other resources in the microcontrolier, this
meant you had a very limited amount of
ROM space to work with. The programmer
of Mattel's Auto Race, Mark Lesser, had
to fit the entire game (logic, scorng etc)
into 512 bytes of code. A feat that makes
the typical 2K available to Atan 2600 game
developers of the time seem spacious.
Jay Smith’s solution was to
leverage microcontrollers in a way not
unlke dedicated wdeogame console
manufacturers had looked at that year with
their single-chip "Pong-on-a-chip’ based
systerns: create the illusion of switching
out games by switching out the dedicated
systemns themsabves. In that format, the
systermn is really pust the controller and display
meachanism and the ‘guts’ are all on the part being
swapped out. Companies in Europe like Hanimex
had started releasing S0 050-based consoles in
1977 that did just that, and Atari had its Game Brain
it showed at the summer 78 CES but chase not to
release. In the case of Jay Smith's proposed device,
the handheld unit would only contain the electronics
for tha LCD and controls. The microcontroller that
contained the system’s main circuitry and game
itself would be located on a portion of the unit that
would swap in and out, plugging info the other
cincuntny when it was docked.
Building a prototype, Jay Smith shopped it
around and Milton Bradley wound up beting
at the opportunity. Miton Bradkey had started
in 1860 as a board game company located in
Springfield, Massachusetts. By the early 1970s,
it had released board and novelty game titles that
had become staples of many a person’s youth,
such as Mouse Trap, Operation, Battleship and

system that only
governed the rows
belng add:esseglﬁ ))

- i -
lay Smith on how ey solved the LLL]

Connect Four. Following Mattel's lead, it tentatively
stepped into the electronic toy and game market n
1977 with the tabletop Comp IV (released in the UK
as Logic 5). A number sequencing game that was
mare an educational toy in the same class as Texas
Instrurments’ Little Professor, it comprised a series

of LEDs housed in a case meant to look like a child's
version of a computer. It was joined that year by an
updated electronic version of its classic board game
Battleship. In 1978 Mitton Bradley followed up with

a new electronic board game called Laser Attack, a
futuristic Star Wars-influenced electronic toy space
fighter called Star Bird, and the aforementioned Sirmon,
It was Simon, though, that Milton Bradley knew it

had a hit with, and so it pulled out all the stops for

its introduction. The game of glowing colourad lights
and musical tones made its debut at New York's own
location for dancing lights and musical sensations, the
iconic Studio 54. When Jay approached Mitton Bradley
with the concept for his handheld electronic game with
switchable games, the firm knew it had an appropriate
follow-up to Simon.

The designers of the system - Jay Smith, Gerald
Karr and Lawrence Jones — were awarded US patent
number 4359222 for the Microvision. Entitled 'Hand-
held electronic game playing device with replaceable
cartridges’, it was onginally filed on 30 October 1978.

[( We created a display

Described as a "A compact hand holdable electrical
toy garme assembly”, the drawings show the initial
proposed format for the Microvision which included
both a primordial version of a ‘d-pad’ thumb controllar
and a spinner for playing paddie-style games. An
alternate version shown in the same filing is a little
closer to what became the actual Microvision, including
a 12-button keypad, spinner and removable faceplate,

The development, from concept 1o full product, led
to some niteresting design work and changes from the
initial concept. At first glance, the Microvision looks like
an oblong version of the typical handheld electronic
game of the time. This certainly wasn't needed for the
electronics, as they take up about the same space (if
not less) as the other games on the market. Accordng
to Jay Smith, the primary reason for all the exira space
fell on Milton Bradley. lts reasoning being that the
projected price would dictate the need for a larger size,
as if the consumer would not understand they were
paying for higher technology.

INSIDE THE
MICROVISION

Due to its faril!, it's not often you
get to see inside this handh

CASE

B Here's what's holding the Microvision together. ItUs worth
nating that the bottorm half of each front faceplate is typically
different for each game. Connect 4, for example, has six
control points while Block Buster only uses four,

CONTRAST KNOB BATTERY
STORAGE

W A feature rarely seen
on even Later LCD-based B The original Microvision
handhelds, this enables the needed 9V batieries.
Microvision oemner to ad|ust Changes during the

the conitrast of the display production run lowered

= important considering it's power requirements. The
not backlit second slot became extra
battery 'storage’.

he main unit itself houses the LCD, its
special controller chip, the controls and
the connection to the system bus that
works similarly to a cartridge slot. It's
used for nothing more than 1/O and power (Tiger's
R-Zone handheld in the Nineties is similar in construct,
but with an LCD cortained on the removable portion).
The most interesting addition, though, which shows
a lot of insight into its replayability potential, s the
control pad. Instead of a defined keypad with raised
buttons (as shown in the concept drawings) it features
a flattened pad, allowing it 1o be defined as needad
by the faceplate. Combined with the spinner contral,
It provides custom control options on a par-game
basis. A feature not matched untl touch-based games
prodferated on smarphones and tablet devices.
The microcontroller initially chosen by Jay and
company was the Intel 8021, an 8-bit microcontroller

ONE UISION: A MICROUISION RETROSPECTIVE

in the same family as the B048 processor usaed in
Magnawvox's Odyssey2 console (Philips Videopac
senes) and introduced in 1976. With 64 bytes of

RaM and able to address a game up to 1K in size (the
typical game size up 1o that point had been about half
that), it held enough resources to get the job done.
Interastingly though, the 8021 has a higher povwer
requirement than the typical microcontroller usad in
these devices and, cormbined with the requirements
of the LCD, it made the Microvision require two 9V
batteries {which added to the size of the unit as well),
The 8021 was replaced with the Texas Instruments
TMS1100 not long into the system’s lifetime, howewver,
thanks to some ordering issues for the Intel chip.

A 4-bit microcontroller that's part of the TMS1000
senes introduced in 1974, the 1100 has less RAM and
processing power but can address up to 2K in ROM
space. The other plus it brought was the lower power
requirement, allowing the Microvision to need only
one 9V battery now. Milton Bradley respondedto P

LCD CONTROLLER

B The custorn controller
chip for driving the then
groundbreaking LCD
display. Commonly covered
wilh a wound copper-
backed foil sticker to protect  making it an interesting
from static discharge. challenge for collectars.

CARTRIDGE SLOT

W This is where yau can
attach new cartridges for
your handheld. In total just
12 different games were
crealed for the machine,

LCD
B Customn 16x14 LCD display designed by Jay Smith and
his tearn. Unfortunately, because of early manufactuning
lirmitations, it's prone to breakdown and a condition known
a5 SCrean rod.

TOUCHPAD (12 KEY)
W 12-key touchpad which has its
areas defined by the faceplate.
Technically similar to number
pads on console controllers like
Intellivision and Colecovision,

PADDLE

W The Micravision's mounted spinner control. Its functions
differ on a per-game basis and include everything from a
traditional paddle control to adjusting range settings.
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= [Aberve] The TMS 000
microcontraler in all its glory

= [Right] Furnily enoingh, Block Busrer & Milton
Bradley’s take on the arcade hn Breakoud

P the dropping of one battery by leaving in the extra
battery port instead of redong the system moulds,
simphy urnwinng it. The old battery port was now
redubbed as “extra battery storage”. They couldn't
escape the need to recode the software for the
games, however, for the more primitive TAMS1100.
The microcontroller, as mentioned, s housed in a
removable faceplate. Each faceplate is designed to
give a custom expenence to the game, not unlike the
elemeants of an arcade game. The game’s name is
provided in a unique and colourful ‘marguee’ and the
screen bezel contains colourful surounding graphics
and sometimes overlad markings relevant to the
garneplay. Finally there's the control area. Using
a combination of moulded plastic to ‘expose’ the
relevant spots on the touch pad and colourad text
or graphics that describe the button’s funchion, the
control custormisation available for each game was
unparalleled. On the reverse side of the panel is what
looks like a 'dust protector’ samilar to the Atan 2600

-h""-l-u-.

microvision

LPEED PR DDLE

protectors; however, that's not its function. Whie the
problem of statc discharge on the exposed contacts
was sohved in videogame consoles, it was a major
issue for the Microvision. One wrong touch and ‘poof’
it would go, wiping out the garme and rmicrocontroller.
The cover that flips off to expose the contact was
meant to protact it from this mishap.

he Microvision was released in
November 1979 for around $40 along
with another high-tech toy offering by
Milton Bradley, the programmable Big
Trak. it came with the Breakout clone Block Buster
along with three avaiable launch titles: Bowling,
Connect Four (a version of Milton Bradley's popular
1974 board game) and Pinbaill
The Microvision was of course not the only
next-generation electronic game o hit the market in
1979 with an advanced display. as oy manufacturer
MEGO (famous maker of superhero toy dolls and
dolls based on movies like Planet of the Apes) came

out with the Mini-Vid senes of tabletop two-player
& games. Featuring a 16x20 VFD display, it came in

-

versions for four different games: Break Free, Dodge
City Gunfight, Sea Battle, and Spacewar. In fact, 1979
turned out to be the year of the two-player handheld
elactronic game: Coleco had the 'Head to Head' senes
of tabletop sports games, while Pulsonic released its
classic two-player Basaball game.
While the ability for two players (one on each
end of the unit) to play head to head was certainly
an advantage, you still had to buy four separate
units. Though Microvision was only one-player, the

ESSENTIAL GAMES +#you do find a working machine, play these

BLOCK BUSTER

W LIs@ the console s buili-in padale (o
I the ball and knock away bricks.
What else can really be sasd of this

piedestrian Broakou! clone? What

really makes it a nolch above the rest

en 1 the version of the game itsell
but the fact you can use an actual
spinner bo control the on-Soreer
paddle. Ligital thumb paas and

analogue jovsticks found on reg

0 ! } gula

harndhedd v CE0ganme CONSoes two
ler just dani cul il
ccurate condrol of the paddle. You
need a spinner for the proper timing
and feedback neaded 1o enjoy padale

games and the Microvision has it

B0 | RETRD GRITER

SEA DUEL

B A one-player versian of Milkon
Hradley s Hallissimg board game,
fact, many of the games on the
sion were versions of MB
i boys (much e the
dismay of Jay Smith wha wanied
to expand beyond those offerings
Here, a desiroyer 15 pitbed aganst
3 submarnine with an emphass on
tactics, Designed for two players
bath cpponenis
their moverments and fire shat:
ahead of time, then watch the game
eaecute them. [t plays similar 1o
some of the American Football

slideshow games of the early 70s

eparately ‘program’

COSMIC HUNTER

. Iri thas -ll: Jep ‘__,"':|"I"'-:" W :'l.-.' e FLrihireg
allen craatres wihele avoiding
barners, hdoen traps, and being

i ||_-'l.| |_'-_| |_':| G.ai0 aliens. You on ¥
get frve hunters and once theny re il
caplured, your game is over. By the
same token, you get to capture a5
many aliens as your hunting heart
desires, A fun iiltle garme combining
shooter and strategy mechanics
Cosmic Hunter is notable for
providing the parbest instance of 2
D-pad (directional pad) in a game, &
condrol Gunpei Yokoi used to great

gifect on Mintendo's Game & Watch

ALIEN RAIDERS

B A Space Invaders clone, it's just
different enough 1o avoid any legal

ssues, Honzontally orieniated

-C"- :',.E. g oy o
ust try toget at you before you can
shoat thern. With garmepiay that s

more of a cross belween Space

fers and Midway s then recenily

eleased arcade game Space Zap

wour onby recourse i 1o fire at them

from ane of three pre-ordained
spols with a variable-length Laser
bearn (whose length is decided by

the system's spinner)

STAR TREK:
PHASER STRIKE

B The only licensed game on the
Microwvisian, It was developed as a
=

&-in to the then new Star Trek: The

Mation Bieture F:.- the tirre of it

Eur apedn release, however, the Star

Trek licence was dropped and the

game was renamed Phaser Sirike

The premise is whal you'd expect for

a Star Trek game: shoot K Ngans

" ¥ i L ()
plays a ot Like Ataris Miss

Commandmeets Midway's Sea

Wolf As the Klingons fly horizontally

ACrSs (e SCreen, you et fo & ol
L them from any one af threa

haser banks

advantage of being able to play different games on the
unit outweighed that fact for parents, Likewise, the
appearance of the Microwvision disproved the statement
by Dick Dalessio, Parker Brothers' director of product
planning, who revealed in the December 1979 issue
of Popular Science that: ™ The electronics are basically
the same as last year, but the programming makes
therm entirely new.” Although that was certainly true
in relation to the expected updates to already popular
Football and Basketball games by Mattel and Coleco,
and the onslaught of Simon competitors.

The Microvision was a big success that first yvear,
and according to some reports earmed $8 million in
revenue, Over the next two years the library expanded
to include Mindbuster, Baseball Seal Duel, Alen
Raiders, Cosmic Hunters and the licensed Star Trek:
Phaser Sinke. However, beyond that initial year the
sales continued 1o steadily decline. Thanks to the
runaway success of Atan's release of Space Imvaders
for its VCS console, the problem was that actual
videogame consoles were fast becoming king again
in 1980, The entire handheld electronic game market
started dropping drastically and was relegated to a

([ A compact

hand holdable
electrical toy

cheap portable gaming accessory for much of the
1980s until Nintendo released the first actual handheld
console in 1989, its monochrome LCD-driven Game
Boy (followed shortly after by Atan Corp's full-colour
LCD Lynx handheld console). Miton Bradley stopped
manufacturing the Microvision in the US in 1881 and
dropped it in Europe in 1982

Jay Smith had actually proposed two updates to
the Microvision - one with a larger display and another
with a colour LCD - but Miton Bradley declined,
feehing the format had run its course. Not one to rest
on his laurels, Jay Smith did mowve on to create an
LCD game watch for manufacturer GCE and then the
equally mnovative vector gaming console the Vectrex.
Milton Bradley wound up picking up the latter for
European distribution, and Smith even looked at doing
a portable version of the Vectrex in the late Eghties
that never panned out.

Microvisions are actually extremely collectable items
today, not as much for thair uniqueneass but for the

'8 A vienw of the faceplate’s adge connector, normally
‘covanad by a refractable spring-loaded cover.

ONE UISION: A MICROUISION RETROSPECTIUE

rarity of working models. Because of the ‘primitive’
rmanufacturing methods behind the groundbreaking
LCD display, they are highly susceptible to temperature
changes. The chemicals in the display are also prone
to leakage, a condition known as "screen rot’ that
eventually destroys the display.

Milton Bradiey released a European version as wel
(which came with s own vinyl shp-on cover), along
with European versions of the LS games plus one
exchusive: Super Biock Buster. The Microwvision might
not have been the huge enduring success that Miltton
Bradley was hoping for, but it remains an important
footnote in gaming's rich history. %

Special Thanks to Scott Schreiber, Benj Edwards
and Dan Boris
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INSIDE THE FACEPLATE/
CARTRIDGE

Each faceplate actually houses the main electronics
of the unit and plugs in like a cartridge
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BATTERY
CONNECTOR

B These leaf tenminals
connect to the battery

SYSTEM BUS
CONNECTOR

B The part of the faceplate
that plugs into the main
leal terminals in the main unit, these edge connectors
unit when the faceplate is provide the micracontroller
plugged in, providing power  with access Lo the contrals
to the microconirolker, and display.

TASEESAsSEEEREEEEE R

CONTRAST KNOB GAME CODE

B Eeing able to change the
brightress of your screen
when there's no available
backlight is always handy.
Meedless to say, you'd often
be fiddling with this quite a
It while playing

B The all-in-one
rmicrocontroller that
includes the garme ROM
code &5 well, Originally
based on the Intel B021
and later replaced with the
TMS1100.
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Contra: -
Hard Corps

PLATFORM: MEGA DRIVE » DEVELDPER: KDNAM| » RELEASED: 159

onami seamed unstoppable in the 16-bit days,
churning out endlessly inventive games that would
often push the host hardware to its limits. This
thrilling battle from its only Mega Drive Contr 7 game

MORE CLASSIC CONTRA: HARD CORPS MOMENTS

BIO

Some corners of the internet
whisper that Konami's one and
only Maga Drive Contra game
is actually better than Contra I,
It's a fair conclusion to come to,
thanks to Hard Corps's insane,
breakneck pace, inventive and In 5505 5 Youre not even halfway t At the start of stage three yvou find After catch
eclectic bosses and the same faun . - [

sort of breathtaking aesthetics
that would appear in future
Treasure games. While the F e all. T awer : _ L _
control E'g,l'EtEm s arguabfl&f hands an annear and arab wour § & = Konarm uses are. Then, motorb
weaker than the one found in Wil Sodite - SOrinG e screen, ready 10 :
Contra lii, the branching levels Vihil W can’ lislodged Lo impress, while .:'- NI O My R" MO morphs Into &8 S¢ ; 0 -::]||.-|;!-::-'
and flowing narration make does make it incredibly tricky to busy by having the metallic terror ikes appear in the background, that spit out shaped blocks
for one of the best games in 5 shots :

the sernes.




THE MAKING OF: MAD PLANETS

Mad Planets should really
be up there with Defender,
Asteroids and Tempest on a
list of classic arcade shooters,
but sadly it never got the e
recognition it deserved. Mike 1% b ke e s ol

Bevan speaks to Jeff Lee and e ok o 0 o, o Gt el
Kan Yabumoto about Gottlieb’s o ramice: st iretso s e fedabegpoctibsbeephpa iy

cu lt 'nte rsteuar bl a Ster to dispatch them before they grow in  up to five planets on screen, which project, assisting arcade hardware
size and start chasing you around the  In turn can have up to six satellites designer Jun Yum. “Jun insisted on

tiny shadows on their surface, are a
distinctive feature of Mad Planets and
predate the idea for the actual game.
Gottlieb programmer Kan Yabumoto
had been working on a project that
displayed a series of vertical 3D
cubes on the firm's arcade hardware.
Inspired by a graphics demo that Jeff
had produced on an Apple computer,
this idea would later resurface in
O*bert. After working on the cube

££1 remember
making a model
and taking
Polaroid photos
to ‘rotoscope’

the ship for the
spinning effect )

Jeft Lee onanimating the main sprite

screen, moving in increasingly rapid in orbit around them. Coupled with something which showed the power
elliptical patterns that make them the occasional errant comet and of his hardware,” Kan recalls, “where After the Q*bert project was given
any people will progressively harder to hit. For some  the little astronauts floating about little satellites came in front of and to Warren Davis to complete, Kan
never have actually reason, these planets are pretty mad in need of rescue, it adds up to disappeared to the back of a planet.” was asked if he might be able to
15 ] o played Mad Planets,  at you. Not only that, they carry little quite a challenge as you try to make produce a game based on the ‘planet
at least not in its orbiting moons that occasionally it through the game’s 32 rounds thing’. “We did not have a game,
original arcade split off and start attacking your ship.  without being mashed between only some preliminary rotating
tarinin format. But readers You need to shoot all the moons rampaging astronomical bodies. satellites,” admits Kan. “| knew the
of a certain age may well find the before you can start dispatching the The orbiting moons, which rotate cube thing had more potential. From
|N THE screenshots on these pages familiar. planets themselves, and there can be  around the larger planets and cast a programmer's point of view, a
The game was released by American s s pr PR O*bert-like game was much
» PUBLISHER: GOTTLIER coin-op maker Gottlieb in 1983, just ' - e ;m' o nooog easier to write. The idea was
» DEVELDPER: IN-HOLISE months after its much more famous - _ _ everything. Mad Planets did
+ RELEASED: 1953 arcade title Q*bert. Artist Jeff Lee, i T A not have a ‘game idea’ until
» PLATFORM: ARCADE creator of the Q*bert character, was . R R A the very end.” Jeff Lee was
» GENRE: SHOOT-EM-UP also behind the graphics for Mad e . * HOOH IH ORBIT 10 brought on board to help
Planets. And although not nearly v - Al LR Kan out with the graphics
as well distributed throughout the - . @ a0 rLuTown 200 while also designing Q*bert's
arcade world, it was encountered " colourful characters. “| was
by a Brighton-based programmer, . ‘5‘3 D FARLON 200 probably working on both
Simon Nicol, who used the game ' = simultaneously because | was
as the basis for a much-loved C64 PR RRIE . . producing graphics for all of
shoot-'em-up, Crazy Comets. the videogames in the pipeline
In Mad Planets the whole universe e et L except Tim Skelly's games and
is out to kill you. It's a curious and : AL licensed products,” he tells us.
finely tuned hybrid — part Defender, gﬁﬁﬂﬁ:ﬁﬁ?ﬁ:ﬁfﬁ.mmmh{ = ﬁ?&ﬂﬂﬁﬂ&"ﬁ“ i For Kan and Jeff, turning |
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w|Arcade] A Mad Kryptophan planet
becomas wery enraged ndeed.

R2 ..'-
s Datail of tha aye-catching arcada cabinet.
{Photo & Bill Johnstan|

> the ‘satellite demo’ into a full
game required a little inspiration -
and not just from other coin-ops. “I
remember playing Asteroids before

| ever started working at Gottlieb,”
says Jeff. "It was my first ‘favourite
videogame'. But | think Kan has said
that the impetus behind Mad Planets
was the laws of physics - gravity,
acceleration, action and reaction.”

eff is rather humble when we

point out what a good job

he did depicting the various

planets and their rotating
moons. “It was just basic animation
principles and modelling skills... an

360

32

3321

w [ Arcade] Stage 32 really pushes the
arcade hardwana to is imits, with
lathal consequences.

“The whole game was written
in the 8086 assembler in 24KB,"”
says Kan. “The background star
animation was table-driven. The
table was pre-computed on my
home computer in BASIC. The
twinkling effect was achieved
by occasionally substituting the
coloured pixels with a blank
character during the game cycle.”
Kan's program pushed the arcade
hardware to its limits, particularly as
the game progressed
and threw increasingly
complex attack waves
at the player. “The CPU
for Mad Planets was
U lot busier under the

hood than Q*bert's,”

DEVELDOFPER  he reveals. “Every drop

interesting challenge with
only 16 colours,” he says. "I
had previously done cel animation
and one job was of a spinning Earth.
| got a globe and sketched out a
pencil test, figuring out how many
frames | needed for the allotted
time... so this was a familiar type

of assignment, except we didn't
have frame rates, only constraints of
memaory and how many foreground
sprites were available.” Mad Planets
used a fairly unique control system
comprised of a spinner coupled
with a joystick. The spinner allowed
players to independently rotate the
direction their ship was pointing,
Asteroids-style, while controlling

its lateral and vertical movement

HGHUIGHTS

of machine cycle was
treated as a precious

with the joystick. This REACTOR resource. The motions
meant creating a series  SYSTEM: ARCADE of planets, moons and
of sprite animations YEAR: 1782 comets were not linear,
for the rotating ship as Q*BERT imcrurem and the program had to

it moved through 360

degrees, something Jeff  YEAR: 1982

SYSTEM: ARCADE

compute the positions
of all moving objects

solved in a very practical EXTERMINATOR
SYSTEM: ARCADE

way. “| remember

making a model and YEAR: 1989

on the screen in the
busiest round {Round 32
with five planets with

taking Polaroid photos to
‘rotoscope’ the ship's positions onto
graph paper and then into pixels

for the spinning effect,” he says. I
had to photograph the model at the
desired stages and at proper scale,
then trace with paper and pencil
over the photos. | then transferred
the shapes into a graphic utility for
designing the sprites.”

25 moons, ten bullets,

200 stars, a comet and an erratic
astronaut plus the ship).”

As Kan mentions, the movement
of the attacking planets was
not random, but governed by a
complicated mathematical formula
based on the real-life laws of

il

.
-

physics. “There w# a ‘rubber-band’
effect between thd planets and the
starship, relative to the distance
between them, a'concept known
as Hooke's Law, he explains. “The
further from the ship, the stronger
the attraction is. Therefore, when
you finish the very last moon that
belongs to a planet that happens
to be at the farthest corner of the
screen, the planet comes straight
at you at a surprising speed. | also
wanted to make sure the game
played fairly. For example, when
the starship was on the right-hand
side of the screen, a comet would
always appear from the left-hand
(opposite) side. The only thing |
hated was the fact the Mad Planets
‘universe’ had ‘edges’ that bounced
the planets even when it was red hot
mad and fast.”

“After we had the basic
game, we spent
weeks and months
tweaking the
parameters,” Kan
continues. “Mad Planeis
was written in such a way
that plugging a few numbers
into a master game control table
changed the whole game dynamics.
Until | played the game a lot, | did
not know that you could ‘swing’
a planet by wiggling the ship and
letting the planet orbit around you
without hitting you. The comet was
invented to kill a play trick like that.
A lot of things in the game were
not by design but a consequence

» The game manusl leabanng artwork by Jeff Lee.

of formulas we chose. But the
parameters we later plugged in
were very carefully tweaked with
hundreds of hours of playing.

We kept saying it was fun but
something was missing... Then, in
the last month, the astronauts were
added. Without them, there was no
Mad Flanets.”

he astronauts floating

around the screen are

a good source of bonus

points and potential extra
lives, and form the basis of a special
‘astronaut rescue’ stage that occurs
every few rounds. “In retrospect, the
grouping of three or four rounds as
a wave and the bonus period at the
end of the group made
a nice rhythm to the
play. | think the helpless
astronauts floating
away from you at the
perfect relative speed
had a healthy dose
of frustration. Some
of those are pure
accident. Someone

= [Arcade] Destroying all planets in & wave befora they
growy [arge nets you a Parfect Aound Bonws.

HE MARING OF: MAD PLANETS

» [Arcade] The comes wene a las-minute sdditon 1o stop
pleyvers taking advaniage of on-screen safe spols
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remarked that Mad Planets had so
much randomness in it. And, no two
games were quite the same...”

“One thing that people should give
credit is the sound effects,” adds
Kan. "Dave Thiel was responsible
for the great sounds in Mad Planets.
Listen to the comet sound, the
harmonious Perfect Round fanfare,
and the sound of your starship
disintegrating, which is probably one
of the best crushing sounds. These
sounds were not recorded from real
life; they were all synthesized from
scratch.” The final notable aspect of
Mad Planets is the distinctive cabinet
artwork, with its striking orange logo
emblazoned across and below the

L€ In the last month, the
astronauts were added. Without
them, there was no Mad Planets } )

Kan Yabumoto recalls the final piece of the jigsaw

DOOS 18 & &
+=00

= [ENES] Apocalypse i, Simon Nicol's thind
gama bazed on Mad Planets, & about fo ba
released as an official cartndge.

control panel, “The cabinet art was
produced by Terry Doerzaph, with a
lot of direction from Richard Tracy,
our boss," says Jeff. “| did produce
a prototype control panel which was
screened onto Mylar, and elements
were incorporated into the manual
cover art.”

Despite being such a striking and
finely tuned game, Mad Planets was
never going to eclipse its stablemate
in the arcades. “0*Bert was probably
the only game from the Gottlieb/
Mylstar company that had received
a fair recognition in the market,”
says Kan regretfully. "Unfortunately,
Gottlieb had extremely weak sales
and marketing resources and our
deserving products went nowhere.”
Although Kan harbours a sense of
disappointment about the coin-op's
limited distribution, Jeff still displays
a degree of satisfaction about the
game. “Well... along with O*Bert,
Mad Planets is included in 1007
Video Games To Play Before You
Die," he points out "They are the
only two Gottlieb games that make
that list. Mad Planets lacked a ‘cute’
hook, but it's a raucous shoot-"em-
up, a totally different animal with
some slightly bizarre touches, and
a tough game, too. The game got
positive reviews back in the day,
but there were plenty of alien
and space shooting games as
competition. | am gratified if there
is a ‘cult’ fan base.” 7

Thanks to Kan Yabumoto, Jeff Lee,
Simon Nicol and Bill Johnston at
www.chompingquarters.com
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New gamea that wish they were uld

“ DEVELOPER: CRAZY VIKING STUDIOS © SYSTEM: PC = GENRE: ACTION

rc lllng
The Viking
: die

il =N

DARRAN JONES
W Like anidiot | forgot to
oF -

back Volgarr The Viking on
Kickstarter. It wasn't that | didn't like
the idea of it, | just forgol. Don't make
the same mistake as me and download
this classy brawler mmmediately.

hrnfretrnflu

M ON VOLGHRR THE ViR

NICK THORPE
st m Don't be fooled by the
NT + Cute sprite design, as

Volgarr is a brutally tough game. It's

certainly challenging but never unfair,

allowing you to really appreciate the
clever stage design.

0z Hu#ﬂwmhuhdhrfmamﬁhtuﬂmpﬂmhu

JONATHAN WELLS
- W 've only just recently

T experienced Volgarrdue to
it arriving on Xbox One's Gold Service.
It's a litile too difficult for me, but
there’s no denying that it's a very slick-
looking game.

NG

INFLUENCES

SUPER GHOULS N’ GHOSTS
ZELDA |I: THE ADVENTURE OF LINK
MAGIC SWORD
ALTERED BEAST
CASTLEVANIA
STAR FOX 64

ust watching the ghosts in the second level
per Ghouls N* Ghosts, trying to figure out
their movement pattern worked. He
ogrammed how characters stand on the
ledges multiple times.”

side-scrolling beat-'em-ups have had

ing of a resurgence thanks to PC digital

butic iit"s this kind of dedication that
Viking truly stand out from its

5. The perfection of the mechanics means that
even when everything is being thrown your way,
it never quite feels like you're being overwhelmed
unfairly. Much like the side-scrolling beat-'em-ups
that inspired so many of Volgarr's mechanics, the
reliance on player skill is always at the forefront - a
factor that has led to many gamers aiming for that
perfect 1CC run.

DAVID CROOKES
W ['ve not actually had
p.C achance to experience
Virlgarr The Viking yet, but its neat
sprile design and clever clothing

system has certainty caught my eye,
Here's hoping it hits PS Vita.
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w |PC] The enemy attack patterns ane mtentonally simple and
aasy W0 learn, the chalenge coming fram unigue bemain,

we| PO Hiddien pashes oftien lead fo nevvard, e moes goid for poi

R

-

f w
ghosts in the second IevelofSuper Ghouls N’
Ghosts trying to figure out exactly how their

RETRP INS
o

e spent a whole day just watching the

movement pattern worked =

» [FC) Thi strict ancs of the beaps recall the classae retro feel of having 1o lne up your umps perlecthy,
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INSTRUCTION MANUAL
FOR
NUTTING INDUSTRIES

NUTTING
INDUSTRIES

When you think of the pioneers of the modern coin-op industry or the game
console business, names like Bushnell and Baer come to mind along with
companies like Atari or Magnavox. As Marty Goldberg shows, the last name
Nutting deserves a similar level of reverence

o

FROM THE ARCHIUES: NUTTING INDUSTRIES

N THE KNGW

hile most talk of the early
video arcade industry usually
centres around MNolan
Bushnell and Atan, there's
another indradual whose
firms and ther contributions
to both video arcade games and the coin-operated
amusements industry overall are arguably equally as
important. Nutting Industrias (NI}, Mibwaukee Coin
Industres (MCI) and Dave Mutting Associates (DNA)
were a successon of companies spanning a 17-year
penod of innovation, resulting in products that either
redefined the way things were or led the way in
showing how things were moving to become. All three
were also created by the venerable David Nutting.

The story begins in 1966 when Dawvid was working
at Brooks Stevens Design Associates, a product design
firm with experience in every industry. Serioushy,
every industry. By this time Brooks Stevens had
designed everything from the onginal Oscar Meyer
Wienermobile to logos and packaging for Miller
Brewing 1o the very first SUV, the Jeep Wagoneer,
which Dawid had assisted on as well. It was around this
time in 1966 that Dawvid got a call from his brother, Bill
Mutting. "Bill gave me a call and told me about hes idea
and asked me if | would be interested in repackaging

his teaching machine into a coin-operated game,” says
David. That idea was a plan to get both brothers into
the coin-op industry, an mdustry they knew nothing
about, with a new ‘game’ based on a product Bill

had been an imvestor in. That product, a teaching
machine for the US Mavy, was designed to test
students by using a filmstrip projected onto a screen
to ask multiple-choice guestions. Students would then
answer by pushing A, B, C, D or E buttons. During
one of their meetings, one of the other investors
jokingly suggested, "Why not put a coin slot on the
guz machine and maka it an entertainment device? ”
S0 now here was Bill asking if he could leverage
David’s design and engineering background to do that
very thing. "1 want you to help repackage my group’s
multiple-choice teaching machineg into a coin-operated
quiz game,” came the call to his brather David in
Mibwaukee, Wisconsin, setting up the same successful
start-up formula mirrored later by Bushnell/Dabney and
Jobs\Womiak; the visionary and the doer.

As David recalls, "Bill was leaming that coin-
operated equiprnent was sold through distributors
located n the magor cities. Bill flew out to Miwaukee
whare we spent several days putting together a plan.
At the same time, Bill visited distnbutors in Chicago,
Detroit and New York, learming more about the

» [Fig. 1] Michwary's Gurdfight{1975), The first videagame with
a microprocessar, thanks to Dave Mutting Associates

NUTTING INDUSTRIES LTD
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FIG.2
FROM THE ARCHIUES: NUTTING INDUSTRIES

—» everywhere because of their perceived edutainment s e o e e
value, Operators would get into a location with the puAaL-1Q
game, establish a relationship and then skowly bring in
pinbalts, pood tables and vending. In a lesson learmad
by both Nuttings and later leveraged by Molan Bushnell
with his creation of the fake competitor Kee Games,
the fact that there were two manufacturars of 'Qui’
games also awoke the marketplace and opened up
more operators and locations. In the amusement -l ——-
industry at that time, a great manufacturing run for a
machme hke a pinball was somewnere around 1,000 to
1,500. Computer Quiz had a run of 4,200 units and 10
Computer had a run of 3,600.

Ower the next several years, David and Nutting
Industries continued on the edutainment arcade game
path using the same filmstrip technology, startng with
a two-playver version of 10 Computer caled Dual 10
Computer and then varous quz replacement packs
as well as another version of the unit, called Golf 10
David also locked to diversify by hooking up with
a manufacturer and distnibutor m London, England,
creating a subsidary to market non-coin-operated
varsions to educational institutions as Modec Inc, and
by expanding into food service vending machines
via some patents that Harold's father ovwvned, It was
the game offerings that needed to grow, however,

VWHERE ARE
THEY NOW?

David Nutting
Retired and Inaing m Arizona, in 1984 Dand
had moved to Colorado to study quanium
physics. He's now the author of two books,
the 2005 released Language af Mafure —
Guarnium World Revealed and the 2012
Secrets o a Creative Ming: Become the
Mzster of Your Mind

®  TIMELINE.

FUTER DEVELDPEL
HUTTIN

w [IFag. 3) Dawid Mutting warking at the
drawing board in 1972 at MCI FIGS

Jamie Fenton
Jame now Ives in Sunmyvale, Calitormia,
spending the last 30 years working fora
long line of game. graphic and software

u |Fig. 2| The ariginal headguarters for all threa
companies a5t 3404 N Hotton Strest in Mikvaukes, W) as
it appeared o 1972 when iowas Enown as ML

company start-ups, she currently works for

=  business. My expertise was design and engineenng Amazon's Lab 126 on the multmedia and
and Bill's was in marketing. So our verbal arrangement
at that tme was that | would design and engineer the
final product and Bill would be the marketing and sales it would not shed untl the 1970s when

| had a good friend who was an electronic engineer videogames took over the industry. New York State
with Cutler Hammer. Harold [Montgomery| designed even had a ban on pinball games that lasted for over 30

all the circuitry and | designed the cabinetry and years, treating therm no differently than slot machines

he US com-operated industry was in the
midst of a long battle aganst the stigma of
gambling and organised cnme; something

= [Fig- 5] The mandial far Nutting
industrees’ 10 Companar
Togethar with its twin Computer
(i by Mutting Assoiciates, it
opened up locations formerly
closed 1o arcade games thanks
10 Dhesr Sesidly FEpUTATION Over
the preceding decades

perfarrmance teams for the Amazon Kindle

and Kindle Fire taolets

Alan McNeil

After creating the follow-up to Berzerk,

electrormachanical devices like the projgctor.” or other gambling devices. By the |ate 1960s, the Y called Frenzyfor Stern Electronics, Alan
The arrangement worked fine as the prototype was  industry had organised under the Music Operators of ' IHI d b h - d also went on to do Winter Games and

developed and tested successfully; that is until another  Amenca (MOA), The MOA's existence owes itself Wante to e t e In UStry Sub Bartle for Epyx, but has chiefty spent

relationship — one that usually takes a toll in any start- to the age-old battle against the US music industry the last 30 years as a software developer

leader and develop the

up - took precedence. Bill's wife Claire decided she that Steve Jobs more recently fought in the format
didn't like the arrangement and played the divorce card,  of digital rights management (DRM) and ‘renting’ ﬁ . - b ll"

threatening to become another notch in a staggering of digtal music. That being the music industry has rSt m Icrﬂpmcessor pl n a

statistic. Silicon Valkey has the highest divorce rate in consistenty tried to squeeze avery nickel and dime DAVID NUTTING ON OBTAINIMNG INTELS FIRST MICROPROCESSOR DEVELOPMEMT SYSTEM
California, and California itself is 20% abowe the rest out of peopla’s enjoyment of music that they could. ¥

of the nation. Bil didn’t want to become part of the The MOA was started in 1948 by a group of influental FIG.6

wiriting apps across a plethora of platforms

as aconswitant.

?
N
?

statistic, so he called David and said he was going

to manufacture the game in Califomia and that David
should shut down his operation. | he news wasnt
what Dawid wanted to hear, but it was also obvious
to Dawd that the current working relationship he had
with his brother wasn't going to work, He had alreacy
sunk way too much money into the operation to stop.
S0 the brothers went their own ways and started
their owwn companies to market the same game. Bill,
under Mutting Associates, would be marketing it as
Computer Ouwiz and Dave, under Mutting Industries,
would be marketing it as 10 Computer. Setting up

a manufacturing location at 3404 N Halton St in
Milvaukee and hiring Eugene Wagner for marketing,
Dawd’s game became an instant success las did
brather Bill's), though for a reason neither of them
initially knew about.

jukebox distributors and operators to fight against the
repeal of the jukebox royalty exemption. It eventually
grevy to bacome a powerful organisation representing
the entire spectrurm of com-operated devices, including
elactromechanical, pinball, pool tables, jukeboxes and
vending machines.

At the time of the release of Computer Quiz and
1Q Computer, the MOA had been working hard to
fight the typecasting of coin-operated machines,
specifically pinball — a stigma that had severely
imited the number of locations operators could place
machines. For instance in Los Angeles, Califomia,
about six hours south of where Bill was living, pinball
machines were banned until the mid 1970s. The
Mutting brothers' games proved to be the right tool at
the night time as operators used the machines to work
thedr way into new locations. Both games could go
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w [Fig. 4] A page from Bally's owmn propect leghaok showing some of the projects being purswed in 1978, A fair portion wena by Dave Nutting Associates (istod as ONA)

MILWAUKEE, WISCONSIN 53212

and in 1969 they introduced The Puzzier designed

by that same London firm, Ward Marty Johnson
would replace Eugene as marketing head by the end
of 1969, just as they wera working on their most
ambitious project. Initially titled "Laisure Time Coin
Game', by the time of its unveding in October 1970 it
was renamed Sensorama The first arcade game to
feature a professional sports tie-in, it was designed for
placement at bowling alleys and featured 13 audiovisual
beowling lessons given by pro bowler Dick Ritger.

By 1970, though, it was clear that these educational
arcada games weare running thair coursa, and with
electromechanical (EM) arcade games already being
dommated by the likes of Bally, Midway, Chicago
Coin, Williams and Sega, a new format was needed.
Brather Bill Nutting and his Nutting Associates got
ther new format in the form of video-display-driven
arcade gamas when Molan Bushnell had called up Bill's
sales manager David Ralstin out of the blue. Dawd
was certainly open to the same synergy between
new technology and games happening, and went so
far a5 10 place ads n local newspapers looking for
people to submit ideas. However, overall he wanted to
expand the progection technology into fully projected
games based far away from the realm of quizzes
Looking to create a umque first-person expenence with
WWI airplane dogfights, in 1970 he began work on
what would be the last game released under Nutting
Industries, Red Baron. Using a pre-rendered animated

™1 film that functioned by jumping to different animations,
much in the same way LaserDisc games like Dragon’s
Lairwould some 12 years later, the player was given
the sense of flying & WWI biplane into aenal combat.
It was accompanied by recordings of actual machine-
gun fire and plane engines along with haptic feedback
in the form of the controls vibrating every time the
plane's gun was fired. Unfortunately, Nutting Industries
ran into bad financial problems afterwards, forcing
David shut it down and start over

It was in the exact same location, and with some
of the same people, but on paper Milwaukee Coin

u |Fig. &) A special comn Devid Nutting had
maurted to give out af the Music Dperators
of Amenca (MOA] show in 1968 = 1he
main: coin-op show in Amarnca

FIG.7
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u [Fig. 8| David Nutting's brathar Bill with
his most famous product, Compuitar Space.

u |Fig. 9] Jamie Fenton's video coin-ap development statcn
around the trme of her games GOAF and Hobdy Hodo

— Industries (ML) was a brand new company. MCI

was camying on where Nl had left off and producing
filrn-driven war-themed arcade games like Blue Max,
Desert Fox, U-Boat and Flying Ace. However, it was
the direction that David and the MC| board wanted to
take in 1972 that really set MCI apart frorm other coin-
op companies. Fems at the tme sold to distnbutors
and what are called operators, the people who actually
run the machine on location. At the time, most
locations were usually arcages, bars and bowling aleys.
Coin-op companies might put their cwn machines out
at these locations for testing during development, but
they newer actually owned the locatons.

One of MCI's customers gave it the idea to change
all that. Durning the 1960s, Jules Milman and his
cormnpany American Amusements Inc had sought to
wipe out the negative image of arcades by designing
a new breed that were 1o be placed at the then new
concept of mega shoppaing centres in the Chicago
area, more commonly known as shopping malls.
Called Caroused Time, these family-friendly locations
with carpeting and a ban on smoking and eating on
the premises were far different than their seedy penny
arcade counterparts. The success of Carousel Tirme
led the MC| board to decide it should look into running
its own mall-based locations featuring MCI games.
Based on the successful ARed Baron game (which had
spawned the recent Super Aed Baron follow-up by
MCI), the first Red Baron Amusemeant Center debuted
in the Milwaukee area Mayfair mall in 1972, Within the
year they had grown to about seven locations in the
Michwest. Nolan Bushnell also tried to duplicate the
idea in 1973 with Atan's own mall-based arcades in the
San Francisco Bay Area, such as at Bay Fair Mall, but it
never quite caught on (at least not until he combined it
with pizza to create Chuck E Chease). However, futura

David Nutting partner Bally did manage 1o succeed
with its own in 1974, .. by purchasing Amencan
Amusements and rebrancing 1t as the (more recently)
well-known Aladdin's Castle

th the success of the locatons and
the EM arcage game market starting
to shrink dunng 1974, the MC| board
wanted 10 concentrate its resources
on the Red Baron locations. David, meanwhile, wanted
1o imvesbgate the new form of electromics called
microprocessors. The gateway into this futunstc world
armved via an Intel rep who had stopped by MCI to
extol the virtues of the firm's soon-to-be-releasad
4040 4-bit microprocessor. He took new hire Jeff
Fredariksen, who had experience programming a
gurroughs rmanframe computer, down 1o an Intel
seminar in Chicago. | wanted 10 be the industry
eader and develop the first microprocessor pinball,
| corvinced them to sell us one of the first
microprocessor development systems,” says Dawid.
Developed under a consulting contract with
Bally, the pinball project also led to the creation
of the final Nutting company in this article, Dave
Mutting Associates. David formed DNA, a game
angineenng firm, as a partnership between him and
Jeft Fredenksen i the early summer of 1974, On
20 August, Bally in turn sent themn twao Flicker pinball
machines (a game yet to be released) to retrofit
nto solid-state microprocessor-based prototypes as
proofs-of-concept. Completed by September, the new
system was demoed to Bally management at the end
of the month and over the nesct several years became
the blueprint for the burgeoning microprocessor-based
pinball industry, whose machines ware distinguished
by thesr glowing LED score displays.

FROM THE ARCHIUES: NUTTING INDUSTRIES

It was night around this time that the duo pursued
ther greatest accomplshment, however. The Intel
8080 had been released that past Apnl, and acconding
to Dawid, “As soon as we were able 1o acquire
the B0O80 processor we developed our videogame
hardware based on a mass BAM system. For every
pixel on the screen we had a dot in memory, gving
us full controd of the entire screen.” What Dawvid is
describing s the frame-buffer-based process now used
by every videogame con-op and consoke known 1o
man: bitmapped graphics. Already in use in high-end
graphics research computers at the time, Dawd and
Jetf were the first to see its potential in videogames.
Video arcade games and home consokes in that penod
were manualy generating hardware-based sprites
{called ‘stamps’ In coin-op industry speak), even once
mcroprocessor-based games became more common,
a0 the process they introduced was truly far ahead of
its time, enough so they knew they'd need to look for
some programmers to hire for future projects.

Jeff had been attending UVWW-Miwaukee at the
time he joinad MCI and studying under Richard
Northouse, a professor in the School of Engineering
and Computing. Approached for some students
skilled in programming, Richard contracted out two:
Tom McHugh and Jamie Fenton. Recalls Jamie, “|
entered the game busmness a little reluctantly. AR
the tales about Bally being part of the Mafia etc.
Since | was in Milwaukes, | did not know about the
Chicago scene, For a few weeks we worked for
Richard and were later hired on directly to DNA. My
first assignment was "Mirco Pin'. Mirco was a pinball
company that Jeff and David pursued a relationship
with independently of Bally. It was ke the Bally Fireball
but had more going on. After that | got to work on
a blackjack game on the wdeogame hardware and

that really impressed Dawd. | remember the place
Iwhere DNA was located] vividly. It was a commercial
space shared with the Red Baron arcade game chain,
and there were a lot of games 10 play with. You just
wandered around with an extension cord.”

According to Dawnd, the first game they started
for Bally subsidiary Wdway on their neww hardware
was a baseball game (eventually released as Tomaoo
Basebal), but it would be Torm McHugh's project
that would hit the market first for Bally in Novernber
1975 Gun Fight, Midway's licensed version of
Taito's Westem Gun. In a process similar to what
they had done for the Flicker pinball machine, the
game was gutted and retrofitted with the bitmapped
microprocessor-based system they had designed.
With Gun Fight, the video coin-op industry had st
met its future, And as Dave further notes, it wasn't
the only industry 1o be affected. “Owur system used
a frame buffer of RAM that would write to the CRT.
RAM in 1975/76 was n short supply. In order to get
a good price on RAN, Midway had to commit over
threse million dollars on thair first release. This order
consumed over half of all RAM in production in the
world at that time, causing great shortages to other
industries.” Also according to Dawvid, Taito tumed
around and copied their B0B0-based hardware for its
game Space lnvaders.

From there, the now classic Sea Woalf (by Tom) and
the racing 280-Zzzap (by Jamie} games followed, along
with the previously mentioned Tomado Baseball The
string of hits led Bally to buy out DMNA outright, and the
group moved down to Chicago to essentially become
Bally/Midway's research and design wing in the same
way that Cyan was for Atan. It was folowed later in the
year by the start of the design of Bally's simultaneous
entry in to the new home computer and programmable

DEFINING GAMES

Wizard Of Wor 1981

Gun Fight 1575

Released by Bally subsidiary Midwany
Mfey it was originally titled Weslern
unand released by Taito in Japan
D& turmed it inko a MiCroprocessor
conlroled arcade videogame,
ntrogucng software coding to the
indusiry. Acconding to David Mutting
it release caused a RAM shortage
in other industnes, it's also the frst
game o feature bimap graphics, 8
concepl oty previousty svailable in
high-end graphics researth systems
at uriversities and conporations

Sea Wolf 197

Featuring a life-size periscope, it's
eseanfially a videogarme version of
Michway s earlier electrormechanical
games Sea Rader and Sea Devil Its
advanced sound effects and first-

person envirgnment proved a big hit

in the mid=1970s and it remained one

af the most popular games of the
penod untl Maway released Tatos
Space invaders in 1978, That same
vear, the sequel Sea Woilf N was also
released, allowing two-player achon

with side-by-side periscopes

Boot Hill 1577

The 1977 follow-up to Gur Fight
Boot Hill was programmed by Alan
MicMeil who later did the arcade
classic Berzerk for Stern. Using dual
poysticks 1o contral the positions of the
cowboy and his gun, it also features a
colourful western backdrop that the
game is projected onto via a reflective
glass technique comimon in games
of the period. Besides expanded
gameplay, it also added a death

song and burial of the player on the

infamous Boot Hill

GORF 1981

Jarmnie Fenton's dassic shool-em-up
features several games inone, along
with speech synthesis: “We used

the Tl speech chip = somelimes

[it] would vocalise using garbage
rnerniary and it sounded like people
spseaking in tongues.” With levels that
nciuded licensed versions of Mamcos
Galaxians and Taito's Space Invaders,
hat reasor stomne i why there are not
mary GORF ports out there, according

to Jarmee,

Dlanvid Mutting and Bob Ogdon’s garmse
was inspired by the scene in Alfen,
where Sigourney Weaver is fracking
the escaped aben via a small monitor,
Lisimg the sarme speech system

and style of launbng as GORE the
standout feature is its very theme

the wizard. "When we put a voice

inte the rachine, that got us into the
mythology of whao, exactly, was doing
the talking. So we imvented the Wizard
We used the Wizard to disnupt the flow
of the game, explained co-desigmer
Bob Ogdon o Amie Katz n 1982

FIG.10

“This order consumed over half of
all RAM in production in the world

at that time”

SRR

DAVID NUTTING REVEALS HOW GUN FIGHT'S PRODUCTION CAUSED A GLOBAL RAM SHORTAGE

Action

(raphics

i 1981, David Nutting and Bob Ogdon created

staffed by many of the same people under
DMA who had originally been programming
& darectly urider

Mary of these games were direct
different titles, such as Mundcher(Pac-Man),

incredible Wizard{ Wizard OF Wor), and Space

Fortress (Space Zap). Action Graphics also

ke the 25600, 5

- 1o explode in 1

started doing contract work creating games

for many of these third-plirty companies, or in
i.l_':r‘1'||_' CASES POrling games thizy had done on
another pl Harrr. In an example of the latter,
they did Activision's ports of Beamrider for the

Atari 5200, ,-"j.l_gl ri 8- -::|_':r'1'||;j;1_,'11'_="=_'-., Colecovision
'

* and Cormmodore &6, Action Graphics laste

* & year after even DMNA had been shut down,

|h;',-|_||;_"l oy that tirme consicdenng ’.|'h_*"|j:'_|||_.J.|_'|£¢j=

of the US console indu siry} it was doing

» mastly compuler games. 5

FIG.11 I

console markets: The Bally Home Library Computer.
Created as a full-colour bitmapped personal computer
and gaming console (the first bitrmapped frame-
buffered conscle, in fact) that could also be leveraged
N néww coin-op desians, it saw a mail-order-only

# |Fifj I'I] The back of the mecoprocessar-dmen
Flicker pinball maching's backglass showing tha
modifications Jeff and David made to support LED-
basad sconng (e hrst af ks kind)

release in September 1977, with wide release in 1978
as the Bally Professional Arcade. Mare hits followed for
DA, most notably Wizard Of Wor and Jamig's smash
game GORE Howewver, the video coin-op industry
went through a crash starting in '82, causing many
firms to either downsize or leave all together. Sadly,
DMA didn't survive and was shut down by Bally n early
1984. Interestingly though, this was just as Bally was
acquinng the game firm Sente (founded by several ex-
Atan coin-op engineers and helmead by none other than
MNolan Bushnell), wiach would serve the very same
purpose as DNA over the next four years. *

Special thanks to Keith Smith.

u[Fig. 10] DMA developed thes hybrid game console and computer system in 1976, released
in 1977 It was later renamed the Bally Professional Arcade and then Astrocade
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PLAYSTATION

SONY COMPUTER ENTERTAINMENT - 1953
As a PlayStation-owning teenager, |
resented Ape Escape a little bit. Mot
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>> Qur latest
issue looks at
the spiritual
Successor

to Micro
Machines,
takes to the
skies with the
remastered
Wings and
discovers if
Halo is still the
definitive first-
person shooter

% PICHS OF
THE MONTH

DARRAN
Legend 0 Grimrock 2
Anmcradible sequel that
massively improves on
the original, while fesling
refreshinghy obd-school,

Itwould have besn nice to
see some new mechanics,
butthis is stll greatfun,

100 RETRO GRIMEA

Toyboz(

= FEATURED S5YSTEM: PC
(STEAM)
w» ALSD AVAILABLE ON:
P53, XB:0X 350
RELEASED: OUT MW
PRICE: £11.59
PUBLISHER:
CODEMASTERS

DEVELOPER:
IN-HOUSE

» PLAYERS: I-4

-3

-]

= Tha ariginal Micre Machines
mada its debut on the NES,
quickly getting ported to many
other home systems. |t becama
a big success for Codemasters
and numerous sagquals followed,
including twa spin-oits in the
form of Micro Maciwes Mifary
and Micro Maniacs. The last
gama, Micro Machimes W4, was
raleasad in 2006

= | PC] While the emironments do a
goad jab of emulatng the angnal &,
thay da haisl a File subsdwad

Micro Machines
remains one of the
greatest party games
of all time, so it's a
brave, or perhaps
foolhardy, developer that tries to
improve on it. Codemasters is obwioushy
feeling brave, as it's decided to reboot
Micro Machines — onby this time without
the actual lcence.

From the moment Toybox Turbaos
loads up with its very farniliar-looking
logo, it's obvious that this s a new
Micro Machines game in all but
name. The colourful tracks made from
everyday items are present, thera's a
solid collecton of toy vehicles to collect
and the amazing multiplayer mode that
made the onginal games so much fun
to play is all present and correct. Start
playing Toybox Turbos, however, and
you start to realise that while the game
s obviously very enjoyable, it lacks the
magic that made the earher 2D titles
such a joy 1o play.

This 15 most noticeable when you
consider the handling of the many
vehicles on offer. Thera's an impressve
range from which to choose, from ice-
cream vans to roadsters and bulldozers,
but the handing is not as tight as we'd
like. The controls often feel a kttle floaty,
meaning you don't ahways feel that you
have full control over your car. Things
are naticeably improved when playing
with the D-pad, but it still lacks the
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Turbos

precise controls that made the early 2D
garnes so much fun to play, or even the
solid handiing of AMashed

While the handling isn't as tight as
the earlier games, Codemasters has
included a vanety of game modes to
keep the gameplay fresh and exciting.
Classic is your bog-standard four-player
racer, with weapons thrown in for good
rmeasure. Time Tral seas you trying to
hit a specific time target in three laps,
while Owvertake has you trying to pass
a set amount of other vehicles, again
in three laps. Countdown has you
racing against an ever-decreasing clock,
requiring you to pick up alarm clocks to
exteand your timer, while Escapea has you
trying to outdistance a wave of water for
a specific distance. Elminator is saved
for the boss battles, tough encounters
that can be mare than a little frustrating
on the |ater stages.
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CAN CODEMASTERS RECAPTURE
THE MAGIC OF MICRO MACHINES?

» [FC] Coing ane used tn unbock
niww wehicles, Don't worry, they're
all surprisinghy aasy to collact.

» [PC] Who says cvertaking &
conbineous number ol idenbcal
wvatecles cant ba fun?

Machines
The original NES
classic instantly
gained attention
thanks to its highly

Micro

Machines 2:

Turbo

Tournament
The sequel delivered
a host of new vehicla

types, each handling

addictive gameplay,
well-designed courses
and miniature theme
Its success led to ports
for other consoles

i_-'lﬂl::i (o8] r'T'1|'_'II_J h;' rs.

2 3rd

r"‘*‘; R 4
'8 4 ' - :
62§ Apcd

-

i

A N .

% UHY NOT TRY

¥ SOMETHMNG LD
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structure-wise, Toybox Racers is
split into seven different cups, each
based around a specific vehicle type.
One cup has you teanng around in fire
engings and ambulances: the next,
taxrs and ice-cream vans. Each group
handles differently to each other, with
each vehicle costing a certain amount
of coins to unlock. Fortunately, coins
are awarded at the end of every stage
and can be pickad up IN-game, meaning
it shouldn't take too long to complate
YOur garage.

Certain modes also include a
nurmber of weapons, many of which
have appeared in later Micro Machines
games. Mines, maching guns, magnets
and boosters are just a few of the tems

differently. It also
introduced a league
mode while the Mega
Drive cartridge had
four-player support.

"I\

Micro
Machines
Turbo
Tourmament "96
I'his Mega Drive
pxclugive is the best in
the series. In addition
to new and updated
tracks it also features
a superb construction
kit, meaning lots of
lovely longewvity.

¥ SOMETHMG MELW
TABLE TOF RACIMG (PS5 VITA)

on offer and for the most part feel
fairly balanced (aside from the rather
powverful hammer). Those looking for
a more pure racing expenence will
be pleased to hear that weapons can
be turned off in multiplayer, but its a
shame that this option wasn't made
available in single-player mode.

Ancther particularly annoying issue is
the inclusion of mines on certain stages
{and in multiplayer games). The fast-
paced nature of the game means you're
often on top of things before you have a
chance to react to them, which makes
them axtremely urnwvelcome.

The real question that rany waill
be asking 15 how well the multiplayer
halds up. While we didn’t get much

Micro
Machines
Military
Another Mega Drive
exclusive that only
appearad in FAL

Micro
Machines V3

This was the very first

Micro Machines game

to be portrayed in 3D
and it was huge to

boot with 48 coursas,

REUIEWS: TOYBOH TURBOS

Micro
Machines V4

The last Micro
Machines game

had an emphasis on
collecting, with 750
vehicles to find and

# [PC] The mashing hemmer makes & retuen, but
feals 3 Bile o0 powerhul, partculasly in Elmination

regions. It's notable for
including a selection of
military vehicles, but
suffers from having
frustrating time limits
and balance issueas.

opportunity to play online, the local
multiplayer does a very good job of
emulating the thrills and spills of the
orginal games. There are a number
of usaful options on offer and the
point system used s classic Micro
Machines, nght down to the bouncing
the victorious car makes. In fact, the
anly real downside is the inclusion
of the aforementioned mines, which
takes a great deal of skill away from an
othenase very balanced mode. Hera's
hoping a patch comes out to make it an
option instead of being compulsory.
Like the multiplayer, the track
design is also of a very high standard,
with a vanety of stages that look as
if they've been plucked out of earlier
games. Leaping over shces of cakes,
racing across ruler-created chasms and
skirnming across disk-filled sinks will
instanthy remind you of the franchise’s
glory days, while a number of interactive
hazards - from food mixers to Bunsen
burners — ensures that it's not just the
other racers you nead to worry about
The track design 5 extremely good,
with rmany of the 18 availlable tracks

p——
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32 vehicles and a
selaection of different
game modes. It
catered for up to eight
players, 100,

trade. It also included
a silly number of
power-ups, from
homing missiles to

plasma guns.

# [PC] Escape mode sees you trying to
ouirace & rever-andmg Supply of water

having a variety of shortcuts to exploit.
It's something of a pity then that the
actual assthetics of Toybox Turbos ang
surprisingly lacklustre. While it captures
the chaotic colours of the earlier games,
textures are surpnsingly ugly, giving it a
somewhat cheap appearance. It's the
racing that matters, though, and while
it's far from perfect, there's still plenty
of goodness here 1o justfy the small
askmng prce. *

In a nutshell

It lacks the super-tight controls
of Micro Machines, but the track
design and fun multiplayer mode
will keep you coming back to it.

> Score 72%

® |PC| Some will redish the
extra cha l-E"Il'=|I! that the mengs
e, bl wod Tound Them
axtremety aggravating
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>> BEvery month we look at all the classics and latest releases that are available to buy or download

o [PC) The cutside lncations really add 1o

% PICH OF THE MONTH ““%ﬁ = e E
Legend Of Grimrock Il s ’ b .

» System: PC = Cost: E17.99 = Buy it from: Online

We were mightily impressed by Expansion also comes 1o the races and
Legend Of Grimrock back in 2012. It character classes, greathy improving on
not only captured the spirit of classic  what was available n the ongnal, While
adventures like Eye Of The Beholder there is only one new race, it's a good
and Dungeon Master, but updated one. Ratings have similar charactenstics
them, making it feel fresh and new. to Halfings, being small, dextrous

And this follow-up improves on the individuals that are good with locks. It's
original in every possible way. the dasses that have been massmeh

The key difference is that you're now overhauled for this sequel, with the cast
impnsoned on an island. While there’s stil swaelled by five for a total of eight. The at flinging both spells and daggers, whike ;ifffumfl';‘]ﬂﬁ:ﬁ#ﬁ‘ﬁjﬂmﬁhﬁ?mm
plenty of dungeon dehing, the expansive alchernist, barbanan, battle mage, fanmer the alchemist can create a vanety of useful :
new ervironments really add to the overall  and knight all play differently from each potions. The barbarian and knight both
expenance. The island of Nex begs to be other, allowing for far mone vanety on offer musche, but have distinct handling.
expioned, and the nature of the stunning retum games. The farmer is a particularhy The skl trees have also been revisited,
locations means you'll be imestigating niteresting addition, as he eams allowang for more individualism between
every nook and cranny 1D ensune you expeanence from eating food instead of heroes, making your party far better
don't miss any hidden goodies, kiling monsters. The battle mage s adept equipped for dealing with the tougher
rmonsters thrown at you. Add in a greathy
s [PC| There's a variety of puzzes to improved combat system that features puzzies if an area is too ncky. As play
solve thatgel quite tricky later on. weapan-specific attacks, and skimnishes continues, you'll encounter occasional
becorme far more thought-provoking, battienecks that can sometrmes halt
particularhy when taking on the equivalent progress. It's a small guibble, though,
of the island's bosses, when such major
Puzzles also feature heavily and prove Improverments 9 2
to be the only real sticking point. Initially hawe been made
o [PC] Wy cam we never find timy %
spiders when we go exploring? yOu can go anywhere you ke, leaving evenywhere else.

Pokémon Alpha %%~/ | Wings:

Halo: The Master
Chief Collection

' Remastered Editi
Sapphire/Omega Ruby Edition
» System: 305 » System: PC » Sysie xﬁ’&g‘f
» Buy it for: £3999 » Buy it for: £1299 ﬂBu‘y!thr: | _
» Buy it from: 30S eShop, Retail » Buy it from: Online » Buy it from: Xbox Live, Retail
The latest Pokémon adventure is a remake of the After a successful Kickstarter, Cinemaware’s Wings This is arguably the best HD remake we've

Auby and Sapphire versions that oniginally appeared update is finally with us. At its core it's a shoot- ever seen. Halo: Combat Evolved remans an

on the Game Boy Advance, and the expectad ‘erm-up, but one backed up by a superb, poignant incredible shooter, while Halo 2 has baen massively
audiovisual upgrades are present and cormect. But it story. Gameplay is divided into three sections: aerial overhauled to celebrate its tenth anniversary (and
st just the aesthetic that has been revitalised — for cormbat, bormbing runs and strafing runs. The aerial you can switch between both versions at will). Less
the first time ever, you can sneak up on Pokémon sections are the best as they often pit you against attention has been paid to the newer games, but
to identify their characteristics before battiing them. muttiple enemies that get progressively tougher as they all benefit from the move 1o 1080p and the
This makes it a great deal easier 1o buld a balanced you fise through the ranks, but the rermaining two nevy frame rate, which only occasionally dips when
tearn and as you gain the ability 1o share battle sections are diverting time-wasters 100, The lack the action gets hectic. It's the sheer wealth of
expanence early on, it's easer to enjoy the senes’ of mission vanety does let Wings down, but the content that makes thes collection such great value.
tracktionally deep battle system than it was in the strong story ensures you'll keep on playing. While The multiplayer options are mind-boggling — it's
Game Boy days. Omega Rubyand Alpha Sapphire the visuals and audio have been greatly improved, possible to play specific playists of the best stages

will undoubtedly appeal to die-hard fans of the they still lack polish. The ornginal MIDI soundtrack is —while the presentation is faultless. What a pity
sanes, but the new features alsogo a 92 also included for added authenticity. A 70 mmmmmm"m az
long way 10 re-engaging lapsad ones. % good update of a great game. % curmantly run a big part of the game. %
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CHOOSE \/OUD FDEE CODY

+ SAVEUPTO 17% ON
THE SHOP PRICE

* FREE TASTER ISSUE FROM
OUR BEST SELLING TITLES

= THE IDEAL
CHRISTMAS GIFT
THAT LASTS ALL YEAR!

FIND OUR FULL
RANGE OF
TITLES AT THIS
GREAT PRICE
ONLINE!

ONLINE Al

H'IHITHHHS _ mum ALL ABOUT HISTORY HISTORY OF WAR : :
The action-packed science and Everything you need to know about  Bringing history to life for the The stories, strategies, heroes and www_m]agmesuhs.(u_ukfmsmg

technology magazine the world's most amazing wildife — whale family macnmea of histonic conflicts
13 issues, save 17% 13 issues, save 4% 13 issues, save 4% 12 issues, save 7%

__ OEDER HOTLINE
GAMERS SApuﬁmfeg +44 (0)1795 592 869

porcrron] ORANGS %~ 2 B AN
ﬂf.%ﬂ%ﬂﬁﬁ tools for mgﬂﬂm magazine %ﬁgﬁwﬁﬂwﬁﬂmﬂf %ﬁmﬂ' One Mmagazine for YOUDSELF[

enthusiasts and professionals for classic gaming the universe sa-fi, fantasy and horror fans _ ; .
12 issues, save 17% 12 issues, save 17% B issues, save 4% 12 issles, save 17% Use code 5142 for this extra-special price.
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B making games for the Oric and how to rework Uridiu
- 50 to begin with, what led to
Oricium being developed?
It all started as an experiment,
really. | wondered if it would be
possible to make a fast scrolling
game on the Oric including, of
course, masked sprites, lots of
anemies and elemeants around,
and some kind of parallax effect.

The Oric s a bit imited

in this area, as there are no
hardware sprites, no video chip
to help, the screen memory 1s
hardwired - 50 no hardware
double buffer of any kind - and
there is certainly not enough
CPU power. It seemed difficult,
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I've noticed
links to Itch.io
turning up quite

I

[Ciric] B SEING Eve (D ey

r and it was.
a bit I'ECEﬂﬂjﬁ ’ g r fod ol e - Were there any particular able to include some original
the service Is S Gl R R o ,.r There's also a puzzle element high or low points music, but that is simply beyond
d pl.al‘f(]rm for E u |_ to the game. Was that always during development? my abilities.
distributing ? in your design? There are always low points, |
|nd|'E gal"nEE Mot really. At some point during guess. Mostly when you have What kind of feedback
run h}(jUEt one the development | had most something nearly working and hama you received from
who is -STTACK of the elements ready, but | what is left is to give shape to Oric gamers?
FEI =0N, knew | didn’t want to make a everything, testing, polishing Always positive and
h I'EE'I-:':E" all ‘N’ Flag is a simple game for S0 far so simple and many readers if the funding is thers, producing physical AT T direct port of Uridium. | wanted and cutting out things so you encouraging. This is an
In IE'EH the MNES that was developed who have previously dabbled with BASIC cartndges as well. The game can be to mix elements from other end up with a final product. incredible community that gets
to WEtCh f[!'" over a couple of days inhEpAEIE on home computers will possibly have downiloaded in its cumert form via the classic games and | definitely excied with new develc:pn?ents
In‘dl'E ﬂan"tl and released in 2013. At the start of each written something similar too, but the page behind Kikstart.eu/ball-flag-nes for [Z0B1] The zed-word Don't say 1 didn't want to make it just kil In hindsight, would you have and always concentrates on
fans andit’ ievel, the player-controled ball is durmped game's author, Lionel Barasc, is wanting a minmum fee of five dollars and there are P—— enemies or targets until the done anything differently? the good points. | find myself
bE' mtereshng rnto a randomily generated arena and must to take the development of Ball V' Flaga inks t0 a couple of places online whene M 0 R E B R AI I I N S level is done’. Then the idea of Mot sure, | guess that the same many times asking for honest
to see If more make its way 1o the flag before a strict ittle further to add things e presentaton thera is a free download as wel, maaning the small puzzle came in, but systermn could have been usad criticism, because it's the way

8- and 16-bit
coders consider
It as an option
in the future
since just about

tmer expires. Each level ncreases the
number of blocks dumped into the screen
and, because they can sometimes be
placed in ways that make the objective
mpossibie 1o reach, tha player also has a
stock of bombs which can be detonated
to blast away the squares directhy

cooe and n-gamea sound. He'd also ke
to puksh the game s source code with
docurnentation — essentally producing

a senes of tutonals about writing BASIC
gamias on the NES - along with offering
the vanous tools used for download and,

that it's possible 1o try before buying. It

be interesting to see how this game grows

if NES owners fund it wath those five-dollar
purchases; we think it'd benefit from
pyrotechnics for the bornbs, smioother
movement and perhaps enemies

We've already looked at the graphical adventure
Zombi Terror for the Spectrum, but now Kabuto
Factory’s love letter to zombie survival movies can be
played on a 16K expanded ZX81 too; the graphics have
been rendered using the machine’s text mode rather
than relving on an expanson = 50 they re chunker than

| can't rermember if someons
else suggested it. The only
thing | had somewhat clear
from the very early stages in the
development 1S that | wanted to
include references to growing
up in the 1980s with the music,

to make a totally different game,

and you are never sure if that
would have been a better idea.
You always end up regretting
not having done this or that bit
differently or not being able to
include some ideas. | would

to improve. And even criticism
is always nice and constructive,
50 | can only be grateful.

Finally, do you have any future
plans our readers would be
interested in?

d iNg can
e el

| will rest a bit and will ponder
on other projects and challenges
that | might get involved in the
future. | do these things just to
leam and have fun, so | will keep
on doing them as long as | am
able to. There are many games
| lowe that could be a source
for new ideas, and | already
have some in mind. | think the
next project will be disk-based
again — as Pinforic, Space:1999
and 1337 were — to broaden
the possibilines

Thanks 1o Retro Gamer for
the nice interview and keeping
the retro gaming culture alive!

the Spectrum and everything is black and white = but some enemies, level names etc. have loved to be

the zombie fighting gameplay rermains the same.
Head to Kikstart.eu/zombi-terror to find all

versions of Jombi Terror available for download, along

with ordernng information for ZxX81 cassettes

surrounding their postion as neaded, An
exctra bormb s dished out for every level
successfully deared and running out of
tme wall ena the game.

to see how this
owners fund it

it'l be interesti
game growsifN

EEE—

(- ' ¥ Ever seen the Atan 2600 pretending W Shaun Bebbington's Minesweep Mini
to be an LCD game? Well, that's what for the VIC 20 is out, with an enhanced
Game Panic LCD does. Cronosoft release coming soon.

There may be

no new Dizzy

ames, but at

ast we can

always look

rd to A Air Sea Battle is a simple C64
BrﬂjECtE llk'E shooter w 1in C = the Melon 64
Zzy }f thread via .hu URL has more examples.

A Another Dizzy Day is a traditionally
styled Windows or Mac outing for
everybody's favourite ovold adventurer
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SECTOR: INVASION

FORMAT: £X SPELTRUM » DEVELOPFER: DN GRALHEY » DOWNLOALD: SECTOR-BNVASKIN-SFEL - PRICE: FREE

COUSIN HORAC

FORMAT: Z¥ SPECTRUM « DEVELOPER: ALESSANDRO GRUSSL
DOWMNLOAD: KIKSTARTELWCOLSIN-HORACE-SPEC » PRICE: FREE

Sector: Invasion is unashamed single-
screen shooting action with a quick pace
that feels a little like Jeff Minter's earlier
titles such as Gridrunner or Laser Zone
with just a hint of Hover Bovver. Each
sector s clutterad with alen cells which need
cleanng with a laser beam, either from the player-
contralled craft or the tngger-happy enemies
patroliing the screen - in fact, the red cells am

MEN SEERE
L J

Although he's always been a multi-platform character -
having appeared on the Dragon 32, C84 and Psion Series 3
- William Tang's creation Horace has over the years
become something of a mascot for the Spectrum with his
appearances in the three 1980s games being added to over

the years by Bob Smith's conversion of Horace In The Mystic mmune 1o attack from your fire so those drones e

Woods and other recent titles like the Horace Miner series. need 1o be coerced into doing the work. ;_.-;f,:+,-,;._.;;..._1-.-; Mg in the midde

But this time we're going 1o be concentrating on Horace's Amerncan Letting the nastes clear the rest of the "

Cousn, avery different-looking Horace who had some surpnsinghy playTield 1sn't the optrmal soluton, though, since enough levets. Other than this, Sector: Invasion is

sirmilar early acventures on the Timex Sinclar Sector: Imasion is all about getting the highest a surprisingly cerebral blaster with good graphics
And thes story starts vath Cousin Horace at the airport where his score and anything they destroy doesn't add o and some excellent music, 30 t's

grimish redation s ammang Tor a hobday, The Guandians, a secretive groun that. Cur only complaint was that there aren't wall worth downloading

whose underground network the Horaces were helping to close down,
have pouncad and kdrappad poor LK Horace and the jpumeay 1o

save his cousin wil see the Amencan counterpart smashing hes way R ED HOT OVER DR IVE

through the Guardians’ skyscraper, stealng their helicopter in order 10 : . :

fiy to the Wild West-themed town of Sleepyville, then avoiding both the i J : ] _________ ; FORMAT: WINDOWS -+ DEVELOPER: APRILSKIES AND JIMREED » DOWMLOAD: KIKSTART.EL/RHO-WIN - PRICE: FREE
wildime and a visiing biker gang while iIntaracting with the resagents and . :
searching for the secret base. Unce inside he'll need 0 locate five disks
which have to be fad to the central computer before he and his relation

It’s time to take a shiny, high-performance car and hammer down the highway like

.E.I.E ] 2 Hi e " 1 & T
Pectrum| He's ane = Em Em ES G M EM ES Em o Em BN BN Em Em = W it was a race track. fad Hot Overdrive & a love letter 1o Amiga driving gamas from the 1990s,

iired hery sompwhore

- - - - -— - - - - - - - — - - 2 —
can confront and then try to escape from ther mystenous adversany ke the Lofus senes or Jeguar 220 which was someanow created with the Aoventure Game
Each level is a differant style of game, including some platforming, a L%m& Studo! It isn't just a blast down the road, though: there ane ather vehicles to avoid, penlous comers
i ., 2 s o2 gt gl o : . :

scroling shoot-em-up and even some puzdes. ..._'E'.‘r.'.:.:.;_,:_;__ L L LA L and static hazards ncluding the odd cow wandering ey D000 mEEpRE ret 0000

Cousin Horace looks to be a real labour of love for developer into the fast lane, all of which wall damage the car et rims (=l el
Alessandro Grussu and the The SUD-Camas ane expansive enough i Fortunately, there are petrol stations which canhe LRSS
that most of them could have been released as standalone titles. The used o reparr damage from mpacts and fil the car's

difficulty levels have all been sat farly high — we falt that the shoot-e-
up stage in particular was tricky with its very resilient enemies - but
completing the current load eams the player an access code for the
next, which can be also be used to retum to that

stage at a later date. it might be frustrating for

some, but players who ke exploration and map

making should engoy this journey Stateside

fank up. However, the trmer goesnt stop whee this ,
happens, 50 there's a balancing act between keeping

o the car ru‘.-|L1-*-ﬁ_r‘.h',:f and ul running out of time .
B ™ ™ e between checkpoints. This game s tough as nails and

DO CASIONGDY ;r.J:'.T.'-.TII'r;l, bt 50 wene the
James 1o which it pays momage [Wirschowaes | Wihsisr eliel yious goist your Boence?]

|E}I Spectrum | Gatting a good mun-up. &% Spactrum)| Take 1o the skies wath Horaca

____ﬁ

month our very own Jason Kelk will be teaching you handy + FORMAT: ATARI 8-BIT » DEVELOPER: NOSTY
new programming tEChanUES. This month: more sp reqrcllng DOWNLOAD: KIKSTART ELVRADIDACTIVE-AB » PRICE: FREE

We've previously talked about
reusing hardware sprites, but m
simple ways like Humanoid on the
Atan B-bit. This system s workable
but means the recydled sprites are ‘on
rails’ and can't move very far vertically,
if they even have the option of doing so
in the first place.

These work by sorting in-game

! Radioactive Shit Happens is a single-screen action game
objects by their Y position, then ‘

|

|

that was written over a two-day period. |t sports a tried
and tested alien invasion storyline but, while the aliens
themselves are harmless and will even run away if touched,
the glowing... erm, ‘messages’ they leave all over the screen
are potentially deadly, slowly expanding until they reach

a critical mass — at which point they will destroy part of

assigning hardware sprites to
them, so sprites constantly swap
between objects. This works well but
neads a fast, robust sort; a bubble sort
will struggle if the kst is in reverse order,

the landscape.

Eventually the area will become uninhabitable, but until
then the player has to dash around, scaring off the aliens and
collecting as many of their... deposits before detonation as
possible. This is a primitive but still entertaining little action
game that, apart from the explosive faecal matter, probably
wouldn't have been out of place in the Atan 8-bit's catalogue

The simple solution 15 1o only

recycle some of the hardware

spntes so others can mowve freealy,
ke Danger Zone does; this works, but

| Another option is what Battle
Eagle doas: the two hardware
spntes used for enemies have
| their X position spit on every scanling
|
|

a better option is a sorting multiplexer T — from a table, to which objects write. 30 years ago. It's just a pity there isn't on-screen
ke the ones in Crush or Commando | Drawang them in reverse order every scoring, because that would have increased the 6 1 "
Arcade for the Cod | second frame helps whean they overlap. longevity a little more. . T ———— 2
« LIS and Crapl aut
106 | RETRO GRITIER RETRO GRMER | 107
.'I.r._‘d_ 1-- i  — --H-_--_ - = = ‘ # - I }



[TIHIL

STAR LETT
COLLECTING

HiRG,

| really enjoved vour article on

gaming obsessions. For over 20
years |'ve been collecting Sonic

The Hedgehog merchandise and
found joy in getting the games, CDs,
comics etc. However, recently |'ve
noticed fatigue towards the joyn
collecting Sonic items. It could be

that there's no end to merchandise,
that companies have picked up on
collectors’ habits and begun releasing
multiple variations at increased cost or
simply because I'm nearing my thirties
and finding interest in other areas, so
it's comforting to read that I'm not the
only one to feel that way. Five years
ago | would've thought nothing on
spending hundreds on a statue, but
nowy wonder what benefit | get out

WHERE'S MY XBOX
i.,f.--f'.—["h-J
DEarHutmGnm

Why don't the PS2, GameCube

and Xbox get enough love in the
magazine? They're all over ten years
old and at least two generations old,
s0 it seems strange that you don't
cover them to any great extent.
Granted we'll get the odd Future
Classic if we're lucky, but where's the

[ boz| Hopefully Cheis James
anjoyed our recent Hade article
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BLUES

cf it. It's an interesting dilermma as |
don't regret collecting, but as 0% of
rmy collection resdes in an atbic until |
get more space, | wonder if rmy hard-
earnad money could've been better
spent elsewhere?

Hi Beniji, we think the important
thing to remember about
collections is the enjoyment you
get out of them. We've all had
regrets about buying things,
but as long as you're actually
getting some satisfaction out of
your purchases it really shouldn't
matter. Take your mind off it
with a rather awesome Retro
Gamer eMag.

PS There are three to collect.

history of Jak & Daxter, the Making Of
leo or the complete lowdown on the
Metroid Prime trilogy?

As a gamer in my thirtes, | have
fond memones of these consoles and
would love to read more information
about them in the magazine. | know
that some people don’t consider these
consoles retro, but | do and feel my
VOICE IS Just as iImportant as everyone
else’s. I'm not expecting you to
swamp the magazine with coverage,

HAVE YOUR SAY... SEND US A LETTER OR MAKE YOURSELF
HEARD ON THE ONLINE FORUM - WWW.RFTROG""~ ™~

Fdar i

Beanijiis a huge fan of Sonic. Does aryone have
collact spacific mamorabilia?

but it would be great to see the odd
article every now and then.
Kindest regards,

Hi Chris, glad you're enjoying

the magazine. We actually ran a
making of Halo: Combat Evolved
in our last issue, which you may
have seen. We will look at covering
these systems in the future, but
the focus of the magazine will
always be primarily on the 8-hit
and 16-bit systems.

;:-;'.g_ '-|:__ HU

Dear Retro Gamer,
| just wanted to say how delighted |
am to recene rmy Pikachu
subscniber cover. As s00n
as | saw there was going to
be a split-run | was hoping
fc:ur the F’|kachu COVET, 85

Meedless to say | was
really pleased toget it. |
really hope you do similar
subscriber promotions in
the future.,

Glad you loved the
cover, Ben. lt's certainly been a

& [ ¥ b 360 Worny not, Matthew: it's going to be & long,
lang tima before we cover Gears OF W

will of course look at doing similar
subscription bonuses in the future.

MASTER GRIEF

Hi Retro Gamer,

| nearty spat my tea out when | saw you
had covered Halo: Combat Evolvadin
your latest issue. |t was bad enough
that those pathetc and decidedly
un-retro Pokémon were on the front
coveds, but your fawning over Halowas
completely unacceptable.

There is nothing retro or special
about Hato: Combat Evolved s on a
console that no one cares about; it has
rubbish levels and is about as innovative
as a hammer blow to the head.
Consoles like the Xbox and GameCube
have no place at all in a magazine like
Retro Gamer. It's bad enough that
you cover 16-bit and 32-bit consoles,
s0 please don't start covering Xbox
garmes. Whatever next? The complete
hustory of Gears Of War?

Yours in dishelief,

Sorry you didn't like the Halo
feature, Matthew. Unfortunately,
we're all getting older, and so too
are the games we used to play.
While Halo may not be retro to
you, it will be to other readers
and magazines need to appeal to
everyone. Don't worry,
though: there's not going
to be any Gears Of War

coverage for a very long
time indeed.

|r " [_-'_ 4
UNCERNS
Dear RG,
| recenthy read your excellent
article about the Rampage

« You can expect more sxclusve  franchise. | had fond
subscription coversinthe fulure. s erranies of playing the

Spectrum version back in the day, and

controversial cover and there's been  cagerly flicked through the magazne for

a lot of debate on the forum. We

the usual conversion capers. Imagine

Snail Mail: Retro Gamer,
Imagine Publishing, Richmond House,
33 Richmond Hill, Bournemouth,

Dorset, BH2 6EZ

Email: retrogamer@imagine-publishing.co.uk

This month our tea breaks have besn spem
discussing franchizes we'd love to see updated.
ek would kowe & neve Burming Hangers with
asynchronows gemeplay, while Darran s stil
harping on about Parrer Dragoon Saga 2 Jon,
ot the ather band, leeds Hual the U S periec o

revisit Touny Mok s Pro Skater,

Cybernaidfor the good old
Spectrurm — love the muscwhen
the game is played on a 178K
rrackel. s shuck in nry head from
thanking about it

Has o be Paraaroid W1 for me,
| anjoyed this game mimense by
when | very first got my Atan ST,

Paradrord for me - Is pretty
misch the anly Ch& garme which
gets played reqularky.

ianpmarks

Avalon for me. Oragonione was
probably the better game, but

please?

add it to your list?

the future.

Dear RG,

the sheer wonder | felt playing
the original for the first time
never faded.

Cybernoud Mo, Exalon Mo,
Marauder. Mo, Lindiurm, Firelorg!
Oh | don't know.

Antiriad 2087

Hewson is one of those signs of
quality; you can pick just about any
of ther garmes and it be amang
ihe best of its contermporanes
Personally. M've returnied to
Grbly’s Special Day Oul rmcre
than ary ather. A perfect blend

of frustration vs progress, where
time invested does pay off

my disappointment when | realised
that one wasn't included. s there any
reason why you chose not to include
such an obvious aspect of the game?
Ewven if | don't always agree with the
final outcome, | love seeing how all the
different versions stack up. Can they
be included in future arcade features

PS I'd love to see a feature on Breath
Of Fire soon = any chance you could

Hi Jason. The reason we didn't
cover the arcade conversions is
because they appeared in an earlier
feature about the original game.
We've had a lot of requests though,
so we'll look at including them in

RIDDLE ME THIS

| played an arcade game back in the
day that played like A-Tyvpe. It had a
similar beam weapon where you held
it down to power up your shot, but

had really gaudy colours, making it
look completely differant to the classic
shooter, You could also play two-player
with a fnend. My cousin Dawd is

From the forum

» wwwiretrogarmernet/forum

Every month, Retro Gamer asks a question on
the forum and prints the best replies.
Thhmnnﬂtweummdtnlmm

Your favourite Hewson game

Hi Anthony,

your argument. We're going to side
with your cousin, as we're pretty
sure the game you're talking about
is R-Type Leo. Hope that solves it.

[Arcade] Jason wwowlkd like to se8 cormersions in 2l
arcade articles. Does anyone else agrea?

corvinced that it was an R-Type game,
but | told him not to be silly as they

never made anything that colourful.
Please could you tell us who is nght?

5 r"rmmln'n':ﬁ'ﬂiﬂ'i wulm L

mﬁm&uﬂwmuhmm

markopolom an

Vioved Mebuils so could vote for

hiat, but Paradroid s just oo good
o miss, Paradroid it is then, as it is
the best gamne out of a list of really
great games from one of the best
software houses in the Bls,

I ot korow oy armyone can
pick just one Favourite from such
a quality ine-up, Exodonand
Csazatron ane armonigst the frest
garnies from thewhale B-bit
computer era, and Mebuius and
Ebrrwnatorequally stand out on
the 16-bits hwhach isnt o say their
B-bit versions are amything less
thian amaangl

I lved Hewson games, a real
stamg of guality. They made three
of iy favourite Spectrum games
in Zynaps, Cypbernoid and Undium,
B | had to pick just one t'd be
£ynaps, closely followed by the
other two. | had the 4 Smash Hits
compilation; it was all killer, no
filler, Just feel the guality!

While Paradroid s a masher peece
and Cybernoid | & 2, Ruthicon and
Storrmiord are excellent garnes {all
blessed by fantastic rmusic on the
Cad), Elrmminator s my chaice. Fun,
smooth fake-30 ancade action
wath an inteligent password
system. Great lite game.

we'd be happy to settle
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We speak to Steven Saunders about his
interesting new website that’s a little different
to your usual retro gaming emporium

Tell us a little about Magix Buttons?
As a company, Magix Butions was
started about two and a half years
ago by my colleague Bons Nicolai,
but he spend a lot of years before
that time collecting retro gaming
products of all kinds. We both have
a history of serious comic book
collecting. After that, he caught on

gamas and consoles, while | was
busy simply gaming like a madman
and reviewing games for several
media outlets, which | still do to this
day. A year ago we joined forces, so
1o speak

What was the reason to have your
website part shop, part magazine?
Selling retro games is important

to keep the company going and
growing, but we are all

garmers with a sincere lo

classics. We envision Maagix Buttons
as a platform that encompasseas
this feeling and is fun to visit, even
if you don't want to buy something.
For this reason we try to be prasent
at most events with a booth,
regardless whather the focus

is retail or antertainment.

We have our "Wall of :

wm“"' :

Consoles' and custom-built
Hyperspin arcade beast we always
bring along

What do you think Magix
Buttons offers over other retro
gaming online shops?

Apart from the aforementioned
magazing, we have a senously

impressive inventory. But we don't

just offer a huge number of products

we also have some truly exclusive
and hard-to-find collectables. And
since all people involved in the
company genuinely know a lot
about retro games, we are able to
offer quality customer support and
try 0 e extremely accurate in our
product descriptions

Why do you sell games from non-
PAL regions?
Despite being based in The
Metherlands, we have customers
from literally all over the world.
We try to cater to every retro
gaming collector, no matter where
they are from and no matter
what they are looking
for. And of course,
collectors of all
nationalities dig the
Japanese versions,

50 we have an

out more

mwmm“mgamn{mnmmdsmnk.imﬁhg on Mintendo and Sega.
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Mot ewery affice has cool sthuff like this in it VWe're actually a ittle jealows of that pinball table.

£ £ Basically, we sell anything
retro gaming related, to

ot sy wiere 22

especially noteworthy selection of
Japanese games in stock. Basically,
we sall anything retro gaming related,

to anyone, anywhere

How do you go about setting

your prices?

We try to be very competitive with
our prices, but that goes without
saying. We have been tollowing the
retro gaming market for many years
now, so we have a pretty good
grip on what a product 1s currently
warth. We check other web shops
and forums too, to make sure we

are on point. On top of that we
have monthly discount deals to keep
things interasting.

What areas of gaming sell the best?
It will comea as no surprnse that
anything Mintendo and Sega related
always does well. Titles from their
big franchises - such as Mario Kart,
The Legend Of felda, Sonic and
Shining Force — never stay in our
shop for long. Apart from the old-
school platforming games, all the
RPGs are extremely popular too and
seem to rise in price steadily. Also,
out of a personal preference, we
have a ludicrous amount of Game &
Watch handhelds in our inventory.
Most of us started gaming on them

a loeng time ago (longer than we care

to admit), so we never pass up on an

opportunity to stock up on those.

How easy is it for gamers to sell
games to you?
We certainly try to make it as easy as
possible. We have a special page on
our website where people can

ntact us 1o let us know what they
have for sale. We are always in the
market for more inventory = from
COmMMon retro games and consoles 1o
the more elusive and rare goods. We
also believe we make some pretty fair
deals, optionally in store credit in case

ne is interestad in something

from our current inventory. ®
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next

PlayStation

We speak to developers about Sony’s
groundbreaking move into videogames

ON SHUL

Featured Next Month

Combat School

B Our latest Ultimate Guide
looks at Konami’s military
alternative to Hyper Sports

Dungeons & Dragons

M As the tabletop RPG turns 40
we interview the developers
behind the best digital games

Highway Encounter
B Costa Panayi reveals
the origins of his excellent
isometric shoot-'em-up

Pit-Fighter

B Discover how Atari Games
created its popular digitised
one-on-one fighter

ALSO INSIDE Automata « Commodore 16 Plus/4 « Jez San « Eternal Champions » Shanghai Warriors » Matt Gray
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THE UK’S BIGGEST MODERN POP CULTURE EVENTS
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Solid Snake might have spent eight years on )" TELFORD

the sidelines prior to Metal Gear Solids release,
but you wouldn't have known it — the game

was an instant classic, with some incredibly BIRMINGHAM
clever game design backed up by the most

g sednis e st i Y BELFAST
LONDON
8l P ore i, p ¢ MANCHESTER

_______ o e . )\ '/, DUBLIN

Having crashed out of the tunnel, Snake Liquid Snake's alive and he's got a Roy Campbell reveals that US defence G L AS G ow
and Otacon are alive - but trapped under gun! Someone's definitely going to die chief Jim Houseman was actually acting :

thesr overturned Jeep. It's not a great — but in accordance with the Fortuitous alone the whole time. Luckily, the nuclear
place to be in the frigid Alaskan wilds, Timing Act 1968 it tums out to be Liquid, strikes against the island have been called v

and the situation is about to worsen as the FOXDIE virus takes effect and he off, ensuring that Snake and Otacon wont : | LO N DO N
considerably for the pair... succumbs to a massive heart attack be reduced to ashes after all .
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But what's to becorme of Solid Snake? He's infected with Solid Snake has realised that he's no longer in control of
FOXDIE too, which means he's going to die at some point. his own survival, and following a long chat wath Otacon about
However, Naomi can't tell him when, and simply advises him to genetics and destiny he resolves to simply enjoy life. Finally, the
live his life as best he can. Cold cornfort, given that she was the two reveal their real names to one another: Dave and Hal. We're

EmoRABILY eSports VIDFESTEUK | Kids Go Free
WWW.MCMCOMICCON.COM

* Kids Go Free, Children 10 and Under go free if accompanied by a paying adult. Max 2 free children per adult, applies to entry tickets after 11am on each day
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ORDEeR NoOLU
~ONnLY £25.00

_ The story of the ZX Spectrum

238 pages of paperback pixel celebration.

A visual journey of the classic
/X Spectrum games from 1982-1990.

With memoirs direct from those who
developed games for the ZX Spectrum
and one from Rick Dickinson, the
designer of each iteration of the computer
from the 16K/48K Spectrum through to
the Spectrum +3.

Available on iIBook
Bookstore

MJ facebook.com/groups/spectrumpixels/
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