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elcome back everyone to a massive bookazine overload of your

favourite magazine. It's been an utterly fantastic year for Retro Gamer, which

has seen us create some truly innovative covers, win a prestigious award

for having the best videogame magazine in the UK and reveal even more
fascinating insights into the world of retro gaming. In short we've come an incredibly long
way in the last five years.

Inside this unmissable bookazine you'll discover in-depth articles on some of the
greatest games and franchises that the videogames industry has ever seen. You'll
discover the origins of Ultimate's Sabreman, discover how Capcom
created its cult hit Strider, learn the full history of Prince Of Persia and
Lara Croft and get exhaustive, in-depth interviews with David Braben,

Geoff Crammond and Activision co-founder David Crane.

I've personally hand-picked what | feel are some of the finest
moments from 12 issues of the magazine, so you can guarantee that
this essential 258-page tome will feature only the very best of our
award-winning articles. Enjoy.
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BURGER TIME

NOW THAT'S SOME FAST FOOD

| Nowadays it's
rare to find a
| videogame
d arcund

. though, wa
pper Pete in Da
wonderful Burger Time.
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rdan Mechner was once hailed as

the king of the platform game. Having

created Prince Of Persiain 1989, he

was bestowed with this most fitting

of crowns almost immediately as
players fell to their knees in deference to the
fluid movement of the main character and
doffed their caps to level design that was
sometimes frustrating but always fun.

And today? Mechner looks back on a
franchise that has stood him well for more
than 20 years, and he is happy. Happy
that people have taken this most royal of
games to their hearts and ecstatic that he
has realised a boyhood dream. And yet it
could have been so different. After Mechner
had created the first game for the Apple Il
computer, and after he had seen it ported
to almost every machine under the sun,
he considered abandoning gaming and
following his heart as a filmmaker.

The lure of gaming - and the difficulty in
forging a career in the movies — ensured that
he continued to produce games, and he had
a strong leading role in not just the sequel

10 AETRO GRMER COLLECTION LUOLS

Jordan Mechner was 21 when he created Prince
Of Persia. Now, 22 years after the original game,
and with a blockbuster movie now completed, David
Crookes talks to the man who created a prince

butthe first game of the much-applauded
last-generation reboot, That, however, has
led him to his personal holy grail, for it is
now that he is treading the red carpet, his
screenplay for the film version of Prince OF
Farsia having been accepted by Hollywood
producer Jerry Bruckheimer. The film was
given a release date of 28 May 2010, and
Mechner’s feet have barely touched the
ground since. Hell, it has even given him the
chance to take his graphic novels based on
the franchise straight into the mainstream.

“I love writing movies, | love making
games and writing graphic novels,” he tells
us. “I'd hate to have to choose among them,
and I'm really happy and grateful that Prince
Of Persia has given me the chance to have a
role in creating all three.”

But let us go back in time to the momaents
before Mechner began programming the
very first Prince Of Persia game. He had
spent time producing an action romp called
Karateka while studying at Yale University.

It was 1984 and the young up-and-coming
Mew York programmer had experimented

with rotoscoping, an animation technique
that involves animators tracing over live-
action film movement frame-by-frame.

The end result was a revolutionary
platform beat-"em-up that had a story with
fast-paced cut-scenes, smooth scrolling
backgrounds and, thanks to Mechner's
rotoscoping work, animation more fluid than
much of what was out there at the time.

“| enjoyed producing Karateka,” says
Mechner. “| wanted to make this kind of
karate fighting game at the time, but once
| had finished it and saw it had done well,
| wanted to push myself.” It was then that
he decided to pursue something a little
different. "My idea with Prince Of Persia
was to take the game's fluid action and
presentation and combine it with a puzzle-
solving game that was more along the
lines of Road Runner and The Castles OF
Dr Creep, both of which | was enjoying a
lot at the time,” he says. “So that was really
the primary inspiration for Prince Of Persia
—that and the fact that | loved movies.”

Mechner had been given his Apple Il
computer at the age of 15 and he spent
much of his earlier days with the machine
playing around with animation. He
developed a fascination with recreating
human movement - he used his brother,
David, as a model and had him jumping,
squatting and running, taking footage that he
later used to capture the nuances of human
agility — and he was also a major fan of
action. It was to the now-classic high-tempo
blockbuster movies of the Eighties that he
flocked as a teenager — the likes of Indiana
Jones and numerous Spielberg specials.

“I loved the first ten minutes of Raiders Of
The Lost Ark," he states, with an enthusiastic
tone he retains despite the passing of time.
“That kind of running, jJumping action where
you feel like the hero is in great danger and
escapes by the skin of his teeth was what
| wanted to recreate. | wanted to bring that
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Gm]eogniphy of Prince OfPeﬁ““ :

kind of exciternent to gaming, to the Apple Il
platform. It was a machine | was really getting
to grips with and it was the most natural thing
for me — as an amateur animator, film fan and
L9 gamer — to try to do.”
i Frince Of Persia did, indeed, foster a
|:' feeling that a wrong step or a mistimed
T button press in a jostle of swords against
increasingly mean guards would lead to a
time-sapping death, a fate that would not so
much put you out of the game but eat away
at the 60 minutes you had to complete it. In
some ways, it was as much about the save-
game feature as it was the endurance and
hair-tearing that accompanied each play, but
the concept of time was firmly cemented, and
it was one that would endure right up to the
present film and loose gamae tig-in.
“1 think what surprised so many — aside
from the game itself — was the fact that
the Apple Il at the time was a really old
platform,” Mechner confides. “By the
time I'd finished Prince Of Persiain 1989,
the computer was actually more than
ten years old. | felt at the time - and |
certainly still feel this now — that the first
Frince Of Parsia definitely moved up and
Xboy WS, ; aven surpassed the hopes that I'd had for the
GameCube. ) ; game in the beginning, when | first conceived of it
in 1985, But at the same time | was really starting
to see other games and other platforms that could
go beyond it, technically, in terms of what it was
capable of, so in that sense | felt like | was kind of
trying to keep up with the market that was evolving
even as | was programming the game.”
The debut Prince Of Persia was a complete
success. It was ported to dozens of machines,
appearing on conscles as diverse as Nintendo's
MES and Game Boy and Sega's Master System and
Mega Drive. The game, which sold 2 million copies,
had an uncanny knack for making 8-bit machines
appear on a par with more advanced computers.
The only astonishment was that it took five years
for a sequel to appear.
Where Karateka and the debut POP represented
a massive leap in gameplay for the young Mechner,
Prince Of Persia 2: The Shadow And The Flame
was essentially more of the same, albeit

» | DE] There have bean many versions.of Pance

O Pevsia, among them Satiies OF Finee OF Farsls
on the Mmando DS, which took placa hatwaen
Sants OF Time and Weésmor Within, It was & turm-
baged tactics gama thet had & mixed recegtian
friam fans, The game revolved around playing
cards and worked hetter 25 a multplayer offaring.
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with a greater incidence
of sword-tangling,
to the point where it
was not uncommon
to do battle with four
foes. Taking place 1
days after the end of
the original, it was an altogether more
difficult romp, with shinier graphics and a larger
area to explore. The game was also keen on plot:
the Prince's dream of marrying the Princess is
seemingly thrown into disarray when evil Jaffar has
him banished from the palace, his escape ship is
blasted by a bolt from the sky, and he ends up on a
land far away from Persia, determined to get back
and sort his single-dom out once more. Life, as you
could imagine, was pretty rubbish for him.

And yet if the game showed anything, it was
Mechner's penchant for story. So why the increase
in combat? “Interesting...” the programmer
ponders. “Well, | wouldn't say | regret putting more
combat in the game, because when | look back to
the debut, | had remade the levels so many times
over a period of three years and for the second
game | wanted a much more conventional, sort of
planned development. Part of that was a desire to
make it more combat-heavy, in some sensa.”

The plan for the second game was rubber-
stamped in September 1991. Mechner expressed




his relief that the series would continue, as he had
feared that the publisher, Brgderbund, did not
want a follow-up. Two of the company's decision-
makers, John Baker and Michella Bushneff, were
said to have felt that the project was growing

out of control, but following a set of meetings it
soon transpirad that they really wanted the Prince
Of Persia genius to be more specific about his
direction for the game and the exact requirements
of the team that he was about to head.

It was not possible for Mechner to work alone
this time; the gaming industry had matured and
the bar of expectation was higher. So whereas
Mechner created the original title largely without
help, the sequel was being afforded a team.
Storyboards were needed, graphics had to be
specified, and Mechner was the head honcho.

He was in his element. “Everyone is deferring to
me the way a film crew defers to the director,”
he wrote in his diary at the time. "Somehow, I've
acquired that magic quality: credibility.”

Despite his huge success, he admits that he was
feeling the pressure. He didn't want the project to

= [LPC] "Marry Jatfar. .. or dig within the
heur” & hit of & no-beainer really. But the

Prince & raady 1o coms to the Princess's ad, =
FY

Jordan Mechner reveals his thoughts on the
film he pitched, wrote and helped develop

“Itwas around 2004 and | had the idea to pitch Prince
0f Persia as a film. With Sands 0 Time, | felt that it
was a second chance to really push the franchise. Iif
there was one thing | hadn't done in the Minaties, it
wias rmakie the most of the game, so | got together &
trailer, using footage from the Sands Of Time game,
and | showed it to _lerry Bruckheirmer.

"l alsa pitched the story of the maovie, which
| wanted to be different fram the game. | kept
elements fram Sands Gf Tirme but | reconfigured it as
a story that was intended to be watched rather than
played. | think the trailer helped a lot to show what
kind of movie it was going to be,

“Far me, | think with garmes and miovies there's
such a different approach. Sowhat | didwas go
back to what had been the source of inspiration for

swashbuckling

wllain, and they

The Prince Of Celluloid

Frince Of Persia,

Arfowas an example. | was also inspired by Robin
Hood, and | tned o make a movie in that genre.

I think the Sands Of Tirme stary really lends itself
wiell to a flmn, and | think its really gocd for that
kind of big, spactacular summer mavie. What |
will say is that the powers of the dagger are really
spedfically structured to serve the game. For
example, the fact that everyone in the waorld has
turned into monsters, except for the herc and the

monsters. That
suUpparts the gameplay. In the movie, that dossnt
really make sense, so | limited the powers of the

dagger. You'll have to see it —it's really cool.”

fail, as much for his own sake as for the
game itself. “If they ever start to doubt me,
it could become a nightmare,” he wrote.
There was a sense that he was riding the
crest of a wave, acting out his Hollywood
dream in pixellated form and yet deeply
foreboding that his crown could be sent
flying and he be deposed. From king to
prince to pauper...

“¥eah, | had a team — a group of artists and
programmers,” he tells us. “| sort of directed
the game remotely. | was living in Paris at
the time, making a short film, and | wasn't
there 12 hours a day for the development. |
think it was a luxury that | had on the first game
that maybe enabled that, and with that debut title |
really got to tweak the balance over a long period
of time. With the second game, though, | pretty
much made a couple of drafts of each level and
that was it. | had to stick to the schedule.”

At the same time as developing the second
game, Mechner had to oversee the long-overdue
Apple Mac version of the original. It was due
in October 1991 but pressure meant that it had
slipped again and was looking at a release in early
1992. Work was also progressing on other ports,
and it was giving Mechner a chance to oversee

fresh approaches, such as better graphics or more
levels - the SNES version had 20 levels rather

than 13 and the time limit was subsequently
doubled. Was it a case of producing a
director’s cut?

“Well, when | saw the SNES version
by Konami | was blown away,” says
Mechner. “l wasn't the programmaer
so for me it was like playing the
game as a newcomer and | was

and that was a particular kind of
action of which Roiders Of The Lost

then build a dagger by fighting these
5 anaelement of mythology that

{
;
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experiencing my game in the way a gamer did

a few years before. | didn't know what was

coming and what was going to happen next and
it was a lovely feeling. But it also helped spur

me on even more to make the sequel special

- technical limitations of the first game were
severe because the whole game had to fit into

B4k of memory. On the Apple ll, even just in
a few years, in between starting to program
the first Prince Of Persia in 1986 and the time it
released in 1989, the machines were capable of
so much more in terms of graphics and sound. |
think seeing the release of enhancements - and
certainly my eagerness for a full-on sequel — was
partly down to the attraction of just being able to
have a little bit more freedom, you know, in terms
of different types of backgrounds and playing
music simultaneoushy with the game, whereas on
the Apple we had to actually freeze the animation
to play a couple of notes of music. We had both at
the same time."

The infrequent face-to-face communication
between Mechner and his team meant, for the
first three months, that his art team had been
working without even setting eyes on him. He was
directing from afar - perhaps not what he would
have wanted, but film was still turning his head.
Although Mechner had been buoyant the previous
September, by January doubts remained and the
publisher was threatening to slash the budget.

It was into this atmosphere of uncertainly that
Mechner walked, and yet there was a sense that
Prince Of Persia 2 was still the project that most
artists wanted to work on. The lure of producing
realistic animation was a head-turner, and Mechner
indulged his art team with a screening of the 1940
film Thief Of Baghdad to get them in the mood.

and Jerry Bruckheimer, Inc.

€ Di=ney Enterpriges, inc.
Al rights reserved.
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= [360] Ona of the problems people had with the
2008 rehoat wes Elika’s helping hand. She would
reach out and grab the Prince whenever he \
found himzalf in trouble, making tha gamsa easiar

That, however, wasn't the main issue. He had
to persuade Baker that it was a game worth
the immense investment. And in his approach,
Mechner proved to be a master director, using
the trick of ensuring that the boss felt a sense
of involvermnent in the project. Before long, he
had thrown the company's resources behind the
game, even though he was still nervous of the
cost. Indeed, it was the most expensive game in
Brederbund'’s history. And yet the desire for film
was still with him. “I know what | want to do with
my life,” he writes. "Why not just do it?”
The hands-off approach to Prince Of Persia 2
did get to him. He loved being able to step in
and help with a crisis such as making heavy
graphics cuts. And neither did he regret

having to scale back the game’s ambition.

"Sometimes | feel a game that is very
polished and has had a lot of cash
spent on it can appear a little too
sanitised,” he says. And it was
around this time that he began
"= tosee the real attraction of
producing a game, which he
says was “more fun that
16mm student filmmaking".
As the game neared
completion, Mechner was
nevertheless bacoming
jaded, caring little for
details that would,
at any other time,

14  RETROGAMER COLLECTION LOLS

The Prince isn't the only gaming
character known for his athleticism

be an excitemneant. One of those was the
name. He cared little whether the tag would
be The Shadow And The Flame, City Of The
Dead ar City OF Souls. But was he pleased with
the game, looking back?
“| was in a lot of ways, but it wasn't quite the
close... you know, the intimate involvement
that | had on the first game, just because | was
geographically apart and personally there was a
little bit more distance,” he says. “l wasn't living
and breathing it every day in the way | was with
the first game.”

Mechner wrestled intensely with his inner self
during this period. It was clear to him that, while
enjoying the creation of games, his life's dreams
were not being fulfilled. He had yearned for a
girlfriend, felt the urge to see the world, and that
desire for a movie would never leave him. It is why,
for his next project, he produced The Last Express.

In 1993 Mechner set up Smoking Car Productions
primarily to design his new game, which was set
on the Orient Express in 1914, Players were pitted
in the role of US doctor Robert Cath, framed for the
murder of an Irish police officer, and the Agatha
Christie-style yarn was notable for being entirely
played in real-time.

And time is what Mechner was feeling like he
had precious little of and so, when he finished
the production of the game, his interest in film
was pigued once more. It didn't help that The
Last Exprass was a failure commercially - despite
being a success critically — due to the Brgderbund
marketing department quitting weeks before its
release in 1997, So when Red Orb Entertainment
started to produce the third game in the Prince
Of Parsia series at that time, Mechner was
underwhelmed. With the gaming public by now
used to seeing games in the third dimension,

a decision was made to make the third POP

3D masterpiece. The idea was for The Learning
Company to publish the game and that it would be
created for the PC. it made its debut in 1999.

The difficulties - some financial - that so marred
the release of The Last Express, however, caught
Prince Of Persia 3D as well and, as a consequence,
it was released without having been through any




Games inspired by a prince

Flashback

[ Developer: Delphine Software

1 Publisher: US Gold

Bath Rashback and Prince OF

Persio made use of the rotoscoping
technigue, but they were developed
independently of each ather. The styla
of the twio games |5 very similar, and
with Flashiack coming after Prince Of
Persig, it will undoubtedly have drawn
inspiration from Mechner's game,

Oddworld: Abe's Oddysee
' Developer: Oddwarld Inhabitants

Blackthorne
= Developer: Blizzard Entertainment

Mac, GBA

o Year: 1994

Blackthorne was less reliant on
platforming and conceritrated mare on
puzzles and combat, but the inspiration
was clear. The character had the
Prince’s abilities and weaknesses,

and the play involved elerments of trial
and error. One problem is that fighting
could be repetitive, which wasn't the
case in Prince Of Persig,

Heart Of Darkness
| Developer: Amazing Studio

Tomb Raider
" Developer: Core Design

[ Publisher: Eidos Interactive

1 Platforms: Sega Saturn,
PlayStation, PC, Macintosh,

_ Windows Mobile, N-Gage, PSN

I Year: 1395

With its mix of running, jurmping and

platfarming, the inspiration for Tomb

Raoider is clear. Lara Croft is essentially

a fernale Indiana Jones, the character

wiho inspired Mechner o creale Prince

Of Porsia. The tricky puzzies of POP

WEre, in essence, transported over to a

lush 3D world,

Assassin’s Creed
' Developer: Unisoft Monireal

" Publisher: GT Interactive

= Publisher: Interplay

1= Platforms: PlayStation, PC,
_Windows, Game Bay, PSN
= Year: 1997

Athough creator of the still-unfinished
Odoworld saga Lorne Lanning says

the game was maore inspired by
Anather Worid, the 20 PlayStation
platform game Oddword was very
similar to Prince Of Persia in layout

and playability. You even hoisted up
platforms, Frince Of Persio-style - until
a marauding Slig shot you denan.

Overall

1 Platforms: PlayStation, PC

= Year: 1998

What Prince Of Persio did was create
& sub-genre of 20 platform games,
which was continued by the likes

of Heart Of Dorkness. This 20 side-
seroller had similar gameplay, with
the main character walking, jumping,
climbing and crawling thraugh levels,
attacking any enemies that he came
across. This game helped keep the
sub-genre alive.

1 Publisher: Unisoft
© Platfe
I Year:
The mabile game by Gameloft was
incredibly similar to the debut Prince Of
Persig game, albeit with mare features.
Indeed, Gameloft has been inspired by
Prince Of Persia with other titles too.
But Assossin's Creed on consoles was
inspired by the second FOP trilogy,
beginning with The Sonds Gf Time, all

of which may nat have existed withaut
Mechner's ariginal.

: PS3, Xbox 360, PC

A PRINCE AMONG GAMES

substantial quality assurance. The bugs were there
to see and the reviews were scathing, although
some did see the good points.

The third game followed the same side-scrolling
premise of the previous titles and it had a similar
story. There were guards, traps and ledges, and
the only real difference between the 3D version
and the previous two was that third dimension. To
Red Orb's credit, it managed to effectively translate
the gameplay of Mechner's first two effortsto a
30 world, and the level design was actually solid.
Commentators praised the pace of the game and
felt the graphics - aside from the characters - did
the levels justice. That was ironic given that the
hallmark of the first two games was the fluid nature
of the Prince. GameSpot's Ron Dulin gquipped: “The
motion-captured animation looks great, except
when the Prince runs up stairs or ramps, at which
point he looks like an old man who just doesn't
have it in him any more. Then again, it's been ten
years since he first took to adventuring, so perhaps
we should give him a break.”

Reviewers pulled the controls apart. They were
unresponsive — unforgivably so at times. And the
camera perspective was poor, fixed behind the
Prince and obstructing the view of obstacles. It also
made combat difficult. There was more criticism
too: many didn‘t like the voice-acting, believing
it to be lacking authenticity. In finally giving the
Prince a voice, it seems most wanted to go back
in time to the period when he was mute. Above
all, Mechner was not invelved in the project except
in a consultancy role. He had been to film school
and had shot the short documentary Waiting For
Dark, which looked at the terrible living conditions
in Havana in Cuba, and that is where his ambitions
appeared to be heading.

“The third game was a development that
Brgderbund decided to do internally,” says
Mechner. “At that point, | was already more into
films. I'd just done The Last Express, which was
a different kind of game, and basically Prince OF
Persia 3D wasn't a project that | spearheaded. Film
was where | was at.”

Mechner did, however, play the game, although
he admits to not getting past the second level.

But commercially it was a success, actually going
gold. Not that Mechner was all that enamoured
by it. He instead spent time in the late Nineties
and turn of the century producing another
documentary, Chavez Raving, which looked at
how a Mexican-American village was bulldozed to
make way for the Dodger Stadium in Los Angeles.

RETROGRMER COLLECTIONUOLS © 15
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Frince Of Persia 3D remains, to some extent, an

embarrassment for him.

“I knew the team and | sort of saw what they
were doing, and their initial plan sounded exciting,”
he says, diplomatically. “They had high hopes
for the game and so | hoped that it would
work out, too. But it was a very difficult
‘\l development - they had a lot of sethacks.
L

-

My impression was that | don't think the
game really fulfilled the criteria that the
team had for it. For myself, | only got up
to the second level when | played it. I'm
sorry to say that was partly because of a
technical problem. The PC that | had at
} the time just wasn't powerful encugh to

- N\
-

Braid
¥ Publisher:
Microsoft Game Studios

e ,i‘.;. -

o | Mhoo| The Tivo Thonestook &
£tep backwards from the sasthetic
] chenpea of Méamar Wit

0 Developer: Jonathan Blow

1% Platformis: Xbox 360,
"\ Windows, PS3, Mac 05 X

Jonathan Blow's 2008 XBLA
game is, like Prince Of Persia,
aout a man searching for a
kidnapped princess. But while
the story is centred on personal
discovery and insight, it gives
players the ability to manipulate
time. You can rewind to points
before death or use time to solve
puzzles. It's a great, retro-laoking
20 platformer.

keep up and the game had certain technical

problems, which stopped me from playing
it. | meant to get back and play the rest of it

but | never did.”

Stories through time

Shadow Of Memories
I Publisher: Konami

I Developer: In-house
W Platforms:

P52, Windows, Xbox, P!
B Year: 2001

This 2001 cult classic PS2 title put
you in the shoes of Eike Kusch, a
man who died al the start of the
garne. After his spirit gains the
ability to travel through time, he
goes back and forth ta 2001, 1980,
1902 and 1580, looking for a way
to prevent his own death in the
presant day.
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Meachner's lack of proper involverment in
the third game has meant that he has tried to
erase it from the storyline. For him, the gama
has become an irritation of sorts and one that he
is keen to erase. “l don't really see that as part of
the Prince Of Persia collection,” he says. "It was
a bit of a one-off. Overall, for me, the inspiration
of the Prince was always kind of Errol Flynn,
Douglas Fairbanks, or Indiana Jones in Raiders OF
The Lost Ark. He was just a type of action hero who
got his personality from the turmoil that he went
through. It wasn't a dialogue or facial expressions.
It was very much that he expressed his personality
through movement and when | look back, the third
game didn't really work.”

Up until this point, Mechner, in his desire to
break away from gaming and try new things, failed
to see what he actually had. He confesses that he
needed to recharge his batteries by trying new
things, but it meant he lost sight of the franchise
he had built. In 2001, however, he received a
call from Ubisoft, whose president wanted to
discuss the possibility of recreating the game for
a new generation. Mechner wasn’t sure. He had
felt uneasy about Prince Of Parsia 3D and, if he

T |

The Chaos Engine

e« e

¥ Developer: Bitmap Brothers
¥ Platforms: Amiga, Atari ST,
Amiga CD32, DOS, Risc 05,

M Year: 1993

Released in 1993 and created by
The Bitmap Brothers, The Choos
Engine saw the technology of

a stranded time-traveller fall
into the hands of an inventar,
who then produces an alternate
timeline and a machine that can
fiddle with matter, space and
time, resurrecting all sorts of
ghastly beasts.

agreed at all, he wanted to create something
amazing. Without that guarantee, he was
wary of agreeing to anything, but he did fly to
Paris and discuss the possibilities.
“| received a personal call from Yves
Guillemot [Ubisoft's president],” he recalls.

“Ubiscft had just acquired the rights for
the name from Br@derbund and | think one of
the motivations was this opportunity to bring
it back. But | still had the intellectual property
rights. It's fair to say at that time the game was
a classic, but nothing was being done with it.

I'd seen Rayman, which | thought was an

absolutely brilliant game, and | thought the Prince

Of Parsia game could be done for a new generation
of consoles, you know?"”

Mechner gave the project the green light but

on the provision that a great team would be
assembled. A squad was put together in Montreal
and the producer joined Mechner at E3 in LA to

discuss the project further. “It was strange for me

to go back to the project,” says Mechner. “A lot had
happened from the time | had put the second game
together. | went from The Last Express, a three-year
project that involved forming a team, starting a
company, and something that was really a labour of
love for all concerned. And | think also at that time
the games market had changed so that the side-
scrollers had given way to games like Tomb Raider.

The Legend Of Zelda:
Ocarina Of Time
¥ Publisher: Mintendo

" Developer: in-house

W Platform: Nintendo 44

M Year: 1998

Using the Master Sword in

this 1998 Nintendo game, you
can travel between two time
periods, but there are also many
oppartunities to teleport to
previously visited locations ina
game that, by the nature of its
title, suggests that you can use
tirme and space as your ultimate
playground in this amazing,
dassic adveniure.
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Time Zone
W Publisher: On-Line Systems

& Developer: Roberta Williams _
rms: Apple Il

Written by Roberta Williams

for the Apple Il, Time Zone let

you travel through time and
solve puzzles. Input was via

text but you were still thrilled to
‘meet’ some of history's maost
celebrated figures from Julius
Caesar to Cleopatra If Roberta
could go badk in time, maybe she
wintildn't have sold the game for a
whopping $7%.




from him

But the more | heard, the more | felt it was right to
bring it back and do it differently.”

Prince Of Persia: The Sands Of Time was released
in 2003 for the PlayStation 2, Xbox, GameCube and
PC. The main character displayed incredible fluidity
and it was set in a sun-bathed mystical 30 Middle
East. The action revolved arcund the Dagger of
Time, which the Prince steals in order to gift to his
father, but an evil vizier gets him to unlock it, an
hourglass is unleashed, and chaos reigns.

There was no doubting that the Prince was back,
and he was looking better than ever. Death-defying
leaps and a control system that was forgiving
made for a slick, high-energy action game that had
gamers in awe. The linear gameplay led the Prince

down a particular path yet it distracted
little, mainly because the gamer was more
interested in the gravity-defying stunts.
The game also celebrated its roots, with the
original Prince Of Persia included on the disc.
"I loved Sands Of Time," says Mechner. "| felt it
was very true to the original, while at the same time
being a game that could stand on its own merits.”

A year later and Mechner's thoughts turned once
more to film. He started to write a screenplay and
put together clips from the game to illustrate how
it would come together. This was later pitched
to Hollywood producer Jerry Bruckheimer, who
snapped up the movie rights and pushed the
project forward. For Mechner it was the final
realisation of a dream — the movie he so wanted
all his life. And it was made possible through his
perseverance with gaming, a medium that he had
grown to love immensely.

“| worked very closely with Ubisoft on Sands Of
Time. | was moved to Montreal for the last part of
the development and | worked as a game designer
and writer, so | was very deeply and creatively
involved in it. But after the game was released, |
meoved to LA to start pitching the game as a movie
project. It meant | wasn't really that involved with
the second game in the series, Warrior Within."

\! __‘ 5 [360] The Forgottsn Sandsreturns
o the Sands Jf Timetrilogy and
¥ has sofar baen recaived positvaly,
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Warrior Within was released in 2004, and it was
followed by the third game in the second trilogy,
The Twa Thrones, which debuted in 2005, Mechner
was, by now, fully immersed in his film project. “|
think as the second trilogy progressed, the games
became a lot darker, certainly with Warrior Within,”
he says. “I felt like The Tiwo Thrones was sort of a
step back and halfway between Sands Of Time and
Warrior Within in terms of tone.”

Both sequels were massively popular, building
on the success of Sands Of Time. Some felt that
Warrior Within lost some of the charm of the
first game, but the title had longer playing time
and the combat was less repetitive. The story
picked up from the end of Sands Of Time, and the
time-travelling element was at the forefront - the
backtracking and flips forward adding hours.

The Two Thrones wrapped things up neatly and
the latest game, The Forgotten Sands, returns to the
original trilogy and sits in between Sands Of Time
and Warrior Within, where there was a seven-year
gap in the plot. Time has been the hallmark not just
of the series, but Mechner's life too.

And yet that is not everything. In 2008, Ubisoft
released a reboot, which has now seemingly been
abandoned. Called, simply, Prince Of Persia, it was
deemed too simplistic by some gamers and yet
was also a great success. “l thought it was quite
beautiful in some ways,” says Mechner. He then
pauses and reflects. I will say that Prince Of Persia
is the project that I've been most deeply involved
with, as a writer and creator. When | look at the
series as a whole, there's a sense of awe. If | could
have had a Dagger of Time back in 1985 when |
started making the first game, if I'd seen that all
this stuff was coming, | would have been amazed
because it's more than | could have dreamed of.”
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BEST HOMAGE

BEST STAGE

WHY IS IT A CLASSIC?

W

¥

Sure, Axelay employed some of the bestvisuals to ever appear on

the SNES, butthe real beauty of Konami's beast was that it was able

to crib fram a vast array of different games and other media and still
feel refreshingly new. Konami relentlessly plundered everything, from
R-Typeto RoboCap, not ta mention berrewing heavily from its awn
shoaoter library, when creating Axafay The end resultis a truly glorious
shmup that, rather than coming across like some Frankenstein shooter,
instead feels like a fabulous homage to the ance-popular genre, making
it all the more disappointing that it's never received a sequel.

al goodness
Axelay steals from many great shooters, not to mention a faw films,
While the ED-209 clone found at the end of Stage 2 is perhaps the
most obvious choice, we've actually plumped for the whole of Level 4.
A-Type is one of the most influential shooters of all time, soit's hardly
surprising to discover that Axelay’s fourth stage takes multiple ideas
from Irem’s hardcore sequel. Bio-mechanical looking aliens? Check!
An organic-looking water stage? Chack! Freaky, brutally tough boss?
Check! It’s slightly easier to complete than the similar stage found in
Irem’s game, but anly just.

i Bl 26 b
Some like it hot

Yes, it's a massive cliche, but Stage 5is one of the most sensational
levals to ever appear in a 16-bit shooter. Barrelling into the screen, your
eyes are assaulted by a sea of vivid red, so searing it feels like it could
scorch your retinas. Wisps of flame leap from the lava and Dune-like
giantworms do their best to take down your fighter, while jets of flame
qush farth, threatening to destroy your ship with a single hit. Add in
huge flaming dragans that appear ta have been barrowed from Gradivs
alang with a truly scintillating soundtrack and it's hardly surprising that
this is the first level that Axvelay fans ahwvays tend to remember.

| ¥, o A
My eyes!

7

‘l am the god

ayes! My eyes!!!

Even now, Axelay's most impressive moment is when your ship
first jets off inta the screen and you're confronted with some of
the best use of Maode 7 to ever appear an the SMES. Itwas jaw-
droppingly amazing back in 1392 and it still manages to impress
today. Rumoured to be one of the last games that some of
Treasure's staff worked on, the sheer scope of Axelay's pseudo-3D
stages still fills us with impressed awe. Kanamiwas on fire during
its 16-hit days, and Axelayremains a fitting testament to the
company's sheer ingenuity.

2d by powerful friends
Interestingly, Axefay's best weapon is given to you right at the
beginning of the game. The Round Yulcan is a powerful cannan that
can fire shots off in a 360-degree radius, providing you with great
cover on Axelay's 30 stages. On 20 levels it parforms admirably as
wall, cavering fire abhove and below your craft. This makes it the
perfect waapon for taking out gun emplacements or hard to reach
enemy craft. Interestinghy, by taking your finger off the fire button you
can even adjust the direction it fires in, making it the most essential
weapan in the game.

BEST BOSS

of hell fire”

If you were impressed with the pseuda-3D lava effect of Level 5

then justwait until you meet the magnificent mayor that waits for you
at the end of that fiery stage. Virtually filling the screen with his huge
bulk and intent on swatting you with his gigantic hands, Wayler is

an impaosing foe seemingly born from bath fire and metal. Warry nat,
thaugh, for despite his sheer size, the huge elemental is surprisingly
gasy to defeat if you know what you're doing. If you don't, then simply
concentrate your fire on his mechanical heart whenever he foalishly
expases it. That'll teach him.

IN THE KNOW

PLATFORM: SHES
- DEVELOPER: KOMNAMI
© PUBLISHER: N-HOLISE
- RELEASED: 1952
- BENRE: SHOOT-EM-LIP
EXPECT TO PAY: Ei5+
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RETROINSPECTION

FICATIONS  \
g
Year released: 1995
Original price: $180 {never released outside US)

Buy it now for: $60-5100 (depending on condition)

Associated magazines: Mean Machines Sega, Mega, Sega Pro, Sega
Power, Sega Force, Sega Zone, Go! Handheld

Why the Nomad was great... The first true 16-bit handheld, the Nomad
was as much a portable Mega Drive unit as it was a handheld games
systemn and is the best official Mega Drive variant Sega ever released




RETROINSPECTION: SEGA NOMAD

in a handheld capacity) quicker than
Nintendo. Also, some of the issues
that haunted the Nomad in its short
life may not have even existed.

Like the Game Gear, the Nomad
was essentially a compact version of
a larger TV-based machine. Although

‘NOMAD: (MEMBER OF TRIBE) ROAMING FROM PLACE TO PLACE FOR PASTURE;
WANDERING." WE COULDN'T THINK OF A MORE FITTING MONIKER FOR SEGAS
SECOND HANDHELD MACHINE. ASWELL AS BEING A PORTABLE GAMES MACHINE,
SEGA'S FINAL ENTRY INTO THE HANDHELD MARKET WAS A MEMBER OF A BIG
TRIBE OF UNSUCCESSFUL MEGA DRIVE VARIANTS. STUART HUNT DISCOVERS
WHAT WENT WRONG FOR SEGA'S AMBITIOUS HANDHELD

e’re not sure anyone
from Nintendo has
come out and said it
yet, but Sega won that
notorious 16-bit playground spat.
If you were on the side of the blue
hedgehog, well done, give yourself
a pat on the back. What may serve
as a shred of comfort to some
disappointed SNES fans reading
this, though, is that it was the
only console war from which Sega
emerged victorious during its time
in the videogame hardware market.
And while we really don’t want to
keep banging on about the tale of
the Mega Drive - we've covered it in
two features now - it is important to
explain how significant the console
was for Sega, to appreciate why it
was so desperate to protract the
machine’s life for so long.

In brief, the Mega Drive was the
machine that turned the tide for
Sega by helping it to overtake the
then seemingly infallible Nintendo.
It was also the first machine to
make the industry wake up to the
fact that it is in the West that the
battle for videogame supremacy is
either won or lost. With a successful
machine firmly bunkered down
inside millions of homes around
Morth America, Sega soon realised
that its 16-bit machine would give
it the edge in the next console war.
With this in mind, Sega thought it
would be better to keep the Mega
Drive alive with various life-support
monstrosities rather than support
the Mega Drive in a soft capacity
and concentrate efforts on a new
machine. But with every disastrous
misstep and commercial flop that
Sega pushed tentatively out on to
an eager and passionate market,
customer confidence dropped and its
reputation never recovered.

To put Sega’s obsession with the
Mega Drive into perspective, before
releasing the Nomad, the developer
had already released a quite
astonishing seven separate variants
and add-ons for the Mega Drive:
three versions of the unit itself (the
last variant, the Genesis 3, is native
to North America only); two add-ons
in the form of Mega CD and 32X; the

Multi-Mega; and finally the Mega Jet,
a screenless portable Mega Drive
unit developed by Sega for in-flight
entertainment on Japanese airlines.
There were also three official ‘clone’
machines by other manufacturers
saturating the market place even
further: the Pioneer Laser\ision
variant, which cost a staggering $970
and was one of the most expensive
pieces of Sega hardware to ever

find a release; the quirky Aiwa Mega
CD portable stereo; and finally the
Wonder Mega, which was also
manufactured by Pioneer.

INSTANT EXPERT

The Nomad was Sega's third handheld
after the Game Gear and Mega Jet.

Launched in North America in
October 1935, the Nomad retailad for
$180. It had a library of over B00 Genesis
gamas from launch and nevear found a
release in either Japan or Europe,

The Nomad was the first true
vidaeogame handheld/TV-basad console
to find a release.

The machine is compatible with

a surprising number of Mega
Drive/Genesis peripherals but wasn't
compatible with either the Maga CD ar
the 32X

The Nomad was the spiritual
successar to the Sega Megae Jet,

a handheld hired out for in-flight
entertainmeant on Japanssea airlines.

Like the PC-Engine GT, the Nomad is
one of the very few games machines to
nevar receive an exclusive gamea.

Originally codenamed Project Venus,
tha machine was then re-christeanad
the Momad {with hindsight, a far more
befitting maoniker).

While the Nomad is one of the
lesser-known consoles to come
charging from the Sega stable, it
is still an important and ambitious
bookend to its 16-bit legacy, and
serves as a memorable last stand for
Mega Drive's commercial life. Had the
Nomad been the first in that long line
of abject Mega Drive failures by Sega
- for reasons we'll touch on later - it's
conceivable that the Nomad may
well have been a far greater success
than it was. For one, it would have
certainly seen Sega repeat history
by releasing a dramatically more
powerful machine to market (this time

based on the technology of Sega's
8-bit Master Systemn, the Garne Gear
is actually the more powerful console,
boasting a far greater colour pallet

— it can display over four thausand
colours as apposed to the Master
System'’s paltry 64. And like the Mega
Jet, the Nomad was based on the
technology inside the Mega Drive.

In terms of specs and performance,
the Nomad is practically identical to
its 16-bit TV-based cousin. Running
from the same Motorola MCG8000
CPU, and equalling the machine in
memaory, graphics and sound output,
the Nomad was the most powerful
handheld of its time. Its only real
competition at the time of its release
were the Atari Lynx and PC-Engine
GT, both essentially 8-bit machines
that housed two co-processors to
bump up the quality of their graphics
and sound.

Unlike the Game Gear, however,
Sega's decision to base the Nomad
around the guts of a TV-based
console wasn't down to time
restraints and a race to get the
machine to market, but rather to
capitalise on the strong install base
the Genesis had garnered in North
America by tempting Americans with
Genesis game collections to part with
more money. What is particularly
notable about the Momad is that it is
the only handheld/TV-based console
hybrid to find a release, because
while NEC's PC-Engine GT played Hu
Cards, unlike the Nemad, it couldn't
be hooked up to a television.

The gestation of the Nomad can be
traced right back to Sega's first foray
into 16-bit portable gaming: the Sega
Mepga Jet. Licensed out by Sega for
use on Japanese airlines, the Mega
Jet took the shape of an elongated
six-button Mega Drive controller
but with its own cartridge slot in
the top. To play games, the Jet was
plugged into small armrest monitors
on aeroplanes, and passengers
could either play their own games
or select one of the four Sega titles
packed into the unit. That the device
relied on a mains adaptor and a
television meant that, other than for
the unique job it was designed to do,
in a portability sense the Jet was bit
of an oddity. Nonetheless, in 1994
Sega released small quantities of the
machine into Japanese department
stores, and, predictably, like the Mega
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Drive, the machine struggled to find already asked customers to fork out \
appeal in the East. morea than double the cost of the d b
However, what really made the Genesis to pledge their support to
MNomad stand apart from all those Sega, the asking price of the Nomad,
other Mega Drive variants is that of course, seemned relatively steep
it was a completely self-sufficient to consumers. Furthermore, while
games machine, and therefore the Nomad was compatible with a
fully portable. The Nomad not only surprising number of Mega Drive
featured its own 3.25-inch backlit peripherals - including the Mega
colour screen, but also included Mouse, six-button joypads, arcade
an A/V output that allowed it to be sticks, the Team Play Adaptor, the Apparantly, one way to solve the issue
hooked up to a television using the Sega Activator, Sega Channel and the of some early th'_rd'pa"‘p" “L“ga_u”“'
same scart or RF lead that came Xband modem cart to offer portable Iﬂ;i:?ﬁ?g:::ﬂ E::I i:iHTI'i'I:.I'II".T:
bundled with the Genesis 2, and internet access — Sega failed to make basically requires you to plug the
through RGB leads could display a the machine backwards compatible prablem cartridga into & Game Gear
fantastic picture. And Sega marketed  with either the Power Base Convertor, while it’s inthe ‘off’ position. The Game
it as such. The box carefully usesthe  Mega CD or 32X add-on. ERRE 0 |01 e GalLits oy
F £ : : checksum, bypassing the regular one
term ‘portable 16-bit game system This meant that devoted Sega fans inside the cartridge that th system
on its packaging to explain what it could only play Genesis carts on the doesn't like all that much. Admittadly,
was and to try to differentiate it from machine while the 32X and Mega we've not tried this ourselves, sowa
other handhelds that were currently CD games they had more recently can't b 100 per cent sure this mathod
o = works. In principle, though, it sounds
on the marirelt. In terms of demg_n. shelled out for were left out in the lik & ranttiablowa At e
its look was lifted from Sega's first cold. Moreover, this would have R
handheld: the Game Gear. It kept undoubtedly sent mixed messages to the prablem
the dark, edgier lock of its portable the consumer about the future of both
forerunner and comfortable concave the Mega CD and 32X, which were 13 e . i S
D-pad, but boasted six buttons to already struggling in the marketplace . 7 e v e "o %
accommodate the later Mega Drive at that time. And the problems didn’t s Fed " 3~ i s
releases. Of course, the console also end there. Like the GT, the Nomad's } : : «' a &
benefited from a vast library of over hi-res coloured LCD back-lit displays - 44 CYEET s ;1‘—‘
500 titles waiting on the shelves from  were notorious for blurring when f‘ s L3 1t A
launch. Yet despite such promise, the displaying fast-moving games, and E
machine wasn't without its issues. because of its small screen, games ’ "_
When the console was released, with generally small sprites or tiny -1
Sega had already unleashed two text, were often difficult to play. While
very costly add-ons for the Genesis. the Nomad's high-resolution screen
In 1992 they released the Mega did allow Mega Drive games to look

CD in the US, which retailed for an better than ever, in games like
astonishing $300, and two years later  shmups, where the action

it unleashed the 32X on the world, scrolls quickly, the screen
which came at an additional $170. was prone to blur and

While the unit retailed for almost lose definition. The screen
half the price of the PC-Engine GT was also one of the biggest
{$299), coming so late in the Mega factors behind the handheld's
Drive's commercial life, and having meagre battery life, which

o [Mexga Drive] Comie Zang wiss used to promate
the Nomad and releasad around the same tme. |

L
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State Of Play

Genearally, importing games for handhelds
requires far less hair-pulling than it does
for TV-basad consolas. Most handhalds
are multi-region and raquire no hacking to
play gemes from any territory, The Nomad,
howavar, is one of the few handhelds,
along with the NEC PC-Engine GT, to
include region lockout. As the Nomad is
essentially a portable version of a larger
home console, all security measures are
passed down to the machine, likeby why
it's known to struggle when playing seme
third-party software. As a result, out of
the bax, the Nomad will only play Genasis
carts, However, it is possible to mod the
machine and skirt the problem, Console
Passion offers a full modification job for just
£25 and that price includes a 50Hz/ 60Hz
toggle and languaga switches to boot.
Soifyou're desperate to play classics
lika Yu Y Hakusho on the go, visit wiww,

cansolepassion.co.uk for more details

P tf‘:: Ez, ‘ fE

» The: appearanae of the Nomad was charly influenced by
the Game Gear.
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offered just three to four hours of
juice from AA batteries, And while a
rechargeable battery pack and A/C
adaptor was made available for the
unit, its paltry four hours was clearly
a contributing factor to the mounting
problems that were diminishing the
MNomad's appeal. Customers also
complained that they experienced
problems when trying to run early
Genesis carts, although there is a way
to circumvent the problem in some
titles (see The Game Genie Trick).
Like any console release, the
Momad's success relied heavily on
timing. And cruelly, the time Sega
opted to release its sophomore
portable machine could not have
come at a worse time. In 1995,
Nintendo's all-conguering Game Boy
- the most successful videogame
console of all time - was
about to receive a game
that would re-ignite
interest in the then
eight-year-old handheld.
Warking with fellow
videogame developer
Game Freak, Nintendo
released Pocket
Monsters (or Pokémon
as it is known in the
West) an the machine
and unleashed a global
craze that further enforced
Nintendo's vice-like grip
over the handheld market.

= The Alwa Mega CO/CD Player, one of the
most bizerma Mega Driva verients thare is.
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o[ Mega Drive] Say what you lie about the Romad, #'s the only legal way to play S0/Zon a plana.

Furthermaore, it was in this year

that the Sega president at the time,
Hayao Makayama, announced that his
company would be ceasing support
for the Mega Drive/Genesis. The
company was turning its efforts to its
new 32-bit console, the Sega Saturn,
which had already been released

in North America that summer,

a few months before the launch

of the Nomad. This was a gross
misjudgement on Nakayama's part.
It's believed that Sega’s decision to
drop the 16-bit market outright, thus
handing it over to Nintendo, cost the
company millions of dollars. Not only
had they further enraged customers,
but also, in dropping the Mega Drive
so soon after releasing yet another
newfangled variant of the machine to
market, Sega had also handed its rival
two years’ worth of trade inside a
market that it could now monopolise.
And Nintendo responded duly

with late Super Nintendo releases
including Donkey Kong Country 3,
Doom and Harvest Moon in the US,
plus a slew of other titles launched in
the US between 1996 and 1997. This,
coupled with Sony throwing its hat
into the videogame hardware ring
with Sony's PlayStation in September
1995, was the final nail in the coffin
for the Nomad in the US. It had seen
one of the quickest demises of any
high-profile videogame handheld in
history, and by 1999, stores of Toys ‘R

Us were trying to shift stocks of the
console for as little as $50.

Owing to its low numbers, US
isolation, and short commercial
existence, today the Nomad is highly
sought after among retro collectors,
and particularly by enthusiasts in
Europe. With prices fetching between
£90 to £150, depending on condition,
the Nomad has increased in value,
and with a library brimming with
games, it's still very much a handheld
oozing longevity.

Had Sega cottoned on to the
concept of the Nomad before the
Mega Drive 2, and rolled it out
as a true successor to the Mega
Drive - marketed it as the portable
consolefhandheld hybrid it was
- then perhaps Sega may have
succeeded in its original goal to
prolong the life of the Mega Drive
in the US. After all, the portable
benefits of the Nomad would likely
have been a popular selling point
for the type of gamer among which
the Genesis was popular. Sega had
marketed the Genesis at teenage
and more adult gamers, so releasing
a games console that students and
teenagers could easily throw in bag
and ferry to friends’ homes would
have undoubtedly been an attracting
prospect. It's ironic, then, that Sega's
last hurrah in its bid to prolong the
life of the Mega Drive could well have
been its best.

RETRO GAMER COLLECTION LOLS 23




PERFECT TEN

DR ROBOTNIK'S MEAN
BEAN MACHINE

» RELEASE: 1993
» PUBLISHER: SEGA
» CREATOR: COMFILE
» BY THE SAME DEVELOPER: ALESTE

If you're looking for an excellent puzzle game to
U play on your Nomad, then look no further. Based
on the Sonic cartoon, Mean Bean Machine was a Puyo
Puyo-style puzzle game by Puyo Puyo creator Compile.
Flayers battle against Robotnik's cronies in a race to
match coloured jellybeans as they cascade down the
screen. The game features 13 stages and a handy

DEVIL CRASH

» RELEASE: 1991
» PUBLISHER: TECHNO S0FT
» CREATOR: IN-HOUSE
» BY THE SAME DEVELDPER: THUMDER FORCEIN

We reckon that Devil Crash's Gothic pinball
0 action is perfact for the Nomad. With simple
controls (the left flipper is controlled using any button
on the D-pad while the right flipper moves using a face
button), take-it-in-turns two-player multiplayer, and big
chunky graphics — not to mention addictive gameplay
perfectly suited to short bursts = it ticks all the boxes.
While Techno Soft’s classic may only have one table to
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password systemn, so it's perfect for dipping in and out.
Its colourful graphics and single-screen action make

it great for the Nomad's display. Incidentally, there’s a
pretty decent version available for Game Gear.

STORY OF THOR

» RELEASE: 1774
» PUBLISHER: SEGA P
» CREATOR: AMCIENT
= BY THE SAME DEVELOPER: ROBOTREK
U The Nomad often struggles
to display small text crisply,
and games with tiny words tend to
be adventure games. One RPG that
doesn't fall into this bracket is Story
Of Thor, one of the latest Mega
Drive RPGs. Like Zelda, the hero,
Prince Ali, uses the powers of four
good spirits to save his kingdom
from an evil ne'er-do-well. With
chunky visuals, fantastic music by
Sega music maestro Yuzo Kushiro
and compelling gameplay, this
is & classic addition to any Sega
collection. While this still features
a fair amount of blur, it's never
anything more than a niggle.
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RANGER X

= RELEASE: 1973
» PUBLISHER: SEGA.
= CREATOR: GAL EMTERTAIMMENT
= BY THE SAME DEVELOPER:
RESIDENT EVIL CODE: VERORMICA
U The first and last game by
Gau Entertainment, before
the studio was folded into another,
Ranger X remains cne of the best
looking Mega Drive titles ever.
Essentially just Cybernator meets
Siflworm, in Ranger X you pilot
the eponymaous assault suit, which
is accompanied by a motorbike,
and which the player can mowve
independently. Hard as Charles
Bronson, and just as colourful,
Ranger X was an underplayed MD
shoot-"em-up classic that, owing to
its chunky visuals, works brilliantly
on the Nomad's tiny screen.
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play on, there is still plenty of game to discover, with
the main table leading you into six hidden bonus mini-
tables and all sorts of freakish targets to smash. It's a
must own for any Nomad collection.

CASTLE OF ILLUSION
STARRING MICKEY
MOUSE

RELEASE: 1990
PUBLISHER: SEGA
CREATOR:IN-HOUSE
BY THE SAME DEVELOPER:
SOMIC THE HEDGEHDG
U From its captivating
opening to its lavish cartoon
visuals, inventive level design, and
pick-up-and-play gameplay, Castle
Of iflusion is a quality Mega Drive
platformer that makes the transition
to Nomad brilliantly. Criticised for
its sedate pace compared with
other classic platformers (notably
those starring a certain blue
hedgehog), Castle Of Musion is
actually more Nomad-friendly, as
less blurring and colour smudging
occurs during the action bits.
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PERFECT TEN: SEGAR NOMAD

Taking into account Nomad's small screen and those blurring issues, we
recommend the very best titles to pick up for the handheld. Just make sure
you have a converter for playing games from different regions
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SPLATTERHOUSE 3

» RELEASE: 1993
» PUBLISHER: NAMCO
» CREATOR: MAMCO
» BY THE SAME DEVELOPER: TIME CRISIS
06 Until the release of
Splatterhouse 3, the series
was just a gory grindhouse version
of Irem’s Kung Fu Master: its hero
Rick ploughing his way through
scores of mutant freaks instead of
guys in pyjamas to reach his love,
Jennifer. For Splatterhouse 3,
MNamco tweaked the formula.
Rather than work your way from
one side of the screen to the other,
Rick battles through mazes of
rooms, looking for a doorway that
will lead him to the next bit of the
geme. With simple gameplay and
giant sprites, Splatterhouse lent
itself brilliantly to the Nomad.

COMIX ZONE

» RELEASE: 1995

STREETS OF RAGE 2

» RELEASE: 1993
» PUBLISHER: SEGA

TOY STORY

» RELEASE: 19%
» PUBLISHER:SEGA

o CREATOR: SEGA
» BY THE SAME DEVELOPER: SHIMOE!

Cited by many as

Mega Drive's greatest
brawler, Streets Of Rage 2 was
a magnificent sequel and Sega's
answer to Capcom’s arcade smash
Final Fight, which Nintendo had
secured the rights to for SNES.
Sega won hands down. Pumping
the original SOR graphics full of
perfarmance-enhancing steroids,
adding characters, mowves, levels,
bosses, and more of that excellent
Yuzo Koshiro music, it remains the
ultimate side-scrolling brawler for
the Nomad and just so happens
to be one of the finest sequels in
videogaming history.

» CREATOR: TRAVELLEF!STALE
+» BY THE SAME DEVELOPER: S0MIC 3D
U Appearing late in the
Mega Drive's life (1996, Toy
Story was one of the machine's
best-looking platformers. Utilising
a similar 3D graphical technigue to
Rare’s Donkey Kong County to give
character sprites a real pop, the
game looked superb. With a variety
of levels based on key scenes
from the film, including a neat
Wolfenstein FPS section set inside
a grabbing machine, and a nifty
racing level that was exclusive to
the Mega Drive conversion. Owing
1o its beefy visuals and charm, Toy
Story is a handheld gem you'll
want to replay again and again,

STREET FIGHTER II: SPECIAL
CHAMPION EDITION

» PUBLISHER: SEGA
» CREATOR: IN-HOUSE

» RELEASE: 1973
» PUBLISHER: SEGA

» BY THE SAME DEVELOPER: SHINING-FDRCEII
0 Released around the same time as the Nomad
and used to demo the machines on its packaging,
Comix Zone was perfectly matched to Sega’s handheld.
A side-scrolling baat-"em-up set within the panels of a
comic book, enemies would be drawn in front of your
wvery eyes and the action played out against a fantastic
rock soundtrack. What Comix Zone lacked in longevity
— it only had three stages, two levels deep — it more
than made up for in ambition and presentation. Sadly,
like the Nomad, the game came to life a little too late for
Sega to really capitalise on its quality. So it's a fitting
game to be playing on a Nomad.

» CREATOR: CAPCOM

» BY THE SAME DEVELOPER: MERCS

‘I Looking for a one-on-ona fighter to enjoy whila
out on the road? Then grab a copy of Street

Fighter Il Champion Edition. The Nomad's six buttons

and concave D-pad are perfect for frantic sessions

on Street Fighter il. The only problem is that to play

against friends you'll need to connect your machine

to a8 TV as fighting over the small display isn't that

enjoyable. Outshined by Street Fighter Il Turbo, the

Genesis port had a feww aces up its sleeve; it included

the arcade attract screen, a team-battle mode and 11

speed settings.
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15 years on from the release of this
legendary Super Famicom classic, Jonti
Davies visits Nintendo HQ to scale the
summit of the Metroid series with director

= |SNES] Zebeswas an atmospharic setting, with a variety of
erviranments gven life by the nese SNES hardware.

IN THE HNOW

’ Yoshio Sakamoto

» Sakamoto also drected Metow Fusion and Zom Mission

eading back up to
ground level as | leave
the immaculate subway

at Jujo Station in the
south of Kyoto, | walk through this
remarkably unremarkable suburb
until | see the big white block that
houses Nintendo's contemporary
headquarters. The gates to NCL are
manned by two portly, middle-aged
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» PUBLISHER: MIMNTEROO

= DEVELOPER:

R&DI/INTELLIGENT SYSTEMS
» RELEASED: 199
» GENRE: SCI-FI ADVENTURE
» EXPECT TO PAY: £10

#[SNES] The iconic Maorph Ball has its roats in the lo4
MESs inability to convincinply animate & crawding Samus.

guards who seem to project a faintly
threatening presence, which is
comically undone as | notice, behind
them, in the back of their little
booth, a stash of NCL-manufactured
toy guns apparently left over from
the Seventies and a selection of
Nintendo character plushes from
the Famicom era. This may not be
the original Nintendo HQ site, but it
clearly retains the company's history
like a hoarding retro gamer hangs on
to loose carts.

Inside, beyond the pristine lawns
and shiny entrance, | enter a marble-
floored, austere world whose foyer
is staffed by painfully polite and
correctly spoken Nintendo officials.
Eventually I'm led into a meeting
room on the ground floor, where |
sip the o-cha kindly provided by the
demure NCL woman as | wait - and
slightly nervously revise my notes and
cue my Dictaphone - until a smiling,
ponytailed artist type arrives and
immediately makes his introduction.
This is Yoshio Sakamoto, producer
of Super Metroid back in the early
Nineties and still an integral Nintendo
developer today. "Hajimemashite.
Yoroshiku onegai shimasu.”

Sakamoto has brought with him a
small booklet containing an overview

of Super Metroid to aid his memory —
the game was completed 17 years ago,
bt the Metroid legacy stretches back
two decades — as we chat.

"To start with, there was the
Famicom Meatroid game,” he recalls.
Sakamaoto worked on that first
Metroid adventure, and its relevance
to Super Metroid is particularly
important because of the unchanging
core concept of the 2D Metroid
games; a core that was formed in said
Famicom Disk System original of 1986.

"My boss [producer Makoto Kanoh]
told me that Metroid was really
popular in North America, so he
encouraged me to produce a new
Metroid game with the high-quality
graphics that were becoming possible
thanks to the Super Famicom. Of
course | said, "Yes, I'd like to try doing
that.’ The game design and concept
had already been established before
Metroid Il was produced for the Game
Boy,” Sakamoto explains. “When it
came to making ancther sequel, this
time for the Super Famicom, we
really wanted to see how far we could
push the SFC to generate greater
power of expression and enhance
the appearance of the game world,
all while working with a basically
unchanged concept. That was our
initial motivation as far as Super
Metroid was concerned: to build on
the expressiveness of Metroid Il and
achieve greater presence, something
closer to a reality.”

Sakamoto had nothing to do with
the development of Metroid Il - at
the time his services were required
elsewhere within NCL - yet that
sophomore title in part shaped the
plan far Super Metroid: “As the last
scene depicted Baby Metroid being
born right in front of Samus's eyes...
well... there's no real explanation faor
that in the course of the games, but
that scene was another source of
incentive for us in that we wanted to
follow on fram that ending, linking
Metroid Il with Super Metroid. We
were determined to keep the
same world-view and maintain the
continuity of the story.”

Aside from the basic formula of
play that was set in motion by Metroid,

RETRO GRMER | 29
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Metroid -
IFDS/NES/GBA s
2 X

Return Of Samus ¢

{Game Baoy - 1992] A
X,

Super Metroid

[SNES - 1984)

Arguabhy the finest game in the i i i
thon biros ill

Metroid Fusion
(GBA - 2002)

Metroid Prime
[GameCube - 2002)
perenn adve spim on the
& million copias in the Unitad
an

style uiflr -person pla
the naxt

Metroid Prime 2: Echoes
(GameCube - 2004)
ama to featura a multiplayar mode,

Metroid Prime 3: Corruption
{Wii - 2007)
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w [SNES] Super Matrodd browght with it Mt ifs battery
savas, 8 godsend after tha first game's passwond systam.

the code on that million-selling disk
also plotted the aesthetic direction of
the series. | suggest to Sakamoto-san
that Super Metroid and the Metroid
games in general don't look like

‘typical’ NCL games and | ask him why

that might be. He sips his tea and then
replies: “I think the film Alien had a
huge influence on the production of
the first Metroid game. All of the team
members were affected by HR Giger's
design work, and | think they were
aware that such designs would be a
good match for the Metroid world we

had already put in place. To be honest,

I've never really been clear on what is
or isn't the ‘Nintendo look’, but as far
as we were concernad, we were just
projecting another image from within
Nintendo - another face of Nintendo,
if you like. But yes, it's a science-
fiction game, so0..."

Other than the artistic influence
of Necronom, Sakamoto reckons
that numerous games affected the
style of Super Metroid - | can't list
them... There are just too many of
them" - although he counters this by
highlighting the experimental side
of his team's early work: “For the
prototype stage of Super Metroid's
development we just had a few
Intelligent Systems programming
staff, myself, and another [in-house]
Nintendo designer. We examined
what was possible in the game, and
as the core Metroid system was
already in place we considered how
we could make the game easier

to play, what new ideas we could
incorporate, and so on... Then we
drafted in lots of other NCL and IntSys
developers once we got beyond that
stage and into the proper work.”

There has always been a complex
yet mutually beneficial relationship
between Nintendo, then based in
Higashiyama (to the northeast of
the current Minami location), and
Intelligent Systems, constantly
situated in the eastern Kyoto ward
of Higashiyama. Sakamoto refers to
the team as “IntSys" and says that it
had been helping Nintendo with the
Metroid series since the initial FDS
game, “as a second-party developer™.
While it's fair to say that the game
design and play-testing abilities of
NCL's in-house staff have always been
some of the world's best, Intelligent
Systems’ developers were on hand
to provide indispensable technical
know-how, particularly focused on the
hardware side of things.

“IntSys has always been very
capable with hardware,” Sakamoto
adds, "so during the experimental
stage we told the IntSys programmers
what kinds of things we wanted to
do and verified what in reality could
be done. We'd been well prepared
for the move to the Super Famicom
hardware, so we had some idea of
what to expect before we went into
it; which features we should use, and
how. | think it was good that we went
through the prototype stage because
it gave us a base onto which the post-

The nap room wasn't being
cleaned at all. One moming
staff woke us up and told us that
the room smelled like a zoo
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experimental stage staffers could
easily begin their work. At the time,
the SFC was reputed to be difficult
to develop for. Depending on how
you partiticned the Super Famicom's
video RAM, which looked after the
sorting of image information, the
scope of possibilities would change
wildly. Knowing that you could
diminish the VRAM's potential by poor
partitioning was useful information,
because it meant we could think

u[SNES| Supar Matrod used the full range of spesial effacts
awaikahle o the SMES for s bosses and envirecnments.

about how certain things could or Metroid and Metroid ll, only three of
couldn't be achieved, and how we the original Metroid team, including
could work around those limitations. Sakamoto himself, worked on

As we were migrating from the Super Metroid: “The rest of the
Famicom to Super Famicom, really [MCL side] was made up of young
everyone - not just Nintendo but trainee developers,” he recalls. "Of
other developers too - seemed to course young people can be quite

be having fun testing the feature set
of the new hardware. That went for
us, too: | remember often thinking,
'Oh, | had no idea we could even do
this!" The graphics and sound were
fantastic, but we were still driven by
wanting to [not] be outdone by the
arcade games of the time."

To a man, the developers supplied
by IntSys to work on Super Metroid
were all programmers. In spite of the
various backgrounds of the Super
Metroid team, there was apparently
no NCL-IntSys rivalry; no factions, just
harmony and productive co-operation.
Key team members from the
Nintendo side included Makoto Kanoh,
the producer, the guy who instigated
the project; my interviewee, Yoshio
Sakamoto, who was the director
in charge of game design; and
Tomomi Yamane, who was the figure
Sakamoto regards as having been
the ‘main’ designer: “He was very
skilled and was particularly interested
in the hardware stuff, consulting with
the IntSys people as to what kind of

impertinent - and those on the Super
Metroid team certainly were — but |
think that's quite important in a way.
These young people had enough
about them to help us a lot. There
were many different personalities
in the Super Metroid team, which
was a good thing. It was a harsh
development environment, so I'm
sure that some of the staff didn't enjoy
the work, but generally the tearn was
full of the "Let’s go for it!” spirit. | think
that was partly because of the timing
as well, what with the Super Famicom
pushing everything to the next level.”
The "next level” wasn't merely
the notion of advanced graphics and
sound: it was also a matter of the
expansion and improvement of level
design. However, Sakamoto and team
were reluctant to drag Super Metroid
into the realm of storytelling methods
utilised by RPGs and other adventure
games. "We really didn't want to
explain things to the player using too
many words,” Sakamoto states. “We
just wanted to let them play and be

w [SNES] Tha open-ended gameplay meant that
Super Metrid has become popuar for speed nans.

and place a bomb there in order to
advance, as cne component in the
solution of a [gameplay] riddle; if that
was all you needed to do in order to
get through to the next area, you'd
miss all of the other mechanisms
we'd put in place and wouldn't even
realise that certain parts of the game
existed. We wanted players to explore
everything we'd made and then move
on. That's why we designed the maps
in such a way that the player couldn’t
escape without exploration, or in
such a way that the player would end
up back at a starting point before
advancing. The player would be
cornered/driven and would eventually
be forced to stop and say, ‘Right, how
should | think about this area?’ That's

images could be displayed.” able to work things out for themselves.  the essential point of Super Metroid's
Even though the team's objective For example, say there's a mechanism map design. Not using words meant
was to build on the success of where you need to climb up a ladder that the player had to ‘feel’ his/her




DEVELOPER
HEHLUIGHTS

DONKEY KONG JR

SYSTEM: ARCADE, FAMICOM DISK
SYSTEM/MNES, ETC

YEAR: 1982

KID ICARUS (picTURED)
SYSTEM: FDS/NES, GBA

YEAR: 1986

METROID

SYSTEM: FDS/NES, GBA

YEAR: 1986
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way through the game — and that's
how we wanted it to ba. When they
discoverad something new —a new
item or new location —we wanted the
player to feel that he/she had made
that discovery independently, without
help from the game.”

R&D1 went to great pains to
achieve the fine balance seen in Super
Metroid's item locations, puzzles, boss
encounters, and in Samus’s acquired
abilities and inventory use. It wasn't
simply the case that everything fell
into position at the first attempt at
design either, as Sakamoto reveals:

“In a stage following on from an
area where the player made lots of
discoveries, we'd hold back from
pushing the player too far in order
to avoid repetition. Balance between
difficulty level and player discoveries
was crucial. We wanted to avoid

- creating an on-rails experience - we

wanted the player to feel free. But
— it was incredibly difficult to get
T that balancing act right. We'd
> been designing levels in
\ this way since the first
game, so we had a
L | ot of experience
" | but we still needed
to experiment and
build and rebuild.”
As well as
being a Metroid
debut for most
of the team, Super
Meatroid marked the
Super Famicom debut for all
concerned. Naturally, this step up
presented some hurdles that even
the advice of IntSys couldn’t equip
the tearm to surmount. "One problem
with the shift to the Super Famicom,”
Sakamoto says, “was that it meant we
suddenly needed a lot more sprites
and artwork, so we shared the map
and enemy design responsibilities
throughout the team, with everyone
making some input in those areas. But
then doing that resulted in a complete
mishmash of styles because of each

designer's individual preference, so
in the end | had to ask Yamane to
retouch everything that had been
submitted, bringing it all together as
one consistent design.”

Remarkably, there was no friction
within the team even during the
frenzied last stage of development,
although there was something of
a bad smell: “During the final six
months of development | didn't
know where | lived any more; the
Nintende building — not here, but the
old place [in Higashiyamal - became
like a boarding house for the Super
Metroid team,” Sakamoto grins. “It
got to the stage where | really don't
remember going home at all! There
was a nap room whera it was okay
to sleep, but sometimes it was full [of
sleeping, overworked Super Meatroid
staff] — those were the worst times,
when | wanted to sleep but couldn’t,
and | didn't have time to go home!

(Wl

wrath of a Nintendo demigod: Gunpei
Yokoi. In his early 50s at the time of
Super Metroid's production, Yokoi was
the game's general project manager
but did not exercise any hands-on
control. Sakamoto remembers how
his superior viewed Super Metroid:
"Yokoi-san, who at the time was my
section chief and who always had
fresh ideas, was always angry when
he saw us all completely absorbed
and working crazy overtime on Super
Metroid. He came in and said, ‘Are
you lot trying to produce a work of
art or something?’ [Laughs] But this
was an epic and we ware already way
past our deadline, and it seemed we
were getting progressively further
from our objectives - Yokoi-san was
becoming angrier with us day by day
during that period. We weren't aware
of it, but Kanoh was given a waming
by Yokoi-san. Although he was really
unhappy with us, and even though

We didn’t want to explain

things to the player.

- We wanted to

let them be able to work things
out for themselves

There were always between ten and
fifteen of us in the office through the
night, so we had to take naps in turns.
The nap room wasn't being cleaned
or looked after at all, because we
were always using it; one morning
staff from another area came to
wake us up and told us that the room
smelled like a zoo. Ancther Nintendo
employee put a room freshener in
the nap room, but that only made the
place pong even worse. Everyone

in Nintendo gave us funny looks,”
Sakamoto laughs. “It's quite sad

having only these kinds of memaories!”

Qur talk soon takes a turn from
development room stench to the

he wasn't the type to dish out praise,
Yokoi-san was constantly playing
Supar Metroid once we'd finished it

- he was hooked. He was playing it so
much that | wondered what he was up
to. [Laughs] When other developers
brought their action games to
Nintendo, he'd always compare them
with Super Metroid and invariably
ended up recommending the third-
party developer to ‘go away and play
Super Metroid'. That's how fond he
was of our game. | suppose this is a
better memory than the smelly nap
room anecdote,” Sakamoto laughs.

"Super Metroid was released in 94"

he continues, “and development had
taken us between two and three years.
| don't know how it was perceived
throughout the company, but the
timing was such that all teams were
focused on putting out lots of new
SFC games, so there was obviously
some expectation that we deliver with
Super Metroid. We definitely had a lot
of support and understanding of the
game's concept from people related
with the project, and that helped to
ensure that we did a good job.” Which,
as everyone who has played the game
will quickly attest, is a monumental
understatement. And if it was good
enough for Gunpei Yokol, it's certainly
good enough for us.

(’ tl
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The big bosses

Kraid

This first major boss
character is literally a
monster: he probably
migsed out on a role

in the Chawits adverts
puraly becauss ha was
overqualified. Kraid's weak
paint is his gob, although
he uses his whalz being
to launch guasi-organic
thorns and fireballs in
Samus’ direction.

Phantoon

A good example of

tha Supar Famicom
hardware's transparency
effects, Phantoon at
timas appaars to be an
apparition; this boss’s
trick is to flit between
protectad translucency and
a davastatingly powerful
solid state, and he likes to
launch endless rounds of
flaming blue orba.

‘aygon
Thn. yollm-halliad,
ovarsizad crustacean is
more than just a simple
typo. Draygon is a mean
swimmaer, and its weak
points are protected by
the shell of a giant lobster,
Slightly perversely, Supear
Metroid encourages you
to vanguish Draygon by
electrocuting it until its
flesh tums purpla.

Ridley

An homage - in name
alone, obvigusly —to Alien
director Ridley Scotf,
whose film was a major
inspiration o the saras,
this senior Space Pirate
appears once at the start
of Supar Metroid and
again, in more powerful

- yet paradoxically more
wulnerable - form, towards
the end of the gama.

‘{%m ™y

0 METROID

Mother Brain

Tha anigmatic final boss of
Super Metroid is essantially
a lump of deskulled brain.
Hawewver, Mather Brain
protacts itsell with dynamic
waapons and the glass
casing of a robo-suit,

and whean that fails, it
connacts ta the nack of a
bio-mechanical bodysuit.
Afterwards, Samus again
has to run for her life.
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musT POWER DRIFI'
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|Areadal] Missed

LHE 'L— comer, Big rallover.

LEI"S GO BACK T0 1988 ONE POUND ENABLES YOU TO PLAY DRAGON NINJA,
GHOULS 'N GHOSTS AND HEAVY BARREL. OR YOU COULD BLOW IT ON ONE
DELUXE GAME OF POWER DRIFT

IN THE HNOW

w PUBLISHER: SEGA

w» DEVELOPER: IN-HOLISE

w» FEATURED HARDWARE: ARCADE
w GENRE: RACING

» RELEASED: '%8

» EXPECTTO PAY: E|30-£250

ou step up to the machine,

click into your seatbelt,

and, with a great deal

of anticipation, INSERT
COINL.At this point, most of Power Drifts
contemporaries would simply dump you
on a track, and tell you to ‘Get ready’,
but net this game. Power Drift wants to
seduce you. The opening screen is a riot
of activity. Expectant crowds sit in the
grandstands. Five vehicles sit idling on
the roadway. And high above them are 12
drivers... bursting with personality. Each
competitor is highlighted in turn, as the
machine awaits your selection.

Just like OutRun, Power Drift takes
place on a series of five tracks, chosen
by the user. But since Power Drifts
courses are self-contained, you must
nominate your preferred route at the

J| ROLLER COASTER TRACKS
DhitAurrand Enchire Racerhad

& nothing eampared to
- dips, climibe and hairpn cuves.

10 Anwer Dniftt

heing your entire: woeld titon
comers was something else. The ™ m*m
cah hiad a seathelt for pood reason. ™

start of the game. This is done using the
stearing wheel, with the START button
selecting the currently lit driver. Each one
has real character - there's no effect on
playability, but it does a lot to enhance the
atmosphere. Your racer is lowered into
their vehicle. They zoom down a tunnel to
reveal a rotating three-dimensional race
map. Immediately, it stands apart from
the many other circuits you've completed
on such stable-mates as OutRun and
Hang On. As the track rotates, you notice
some breathtaking ramps, bridges and
jumps. You're a long, long way from
Coconut Beach.

Your foot finds the accelerator and
brake pedals... your right hand reaches
for the high/low gear lever. And the
camera cruises down to the start line for
the big beginning. Three, two, cne... The

| UNLOCKABLEVEHICLES

A fve-track mun of victories awards
ou & honus track, featuring either
the Fldfrom Aftedhurnerar the

matoecyde from Seper Hang-On.
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[Ancade] Th selected driver is lowerad inta their car,

race begins, huge billboards fly past.
You pass a few cars, and your cartoon
driver gestures at each opponent. Then
you hit the first turn. What's this? Your
entire viewpoint tilts to illustrate the
centrifugal force as you sweep around
the corner. Sega refers to it as ‘triple-axis
point of view graphics”. You would call

it ‘astounding’. And as the deluxe cabinet
rolls up to 20 degrees, you'll be glad you
put that seatbelt on. It's like sitting in a
canoe full of drunks.

Third-person — or chase-view- arcade
racers were very punishing in the Eighties.
Fail to take a corner on Pole Position?
Wham! You hit a hillboard and explode.
Fail to take a corner in OutRun? Wham!
You roll spectacularly and your girfriend
explodes. (Metaphorically, of course, it's
not Carmageddon.) However, Power Drift

SMALL BUSINESS

ADVERTISING

Biltoards nclude & edl Amesican
B radio station, 2 fumiture stare, plus
il an Australan real-estate agent.




W POLE POSITION (ARC) 1982
Nameao's 1382 classic wasn't the first
:pma racer {hell, Seqa’s TWMMI
it huge:

INFIUFNLGrrsS

The games that influenced and have been influenced by Power Drift

W SUPER MARIO KART (SNES) 1997
This is like a less flashy Power Dnift
Mintendo retained the: in-gans map,

e
and very solid real-life hillhaards.

W BUGGY CHALLENGE [ARC) 1984
This 1984 off-road racer was the first
third-person driving game to featurs
a tilting harizon, Taito also (ntroduced
pamers to the fun of driving bggies.

W SPRINT 2 (ARC) 1975

This 1976 elassic is a distant relafion,
biiit withouit it Paiver Drift may mot
exist. Sprint Zintraduced selectable
tracks and Al oppasition cars,

choice of drivers and spinring when
you're hit by another vehicle.

B OUTRUMNERS (&RT) 1993

The third OmtRurtook Power Driffs
“love-frustration crashes’ even further.
However disastrous the callision, your
wvahicle slows but dossn't stop.

r3

4

2.4 - A k. -

W STUNT CAR RACER (AMIGA) 1987
Jaff Crammond's racer had a gallary
of Ing app The graphi

and perspactive wara simplifiad, with
one Al opponent per race.

As the cab rolls 20

be glad you put that seatbelt on

is much more forgiving. Clipping another
vehicle causes you to spin wildly out of
control for a couple of seconds. But you
will retain some momentum, so irritation
is usually minimal. Roll spectacularly on a
hairpin corner and you'll reappear on the
track with half your previous speed. Even
if you fall 100 feat from a raised roadway
and crash straight into a billboard for 94.9
WLAK FM love songs... you'll still be
flung back onto the track... with at least a
third of your original velocity. Mistakes are
still costly, but frustration is reduced.
Each challenge consists of a four-

lap race, with an enthusiastic sports
commentator commenting on your
progress. In the upper right-hand corner
of the screen, you will notice an in-game
radar/map. Finish in the top three racers
and you will be awarded the standard
gold, silver or bronze trophy... plus access
to the next track. Fail, however, and it's
‘Continue’ time for you. Time to attempt
that track again. Earn five gold trophies
on one credit and you will be rewarded
with one of the first unlockable vehicles in
videogame history. An extra stage where
you'll swap your buggy for the F14 from
Afterburner, or the motoreyele from Super

Hang-0n. Upon completing the game,
the screen will fill with congratulatory
graffiti, including such compliments as
“You're great”, “Fantastic” and "You're a
handsome boy” strangely irrespective of
the driver's actual gender.
Power Drift made a big impact in
the arcade. And it was snapped up by
Activision to be its marquee title for
Christmas 1989. The Commodore 64
version was supetlative, the other 8-bits
were reasonable and the PC-Engine
incarnation was fairly gooed. The DOS port
was reminiscent of an upscaled version
of the CB4 game minus the presentation.
And the less we say about the 16-bit
versions the better.
If you're looking for your own Power
Drift arcade cabinet, you might be able to

locate a standard cab for around £150-250.

The deluxe version is going to be around
double that.

Power Drift was one of Sega's final
sprite-based racing hits, before Virtua
Racer started the polygon racing era. In
its annual arcade wrap-up, Sinclair User
named Power Drift “The racing game of
18887, and on its 21st birthday, we're still
inclined to agree.

degrees, you'll

WHY YOU MUST PLAY: POWER DRIFT

THE CONUERSIONS

How the various versions compare

COMMODORE 64

Chiris Butlar 1o maro,f icky

Ve,
5, and th

a trivnph. All the d all the tracks,
all the speed in one load. The road is

i but vou ¢ all off'
the high sections, Oh and we're nat
includi ast port as that
justwo nL.dn 't be fair on the others.

PC-ENGINE

This port |= VEMY -:Ilﬂnr.—nt from all the

pretty good rendition of the 3D
ds. Playability is lessenad by
poor visibiity due 1ot ¥
a very low horzon.

AMSTRA[}
. . Labiby, 1 a sirnilar
o~ : - the Spectrum wersion, with
ur the onby no

inthis p-:-n ncreasng the pla\-ah B
no end.

SPECTRUM

et a single load, 48K
users don't, Only five driver mugsh
appRear on , The i o
isn't as good as that of Chase HO, and
the mo -n:.\.r'r..me t'a..Lu don't stand

of road \Mll
when you hit the com
light wou're guaraniee

FORom rrren

DLﬂ of the versions |

game on
YouTube and was very
impressed” - SeadogTh
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IN THE HNOW

» Mame: Operatian Waolf
» Released:
» Publisher:
» Developer: In
» Pric
oepe wition

» By The Same Developer:
Chase HQ
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COIN-0P CAPERS: DPERATION WOLF

CEINZOPCAPERS
OPERATION|WOUE

we take a definitive look back at the classic
arcade game from Taito and unravel its sheer
= brilliance through those who know it best

he words ‘Operation

Wolf wiill likely conjure

up one image in your

memory: summer

holidays spent down
your local arcade with a pocketful
of lives and a beaming smile as you
blow away enemies like candles on
a birthday cake. Its action-packed
cabinet art, showing a Green Beret
firing a machine gun while carrying
a hostage, coupled with a realistic-
looking Uzi with which to mow
down virtual militia, was enough to
make even the most ardent pacifist
slot a coin down its throat.

Taite's Operation Wolf wasn't the first
gun game to appear on the scene, but
with a loud echo of the Rambo films
ermanating from the coin-op, it guickly
became one of the most popular, able
to turn a small child into & gun-toting
hero, and, because the enemies all
looked like Gf Joe characters, parents
didn't bat an evelid.

While ight gun games had appeared
on the scene as far back as the late
Thirties, Operation Wolf was really
the first to have a story tying together
its levels: your mission is to locate
and rescue five hostages and then
help them escape to safety. The early
stages see Roy Adams trying to find
the concentration camp where the
hostages are being kept, and he does
this by interrogating an enermy officer.
Then, after a brief detour to save a
village, Roy arrives at the camp, frees
the prisoners and must provide covering
fire as they run into the back of a C-123
military transport aircraft making its way
daviin & FunvwaEy.

One interesting aspect of Operation
Wiolf is the fact that your efforts in the
field affect the outcome. At the end of
the game, the Prasident will either be

singing your praises or npping shreds
off you, depending on how many of the
hostages you rescue, making Cperation
Walf as well as Taita's Bubble Bobble
{1986} and Arkancid (1986), one of
the earliest arcade games to feature
alternate endings. Weirdly, and contrary
to this thinking, in the original Japanesa
varsion, the player is given the choice
of which crder to tackle the missions in;
an option that appears in the Japan-onby
PC-Engine port

The enemies that Roy
faces include a variety
of different soldiers and
vehicles, and thanks to
the fact that a stage only
ends once a set number
are destroyed, the action
maintains & manic pace.
But it isn't completely
one-note, as the player
must conserve ammo
and also be careful to
avoid shooting civilians
that run into the fray.
The latter feature has

since become a staple, If annoying, part
of gun game gameplay.

Since its release there has existed a
small shadow of doubt as to whether
Cperation Woif 1s actually a light gun
game or not, As the gun is bolted
to the arcade cabinet, many believe
the garmna’s controls actually work
by having the crosshair on its screen
steered by the gun mechanically, as
opposed to light sensor technology.
Well, the truth is that Opevation Woif's
Uzis did utilise the technology, but,
as the light sensors were unreliable,
manufacturers decided to rethink how
the crosshair was controlled. They
opted 1o use mechanical controllers
with a potentiometer that would track
the movernent of the gun and relay the
infarmation to the screen. Operation
Thunderbalt, Operation Wolf's sequel,
utilised this change

Such was the popularity of Oparation
Wholf it was ported to pretty much
every platform in existence, wit
impressive ports by Ocean found on
the Amiga, ST and various 3-bit micros,
and TurboGrafx-16, Master

System and MES conversions

by Taito. More recenthy,

the NES version of

the game was made
available to download
on Nintendo's Virtual
Conscle last year, and
an arcade perfect-ish
port was released as
part of Taito Legends,
alongside Taito's Space
Gun. Sadly, neither
game was given light
gun support, T

{SHOSTAGES
I
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PROFILE

» Name: Rudy Chavez
0 .Aqe: 33
» Date of Birth: 0%/04/1975
» Current World Records:
Superman {coin-op}
1,214,200 points
Meres (coin-op)
299290 points
Alien 3: The Gun {coin-op)
17,630,000 points
Bionic Commanda (MAME)
2,251,090 points
Chase HQ (MAME}
11,071,500 paints

\'J‘ur
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We caught up with Operation Wolf MAME

world champion Rudy Chavez and sweated out

the intel on how he managed to mow down
16,316,700 worth of enemy militia... without

even using a gun!

M Retro Gamer: So do you
remember the first time you saw
Operation Wolf?

Rudy Chavez: Yes, VWhen | was a

kid | went alone to 7th and State of
downtown LA and saw from a distance
this odd-locking arcade that | thought
was a camival shooting game. | was
armazed at the realism of the gun,

with the epic intro graphics, so | put

in a guarter, hit the start button and
exploded with excitement with the
shaking recoil feel of the gun. | felt like
Ramba finng on those guerilla soldiers
and learnt right away how to use the
rocket bombs comectly.

B RG: Do you remember the first
time you finished the game?
RC: | kept trying to finish the game
but found the Airport Getaway area
just too hard. So | stopped playing for
a few months, because of the
frustration, and only stood
watching other gamers play
until | saw this one person
mowing down the
enemies quickly and
tactically. It was so
a amazing that he even
looped it a few tmes. |
learnt his tactical secrets
that helped me to keep
looping Coeration Wolf
then. | now utilise
5 on the MAME
version, but | also play
other positional fixed gun

games like Alien 31 The Gun, which |
also hold the world record an.

W RG: Can you tell us a little

about your impressive high score
on the game and what it feels like
to be the Twin Galaxies MAME
World Champion?

RC: | was given the title World
Champicn officially for a big reason, and
that is | try to go further than what is
already necessary to set a world record
| raise the level of difficulty all the way
up and decimate it from start to end

n Rty damonstratas his skils at the warld-
famaus Funspot ercede in Mew Hampshire.

with no less of life. MAME supports
many types of contral devices. The
three basic classes of controllers are
keyboard, mouse and joystick, and you
may be wiondering, ‘ls it easier to use a
light gun?’

M RG: So what are the main
advantages and disadvantages
between using a gamepad and light
gun for the game?

RC: The gamepad gives a pasitioning
crosshair that helps you fire at enemies
accurately, but mowving it is time-
consurming and rmaking a rapid decision
during an unexpected heawy firefight
can be tricky.

The light gun offers true aiming
accuracy and gives fast response to any
direction, but you need to fire the gun
maost of the time to know your aiming
diraction. Doing this causes ammo to
decrease rapidhy

The mouse gives a positicning
crosshair with smooth scrolling and

Listen up, maggots. To ensure you don't come home in a body
bag, you'll need to know what you're up against...

A TR TSI, ST (BT




speed, but the durability of the mouse
may fail duning long gameplay of input
stress at a greater rate, An example is
rapidhy clicking and grip prassure. Also
it's an absalute hand workout once you
are two hours into the game.

M RG: As well as the obvious, what
are the main differences between
the MAME and coin-op versions of
Operation Wolf?

RC: The real arcade [machine] of
Operation Wolf is far superior for
many reasons. The cabinet has a
maunted metal Uzi gun with force
feedback and mechanical vibration

to mimic the feel of recoil every time
you pull and hold down the trigger.
MAME cannat replace the real deal: it
can emulate any arcade game but not
the actual feel of it.

M RG: Can you tell us a little more
about your Operation Wolf world
record? How did you manage to
reach such an impressive score?
RC: My world record Operation Wolf
MAME score of 16,316,700 is one of
my best long-enduring challenges I've
accomplished. It took arcund four
hours to complete and | had to
continually mowve my mouse rapidhy,
firng and blasting the enemies
constantly, since this was set on the
hardest difficulty setting. it was hellish
whenever | looped the game, and

the only rest | had was when a stage
was completed or the last mission
was finished. | was determined to go
the farthest | had ever done and when
| did it | was so thrilled

B RG: How did you manage to
maintain concentration on the
game for so long?

RC: You know, the funny thing is
on the early tries | broke my mouse
during the battles and ended with
argund & million points, One day |
hope to be sponsored to go to
Funspaot again to beat my own
MAME world record on the actual
Operation Wolf %*

‘-r

The expert Operation

Wolf player reveals

his personal tips and

strategy to mastering

the game and racking

up those high scores
1 B MUNITIONS

mmando

of amma means running out of life,

50 reserve ammo by not auto-firing
attle, and save your rocket

s for mare sericus situations and

aunmng

hoats and whirlybirds

W STATUS BAR

2 t's impartant to pay close
u attention to your haalth,
munitions and numbear of enemies
you have to kill, This way you know
what to expect if any ambush occurs
Rermember that any hostage or villager
you kill will deplete one health cube

3 m ITEMS
The jungles sure contain
u plenty of wild things, but
ickily Operation Wol ot of wild

d. Shoot
10 revea

the coconuts and anir
items e plh M BE

items will just randomly appear

& MILITARY
&

4 TERRAIN STRATEGY
u n the Communication

.rfu"ll"[h stage, try 10 conserve as

much ar
Camp abwvays aim for gunk and
paratroopers first, On the Village

in the Munitions Base stage feel free
to use rockets at will. On the
Concentration Camp stage, try not
nally, an

to use any rockets, and
rt stage,
efore Using rockets.

the Airp

all the

try to save

host:

5 H BRUTE FORCE

ROCKET EOMEBS
u The best tactic to mow

down enemies quickly is to use the
rockets when they group together. Kill
twio, three, possibly five birds with one

s it were, Also, keep

< 1aving at l=ast tw
ar life-threatening mom

thougmn,

SEQUEISPIGLGY

We take a look at the follow-up missions
of Taito's popular war franchise

Operation

Thunderbolt

Released: 1988
Operation Thunderboltis a
fine follow-up that remains
true to the elements that
made the original game
such a massive hit. This
time Roy is joined by fellow
Green Beret Hardy Jones,
and both men are tasked
with saving American
hostages from a hijacked plane. Tweaks to the gameplay
include the action now scrolling into the screen as well as
horizontally, plenty more hostages to rescue, and the odd
first-person vehicle section. Perhaps owing to the fact that
the game could be played in co-op, Thunderboltis a more
challenging game than the original, although the benefit of
being able to continue from where you fall - except during
the final boss fight - does balance things out a shade.

Operation Wolf 3
: Released: 1994
The third game feels

like an Operation Wolf game
in name only, and given
how bad the English in the
game is - our favourite
quote is: “The nuclear
missile is fire. Down with

it before time limit” - it's a
wonder Taito even managed
to get that right. The game
is clearly from the dreaded post-Lethal Enforcers epoch

of gun games, and drops the timeless sprites in favour of
digitised actors and dull gameplay. With no Roy or Hardy to
take charge - instead we get a Clive Owen lookalike and a
woman who looks like Daryl Hannah in Blade Runner - and
an army of enemies dressed like they're at a rave, this game
almost takes a combat knife to the throat of the series.

Operation Tiger

Released: 1999
In 1999 Taito
released its final

Operation Wolftitle,
Operation Tiger. It once
again changed the look

of the franchise, going

all Time Crisis and Virtua
Cop in opting for graphics
made up of polygons.
Astute readers will have
probably already twigged that Operation Wolfis one of
the few gun game franchises to have ticked every box in
the visual evolution of the genre. The plot is set in good ol
199X where Nation X has been taking over neighbouring oil-
producing nations. You join the mission at the point where
it has proved an abject failure and are tasked with trying to
rescue your fallen comrades and help them escape.
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We have a brief chat with Jamma+s Chris
Nightingale about his recently restored Operation
Wolf cabinet. If only it was ours...

ERTITS

140050
H B

“I purchased the Electrocoin Operation
Walf cabinet in a semi-warking state
off eBay from a guy who had it in his
home for the past five vears. It was
n reasonable condition bar the usua
scuffs and cigarette burns you find
oh any ar game of that age. The
restoration process took a couple
of months and mainly consisted
of cosmetic restoration as
well as fixing a few technica
issues. The hardest aspect of
the restoration was the monitor,
because it wasn't something that
| could actualty repair mysalf.”

AREERNEEENNAEE B RS

I TAITO

Taito was formed in 1953 under
the name Taito Trading Company.
The company released numerous
arcade hits during the Seventies,
Eighties and Nineties, including
EBubble Bobble, Arkanoid and
Space Invaders. It is now owned

"As with all
these old
machines, the
artwork did have
the odd battle
scar due to
vears of service,
so | decided
to restore it to its former glory. |
i create the artwork from
1y and apply it directhy
original. | then recreated it
in Paint Shop Pro, which was a fairly
ime-intensive process. The results
out really well.”

“At the heart

of the machine

is the game
software, which
runs from a i

connections
to all the controls, the monitor and
the speakers. Again, these are the
sorts of electronics that you don't
i really want to be fiddling with unless
i you know what you are doing. |
! \was lucky in that the board worked
perfectly, but I've stll invested in a
spara board, just in case.”

YO  RETROD GRMER COLLECTION LIOL. 5




B MARQUEE ™

Like many arcade marquees,
Operation Wolf's is designed 1o

both attract punters — it's backlit
— and show them how to play the
garme, with this marguee clearly
showing who you need to avoid
shooting and your weapans

“The main technical problem was
that the gun didn't register any
hits on the screen — a commaon
faul for a humber of reasans. This
particular fault was due to the
monitar and reguired a reasonable
amount of work to fix and was
beyond my expertise. Luckily,
Crawg at G210p (wwww.giz10p.
co.uk! was able to help me”

Ty

ﬁ

Electrocoin was responsible for
manufacturing Operation Volf
thraughout the UK and has been in
business for over 30 vears. It is still
handling titles for Taito, with its latest §
release being 2007's Chase HO 2

i "The most impartant feature of the

game is the gun, which is modelled
on the IMI Mini Uzi 9mm. As this

15 something that is handled all the
time, it had a number of dents and
scratches and a lot of surface rust.

| stripped down what | could and
remiovied all the existing paint, primed
it and then finished it off with a
re-spray. | also cleaned up the star
button and the lens wathin the gun,
and reproduced the 'Start Button'
label. I've also purchased some spare
guns and restorad those as well, just
in case something ever goes wrong.”

-8 COIN MECH

“Although the
cabinet had a
coin mechanism
{Cain Controls
C220) that
accepted 10p,
20p, 50p and

£1 coins, the previous owner didn’t
bother using it. | decided to keep
the coin mechanism, but it was out
of date, programmed with the old
50p coin and needed updating to the
current ane. | was able to get cne
from Swallow Amusement Machines
(www.coin.demon.co.uk)

——8 SIDE ART

i Chris hasn't recreated the origi
side art, 50 here's a picture of it
It depicts the lone wolf gunning

dovwn unseen enemies with a
POW slung over his shoulder.
Poweriul and effective.

B THE GUN e

COIN-0P CAPERS: OPERATION WOLF
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01. NES

(Worst Version)

The tagline for this
wersion, 'Take Mo
Prisoners’, is a little
misleading, given that
your mission was to do
just that. Amyway, the
MES version is one of
the weakest ports. The
graphics are squashed,
stubby versions of the
arcads game, and playing
it using the Zapper
ironically makes the

Taito's Operation Wolf
received a number of
home conversions, but
‘which was the best?
Find out now as we play
every single one...

Hunnn

ac
el

5

game almost impossible,
with gquestionable
accuracy and a lack of a
quick fire function. Stick
to the contraller.

02. Master System
(Best Version)

Mow this is more like it.
The console's light gun
wiorks brillianthy and far
more responsively than
the NES Zapper, the
graphics are bold and
colourful, and rocksts are

Y2  RETRO GRMER COLLECTION LIOL.S

fired using the second
contraller, allowing you to
position the control pad on
the floor like a Time Crisis
pedal and use your foot to
launch grenades. This is
as good as it was likely to
get from the SMS.

03. Amiga

In terms of graphics, the
Amiga port does a great
job of replicating the
arcade sprites. Also, the
serolling feels smaoath for

nuunnn

'SCORE 98008358
41 (&1 [&§]1 =
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the most part, and this is a
decent stab at replicating
the coin-op. The only
gripes we have are the
fact that it comes on two
disks and that load times
are lengthy. Alsg, ammao
seems sparse and there
is slowdown when things
get chactic, but this isn't a
bad conversion at all.

04. Atari ST

There's not much to
split the Amiga and ST

versions, aside from the
usual: the graphics aren't
as colourful and the
scrolling isn't as smooth,
although you'd struggle

to notice. So the graphics
look a little drabber, but so
what? War isn't supposed
to be pretty, right?

05. Amstrad CPC

In terms of the 8-hit
micros, the Amstrad walks
away with the trophy.
Owing to the maching’s
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wionderfully fulsome
colour palette, Amold is
perfectly suited to taking
on the chunky aesthetics
of the coin-op, and this
conversion doesn't
disappeint. The graphics
look great, if a little bit
garish and blocky, and the
scrolling is surprisingly
smooth. The controls
feel solid and responsive,
and even steering the
crosshair using the
keyhoard is enjovable.




COIN-0P CAPERS: DPERATI
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> be a good idea for me to work as their top C64
programmer’s ‘helper’, or ‘apprentice’, if you like.
That was Colin, who already had a number of successful
titles under his belt. In the late summer of 87 Colin had
started on Gryzor, which was the first game | worked
on. All the ‘tunnel” sequences were ming, and Colin did
the rest of the main scrolling game. That game was
tough because we aimed to fit it in one load, which
we managed in the end. | think every byte of the C64
memory was used, and Operation Wolf was the next one.
Another tough game. | know | worked on all the baddie
animation sequencing. | think the main scroll routine
might have been mine too. I'm not sure now.

M RG: Did you work on any of the other versions?

CP: Mo. Although | could understand Z80 and 68000
code, there were a lot of technical details about the other
machines that | did not know. We all tended to work with
the machines we were good at.

B RG: Had you played the game before?

CP: Only on the arcade machine, and | was rubbish at

that. | usually got somebody else to play up to the level
| wanted to see. | was in my forties even then and was
considered a ‘Grandad’ in the industry.

B RG: What's most difficult about conversions?
CP: It varies from game to game. The most difficult
technical bit in Operation Wolfwas the nature of the
display. The right-hand part of the screen had to be static,
while the |left-hand part had to scroll left to right. The
NCErIE TUE UNCTOCCD o Commuodore 64 had great scrolling capabilities, but the
M |l e whole screen had to scroll. The effect was eventually
obtained by manipulating the character data for the
right-hand part in the opposite direction. So it was
scrolling, but it appeared to be static. Where the two
rmet was a horrible jurnble, but it was covered with the
energy level sprite. | got asked for years afterwards how
it was managed. Programmers thought | had managed to
somehow interrupt the scrolling mechanism...
| also seemn to remember a lot of problems adjusting
the helicopter sprites so that they did not appear in front
of the static data. | think David did a lot of work there.
DB: As Colin said, the biggest problem was the static
area to the right. We originally started writing a version
with all that stuff at the bottom of the screen, which is far
easier — ask any C64 programmer why! Then we came up
with a clever solution, which was shifting the character
definitions in that right-hand area one pixel at a time in
sequence with the scrolling, which made those characters
appear static. It took a big slice of the processing ‘pie’, but
the scrolling was relatively slow anyway, so it wasn't a
problem. We managed it somehow! %
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COMBAT

WAR... HUH... WHAT IS IT GOOD FOR?

» PUBLISHER: ATARI

» RELEASED: 1977

» GEMRE: ARCAOE

» FEATURED HARDWARE: ATARI 2400
+ EXPECTTO PAY: £5-

HSTORY

Ah, Combat...
32 years old
and you're still

and Coleco’s Telstar Combat - it is
the superb 2600 effort that we still
find ourselves retumning to.

The garme itself is pure simplicity:
you purrmel yaur rival tank with
fullets and try 10 score @ set number
of paints before your cpponent does.
Take hirn aut before be manages 1o
hit vou and he'll be huded across the
game screen, allowing the whole
deadly chase o begin anew, IU's
awaonderful, highly competitiee
concept, and I"ve lost count of the
nurnber of argurments | e had with
frignds when pleving it.

The real beauty of Combar
though, was that there was so much
1o it In addition 1o tanks vou had

sccess o biplsnes and jets, bath of
which moved significantly faster than
their ground pounterparts, and, dus
1o not baing restnicied by an arena,
could maove off one sida of the screan

and appear an the gther

Inv addition to different vebicles
it was also possile to chacse from
savaral types of shots, meaning that
the tank had access to standard or
guided missiles, while the jet and
biplane could also use machine
guns. Successfully guiding a missile
antg your sincken opponant still
manages to fill you with immense
satisfaction. There's an impressive
selection of different arengs to
choose fram as well, with canain
lewiels featuning cleverly designed
mazes 1o negotiate. By far the best
addition to Combat, though, was Tank
Pang, an ingenious twist on the usual
gama that allowed you to bouncs
your shots off walls,

Allin all there wers an imprassne
27 game maodes 1o choose from,
ard while there was no single-
plsyer support, it remains ane of the
qresatest party games o ever apoear
an Atari's maching, It may have
looked incredioly wgly, even back in
tha dary, but Cambet is all about its.
amazing gameplay, and for that I'l be
atarmally grataful.
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD

Durell Software

As software houses go, Durell couldnt
claim to be the most prolific, exciting or
successful, but it was responsible for
several hits, including Harrier Attack,

Saboteur and Turbo

prit. Martyn

Carroll talks to its key people and charts
its brief but bright history

he sum of £100 is important in
I the history of Durell Software,
and no, it has nothing to do with

the cash reward that the company
offered to anyone who dobbed in a
dirty pirate. Funnily enough, when
Durell is mentioned these days, the
topic almost always turns to this
infamous £100 reward, so we began
by asking Durell founder Robert White
about it. Did any playground pirates do
jail time for ripping off Turbo Esprit?
Was the office inundated with illicit
tapes and anonymous tip-offs? "k
was an absolute hoax,” he laughs.
“You wouldn't go prosecuting some
kid, would you? No one contacted us
anyway. The only thing we got were
people phoning up and saying things
like, ‘I've been playing Combat Lynx

Y6  RETRO GRMER COLLECTION LIOL 5

and | landed my helicopter in front

of a tank and the tank drove straight
through it. Why didn‘t it blow up?”
Piracy was definitely a problem, but
the reward was just a bluff really.”
But what about those special Durell-
branded blue cassettes that identified
legitimate copies? They must have
been expensive. Robert laughs again.
“It was simply that our tape duplicator
had some blue tapes! That was it.
Nothing conscious there at all.”

Forget the reward - £100 is important
because that's the capital Robert used to
start up Durell in 1983, With the maney
he bought a shiny new Oric-1 computer
and taught himself how 1o program it. Prior
to this, his background was somewhat
less technical. He actually qualified as
an art teacher but scon discovered that

L] INSTANT EXPERT

The company name Comes

from ane of the middla names

of its founder, Robert James
Dl Wihite

Durell Software began life cn

14 Feoruary 1983 with Robert as
its sols member of staff. Ron Jeffs
and Mike Richardson joined the
cormpary four menths later

Dwrell’s first Oric games

| Lunar Langer and Astaroids)
weere written in BASIC and the
kstings weng annotated with
explanatory AEM staterments,

the e biing that budding
OrogrEIm ovild understand
e e ganes warkid,

In-housa programmers were on
3 galary, but they wera also paid a
nenyalty of 60p per garre sold
Harrier Attack was bundled with
the Armstrad CPCAE4, adding
ancther 100,000 units o the
game's already stellar sakes figures.
Despite releasing games on
miultiphs formans, the Spectrum
amerged & Durall's lz2ad platform
Robert puts this down o Mike
Richardson's skill with the machine
Sabotaurwas the only Durell
game to receive a sequel
According 1o Clive Townsand, it
was simply dovwn 1o the success
of the first game

Turbo Espritis often hekd up as
tha precursor to the GTA games,
wiat DhiA, Dasign's. Mike Dailly has
tokd us that the ¢

GTA was the Sy ate games

| inspiration far

half the population had too. " remember
applying for one job and there were 800
applicants,” he says. Switching career
paths, he gained a degree in quantity
surveying and landed a job at the Oxford
Regicnal Health Authority. In his rele as a
senior architect, he used CAD software
to design hospital buildings and quickly
developed a fascination with computers,
and in particular the notion of using
computing to solve problems,

“I was in the job for three years,” he
says, "but then my wife's grandparents
died and we had the opportunity of moving
inta their house, and that was out in the
country in Taunton where there was a
great shortage of hospitals to be designed!
So | left my job, bought an Oric and
basically went to wark in my bedroom like
a maniac. My start-up capital was the cost
of the Qrig, and that was all the money
| had in the world. So | wrote the first of
our games for the Oric to generate some
income. They were pretty crap, but they
sold really well as there was absaolutely
nothing available for the computer at the
time. | could hardly not sell a game.”

Staffing up

The very first Durell games were Lunar
Lander and Asteroids for the 16K Onc.
They wera sold via mail order and as the
orders stacked up, Robert quickly realissd




that he didn't have enough hands to write
programs and run the company at the
same time. He needed skilled staff, so he
placed an advert in his local newspaper
locking for machine code programmers,
The ad was answered by Ron Jeffs and
Mike Richardson.

"It was one of those fluke things,”
says Ron. "l wasn't actually looking for
a job, but my wife was. So we got the
local paper and were locking through
the vacancies and came across Robert's
advert. | rang him and drove out there
the same day and came home with an
Oric under my arm!" Qriginally hailing
from Brighton, Ron was an engineer by
trade and developed an interest in
programming after picking up a
Sinclair ZX80. He left the
German company Mixdorf
Computer to join Durel| at
the age of 46.

Mike was 20 years
Ron's junior, but in similar
fashion, his interest in
pragramming was initially
just & hobby. “| used to
work in an aerosol factary
and | studied part-time at
Bristol Polytechnic,”
he reveals
"Eventually | got an

FROM THE ARCHIUES: DURELL SOFTWARE
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£ | rang Robert and drove out
there the same day and came
home with an Oric under my arm?7J

ROM JEFFS MAKESIT THROUGH DURELLS STRINGENT HIRING POLICY

chemical analysis, and | was still doing that
when | first started with Durell.

Robert hired Mike on the strength of a
quaint Spectrum game he'd written called
Jungle Trouble. "l saw a television advert
for & game, which | think must have been
Ritfall and the game grew from that,” says
Mike. “It took me about five or six months

to complete, but 1 was only doing it
part-time as | was working at the aerosol
factory at the time.”
Robert liked the game
and later released it
for the Spectrum, but
before that he had a
game idea of his cwn that he
wanted his new recruits to realise.
"The original Harmer Attack idea
was Robert's,” remembers Mike,
"He thought that because of the
Falklands War, the Harrier had been
in the news a lot, and it would be
a good idea 1o do & game based

the game for the Oric and | worked on the
Spectrum version. It was a big help to have
the Oric game as a guide as there was

no decision-making to do along the way.
There were no graphics or code sharing - |
looked at what Fon had done, then went
and did my own thing.”

Ron adds: “Robert explained his idea
and it was guite primitive really. You
basicalty tock off in your plane and got shot
at, and you shot back, and that was it.”

Harrier Attack was a simple Scramble
clone wearing topical trousers, but Robert
was convinced that it would be a hit
with gamers. He was so certain that he
booked £20,000 of advertising to promaote
the game. "By the time Hamer Attack
was ready for release around September
1983, I'd used pretty much all of the
company’s money 1o pay Bon and Mike
to that point, so | went off and booked all
this advertising with no way of paying for
it! But 'was 100 per cent confident that

OBY TH
' NUMBERS

| 29 The age of Robert White when
| he founded Durell in 1983,

| 500 The number of tape copies
| Robert made of his Oric assembler
| program. He sold them all.

| B The choice of skill levels offered
| tothe player in Hamer Attack.

| 4 The number of Durell Spectrum
| games that were rated above 90%
| in Crash magazine. {The titles were

Critical Mass, Saboteur, Fat Worm

| Blows A Sparky and Thanatos.)

| 0 The number of Durell
| Commaodore 64 games that were
| rated above 80% in Zzap /64,

| 9 The percentage rating
| that Zzap!64 awarded to the
| Commodore 64 version of Turbo

Esprit. Yes, it really was that bad.
10 The number of months it took

| Mike Richardson to create Turbo
| Espntfor the Spactrum. This was
| the longest he spent on any game.

112 The number of screens in

| Saboteur. The sequel was roughly
| seven timas bigger.

100,000 The number of copies of

5 Sabateur sold on its initial release.
| 250,000 The number of Harer

Attack sales, including the copies

| bundled with the Amstrad CPC464.

MSe in instrumental on that. Ron did the first wersion of it would work out. | remember saying o
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ectrum| Although Cl
canceled, the game had an

p my wife one day, 'l think we'll probably “ &Ies I.m ri*n fru.rl Bm Robert realised early on that for a game
make £40,000 by Christmas’, and in the

to be a success, it needed to appear o

end that's roughhy what we did. In my tO' m mo. |.Ian1'er Atmk as many platforms as possible. Lots of
arc t role earnir 3,000 a year, 1 ion ko i

conversion work was handed to Ron Jeffs,

s £40,000 was a huge amount of money w't m -b *ll 1mm ,, who rewrote Scuba Dive for the Onic a
sivamin ﬂn&i = : ;

Combat Lynx for the Commodore B4, Ron
DURELL HITS THE GROUND RUNMMING WITH TS FIRST HIT went on to port several more games to
Chart attack the CB4 - and not just because he w;
Sales of Durell software suddenly went —— 511574 B an exploration game.” Scuba Dive was farniliar with the 6502 processo
bonkers. By July 1983 Robert had é : : followed by Combar Lynx, an ambitious powered both the Oric and, in medified
managed to shift 800 tapes, but by the ) game that put plavers in control of a form, the C64. “It was partly because |
end of the year that figure had risen to | rilitary attack helicopter. Although Harmier had 1 in the 6502 processaor,
20,000, Hamer Attack alone went on to . ! Attack was wildly successful, Mike wasn't but largely because Robert simply needed
sell a colossal 150,000 copies and the about to replace the plane sprite with a someone to write versions of the games
success of this single title funded game N . chopper and be done with it. Instead, he for the C64. And because Mike was so
development for the next three years i [—— ’ crafted a game that was part shooter, part good on the Spectrum, | steppad in to do
Mike devoted himself full-time to e : A simulation, and fe d great 2D t'r==pl1r:f'.. the C64 stuff. | always thought the 6502
Durell and began wrlk on underwater . ' "I always had a thing about was one of the best proce s amyway. [t
unt Scuba Dive us t T ’ ; he says when -r:sde about was so simple and that made it so fa
do a Frogger-style 3, 5 2, - a the easy option. “Besides, | had 'c'.‘u"l”\-" put the cnus on the programmer
> had an ideas meeting and decided an id bout how to do a 3D la 8o i'_"' smart with it.”

slace the frog with a diver and the 3 after sesing the output from a scanning vike turned |1|<. hand to the Ams
3 s 0 § =ctron micr pe while | was doing a CPC when it we ched in 198
grew from there, eventually into more of radictable world of busine: are chemistry course.” he quickly converted Harrer Attack to

L1 WHERE ARE THEY NOW?

Robert White Mike has been involved with games Incognito Games, which has Julian Todd

The founter o Durs | S ofoarsre for the past 20 years, He has written  produced mary tiles for mobile Far the past 17 years, Julizn has

now runs Durell Solutions out of the  @ames for the PC, PlayStation and phanes, including the 2007 hit Soe | ised his geometric talents o write

same office complex in Taunton, The 300, and is currently warking on Jurmp and the official X' Factor game.  glgarithms for CNC Machine Tools,
comparty provides sdrministraticn iPhone software. In his spare time, In his spare time he plays 190 MUCh  hased in Norwich. For fun he works

software to the nsurance industry he is studying maths at the Open Farmifle on Facebook on "disruptive political websites”
"Doing games was not a lot different  University. He also likes 1 mess with

from what we're daing now,” he elecTronics, “For Chistmas | gota PIC  Ron Jeffs Nick Wilson

says. "lt's about coming up with microcontroller programmer board kit Ron has worked with Robert since
ideas to solve problemns and trying to | haven'tdone any solderngfor along 1983, He was Durell's head of
present the solutions attractivedy.”  time sol'mlooking forward to playing = peort from 1988 until 2009, and he wrote Deep Strike, including a spel

PSR nowy, aged 72, he has tskenon a rmaking garmes for Eicllas He currently

Mike Richardson {pictured) i parttime role. According o Robert, uns SIarB‘,fle Software, which is
Apart from a sped when he worked  Clive Townsend he’s still a very much appreciated behind the iPhone games Hlack
with Robert on business software,  The Sabaleur creator now nins mamber of the team. Mamba Racing and NEX,

Mick has worked in the games
industry for a number of years since

RETROD GAMER COLLECTION LIOL. 5




Harrier Attack

[1983]

Inchuded not becausa of its
importance in tha history of
Durell, but because it's a great
lirthe: giarme in its v right
that's parfect for quick blasts.
It's probably best rememberad
on tha Spectium and Amstrad
CPC, yet the Commadare 64
warsion comes out an top thanks
to its slick graphics and decent

sound effects.

Scuba Dive

[1984)

Mike Richardson’s first game of
note was this cracking marine
achenture, which saw the player
salvaging treasure fram the
deep whils avoiding all mannar
of underwater beasties. 11's
Itarad with lovaly little touches,
like the maving boat on the
surface and tha big ol octopus
guarding entry ta the desper
cawarmns balow.

[1985]

Yes, the game where you could
kick dogs o death, but there's
much more to Sabatour than
weantan canine cruelty. The
amphasis was on exploration,
and discovering new aneas in
the huge enamy complax was
perhaps mone satisfying than
actually cormplating the mission
gbjective itself. Saboteuris a
true B-bit classic.

Turbo Esprit

[1988]

Widaly considared 1o be
Drurell's finest release, this
exceptional driving game invited
yiou to race threugh 30 citkes
and bust drug smugglers while:
abeying traffic signals, pelican
crossings and other rulas of
the road. Pretty epic — by the
standards of the Spectrum, at
least —and you can't say that
about marvy B-bit games.

[1986]

Durel games often featurad
flashy, high-tech scenarics, so
this famtasy arcade game set in
rredieval times was a welcome
change. Graphicaly it was
amazing, particularly the main
dragon sprite, but as with all of
Mike Richardsan's work, it was
the little details abowt it that
really siood aut. A game made
wiith cbvious affection.

Saboteur Il
[1987]

Subtitled Avenging Angel the
sequel featured a face-kicking
famale protagaonist, which was
& novel Twast a1 the Time.
Sabotewy If pust about had tha
adge aver the ariginal - the
game magn was biggar and there
were distinct missicns that
incraased replay value. Plus, you
could bust out of the enerry
lbase on a rad motorbika. ..

the new machine, The game attracted
the attention of Alan Sugar, who was
desperate for software to publish on his
Amsoft label. The deal was done and
Harrier Attack became one of the games
bundled with the computer, “Alan is a
smart businessman,” says Robert. “You
don't get a lot cut of Alan Sugar. It was
nice to shift an extra 100,000 copies
through Amstrad, but he was on a very
tight budget. | doubt in the end if he even
paid 10p a copy. It wasn't a great deal for
us, but it was a nice little extra.”

Far the BEC Micro, Robert locked to a
couple of yvoung programmmers who had
previously written games for the Acorn
machine. Mick Wilson and Julian Todd
were two school friends whao grew up
just 20 miles away from Durell's offices
in Taunton. “We sold Durell one game for
the BBC Micro called Mineshaft"” says
Julian, picking up the story. “Then we
parted Combat Lynx from the Spectrum
ta the BBC over many weekends in

|Spectrum) Hare's & ghmpse at Wike Bicherdson's
unreleased Sabatsur 3. This screen, and many others, were
racantly retrieved from Mike's o Microdnve cartridges.

[JSABOT3UR?

The full stary behimd tha third
Saboteurgame would require
an article in isall, so wa'll brially
surmrnanise the reasons wiy
you“ve never had the chance to
pilay it The first atternpt was made
bty Mike Richarcsen shorthy befone
Durell sokd its games to Elite, A
dl_:'yg'\ wias arawen up and hike
creatad a bunch of sprites and
evin Same mocked-up Soreens,
but development ceased when
the sake went through. Clive
Townsend later started work on
s v Spectrunm sedquel wdar
tha title Sabotaur 300 A damo
was produced out Clive deckdad
to shift development to the PT
instead, The garme then want
thirgugh wvarious iterations during
the Mineties befare being placed
on tha back burmear around 1998,
where it remained. More recenty,
Clive was speaking 10 a developar
about resurrecting Seboiew 3,
but once again i didn't work
out, “Sadly the developer didn't
actualy set up the comparny as
he'd planned, 5o nothing was ever
dhone,” raveals Clive. *| still hava
an extensive desian document,
though. so if thers
are gy SEnQUS
producars out
thera, thay should
get in touch!”
Soone day wa
rmay gat o play
a new Sabotsur
game, and there's
even a chance that
Clive's Sabateur 30
dermao for the
Spectoum may
surfage. “l found a
koad of Microdie
cartridges, but
nane had Sabotew
30 gn them,"
he says. “I'n
Starting to suspect
that itwas an a
Spectrum +3
disk, 50 T hawe to

chack the loft..." jaq

Mick’s bedroom. When

that was done, Mick

dramatically clearad his

desk in the middle of the

week and dropped out of

school to pursue games writing full-time
Later, after attending schoal in Cambridge
for several months, it was my turn to
drop out. | rented a crummy room in a
shared house in Taunton with MNick and
we each worked on new games in the
Durell Software attic.” Mick’'s game was
the impressive biplane shooter Deep
Strke, while Julian was responsible for
the utterly hizarre = but in a good way

~ Fat Worm Blows A Sparky

New recruits
More fresh faces soon appeared. Simon
Francis was a college kid who impressed
Raobert with a dungeon game he'd written
for the Dragoen 32 called Pt Fiend He
joined the company in early 1985 and
reworked Pit Fiend as Death Pit for the
Amstrad CPC, then authored the Dune-
inspired Spectrum game Crtical Mass.
Another new starter was budding Z80
programmer and martial arts enthusiast
Clive Townsend, who happened to live
on Durel’s doorstep in Taunton. He
hung around the offices and was initially
employed as a graphics dogsbady.
His first two games as a programmer
- a platformer called Chicken and the
Spectrum version of Death Pit - were
both canned, but it was & useful learning
experience as he acquired encugh
machine code knowledge to bring alive
his ‘pet project’, an arcade adventure he'd
named Mg "Clive had a great visual
sense and one day he came in with some
graphics of people whao could punch and
stuff,” remembers Robert. "l said, "That

would make a great game, so let’s come
up with a storyline and put it together.””
That's exacthy what they did, and the
result was Saboteur, a solid-gold smash
that went an to sell more than 100,000
copies and becormne Durell's second
bestselling game after Hamer Attack.

While Saboteur was assailing the
charts, Mike was busy fine-tuning his
most ambitious project yet. "It was
Robert who suggested that | should do
a driving game,” he says. “He wasn't
very specific, [t was also his idea to tie
it in with Lotus.” With the basic concept
in place, Mike went off and created the
Spectrum classic Turbo Esprit. Making
the game's 3D cities come to life was
no mean feat for Mike. “I'd just done
Combat Lynx, so | was keen to use a
similar type of 30 systemn. There were
lots of tricks | used to get the speed up.
It was all done using a lookup table so
there were no 3D calculations. | really
had to use every available bit in the
Spectrum to do it”

Turtra Esprit sold 50,000 copies, and
while it couldn't match the success of
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Saboteur Jr [1986]

Ok, sa thare was no actual game with
this titke, but we can't think of a better way
af refarring to the Comemodore 16 warsian
of Sabotewr Featuring rminute graphics and
dozens of samay screens, iL Was a sarry
affair all round. At least Plus 4 owners
racaived a version basad directly an the
Spectrumn ariginal,

Sigma 7 [1987]

This misguicked Spacs fOMp wWas made up
af threa mini challenges: a Zaxxon-style
shooter, a8 Pac-Man maze game and a
puzska section. None wera particularly bad,
ot they failed ta hang together &s a
complata titke. Tha isometric graphics
were good, thaugh, so maybe it's warth a
look for that reason alone.

Chain Reaction [1987]

One of Disell's |ast releases was also one
of its least impressive. Reminiscent of
Uttimate's 30 games, ooy without the:
charm, Chaint Reaction tasked vou with
exploring a nuclear power station and
gathering up dangsrous radioactive waste.
Dhespite you racing against the clock, the
gameplay was yawrHngducing. [Spectrum] Although extremely simple in nature, Jungle
Trouitxewas & strong seller inthe Spectrum's aary days.

££ By 1987, the financial
rollercoaster was too scary.
| just couldn't sleep at nightJ)

ROBERTWHITE ONHIS DECISION TOGET OUT OF GAMING

increased competition and we had to
keep coming up with new games, new
ideas. It socn became that every game
we launched was around an £80,000
gamble. Some of the games worked and
some didn't, regardless of critical acclaim
For me personally, by the time we got to
1887, the financial rollercoaster was just

P Saboteur, it proved that the firm could still
praduce sizable hits in a marketplace that
had become much more competitive, Yat
to stay in the race, Durell had to continually
strive to develop innovative new products
that would stand out from the crowd. It
was a challenge that the programmers
appearad to relish, but it carme at a cost:

games were taking longer and longer to
develop, Take Mike's Spectrum output,
for example: he wrote the Spectrum
version of Harfer Attack in two and a half
weeks, while his next game, Scuba Dive,
took three months, This was followed by
Caombat Lynx, which was eight months of
work, and then he devoted ten months to
Turbo Esprt.

Mike reveals that no firm deadlines
wera ever put in place and he
never felt under pressure to
get a game out the door. “Ten
manths was a long time, but
personally | always felt that it
was worth putting in as much
effort as possible and would
probably have resisted pressure to
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cut corners guite strongly. One thing about
Spectrum development at that time was
that once the 48K had been filled, there
wasn't much maore that you could do. That
used to be my cut-off point. | think
the lack of pressure certainly
did make for a better game,
although | can imagine that
Robert may have been a bit
anxious at times.”
Mike was correct
and Robert did
indeed have cause
for concern. “It
had become an
incredibly risky
business,” he
says. "There was
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way too scary. It got to the poirt where |
just couldn't sleep at night, s | made the
decision to move into business software.”
While the company continued to put
out impressive games during this period —
Mike's Thanatos and Clive's Saboteur If
ware of particular note - Robert began
parallel development of a database
program aimed at the insurance industry.
When between games, programmers
wiould often get involved - Clive
remembers working on the graphical
interface for the application. Then, in
December 1987, Robert made the shift
complete by selling the rights to Durell's
games to Elite Systems. Elite boss Steve
Wilcox was looking to expand and viewed
Durell as a decent acquisition: “We had an
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[CPC] Thee Amstrad CPC version of Turte Exprrfeatured
las= datgil but more colour than the Spactrum ariginal.
The fact that the stop sigrals were red certainty helped!

Rehert Whita (right] shows Mike Richardsan
the capabilities of his Oric computar,

[Oric) Hara's tha huge-selling Hamizr Attack

in Ron Jets's orignal Oric mplemantaton.

acquaintance with Robert and wera kean
10 continue to grow our business, including
our budget and compilation business, We
had no significant regrets about the deal
we did for the Durell catalogue and would
prabably have done it again if we had our
time owver,”

With the games gone, Robert spent
the next two years developing his
Insurance Master program. The bold
move to stabilise the company paid off
and it continues to trade to this day under
the name Durell Solutions. “We're stil
developing and selling insurance software,
20 years on. It doesn't make a lot of
raney, but it never makes a loss, |'ve kept
a lot of people employed for a long time
and | feel quite good about that.”

Looking back

Durell has now been around for 27 years,
and while onby the first four years focused
on gaming software, the place holds
happy memories for those ambiticus
young programmers who plied their trade
in sleepy Somerset. "They were the best

years of my warking life,” says Mike
Richardson. “There's no feeling like finding
you're good at something, seeing your
wiork on shop shelves, getting amazing
feedback from people enjoying your work,
and getting paid well for it as a bonus.”

Saboteur creator Clive Townsend, who
now runs mobile developer Incognito
Games, remembers his coding colleagues
with fondness: “| think we ware all sad
when Durell stopped making games, but
I'm proud to have worked with such a
talented bunch of people. Robert was
brilliant. It was a very relaxed atmosphere,
and as we didn't actually have design
specs for our games, we didn't really
have deadlines either! Many of the
game designs grew organically, which
meant they were finishad when they
were finished. |'ve had lots of fun in the
industry since, but often big business and
red tape can get in the way of creative
development. If only more bosses were
like Robert.”

Julian Todd of Fat Worm fame also
remembers Robert as a decent and

|PC] Mlike's long-awaned Harrier Atack Il
sadly failed 1o get off the ground.

FROM THE ARCHIUES: DURELL SOFTWARE

-

When RG interviewed Mike
Richardsan about Tuwba Espat in
issue 36, he revealed that he'd
formmied a new compary called
Durell Garmeas and was working
on Hamer Atack i for the PC
The game, which mamied the
classic 20 gameplay of the
origmal with shick 30 visuals, was
macke availaole 1o download in
October 2007 after thres years in
development. It barmbed,

"It was a complate disastern”
says Mike, “1 think | sald
somathing lika six copias. | try not
1z think about it too much. The
rmain thing | leamt was not ta try it
again. Before | did Hamier Aftack
| would hear othar programmars.
saying howy it was possble for a
garma 1o sall millions ar nona at
all, and | dicin't belisve it, How
5 it possible o sell nothing of
amything? Mews | know Lean do it

After that harsh lesson, Mike
waent on 1o werk for Electronic
Arts, helping out on the PC
warsions of Surout Pesdise and
the: latest Hamry Porter garme. He
has sinca joined up with his former
Durell coleague Mick Wilson at
iPod/iPhane game developer
StanByte Software. His current
project is & racing gama called
Btack harmba IO

Clive Townsand heing manhandlad by & ninjg in this
memarable photo, which appaared in Crash magazing

[JHARRIER DOWN

honourable boss: “He barely interfered.
Today | do a little bit of management of
programmers, and | know it is impossible
to hassle them, as you simply annoy
them and yourself. Being relaxed is
pretty much your onhy
option, whather
you like it or not
| would like to
meet Robert
again now that |
have experienced the
other side of business. | am fascinated
that he pulled it off and made a living out
of us kids. He paid 50p per copy sold, and
| got cheques tataling several thousand
pounds, so he was very honest. He could
easily have not paid me anything.”
Fobert himself feels that it's important
to look forward more than back, vet there
are reminders of his firm's gaming legacy
all around him. Cover art from various
Durell hits adorns the office walls, he
keeps in regular touch with many of his
old employees - indeed, Ron Jeffs stil
wiorks with him - and the £100 he used
to buy that first Oric is still there on the
company balance sheet. Above all that,
Durell's games are still remembered and
revered by too many people to ever let
them fade into obscurity, "1 think at
Durell we had a lot of really original
ideas,” he acknowledges, then regales
us with a fitting tale. “Just yesterday |
was on site talking to a potential
customer and he said, "You're nat the
Durell who wrote Harmer Attack, are
you? " And | replied, "Yeah, that was
us’, and then his partner came in and
piped up, 'Sabateur! That was a great
game!” So yes, it's still & lot of fun. |
guess people have fond memories of
our games, and | do too.” &5
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»» Fan of the Bionic Commando series? Like heav

metal? What about

insanely-armed mecha robots blowing the crap out of each other?
If your answers are yes, yes and mother-hugging yes, then John

Szczepaniak reckons you should check out Aquales

hey don't make 2D games like this anymore.
The days of side-scrolling action games,
especially those featuring giant robots, are
long gone, as are 2D games with multiple
layers of rich parallax scrolling. There are still a
few modern 2D, non-polygon releases, with some such as
Muramasa being very impressive, but whether due to lack
of budget or demand, there's not as much flair these days.

Most retro fans will have heard of Assault Suits Valken on
the SNES, known as Cybernator in the West. A fantastic and
deservedly loved action title where you roamed maze-like
levels blowing up other robots, with an impressive sense
of scale, some explosive set-pieces and a decent storyling.

It was actually preceded by the lesser known Assault Suits
Leynos ( Target Earth in the West) and, unsurprisingly, it also
spawned several follow-ups and imitations, such as Meta/
Wairfors and Front Missfon: Gun Hazard.

Aquales could easily be mistaken for just such an imitator,
except that it was released in 1991, after Leynos but prior to
Valken. Along with its similarity to the Assault Suits series
it also has resemblances to other games — for one thing,
certain weapons almost feel like sornething out of Ranger
X, and one music track in particular sounds like it's lifted
straight from Ecco the Dolphin Of course, Aquales predates
all of these. The only obvious game known to the West from

|Shamp XES000] Be careful an this fufunstic
spaeding train; thera are flying anamias
zonming around trying fo knack you off,

which it does draw inspiration would be Bionic Commando,
since Aguales features the same rigid grappling mechanics
({those expecting the realistic, stretchy physics of Umihara
Kawase should look elsewhere).

Aguales is a forgotten evolutionary ancestor. Heavily
influenced by obscure titles such as Zoom's 1989 mecha-
actioner Genocide — except instead of Genocide's slow-
ambling bipeds and insipid combat, developers Exact
pumped things up to create something special — it never
made the jJurmp to popular consoles the way Genocide 2 did




|Sharp X68000] Later enemies also aequne the use of a grappling arm,

[Sharp X6B000] The green enemies inthese
forgotten ruins heve a deadhy rushing attack.

and, while it possibly influenced later Japanese developers,
Aguales remained unknown in the West.

For anyone with a long-running interest in games, nothing
in Aguales should appear new or ground-breaking; despite
only existing on an archaic Japanese home computer,
it contains elements found in dozens of later, far more
common titles. What makes it special is the panache with
which it pulls things off - everything about it oozes the kind
of 16-bit energy you'd expect from a Mega Drive Treasure
title. It may not be as refined as a Treasure game, since
the enemy Al is a little too scripted and the action is never
quite as spectacular as something like Alien Solder, but
Aquales tries very hard to make you like it.

The music throughout is nothing short
of incredible, containing a blend of hard-
rocking heavy metal, with some
outstanding guitar riffs mixed
in with more ambient and eerie
tunes for the underwater ruins.

Gameplay, while not overly varied, is solid
and compelling. There are 12 weapons

to find over eight lengthy stages, each of
which pulsates with the kind of detailed
parallax scrolling, enormous sprites and
special effects we've not seen since Thunder

[Sharp XEE000] Against thi backdrop of 3
sunken ship, you battle & giant s2a snake.

Eﬁ] IJEEDEI-'I

the panache with
things off

YOU'D EXPECT FROM A TREASURETITLE

Force IV It's difficult to capture this splendour in screenshots
- only in motion can you truly appreciate it.

Along with the expected swords, chainguns and rockets,
there are also bouncy bullet weapons, blades on retractable
chains and - our favourite — gravity flame throwers
where the fire clings to and races along whatever surface
it touches. The most significant item, however, is your
grappling hook, capable of latching on to any surface and
carrying you safely across hazards. Required throughout the
game (as commonly as jumping or attacking), it keeps the
game's tempo interesting, There are plenty of other small

touches too, such as gaining experience points
for defeating enemies. Rather than artificially
lengthening the game, this instead allows for
semi-random power-up moments.
It would be easy to nitpick at Aguales’
various faults, such as the difficulty,
which sometimes fluctuates between too
difficult and too easy, or the occasionally
clunky controls endemic of computer games.
Nonetheles, for a garne released in 1991 its ambitious
nature — faults and all - is admirable. It is at once
whaolly familiar, and yet also exotic and captivating
because it has remained unknown for so long,

E8  making it well worth the effort of tracking down.

IMPORT ONLY: |

What to look for when
playing Aquales

|chrtpulls

EVERYTHING O0ZES THE KIND OF 16-BIT ENERGY

AN’ T ImMmeaont=>
yno roovino 1oy

It may not have Aguates’ soundrack, but
Bionic Commando Rearmned is avaitable
far download on P53, 360 and PC, which
benefits from improved visuals and retaing
the same cassic gamepay. For those
wanling a little less action than in Aquales,
this has a greater emphasis on swinging
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DAVID CHANE

He's the designer of the bestselling game on one of the most iconic videogame
consoles in history, and co-founder of the largest and most significant
videogame company to come out of the Eighties. Join us as we look back on

David Crane's amazing career

Following a telling company memo and a life-
changing game of tennis, Crane left Atari in 1979
to form Activision with fellow Atan coders Larry
Kaplan, Alan Miller, Bob Whitehead and music
industry exec Jim Levy. Here this talented collective
aimed to create original, high quality VCS titles,
award programmers recognition for their work, and,
most importantly, separate the software business
from the hardware. Having completed his 68th
published game, David chats to Stuart Hunt about
his prolific career and shares his thoughts on the
new-generation Activision. ..

Thanks for
giving up your time to speak
with us today, David. Tell us, what
did you want to do when you were
at school?

There were three
main factors driving me through my
early years at schocl. First, | was
always fascinated with technology
and engineering. | found it difficult
to imagine that anyone could look
at a television screen, for example,
and not want to understand how a
picture could be plucked out of thin
air and ‘painted” onto the back surface
of a glass tube. By the time | was
12 years old | knew the answer to
that question and thousands of ather
technological mystenes. Second,
when we are young we don't have

RETRO GAIMER COLLELCTION LIOL.S

the financial resources to simply buy
somathing to fill a need, so | became
an inventor, Using junk from around
the garage, or parts from an Erector
Sat, | tinkered in the basement at all
hours (when | was supposed to be
studyingl. Some examples include:

When our small town first opened
a community swimming pocl | spent
st much time there that | sunburmed
my shoulders to a crisp. | built a foot-
pedal-operated mechanism attached
to the wall that sprayed my shoulders
with sunburn spray.

For a science fair | designed
and built an unbeatable Tic-Tac-Toe
machine using nothing but rotary
switches and lights. Sadly, it
wint up in smoke the night before
the competition.

When | received an old, used black
and white television as a birthday gift
| dismantled it so that | could have the
channel tuner near my bedside and
the TV in a cabinet on my wall,

To impress the neighbourhood
| fashioned a 'laser” that, in a flash
of light, could ignite a match &t the
far end of a workbench (a loop of
Michrome wire around the match head
completed that illusion).

Finally, ry mather, an artist trained
in & number of painting styles, made
sure | experienced the arts. | took
watercolour painting classes and such,

but | never developed much of an
interest. A painting took toe long to
perfect, and when you were finished
you only had a single copy. So besides
getting a little right-brain training | also
lzarned the value of mass production.
Given these factors | was certain

that | would end up designing
household gadgets to improve the
quality of people’s Ives. | had the
technological skills to make almost
anything work, and | had just enough
aesthetic training to understand the
need for look and feel. Iranically,
videcgame design was even a better
fit for that combination of skills. But as
I was growing up there was no such
thing as a videogame, so how could
| know?

Tell us about your first
experience with a computer...

Home computers did not arrive
until | was in college. But mainframe
computers from 1BM could be
found in some businesses, and |
had & lucky connection. | was in the
Boy Scouts, and my Scoutmaster
worked in data processing. On a visit
to his office | became fascinated
with the equipment, | asked to be
one of the first to attempt to eam
the newly created Computer Merit
Badge. Through his help and access o
his facility, | learned the Hollerith code
for punched cards (1 still rermember
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that code), and got a good grounding
in the technologies involved.

A few yaars later, in high scheol |
attended a computer programming
extension campus. | travelled by
bus every moming to a nearby city,
studied computers for three hours,
and returned to my normal school for
the afterncon. | was one of the few
people in the Seventias to leave high
school programming computers in
three languages

And what
was the first ly
game you actua
encountered?

My parents
bought the first
Magnavox Odysse
home game console.
This unrt displayed
squares of light on
the screen with no
graphics. Magnavox
supplied coloured
overlays that you
would stick on the
TV screen to make
different games. |
have to admit that
| was bored by the
rudimentary games,
but | was fascinated
by the potential of
the technology.

When did you first think: |
could make a career out of this?

It would be years before
| thought of making a career in
videcgames. My head was brimming
with inventions. Tired of resetting
digital clocks after a power failure
linvented a clock that derived its
display by communicating over a
power-line-interface with a master
clock. Te accompary me as |
learned to play the guitar | created
a programmable drum machine {1
even tried to market that one through
one of those late-night informercial
invention marketing companies). |
even designed a 3D TV using a flat,
spinning phosphor target inside an
evacuated sphere.

| had too many things to invent

- whao had time for games?

What did your parents think
about you joining the industry?

My parents helped me move
to Silicon Valley after college. They
looked around and saw ten high-tech
businesses per block, and they knew |
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PITFALLI

THE COMCEPT MAY have taken
Dawvid ten minutes to think up, but
that didn't stop Pitfall! becoming the
bestseling 2600 game of all time,
salling over 4 million copies on the
consala alone. Tha garmea saw an
adwenturer narmed Pitfall Harry on a
rrigsion to find 32 pleces of reasure
while having to negatiate varaus
arviranmental hazards and deadly
creatures along the way, Pirfalll was
praised for its guality visuals, sck
garmeptay and animation, and quickly
gainet! interest from VCS owners

an its release owing that thers was
nothing else like it on the machine.
The gama's popularity and success
helped to bring David and Activision
rmmediately to the fore, and in the
following year a sequel, Fitfall 2: Lost
Caverns, was released. The follow-up
was natable for featurng scrolling and
for expending and refining all areas of
the game,

A BOY AND HIS BLODB:
TROUBLE ON BLOBOLONIA

AFTER FINISHING PITRALL 2, David left the actionfadventure game
genre for a while and didn’t retum to it untl 1989 with the release

of this quirky NES platfarmer. A Boy And His Blob shares many
similarities with the FAitfai! seres. Where the games differ is A Boy
A His Biob's unigue buddy system: the player controls the boy but

s aded on ther guest by a computer-controfed character named
Blob, who acts like an sbedient pet during the game. The players can
mfluence Blob's actions by feeding him different flavoured jelybeans
that transform him into a varety of usaeful objects to solva the game’s
puzzles. Feleased solely for tha MES, the game was a huga hit

GIVEN THAT DAVID is a huge fan of tannis it cormes as little
sumise that ha would dacide to marry his passion for the spart with
videogarmes, and in 1992 he did just that when he released David
Crane’s Amazing Tennis — a comprehensive tennis simulator. The
geme was notabile for featuring a 3D court and an attention-grabbing
perspective: the camera was positioned just behind the camera as
opposad toabove the court, which gave the gamea a more realistic
feel. The garme also featured a host of customisation options, as

wll 25 a lange amount of shot types = such as lobs, slices, back and
topspn, left or ight-handed play — and siow-motion replays too,

GHOSTBUSTERS

ORILY DAYID CRAMNE coud turm the mast succassiul comedy film
of the Eighties inta a businass sim and stll capturs the magic of the
mavie so brfantly. Activision's Ghostbusters plonsed plavers nside
the slime-covered boots of the epomrmous team of parancrmal
extermnators. Starting out by purchasing your very oan Ecto-1, ywou
equippad your tearm with varous gadgets befors traversing the marmy
blocks of Kew York City, busting ghosts until your inevitabls date
with Gozer, Turned around in ust six weeks, Ghostbusters boasted
fantastic visuals, @ catchy rendition of the theme tune, and varied
gameplay you'd boot up time and time again, even after completion.

LITTLE COMPUTER PEOPLE

UMDOUBTEDLY A PRECURSOR to the Tamagotehi and Will Wright's
super-successful Sims series, the high concapt bahind Little Computer
People caused quite 8 stir on its release. The original idea can be
credited to artist/musician Rich Gold, who came to Activision with an
idea to produce a sof tware versian of the Pet Rock. Activision investad
thausands in the praject, and David helpad Gold refine the cancept

= adding the intaractivity and communication alameant that existad
between the player ard their suited man-pet. Amazingly, each LCP
was Lnique to each disk, meaning each copy of the game would play
slightly differanthy to the next.




would be fing. To them Atan was just
anather computer business (my Mom
was s00n even happler, because |
made har a Slot Machine game that
she could play at home any time, day
of night).

What jobs did
you do before working
at Atari?

My first job in the
Valley was as a technician
at Mational Semiconductor
| had worked far a couple
of years at school as the lab
professor's technician, When
he created new lab projects
for students | had to build
thern first and help tweak
them for the class. | also built
my first computer in college
—a machine that plays Tic-Tac-Toe
fwihich still works)

With all of the experience |
had working with digital circuits, |
recognised that thera were some
fialds of electronics with which |
had no practical experience. | took
the job at National working with
linear integrated circuits, stunning
my advisors {that is as far away from
computer chips that you can get). But
| had a plan. To be the inventor
| wanted 1o ba, | needed to be
proficient in many areas of electronic
dasign. That job was just the next
step in my career developrment

Can you tell us what was it
like working at Atari?

| wasn't sure | would like
programming games. My first
love has always been designing
electronic circuits, and this would
be only pregramming. As 1t turned
out | still gat ry fill of circuit design
ower the years, developing a number
of electronic circuits to help make
gama design easier. But | found that |
gnjoyed microprocessor programming
and game design

The waorking environment in mmy
first days at Atari was very rewarding
My co-workers were dedicated
professionals werking hard to advance
the state of gaming. Molan Bushnell
wolld come by occasionally to see
what cool thing we were working on
= although his catch word was “neat”.
The hot tub parties in the lobby and
drug use in the office was long past,
which is good because | wouldn't
have tolerated that. | was only there
for two vears before Atar lost its way.
I gat out and started Activision just
intime.

How many games did you
work on there?

While at Atari | designed
and programmed: Outlaw; Slot
Machineg and Canyon Bomber{ Denth
Charge. Then the Atan 800 computer

o
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needad software help so all of the
onginal 2600 game designers stepped
up and wrote the oparating systerm
for Atan's new line of personal
compUters.

So tell us about
the genesis of
Activision; how was
it formed?

A ot went
wrong at Atar in
1979, in spite of
the fact that they
ware making $100
millian per year
selling videogame
cartridges. They
made a classic
mistake, one that

is repeated over and over in
every business. They didn't fellow
rule number one; If you make your
living on creative products, keep your
creative talent happy.

Four of Atari's most succassful
game designers; Larry Kaplan, Alan

Tl
ri 4 1irlet

k& | was only there for two years
before Atari lost its way. | got out

and started Activision just In tme 33

Miller, Bob Whitehead and | tended
to hang around together. One day we
discoverad that we four had created
games that accounted for 60 per cent
of Atari's £100M in game cartridge
sales for the previous year. We were
rnaking less than $30K salaries,

When we asked Atan's new
president (Molan was no longer there)
for a piece of the action, we were told
"You are no more impaortant to the
success of those products than the
person on the assemnbly line who puts
them together.’

We didn't agree so we left to form
our own game publishing company:
We mat up with Jim Lewy and
together created Activision.

You must have
felt tremendous
satisfaction when
you were finally
given credit for the
games you made...

That was a
founding premise of
the company. We
started our own
publishing house

because we felt
that people would
like to know who
authored their
favourite game so
that they could buy
their next one.

What was really fun was going
into the game store the day our first
four games shipped. The owner of
the store was just unpacking the
boxes and looking at our pictures as
we entered the store. He did a
classic double-take.

When you co-founded
Activision in 1979 did you ever
anticipate it would become
one of the biggest companies
in the industry?

At the founding of the
company, videcgames were
largely considerad a fad, We certainly
knew better. The videogame provided
a way to interact with your TV,
which promised a mare immersive
experience than aither television
or movies. And both television and
movies had praven themselves to be
rrore than just a fad.

The Activision of the 1980s very
quickly became the biggest comparny
in the industry. 5o we didn't have long

DRUID CRANE

to wait to find that cut. At one point
a financial analyst made the case
that Activision was the fastest-
growing campany in the histary
of American business. | think it
is also great that the Activision
of today has regained that
dominance, The company's
current management has
done a great job of leveraging
the Activision name and
developing cutting-edge
products that continue to
keep it at the top.

What would
you say was
the secret to
Activision's early
success?

In the sarly
days of Activision
our primary focus
wias quality. We

continued to work on a gamea until the
whole group could say it's as good

as it's going to get. Most times that
meant a whale lot of rewriting and
tweaking. And sometimes a game
never reached that threshold and it
was shelved.

Urcertain schedules played havoo
with the sales and marketing folks,
making it hard to predict when the
next game would be coming. But
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atter a while we got pretty good

at predicting, and we were able to
commit to a number of games from
each designer {we just couldn't say
what the game would be untl it
was finished).

We ware the small, upstart
compary so we couldn't let our
players down. And we succeeded..
People raved that each Activision
gama was better than the last, and far
ahead of the competition.

Activision had always striven
to create new IP instead of arcade
ports. Why was this?

That was a sign of the times
The Atan 2600 was designed to bring
Atari's arcade games to the home
A lot of the game developrment time
at Atari was taken up making home
versions or their arcade games
Activision didn't own any arcade hits,
so we had to create new games from
scratch. Of course, that was mare
fun anyway:

The market was pretty small at that
time as well, When there are only two
dozen games on the shelf, a buyer
can study all of them before making
a choice. Once there were hundrads
of games it made sense to attach a
pre-sold label to a game.

And how do you think the
Activision of yesterday compares
to the one of today?

Thera is no comparison. The
Activision of the Eighties was a
research project. Every aspect of the
business, from technology through
marketing had to be invented. You
could fill a textbook with the ideas
pioneered by the over-achievers
who flocked to work at Activision
And many of those ideas are still in
use today.

Today's Activision is a highly
evaolved publishing business. They are
very good at what they do. But to try
to compare the two companies waould
be like comparing America’s founding
fathers to Washington DC of 2010.

Where did the idea for Little
Computer People originate?

The germ of the idea came from
an artist/musician by the name of Rich
Gold. He wanted to make a software
version of the Pet Rock. He raised
some money and had some early
programming done before showing it
to Activision. | saw the start he had
made and was intrigued. Activision
covered his expenses and spent
several hundred thousand dollars more
on the project, including almaost a year
of my time

Rich's idea had a flaw. The beauty
of the Pet Rock was that you could
sell far something that cost nathing for
ten dollars, but only if you surrounded
it with & great story. Little Computer
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Peaple (which was originally called
Pet Parson) was the opposite. Its
cost was astronomical, so it had
to be sold at a high price, and
therefore it had to provide some real
entertainment value.

| added interactivity, communicating
both to and from your LCP. Our
markating department surrounded it
with a compelling story about gremlins
Iving in your computer, etc. | worked
with the production department to
figure out how to make every disk
unique, each with its own special LCP
It was one of the most dermanding
software projects developed in the
1980s, We weren't sending a man 1o
the moan or anything, but we created
a corwincing life form inside the
Commodore 64

Why do you think the Pitfall!
franchise has proven to be so
popular over the years?

First, the platform game genre
was the most expandable style of
game on the early consoles, A game
designer could take the player to any
world that he could envision {as
long as the console could display
that visicn)

Second, even as the first of its
genre, Fitfall! provided a lot of game

play, Within the limits of a 4KB ROM,
it was rare to have more than a few
game screens. The technical trick |
pioneered for that game — using an 8-
bit palynamial counter to define each
screen — provided for more than 200
screens of game play.

Finally, in gaming, each sequel has
0 be bigger and batter than the last.
So when you start with an ariginal
game that has so much more in it
than other games, each sequel is
forced 1o be that much better.

Pitfall! represented a big leap in
gameplay. And each sequel had to
be ewven bettar, so the whole body
of work tended to stay ahead of the
curve, kesping new audiencas happy
while remaining true to the spint of
the original

Looking back over your career,
what game are you most proud of
and why?

| recently completed rmy G68th
published game, and each cne has
something about it that | consider
special. Sometimes the part that
makes me proud is a unique game
play feature, and sometimes it is an
extremely esoteric programming
tachnigue that might take several
pages of explanation. To list a few:

£ If my name is on a game,
you can be sure that | wrote
the majority of the code 33

Maost obscure display technique:
Atari 2600 Dragster for the moving
AB-pit dragster kermel

Best overall use of the Atari 2600
hardware: Grand Prix for the size
and colour of the car, and the edge
treatment of the disappearing cars

Image compression/
decompression: C84 Transformers,
for run-time rendering of twa-
dimensional textured parts for
transformation animations.

Digitisad speech player: CB4
Transfonmers again, for custom disk
driver pulling realtime audio data from
the flip side of the disk.

Best computer opponernt:
Candystand Biliards, computing bank
shats through the use of phantom
pocket projections

Screen data generation: Pitfalll 8-hit
reversable polynomial counter,

Are you still
in touch with your
former Activision
co-founders?
. We will run
into each other
occasionally,
particularly at classic

gaming events. But
espite the fact that
we all still live in the
Bay Area, it is a big
place and we have
spread out pretty far.

Y[ C64] Sahwmig the problem aof & shart turmaround, this and the driving section of Ghastiustarswire taken from a game Astwision already had in production titled Car Wars,
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David's first game was
Outlaw; it was released
in 1977

Pitfalll featured over 200
screens of gameplay.

Pitfalll quickly became
one of the best-selling
Atari 2600 games ever,
with over & million copies
of the game sold on the
console alone.

David has recently
completed his 68th
published game.

A Boy And His Blob
featured 14 different
flavoured jellybeans.

The concept behind Pitfall!
took David around 10
minutes to think up, but

it took him around 1,000
hours of programming to
complete it.

For most of David's adullt
ife he played tennis with
an national tennis rating
of 5.0. Very few reach this
level, and the best rating
you can achieve is 7.0.

There are 7 games in the
Pitfall series, including an
arcade version of Pitfall Il
developed by Sega. David
has only worked on 3
PFitfall'titles.

Tell us a little about
the forming of Absolute
Entertainment; why did it
come about?

When the videogame business
crashed in 1983, Garry Kitchen and
his co-warkers in Activision's eastern
dasign cantre spun off to form
Imaginesring Inc. to do contract game
davelopment. They developed the
Simpsons games for Acclaim, and
became the largest Morth American
daveloper for Mintendo MES games.

After a few years of success as
daevelopears they decided to also
publish games, creating Absolute
Entertainment as a brand, Garry
comacted me 1o halp to create and
expand a line of games for Absaolute,
and before long | jeined the company
full time and ha and | were working
together again

How much
involvement did
you have with
the games? Were
you still coding at
the time?

| If my name

IS on a game, you

can be sure

that | wrote

the majority

of the code in

the game. | find

that programming

Is the best way to

guarantee that a

game will meet my

standards. It is the

Erogram that
reathes life into

the characters

and gameplay.

That often means learning
a New game system of a new
programming language, but
that is the price | have to pay to
keep contral. | wouldn't have it
any other way,

Why did you decide to
close the company in 19957
And how difficult a decision
was that?

The videogame
business runs in cycles.
| have been in the
business for 33
vears, and over that
time there have been
a number of boom
and bust periods. Absolute
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W Despite leaving Activison in 1986, David still occasionally sees the other co-founders.

ran into a bad patch in the business
and couldn't sustain operations. The
cost of ROM cartridges from Japan,
coupled with heavy-handed retailers
squeezed game publishers to the
paint that they could no longer make
a profit. With ROM cartridge games,
a publisher had to order goeds far

in advance, If you ordered too many
wou would be stuck with games you
couldn't sell. If you ordered too few
wou would be giving up profits, it was
painful to close down Absalute, but
the sarme was happening to small
publishers all around the wrld,

And it was then that you set
up Skyworks Technologies. Tell us
a little about it...

After Absolute, Garry and |
decided that we would stay away
from a business that had inventory

risk. We decided to treat
the internet as a game
platform, and we began
designing games that could
be played in a browser. In
1995, people had not vet
become comfortable
buying anything anline
—if you remember,
people were terrified
that their credit card
information wauld be stolen.
Sowe had to come up with a
new business model.
We created what would later
be known as Advergarming.
People weren't shopping onling,
but they were browsing, and

companies were trying to get the
attention of the casual internat user.
There is no better way to do that than
to give people free games to play. So
we developed games and licensed
them to companies to put on their
web sites, It made for a three-way
partnership: we got paid for making
games, people got to play games
for free and advertisers could drawy
people to their web sites. It worked a
loit like the eary days of commercial
television with sponsored shows.
Tell us about Candystand...
The Candystand was

Advergaming applied to a dedicated
gaming site, The Lifesavers Candy
Company spent a lot of money on
brand promation. For the Candystand
we took a small percentage of their
prometions budget and built a place
to play games. Lifesavers brands
would sponsor the games as if they
were outside advertisers. Skyworks
provided dozens of brand-new games
that could only be played on the site,
generating as many as 80 million
game plays per month.

The Candystand delivered the
lowest cost per brand impression
of any internet advertising method,
In ather words it was the most
successiul form of internet advertising
in that decade.

And your collaboration with
ESPN... how did that come about?
A number of times owver the
wears, Skyworks worked with ESPN

to provide games and proamotions.
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Ewventually ESPN decided to hand
over the reins of its gaming site. We
created a special ESPN game site
similar to the Candystand. But in
this case thay sold advertising space
to other companies. This was a
moderately successful arrangement,
only limited by the leaming curve of
their salespeopls who could newver
quite understand the difference
batwwaen sponsorship and advertising.
You later moved into the
iPhone market. What do you think
of the iPhone as a gaming device?
| love the iPhone as a gaming
davice. | love the iPad evan more.
For years we have waited for the cel
phone that could play games, and the
iPhone is the first real candidate, But
vou don't nead me 1o tell you that
— just compare the number of games
available for the iFhone to any other
handheld device

did
&ou set up pStar
ames?

Garry and | sold
Skyworks in 2007,
but we agreed to
continue to work
with the company for
a period of time. In
October of 2009 we
parted company.

| have been
designing games
since 1977, soitis
only natural that | will
continue o do so. At
AppStar Games we

lan to publish games
or the IPhone, iPad
and various other
handheld devices.

Are you happiest
managing companies or simply
programming?

| still program games every day
The enly distinction | might make is

that I am net just a game programmer.

We use the term ‘game designer’

to describe a programmer who also
figures out how to put the fun into the
game. That is what | do,

I rely on other experts - artists,
animators, composers, sound effects
specialists ete, but what | do is to take
the work of these others and breathe
life into therm. | create a complete
wiorld in which they have an existence
of their own, and it is this world into
which the player is allowed a glimpse.
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Aside from your excellent
Atari Magic apps, what else can
we look forward to?

| devaloped the Atari Magic apps
just to document some of the more
obscure tricks that were needed to
maka a game for the Atari 2600. It
wasn't much more than a labour of
love. | havan't had time to do more in
that senes, howewver, because we got
busy developing The lron Harse for
the iPad and iPhane.

The lron Horse is a very simple
game — by design. At a recent
conference | spoke to a number of
contemporary game designers.
One told me that “| can design a
giant story game with hundrads of
thing to do and ses. But it is really
hard to make a simple game
that is just fun to play.”

Figuring out something
that is simple to do and
yet still fun is what Garry
and | do bast. That is
embodied in The lron
Harse. At first blush you
will think of it as too
simple to be interesting
But a few minutes into
the garme you might

be surprsed

As one reviewer put it,
“When | sit down 1o play a
game or two, it becomes

You've been working with
Garry Kitchen for many years now.
What's he like?

Garry is a rare type — ha's an
entrepreneur businessman who can
still roll up his sleeves after all of
these years and write game code.
Like me he realises that the best way
to achieve a wvision is to program the
computer yourself,

He is also the most honest and
responsible person | have met in
business. i you sit down to make a
deal with Garry, his goal is to make
sure that both parties end up with
a deal that makas sense for their
respective businesses. | couldn't have
a hetter business partner.

How do you find the iPhone
to program on compared to
earlier systems?

All garna systems
hawe their little quirks, and
| suppose the iPhone is
no different. But one of the
most important issues when
dealing with a game console
is perforrmance. How fast
will my garne operate on
the device? The iPhone
performance is great
And more importantly,
because the iPhone
doesn't run multiple apps
simultanecusly, a game

£€ [Atari] made a mistake
—one that is repeated over
and over in every business 73

nine or ten. k's just very easy to pick
up and play, very intuitive. | never once
played it for maore than five to ten
minutes at a time, but it's always one
of the first games 1'd play when sitting
down with the iPad with intent to do
somathing else.”

Where do you see the games
industry in ten years?

Ten years is too far for my
crystal ball to see. But the biggest
thing in the past few years is direct-to-
consurmer sales. It is 50 easy to buy
a game from the App Store that it is
easy to forget that you used to drive
to Toys R Us or the game specialty
shop in the mall. Now you can own a
game in seconds,

But as the number of game
offerings go from hundreds of
thousands to millions, new and better
ways 1o identify good games will have
to be created. | am anxious to see
how that guestion will be answerad.

designer can count on the same
performance for every player, every
time. When yvou hear complaints that
the iPhone doesn't run multiple apps,
consider what will happen on those
devices with multiple programs vying
far one CPLL

What do you think of the
current generation of videogames?

There are some great console
games on the market. Thers are
games that required dozens of
talented pecple working many years
to complete. Thase games are not my
cup of 1ea, either making or playing,
but as a player yvou should enjoy
them. A lot of things have to come
together to make them possible, and
unless you support them with your
purchasing dollars you wen't get to
see the next generation of that game.

Do you own any current-
generation consoles and, if so,
what are your favourites?

Urifertunately | don't have much
time to play games. | suppose that
seems funny since playing games
led to my carger in making games.
But making a game takes so many
hundreds of hours that there just
doesn't seem to be much time.

How has the industry
changed since you started, and
do you think it has changed for
the better?

As | have said, the biggest
change in the industry has been
direct-to-consumear sales of games.
Large studio games will stll be
funded by one of the larger publishers
like Activision, but direct sales make
it possible for many smaller
developers to create games and get
tham to market,

This can be a good thing for soma,
but it actually causes other problems
One of the biggest problams is
the lower price points for games,

A teenager making a game in his
bedroom might be happy to make

a few hundred dollars on a game,

so he has no preblem offering the
game at 99 cents {| have read of guys
who were perfectly happy that they
wiere able to buy a new Mac on the
proceeds of a game). But professional
game studios have to pay half-a-dozen
prafessionals, pay the rent, utilities
and health insurance for two dozen
emplovees, That is hard to do if the
expectation is that a game is only
worth 99 cents.

When | spend thousands of hours
making a gama, including tens of
thousands of dollars of art and sound
development, | still have to sell the
game for only a dollar or two. Thanks
to thousands of teenagers making
games at home, that is what the
market has come to expect. Once you
play & game made by a professional
design team, you can certainly see the
difference. But until you do, it is hard
to get noticed.

Before we go, we have to ask:
how good are you at tennis?

For rmaost of my adult life | played
tennis with an NTRF {Maticnal Tennis
Rating Program) rating of 5.0 (this
is a standardized scale from 1.0 for
beginner to 7.0 for Roger Federer). A
very small percentage of the millions
of tennis players achieve a rating
of 5.0 or better, Tennis has been
a lifelong passion, and it helped to
miake Amazing Tennis inta a realistic
simulation of the game {Amazing
Tennis was so named for the amazing
30 parallax display never before seen
on the SMNES).

| still play tennis in toumament and
lgague competition, but due to age
and injuries | no longer play at
the 5.0 level.
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YOU A5 THE
LUESTIONS

\We were inundated with questions for
David Crane. He managed to answer a
good selection of them. ..

Who did that voice sample in
the Ghostbustars game?
That is a good guestion — and ona that
| don't clearly remember. | had written
an audio digitiser and driver for the
CE4. The actual voice sample would
have come frorn Russell Lieblich, who
sadly passed away in 2005, Russell
pravided music and sound effects for
many of Activision's games in that
penod of time, I'm sure he would
have first tned to usae the wices
from the maovie theme song. But it is
possible that he was unable 1o isclate
that sample from the underlying
theme music, which
would have madea the
sample unusable.
If that happened
he would have
probably set up a
microphone and
bormowed people
in the company.
But | don't know
for certain, and | am
sorry to say that we can
na longer ask him

Have you ever been tempted to
make Pitfall 37
Pitfall {the license) remained the
property of Activision after | left in
1987. So | never thought much about
resurracting Pitfall Harry after rmy
departure. But | do like side-view
adventures, and | have done a number
of games in the genre since then as
onling games.

Do you still have the
personalised license plate “Pitfall"?
If so, how much to buy it from you?
I still use that license plate since |
put it on my car in 1982, | had an old
2807 that was due to be replaced,
and | was an vacation thinking about
a new car and what custom license
plate | might like. There was no way
to get “Activision” to look good with
only seven letters, and that was a
disappointment. When it struck me
that Pitfall would fit perfecthy, 1 cut rmy
vacation short to get to the DV

As far buving it, [would gladly
consider any seven-figure offer.

Have you ever finished a project
and immediately thought of a
dozen ways to improve it?

Every game project ends because

it hits a limit, and that limit is rarely

a lack of ideas. In the early days we
ran up against the ROM limit befora
any other, As technology improved

a project ran out of time or budgst
before running out of memery. But

in either case the key to videcgame
design is to get as much playahility
into a game within the available limits.

Thera has never been a game that

couldn't have been made better
with maore time, more
budget or more memaory

What non-
Activision Atari
2600 game
impressed you
the most?
While still at Atari,
Reb Fulop did a
great job on the
2600 version of Missie
Command Making a
2600 version of an established
arcade game is one of the toughest
challenges in our field, and that was
vary well done.
A second choice weould also be
a Rob Fulop game: Dermon Attack.
There wasn't a lot to the game
graphically, but that could be said of
most 2600 games. Rob tweaked the
game very wel, keeping the game
compelling as it rmmped up over time.

What was/is your biggest
programming regret and why?
Looking back | wish that Little
Computer Peaple had been a
commercial success. While it was a
huge critical success, there was so
rmuch pregramming in the game that
it cost maore to produce than it made
at retail. We had dozens of ideas
for follow-up products, but if those
ideas were going to lose money the
campany couldn't afford to produce
thermn. | regret that we were unable to
follow those ideas to see what might
have become of the first large-scale
simulated life form on a computer.
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Computer

andconsole ports

brought classic coin-ops

into the homes of millions. Yet
foreverycelebrated conversion like

R-Type, dozens of classic arcade games

languish in obscurity. Here, Ryan Lambie takesa
look at 13 of the most unjustly overlooked games
never to leavethearcade
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o |Arcade] Mustache Boy's simplistic
M graphics bedie a challenging and
E surprisingly addictive game.

fet- Fancer: Cybeenetick Typer Weapon

Data East, 1989
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..ot Conan Doyle's The Lost
World seen through the filter of
an Eighties horizontal shoot-'em
up. Prehistoric Isle’s ‘investigate
the Bermuda Triangle’ opening
story is but a flimsy excuse for an
exotic, dinosaur-themed blaster
that blends a Fifties B-movie's
disregard for historical accuracy

with no-frills late Eighties blasting.

Taking control of a flimsy
red biplane, you fly over a leafy
island populated by the cast of a
Ray Harryhausen film, including
prehistoric lizards, giant insects
and kamikaze cavemen who will
cling to your wings with all their
strength. Power-ups are collected
from floating eggs, and in a neat
little riff on the A-Type weapon
system, a collectable turret can
be rotated around your plane to
protect it from above, below or
behind. This muki-directional
firepower comes in handy,
because Prehistoric Isle takes a
particularly sadistic delight in
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abruptly ehanging the direction

of its scrolling, with sudden dives
into caves and waterfalls, or

steep climbs up the sides of cliffs.
The extreme agility of the isle’s
denizens — who fly and leap from
all angles, intent on mangling
your plane in their jaws — plus the
scenery’s cluttered outcroppings
of fauna and rock, make this a
particularly claustrophobic shooter,
requiring careful memorisation of
enemy patterns and stage layouts.

Prehistoric Isle’s graphics, while
not in the league of, say, R-Type,
are distinctive and packed with
charm, with dinosaur designs
ranging from vaguely plausible
- pterodactyls and brontosaurus,
for example - to the completely
insane, like level 3's floating whale
beast thing.

In an era when shooters as dull
as P-47: The Phantom Fighter were
widely ported, it makes little sense
why Prehistoric lsle wasn't also
given the conversion treatment.

i M =0
ru Shintani’s manga A
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RELEASED IN 1986, Aliens was one of the
decade’s greatest sci-fi movies, and its success
made an adaptation inevitable. Unusually,
Aliens was treated to three tie-in games for
home computers: Activision and Software
Studios both released titles called Aliens: The
Computer Game in 1987. Shortly after, Square
created a Japan-only Aliens game for the MSX,

In 1990, Konami released an Alfens tie-in of
its own, which took the form of a side-scrolling
shooter. Unfortunately, it appears that Konami's

. programmers didn't bother to watch the movie
before getting started; the game presents a
blonde Sigoumey Weaver battling through
{," 5 | ananmy of creatures that have nothing to do
A = " with the film, including zombies, floating heads
and pink aliens. Despite this lack of cinematic
«  attention, Aliens remains a great scrolling
blaster that really deserved a home conversion




change cokowr and indis 8|
artack enamy and playver alike. §

Toaplan, 1990

Capcom, 1992

Capcom may be better known these days for
its seemingly endless Resident Evil and Street
Fighter spin-offs and sequels, but back in the era
when scrolling beat-'em-ups ruled the arcades, it
produced masterpieces like Final Fight and, less
famously, Cadillacs And Dinosaurs,

Based on the US comic of the same name,
Cadillacs And Dinosaursis a three-player brawler
with a pace and styling not unlike Sega's console
hit Streets Of Rage. It features the usual roster of
characters to choose from - three muscle-bound
guys, and one buxom female — and eight levels of
marauding thugs to bludgeon senseless. As the
narne suggests, its dinosaurs are its big gimmick:
unapologetically huge beasts that attack both
player and enemy with savage abandaon.

THE UNCONUERTED

Dinosaurs aside, Cadillacs is a fairly predictable
Nineties beat-'em-up. There are the energy-sapping
super moves to help you out in emergencies, the
typical enemy names - Vice T, for example - and
cringeworthy dialogue, plus the usual obsessions
with bondage gear and hugely overweight enemies.

There's an impressive armoury, from basic blunt
instruments to grin-inducing automatic firearms.
The missile launcher is the best of the lot, capable
of reducing enemies to a shower of eveballs and
gore. It's fun, and certainly polished, but isn't a
patch on Capcom's superior D&D scrolling fighters.

Unfortunately, the gaming world was in the grip
of Street Fighter Il by the time Cadillacs arrived,
and it’s likely that by 1992 the scrolling fighter was
considered a little long in the tooth. Nevertheless,
Cadillacs And Dinosaurs is worth rediscovering, not
least for its gargantuan dinosaur sprites, impressive
cache of weapons and relentless action.

o ;-lp:pl.'-r ol.a-: -ﬁ&. C’d[[z‘t
Gazelle, 1993
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Konami, 1993

B A scrolling beat-'em-up in the grand tradition of Double Dragon and Final Fight
Vickent Stonm was one of the few Konami fighters of its era not based on a
licence. In terms of gameplay, it treads familiar terntory, with three tough guys to
choose fram and a scrolling battlefield of goons to kick your way through.

A catchy slice of J-rock provides the soundtrack, and the whaole garme locks
and sounds like a Saturday morming cartoon, with colourful characters and plenty
of floppy fringes. The predictable beat-em-up caricatures are trotted out - no
brawler would be complete without a miniskirt-wearing bandage chick, after all -
but this is easily forgivable thanks to its anarchic sense of humour. Where maost
beat-'em-ups attempted to create a gritty urban atmosphere inspired by movies
such as The Wamars, Konami took a more slapstick approach: few other garmes
draw attention to their enemies’ dim Al as Violent Storm does, with these idiots

canstantly blowing themsehves up or falling off speeding trains,
The weapons provide similar moments of weirdness, including
one instance where you can pulverise enemies with a
rughy ball made from a reaming piglet
In fact, Violent Starm rivals Metal Siug for moments
of sheer strangeness, and, by the stage S boss - a
statue that transforms into & body builder wearing &
thong - things are becorming very weird indeed
Admittedly, the gameplay can become repetitive
—you're essentially fighting the same dozen sprites
aver and over again — but this is by no means an atypical flaw
in the era’s fighting games, and Violent Stanm ranks among
Konami's best offerings.
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» [Arcade) This musical
ard briss pavS homage to
tha classic Paresal Stars

The Seory Of Bubble Bobble 3

Taito, 1995

M Taita returns to the classic and
highly addictive static-screen
gameplay af the anginal Bubble
Bobble with Bubble Memanes, which
takes senes protagaonists Bub and
Bob to their onginal dincsaur guises.
And thanks to the supenor processing
power of the mid-Minaties, the
gameplay 15 more manic than ever,
the reptilian heroes can move more
quickly and blow mare bubbles at
atime, and the game as a whole is
much faster paced than the onginal

There's even the vaguest whitf
af A-Type abaut this cuting, with an
extanded press of the fire buttan
creating a huge super bubble that can
capture larger foes — or several smaller
anes - for extra points

Bubbie Memories plays like a
leving harmage to all the Bubbie
Bobble games that came befora
it, with classic enermies from as far
back as 1983's Chackn Pop making
awelcorne reappearance. There are

also references to Rambow lslands
with that game's treasure chests
and power-ups; musical notes and
demented instruments from Parasal
Stars; plus big end-ot-level bosses that
hawe long been a senes featura

Taito pulled off a tricky balancing
act with Bubble Memenies; it remains
faithful to the spirt of the ariginal
while introducing nesw, engaaing ideas
of its own. The two-player co-op
gameplay 15 as addictive as ever,
while the increased variaty of enemias
and obstacles provide unexpected
challenges to long-standing Taito fans.

Despite the mystifying inclusion of
some frankly ugly digitised backdrops,
and some infunating credit-gobbling
later stages — which the original
Bubble Bobble, dassic though it is,
also contains - Bubble Memanes is
a more than worthy entry in the
Bobble canon, and jeins Parasol Stars
as one of the senes’ most sorely
neglected instalments.,
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THE 13 GAMES featured here
represent only a small fraction of
the hundreds of arcade machines
that lie forgotten. In some cases,
even the studios that made them
appear to have erased their
existence from memory - Taito
failed to include the excellent
Bubble Memaories on either of its
Taito Legends retro compilations;
neither Carrier Air Wing nor
Cadillacs And Dinosaurs were
included on any of Capcom’s
collections; and Data East appears
to have forgotten all about the
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Sadly, the system's European

recently announced Arcade Classics.  counterpart only hosts a fraction of
the games available in Japan. But
who knows? Forgotten classics like
Armed Police Batrider or Prehistoric
Isle could be coming soon.

But with the advent of digital
download services such as the
Wii's Virtual Console, there is at
least a small chance that some
of these neglected games could
make an unexpected comeback.
In Japan, Namco has made a
number of obscure titles from its
back catalogue available for the
Wii's download service, including
the farm-themed maze game
Rompers and one-on-one fighter
Knuckle Heads.
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TROINSPECTION: COLECOUISION

From the same company that

would inflict the Cabbage Patch Kids upon
the world, the ColecoVision entered an
industry on the verge of collapse.

Damien McFerran speaks

to the man behind the machine that

could have ruled the world

here are some striking

similarities between the

ColecoVision and Sony's

all-conquering PlayStation.
Both machines were released by
companies that nominally operated
outside the videogame industry
- Coleco began life as Connecticut
Leather Company before moving
into children’s toys, and Sony was,
and still is, a purveyor of consumer
electronics, movies and music. Both
platforms were also more powerful
than their closest competitors
and relied heavily on third-party
licences, with Coleco signing up
some of the best arcade titles of
the era, while Sony secured victory
with the assistance of talented
studios such as Namco, Square and
Konami. However, it's there that the
similarity ends: while the PlayStation
went on to dominate the 32-bit era,
the ColecoVision's potential was
stymied by the videogame crash of
the Eighties - a cataclysmic event
brought on by market leader Atari's
poor business strategy.

= was the

talented

notable of which was Midway. He
was in between jobs when Coleco’s

of an interview, "He hired me within
15 minutes of my arrival,” beams

Bromiley today. Coleca's output at

nade one of my all-time
games: Rod Hockey,”
explains. "They also made swimming
pools, Holly

videogarme 5 booming and
millions of dollars up for grabs, Coleco
was looking to enter the market with its
o harr ! kresw
the patential because it had already

hine; the corr

tentatively dipped a toe in the water
during the Seventies with a range of
handhelds and a simplistic TV game.
“The garme with which we had our
nitial success was Telstar, which was
pramoted in 1976 as the first arcade
home videogame under $ ' says
Bromley. The talented designer had an
even grander vision in mind, but bringing
it to fruition was dif “Coleco CEQ
Armold Greenberg and | desperately
wanted to make an arcade-guality,
cartridge-programmable videogame,”
states Bromley. “l had started 1o do the
preliminary design and costing for the
ColecoVision three years — maybe even
more - before its debut in 1982, but it
was always shot down as too costly
ing a product at a magical retail
price point was the key to e
Coleco produced; it was their mantra.
Our teamn had developed a des
around a Texas Instruments video
chip and a sound chip from Gene
Instruments, but it was RAM-intensive

v "l retrieved
: substituted
the new pricing. It came very close to
the target price paint. | ran to inform

an 5 al

the new figures. Ten minutes later we
were working on a new project with the
i ame "ColecoVision’. We were
ind a really good name far
-ould show something to
i marketing peaple.” They
nevier came up with a newy moniker, and

the wworlking k.

ful garming

machine of the penad.
ColecoVision was that tt
videogame that could display
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Zawry I

By picking up cutting-edi 5
T

was making a bald stateme ut

and update the entire screen at almaest
arcade resolution, wwhich in 1982 was
256x192 pixels, and at the same time
maove objects around at a speed that
wiould test the hand-eve co-ordination
of teenagers,” he comments. “In arder
to do that, we needed to employ an
array of RAM chips, which could create
a graphic matrix, which was then sent
out to the TV. Texas Instruments’ chip
was extremely clever - it could maove
a limited number of foreground chjects
very rapidly on a second layver over the
background without redrawing the entire
screen. Both layers required RAM, but
with cheaper RAM we could produce
arcade-quality games rendered by a
consale that could be sold to retailers
for under $130."

Bromley was the perfect person
1o tackle such a project because he
was a keen arcade gamer himself and
instinctively knew what was required to
replicate the thrills generated by cutting-
edge coin-op hardware. "'l was a coin-ap
alumnus,” he says. "l knew almost
gveryone in the business and had access
to the top people in each company. We

70 RETRO GRMER COLLECTION LIOL 5

! VIDEO GAME SYSTEM

knew that in order to sell the console
we needed to have a cartridge library
—and thus began the licensing frenzy
lintroduced Coleco's head of licensing
Al Kahn to many of the coin-op game
companies. He would spearhead the
licensing while my team developed the
console that could render them. | was
part marketing and part design.”

Arcade titles of the day had the
power to make or break new home
harchware - a fact that Bromley was
acutely aware of, because acquiring kiler
titles was all part of his overall strategy
far the Colecc\ision. "Originally, | had
two games in mind; if we could get the
rights, wie could blow everyone out,”
he states. “The first was Zaxxon, a
3D game which was one of the best-
gaming titles at the time. The other was
Turbo, one of the best driving games
ever - at least in the early Eighties. |
wiolld have liked Space Imvaders and
Pac-Man, but Atar had already gobbled
them up. | argued against doing "knock-
offs’, which was the custom of many
home game companies at the time. |
urged Armold Greenberg to pay for
the licences. Besides being the right
thing 1o do, | argued that if we paid
for the actual arcade game title, we
did nat have to describe the game
or 'walt for customer wiord of mouth
o promote its virtues, Just say Tubo
or Zaxxon and every kid would know
what you were talking about and
immediatahy want it."

This approach — which seems
ohvious today but was considered
high-risk at the: time, hence the

££ We wanted to make an arcade-
quality videogame, but it was
always shot down as too costly 77

Year raleased: 1982
Original price: 5174.92

Associated magazines:
ColecoVision Expenance

Buy it now for: £40+

Why the ColecoVision was great:
More powerful than its rivals and
combining arcade-quality games
with the tantalising promise of
expandability, it's little wonder that
the ColecoVision sold impressively
when it was released, Official
coin-ap convarsions of massive
titles such as Frogges, Zaxxon,
Daonkey Kong and Turba wera light
wvears ahead of what was avallable
on the Atari 2600/VC5. Had the
videogame crash not happened
when it did, chances are Coleca
would still be arpund and its
console would be viewed in the
same light as the NES,

= - inits ‘Expansion M
Thi Colecn Adamin s
m'r'jmwasmbortmaﬂeb{dngged Ty @

dube” vanant. The
chracal E5USS.

proliferation of clones based on
famous coin-op machines - had a
two-way advantage. “When a toy
company promotes its home games,
usualty ronths later than the arcade
introduction, the TV ads and publicity
create newv interest in the criginal arcade
game,” elaborates Bromley. “Because
we often could not completely fit most
games anto a cartridge, the kids went
back to the arcades to see all the levels
and features not found in the home
version. Thus, we created an amazing
commercial symbiosis: because the
kids already knew what the game
was, home sales didn't ramp up; they
exploded. Thanks to that explosion, the
media covered the products
and prolonged the revenue
stream at the arcade venues.
Baoth the coin-op operators and
rmanufacturers benefited from
this exposure.”

However, despite Bromley's
hard work and the creation of
a visionary business strategy
that had the potential to
make the comparty millions
of dollars, the plug was very

nearly pulled on the entire
ColecoVision project. "Even
at a veny late date, Coleco’s
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sales and marketing was about to drop
the product,” ha remembers with a
grimace. “| had to privately talk Amold
Greanberg into going forward, My
argument was that the Atan VCS/2600
and Mattel Intellivision could not do
gither Zaxxon or Turbo in any way closa
to the Coleco\ision, which had twice
the harizontal resolution of the Atari VCS
and haff again that of the Intellivision
Atari was using what was essentialty a
chip that directly wrote the screen on
the fly; thus, any complex graphic
wiould take too long to be displayed
Add to that speed limitations that made
it impossible to render graphically
interesting objects fast enough to create
hand-eve co-ordination difficulties. It
just could not be accomplished with
Atari VCS technology. The Intellivision
had even more issues. It used General
Instruments’ five-chip set with several
chips used to write different sectors
of the screen. There were extensive
restrictions on moving from one sector
to another, creating problems maving
ohjects diagonally over the boundaries.”
Bromley was very aware of the
Intellivision’s limitations because he
had a hand in developing the hardware
inside the rival console, as at one point
Coleco was about to snap up the
chipset msalf. "l helped develop the
chipset and its operating system,” he
reveals. “After spending almost two

vears working with General Instruments,

trying to fix a ryriad of problemns, |
suggested that Coleco walk away from
it. We did, and much to my amusement
Mattel bought it | was wild with glee.

We knew that we could be vastly better
than our competitors and they couldn't
fight back.”

Bromley's unwavering faith in
his creation paid off, because the
ColecoVision eventually made it
into production. The machine's raw
graphical power and clear technological
advantage over the competition helped
it sl 2 million units befare the world
came crashing down in 1983, but
passibhy the biggest contribution to the
ColeccVision's sucoess was the game
that was given away free with each
console: Nintendo's Donkey Kong. The
story of how Coleco came to acguire
this highly desirable licence from under
the nose of the incumbent Atari is the
stuff of videogame folklore, and Bromley
is more than happy to exclusively reveal
the entire gripping saga

“It all began with a business trip to
Kyaoto,” recounts Bromley. He was in
Japan to meet with Nintendo president
Hirashi Yarmauchi. "It was late afternoon
when we were allowed to enter the
supreme chamber. The room was
one guarter the length and width of a
foothall field and was completely dane,
floar to ceiling, in matched teak panels.
| don't recall as much as a clock or any
picture on the walls. The only thing that
broke up this expanse was the doorway
opening, one eight-foot desk in the
centre of the room with nothing an it
but & pad and pencil, two plain vwooden
chairs set in front of the desk and one
verny tall-backed leather chair behind it
When we entered, we were the fifth,
sith and seventh objects in the room. |

sat down in the left-most chair in front

of the desk, and my friend, translator
and mentor in all things Japanese,
Makihara-san, sat next to me. Yamauchi-
san’s aide said “Yamauchi-san will be in
shaorthy,” and then, night on cue, he made
his entrance. He came into the room via
the parting of the wall behind the desk,
which wie soon realised was a door
disguised as a panel. | then noticed that
our entrance way was no longer visible

- apparently all doors to this room were
panels, ar vice versa. | fully expected
that behind every panel in the room

Wwas a samural warrior ready to pounce,
lest | make the smallest mistake in
etiquette! " The intense formality of the
setting was cleary intended to intimidate
those who arrived at Nintendo's offices

This advert was rleased late in the consoly's fife and
shows the Super Gama Modude, wiiich was never relpased.
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ColecoVision Zone
www._calecovisinnzone.com_
M A superlative ColecoVision
rafarance site with complete
listings of games, a collection
of vintage TV commercials,
original documents, and photos
of rare prototypes. The textual
information is ably supported
by some brilliant photographs
and you can even browse issues
of the short-lived Colecolision
Experience magazine.

wownw, colecavision. dic.

B A Danish fan site that has a
particular focus an the budding
ColecoVision homeabrew scene.
Aswell as plenty of infarmatian
aboutthe console, it's also the
home of CollectorVision, a group
of coders that is producing
games for the machine. A legally
dubious version of Maro Brasis
the most impressive effort, and
more titles are promised.
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to do business, and the mind-games
from its president continued as the
discussions progressad

“Yarnauchi-san seemed not to
understand a word of English,” explains
Bromley with a wry smile, “Every
wiord we said was translated. A year
later | found cut that he understands
English extrernaly well.” Other nefarious
tactics vwere employed to ensure that
the Japanese firm was always in the
strongest position. | learned never to
tell Yamauchi-san the correct day or even
time of our departure,” says Bromley,
“because he played an effective
negatiatng game. He continuously
discussed non-essential items and held
back important responses, then, when
there was very litde time before we had
10 leave to make the train back to Tokyo,
he began the real negotiations. At this
paint there was a terrible pull to give in

ok Heckandom

on any remaining points in order to make
the train. Thus began my first lesson in
commercial samurai strategy: always lie
about when you must leave!”

Bromley returned to Nirmendo the
next day to resume negotiations, and it
was on this fateful visit that he stumbled
across the game that would become
the Coleco\ision's secret weapon, “We
wiere shown some very unexciting
videogames, as well as some handhelds
that were very popular in Japan, but |
felt these wouldn't work in the US,”
ramembers Bromley, “Afterwards
wiz had an informal late lunch at the
headquarters. it was a very simple
Japanese rmeal, not meant to impress, |
enjaved it thoroughly. After trying lots of
unknown stuff = | ate these things with
the conviction that they did not want me
dead, and besides, they also ate it - |
accepted many cups of tea, after which |
asked about using the bathroom.” What
followed is probably the most famous
trip to a toilet in videogame history.

“It turned out that the bathroom was
on the floor above,” explains Bromley,

"I decided to find it alone, and when |
came out | passed an open door that
displayed a familiar silhouette - the
standard upright cabinet seen in all
videogame arcades. | turned on the
light and there, for the first time, was
Dankey Kong, complete with a picture
of a gorilla on each side. | fellin love
right there, no question.” Bromley knew
this title — which was hitherto unknown
in the West = could be the game

to propel his console into the public
consciousness. He also knew he had
o act fast. A mesting was arranged
far the next day,” he reveals. "l said |
wanted the rights to Donkay Korg |
didn't want Atari to find out about this

gama. After a lengthy conversation,
Makihara-san told me that Yamauchi-san
wanted a $200,000 advance and a $2
per unit royalty. It was around 10am

and Yamauchi-san knew that | needed
to catch my train, so then he added the
kicker: the $200,000 must be wired

to his acoount by midnight, or it's not

a deal.” The odds were mast certainly
against Bromley, “The mest Coleco had
ever paid for an advance far any licence
up to then was 55,000, he says. "Also,
they never, ever paid more than five per
cent of their selling price; the worst case
wolld be about 90 cents. Now because
af the need to wire the maney before
12am Tokyo time, | needed to take the
next avallable train, 1 would have to call
as soon as | got back to my hotel in
Tokyo, which would be in the afternoon
and therefore wake up Amold Greenberg
in the US, the only ane who could
authorise an immediate wire transfer. |
wias to call him at horme, wake him up,
and then ask him to wire $200,000 for

a game he has never seen or heard of.

If that wasn't bad enough, he then has
to agree to more than twice the usual
royalty amourt!”

Bromley stayed firm, spurred on by
the fact that he knew that Donkey Kong
wiould be a smash hit once Western
gamers laid eyes on it. “Upen ry retum
to Tokyo, | called Arnold Greenberg
frarm rmy room = | was shaking a little,”
he admits. "It was about four in the
morming and | got: "Whaaaaa? Do you
know what time it is?' | referred him to
a corversation we had days before with
rmarketing and sales; we all agreed we
needed a really spectacular game to
bundle with the ColecaoVision console
to create an impact. | then told him of
the conditions: $200,000 advance and
the $2 per unit rovalty. | said: ‘| hawve
found that game.” To my surprise, all he
said was: 'Is it really that good?’ | told
hirn that it was as good as Pac-Man He
asked what it was called and | uttered
‘Darikey Kong'. Silence. For the first time

B The original machine was
launched in 1982 with Donkey
Kong 500,000 units were sald,
largely an the strength of this
caonvarsian. The all-impartant
expansian slot offered the ability
to upgrade, but sadly the console
was discontinued in 1985.

ColecoVision Adam

M The Adam came as an
expansion for the core console
or a standalane computer,
capable of playing ColecoVision
cartridges and more. Defects
plagued the machine and itwas
discontinued in 1984; Coleco lost
a reported $80 million on it

Super Game Module

B The final expansian module
was effectively an upgrade

to boost its power. Similar

ta Nintendo's Famicom Disk
Systam, games cama on high-
capacity ‘wafers’, with mora
memory for bigger games. Supar
Donkey Kongwas planned, but
the module never made it out.

Dina 2-in-1

M A clone of the ColecoVision
and Sega $G-1000 produced by
Tarwan-based Bit Corporation,
this machine had a cartridge
slot for each format. The pads
were more traditional, and the
ColacaVision’s numerical keypad
was moved to the main body,




| realised how silly the name sounded.
What seemed like an hour later he said,
‘Okay. Let's do it,’ and said he would
wire owver the money as soon as the
banks opened that day.” Bromley had
just secured the home console nights to
one of the hottest games of the Eightias
— or at least, he thought he had,
until the saga took an
umaelcome twist thanks
largely to the Japanese
waay of doing business,

"Legal contracts werne
nat somiething that was
part of Japanese culture
at that time,” he explains.
“We were going to create
the agreement over
dinner. Makihara-san, who
at this point was accepted
as official translator for

% PR

saemed adequate
| can't remember

both sides, started the
negotiations and wrota
down six or seven points on a cloth
napkin, | forget how mary points we
ended up with, but when translated into
English an stil ancther napkin, | could
read them all without unfolding it. Ye
had a deal. | took my $200,000 napkin
and went horne.” Upon retuming to

the US, Bromley began to have doubts
about the strength of the deal he had
just secured, "In the electrc buzz of
Tokyo, my linen napkin - now valued in
the millions based on sales projections -

———

the look on
Coleco's in-house
attomey's face when | pulled out the
napkin, because | didnt want 1o see

it. | tried to explain that this is how the
Japanese do business: yvou all get high
on sake, write down the points that
matter, and try to get up in the moming
without a hangower,”

Bromiley's sudden apprehensiveness
was well foundad; at the next Consumer
Electronics Show, the house of cands
vary nearhy collapsed comnpletehy, After
mcnths of trying to get Nintendo to

SPECTION: COLASAISION

sign a contact that was legally binding

in the eyes of US law, Coleco finally

got Yarnauchi to agree to hand over the
wvital docurment at the company’s CES
booth. Meedless to say, it didn't exactly
go according to plan. “His daughter Yoko
spoke to me and said that Yarmauchi-san
had given Dankey Kong to Atan,” says
Bromley with a face that still displays the
pain of the moment. I froze. Donkey
Kong was going to be the ColecoVision
anchor. All our marketing plans wera
placed around that game. | was in a

cold sweat. | sat down in my roem and
was thoroughly depressed for about
two hours, | think it was 10 or 17pm

Tetreault, fo
Zone, “The
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How did you become involved?
I'was working in New York as a graphic
designer but, having studied computer
graphics, | was looking for an opportunity to
wiork in my field. | answered an ad and met
with a headhunter who set up an intervi
with Eric Bromley, the head of electranic
games at Coleco. He was in town for Toy
Fair, an annual industry event
apparent that sh
B VWhat did you think of the ColecaVision e
when you first saw it?

Iy first exposure was at the afarementioned Toy Fair during my

graphics to reahise th mack-ups were fake and | painted this out
to Mr Bromley. He then pointed to one video of a Smurf running across
a side-scrolling background. 1t was clear that this was real and was
several notches above the existing home game systems.

B Wh e specifically? 3 5 ¥S Cont

I ran & department of artists who were respansibla for the development i yarme — this ime in a | V' uits, bt fr

of graphics for all of the games. Day-to-day invelved visiting every ar tist 0 ] ame he
and offering suggestions, technical help, art diraction, options and 50 an

| worked, hantds-on, on several games when thera was time.

t Coleco at this time?
aup of very T.E|E:r|tl3:' 5. ppr smart, unryﬂu-p.'aw-‘ peopl

was great fun in ar-\l.-ces.r-' As the ul'nl cttu:lk off, it was very rewar I:Ilr'g
But, by the end, we were all a little tirad of the place.

serting arcade hits to the machine and
what kir get from the original developer?
The deals with the coin-op manufacturers were usually a mystery to the
design group, especially in the beginning. A new machine would appear
from Japan and we would set to work studying it. We had no support
from the manufacturers and, at that time, code was nat at all portable
We would find someone who had a knack fer the game and spend hours
videotaping every level. Game designers would than sit, review the tapes
and document the gameplay. The artis reproduce the graphics

W You titles for the console. How did the design
pro p ports?

A similar production process as in the ports in some game
design document, & set of graphics, The creative process, in soma Cases,
wias slower and more invalving. Smurfwas the first. Eric Bromley was
the lead on the project. | have to give him credit with inventing the side-
serolling concept. I'll take credit for the idea of points as you pass certain
hurdles. Seemingly simple concepts but they were new at the time.

ml | sked for Coleco to secure the rights to
comert . you were such a fan of the coin-op?
There was an annual trade show where coin-op manufacturers
showed off their wares. | went with George Kiss, the head of software MUY BELECT
development and also my boss. | remember begging him on the plang PRIC Bae

home to buy the rights. | was like a kid asking for a Christmas present. | /3 HE. BAC - HaN @
really thought the music was hot; the game itself was not that interesting. OF TIONS &

We did get the rights but who knows if my request had any effect. R

CNARCO LT, 19801951

1 paiise before each ColecoVision loaded? d | o ?HH_RH. i -?*-22;:'\‘. ] ‘233
Was th . | : ERET R
No, no, nal Please put that rumaur to rest! One day, Eric Bromley stood ) ] SAAAARAARE

at my desk with a bunch of marketing execs and watched a simulator 3 | T a—

of the console. They had their watchas out and counted down, deciding ; AE AN NN *‘I
how long the opening screen should last. [twas all about branding. The : o TR

|ater versions of the operating system fixed that, but it was too late
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sion Reborn

The ColacoVision may be naarly
30 years old, butthat doasn't
mean that games aren't still
being cooked up. Thanks to the
internet, a solid development
community has sprung up and
released several notable titles on
the console.

"In 2009, Mario Bros, Pac-Man
Callection, Ghaost ‘W' Zombig,
and Ghasthlasterwere released
by hamebrew programmers,”
says ColecoVision Zane's Juniar
Tatreault. “A new expansion
madule is plannad for soma tima
this year, which will allow more
sophisticated games. This will
help the ColecoVision community
to grow and will encourage
people to rediscover the console
they played 25 years ago.”

Fellows ColecoVision
enthusiast Ole Mielsen is an
active part of this revival; he's
involved in CollectorVision,
which is the group responsible
for many of the aforementionad
new releases. "What appeals
to ma today is the homebrew
gamaes that many talented people
have chosen to create,” he says.
“When the gama is finishad, they
sall tham completa with box,
label and manual - just like an
suthentic ColecoVision release.”
As a gamer who has experienced
the machine both in its prime
and more recently thanks to its
revivel, Nielsen admits that it's
the console's intrinsic appeal
that keeps him coming back for
mare, “For me, it's still engaging
regardless of whether the game
is from the early Eighties oris a
newer title, which attempts to
replicate the experience.”

AUSTRALL A

m'd!
lendingus
%

and an accelerator - the ability to attach
realistic weapons and the flexibility to
match future arcade game controls. The
expansion slot was a way to get beyond
the 'joystick and button' control system
We also marketed a track ball controller
and a "Super Controller’ for boxing and
basaball games, which could control
four or maore objects at once. This was

orginally designed with “tactile feedback’

— a feature that could not be engineered
at the time.”

Arguabhy the most intriguing
harchware add-on was a module that
alowed ColeccVision owners to
effortlesshy increase their software
library — providing they had owned an
Atan VC5 previously, "We had one of
our better engineers work secretly on a
circuit that would render Atari cartridges
on the ColecoVision,” Bromley recalls,

PECTION: COLECOUISION

“The idea was if a kid already had those
Atari games they could use them on the
ColeccVision. This would counteract the
parent’s mantra; 'But you already have a
videogarme console.” The kid could say:
‘But | can still use my old carindges.'
After several months of development,
we finally saw the finished VCS player
circuit and it worked perfectly. However,
the maodule was maore expensive to
build than the actual Atan VCS was to
buy. We toyed with the idea of buying
Atarl chips frorm one of their secondary
suppliers, but that idea was dropped
wery guickhy.”

._-“-*-1 -

Atari took legal action when the
module hit the market, but becausa
it was possible to assemble a VCS-
compatible device using standard parts,
it was ultimately unsuccessful - although
a royalty agreement was eventually put
in place between the two firms,

Early in 1983, the Coleco\ision
passed the 1 milion sales marker, and
had the industry stayed bucyant, Coleco
wiould have almost certainty been in with
a chance of becoming the number one
hardware manufacturer in the States.
Sadly things didn't stay the same; the
infamous crash of 1983 put the industry
into & nosedive and all of Coleco and

Bromley's hard work was ruined,
The company staged a retreat
from the videogame arena, maving
back inte children's toys - the maost
notable range being Cabbage Fatch
Kids. “They bet on plush, Nintendo
bet on electronics and video,”
says Bromley with a shrug of the
shoulders. "Nintendo hung in until
videogames took off again, while
the Greenbergs instead blamed

myself and the other Coleco\Vision
guys for the failure; all the guys who
took thermn in 1976 from bankruptcy to

a million-dallar comparty and in the next
eight years to almost a billion.” However,
even cute fabric babies couldn’t save
the firm's bacon. "It only tock a couple
of yvears after we left 1o get back 10
bhankruptey,” Bromley comments. “If
Calgco hadn't given up on videogames
— crash or not — it would have been here
today instead of Nintendo.”
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BURGER TIME

» RELEASE: 1984
# PUBLISHER: DIGIMAY
» PRICE: £10+
» BY THE SAME PUBLISHER: DEFEMNDER

One thing that constanily impresses with the
01 Colecchision is the sheer number of excellent arcade
ports that are availabbe for it. Coleco’s port of Buger Time
is easily one of its best, and the end result i an incredibly
faithful conversion of the cult arcade coin-cp. Animatian
throughout is superb, with the large, well-animated sprites
rarely suffering from flickering, white the gameplay is
extremely close to its arcade parent. Pete doesn't feel
quite as fast as he did in the original garme, but a choice
of four difficulty levels and excellent, tight controls ensure
that Burger Time will be a game that you'll constantly find
wourself returning 0. Highly recommended.

FORTUNE BUILDER

» RELEASE: 1984
PUBLISHER: COLECD
PRICE: E&0+
EY THE SAME PUBLISHER: MOLSETRAP
Predating SimCity by a good five vears, Forfune
Builder is an extrermely poished sim that proves
that there was more 10 Coleca’s maching than just arcade
conversions. Initially you're presented with a large space
of land, but you're soon able to build a staggering range
of items, ranging from simiple roads 1o apartments and
even casings. The aim is 1o ensure that your city reaches a
certan value, but your success can be hindered by random
events like rampaging termites. For all its addictiveness,
Farfung Buder really cormes into its own with the addition
of its insanety polished two-player mode that allows you to
compete or work together in order 1o make the best city.

GORF

» RELEASE: 1983
» PUBLISHER: COLECO

TURBO

» RELEASE: 1982
» PUBLISHER: COLECO

RIVER RAID

» RELEASE: 1784
» PUBLISHER: ACTIVISION

» PRICE: £7+
» BY THE SAME PUBLISHER: ILLUSIONS

0 As with every cinar afficia
port of Jamie Fenton's coin-op,
the ColecoVision version is missing
the ‘Galaxians’ stage. That omission
aside, this is nevertheless an excellent

arcade port and is miles above
amything on similar consoles at the
time. It's missing the cool speech
from the original, but othenwise the
=ound is strong, mirmicking its arcade
parent. Visually t's also impressive,
with well-detailed sprites that perfect
capture the spint of the arcade hit
Best of all, though, = the gameplay.
Yes, the missing stage is a pity, but
the excellent collision detection and
controls certainy make up for it

= PRICE: £20+
= BY THE SAME PUBLISHER: MR DO!
The astonishing Turbo
can only be played with
the ColecoVision's steering wheel
controller. With that caveat out of
the way, let’s examine one of the
maching's most impressiva games.
While not & racing game Fke other
titles on the system = you're simply
rated on how many other cars you
pass — Turha remains one of the
best examples of the genre. Mot

onby s the sense of speed sensationa),

but the graphics are phenomenal,
with huge buildings that other racers
of the time could onyy dream of. An
unforgetiable experience and easidy
one of the ColecoVision's best ports.

fRRRRRNNND

o PRICE: £13+
o BY THE SAME PUBLISHER: PITRALL!
Activision released plenty
of its Atari games on the
ColecoVision, with many of them
being suparior to the 2600 versions.
Rwer Raid is no different, and even
aftar a quarter of a century, this
pert remains brilliant fun. The sprites
are more refined, the scralling is
smoather and everything feels
that litte more palished. Ultimatehy,
however, it's the enduning gamaplay
that grabs you, and Aiver Raid’s
blend of strategic shooting — blowing
up fuel barrels gives you points, but
reduces the available fue! — and hectic
blasting ensures that you'll never
become bored of it




FRENZY

» RELEASE: 1934
# PUBLISHER: COLECO
» PRICE: £13+
BY THE SAME PUBLISHER: LOOPING
Frenzy wasn't ported o
many hom

133t montn s 1ISsus,

s, bu

ecoVision version really is an

impressive port. The controls are
esponsive, allowing you to naviga

each room

drum, w

find plenty of challenge. Graphic

it defvers thanks 1o & minmmum

nt of flicker, authentic sprit
d animation of the lead character

gn, it's Freney's frantic
wil keep you returning

Another great game th

MISSE0 UNOEr any CIrcUmstances.

PEPPERII

» RELEASE: 1983
PUBLISHER: COLECD
» PRICE: £10
» BY THE SAME PUBLISHER: Q"BERT

0 Think of a cross batween Fac-fan,
and you'll have somet

[+
guite possibly resembles Pepp
COIN-0p = W
Pepper, or if
and enamies
Amdar. The difference, howewver,

you've re-pained itw

iJ Can aCctually pegy ad

same tme. Yes, it's another arcade port, but but

another we heartily recommend

t ewen existed — each screen is f

CpEN Up again, wiech a00s

PERFECT TEN: COLECOUISION

If you want excellent arcade ports and original
content, this really is a console you should own

TKE POINTS

07

WARGAMES

» RELEASE: 1784

» PUBLISHER: COLECD

» PRICE: E20+

» BY THE SAME PUBLISHER:
SUPER ACTION FOOTBALL

U orts, it's refreshing t

ariginal ColecoVision game 1o the list.
The nearest descendent to Warbames
‘s Adissi
erence here,
ding the Uni

1ave to nip between each section
and sea off the incoming missiles.
The end resuit is an amaangly hectic
experience that really cranks up the
tension as you desperately try 1o
fend off increas

warheads

waves of

fairty
g SO mMJch

The ae:

JUMPMAN JR

]

]

]

]

0

and yes, Miner 2049ar iz exremealy
paolished, but this superb effort from
Randy Glow

RELEASE: 1784
PUBLISHER: EFYX
PRICE: £15+
BY THE SAME PUBLISHER:
GATEWAY TO APSHAI
Yes, the conversion of

Donkey Kong is impressive,

through as Jurmpman bounds
each stage in his pursuit of bomb. i
may not be the maost jaw-dropping-

lookmg ColeccVison tite, but in terms

DONKEY KONG JR

» RELEASE: 1983

= PUBLISHER: COLECO

PRICE: £10

BY THE SAME PUBLISHER: DONKEY KOMG

O and Armidar

mazes

s excallant

WOU TNy 10 rescue

good arcads comeers:on that has you scaling «

Donkey Kong may have been a pack-n and a huge

'S MMan

W8ins as

r dad from an irate

5 exiremerny smooth; T

1 CoN SN 02T

0N mean [Eiael

e large visuals do a grest j
capturing the cartoony sprites of the arcede origing), while

eqy o procesdngs and 15 further enhanced S

never lose a e

unless you messed up yourself, It's not quite arcade DL!':'CC'..

s anather cracking cormersion that leaves the Atari

2600 effort on the starting blocks
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ara Croft is the most famous female
videogame protagonist in the world.
She certainly wasn't the first, and she
/ went through several changes, but she
has touched both the gaming industry and the
real world, an achievement that very few other
videogame characters, with the exception of
Mario, Sonic and Pac-Man, have managed.
Thanks to canny promotion on the part of Eidos
- something creator Toby Gard wasn't happy
about - the rising wave of ‘Girl Power’, and simply
being in the right place at the right time, Lara Croft
transcended typical videogame boundaries and
in some ways has become even more relevant
to the general public than Mario. After all, can
you imagine the Italian plumber being used
to sell credit cards, Seat or Lucozade on TV,
promoting skin cancer awareness or having
his own magazine photoshoot? Also can
you even imagine a new Super Mavio film
after the atrocity that was Super Mario Bros
= in 19937 Lara has already had two successful
films under her belt with a combined global profit
of $196 million, with a third on the way, although
it's looking unlikely that Angelina Jolie will be
reprising the role.

From non-videogame magazine covers to
promoting TV channels, and having both a blue
plague and a ring road in Derby named after her
- she had 89 per cent of the vote for that honour, if
you're interested - she's certainly come a long way
since her conception in 1996, and even her creator
never anticipated her success.

“It was all a big surprise for everyone,”
commented Toby Gard when we first had the
opportunity to speak to him via a transatlantic call
for the launch of Tomb Raider: Legend. “l knew
. [Temb Raider] was good, | knew that what we were

making was dynamite, but | didn't expect it to go to
l number one and stay there for months.”
And yet when Tomb Raider was created, Lara

RETRO GRIMER COLLECTION UOLS J’,f )
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When Core created Tomb Raider in 1996 it not only |
unleashed a 3D phenomenon, but also gave the world
one of gaming’s most iconic characters. Darran Jones

charts the cultural rise of the original silicon chick

Croft wasn't even the main protagonist.
Having heard about this for many years,
we were keen to find out if this was
anything to do with the rumour that
Tomb Raider started off as Rick Dangerous
3. Gard simply gave us an emphatic “No"
when we caught up with him again recently, and
we also put the question to Jeremy Heath-Smith,
one of Core's original co-founders. His reaction
was completely different, as he just couldn't stop
laughing. “Oh no,” he was able to tell us after
wiping away tears of mirth. "That never actually
happened and I've not heard that before, although
it's cartainly a nice thought.”

So how did Lara come about, then? Realising
that 3D was the future and wanting to create a
game that was epic in scope and captured the spirit
of the best action movies, Gard created a stubbled
hero who had more than a hint of the lock of a
famous archaeoclogist about him. After presenting
his idea, Gard was asked to reconsider his first [
choice: “l was told | should consider including three [
other character choices. From there | designed the
girl character and | simply couldn’t go back.” i

We asked Heath-Smith why he wasn't keen on
using Gard's original creation. “Because it was |
Indiana Jones,” came his reply. "l just looked at
hirm on the screen and | said to Toby: ‘It's a great
character, but it's Indiana Jones and | have a
sneaky suspicion that Spielberg wouldn't be very
happy and that he'd sue us. [laughs] The original
idea was just too close to an Indy character. So we
tried other ones.” [

Even after Gard's protagonist was created, Lara [
still went through several changes before he finally
settled on a character that everyone at Core was
happy with. “l| remember taking inspiration from
various places and characters at the time like Tank
Girl and Neneh Cherry. | looked around at cool
characters but not in any one particular place,” |
he recalls. After trying out various ideas, Gard

2
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Archer MacLean
What do you think of
Lara Croft?




Lara’s first
adventure had
everything:
gorgeocus
wisuals,
exhilzrating set
pleces, devilish

puzzles and & spunky central character.
Add in huge emvirenments to explore
and it is little wonder that Tomb Raoiger
became such a success,

Lara's
second outing
featured
improved
wisuals, a far
greater variety
inits locations
and a smattering of new moves for its
heroine 1o enjoy. It also enabled Lara
to ride a selection of vehicles and was
anather smash hit for Core Design.

= Tomi Rawder Lagendwas

duveioped by G

Dynamics

— the first nan-Cora Tomé Asidar
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stapped even trying to be subtle

Released
1o tie i with
Tomb Raider's
Mac release,

consisted of
the original garme and two additional
expert chapters. They were created in
San Francisco by Eidos.

5

MNon-
limearity to
Torrih Raider 1
i) meant it was

possible to

complete

stages in
avariety of ways, Add in a new save
systerm and a better balance between
action and exploration and it was third
time lucky for Lara.

~

This
expanded
edition added
an entirely
separate
five-level
mini-adventure
entitled The Galden Mask, in addition ta
the entire original wersion of the excellent
Tormb Raider sequel.




so fun to watch, Battling bad guys, facing off against
nature itself and plunging into deep, murky pools was
all in a day’s work for Lara, and while the digital controls
that Caore had given her let her down somewhat, she
was still absolutely fascinating to watch whenever she
was in action.

And action was one thing that was high on Lara
Croft's agenda. Running around with her dual-wielding
pistols, she epitomised the very body of the 'Girl
Powver' that the Spice Girls had so successfully
engineered two years earlier. Once you'd got bored
of constantly manipulating Lara so that the camera
wiould zoom in and focus on her amply pointed chest
~we all did this, right? - vou could simply focus on
the gameplay, rolling around like a lunatic, gunning
down wolves like an extra fram a John Woa film and
running like hell whan vou encountered that terrifying
T-rex. With its atmospheric music, strong characters
and impressive cut-scenes, it should come as no
surpnse to lkearn that Gard's influences had come from
the filrm wiorld, with the works of John Woo being
particularly inspiring.

“I'd just seen Hard Bofed and | wanted to get that
in because | was so excited about the film,” continues
Gard on that onginal transatlantic call we had with him.
“I wanted to have that kind of dual-pistol insanity going
on, with leaping and shooting and stuff. Obniously it
was quite a long way off from that in the end, but that
was what was pushing the action foraard.”

The original Tormb Raider became an absolutely
huge success for Core Design and an impressive
achisverment, especially considering the team’s
inexperience in making 30 games. Shifting huge
numbers on all formats — particularly Sony's PlayStation,
where it fit perfectly with the mature image cultivated

“We wanted to sell 35,000 copies to make
money. The first order was for 300,000"

by Sony - it wasn't long before a sequel was
announced, and unfortunately for Sega, the poor old
Satumn didn't even get a look in

“There was no guestion,” begins Heath-Smith when
we asked him if Sony chased the Tamb Raider sequels
because it was such a perfact fit for the PlayStation
brand. “Sony has gone on record to say that Tomb
Raidler was a comerstone product to show off what the
PlayStation could do. it came about from the success
of the first game, the fact that we'd put it out first
on the Sega Saturn and Sony were really keen. Thay
approached us and asked if we would be interested [in
single-format exclusivity] and we said okay and ended
up making a deal that made a lot of sense for all of us.
It was phenomenal because it not only sold hardware
for them but also sold software for us.”

While Core Design buckled down and started
planning out Lara's next game, the rest of the
world was going absolutely mad for the pony-tailed
adventurer. By the time Tormb Raider N was released,
Lara mania was in full swing, She was appearing on
the cover of non-gaming magazines - The Face was a
particularly memarable exemple — made headlines on
the front cover of The Times and, amazingly, she even
found time to start a thankfully short-ived pop career,
Irish rock superstars U2 contacted Eidos in early 1997,
stating that they were keen for Lara to feature in the
upcoming PopMart Tour, She made a guest appearance
during the tour, with Core creating specific footage to

be shown on the 7,000-square-foot video screen.

Perhaps the most fascinating thing about the rise of
Lara, particularly when you look at how carefully she's
marketed as a brand today, is that her cyber celebrity
status wasn't deliberately orchestrated by Eidos or
Cone Design at all, effectively snow-balling into a global
behemoth all by itsalf.

“If I'm totally honest, that was kind of salf-
perpetuating,” reveals Heath-Smith about Lara's
increasing worldwide appeal. “You've got to remember
that this was the first major female character in a
videogame, so we kind of kept it all under wraps for
quite a while because we were just 50 nervous about
the response we were going to get. | remember some
press coming to see us and they were looking at some
of the other projects we had in the company at the
time and we said to them: "“Come and have & quick
look at this and see what you think.” They were all like:
“Waowy, that's awesome. We need to write about it,” to
which we simply said; "Mo, you can't.” [laughs] | think
what happened was that once this news broke that
there was this female character there was this ground
swell from all media, and it wasn't just the videogames
press, We got blamed for David James losing goals at
the England game because he was up all night playing
Tormb Raider, she was on the front page of The Face
magazine — she just kind of self-perpetuated. I'd love to
say that it was a really dynamic PR machine that kicked
into gear, but it really wasn't like that at al.”

“To be honest it was all just lucky timing,” reaffirms
Gard when we recently guizzed him about her metearic
rise to cyber-stardom. “Lara was an unusually strang
hergine in one of the first ever third-person games.
Because that space was pretty much untrodden by
anyone we had the opportunity to do a lot of firsts” and
that made [Tomb Raider] very memorable.”

Regardless of how Lara rose to celebrity status, she
was now big news. So big, in fact, that she even had a
live counterpart to represent her at various shows and
press events. While Core Design and Eidos hadn't been
behind Lara's meteoric rise, they had come up with the
idea 1o create a realHife Lara — something that still exists
today — 1o act as a spokeswoman for all new games.

"That all came about from going 1o the big CES
show in Armerica,” recalls Heath-Smith. "\We did a
couple of things there, including a digital animation
of Lara, whers we devised this really clever motion
capture stuff. She was on a screen and we were using
a camera so that if you walked past she would actually
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& far more
accomiplished
Game Boy
T follow-up

that features

excellent

wvisuals, a mi
blerd of exploration and action and
intriguing puzzles. It's still simple stuf,
but nevertheless works atreat.

=

o Wanessa Demouy 1997

e

This was
a simplistic
platfarmer
created for
Sky Gamestar.
Thereare a
total of ten
levels to
explore but tricky controls mean that it's
fairly hard ta finish,

.y

» Rhona Mitra 1997

w Alison Carroll 2008
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Although
it features
excellent
visuals and
plenty of
variety, Lara's
first GBA
auting isn't really that memorable, Little
wonder, then, that no other adventures
appeared on the platform.

w Lara Weller 1999

» Karima Adebibe 2008

The follows-
- - up lo Ejpe Of

Osiris is mone

of the same,

but now has

Lara battling

Far way
through a huge warehouse, Impossible
Mizsion-style, Again, controlling it with 2
TV remote lets it down.

stage in a tight time limit. It's am o

Armageddon
changes the
concept of
the original
twio games
by having you
finish the firal

perfect isme-waster that suffers like the

other games

David Wilson

Head of Sormy UK PR

Simon Pick
Seniar software engineer,
Electronic Arts
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outing felt
outdated as
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Ry

talk toyou. It was quite cool at the time but we falt

that you needed something more. At the same time
Eidos was pramoting other games and it just made

sense that we had a Lara lookalike who could come
out on stage and do photos,”

It was now approaching the end of 1998, and Tomb
Raider Il was gearing up for release. While sticking to
the proven template of the onginal game, Care Design
nevertheless brought plenty of new additions to the
core gameplay, some of which split the original game’s
fan base, The globe-trotting aspects of the original
game remained, but Lara was now able to use vehicles
— something that has continued with various degrees
of success — on certain levels, and there were far more
human opponents to defeat. Where Tomb Raider
instanthy recaptured the spirt of the Indiana Jonas
films, its sequel was a more modern affarr, taking
place on the waterways of Venice and even an oil rig
in the middle of the Atlantic. Some fans voiced thair

“Fans began to
question whether a
year was enough to
make a new game”

concemns about the new modern direction that Lara
and the franchise was heading in, but the sequel was
still & huge success for both Core and Sony, greatly
outselling the ariginal and ensuring that Core Design
would be in charge of getting another game out in time
far the lucrative Christmas season again,

Lara was still enjoying huge success as Core began
working on part three, but the cracks of working to
such a strict schedule were beginning to show. Early
previews of Tomb Raider i, while generally positive,
werne beginning to guestion whether a year was

enolgh time to work on a completely new game
Granted, Lara herself would get many new
abilities — monkey swinging being by far the most
useful — but, for many, it didn't seem enaugh.

Haot off her stage appearance with U2 on their
Pophdart Tour, Lara launched a singing career; or rather,
Bhana Mitra launched a singing career using
the Lara Croft name. Produced by the Eurythmics'
Dave Stewart, the aloum Come Alive was an
unbelievably cheesy affair consisting of amazingly
poor Eurapop tunes that did little to enhance Lara's
image as a globe-trotting adventurer. Unfortunately for
Bhaona, debut single Getting Maked was a less than

stellar release, causing the one-time model to give
up her career and head to Holywood, where she has
since carved a decent career.

It was during the release of the third Tomb Raidar
game that rumblings first began about a Lara Croft
maowvie, although it would be several vears later that
the eventual film would come alang. I was all a blur
for Lara, however, and it was bacoming increasinghy
obvious that Core, too, was beginning to run out of
creative ideas for the franchise. Lara had always been
depicted as a sexy hemine - much to Gard's chagrin,
who left after being unhappy with the promotional
direction that his creation was heading in - but by the
armrival of The Last Revelation the focus was starting
to be more on Lara than it was her actual adventures
One famous advert featured a girl wearing Lara's
familiar crop top and shorts as her boyfriend smughy
lay in bed behind her, while the videogames press was
spending just as much time talking about her latast
outfits as it did about actual gameplay. It looked like the
feisty adventurer was getting out of control, and she
was becormning in danger of sinking what had started
off as a thoroughly enjoyable franchise.

“All franchises tend to go through ups and downs as
they try to reinvent themselves and as different people
take charge of it,” admits Gard when we asked him if
he felt like some of Core’s later Tomb Raider games
began to lose their way, “| remember consistently
getting into a lot of trouble and fighting over the
marketing campaigns for the ariginal Tomb Raider,
but at the end of the day everyone has a different
interpretation of the character, so things are inevitably
gaing to get patchy as things progress.”

“That's certainly something of a dilermma,” admits
Heath-Smith when we put the same question to him.
"Is Lara bigger than the actual games or is the game
bigger than Lara? If Lara is in a bad game does that
end up damaging Lara as a character? My own view
now is that she's probably far bigger than the actual
games. Although | do think that if it's a bad game it
doesn't really matter what character you have in it.
| think the movie cbviously had a big impact on that
because we personally didn't do a game of the movie
in case the movie ended up being bad.”

The late Nineties passed quickly for both Lara and
Core, and while she remained in the public eve — her
Larazade adverts were everywhere at one point
- the franchise was tumning into the very definition
of diminishing returns. The games wene still proving
popular, but gamers were becoming increasingly
disillusioned with Lara's adventures, especially when
titles like The Last Revelation and Chronicles still saw
her being contralled with zll the ugly finesse of a Tesco
trolley with a broken wheel. Care certainly tried to
shake things up— The Last Revelanon was the first
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WHO SAID BEER WON'T MAHE YOU SMARTER? IT MADE
BUD WISERI RUBBISH JOHES ASIDE, HIM WILD PROPS UP
A BAR OR TWA AS SCOTT MORRISON AND STEVE MEYER
REVEAL HOW THEY CREATED A PUB CLASSIC THAT
TRANSFORMED THE ARCADE'S FORTUNES

apperis one of those unique
concepts that remains as
addictive today as it was
back in the Eighties when it was
released in a market fuelled with
alcohol. Starring you in the role of a
bartender, it's your job to serve beers to
the customers. Speed and accuracy are
the rules of the land; miss a returned
glass and it perilously drops to the floor,
causing it to smash and lose you a life.
Take too much time, and the punters
will grab you and slide you across the
bar. It's a tough job being barkeep, yet
in Tapper, it couldn’t be
any more compelling.
The game is the
brainchild of Scott

Glass and Associates.

I- - I. Morrison and Steve
Meyer whose paths
originated at Marvin

-- | |
h -

"My father worked at Marvin Glass, a
toy invention think tank. Around 1981
they decided to try their hand at video
game concepts, originally to create
working mock-ups that they could
pitch to various manufacturers. |t
became apparent pretty quickly that
the specialized nature of these projects
required a dedicated staff. | was a year
out of college and working in St. Louis
when my dad called to see if | was
interested in this new position. Since

| was a big fan of video games and

a cartoonist at heart, | jumped at the
opportunity to interview,” remembers
Scott Morrison. Soon after joining

the videogame sector, Scott met up
with Steve Meyer and the pair had an
instant connection. "Steve is one of
the nicest guys on the planet, and we
became close friends very quickly. That
unspoken bond and our passionate work

= Oy

ethic made for a great creative team.”
lt's a sentiment that Steve Meyer shares
avidly. “We fed off each other and knew
each other so well that we could say,
This isn't working; try this, and were
able to push it through art, then go
through with the programming. It's very
unlike today, with 50-plus teams where
you don't have the chemistry.”

As part of their new job creating
games for the arcade division, both
mien sat down and threw around a few
ideas before coming up with the idea
of having a bar where beer could be
served. “We kicked around all sorts of
concepts, including being the catcher
rather than the thrower, but eventually
we decided that being the man in
charge of the beer was the way to go.
| then went ahead and created some
rough storyboards to depict basic
game ehjectives and flow, which were



» |Arcade] They look friendly, 6
st this is ana mean crovwd.
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used to present
to the Bally brass.
Tom Neiman was
their licensing guru,
and he approached
Budweiser to license
their brand for a
videogame designed to work in bars,”
says Scott Morrison. “To begin with we
started with one bar,” elaborates Steve
Meyer. “l would program something,
Scott would play a bit, find it was not guite
there, and then discuss how to make it
better. Then | said to Scott ‘Can you draw
abartenderin a bar with a mug?’ So he did
some artwork... | still wasn't sure about it.
So | programmed sliding a beer down

the bar and that locked more
interesting. Mow we added some
customers and it was fun to see
them catch the beer. | played
around with the game mechanics
until they had two bars, where
you could hop between the two
with the barkeep.”

-

.
y A tD

With Midway's interest piqued, it was
time to flesh out the concept. Each bar
had a distinct style and theme, the art
design of which was envisaged by Scott
Morrison. “The western thame was where
we started, since that era connotes sliding
mugs down a bar the most. That's what
we pitched to secure the project, and the
bartender's outfit was made to fit that
setting. The sports bar was next, since that
was our target location. | went with a more
outdoorsy, taillgating look, mainly to make
it really look different than the western
bar. It allowed me to use some different
colors than wood tones, and | was able
to get a Budweiser blimp in there too.

MNext was the punk bar, which was pretty
trendy at the time. All the clubs were
switching from Disco to New

Wave at the time, and | was a

big fan of the new culture.

| also thought that wacky

punk caricatures would
be more visually interesting
than disco dudes or generic

THE MARING OF: TAPPER

1

HEEP ON
TAPPING

It the barkeaep seams familiar to

you then it might be because he

appeared in arcade title Doming

Man. “"He was only one 32x32

speite big, so detail was difficult.

Whanit came time to create Tapper, -
| decided to bring Domino Man over to

the mew game,” says Scott Momison.

“Mtwas funfor me because hewas a

kot higger in Tapper, which alovwed me to e
give him a wider range of emotionsand | _ e
reactions, Dominag Man also mada an - ]
appearance as a lumberjack in Tanber, 1 = =
and as a pimpad-outwrestling managar

n Battle Royalator the TurboGrafx 16

home console.” Stewe Meyer says the main

character was "modelled after the toy designer

Mike Ferris, 50 itwas easy taimaging him n the

game, He was very happy to ba faatured in Tagper
Unfartunatedy, Mike Ferris passed away a fewyears
aqo,” recalls Stave Meyer with sadness.

Aswall as being the star of an arcade classic, Mg
Ferris was a talented artist and designerwho taught
Scott Mormson how to use the arttools, His presence
mn Tappermeans that, at leastin some form, Mike Ferris
will live on forever,

RIOLINNG)
FIAR N
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» [Arcade] “It's a great sobriety test o
fodliowy thea right can,” says Scott Maorrison,

dancars. Once we want
punk it was pretty easy
to make the bar itself
look disheveled and half-
destroyed. The space

bar was meant to be a
cool surprise to players
who were good enough
to reach that advanced level. We hoped
that players would spread the word and
entice others to get good encugh to
reach it. The aliens were fun to do. | think
| made each one with an exaggerated
facial feature - huge eyes, all mouth
- and there was a little tiny one who
walked on the bar. That one gave Steve
a challenge because his sprites had to
have differant coordinate offsets than
the rest of the patrons,

but that was the great
thing about working
with Steve. Those little
touches helped make the i
game memorable.”
In order to create such

distinctive artwork and i

1 The aarly concept artwaork usad to pitch the concapt of
Tappearto Midway.

sprites, Scott Morrison would use
customized art-tool software with a
rather impressive controller that had
been created by Rick Hicaro. It was built
from a Gorfhandle with four phone
buttons and a trigger, with an Atari
joystick assembled on the top. “The
tool sets were programmed by Elaine
Hodgson (who is now my current boss
and the CEQ at Incredible Technologies),
and it worked on Midway's MCR Il
three-board system. The sprite tool
gave me on-screen menus of the color
palettes | could select from (16 sets of
16 colors), and the ability to flip, flop
and rotate the 32x32 ‘hi-res’ image. |
could also sequence and assemble a
few sprites to see how they looked when
animating. The background art was

half the resolution of the sprites, and

everything had to be made from a

set of 256 eight-by-eight blocks. |
used a giant sheet of

grid paper to
draw the

- .
F

e
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backgrounds and map out the various
pixel patterns. [t was a real trick to keep
objects and images on block boundaries
and figure out ways to re-purpose as
many blocks as possible to get a lot
of variety. Once | had my list of 256
blocks defined, | used the background
art program to create and store each
individual block. Once they were made
they were burned to EPROMS, so | could
sequence through them and build the
actual background scene. If | missed a
block or got something wrong, | would
have to re-burn new EPROMSs, so it was
a tricky process.” Regarding the Gorf
controller, Scott Morrison recalls: “The
wires were long enough for me to sit
way back, with my feet up on the desk, if
| wanted to. It was an awesome system.”
The gameplay mechanics were the
area that Steve Meyer focussed on in
order to flesh Tapper out into more
of a challenge. "It became a resource
management problem and one of the
first was ‘is this enough to base a game
on?' So | made it more difficult and
upped it to demonstrate the progress.
But | would still ask, ‘Is there enough
content? What about if a customer left
a tip? It became the Greek factor - you
had to decide if you had enough time to
pick it up. We changed the characters
for each level but this still didn't feel like
enough, so we introduced the idea of
the bartender shaking up cans of beer
{all but one} and you had to keep an eye
on the can or get sprayed with the
beer. Before it was implemented,

! : -tj ] we had to see if it would be

'h.

'I:-'



» | Arcade] “Grabbing a tip wies th rigger
device that would spawn the dancing girks,”
explains Seoft Marrison,

[E L
)
ur
o, w

&L We went into a room with beer
and sodas and spent hours burping
intoamic?d  scormmomson

fun and it worked and it was nice to

see people enjoying the game.” The
difficulty was the hardest area to get
right and required plenty of tweaking. If
you've ever played a level and wondered
why it varied in difficulty, this was down
to a deliberate programming technigue.
“I spent a lot of time playing with the
customers, how fast you could serve
beer to them and get it back. | had to
play carefully with the difficulty when
watching people play, and when some
did better | had to add more difficulty.

| also had to make it easy for people to
play while holding a beer. | ended up
with a system with a window
and timeframe - if you were
good at serving beer you
could get patrons out quickly,
but if not quick enough, they
wouldn't get out for a while.”

{ i
1 Seott Momison used this Gorfhandle-pawenad conraller to
drawy the n-gama viswals for Tapper.

P

What made Tapper unique was
the controller the game shipped with.
Complete with a lever resembling a beer
pump, it made serving alcohol not too
dissimilar to the real occupation. “Bally
Midway had a model shop - they had
all the controller mechanisms. Midway
manufactured those and they made a
prototype version and got it right. It had
a nice feel where it would spring right
back which bacame essential so when
you let it go, you would fling the beer.
If you wanted to wait for the right time
or want to throw them one, two, three
at a time then you could do that. It gave
you the chance to make
a mistake and added a
little bit of risk,” remarks
Steve Meyer.

One of the features
that never made it into

0 | Areade] There wes slso 8 Suntary-spansored version that
ditfarad oy i tha background logo and eolour of bqusd.

| S,
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the final release was the inclusion of
sound effects where each customer
would burp upon consuming a beer.
MNeedless to say, it was an idea that was
better in theory than in its execution.
“We were approached by Texas
Instruments (| think it was TI, that was

a long time ago) with a new audio chip
that allowed for digitized sounds, and
we thought that was really cool and
cutting-edge,” recalls Scott Morrison.
“At one point, we went into a room with
beer and sodas and spent a couple of
hours burping into a microphone. When
we installed the chip we tried a version
that had the patrons burping after each
beer they drank. It was pretty funny,

but got really gross and irritating pretty
quickly and we didn’t think Bud would
go for it. We tried to tona it down and
use the burp sounds occasionally, but it =
didn't have the impact we wanted so we u
scrapped the idea.”

Since the days of Tapper, bath Meyer
and Morrison have remained in the
games industry, although they work
in entirely different sectors. “Since
1987 | have been with Incredible
Technologies, currently the largest
manufacturer of coin-operated
videogames. Early on, we
decided to follow the path
that Tapper began and focus
on games for adults in street
locations like bars and pubs.
Golden Tee Golfis our biggest hit,
which is celebrating its 21st year,
an unprecedented feat,” remarks
Scott Morrison. Steve Meyer is
at Firaxis as "director of software
development, making games for all
different systems, the most recent
one being Civilization Revolution.”
Cheers guys... have a Bud on us.

—
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|Arzade] We Arlaid down a lat af the foundations for the
one-pn-one fighting genra - too many o kst n this cagbon

OLDER THAN TREASURE MAPS BUT FAR LESS BROWN, YIE AR KUNG-FU
IS STILL KONAMI'S BEST STAB AT THE BEAT-EM-UP GENRE, SO SAYS STUART
HUNT... THOUGH RAKUGA KIDS COMES PRETTY DARN CLOSE

IN THE HNOW

» PUBLISHER: KONAMI

» DEVELOPER: IN-HOLISE

#» FEATURED HARDWARE: ARCADE
w GENRE: BEAT-EM-UP

» RELEASED: 1585

» EXPECT TO PAY: [150-£250

hanks to Yie Ar Kung-Fu's
unique approach to its
genre, it remains a great
fighting game to play
even today. At the time of its release,
most fighting games were very simplistic,
and often went for simulation over
personality; a formula that would switch
after the release of Capcom’s seminal
brawler, Street Fighter Il. Yie Ar Kung-Fu
was clearly ahead of its time and was
undoubtedly an important milestone for
the evolution of the fighting game.
Injecting itself with a heavy dose of
variety, and boasting a unigue art style
that made its fighters resemble balloon
animals, Yie Ar Kung-Fu effortlessly
stood out from the more serious-looking
fighters that it shared arcades with. In fact,
there are many points of difference that

separate Yie Arfrom its peers, and even
successive beat-'em-ups for that matter.
The first thing you may notice about
Yie Ar Kung-Fu is that instead of a
colourful roster of memorable and varied
characters to choose from, the game
forces you to play as just one... and a
pretty forgettable one at that. Sporting a
Beatles mop and Popeye attire, Oolong
certainly wasn't the coolest-looking
character to ever grace the fighting
genre, but he did have a certain Jackie
Chan appearance and charm about him.
And Konami can be praised for blessing
Oolong with a surprising number of
moves - especially from just two buttons:
punch and kick - by having attacks
performed by stabbing at either fire
button while simultaneously pressing the
joystick in one of eight directions.

YIE AR KUNG-FU

HI SCORE

| 87300 87300

ddLonG CHAIN
KO

o P By
[Arcede| "Yie Ar tranlates 85 'One o', making the saguel Y Arkung-Re A

AL

A

diLonG cLUB

KOF

[Ancade] ¥ Ar King-Fuwas re-released in 15T on Konam Antiques MEX Colection

Second, Yie Ar Kung-Fu is split into
two tournaments: the somewhat camp-
sounding ‘Hot Fighting” and what sounds
like a BBC guiz in ‘Masterhand’, and both
sit comfortably on the shoulders of unfair
pugilism. All of Oolong's opponents,
save for his first challenger - the blind
cave salamander lookalike Buchu - are
tooled up to the nines with weapons
ranging from throwing stars and poles
to nunchucks — and Buchu can even fly,
although we can't really classify flight as
a weapon - whereas poor old Oolong
had just his feet and fists with which to
floor his opponents. Another interesting
fact about the enemies in the game is
that most of their names relate to the
signature weapon they carry, which
means that throughout the competition
you get to face off against people called
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W KUNG-FU MASTER
¥ie Arshaned the same colourfal
pastel tames of Irem's classic, and

some of the character designs look
similar oo,

HKARATE CHAMP

Undeniably a strong mfleence for ¥ie
Ar Kinmg-Fur, Karste Chamyp featured
similar controls and a sadate point-
hasad scoring systam.

INFIUFNGrrsS

The games that influenced and have been influenced by Yie Ar Kung-Fu

mi M
5 il
N}
" ; >
H FIGHTING ROLLER H RAKUGA KIDS
Passibly the earliest sxanple of an Making the st by default, it's anather
“fighting’ game, Which, considenng good and indes-appreciated 20
that it plays like a mixtura of OJ Boy baat-'sm-up from Konami, this time
and Rand Rash, always surprises ws, redeased for the NG,
\ ¥

B WAY OF THE EXPLODING FIST
It horrowes nauch from Kaate Clhamp,
therafore Way OF The Expladiog Fist
shares quite a |ot of similarities with
¥ie Ar Kumg-Fi

H S50UL CALIBUR

¥iie Ar Kimg-Fir pioneered weapan-
baced fighting games, and Sou/
Caliturr is aip thore with the very hest
in the modem day.

Yie Ar Kung-Fu stood out from its

more serious-looking competition

Pole, Chain, Fan and Sword... which is
odd but slightly brilliant.

However, what bugs some people
about Yie Ar Kung-Fu is its unforgiving
combat. There is absolutely no blocking
in the game, and coupling this with
Oolong's overzealous-feeling jump
- seemingly inspired by high-wire martial
arts movies — and the infinitesimally
small collision boxes that sit invisibly on
his opponents makes for a very frantic
and difficult game to master. However,
you may notice that there is a very slight
pause that occurs in the game whenever
a successful hit is landed, and whether
intentional or not, this offers a great
moment for players to register where
collisions are made and help them to
master Yie Ar's pernickety but highly
rewarding combat system.

While the home computer versions of
Yie Ar Kung-Fu — save for the MSX version
- played things incredibly close to the
arcade game, the console version, which
was developed by Konami, featured new
sprites, new characters including a brand
new hero called Lee Young, and a few
new moves too. This version was released
on the NES, Game Boy Color, and later

on the PlayStation and Saturn via Konami
Antigues MSX Collection.

The final game in the Yie Ar Kung-Fu
series is Yie Ar Kung-Fu Il: The Emperor
Yie-Gah, and was a continuation of
Konami's home port rather than the
original arcade game. It ousted Oolong
again for Lee Young but was notable for
adding a two-player mode that allowed
players to control one of the first three
boss fighters. It also featured these
wieird preliminary side-scrolling bits
that found Lee fighting his way through
three screens of angry tiny ninja babies
before coming up against the main
bosses, and threw in power-ups that fell
from the ceiling and offered additional
extra health and temporary invincibility.
Oddly, the game was never released on
the NES, and instead only found its way
to 8-bit micrecomputers, with the MSX
port widely regarded as being the best
version. The sequel also later appeared
on the Saturn and PlayStation on Konami
Antigues MSX Collection Vol 2

5o there you have it: a very brief history
of Yie Ar Kung-Fu in two pages. We guess
all that's left to say is Oolong and goodbye
[Good grief - ED).

WHY YOU MUST PLAY: YIE AR HUNG-FU

THE CONUERSIONS

How the various versions compare

characte
than the

The home console of Yie
Ar wwene handled by
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RETRO GAMER DIG5 UP THE FILES OF THE CLASSIC COMPANIES OF OLD

‘yriarrix

From its early days trying to make it as a
game developer in a very new industry to
its booming era as part of the Sierra family,
Craig Ritchie takes us through the history of
simulations giant Dynamix

career in computer gaming

isn't the first thing that springs

to mind when someone

tells you they're studying a
Bachelor of Science in Biology, but Jeff
Tunnell was never one to shy away
from breaking the mould. “l took a lot
of computer classes as | was getting
my BS,” he explains. “When the Apple
computer came out, | couldn’t resist.
$2,500 bought me an Apple ll, a green
screen monitor and a disk drive. That
was a smoking hot system!”

Once Tunnell had the Apple, he

wasted no time setting about applying his
programming knowledge to writing games.
He was instantly hooked, fascinated by the
rmachine and its patential, and a few months
later the entrepreneurial Tunnell founded
ComputerTutor. At the time, all software
wias sold in computer shops and no one
had launched a stare seling only software.
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Tunnell changed this. “It was the first
software-only store in Amernica,” he recalls
"l know this because the bigger software-
anly store that claimed to be the first, and
got credit for it, had a later founding date
than ComputerTutor.”

Tunnell maintained his interest in games
all the while, and continued programming
his own game while running ComputerTutor,
He then started another business called
Software Entertainment Company (SEC) as
his attempt to make his first foray into the
gaming waorld. It was just &t this time that
a young Chris Cole and two of his friends
arrived an the scene.

“Paul Bowman, Clark Fagot and myself
were all about 14 vears old,” recalls Cole.
"Iy family had just bought an Apple 11+
and Clark’s family also had an Apple 11+, As
for Paul, well... he just hung out with us a
bunch. About that time this new computer
shop, The ComputerTutor, apenad up. As a

promation, Jeff Tunnell had a contest that
would give the custorner with the highest
score on a brand new game {Snake Bite)
$100 in software. To us $100 was a lot of
money, especially considering it was 1982
We all gave it a shot and lo and behold
Clark won! So like a kid in a candy store, he
chose $100 worth of computer games. We
wera in heaven.”

"However, not all was completely
rosy,” continues Cole. “Apparently Jeff,
who himself was only around 24 years
old, did not completely trust us. He
sort of infamaously called us “The Three
Hoodlums', Apparently he thought we were
untrustworthy as we'd often come into
the store and mull around for hours looking
at the newy games. He was certain we
were shoplifting, but in actuality, we had
no money and were really just salivating
cver the games we'd never be able to play.
Aryhow, he got to know us a it and finally
started to understand that we loved games
but just couldn't afford to buy a bad one.
That's when the famous dare was made! |
had just spent, ar, rather, wasted my money
on a particularly bad game and wasn't too
happy about it. We were all hanging out at
Jeff's store and |, being the most brash of
the bunch, declared “I could write a bettar
game in two weeks!” Jeff then replied,
‘If wou think vou can, then do it... and I'll
publish !

O] EARTHSIEGE 7

OINSTANTEXPERT

| Founded by Jeff Tunnell and
Diamnon Shee, Dynami: cperatad
between 1584 and 2001

Dynamix was ona of the sarliest
true cevelopment studics in an

| &ra characterised by horme coders
and hobioyists

It was among the leadging
| programmers of simulation games |
| throwgh the 1980s and 18905
Shye and co put together the
| @ward-winning Arcticfox, one of
i the launch titles far the Amiga

Dynamix had strong ties with

| Electronic Arts and later Activision |
before being baught by Sierra

I in 1990
Dynamix only ever developed

| TWE mavie ThesIn games.
Ghastbusters if and Die Hard,
bt of which wene icensed by

b Activision at the time.
Sierra’s Mark Crowe relocated to |
the corrpany and Space Juest &

i weas devalopad by Cynamix.
The company became
forarunners in large-scaks
multiolayer combat games, with
Iribes 2 capable of seaing 128
players. batting it out.
All In all, Dynamix released
chose on 100 unigue games and
exgansian packs

| Dynamix was eventually shut
down by Siarra, whaoss parent
campary was lied to whai was
then the largast corporate fraud

I scancal in histary,




£L Ken Williams was
impressed that we shipped
seven games in one yearJ)

SLYE RECALLS HOW DYMAMIX GOT SIERRAS ATTENTION

Cole immediately got to waork on his own
game, employing the help of a few of his
friends along the way. During this time, just
as CormputerTutor had attracted Cole and
his crew, so too would a young games fan
named Daman Slye soon venture into the
store. “l was in high school at the time,
about 17 or 18 years old, and | would go in
there to buy games,” recalls Slye. “1 was
just drawn to computer games. At some
point Jeff offered me some part-time wark
in the store and | said 'surg!"™”

: After working at
% ComputerTutar for a while,

Slye mentioned to his new boss that he
was making a game on his Apple I, and
when he showed off his work Tunnell was
impressed. The game? A 3D science fiction
combat sim named Steflar 7 Tunnell told
Slya of his games publishing intentions and
tried to recruit the talented teenager into his
new company, but Shye's grand ambitions
led to some initial reservation. “Because |
didn't really know whao he was my attitude
was more like ‘nah, | think | want to wwark
with Broderbund or Electronic Arts or
Sierra; somebody like that,'” recalls Slye.
Tunnell saw that he'd have to make the idea
all the more appealing to Slye, and offered
him a 30 per cent royalty instead of the
standard 20 per cent that he could expect
from other publishers. Shye agreed, and
the partnership that would scon see the
creation of Dynamix was formed,

Chris Caole's two weeks, meanwhile, had
turned into close on two and a half years,
but he did eventually complete work on

OBYTHENUMBERS *

3 Tha number of adventure
garmes that weara mada using
Dynamix's GDS technology.

4 Tha number of ownars
Dynamix had in 1984,

7 Tha number of games
Dynamix produced in 1989.

| 60 The number of employses
- fired in September 1989,

27 The number of unigua

the company.

30 The number of amployaes
fired in February 1999,

I in 1982,

| 680 The amount of
simulation gamas developed by | dollars, par month, it cost
| Dynamix to hire the company’s | signed with Electronic Arts.
| Junior programmers.

| 8,000 The number of

| approximatea total sales of the
| original release of Stellar 7, back | successful game, ended up

| 35,000 The dollar amount of
| the publishing deal Dynarmix

| 350,000 The number of
| copies that Aces OF The
i Pacific, Damon Slye's most

! selling worldwide.

his own game, The Sword OF Kadash, |
finished up the game right about the same
time Damon was finishing up his Staflar 7
and together these two products launched
Jeff's Software Emtertainment Company.”
It didn't take long, however, before the
realities of the barmers to entry in software
publishing presented themselves. It was
now 1984 and the already established big
players had massive distribution networks
in place, as well as the money to attract
and pay top emerging talent. Realising
this, Tunnell then came up with a new
proposition for Slye. "Jeff told me that it
was o0 late to get going on a publishing
company without a lot of money,” says
Slye. “Then he said ‘how about this: we
form a partnership and vou and | start a
game development company instead?'”
Damon agreed, and because of the
difficulty in trying to run the software store
as well as & games business, Tunnell scld
ComputerTutor to focus solely on games
development. ComputerTutor owned the
name SEC, however. Daman then came
up with the name Dynarmix, and instead of
being publishers, Tunnell and Slye started a
games development company — one of the
first in the world.

Moving on up

Tunnell and Shye immediately started
gathering talent for their fledgling
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E£ 1, being the most brash of the
bunch, declared ‘I could write a
better game in two weeks!" )

CHRIS COLE'S UNIQUE APPROACH TO LANDING A JOB

FrEsErts
—
-

TELLAR /

LUTHE LEGACY
OF 3 SPACE

Damen Slve coded the original

3 Space angina when he was
develeping Stefar 7 on the Apple
1. The engina was then ported to
the Amiga for the gare Arcticfox,
and then later ported across to
the PT. Essentially, the underlying
angine was such a success that it
staved in place, with the same 3D
algorithms ported across different
sysiems, far gver ten years. "3
Space was basically there far the
duration of Dynarmine until they
Game Up with a new engine for
Trites,” says Shee. | think that

was the first game that broke out

of 3 Space.”
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P development house. They had received a

game demo from a young coder named
Kevin Ryan and were thoroughly impressed.
“We leoked at it and | thought it was
incredible,” says Slye. "Jeff and | talked
about it and said that we have to bring this
guy on because he's really talented.” Scon
after that, Ryan and a friend, Richard Hicks,
joined up with She and Tunnell, becoming
partner-gwners in the young Dynamix,

With their talent in place, the slowly
growing company started trying to make
inrpads with the larger publishers. They
identified a potential in Electronic Arts, and
Shye sent therm a copy of Stellar 7 to gauge
their interest, “Joe Yharra called,” says Shye.
“| think he said something like “we're not
interested in publishing Stellar 7 because
we think it's too much like Battiezons, but
we'd be interested in meeting with you
guys because we're launching a comparny
and we need artists”.”

The original excitement they felt at what
seemed like a golden oppartunity with the
garming giants soon twumed to frustration
as Ybarra never fully committed to signing
Dynamix. Eventually, Shye grew tired of
waiting. "He kept calling me but we weran't

#[PC] Driginally af the Siarra stahle, the
fifth Space Ousst game was actually
davalopad by & raam at Dynamix

getting any deals or whatever,” says Shye.
"So | just called hirn up and said 'if you
actually want to work with us, you have to
sign us very scon hecause we're going to
go away and do ather things now — we're
tired of waiting."”

Yharra had been impressed encugh by
the 3D technology in Stallar 7 to know that
he should not let this fresh developer from
Oregon slip away to the competition, and
invited it to EA headquarters to discuss
somathing concrete. “We had this idea that
was sort of like a Prince OF Parsia thing,”
says Shye, “This Indiana Jones-styla game
with traps and all that, so we drove down
and pitched the whole thing to EA.”

After the presentation, everyone in
the room seemed positive and Dynarmix
thought it had it in the bag. That was until it
got round to Joe Ybarra's final say. He said
‘Mo, but we're interested in having you do a
3D tank game on the Amiga.’

This was the first the company had ever
heard of the Amiga, and so it was with both
the satisfaction and relief of finally signing a
contract as well as curiosity about the new
system that it got to work develaping one
of its key launch titles, Arcticfox

"The &miga hadn't even launched at
that time,” says Slye. "So when we started
wiorking on it, it was very secret and we
were on prototype boxes - they were in a
black steel case, the kevboard case was
made out of wood and there were wires
coming out everywhere. It was really coal.”

Active visionaries
Arcticfoxwent onto be a
great success, and given the
clout that Electronic Arts had
in the industry, Dynamixs
profile skyrocketed. They
kept wiorking for EA for a
few more years, developing
memarable titles such as
Abrams Battle Tank and
Project Firestart, and the
company had grown to
around 20 people by the end
of 1988. But by this time,
Tunnell felt that Dynamix was
due for a change.

"It is not & good thing
to get 100 per cent of your
revenue from one source,”

TUNMELL SELLS COMPUTERTUTOR

JEFF TUNMELL BUYS &N &FPLE
AND DY MAMLY |5 FOLNDED.

L AMD FOURDS HIS SOF TWAKE
STORE, COMPUTERTUTOR.
CHRIS COLE BEGINS WORK O
SWORD OF KADASH

JEFF TUNMELL ARKD DAMOMN
SLYE START SOFTWARE
EMTERTAINMENT COMPEMY

TIMELINE

1981 1982 1983 1984
says Tunnell. "We were working 100 per
cent with Electronic Arts, and decided that
wia needed to expand our customer bassa

| used to go to all of the CES and Software
Publisher Association meetings, and | got to
know everybody in the industry. It was easy
to talk to the CEOs of all the companies
Dynamix rapidly got a good reputation, and
everybody wanted to work with us.”

“We wera talking to a lot of companies,
but Activision was the one we ended up
maoving to,” adds She. “They were realby
trying to take on EA at the time, and we
ended up moving from EA to them. We
made an arrangemeant where everyone was
happy, and then we signed a product deal
with Activision.”

The team got to develop games on some
very big-name licenses that Activision had
secured the rights for, such as MachWarriar
- hased on FASA's Battletech franchise -
and the Die Hard and Ghosthustars Il movie
tie-ins. It was a productive and profitable
year, and Dynamix ended up chuming
out a total of seven games by the end of
1989, five of which were for Activision.

“I don't knowe howy we managed to ship
seven games,” laughs Slye. "We wera

just cranking back then! | think everyone
just knew what we were doing and we

had technology that was mature. We had
good people who had a lot of autonomy at
that time. For example, the guy who made
Deathtrack - Darek Lukaszuk - he just knew
how to make the game largely on his own.”

Now, although the team was doing
well and had been producing good games
for some impressive
publishers, Tunnell
and Slve had begun to
feel that Dynamix was
stagnating. “We had
already decided that
being a captive developer
~ that was our term for
where you're a developer
working solely for one
publisher — yvou get stuck
because of your cashflow
needs. You get stuck and
you can't get ahead, and
50w realised that just
being a developer wasn't
taking us armywhers”
says Shye.




DY NAMIK MANAGE TO SHIP SEVEN
GAMES, IMPRESSING SIERRA CED

ARCTICEDE, ATOP LAUNCH TITLE
KEM WILLIA

HIEKS JDIM THE COMPARNY A5
FOR THE AMIGA.

KEWIM RYAR &MD RICHARD
OWHNER-PARTMERS.

SLYE COMPLETES WORE ON
TUNMELL AMD SLYE CREATE
FOSSIBLY THE FIRST EVER
SURVIVAL HORROR GAME,
PROUECT AIRESTART,

1988 1989

# Tha Dynamix taam circa 1389,
jpassibly after shipping seven F"
fames in a year. L —

“We decided that in order to really
be worth anything,” explains Tunnell,
“we needed to own our own intellectual
property and publish our cwn games. We
had brought Tony Revneke on to be our
CFO (he was our accountant, and liked
what we were doing), and he was helping
us raise local ‘angel capital’. During the
capital raising process, | got a call from
Ken Wiliams out of the blue. He wanted 1o
license our 30 technology for some Sierra
games for $300,000. That maoney was
a godsend, and allowed our other capital
rounds to close, so we could release A-T0
Tank Kiter and David Wolf: Secret Agent
as an affiliate publisher with Activision. Ken
liked our technology and products encugh
that he called me one day and said, "Why
daon't we just buy you guys?™"

It was now 1990, and although A-10 Tank

Kilier and David Wolf had been released and
were selling fing, the revenue they brought
in wasn't actually proving enough to keep
Dynamix afloat. The call from Ken Williams
wias a godsend,

"Ken was impressed by the fact that
we shipped seven games in one year,”
explaing Slye. "Early on he said ‘there's
na way you're going te ship all these... no
waay', so when we did, he liked it a lot and
wanted to do an acquisition. Things like

3

TIDKS STUDIC DPENS.

SIERRAFAMILY " AND JEFF TURNELL

PRODUX
DY NAMIX RELOCATES TO LARGER
DFFICE SPALE AT RIVERFROMT

DY MAMIX BECOMES *PART OF THE
RISE OF THE DRAGON,
D¥MAMIZS FIRST ADVENTURE
GAME, 1S RELEASED:

RESEARCH FARE 45 THE
COMPAMY GROWS BEYDND THE
100-EMPLOYEE MAKK

1990 1990 1993

this were not really happening too much

in the game business, and so he was sort
of going outside the box wanting to do the
acquisition. Eventually we worked out an
arrangement with them and it worked out
really well for everybody.”

The Sierra family

Just before the acquisition went through,
Dynamix had been working on its first
adventure game: Rise OF The Dragon.
Sierra and LucasArts had set the standard
for adventure gaming with titles such as
Mariac Mansion and the King's Quest
series, but the crew at Dynamix wanted to
try sormething entirely different.

| just wanted to make a storytelling
game in a way that | thought would make
people care about the characters,” recalls
Tunnell. "Dynamix’s adventure games
started before Sierra bought us, and
used our GDS technology. Rise Of The
Dragon was nearly finished when we
sold Dynamix.”

In keeping with their wacky and exciting
use of nomenclature (remember that
Tunnell had called his first games company
'‘Software Entertainment Company'),
Dynamix dubbed its adventure game
toolkit "Game Development Systsm’.

GDSE was not only a handy tool for

FATENT FOR THE GaAME COMCEFTS
1N SI0 & ALS INCREDIGLE TOONS.

TUMMELL &R0 COLE RECEIVE &

1993

FROM THE ARCHIUES

DEMON SLYE LEAYES THE COMPARNY,
AFTER HALF & DECADE IN HIS
WM STUDID, JEFF TUMMELL
RETURRMS 10 & LEADERSHIP ROLE
1M DY MARALE.

1994 1995

OMES 4 OHLIME G MING

F-DULTRA PINBALL 15 RELEASED
AND THE SERIES GDES OMTO BE
DY MAMICS LARGEST EARNER
STARSIEGE: TRISES 1S RELEASED
AND BEI

1996 1998

| taken 1o rocking out

| stage with his band, The
| Procrastinators. When

| not busy with gaming or
' gigging, he §fts Olympic

weghts,
enoys riding
motorcycies
and is engaged
in setting up
Furrer Farms, a
200-acre organic farm.

Damon Slye lef:
Dynamix and spent

I—‘HLT\(JI\:'IL[\UN

: DYNARMIX

COMPANY FOR GODD, AND CHRIS
COLE LOSES HIS JDBE S00M AFTER.
DY HAMEC 1S SHUT DO BY
RESTRUCTURIMG LINDER MEW
DWMHER WIVERDI UMIVERSAL.

JEFF TUNMELL LERVES THE
SIERRA AS A RESULTOF

1999

[ WHERE ARE THEY NOW?

| Jeff Tunnell and fillow
| Dynamix big dog Rick

| Overman co-founded

| PushBution Labs after

| mowing on from their

| wery successful post-

| Dynamix endeavolr,

| GarageGames. Armong

| PushButton Labs’ list

| of titles is the very

| successful Facebook

| game Social City, which
| currentry has over 10

| million active users.

| PushButton has also |
| created Grunts Skimish,

| an online semi-eal-time
| strategy game, and

| refeased The Incredible

| Maching Mega Pack

| 0N www.goq,

| eom, whara you

| can buy almost

| every Incradible

| Maching game

| for only $9.99

| lapprox E6.50). He

| writes regularty both an
| his perscnal blog and for
| the community game

| simulation games and
| wanting 1o expanance
| it for real. After a long

hiztus, it was Jeff Tunnell

- who got Damon back

| into games, teaming him
| up with Chris Cole once |
. more to found Mad Otter |

Games and work on the

' fhght sim Ace OF Aces.
. Mad Otter also employs

Dynamix alumni Faul
Bowman, Mels Bruckner

- and Mark Brenneman,
| and is currently working

| portal Great Games
| Projsct. Jeff has aso

' on Villagers And Heroes,
- afree browser-based
- MMORPG, Like
PushButton Labs, Mad
Otter has

2 also released
., i someofisoid
o =

ter
Ole

almost 13 years away
from the games industry.
During this time he

went back to university
to complate &

| degree and also
eamed himself
& pilat's licence
—a direct result,
says Darnon, of
having worked
o 50 Marty

putting together their adventure titles, but
was also a boon to productivity; it was
designed to work over the office network
so that different people could be building
the same scene simultaneously, with
non-technical staff able to craft dialogue
and conversations, work on graphics and
animations as well as set event triggers
to move the story or action along. GDS
proved an excellent tool, the timing was
perfect, and Dynamix was able to release
the very successful Rise OF The Dragon
soon after being bought by Sierra. >
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It was a good timea for Dynamix, as Sierra
had pulled it out of the captive developer
rut it was in and saved it from what could
have soon turned into dire financial straits.
Sales were better than ever, and with the
strong financial backing and the increase
in the scale of its projects, Cynarmix
experenced growth ke never before. "It
was interesting,” recalls Shye, “that after
the acquisition Ken was interviesved by
the Register Guard, the local paper here
in Eugene. We were probably around
35 peaple and he said ‘in a year there'll
probably be about 120 people here’ and
| just thought "vou're crazy, man!’, but he
wias right! Because once they baught us
they started funding and letting us hire
maore pecple for cur projects, so it was a big
growth time.”

After Rise Of The Dragon came the very
popular Word War | flight sim Red Baron
fwhich was also quite far into production
b the time Sierra came along), and the
company's second game to use the
Game Development System, Heart OF
China, soon followed. It was shortly after
this that Tunnell got started on his next
project, which would go on to be one of
Dynarmix's most popular tittes of the era:

# [Mega Drive] Realtime Gamas Scitware ported Daman Siye's Abrams Gattle

Tankto tha Mepa Drive
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LICHRIS COLE'S
PERSONAL BEST

Lengtime Dynamix developer
Chins Cole takes us through twe
of his favourine projects: *First off
—and | onby say this half jokinghy
= The Sword Of Kaciash was the
bexst garne | ever wrota,” says
Cale, “There really was somathing
rmagical about that first game
Wil all plaved i for heours and
lowed it. I've said for marmy years,
Mervar make a ganme you wauld
want 1o play, because by the time
wau finish it you’ll neser want ta
play it." Sword OF Kadash was an
exception for me to that rule
Aside from that, | verota a really
fun ction game that didn't
do 50 hat in the market called
Henter Hurited! This game
wars intentionally a souped-up
side-scroller throwback, but
that appears 1o have bean a bad
rmarketing decision as it was
released right about whan Juaks
wiEs making its impact on the
industry. It was bured in the
rmarketplace by Ouake and Diabio
It gt good enough revknes = mid-
Bs, if | rermemiber — but nobody
el saw it | thought it was a
pretty fun itte action game.”

Dhynamix was formed.

The Adventures OFf Wil Beamish. "My big
goal with Willy was to really raise the bar
on story and animation. Willy was the first
game in the world to use cell amnmatons
scanned in. We hired Disney animators.
The first time | saw Willy walk acress a
raom and jump an the couch, | knew we
had something special. To raise the bar an
the story, we hired Tony and Meryl Perutz,
twio wiitars from Holywaod. Tary, Meryl
and | had weekly story sessions whera they
would bring in wild story elements, and |
would work them into the adventure game
format of puzzles, rooms, cut-scenes, ete. It
was one of the most fun games that | ever
worked on.”

Like Rise OF The Dragon and Heart OF
China befare it, Wil Bearmish sold well
and Dynamix had preduced vet anather
hit, Tunnell, abavays the entrepreneur, then
left his managerial role at Dynamix to open
Jeff Tunnell Preductions (JTP). Here he
had more creative freedom to work on his
own projects, and even though it was a
separate studio, JTP still worked closaly
with Dynamix and Sierra, Jeff Tunnell
and Kevin Ryan then developed The
Incredible Machine, a unique puzzle title and
forerunner to Sid & Al's Incredible Toons, for

VIELLAL
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o [Apple ] The first version of Steflar 7was actually released baforg

which thay received a patent for the title's
distinctive game concepts.

All good things
By 1994, howsaver, Daman Slye had been
with the company a decade and felt ke he
needed a change. He had just completed
wark on Aces OFf The Pacific, a title that
he says proved incredibly taxing, and was
feseling utterly burned out by the gaming
industry. “It was really strange because
| was doing really well," he says. “l was
riaking good money and doing coal stuff,
but | was pretty much just working all
the time. | didn't realise it at the time but
| wias probably a Iittle depressed and so |
wanted to get out of what | felt was a very
isolated environment. | would just get up
and go to work and work on gameas and
then go home, so | wanted to get out and
experience more things.” Shye made up his
mind, quit Dynamix, and laft the industry
altogether. He would not return ta the world
of gaming until 2007 when he founded Mad
Otter Games with a group of fellow former
Dynamix employees

Despite losing Slye, it was still a great
time for Dynamix in terms of game
devalopment. ht saw more hit tiles such as

/4

gl e ttan packed Arcade ¢

oy
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Dvinearmix.
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FROM THE ARCHIUES: D¥YNAMIH

[ SIK OF THEBEST

The Adventures Of Willy
Beamish (1991}

Passitily Dynamix's most memorakle
advanture game, this kids" garme for
adults’ boasted incredible graphcs and
animation thanks to Dynamix employing
former Disney artist Rene Garca,

The Incredible
Machine (1992)

A standout title, TN is the ultmate
physics puzzle garme, offermg bowlng
balis, monkeys, bicycles and other tools
for building comically complex ‘machinas’
that achieve simple goals.

Betrayal At Krondor (1993)

A classic RPG budt in Raymond E.
Feist's classic world, Betrayal At Krondor
received rave reviews, Fest would go
on 1o novelise the story, which has been
accepted by hardcore fans as canon. We
strongly urne readers 1o give it a try.

Red Baron (1970)

A brilliant flight sim that had both brilliant
campagns as wall as a customizable
mission generator for unlimited
replayability. It's sasy to understand
whyy Darmon Slye considers it 1o be his
favourite game he worked on,

MechWarrior (1989)

The first official BattleTach sim that saw
players able to control robots in future
combat, AdechWarmorwas a big hit. The
game offered a good vanety of mechs and
ensbled players to follow the stonine or
pursue a life as a freelance mech warmrior.

£ Instead of being a publisher, we
decided to be a game developer -
one of the first in the world

JEFF TUNMELL ON STEPPING UP FROM THE DAYS OF BEDROOM CODING

Starsiege: Tribes (1998)
Despite arrving very late in Dynamix's
lite, this FPS went on to be one of its
most memorable ttles. It was Dynamix's
attempt at a Quaka killer, and the large
outdoor aneas addad a new element to
the claustrophobic world of FPSs.

OTWOYOARVOD

David Wolf:

Secret Agent (1990)

Drenad VWl Secral Agent was
Dyniamix's take on James Bond,
complete with ower-the top willains,
the hot dame, and the nerdy tech
guma who provides Wolf with

his nifty gadgets and souped-up
wehicles. It was an exparimental
title that used video cut-scene
stills to tell the story between its
various simulation sections, but
unfortunatety it sufferad from poor
execution in certain parts, Perhaps
Lrad Walf should be looked

back on more as a prototype
pradecessor o Dynamix's athar
cinematic tithes.

Metaltech:

Battledrome (1995)

This was basically IWing
Cormmander: Acagemy for the
Earthsiage universe, and felt to
many like a slapped-together battle
simulator with little depth or story
- and that's because this is exactly
what it was. Battladrome’s major
draw card was that it introduced
multiplayer mech — sormy, Herc

— combat for the first time, and
wis always intended to be seen as
a two-player game. The additon

of network and modem play was a
step forward, but as a standalone
product, it just didn't bring enough
o the table to justify a purchasa.

the Front Page Sports senes, the Aces
series, and the Earthsiege games and,
in 1995, his stint with JTP over, Jeff
Tunnell returmed to Dynarnix full-time,
a welcome homecoming to a compary
that for a year was without either of its
original founders. It would be a short
stay, though. Ken Williams sold Sierra
in 1996, and things began to tun sour
for the company not long after that.

Dyynami: put out more great games, with
perhaps the most notable being the 1938

multiplayer FPS hit, Starsiege: Tribes,
but trouble was brewing on a corporate
level, and the effects were soon felt an
the ground. Sierra quickly went from
dedicated gaming house to corporate

commaodity, experiencing a string of sales
to various corporations and then breaking

down almost entirely because of a case
of accounting fraud committed by then
owner Cendant Corporation. [n 1999,

after a series of brutal lay-offs, Tunnell left
what Sierra and Dynamix had become to

start up GarageGames with three other
former Dynamix employees.

This time also saw the departure of
Chris Cale, among many others. “ was
laid off when Jeff left the company
in September 1299," he says. "The
company at that point had got pretty
corporate and | had been very aligned
with Jeff, soin that changing of the
guard, | assume, the powers that be
saw an apportunity to get rid of some

of his lieutenants.” Cole was one of 60
pecple who were laid off, a huge chunk

of Dynamix's then 170-strong workforce
Tunnell, Slye, Cole and many other longtime
stahbaarts were gone, the soul of the
company with them. Twao years later, on 14
August 2007, Dynarmix was closed forever

“It was sad the way the whole thing
wiorked out,” says Shve, "l mean, | still don't
know exactly why it was shut down. ., there
are a lot of different rumours about why
that was. But | know it was a big French
water company, so | don't understand that.
It's & weird world... but I'd been apart from
it for so long already, and it ended up being
one of those creative destruction things in
that after it shut down all these other things
sprang up out of it.”

Jeff Tunnell shares similar sentiments
abaut the end days of his company, and,
like Shye, maintains that even though Siera
shut it down, the core of Dynamix is still
very much alive thanks to what its former
staff are up to now. "It was sad to ses
Dynamix close two yvears after we started
GarageGames,” says Tunnell, "By that
time we didn't really even know what was
going on inside the company, but we did
still have a lot of fiends working there,
Dynamix still lives on in Eugene, though
Buzz Morkey, Pipeworks, Playdom Eugene,
PushButton Lahs, Mad Otter, Game Clay,
GarageGames, and others stil have roots
that trace back to Dynami In a way,
Cynamix is stronger than ever.” -1
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MS-DOS powered most of the gaming
that went on in the PC world from 1981
until it was supplanted by Microsoft's
Windows 95 towards the end of

the Nineties. This transition meant
that rather than dying out, like so
many retro platforms have, PC
gaming is still with us in another form.
Join Michael Reed as he tells you
everything you need to become a DOS
master

DOS GAMING: A BLUFFER'S GUIDE

he MS-DOS driven
PC is a platform that
probably doesn't get
the amount of respect
that it deserves, and
there are a few reasons for this.
Firstly, the platform lacked the
closure of a sad farewell because,
towards the end of the classic
DOS era, PC gamers played a
combination of DOS and Windows
games. This smooth transition, as
opposed to a clean break, seems
to have eliminated the typical
feelings of nostalgia that develop
for an old platform. Secondly, the
success of the PC wasn't built upon
emotional attachment in the first
place because PCs weren't cute;
they were functional, beige business
tools. PCs also lacked an image for
gamers to fixate upon as so many
manufacturers made so many
different models. Thirdly, thanks to
backwards compatibility, no one
bothered to keep their old PC when
they upgraded to a new model. The
lack of these emotional triggers has
consigned the classic vintage PC to
be a retro platform that people tend
to forget about.

It's & shame, too, because it's one of
the best formats to get interested in. The
platform has a unigue character all of its
own, and there are thousands of great
games. It was also uniguely long-lived
compared to other retro platforms, the
different eras combining to make it like
two of thres different platforms in ohe.

But, to fully understand PC gaming,
you have to start at the beginning. ..
Abit of
history
Until the start of the Exghties, maost
personal ownership of computers

extended only to games consoles, and
that's hardly surprising, as the computers
of that time were huge, expensive, and
frankly, a bit boring. Institutions such as
banks ware typically the customers for
computers that would live out their lives
in specially built ventilated rooms. This
all began to change when companies
like Commedore and Apple decided
that ordinary pecple might want to use
computers in the office or home

This new trend had not escaped the
attention of the grey beards at IBM,
and the decision was taken that [BM
would make its own perscnal computer,
Subsequently, the IBM PC came
together in about a year; a short time
by any standards, and remarkabby so for
a leviathan like IBM. It achieved this by
eschewing the typical design procedure
for & major new project, instead building
the machine out of off-the-shelf
companents. This decision would have
unexpected repercussions for IBM

The IBM PC was released in 1981,
At a couple of thousand pounds, with
monitar, it was a bit maore expensive
than some contemporary personal
computers but considerably cheaper
than the mini and mainframe systems
that had made up IBM's core business
up until then. The basic model had
64K of RAM, a 4 77MHz CFU and a
floppy disk drive. Command-driven
Microsoft DOS was the operating
system. This was before computers
like the Commodare Amiga and Apple
Macintosh made a mouse-operated
graphical interface a standard feature.

No doubt, by 1982, the higher-ups in
IBM were reasoning that if there was
going to be a change in how people
used computers, at least IBM now had
a serious stake in it. Then something
happened that took IBM by surprise: a
company called Columbia Data Products
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THE DRERCED
COMHMAMND LINE
PCs wera latecomers to the world of
mouse-controlled user interfaces. In
s were loadad

a disk in tha drive
and powerin . As hard
disk adoption became widas
users had to get tha hang of u

the command lina. Even now, some

people are probably put off the idaa
of messing around with DOS game
becaus
can seem intmidating. In practice,
there's not much to it. Typing "dir’

command-drive

gives a list of all files on the disk. Type
‘cd’ followed by the name of a game
folder to enter it. The programs that
you can run are marked with .bat, .exe
or .com on the end. Easy, eh?
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created the first IBM PC compatible
computer, the MPC 1600. This had been
made possible by the fact that IBM's
PC had been made from commenly
avalable compenents in order to speed
up the design procass. Making matters
worse for IBM, the MPC 1600 was also
cheapear and had slightly higher specs
than the anginal IBM PC. Later that year
Compag announced a portable IBM

PC compatible. Subsequently, ather
manufacturers began to make their own
clones and the term PC would come to
refer to IBM PC compatible computers
rather than its onginal general meaning
of ary personal complter.

Earlu PC
Jamingd

As a games machine, the capabilities of
the original IBM PC were middling, and

o The ok, big cardboerd booes had a lotof
charactar, but for reasons of convanienca gava way
o standard DVD-style boxes in the late Mineties.

it was maore expensive than a dedicated
herme computer. This fact highlights a
key point about the early years of PC
gaming: due to s cost, it was bought
for senous use and gameas remained
something of a novelty an what was,
effectively, a business computer.

Alat of the earty commercial
gamas were ports fram other
systems, produced as a sideline by
established publishers. The fact that
the demagraphic that awned PCs
was typically older, coupled with the
[imitations af the machine in the area
of fast, colourful graphics, combined to
attract a mare serious class of games
such as those in the strategy, adventure
and simulation genres. Sierra Onling,
already a creator of highly lauded
graphical adventure games, became an
early supporter of the platform thanks
1o IBM itself. 1BM commissioned the
company 1o create a launch title for
its IBM PC Jr home computer. The
launch game was King's Quast, and
although the PC Jr was not a sucoass,
King's Quest itself was a hit when it was
made available for the standard IBM PC,
among other platforms,

Strategic Simulations Inc was one
of the established companies that
supported the PC from the beginning,
but founder Joel Billings told us that
he wasn't particularly enamoured with
the early FCs, “| remember that the
first IBM PC was very clunky and hard
for us to deal with, Knowing how big
and successful IBM was, 'm sure we

thaught it would eventually do very
well. We definitely wanted to get some
games working on it At S| we wanted
to suppart the PC because we wanted
to support all personal computers that
had any substantial installed base

Although shoot-'em-up games were
never the main thrust of the PC gaming
scene, some high-gquality coin-up
conversions were made in the sarly
days. In 1983, Atarisoft did conversions
of some arcade classics such as
Defender, Battlezone and Dig Dug, while
Brederbund contributed a very good
conversion of Star Wars.

The 256 Era

By the mid-Eighties, the PC market
began ta take flight thanks to the
cheap clones from companies such

as Tandy and Compaqg. Although 1BM
had lost its exclusive control of the
platform, it continued to introduce
improverments that would then become
official extensions to the standard. In
1984, the company introduced two
major refinernents in the form of the
IBM PC/AT and the EGA graphics
system. The AT architecture was
based arcund the considerably faster
Intel 80286 processor. As the model
numbers of Intel processors were
becoming a mouthful, mest of the
press referrad to both the CPL and the
class of machine as simply the "286".
These new developments were largely
software compatible with the ariginal
PC specification, and this practice




FPC EMULATION
LITH DOSB0OX

Although every effort has been
tn maintain hackwards compa
in PC design, more than 25 years of
e 'Hif'|l"ll-|'" has taken its toll. Along
) computers
often run fl ton [hl for some old

and old sound car

software compl

all of the he artunately,

age PC emulator

games, but it’s wo

san emulatz an
hardware standards
all-impaortant facility to sloy

amulator for ¢

of rigorous backwards compatibility
wolld become a comerstone of the PC
platform urtil the present day.

One snag that cropped up with the
second generation of PCs was that a lot
of older games ran too quickly. Some
PC makers tried to get around this with
the additon of a ‘turbo’ button on the
front of the computer case. Actually, the
labelling was somewhat misleading, as
the function of the turbo button was to
slowe the computer down. It's a problem
that dogged the PC throughout the
entire DOS era, as each generation of
new PCs revealed software developers
that had failed to anticipate a newer,
faster generation.

Game pads were available, but most
PC joysticks were of the analogue type,
which were more suited to control of
simulators, The speed problem reared
its head here, too, as joystick support

= |PC] Setin the BaitiTach universe,
Mechbbarrion 2{1995 ) was an achan
gama that required a bt of thought.

DOS GAMING: A BLUFFER'S GUIDE

w [PC] Jack Mickisus Golf & Courss
Desgn had CGA, EGA and VGA

warsions, as shawn hera.

o |PC] Abuse | 1996), Tllernml-:e rontred,
raal-tima lghting and constant
carnage give it raal flvour,

o [PE] D g (1983). An Atarisoft
canversion of 8 Nemca coin-op.

suffered from calibration problems

on faster computers, To work arcund
this, many games offered a calibration
feature, and most of the best joysticks
featured trim controls for the same
reason, Mot every PC owner had a
jaystick — or even a joystick port, for
that matter - so nearly all games could
be played from the keyboard, defautting
to the cursor keys.

Flatform games weren't an area of
gaming that PC was well-known far,
and although the PC's hardware wasn't
very suited to themn, some interesting
platforrm games do exist. Making use of
shareware distribution, Duke Mukem and
Commander Keen are the most famous
franchises in this genre. Commander
Keenwas programmed by 30D graphics
legend John Carmack and proved to be
an early episodic success for Apoges,
having started life as a clone of Super
Mearia Bras 3. Softdisk, the company
that later became Apogee and then
3D Realms, presented the demo to
Nintendo. The Nintendo executives
were impressed by Carmack’s technical
achievernent but the company remained
uninterested in entering the PC games
market. Nothing was wasted, however,
as Carmack and co reused the engine
for Commander Keen.

Ore advantage that the PC had
owver its rvals was the fact that it
was so flexible, and a huge industry
of component makers and system

builders sprung up arcund the PC.
Even end users would often get in

on the act, either building from scratch
or customising an existing system,
The downside was that game
developers were unable to test every
possible hardware combination on

the market, and this sometimes led to
software incornpatibilities.

By the time that 2865 wers common,
maost PCs had a hard disk drive fitted
and it became a reguirement of most
games. Maturally, that added a bit
to the cost of the computer, but it
wias worth it for the improved speed
and convenience. It was also argund
this time that PCs started to be sold
with Microsoft Windows installed as
standard, giving the user a graphical
way of managing files and launching
games. A few games could take
advantage of early versions of Windows,
but until Windows 95 and Pentium
class machines became commaon, the
majority were pure DOS games that
merely ran under Windows.

The 356 Era

In 19886, it was Compag rather than
IBM that introduced the first PC based
around the Intel 80386 processor. 1BM
soon followed suit, dermanstrating

the bensfits to the consurmer of a
competitive marketplace. The early

386 machines offersd a huge speed
boost, although the high cost of the first
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KING'S QUEST:
QUEST FOR THE CROWN
» Released: 1985
» Publisher: Sierra
» Developer: |n-House:
» By the same developer:
Laisura Suit Larry (1987}

W King’s Questmodernised the adventure game
by combining real-time graphics with text input.
Its success set the tone for many other Sierra
adventure games such as the Space Ouest,
Police Quest and Leisure Suit Lamy series of
games as well as the adventura game genre in
genaral. The increasingly large installed basa
of PCs provided a ready market for high-quality
games that required a bit of thought. A trick
syueezed 16 on-screen colours out of a CGA
card with suitabla monitor.

models stopped them from becoming
regarded as an entry-level machine until
the beginning of the Nineties

In less than a decade, the PC had
become one of the most important
platforms, which was quite a switch
from the early days when PC owners
had to make do with ports from the
ather machines. With the PC beginning
to dominate the high end and consoles
covering the acton-oriented titles and
youth market, the Nineties saw a decline
of traditional home computers.

Games like Wolfenstein 30 {1992)
and The Secrat Of Monkey Isfand {1990)
weere PC titles that were then ported to
other platforms following the PC release
Real-time strategy game Durne If (1992)
is @ good example of an early MNineties
PC game that went on to be adapted

u [PC] Hare we hava CGA, EGA and
VEA versons of 688 Aftack S by
Electranc Arts. o 3

for other platfarms. Anather significant
aspect of games like these is that they
relied on a clear separation betwean
the game engine and content. Many
PC genre hits are like applications such
as wab browsers in that later games
are merely improved versions of the
earlier garnes. For this reason, it might
be difficult for a new player to fully
appreciate something like Dune I or
Doom, as similar but greathy improved
rmodern gamnes of those types exist
IBM introduced the VGA graphics
standard in 1987, and by the time the
decade came to a close, a 386 PC with
VMGA graphics and a sound card was
the best platform money could buy for
gamers who enjoyved a more serious
style of gameplay. In the same way that
the hi-fi revolution of the Seventies had

106 RETRO GAMER COLLECTION LOL.S

WING COMMANDER

+ Released: 1990

u Publisher: Origin Systems

» Developer: In-House

u By the same developer;

_ System Shock {1994) i
M This mission-based space shooter raised the
bar for cinematic atmosphere and storytelling
within an action game. The game attemptad to
recreate tha atmosphere of film space apics
such as Star Wars, putting the player in the
thick of the action. The cinematic feel extended
to the musical score and the animatad
cut-scenes that progressed the story. The
hardware requirements were crushing at the
time of release, and this was one of the first
high-end games that wauld cause people to
upgrade their hardwara simply to play it.

created a demand for more technically
advanced musical recordings, PC
gamers who had invested money

in a high-end gaming ng demandead
games that made the mast of their
hardware. Space combat game WWing
Commander (1990} is a consummate
example of a game that offered a
cinematic experience for pecple who
wiere prepared to shell out for a top-level
maching. Anather improvernent of the
platform was the move away from
floppy disks to CD-ROM.

N
the end o
LOS gaming
In 1989 Intel introduced the 486
pracessor, and like the other CPUSs, it
took a few years before complete PCs
using it wene commaonplace. Natice
that Intel had stopped issuing chip
names that were simply a number at
this point; by now other manufacturers
were making very competitive clones
of the Intel chips, and the company had
discovered that it was unable to legally
trademark a number. This is the reason
that the successor to the 486 was
called the Pentium.

It's worth noting that the pace of PC
hardware development has always been
constant, in contrast to manufacturers
of horme computers such as Acorn and
Commaodore, which would sometimes
go years without a major new
development. One thing was certain: if
the users were willing to continue to buy




DUNE Nl

» Released: 1992

» Publisher: Westwood Studios

» Developer: In-House

» By the same developer;

_ Eye Of The Baholdar (1990) ~
B Nearly every real-time strategy game that
follewed it owes something to Dune ff, including
Westwood's very own Command & Conguer.
It’s the game that ratified the mechanisms

for things like resource gathering, fog of war,
tachnology trees and the control of units, 1t's
also responsible for pulling in peopla who
weren't traditonally fans of strategy games.
Victory after hours of bitterly fought warfare
and looking out of the window to notice that

it was getting ight outside becama frequent
cempanions thanks to this groundbreaker.

faster and more poverful computers,
developars were wiling to produce
games that would push the machines

1o the limit. The extra processing power
had impact on two main areas of PC
gaming: multimedia and real-time 30
graphics. Games like Comimand &
Conguer (1995) made use of multimedia
b filming story-advancing cut-scenes
with real actars.

Hawever, it was the success of
games like Doom {1993} that brought
about the biggest change in gaming
since the start of the personal computer
revalution: the move to 30, The Sega
Saturn was a significant commercial
disappointment during this period
mainly because the switch to 3D
caught it out, as it wasn't very good at
it. Most graphics card manufacturers
made their own extensions to the
basic VGA standard, and these were
collectively referred to as SVGA. Some
games began to offer high-definition
play modes, although support was
sometimes awlkward because, as
with sound cards, there was no single
standard. SVGA support improved
the lock of garmes and offered
substantial benefits to games
such as Warcraft If (1995) or
Fallout (1997). Games like
this wiould have been
less enjoyable to play
on the conscles of
the tirme due to the
lack of a mouse, clear
graphics and a hard
disk drive.

If thera was a downside to the final
era of DOS gaming, it was that, as
the capabilities continued to improve,
the cost of asset creation substantially
increased, At the start of the PC,
bedroom coders were still able o
rmake and sell games, but by the time
that most PCs had a Pentium-class
procasseor, huge teamns of designers,
actors, directors, musicians and many
other creative people worked together
to create games at a cost of millions of
pounds. This meant that the corporations
that financed the games could no longer
afford to take risks, and this led to
homogenisation. When one game was a
big success, a set of very similar games
was sure to follow on the PC
By the time that PCs powered
by Pentium-class processors were
commonplace, nearly all users were
running a combination of Windows and
DOS software at the same time. Some
games such as Fallout and Grand Theft
Auto came with DOS and Windows
versions on the same disk, But as we
said, unlike a lot of explorations of a
retro platformn, this one doesn't have a
sad ending. DOS and Windows gaming
continued to live side by side far a
number of years and gaming on
the PC continued to improve.
5o, next time you marvel
at the latest PC blockbuster,
rernember that the first PC
could only manage four
colours at once and was far
from being a winner in the
games department.

A BLUFFER'S GUIDE

FALLOUT

o Released: 1397

o Publisher: Interplay

» Developer: Black Isle Studios

n By the same developer:

_ Star Trek: 25th Anniversary (1992)

W Isometric RPG Falioutis known for its
post-apocalyptic setting, dark humaour and
branching plotines. While journaying through
tha enormous game world, the player is given
an unusual amount of freedom to make moral
choices. Doyou da the right thing, or take the
easy way out? Are you a smooth-talking con
man or is violence a quicker route through
lite? The turn-based combat adds a strategic
element to a game that is 8s much adventure
game as RPG. A truly excellent experienca that
needs to be played by everyona.

Things began to perk up for PC gamers
when IBM introduced the EGA standard.
EGA allovwed a total of 16 an-screan
colours from a palette of 64; an
mprovament aver CGA but stll slightly
gaudy-looking. The most common
320x200 pixals,

althaugh some higher resolutions were

gaming mada

available, EGA was entirely backwards

compatible with CGA,

VGA (VIRTUAL GRAPHICS ADAPTOR —1987)
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e UPEr Mario World

SF’RITES ARE ONE OF THE GREATEST INVEN'I'IUNS OF THE 21 ST CENTURY AND INANEW SERIES RETRO GAMER LOOKS
AT THE MANY CHARACTERS AND ENEMIES THAT MAKE CLASSIC GAMES SO MEMORABLE

[TT]

ith its abstract
imagery,
beautifully
designed levels
and stunning gameplay,
Super Mario World remains
among the upper echelons
of 16-bit platforming. Hell,
for many it's the epitome of
16-bit platforming and has
never been bettered by any
other 2D platformer since.

Aninitial launch title for
Nintenda's SNES, Super Mario
Word along with fellow launch
games F-Zero and Plotwings
immediately set a new standard
for 16-bit gaming and proved
that Mintendo was more than
capable of muscling inan a
market that was primarily being
dominated by the Amiga, Mega
Drive and Atari ST,

Whils the SNES's powerful
technology was able to inject
Maric and Luigi with far more
personality than they had ever
boasted on the NES, Shigeru
Mivarnato ensured that just as
rmiuch care and attention was
given to the many adversares
that the two Mario brathers
faced. As a result, Super Maro
Word is filled with all rmanner
of cute and cheerful foes, from
the: generi: Koopa turtles of okd
1o the new flying Paragoombas
and Dino Torch.

To get a true taste of Super
Mario World's exquisite sprite
design, you need only look
across 1o the following page. ..

.

|

|

|

L L |

__-__,_l Mario Al-Stars on the SNES,

W P garne with Armarican and

d-l-i-l-l—l—ll—

I W Has sold over 20 million units 1

T in total. 1

I M s known as Super Mano Bros 1

i 4in Japan. '3

=il M Has been re-released onthe
Game Boy Advance, Virtual '
Console and &s part of Super

I W itwas originally a packin

1 European Supar Nintendos.

§ W Yoshi makes his first

i appearanca in Super Mano
Word

M All the music in Super Mario
ol was cof 1%@5‘ o an
electronic keyiboard,

M A, utility called Lunar Magc
allows you to alfter certain
aspects of the Super Mana
Werlg ROM.

W Super Maro Won's direct
sequel was Super Mana's
dacky Wionds and was
supposed to appesr on the
CDH,

. ...

— ——
| ™

' JUST THE FRCTS '
1 I

ST
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Meario
First Appearance:
Donksy Kang

&

Roy Koopa
First Apy LErance
Super Mario Bras 3

Luigi
First Appearance:
Ilang
1

o Brmsor
%
{Gresn Koopa Troopa
First Appearance
Super Mania Bros

hE:

-
Lakitu

Goamba
Frst Appaarance:

Super Mang Bros

o

Nimji Miagi-Knaja
First Appearance First Appearanos
Supur Mario Bros 2 Siymar Wt

First Appaarance
Super Mano Sros

3y

Dodphin
Firat Appearance: First Appearance:

Super Mans Warld

oL

=--.

el
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Bones.

Dry
First Appearance
Super Mario Bras 3

Rezmar
First Appearance
Styper Mania W

Bowser
First Appearance:
Supsr Mang Bros

Princess Peach
First Appearance:
Supsr Mang Bros

%

Red Koopa Troopa
Frst Appearance
Super Mana Bros

First Appearance:
Super Mana Sros 3

Lemny Kaopa
First Appearance:

First Appearance:
Super Mana Bros 3

Super Mana Bros 3

Flying Koopa Troopa
st AppiEarance:
Super Marnia Bos

&

Boh-Omb Jumping Piranha
Frst Apoearance: Plants

Super Mang Bres 2

Dina Torch
;Lrﬁﬁ B»al'il'lm:;éj =5,
i o Wi irst BArAnE;
Warkd

Super

Fizhing Boo
Frrst Appearance
Super Manio Warkd

Eories Choep-Chesp
First &paearance: First &ppearance:

Big Boa
rrstb.nﬂnaramn
Siper Manio Wkl Supar Mano Warkf Super Maria Bmos

e Tap Yaghi Mega Male
First Appearance: First Apoearance: First Apoearance:

iny
First appearanee;
Super Manio Word Supar Mano Ward Supar Manio Ward

Super Mana Bros

Hothead
Frat Appearance
Super Manin Warkd

Fishbane
First Appesrance
Super Wik

Bony Beetle
Frst Appearance
Styper Mano Wirtd

Lil" Sparky
First &paarance:
Super

i Viarkd

PIHEL PERFECT: SUPER MARIO WORLD

 lggy Koapa
First Appearance:
Super Mana Bros 3

First Appearance:
Soper Mana Bms 3

Super Koopa Troopa
First Apgnsarance:
Super Waria Wrd

L4

Mumcher
First Apoearance:
Super Mana Bros 3

F?:'mg Hammer Bros
|rst.ﬂﬂcaranuc:
Super Waria Wrd

Pokeay
First Appearance:
Super Bros 2

M o

~ Blurp ~ Wiggler
First Appearance: First Appearance:
Super Mario Bros Super Mara Wk

W
Swaoper Blargg

First Appearanne:
Supar Maro Wt

First fApoearance:
Seipar Maro VWarkd

‘Mecha-Hoopa QnTgmlut
First &paearance: First Apgsarance:
Super Waria Ward

Super Mari Wt

Wendy 0 Koopa

First Appearance:
Super Mano Bms 3

“

~ Dina Rlina
First Appearance:
Super Mara Word

Rex Boo
First Appearance: First Appearance:

Super Manp Bros §

4%

Urchin
First Appearance:
Supar Mana Wod

First Appearance:
Seiper Mang Bms 3

First Appearance:
Sniper Mario Wi

First Appearance:

First Appearanne:
Segper Mans Bms 3

~ Bullat Bill
First Appearance:
Super Man 8ms

~ Banzai Bill
First Appearanc:
Super Maria Wrd
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R hile Hang-On served
up the usual shot-
I burst arcade thrills
we'd later come to
expect from Sega,

Nintendo's earlier take on motorbike
racing, despite lacking any kind of
interesting hero and narrative, was
also typical of its developer's brand
of fun, accessible yet innovative
videogames. But the similarities
between these two racing titles
don’t end there: were you aware that
Excitebike's history also has a link to
the arcades? You were? Damn!
Designed by Shigeru Mryamoto and
his R&D1 internzl development team,
and debuting as a launch title for the

e mem mam mm mm mem mem e e g

TP

=

Famicom in 1984, Excitebike was a
hurmble-looking side-scrolling racing
game in which players could expenence
the exhilarating warld of motocross
Controling a little nondescript motocross
rmotorcyclist in white and red leathers,
players compated in the completaly
fantastical Excitebike Championship.
Split into three different game modes,
dubbed Selection A, Selection B, and
Design in the game, Excitebike's first
mode saw players competing in a solo
race against the clock, and progression
resting on reaching the finishing ling
within a time that would see your

little nder place third or higher on the
winner's podium. Each course ran for
twio laps - so essentially looped once
- and all were primed with hills and
jumps to fly off and obstructions, such
as hurdles and gravel pocks, to avoid.

S—
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: CHALLENGE RACE »3 .

their tracks on a cassette tape and replay
them whenever they wished. However,
as the device never found international
release, gamers outside Japan were left
with no way to save their custom tracks,
losing them as soon as they tumed off
their machines, despite the game giving
you the option to save, which is surely
rubbing salt into the wound.

EE NN EEEEEEEEEEEEN Shortly after Excitebike's releass in
W |FDE| The Vs Excitatike gemes also featured a great u | Areade ] Vs Excifele featured slightly better graphics Japan Mintenda released an arcade

little bonus stunt nound. and naw, gobsmacking animations lika this__ it i 7
& . version of the game. Titled Vs Excitebiks, %’

Despite its functional visuals and simple ke, the angle and speed at which its name came from the fact that it .
gameplay, for its day Excitebike actually you took off from ramps, and ensuring was released on Nintendo's Vs System == "
featured some great presentational that you ahways landed on both wheels arcade platform. Prior to the launch
touches, from the cameramen an the could alsa help shave seconds off your of the Famicom in Morth America, |N THE HNDLU
sidelines capturing the jJumpy action to finishing time Nintendo was thinking up ways to » PUBLISHER: N
the cument session's high score being Excitebike's second mode simphy help generate interest for a new + DEVELOPER: NINTENDO R&D1.
displayed in-game against the stadium upped the challenge by throwing an console in the US, Despite the console LEFTFIELD PRODUCTIONS,
barriers, This subtle layer of depth was endless convay of computer-controlled performing well in Japan, Nintendo MONSTER GAMES
also true for the game's distinctive bikers into the mix. Ramming into the felt that mary Westem gamers were » PLATFORM: NES, ARCADE, SNES, Mét,
control systam, back of a rival biker would send you still harbouring anxiety toward games 684, Wi
With all the tracks in the game spinning off the track, while baiting consoles following the consola crash » RELEASED: 1%84-2010
featuring four lanes, the player could alter  rival racers to fly into the back of you of 1983, and so turned its gaze to the » GEMRE: RACING
their pitch using the y-axis on the D-pad, would do the same to them = but profitable arcade market as a way 1o
while the A and B buttons worked as oddhy offar very little benefit to the genthy coax them back. Nintendo's plan » [NES] The ariginal gama allows only racing sok ar
independent accelerators, with the B outcome of the race. In bath modes against computer-contrelied opponents
button offering faster acceleration but plavers were given the choice to race
at the cost of seeing your bike's engine on any of the five tracks in the game
overheat from exhaustion and losing - effectively allowing them to start at
time as you waited patiently for it to any point — but only after first proving
coal down again. A sort of precursor their mettle by coming third place or
1o boost panels, the game's tracks also batter in a preliminary race on their
featured arrows that, when ridden over, chosen track,
wiould automatically cool the engine The final and probably most
down, allowing skilled players to chain significant mode that Nintendo added
long periods of heightened acceleration to Excitebike was undoubtedly its track

together. This mechanic helped to editor. Considerad to be the earliest rE'
bake a subtle sense of strategy into example of one ever seen in a home i \

ot

AN
ENTEH th-‘

Excitebike's races, and also made it an videogame, this mode allowed players
excellent time-attack game a5 plavers to design and race their own tracks

tned to beat their best times by eking and play them solo or with computer

as much bonus speed from their engine competitors, in principle giving the game
as they could without it cutting out etemal longevity. In Japan, because of
from exhaustion. And there were even this Excitebike was made compatible
maore layers to be found in Excitebike's with the Famicom Data Recorder
gameplay too, as the position of the peripheral, which allowed players to save

el
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i [Wii] Excrtebots is by far the oddest
instalment in the series. And yas, thatis a
rabotic turthe on four whisls taking a penalry.

was 1o design an arcade board based
on Famicom technology. Dubbed the
/s Systemn, the boards would allow
arcade goers to experience coin-op
varsions of Famicom games without the
need to purchase & console,

The thinking was that those who
enjoyed playing Nintendo games in
arcades would be maore inclined to
purchase a NES when they discovered
that nigh-on identical versions were
available on its new console, and around
two dozen early NES titles consaquerithy
found an arcade release on the Vs
System — mary benefiting from slighthy
better visuals and smoather animation.
To the more apathetic gamer, howewer,
these differences would be negligible
and, as such, the NES would be
perceived to be offering arcade-faithful
versions of these arcade games.

Vs Excitebike (simphy titted Excitebike
on its splash screen) did differ in some

-
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EXCITEBIKE

Format: HES
VSEXCITEBIKE

Format: Arcade
Released: 1985

Released: 1984

TIMELINE

VS EXCITEBIKE

Format: Famicom
Disk System

BS EXCITEBIKE
BUN BUN MARIO

Format: Super Mintendo

(Satellaview)

BATTLE STADIUM
Released: 19%7

Releaszed: 1988

EXCITEBIKE &4

Format: Nés

EXCITEBIKE-E

Released: 2000
Released: 2002

-

FNCTTERME.
Fr |

=

ways 1o the onginal release, though. The
arcade game featured no track editor,
burt did boast smocther animation and
marginally crisper visuals. It also included
a neat Evel Knievel-style bonus stage

in which players jumped over trucks to
gam bonus points — the only version of
the game to ever feature this bonus.
The way players progressed through the
game also differed, with seven tracks

to tackle - two more than the NES
version — and players racing one lap of
each track solo, only needing to come in
fifth place to qualify, and then race two
laps of the same track against computer
competitors. Vs Excitebike also restnicted
the original game's track selection, only
permitting players to start from the
second and third tracks, denoted by
choosing between three difficulty levels
at the start of the game.

Excitebike became one of the
bestseliing launch titles for the Famicom,
and its success in Japan even saw it
ported to obscure Japanese computers
ike the MEC PC88 and Sharp X1
courtesy of Hudson Soft. Sa, with
the game's popularity sealed, and
Nintenda's Famicom Disk System add-
on two years into its release, Nintendo
understandably saw Excitebike as
another of its esteemed titles to add to
the Disk System catalogue. Released

exclusively on the ill-fated disk format,
Vs Excitabike was a home iteration of
the arcade game. However, to consider
it an straight arcade port is a bit of a
misreprasentation, as it actually features
nevv game modes that weren't present
in the arcade version. VWhike ‘Original
Excite’ was basically just the seven-track
arcade version of the gama - complete
with the truck-jumping bonus round
~ two neww modes also appearad. The
first, Vs Edit, made great use of the
storage capacity of Famicom disks,
allowing users to finally design and
save up to four track slots straight onto
the disk, while Vs Excite was the maost
notable as it finally gave two players the
chance to go head-to-head in either a
battle or free race in the game

In keeping with Excitebike's odd
connection with being released on
short-lived and little-known Mintendo
hardware, the next game in the
Excitebike series is regarded as a bit of
a lost Nintendo classic. Released on the
Satellaviewy, a modem and download
service for the Super Nintendo that onby
found release in Japan, Mario Excite
Bike - ar, to give it its full, ridiculous
and proper title, BS Excitebike Bun Bun
Marnio Battle Stadiurm - was a colourful
download-only SNES title released in
1997 that blended together the worlds

% [FDE| The original NES version featured a track aditar
but no way for users to save their designs without
purchasza af a costly add-on. You could arges that the
FOS version didn't ramedy that all that much.

il
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EXCITEBIKE
CLASSIC NES

EXCITE TRUCK

EXCITEBOTS:
TRICK RACING
Released: 2009

B |\ ENDO VS SYSTEM:

A BRIEF HISTORY

» An ariginal Ws System cahinet, particularky
the rare DualSystem warsian, remaing an
uncommaon item in the callections of aven
the mast ardent Nintendo fan,

:

-

EXCITEBIKE:
WORLD RALLY
Format: WillWare

Released: 2007

Aswe touched on in the
article, a number of popular
Nintendo games, including
Duck Hunt, Or Maria,
Punch-Outl and Super Mario
Bros, found their way to
Mintendo’s Vs System arcade
format. The hardware, which
launched in 1985, was based
oh Farnicomn technology with
the purpose that Nintendo
could easily transfer its early
MES titles ta the arcades,
thus the Vs Systern can be
seen as the precursar to
Mintendo’s more popular
PlayChoice and PlayChoice-
10 arcade farmats. Nintenda
releaced a fow different
iterations of the Vs System,
such as the hard-to-come-hy
DualSystemn, which came

in upright and sit-down
versions, and the UniSystem
- 30 called because the Duals
featured twao monitors while
the Unis only featured ane. If
you squint really hard into a
magnifying glass you can see
the three different variations
showeased here on this early
arcade flyer.

of Super Maro Kart and Excitebike to
great effect. Sharing mare DMNA with
Excitebike than Maro Kart, the game
substituted the nondescript racers fram
the ariginal with well-knawn Maria
characters, and the game itself played
exactly like the anginal Excitebike with
just a feww minar differences.

After selecting your character, players
are given an undisclosed amount of
time with which to complete a certain
number of laps of a staga. With this
section complets, it then throws
competitors into the mix with a race o
the finish line, complete with SMK's
annaying elastic band physics. Perhaps
the most notable tweak made to the
Excitebike gameplay in Maro Excite
Bike is the addition of gakd coins in the
races, At points in the track, clusters of
coins can be found, and if five coins are
collected players are awarded unlimited
engine coolant, allowing them to thrash
the hell out of their motoroike until they
crash without fear of seeing it overheat.
While the mechanic does make the
game a lot easier, as well as toning
down that nice sensa of strategy from
the original, it still proves an enjoyable
addition to the gameplay and offers a
slighthy different approach to the game,
which fans will likely welcome.

As the BS games were made
download only, it was guite comman
for Nintendo to release the games
in parts, and Mano Excite Bike is no
exception. Four versions of the game
were released, with each simply adding
a new track and playable character.
Though obscure, the Bun Bun games
prove great additions to the series
and thankfully are available for fans
to expenence through the magic of
emulation. But it beggars belief why
the four parts didn't just get bundled
together on a SNES cart and released
into retailers. The game would have
undoubtedly proven to be another SNES
classic, of that we are sure.

Fallewing the sly release of Maro
Excite Bike in Japan, Nintenda waould
then decide 1o eke even more mileage
fram the original NES game whean it
released two versions of the game on
the Game Boy Advance. Marking the
first and anly time that the senes has
gone portable, the first GBA release
woull once again appear on another
abscurs piece of Nintenda hardware,
ramely the Nimendo e-Reader - which
only saw release in Japan and North
America — and the second was part of
Mirtenda's Classic MES Series.

The e-Reader cards were essentialy
just a GBA version of the Sega Cards
released for the Sega Master System.
When scanmed into your GBA using
the e-Reader add-on, the cards would
unlock items, levels and secrets in
certain games. A small selection of NES
tithes were also released on the device,
and Excitebike - or rather Excitebike-g,
as it was dubbed - was one of them

So to all but a small handful of people
in Japan, it seemed like Exciabike's
legacy had ended with the NES, with
rnany fans unaware that Nintendo had
returned 1o the series on the Super MNES.
Thus mamny were surprised when the
company announced that a brand new
Excitabike game would be appearing
an the NG4, some 16 years after the
release of the first game.

Excitebike 64 was the first true
successor to Excitebike — a game that
wasn't a spin-off, or a revision, but a
true sequel. Regarded as a triumph,
Excitabike 64 dazzled N64 owners
when it was released thanks to its great
balance of simulator and arcade racing,
satisfying physics and smargasbord of
game options. The game was developed
by a small California-based studio
called Left Field Productions, which
was founded by industry veterans
Mike Lamb, Jeff Godfrey and John
Brandwood, and among its staff
wias a mixture of US and UK talent.

-
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LITTLE-HNOWN NES RACERS

We've no doubt that most of you are familiar
with Excitebike, but here are a few NES racing
titles that you might not be as familiar with

MARCH RIDER

B Developer: Nintendo M Year: 1785

Alsp finding release on
Mintenda's Ws System
arcade board, this into-
the-screen motorbike
racing shaot-em-up hybrid
plays very similarly to
Sega's Hong-On series,
Like Excitebike, it featured
a series of different play
modes including a ‘battle
course’, which tashed
players with driving around
Masting all and sundry;
endurance races saw players racing to reach a certain distance within a
time limit; and even a track designer. It also came packed with a story,
albeit a loose one — something about a guy on a motorcycle who looks
like an American quarterback embarking on a road trip to destroy things
called Quadrunners. Given the strong resemblance of the game’s hero
Mach ta Captain Faleon - maore visible in the Vs iteration of the game

- and the sirnilar futuristic setting and perspective, the game is also
consigered ta be a precursar to F-Zero.

RAD RACER

B Developer: Square B Year: 1987

Designed by afew of the
guys at Square who were
responsible for bringing
Firnal Fartasy to the world,
Rad Rocer (aka Highwiay
Star) was the NES's answer
to OutRun, a glorious-
loaking checkpaint racer
that scrolled towards the
player at a bbstering pace.
As a result of it being one
aof the slickest racers an
the console, the game
became a popular game for the MES, particularky in Morth America
following that tamous scene in the film The Wizond in which a kid with
bad hair plays the game using the Power Glove — despite the fact that
the Pawer Glove ultimately proved as respansive a contral device as a
solar-powered dead parrot. In Japan the game was alsa compatible
with the extremely obscure Famicom 30 System — basically a pair of
3D goggles — while the rest of the world had to make do with a pair of
cheapa cardboard anes instead,

A EE

B Developer: Nintendo B Year: 1984

If Moch Rider is the NES
version of Sega’s Hang-On,
and Rod Rocer is basically
CutRun, F-1 Raoce is
clearly Nintendo's stab at
replicating Namco's Pole
Pasition. This decent NES
racer by Gunpei Yokoi
is a challenging game
that would spawn an
oddball series of sequels.
The series received two
Famicomn Disk System
spin-affs, including Famicom Grand Prix: F-1 Roce, and the add-sounding
Farmcom Grand Prix [ 30 Hot Rolly, which also made use of the Famicom
3D Systern, Bath FDS garmes were campatible with the Disk Fax, & weird
add-on that allowed sad people to fax off their high scores to Nintendo.
The original NES iteration was later ported over to the monochrome
screen of the Game Boy, where it gained most success and popularity
thanks to it being boxed with the handheld's Four Player Adapter add-on
and featuring various cameos of popular Nintendo characters.
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£E As a developer, there are few

things

more stressful than having

Miyamoto critique your work!7J

The relationship that led to this lang-
awaited sequel was actually struck way
befare a new Excitebike game was even
considersd by Mintenda. After finishing
the PSone basketball titte Slam ‘W' Jam,
Left Field began work on a new ice
hockey simulatar. However, early on inta
the game’s production the project was
cancelled. Mat wanting to waste the
progress that it had made on the project
so far, the decision was made to put
the assets into a new basketball dema
and then pitch it out to a few publishers
Impressed by what it saw, Nintendo
eventually picked up the project and
the NE4 basketball sim Kobe Brvant
In NBA Courtside was the result. It
also took an investment share in the
company, making Left Field an exclusive
developer for Nintenda. When Courtside

then went on to sell well for the console,

Nintendo went back to Left Field to
ask what project the team would like
to work on next. After bouncing a few
ideas around inside the company, Left
Field eventually pitched the idea of a
motocross game for the N64

“Well, when we started work on
the game, there was no mention of
Excitebike at all,” reveals programmer
Ben Stragnell, who had joined Left Field

fram the UK just prior to the NBA
Courtside project. “As far as we were
concerned, we werfe Just trying to
make a really fun motocross game. W
actually started out with a much more
realistic physics-based game, and just
found oursebves naturally moving towarnd
a more “fun’ style. The ahility to slighthy
steer the bikes in the air, for instance,
is completely unrealistic, but made
the game much more playable. | think
that nat initially knowing that the game
was going to have the Excitebike name
attached to it was probably liberating
for us. Ve were free to just make a
fun game, without trying to capture a
specific look and fesl. Once we were
a good distance into the project, the
possibility of Nintendo being willing to
attach the Excitebike name came to
light. This was something that Miyamato
hirnself would have to agrea to, and so
we had a meeting with him. As a game
developer, there are few things more
stressful than having Miyamoto play and
critique your work! As | recall, we got off
fairly lightly = he was generally pleased
with how the game was shaping up, and
had only a few suggestions to offer.”
With Nintendo now agreeing to
attach the Excitebike name to the
project, the pressure on Left Field was
immediately amplified, but then so
was the enthusiasm felt towards the
project by the team.
“It was a huge deal for Left Field,”
remembers programmer Sam Baker,
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And the good aspects of the game
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o, o 8 just cantinued, with Excitebike 64

w [NE4] it might leok brown and muggy, but dan't let that put you off — Excitebits 64 s
one of the best games in the Excilebie series. Just ask IGN

who joined the company from the
UK a few months into development
“It was something we were all really
enthusiastic about and obwviously it was
a franchise with a big fan basa and lots
of potential. & Kobe Bryant sequel had
guaranteed sales but the fun project,
from my paint of view, was Excitebike.”
Having already set out to make the
best motocross racing game it could,
and with one successful N64 sports title
already under its belt, the team knewv it
could deliver a game that would live up
to the series’ bloodline and once again
meet Mintenda's high expectations.
“Mintendo is a relatively hands-off
comparny. They place a lot of trust in
external developers to do the right
thing,” says Stragnell when asked
whether Nintendao’s invalvernant in the
game changed once the Excitebike
name was attached. "We'd established
a pretty good working relationship with
them on NBA Courtsidle, and so | think
wie were both happy to maintain the
status quo. We continued to work with

= [Wii] The vehicles may have doubled their wheels, but the axcitemant and essence of

the series remain in Excite Tk

our previous producers at Nintendo, and
they offered us a lot of feedback and
suggestions — but | think most of the
look and style came from Left Field "
Though Ben had got fairly
comfortable with the inner workings
of the W64 through his time working
on NBA Courtsida, there were siill a
rumber of programming hurdles that the
team had to jump. And most of these
concemed the game's frame rate
“Fitting a game into the available
RAM and maintaining a good frame rate
are ahways challenges — no matter what
platfarm you're developing on, or what
game you're writing,” says Stragnell
“I had to completely rewrite our 30
engine and tools because the rendering
requirements were so different from
pur previous game, In order to make the
game nice and fast, | also had to impose
quite a few restrictions on the level
design. This made the designers’ work
difficult, but they rose to the challenge.”
Despite taking a giant leap from
8-bit 2D side-scrolling racer to 64-bit

3D polygon-pushing, Excitebike 64 still
managed to capture the spirit of the
onginal game. As well as mirroring the
onginal’s great visuals, track design,
controls and OTT physics, there were
also a clutch of excellent game modes
for players to get stuck in to. The main
game was spiit into three parts: Time
Trial, Exhibition, and a Season mode that
saw riders working their way through
20 tracks, gradually unlocking them as
they go. There was also the welcome
retum of a level editor, and Stragnell
even found time to program a bespoke
MNES emulator for the game so that a
copy of the onginal NES game could be
bundled in as an unlockable.

becoming the first game in the seres to
have a heavier emphasis on stunts, as
well as an excellent multiplayer mode
that allowed up to four players to battle
it out in the game's Exhibition made or
an a senies of party game-style Special
Tracks. Comprising the gameas Uphill
Climb, Desert, Soccer and Stunt Courss,
the Special Tracks proved a popular
addition, serving as a nice diversion from
the standard racing.

Excitebike 64 also made use of the
MNE4's Expansion Pak, a small add-on
that slotted into the top of the NEG4
to give it a further 4MB of memony:
Stragnell explains how the team made
use of the extra memory: “The NG4
was a nice maching, although it did
have a number of fairy brutal limitations,
the texture cache being the most
problernatic, I'd leamned a fair amount
frorn working on the NBA Courtside
engine, and so by the end of EBE4 we
were pushing the hardware a lot more
effectively. We did suppart the 4MB
Expansion Pak, although it was entiraly
optional. The extra memary allowead us
to support hi-res mode. Unfortunately, it
didn't make the rendering hardware any
faster, so there was a frame rate penalty.
| personally preferred to play the game in
standard res for this reason.”

Excitebike was highly praised by
most reviewers on its release, with
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THE BARSICS

Our indispensable guide shawing

you three measly ways to help shave
valuable seconds off your best time
in Excitebike and impress your friends
= like they wauld care.

-
uu%uu

Listen to the game

Uking ayeballs to keep tabs an your
rising temperature gauge can be
distracting. Thankfully, Mintendo has
it covered - just listen out for your
engine, which will start whining when
it's seconds away from overheating.

[T g‘gbu

Watch your
landing

The arientation
of your bike is
vital. Always
ensure that
you land with bath wheels hitting

the ground, which will help ensure
the best possible acceleration when
coming aut of a landing.

Memorise
speed
arrows
Thesa handy
panels, which
appear on the
track, will automatically cool down
your engine on cantact. Memarise
where they appear on the tracks

to help ensure that you hit as many
as possible.

St

L€ The series has always

proved

important in generating interest
for Nintendo consoles

rany hailing the game as an impressive
achievement that breathed new life

into the franchise. Indeed, the game
currently has a score of 9.7 an |GN,

one of the highest ever awarded by the
games website.

“The feedback was ineresting,”
remembers Baker, “We did get some
great reviews — [GM, for example.
Some reviewers didn't appreciate the
gameplay as much as | did, which of
course is disappainting. Then we got
feadback from Nintendo when we mat
with them at E3 following the release
That was the first time | met with
Miyamoto, and it was a little bizarre,

He was in a meeting with us and ha
was very clear that the game lacked
the kind of reward that they'd
implemented in Super Mano 64, where
Mario dances around with a carnera
pan each time he finds a star. He felt
that was important and that seermed
to be the main focus of the meeting
He didn't think our race results screen
provided enough drama. To be fair, I'm
pretty sure we had a fist pump and a
camera pan around the winning racer
at the end of the race, but it definitely
wasn't considered adequate.”

Despite the game's lack of a colourful
celebration screen showing your rider
jumping for joy and spinning on his
head, it's clear that Nintendo was
pleased with the crtical and commercial
response to the game, With Left Figld
having successfully revived the franchise
for both an old and new generation

A
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of gamers, Nintenda then set about
keeping it at the fore to stop it from
fading back inta abscurity. In 2002,
however, Left Field decided to part
ways with Mintendo, buying back the
publisher's stake in the company ta
work on multiformat software,

Looking for a new developer to take
the reins, Nintenda enlisted the help of
another US indie developer, Monster
Games, to develop an 'Excite’ launch
title for the Wii. The title was ta be
released alongside the console's North
American release and make use of the
console's novel motion-sensor controls.

Monster Games' previous output
consisted entirely of racing titles, so
given that it was the studio’s bread and
butter, it is litthe surpnsa that Excite Truck
proved to be another fantastic addition
to the senes - one that would expand it
into ather areas of racing, transforming
the franchise from just lonety old
Excitebike into the 'Excite’ series.

But it would also be a fair assumption
that MNintenda had far more input into
this project than it had previously with
Excitebike 64, owing to the Mario 64-
style nature of its gameplay, which saw
players racing against the clock to collect
up a set number of stars to unlock new
trucks and tracks in the game.

But despite the aberrant switch
from bikes to trucks, a move from
confined raceways to more organic-
feeling racetracks, and an all new
star-collecting/grading mechanic, the
game remained true to Excitebike's

-

hertage. Exeite Truck featured a
number of game maodes as well as a
numiber of references to the onginal
MES game. It included the return of the
boost/overheating mechanic, as well as
the helpful cooling spots an the track,
represented in this game by pockets of
water, and the onentation of the trucks
in the air was also impartant, with
players trying to land on four wheels
and time boosts before a jump to afford
added height. And while Excite Truck
didn't featurs a track editor per se,
the game did feature power-ups that
allowed players to deform the terrain in
the middle of races

Given the success of Excite Truck, a
sequel was inevitable, So where was
Nintendo to go next with the franchise?
Excite Plane? Excite Truck 27 Excite
Boat? Excite Bike? Wait, hang on...

Well, the answer was one that no
sane person would have seen coming:
robot vehicles themed on animals and
insects. Thankfully opting to go with
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Help the game’s titular daredevil make his
comeback to the world of stunt racing in this
stunning love letter to retro games. Boasting a
great art style, tans of replay value and some
great track designs, this is an impressive debut
by indie develaper Hello Garmes.

-I-I-I-I-I-l-

o [l Wi Vare release Exciebite:
Wikt Raty is ona of the more orthodox
sequels to the NES ariginal

~ RACE TIME
i&.08
r
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Kikstart II

Thanks to its mix of greal visuals, addictive
gameplay, split-screen racing and a life-
consuming construction kit, Shaun Southern’s
Kikstart sequel became the mast popular
motarbike racing game on microcomputers in
Eighties England.

the title of Excitebots: Trick Racing,
rather than the suspect-sounding Excite
Creature-Themed Robot Viahicles, the
game proved to be another excellent
addition to the series, but one clearly
with younger garmers in mind.
Developed again by Monster Games,
Excitebots retained the same look and
controls of Excite Truck but differed
mainky by substituting the star-collecting
with players having to perform tricks,
stunts and various mini-games durning
racas. [t sounds absoluteby batty, but
somehow, thanks to the game wrapping
all these elements up in a sensible
scoring system, it all comes together,
and there's even an added element of
Super Mano Kartstyle combat racing too
thanks to a host of offensive powerups
that can be used to give you the edge
owver your rivals during races. While
certainly the most left-field titde in the
canon — no pun intended - Excitebots
maintained the series’ impeccable
record for quality and is once again

o [SNES] Released exclusvely in Japan for
tha Satellaviaw, the humorausly ttled B5
Exciehiie Sun Bun Mana Battle Stadim

Mana Kart together, with graat results.

brought the warlds of Excitebite and Supsr

Tk,

’

Trials HD

RedlLynx's glorious-looking XBLA title is all
about timing, quick reflexes and skill. Rather
than just race to the checkpoint, players must
complete a series of challenging obstacle-
strewn courses in as fast a time — and with as
stnall a number of faults” - as possible.

considered a great addition to the series.
Unfortunately, though, the game has
yet to be released in Europe, soit's
likely that onty keen importers will have
experienced it.

The final entry in the Excitebike
senes so far saw Mintendo and Monster
Games redress the balance a little
with a title that harked right back to
the original 1984 game. Released as
a downloadable game on ViilWare,
and featuring a familiar top-down
perspective and dual acceleration control
systemn, Excitebike: Word Rally marked
a return to the time-trial racing of old
In fact, perhaps the only thing that
Monster Games carries over from its
previous Excite titles to Wond Rally is
the grading systern, which here finds
players progressing to the next race
by achieving a certain rank rather than
a time — though it's the exact same
principle — and the real-life setting for
the racetracks. Apart from that, this was
just a decent revamping of the orginal

£

ik
T [81R K3 EIF .E.EIITIB

o N I.l.l.l
Hell W

Love Excitebike? Then here are a few more titles that might be of interest to you

Perhaps noting the popularity that Excitebike
‘was gaining on the NES, Sega transformed its
sprite-scaling dirt bike coin-op Enduro Rocer
into an isometric racing game for its Master
System version, The result is a game that isn't
as good but is still pretty playable.

Excitebike that makes use of the Wii's
moton controls,

So that about sums up aur
retrospective look at the Excitebike
sanes, While it's a franchise that has
never bean held in quite the same
esteem by Mintendo as its other racing
titles such as Super Mario Kart or F-Zero,
the Excite games have always proved
important for Nintendo in helping it
generate interest in its consoles. The
ariginal game proved a popular launch
tithe for tha NES, and its eventual sequsl
went on to become one of the best
exclusive racing titles for the NG4
The series most recently provided an
important launch title for the VWi in
MNarth America, and despite its confusing
lingage and wildly differing styles and
approaches between games, we're
sure that Nintendo’s purest racing
series will continue to play
a sigrificant role for the
company's consoles for many
more games to come

R

=
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oor Monty. B
up for nicking
coal during the
miner's stnke, he's
now an the run after being
broken out of Scudmor e
Prison by his best pal, Sam
Stoat. Hounded by the most
herrific collection of beasties
i the last time Miner
a party, Monty
the acrol
picked up in the big

5 gne of
of neat
annell as
way for
a rotund cartoon insectivor

e the fuzz

esca
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Manty Male is the star of
the game. As moles go,
he's pretty sprighthy - he
can fearlessly leap gaps,
somersaulting as he does
so. Unfartunately, poor
Monty can't swim, so avoid
having him take a relaxing
dip during the game,
because doing so will kill
him to death.

&g

We're nat sure what the
racruitment posters for

law enforcement look like
raund Scudmare way, but
the local force seems to
hawve cornerad the market in
demon cops. Manty's foes
include disembaodied hands,
giant wasps and Slimer-like
ghosts. Where's a bobby
when you need ane?

Once Manty's fled the
cauntry, he's intending to
become a mole of leisure.
Luckily, he has really deap
packets in his tracksuit,
and people have rather
carelessly left gold cains
everywhere. Pick them

up ta boost your scare

— and the outlaw mammal's
bank account.

Peppered throughout the
game are & number of
tempting-looking bonuses.
Buns are the most comman,
and Manty can munch them
for extra points. Elsewhare,
certain objects must be
collected in order for the
mala to prograss, such as
the switch at the top of the
SeWerage works.

Unfortunately, not every
shiny abject in the game
should be collectad.

Some explode on contact,
which proves hazardous
ta Monty's health. Others
cause a monster to start
hunting Monty dawn. And
whoever installed the liftin
the Hall of Jow-an needs a
damn good talking to. ..




BEST SURPRISE WHY IS IT A CLASSIC?

BEST MOMENT (PART TWO)

The House

To be fair, it's nat like there was a dearth of platform games around
1385, but Manty On Tha Run nonetheless stood aut. Reasonably

hat an the heels of the well-liked Wanted: Monty Male, Manty On
The Rur impraved the farmula, retaining strange foes and a tough
flick-screen platform ‘maze’, but tightened up the controls and added
a bunch of neat extras {and on the CB4, you also got Rob Hubbard's
fantastic soundtrack, which made it through relatively intact to the
CPC release). Also, unlike the Jet Set Willygames, the guest seems
possible rather than overwhelming.

SCORE: ©0160

Pie Are Sgquare

Fans of Kirk, Spock and company will no doubt have been happy

the first time they explored the house in Monty On The Run. Lurking
in one of the rooms is a strange pulsating light beam, randomly
changing colour. One colour is ‘safe’, while the athers ‘'beam’ Monty
clear across the map ~ and without the safaty of a generic-looking
maole wearing a red jersey of death. Teleporters also show up in the
sewerage works and boat, the former being a particularly nasty one
that transports you deep into the enemy-infested escape tunnel if you
get caught in it.

QOS00

If a jet-packing mole isn't enough for you {what do you want? Blood?),
Manty follows up his flying experience with a trip in Sir Clive's C5.
Only this isn't your average battery-powered electric vehicle - this
one can leap into the air, to avoid canspicuausly missing chunks of
road. Note that if you're playing the C64 ar CPC version of the game
at this paint, good luck to you, because the section’s about a billion
times harder than it is on the Speccy — and when you die you go right
back to the start. This annoyed us so much we made a real C5 out of
card and stamped an it

BEST MOMENT (PART ONE)

-

MEMORABLE MOMENTS

THE RUN

208

@

At the start of the game, you get the chance to select Manty's
‘freedom kit' fram 21 varied items. This might seem a bit of a lark,

and you might like the idea of a male wandering around armed with

a floppy disk and laser gun. But there’s a catch: select the wrang
items and yaur game abruptly comes ta a dead-end at a specific
point, one of which is on the final screen - forget your passport and

a manster blocks the final exit! So, here's a Retro Gamer top tip: pick
tha jet-pack (2), rope (4}, passpart {12}, gas mask (13} and rum (16}, ar
you'll be sorry.

Uiltimate Experience

Assuming you're not the kind of mole who leaves your jail cell without
a trusty jetpack (and, let's face it, you have to be some kind of idiot

ta not realise you'll need a jetpack at some point during the average
day}, Manty On The Runtakes a rather surreal turn shortly after the
sewerage works. In an area dubbed "The ULTIMATE experience’

[the all-caps ‘ultimate’ driving home just how happy developer Pater
Harrap was with this section), Manty flies about the place using his
jetpack, for a shart time matching the airborne manoeuvrability of

his foes.

THE HOLUSE

Although designed for the Speccy, Monty On The Run found its way

ta other platforms. The CB4 wins out, its version featuring stamping
Rob Hubbard tunes and extra background graphics. The CPC omits
the Speccy’s monochrome graphics, instead preferring eye-searing
multi-calour hell, although the game plays okay. The Plus/4 (pictured)
gets a brave but cut-down game. And then there's the addball Monty
No Doki Doki Daisassou for the Family Computer Disk System, which
uses Hubbard's saoundtrack, but otherwise replaces almost element
of the game — including the main character being a male.

What the

press said...

ages ago

P

o |

IN THE HNOW

PLATFORM: 7% SPECTRUM; CONVERTED
TOC64 CPC, PLUS/S, FAMILY COMPUTER

DISK SYSTEM

PUBLISHER: GREMLIN GRAPHICS
DEVELOPER: IN-HOUSE (JALEDD FOR

FEDVERSION)
RELEASED: 1785-1587
GENRE: FLATFORM
EXPECT TD PAY: £1+
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD

DMA Design

It created some of the most innovative
games of the Nineties, ranging from
Lemmings to Grand Theft Auto. Darran
Jones speaks to the geniuses behind DMA
Design to find out more

hould you care to, it's possible to

trace the history of Lemmings and

Grand Theft Auto all the way back
to 1983, when a small group of friends
would regularly meet up at the Kingsway
Amateur Computer Club at Dundee's
Kingsway Technical College.

“l used to live around the comer from Dave
Jones when | was at school and when we
went to the Kingsway Amateur Computer
Club he would give me a lift because he
was older,” recalls Russell Kay, one of DMA
Design’s anginal co-founders. “We both
had this passion far writing code and games,
which fitted well with what we wanted to
do. Dave had been approached to write a
Spectrum game but did not want to dao it
hirmself, so roped me in to help him. He
then bought an Amiga and decided that the
Spectrum was not for him, so | ended up
doing the: rest of the game, everything else
just followved from theres”

120 RETRO GAMER COLLECTION LOL.5

By the time that 14-year-old Mike Dailly
arrived at the computer club in 1984, Dave,
Steve Hammond and Russell had alres
been there for a good year, where they would
play the latest games and discuss their love
of programming. They would regulary haunt
the local arcade, which in tum inspired the
creation of their first game, Menace for the
Amiga 500

"We were all shoot-em-up fans,” laughs
Mike, when we asked him what games
they used to enjoy playing during those early
beginnings, “We used to play games like
Alien Syndrome with two or three of us all
playing at ance. | actually suspect we spent
longer playing games at the arcade than on
our own machines.”

It was during these meet-ups at the KACC
that Dave, the eldest in the group, revesled
that he had left Timex and had used his
redundancy maney o reat himself to an
Armiga 1000, a godike maching to everyone

L] INSTANT EXPERT

i DMA Design was formed in 1989
I by Dave Jonas, Mika Dailly, Russell
Kay, Stevie Hammand and Brian

| Watson.
DMA stands for Direct hMamory
Access, although Dave Jones
i would often joke that is stood for
| Doesn't Mean Anything

The first game DA releasad,
Meracs, was originaly known

i as CopperCon-1 while Dave was

| coding it

i Lemmings became a huge hit for

| DA and was eventually parted
1o ower 20 different machines,

i mcluding the Mega Drive, Atari

I Lynx and 2% Spectrum.

| Body Harvest was an exclusive

| game for the NE4 that was meant
to be a launch title. Murmmerous

I dalays saw it getting releasad

| thees years lgter than planned
DA was sold 1o Gramlin

P Interactrsa in 1997, By than the
anby founciers left at the comparty

wera Dave Janes, Mike Dailly and

i Eewe Hammond

| Dave Jones was the anly
memiber of the crginal DA
tearm who was invebved with Grang
Theft Auto I,
Cancelled games that DMA was

| ivolved with included a Saturn
versian of GTA, Clan Wars and the
Golghen Ave-nspired Gone

i Less than half of the criginal

I DMA team are mowe hard at veark

| at Realtime Wiordds, They are

| cumentty working on AR5,

else who was still playing and programming
an their ZX Spectrums and Commodore
Bds. While the friends would all get together
to showe off the latest programs they had
been working on, it was ahways Dave and his
Armiga that dreww the mast attention

Time passed, college was attended
and everyone began working on their own
projects, some of which - Russell's Zone
Trooper and Mike's Freek Cut - would
eventually get published. Dave's Amiga
project CopperCon-1, which had been
inspired by his love of Konami's shoot-"em-up
Salamander, was coming along nicehy during
this time, and he began locking for a potential
publisher. Although Hewsaon and Andrew
Braybrook inttially showed a great deal of
interest in the project, they wanted it to
become the official Amiga version of their hit
8-bit shoater Zynaps, but Dave wasn't happy
and looked elsewhere.

The Psygnosis Era

That elsewhere turned out to be a
Liverpudlian publisher narmed Psygnaosis, and
a deal was quickly struck, With an agreement
in place and a game to be finished, it was
time to think of a name for the budding

tearm of developers/friends that was quickly
amassing. As Dave's onginal cholcs of Acme
was already taken, and he didn't ke proposals
like Alias Srmith And Jones and Visual Voyage,
everyone eventually settied on DMA Design,
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which stood for Direct Memary Access and
Deesn't Mean Anything as Dave would
hy tell jourmalists of the time.
forming of DMA seemed to
atson, who was a
pal of Dave's and was criginally
an ST conwersions of Menace
and Lemmings “It just mads S8 Wi >
progressicn that Dave was making. He had
me, he had pecple to work with fwho
t need the income as a primary source
us that
Iy happen
The level of risk involved in
starting up a s evelopment
18, WS Very
nt to how it

y recalls DVA's
founding with equally fond
5, I had been thrown out of
g be
19, and then all of a sudden | get handed
my dream f by m
thought | w my time
it was a bedroom industry at that 1
a real developer
and was even getting paid.”

While it lacked the innovative level and
design that so many Japaness shoot-
gd, Manace
1 Draconis)
not stellar,

her

WEADOH

‘sm-ups at the time posse
hich at one stage was

theless gained decent, |

FROM THE ARCHIUES: DMA DESIGN

OUT B

reviewys from most of the gaming press of

the tme. And, moere importanity, gave Dave

the collateral to properly set up DMA

"One thing that Dave dways tried to do

was 1o nat borow money from pecple as

the cormpany grewe,” recalls Brian,

took care of things originally, and then fo

a good deal of time after we got our new

offices we still didn't need to borrow (thanks

to Lernmings). I'm not sure what happened

later on, but the way it progressed at the time
i afe way to go.”

set-up b :
tearmn found itself torn between |

apse's £ } home systems
and working eir second original game,
another shoater, this time called Blood Mohey:

g team of developers, Gary Timmons,
whio joined shorthy after wiork was Tinishing
1 Maney, loved those early days.
really enjoyed the atmosphere there,”
“There was this far > “try it out

project

GARY TIMMONS OM DbA, if

TR

LR

-

think it would be hard to

Start up a company in

the games industry today

wiarking the way we did

back then - so | was glad to get

the chanoe at the time. Deing anginal
5 also refreshing.”

enace and Blood Maoney were
perfectly competent blasters, it wasn't until
1991 and the release of a certain game called
t DA

L& There was this fantastic ‘try it
out and see’ attitude to
development’J

20,000 units during its

while Biood Money
had achieved 40,000 units, Both impre
figures, particularly when you consider how
fife
day's. Len
to sell 55,000 units on its first day of ]
DA Design had arived and Psygnosis was

Wildly inventive
o practically e
time, Lermmi
knack for d

system at the
1at DMA had

span for the Amiga,

OBY.THE
NUMBERS

1 The number of disks AMenace
came on.

3 The number of years Body
Harvest was in development for.

4 The number of players who could
participate in Hired Guns.

6 The number of Lemmings games
made by DMA.

20 Million units of Lemmings
games were sold in total.

85 The overall percentage Walker
scored in Amiga Power.

94 The overall percentage Blood
Money received in Zzap!64.
1991 The year the original
Lemmings was released.
2000 The year Dave left DMA.
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|CPC 464] Mrorshadonwas Ruessell Kay's first published game,
burt it weas eventuzly renamad Zons Troaper

|Amiga| DMAS first game wias arignally gong to be called
Diraconi, but had to hava its name changad at the last minuta

P followwad, the Dundee-based studic continued
to deliver fascinating content, although net all
of it eventually made it to store shelves.

Indeed, during 1990, while Russell Kay
was still working on Lermmings and Dave had
decided that it wasn't currently possible to
achieve what he wanted to do on what would
later become Walker, DMA Design was also
working an Gore and Cutiepoo. The first
game was a blood-soaked re-imagination of
Golden Axe - one of Dave's favourite games
at the time - the latter, a cute platfarmer
whose characters had been designed by
Gary. Unfortunately, the two titles faced
varous problems

“The idea was basically to make Galden
Axe on steroids,” explains Mike when we
asked him about the exciting-sounding Gore.
"It had huge characters/baddies on a three-
laver parallax playfield hacking away with
loads of blood everywhere, Dave worked
on this after playing with an initial version of
Wialker (based on the walkers from Blood
Morey. It was progressing slowly and | even

[M&a] It may have amived thres years lata, bt
Body Havvest remains an axcallant gams.

£€ The moment | saw the test
demo | knew that it was going
to be N ,, BRIAN WATS0N ON LEMMINGS

started a version of it after finishing Balists
cn the C64, but 1MB Amigas just weren't
comman back then and memory was simply
too tight so it was temporarily shebved’
Cuttapoa, on the other hand, came about
due to several Disney-styled animations of

a character that Gary Timmaons had created
Dave thought it was too good not to use,
but there were several complications for
the project, the first of which was that Gary
wasn't used to games and had done the
animations in a very unfriendly 24 frames
per secand, and a 24-pixel walk cycle. This
caused huge issues within the code, but the
real problem was that Tony (the freelance
coder that had been hired to write ith just
didn't make enaugh progress. This went

OMAs very first afhcas. They
weare auer the road fram
Diava Jonas's fathar-in-low's
fish-and-chip restarant, The
[Daep Sea. Meadess to siy.
lunchtimas ware sarted.

] WHERE ARE THEY NOW?

Like many British developers, the original team of
founders didn't stay at the company forever. Mike
Dailly left DMA In 1993, two months short of a
decade of service, while Russell Kay left in 1953,
Brian Watson departed the company arcund 1995,
then Steve Hammond was next, leaving in 1937,
Gary Timmons and Dave Jones both stayed until
2000, when Dave set up a new company that
eventually becarne Realtime Worlds,

Apart from Steve Harmmaond, everyone from
those earty days of DMA remain in the game
industry. Steve is now working at a cormparny
called Gore-Tex who specialise in producing

electronic interconnects. Brian Watson has moved
overseas to the United States and works on the
PlayStation 3 for Sory R&D, while Gary Timmans
currently resides at games developear Denki

Mike Daily, Russell Kay (who onginally left DA
1o found Visual Sciences) and Dave Jones, on the
other hand, were onginally at Realirne Worlds, but
recenthy left when the company went bankrupt
in 2010. The company's first game, Crackdown,
was released in 2007 and turned out to be a
refreshingly clever spin on the sandbox genre that
GTA had popularised. The studic's last title, A.FP.E.

was an ambitious, but flawed online PC game Ijaw Jones

E

—

an for about a year {at a trme when games
usualky took about six to nine months to write),
and s0 it too was ‘temporarnily sheked””

It was also during this time that Dave
decided that he wanted to try something a
little different, and while he worked on and
off on Gore, he looked at ways of creating an
Action Replay cartridge for the Amiga, VWhile
the devices were already available on the CB4,
nothing had been released on Commodore’s
16-bit machine, so Dave set to work on the

‘Manster Cariridge’, as he liked to call it. Sadly,
he was beaten to the punch by ancther
developer and it never came to be

“The Maonster Cartridge made me laugh,”
recalls Gary. “Poor Dave had these massive
eas and plans and put all this waork into it but
it never became the wonder product he had
ariginally planned.”

Unsurprisingly, due to the massive success
of Lermimings, Psygnosis pushed DMA into
creating several sequels and add-ons, ranging
from Oh No! Mare Lermmings towards
the end of 1991 (the same year Letnmings




Lemmings

While lermimings don't realy
hurl thernsebes off diffs, they
neverthelsss made for a great
game cancept that stll holds
up today. Having to save the
litthe critters from all sorts of
doom rmade for a thoroughly

ermeriaining gaming experance.

Add in some devious puzzlas
and cute animatian and its litthe
surprisa that the series became
sa successiul.

Grand Theft Auto
Astonishing in both design and
concept, it's a testament to
Dava Jones and the rest of the
DA tearm that Grand Theft
Auto still locks so gocd today.
The glick overhead action, the
tfesling of freedom and the
waanion viokence all helped tum
GTA into a waorldwide gaming
phenamencn. ts a humbling
EXPEniEncs 1o retum to whers
it all bagan

SIH OF THE BEST

Unirally

What de you get when you cross
a unicyeh: with a muRicaloured
racetrack? The greatest
muliplayer racing garme the
SMES had seen sinpa Super
Ml Kart |t rary net ook like
much, but Liniafhy's ridiculoushy
hectic pace and competitive

plary more than makes up for its
simplistic-locking aesthetics. Find
sgven friends, grab scme beers
and play 6l the sun comes up.

F FROM THE ARCHIUES: DMA DESIGN
e

Body Harvest

It miery hane: suffered lengtiey
dalays and a bad case of fogitis
but Sody Harvast was well worth
the wait, Huge in size ~ spanning
five time penods — and faaturmg
rere than 60 different vehiclks,
it's an absalutsly marmmoth
garme that, while rather ughy

try today's standards, still has
tiemendaus garmeplay and
armasphers. A definite classic
that neads ta be played.

e Station
gmn Valley
If wou need further proof of the
ideas corming oul of DA then
check qut Space Stanion Sicon
Vialey It's a great adventuie
game that sees vou saling
puEzies by jurriping in and out
of robotic animals. kt is a clever
juxtapasition of hilanous visuals
and devious gameplay and is
o of the MNintendo 54's most
oaginal games.

Hired Guns

Trust DA 1o put a spin on what
“was becoming a comsentional
staple of the Westem RPG.
Whila Hired Gons wasn't the first
role-playing game 5o allow you to
send a group of four adventurers
an aquest, it was the first

to let four playars adventurs
simultaneously on ong machine
Yes, it was rasource hungry, but
the resuliing experience more
than rrada up for it

had been released) to All Mew Worid OF
Lemmings in 1995, While the numercus add-
ons, including some quaint festive editions
that saw the little critters dressed up as Santa
Claus were Iittle rmore than level packs, it was
Lemmings 2 The Tribas that allowed the litle
bugoers to realy show off their talents. Mow
spiit imto 12 different groups, the action tock
place over larger levels and featured multiple
drop peints for the Lemmings, who also had a
variety of new abiities, ranging fram jumping
to hang-gliding to even tuming into a Super
Lemming. The Tribas was criically received
by reviewers and was ported over to many
machines, although nowhere near as mary as
the 1991 ariginal

By 1996, however, it was starting to
becorme clear that interest in Lemmings,
bath from DMA and the general public, was
starting to wane, with Al Mew Wirid Of
Lemmings failing 1o attain the same success
as its predecessors, Psygnosis still felt there
wias plenty of interest in the franchise, hirng
other developers to work on new games and
spin-offs - such as 30 Lemimings, Lemnmings
Pairtball and The Adventures OF Lomax

[0 KANNED KIRBY

Although he started off ‘e as a
platform hero, Ky soon praved
hirnsalt 1o be a rather versatile
bikaby, appearing in a vaniety of
differert ganras on the SMES.
Sadly, one of the mast interesting
concepts he was invohed in never
actualy saw the light of day, as
Mika explains

“Wie rmade this game using
tha SMES mauss whers you had
a jelly blob being stretched and
pingad (kka an alaxstic band) arcund
the screen, This game was heavily
rerminiscent of an old spectrum
game called Sugatoo The Flea
but improved the jurrping and
direction by use of the mouse
Mintenda ook a liking to this
and even allowed us fo use
tha Kirty brand. The garma was
being written by the same coder
wia took on Culispon, having
persuaded Dave to give him
anather chance, The garme did
progress slowty for 8 while and
ity (many!) levels were dane,
bt Tory failed to fox some fairty

fundamental problkams n the game

coda and, as a result, it never
progressed as well as it should
hawve. Mintendo tired of it and as
the mmouse wasn't selling vary vwell
amyway, the garme was canned.”

|ZKS|:a_::n.m] Bugation The Fa was DIMAs
Fspration far its catned Kirby game

- often to mixed results. Evan now the fumy
critters are starmng in their cwwn game on the
PlayStation 3 (by Tearn 17) and while the
criginal team no longer have any invchement
with the franchise, they still hold a candle for
the 1991 original

“lt was a simple, straightforward idea
that was very frustrating to play but had
instant gratification once you'd finalty
completed a level,” explains Brian. “It
alse boasted great replay value and hours
and hours of gameplay. And if vou got pissed

off wath it, wou got to blow the little f**kers up

Very satisfying. The moment | first set eyes
on the inmal test derme | knew that it was
going to be good.”

Russell has similar memaries of the green-
haired critters. “I remember taking a holiday
in Amnerica just after Lemmings had been
released and it was great walking into &l the
shops over there and seeing cur game an
the shehwes, this little thing that we had made
was everywhere. . in short it felt fantastic.”

Although the first half of the Mineties saw
DA releasing a fair amount of Lemmings
games, it still found time to create original
ideas, with Walker - which had been
around in ane form or another since
1989 - appearing in 1993, despite being
the original inspiration for Lermmings,
along with the excellent Hired Guns and
Unirally tor Uniracers as it was known
Stateside), which appeared a year later.

While all three titles were superb

games in their own right
— Walker being an excellent
blaster that saw you
controling a huge mech
and taking on hordes of tiny
soldiers and Hired Guns being
an excellent spin on Oungeon
Master that allovwed up to four
players to participate at the

—

e
-%

same time - it was Unially that would give
the Scottish developer its next big break.

The Nintendo Factor
Published by Mintendo (DMAs first new
publisher since Psygnosis), the success
of Unirally led the Japanese company to
ask DIVIA to work on its upcoming conscle,
the Ultra 64 (or NB4 as it was eventually
known). The deal was that DMA would
create an exclusive titke for the machine,
which turmed out to be the wanderful {if often
underated) Body Harvest. Sadly, despite
being armazingly inventive (it was effectively
a maore vehicle-based take on DMA's Grand
Theft Autol, numerous issues with Mintendo
meant that the game faced various delays,
eventually arriving three years after its criginal
due date (it was suppased to be a launch
garme for Nintendo's machinel. A final blow
saw Mintendo dropping the game altogether,
leaving Midway to pick up the pieces.

"I wasn't invaolved directhy with Body Hanvest
but the constant game changes could be




All New World Of Lemmings

Altheugh the third of ficial update of Lerminings
ian't & shockingly bad game, it's definitely procé
that ideas for the series wene begnning to run
rather thin. Level design felt lacking companed
1o past efforts, while the walered-down tribas
wera a real disappointment compared 1o the
clevar groups that were available in Lermmings
2 What a shame,

Tanktics

Although thara's some waonderful ideas
crarmmad into TankTics, it just dossan't

really wiork. Part-strateqy, part-puzzle, part-
micromanagenment; i's 8 strange rmishrmash of
genres that you want to lkove, mainky bacause
it's just so damed charming, Sadby, all the
charm in the world can't save this misfire from
1988, which |s a pity, a5 wa love the concept

Wild Metal Country

It's difficult to believe that this game was mada
oy DA Design as it just feals so... well...
ardinary. There are certainly some nice ideas
on offer, but they'ra so wall hidden Linder the

aveiage gamaplay that it requires the patience *
of an absclute saint to discover tharm. Oh, and HII *‘ " i‘ *‘ k‘ i‘
if you must play it, stay wel geay from the

Dvearmcast varsion. [Amiga] Lammingswas a massiva success for DMA J0 L f

and catapuited the company into the limalight. "

£€ We all know each other 2z e dl prforve coso
— and howls of protest were heard from
pretty well and understand (gt e e D i o e

incensed with GTA's content, despite the fact
ead1 oﬂmﬁs sh.engths , , that it carmied an 18 certificate

The biggest pull of Grand Theft Auto,
howewver, was the sheer amount of freedom

that it offered you, sormething it shared with
Bady Harvest, which was finally released a

N

P felt throughout the company,” is Mike's
diploratic reply about the stuation. “It was
also pretty draining for the folk on it, as there
was just never an end is sight. Nintendo just
couldn't seem to make their mind up about
what it wanted to do, or so it seemed from
the wenches...” AUSSELL KAY ON REUNITING AT REALTIME WORLDS

Mike wasn't the only one who was
frustrated by Body Hanvest's slow progress

“From the outside, there seemed to be a big
huge ded made about this by Nintenda,”
continues Brian, “It was going to be a launch
tithe to start with, then it slipped, then it
slipped again. It was definitely one of those
titles that was hyped a lot so the expectations
were high and by the time it came out, na
one seemed to be bothered any more, We
{lguana) even got Turok out before Body
Harvest finalty hit the shelves and we started
that a year after | had left DMA."

Interestingly, despite the slow progress
of working on Nintendo's new machine, it
nevertheless proved to be a great piece of
kit to work on, with Brian in particular having
plenty of praise for it. “If you include all of
the hardware [we used at DMA] during

50 STRIKE

that period, my favourite still boils down to
the ME4, It's an elegant piece of hardware,
decently fast and very well put together. The
PSone was a custerf**k in comparison,”

THE GTA EFFECT

While DMA was still toiling away on Body
Harvast its latest game, Grand Theft Auto,
armved in 1997 and immediately began to
earn praise from journalists and notonety from
non-gamers - a trait that's continued to hold
true for the series all the way up to last vear's
release of Grand Theft Auto I/ Onginally
released on the PC and later ported to Sony's
layStation, it proved to be a huge success
thanks to the adult nature of the gameplay
- assassinations, beating up Hare Krishnas

ASED

ITORIETY IT

year later in 1998, While there was a mission
structure in place that had you performing
numerous nefarious tasks for the city bad
guys, the real beauty of the game {and
something still prevalent with later releases)
is the freedom to pretty much do whatever
yol wanted

Mot since the origngl Lermmings had there
been so much commercial and critical interest
in a DMA game fwe don't know anyone who
didn't own a copy of the PlayStation version),
and DMA went on to release an official
sequel in 1999 (the two London add-on packs
were by third parties), which offered new
additions to the gameplay that ranged from
carrying out missions for the city's gangs,
increased law enforcement, the ability to cary
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[PS2] Orily Diave Jares had any input in Grand
Theft Auto il but ha left before itwas finished.

MORE STUNTS

out side missions - such as working as a taxi
driver — and being able to ride trains {on the
PC and Dreamcast versions anly)

As well as marking the armval of the GTA
franchise, 1997 also saw DMA being sold
to Gremlin Interactive (previoushy known as
Grermlin Graphics) and Dave taking up the
mantle of creative director, Although Gremiin
had been impressed with the technology that
DA had created, the eventual unicn wasn't
without its problerms.

“Gremlin had been impressed with DA
because we'd been using the same
graphics enging [3DMA] over
several projects, including
Clan Wars and Attack [both
later cancelled], Wild el
Country and the GTA 2 editor,”
reveals Mike, “They wanted a
collaboration, which would allow both
sites to use the same technology.
Both sites’ R&AD teams worked
very closely for a time, with
several tips constantly gaing
back and forth, Unfortunately,

The DMA team as they appeared back in 1951,
Azcarding to Mica, puling sily posss was mandatory.

I:Ill

[Amiga] Gorewas one of marry games tharwere
startad by DWLA, but never actually completed.

the head of Gremlin's R&D had some
very different views on how things should
progress and we simply didn't agree. \We
basically thought he was mad, and the
collaboration soon broke down. Grerlin did
progress with their 30 engine (it was called
Wr Dog for a time at least, after the Gramilin
tearn watched an Eddie lzzard concert one
lunchtime up at DMA), and it was eventualky
used in Hogs OF War"
Things were not going well, though, as
Gremiin Interactive was later purchased by
Infogrames (now Atari) in 1939, which
was complicated further by the
fact that BMG Interactive (who
went on to eventually become
Rockstarl, whao had published
GTA Tand 2 still had a deal in
place with DMA, which saw
Infogrames selling the Scottish
developer to Take-Two (parent
company of Rockstar),
The mary changes, and the
fact that the likes of Russell, Mike,
Steve and Brian had already left the

FROM THE ARCHIUES: DMA DESIGN

[0 MISSING GEMS?

It's rave for a studic to be so
farward about its missing gamas,
but Mike has so many entertaining
slories wa just had o put tham
in print, “We got contacted by
an artist looking far work: lona
J Leis) and so Dave let me
starl a new shoot-'am-up with
him,” remeambers Mike about an
unnarmed shooter he warked on.
“Baitle Squadran had just been
redeased and we fell we could
better it. Akhough | started aniit, |
weas taken aoff it when Dave got the
contract for the PC-Engine version
of Shagaw OF The Beast. Ancther
coder, Dave Whiterman, had got in
touch and was given my Source,
but progress was painful. The last
stigw came when after a wesk of
hard work he came in ta show his
progress and al he'd done was
some fading text on tha screen.”
Arvather promising-sounding
tithe wias Clavr Wiars: * This was
basicaly a Scottish castle in the
Fopubous maould, but in full 30."
cantinues Mike, Sadly the game
newar really got amaethara dua
to an initial lack of staff, & lead
prograrmmar who spent a year
dioing pretty rmuch nothing, and
the poor maorale of the rest of the
team. Once the lead programmer
wirs raplaced rapid prograss was
made, but by then it was too late,
DMA had bean Laken over by
Grarmlin, and wasn't interested in
funding it any longar.

Wik Daslly has a sneaky play on Slood
Aoneywhen ha thinks no ane’s loaking.

company took a visible toll on DMA's later
products, with the likes of Tanktics and VD
Metal Couriry lacking the polish of earlier
games (even if they did have plenty of decent
ideas buried deep beneath the surface). DMA
became known as Rockstar Morth, with Dave
laanving while GTA Mhwas being completed
Meedless to say, several games were lost
during the period of upheaval, ranging from
M64 ports of Grand Theft Auto and Wil

Metal Country: a port of Unieal that was due
to appear on the NE4DD and the intriguing
Attack!, a game Mike was particularty sad
about losing.

“It was a simple concept of a single
character who acted as chieftain and
controlled many clansmen in a cavemnan
ervironment,” recalls Mike. "The idea of
small characters versus dinosaurs gave rise
to many funny concepts and should have
been an easy game to make work. In fact, it
could have been a great little game {and one
I'm tempted to do myself one day), but as
was sometimes the case with simple games,
people tied to do new features without
making sure the core game was there and
they simply made a complete mess of it.”

The demise of DMA Design does have
a happy ending, however. When Dave left
Rockstar Morth he set up a new studio in
Dundee that became a subsidiary of Rage
Software, then later Realtime Worlds
in 2002. Many of the origingl creative
minds of DhA Design can now be
found there®, including Mike and Russell.
Something Russell is more than happy
about. "It feels good,” he reveals. "We
all know each other pretty well and
understand each other's strengths and
weaknesses. It also makes warking
together a complamesntary expenancs;
waou know when someone else can pick
up the slack” 25

Special thanks 1o Mike Daiby for all his hel and supphying rane
zcreen shots. | * Realtime Warlds closed down in 2010}
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g gy videogames have the
ability to polarise opinion
quite as sharply as Myst.

When it hit shop shelves
back in 1993 many critics scoffed at
the sedate gameplay and predicted
that few people would want to sit
through a game that was little more
than an ‘interactive picture postcard’,
However, the general public clearly
didn’t share the same viewpoint. Myst
captured the imagination of millions
of gamers and until the publication of
The Sims in 2002 it was the bestselling
PC title of all time — clearly, as a slice
of entertainment it did something
right, regardless of the harsh critical
reception it received from some sectors
of the specialist press.

NG e

The brainchild of brothers Rand and
Robyn Miller, Myst is undoubtedly the
most famous project to emerge from
the siblings’ Cyan studio {now known as
Cyan Worlds) and famously encouraged
hordes of non-gamers to shut down their
boring old spreadsheets and use their
PCs for something more pleasurable.
However, in the beginning the pair
didn’t intend to produce games for
adults. “Rand had an idea for a children’s
book on a computer,” explains Robyn
Miller when asked how the duo got into
creating videogames. “A child would
turn the page, click on iterms on each
page, and those items would react in
certain ways."” The intuitive interface that
would grace Mystcan trace its origin to
this moment. Intrigued by the notion of

interactive storytelling, Robyn added his
own spin on the concept and proceeded
to augment his brother's idea. “Rand
sent me a copy of HyperCard, which was
like a predecessor to the wehb,” he recalls.
“The first drawing | did was of a manhole
against a solid white background. But
what became immediately obvious was
that an entire world existed below that
manhole, and | wanted to visitit. So |
began to draw it and piece it together.
The idea of the book altogether went out
the window, or at least it quickly evolved
into this idea of a more nonlinear world.
It was very exciting; | began moving my
way through that world, making it all up
as | went along.”
This nugget of an idea became Cyan's
first game, fittingly entitied The Manhole




# |PC] A shat from 2000's realbyst which replicated the antire game usng trua 30 visuals.

"UJE HAD PROPOSED A MYST-UHE GAME TO ACTIVISION ERRLY ON
BUT THEY REJECTED IT AND TOLD US TO STICH TO CHILDRENS

GAMES. . . IT UWAS SUNSOFT WHO FF’F’HDHCHED us FISHTNG US IF
WED DO A GAME FOR AN OLDER AUDIENCE" ~

. msmmm“smmdmw- nutotmauueaddngml‘fwa‘ddua

w |PC] Some of the geme's locations are still dazzing in thei datail, awen by mdey's standards.

ROM in 1989 and shllwsﬂ'la dlsﬂncﬁon game for an older audience. We shared
ufbeingmaﬁm computer (but not a tremendous amount of mutual respect
console) game to be distributed on toward one ancther and we were given

WHAT'S MY LINE?

Due to a lack of funds, Rand and Robyn
Miller decided to step in front of the camera
when it came to casting the key roles of
evil brothers Sirrus and Achenar, "We took
nothing serious when we started playing
around with a cheap video camera; we
were laughing most of the time. We did
hardly any planning for the parts at all

— —we didn't even know our lines — even the
lighting was horrible. | remember gathering all ocur footage together for editing and
thinking... ‘crap, what the hell am | going to do with this?* | had very little useable
footage so | created this method of having the brothers mysteriously appear from
behind the white nolse. In the and, | thirk it worked well.” Rand also assumed the
role of the brothers’ fathar Atrus. But what was his muse? “Rand just closed his
eyes and pretended he was Al Pacino,” laughs Robyn. “Wasn't it obwvious?”

#|PC] Each frame was randered using StrataVision 30 and then edited usng Photoshop 1.0,
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THE MAKING OF...

1
e, g IS

u [Mac] The bizame Cosmic Osmo And The Wi Beyond The Macken/ was Cyan's second game an;lmadethc n'nstu.rthc Apple
o Cyan Words' rathier unorthodox HEL in Mead, Washington wouldn't look out of place in one of the companmy’s tiths. Mac’s manochrome display to oreata some truly memarabla enviranmeants.

"THERE WAS NO SINGLE THNG WE WERE NSPIRED BY! . . LOOHNG
BACH, IM SURE THAT SOME OF THE NSPIRATIONS CAME FROM
MY OWN SCHOOL YERRS AND CHILDHOOD" soow on wHaT vsmaen Him

Rand with HyperCard scripting.” The use  canvases; I'd spend hours every day  but we mostly searched for themes.
of HyperCard would ultimately dictate on them. They were surreal things, like When designing the puzzles and
the production of the game. Although glimpses into some bizarre universe. working our way through a particular
Mystwould go on to enjoy incredible I'm sure my childhood fascir?a‘tian with age, Rand and | always reminded one

i[FEIIUB’IWmlh:h‘lnh'mCwn'nﬁmumafnmumhmmwﬁhﬁmmm I[I’CITho'.Aqu"nwmwmﬁmﬂmimﬂﬁﬂinmmsmHjlplg!.ihizm.htﬂ_liinqpmnnm riat.

| ey
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THE MAHRING OF: MYST

mmmfom,mm highly “To this ; -.Blammsmmha-an_rrmmmﬁ

everything else tlm'adeslgnad We not mrnwnmd thnt thraqulmd rmm. “whole, oonﬂnualvbolmfm one

‘were inspired by this notion of Ul in he says. *Our.pmloaopw ‘was that we another, never interrupting one another.
the world around us, but mostly by the were creating a world. We wanted that That's the job of a director. As a director,
idea that anyone could conceivably sit world to be as real and believable as | was unhappy with the way the Myst
down and play a virtual world, with no possible. When we're living our daily music stood out and felt divorced from
instructions, no introduction.” Indeed, it lives we don't hear a soundtrack of the player's nonlinear experience. |

was this facet of the game that arguably music. Instead we hear environmental also have a confession: I'm not a real

sﬁlmhr*aﬂmmﬁmwhaabmmmdmmm
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LICENCE TO —,
PRINT MONEY MYST ISLAND

The success of Myst has
resulted in a whole flood

of sequels and spin-offs. In
addition to 1997's Riven, we've

IV: Revelatio
V: End OFf Ages (2005), as \.\ell
as Liry, an onling interpretation
of the franchise. The original
game has been the subject of
remakes and reissues as well, 1;
with 2000's reaiMyst presenting F h
the entire game world in full 3D. - I
Robyn isn't a fan. | only saw : " T ” ""I
reallMyst after it was released. | =
As aremake, it was a lapse of
reason and directionless; overt
merchandising of the original
Myt It definitely wasn't how
we originally envisioned Myst,
s was promoted.” A senes of
books was also commissioned
in an attempt to expand the
Myst universe. "l was involved
with agreeing to the three-book
deal; it was my biggest mistake
while still at Cyan,” says Robyn,
sadly, “I'm glad many have
enjoyed the books, however, |
personally was left unsatisfied.”

2 |[D5] A screenshot of the disappointng Nintendo D5 werson, = [PC] In total M:stcmm ",ﬁm dm-: et lranus To ensiing apm:d»,r lecading fram the relstiviy show CO-ROM drrves of the time,
:alusa_d by Mill_n_a'_.-.n_ﬂlﬁ. ! sanh htna wasm!m:eﬂn:-amund BOKE in sza.

: alway;s thinking of the msn rapllas as mmvlmamloml asthat “It's not rapidly aooeiaral:a the Pc-mnlnu
Robyn. “How would we approach this because Rand and | were on a campaign  public’s uptake of CD-ROM drives
puzzle if we were playing the game? to stop violence in games,” he confirms.  and could even be described as the

w[PC) Because each frama inthe geme was aptimized for fast lnading, Mystran on pratty much amy PCin 1953, .. s [PC] ... this undoubtedhy cantributad to the success of the tiths in the user-unfriandby deys of Windows 31
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= [PC] Each ‘Age’ i Miyst is contained within a rathes atiractive looking book. t's possible that this is an endearing nod to th
intaractive chidran's books that tha Miler brothars first wanted to creats.

— an event that stll puzzlss Holnm to this mmr,ﬂwwuﬂdwmpmasmd
day: “It was downright weird; like | was cinematically, and so on,” he explains.

THE MAHRING OF: MYST

o [PC] Although maderm congohes could prabably render this scene @ real-time, Back in the
pn_;-rrar:la'gﬂ_ made for a breathtaking expenance.

rhy-Mineties just seeirg it

played Myst Thank you all, sincerely!”

2 [PC] The Miller brothers raaly fraed their minds whan it came to creating soma of the mors snusual envircnmants.

i
i .L’A l k

-IPG]It‘s atastament to the quality of tha Milisr brothar's wark that scenes like this stil loak great after 15years.
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RETROINSPECTION
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THE JAPANESE MSX COMPUTER

STARTED LIFE AS THE WORLD'S FIRST
STANDARDISED COMPUTING HARDWARE

BUT ENDED UP BEING NOTHING MORE

THAN A HISTORICAL FOOTNOTE. IT DID .
HAVE SOME BLOODY GOOD GAMES,
THOUGH, AS ASHLEY DAY REMEMBERS... &8

—
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ne of the greatest

things about the

8-bit micro age was

the sheer variety of

machines and games

E available. The boom

in popularity of home computing led
almost every electronics firm of the
day to manufacture their own games
machines, and the UK was flooded with
all manner of wonderful hardware and
games to play on them.

It was a great time to be a games fan but
also one of the most turbulent. There were
the playground arguments about whose
rmachine was best, of course, but there was
also a huge problem for parents who, faced
with so many choices, often didn't know
which computer to buy. Game developers
had the same problermn; with new machines

hitting the rmarket every month, how
could they know which would become
successful and, therefore, which they
should develop their garmes for?
And those kids in the playground,
they could only share and trade
games if they happened to be
using the same hardware as
their friends,
Surely, the solution
to these issues waould
be one universal
hardware format that
could efiminate the
concemns of consumers
and developers and ensure
that no matter what game you bought, it
would work on your own maching. It was a
good idea in principle; after all, it had worked
far the home video industry, as competing
tape manufacturers gradually gave up on
their own formats throughout the Eighties
and came to support WVC's VHS standard

One man with the vision to realise the
dream of a unified gaming platform was
Kazuhiko Mishi, a prominent figure in the
Japanese games industry from its very

Year released: 1983 l:MSX] 1986 [ME:)(Z:I
1988 ﬂMSXZ# 1930 (MSX Turbo R)
ice: Varous, Example
¥1G 500 (Toshiba HX10)
Buy it now for: £10-£80 depending
on rmodel

MSX Ca"]m.rmg MS}( User MSX Fa.w.

3 t... Though
|t fallad to make a splash in the UK,

the MSX was an important maching
elsewhere around the world, It was the
first taste of home cormputing for mary in
Japan, Halland and Brazl, was Microsoft's
first real investment in videogames,
neary twio decades before the Xbox,

and the first computing ‘standard’. it

is rermembered now for its weird and
wonderful hardhware vanations and its
catalogue of Japanese games that
spavwned several evergreen franchises.

inception. In 1977 he founded a publishing
company called ASCIl Corporation, which
specialised in games magazines and
launched the country's first micro-computer
pericdical, named ASCH, in the same year
In 1979, he joined Microsoft and became
the vice president in charge of the Far East
and, later, the director and vice president
in charge of new technologies, all while
maintaining a controlling interest in the ASCIH
Corporation. And it's during this time that he
proposed the MSX standard.

On June 27, 1983, the MSX was officially
unwiziled to the world as a collaboration
between ASCI and Microsoft. The former

would contral and licensea the hardware
specification, while the latter would program
the format's operating system and BASIC
language. Impressively, the MSX group
had already attracted a huge number of
Japanese manufacturers to the cause, and
big narmes like Sony, Toshiba, Panasconic and
Yamaha, arnong many others, anncunced
that they would release their cwn MSX
machines in Japan

The plan was simple yet briliant, Every
licensed manufacturer would be allowed to
create any kind of computer they wished
and badge it with the MSX logo as long as
it incorporated a strict number of features
These were a Zilog Z80 processor, running
at 3.58MHz; a minimum of 8kb RAM: a
Texas Instruments TMS2918 Video Display
Processor; a General Instruments AY-3-8910
sound chip; and a 32kb ROM containing the
MSX BIOS and Microsoft's MSX BASIC,
Compatibility between machines was
achieved by making sure all models also
featured the same keyboard, cartridge slot,
and expansion ports, but manufactures
could also add their own USPs like additional
cartridoe slots, tape drives, extra RAM,
and so on. Mamy of these extra features
werne dictated by the way each comparny
decided to pesition their own MSX model
within the market. Some, like the Toshiba
HX10, were sold simply as game machines
and were produced to the lowest possible
specification to remain affordable and were
usually packaged with a pair of joysticks
Yamaha, meanwhile, marketed its MEX
models as companions to the company's
synthesizer keyboards and consequently
built MIDI ports into most of its machines,
bundling them with audio leads and music

££ Manufactures could add USPs like
additional cartridge slots, tape drives,

and extra RAM .’

O THE M5 MODELS

¥ Nobody really knows

what MSX means. Microsoft
claimed that it meant MicroSoft
eXtended. Nishi, howeaver, claims
that it maans Machinas with
Software eXchangeability.

¥ The MSX computer was
popular in parts of Easten
Europe because it was very gaod
at creating subtitles for llegally
distribwnted foreign videotapes.

¥ Some Konami games had
both a disk and cartridge in the
box, but you'll streggle to find the
carts these days. Many of them
ware bought separately by music
enthusiasts for the SCC+ sound
chip they contained,

o Many MSX models had two
cartridge slots. Konami took
adwvantage of this by building
saecrets into its games that you
could only access with two
cartridges at ance - similar to

the way that GBA games often
unlock content in DS gameas now.
¥ Konami released so many
MSX games that in 1988 it
released a compilation of them
for the Satum and PlayStation.
The Kenami Antigues MSX
Collection featured 30 such
games but, sadhy, no MSX2 titles,
¥ The ‘Beecard” format used
in MNEC's PC Engine console

was first used on the MSX.
wias manufactured by Hudson
and required a special adaptor
cartridge to load it.

W Metal Gear 2:; Solid Snake is
probably the bast MSX2 game.

It was only officially translated in
2008, hawewvar, when it appearad
as & bonus feature in Matal Gear
Solid 3: Subsistence on the P52,
W A handful of tha MSX
licenseeas later tried their hand at
another ‘single format’ console:
the unsuccessful 300,

¥ Though Microsoft hasn't
been involved with MSX since
1288, the name livas on in the
company: it's the internal product
code for the Xbox

W A staggering 265 differant
MSX models are known to exist,
bist there may be more, Nobody
knows exacthy how many
variations were manufactured,
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MSX SITES TO WATCH

MSX Museum bOX

MSH Museum b0 is the bast way
o fired out about the many vanations
of tha MEX hard Orgarsad by
ranufaciuraer and Turing o 200
photographs, 1's a comprehensive
archive that just keeps growing,

Gen_era_tiun MSX

A bt ke Lermang4 bt for the MSX,
this site has spant the last decade
attermpling to catalogue every RSK
garme. In addition to thea games listings,
woul'l also find a Borary of historical
images and a farum populated by
friencihy RASK garmers

MSX _I?.eswrce Center

Thiz mast comprehansive English-
Enguage news service for the MEX

It can get a bit technca! sometmes,
but if you need to knowe about nens
traraiatans and hormabnee games, this
is your first stop. The forurm is frisndhy
and hiepful too,

The Ultimate MSX FAQ

thie info you'd ever

the MEX and its software. Bvenything

5 cowvared, from a lestory of the praject
ta in-depth analysis of the hardware and
raleant info about thie fan cormmunity

Adsoc it lon

SCORE-0043
- i

L ]

, Eenprodult van:

Sprcx

TAZREL Hooin
0220 270418

u Tha M3X achivved some success inthe
Metherlands, as evidenced by this exampla.

n Kazuhiko Mishi addrasses attendess of a
Duteh MSX eomeertian in X010 and reveals
hiz plans for the "MSK Revival
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softwane, Others, like Sony, aimed their
harchware at the professional markets,
fitting the machines with as much RAM as
possible and often building floppy disk drives
and even Laserdiscs or VHS samplers into
the hardware,

The diversity of the early MSX models
was instrurnental in gaining a foothold
in Japan. Consumers could buy with
confidence, knowing that any MSX-branded
software or hardware they bought would
work with their own machine, while the
different price brackets meant that dedicated
users could buy a high-end
machine for the workplace

-
F

and a much cheaper, but i l. ." .“‘e. Msx was a“EkEd aS a
foreign import.

fully compatible, machine
for the home. The standard
was considered a success
and, with the combined force of its
licensees, became a worthy contender to
cther Japanese computers of the time, like
MEC's PCOB series

This early success naturally attracted
the attention of a number of videogame
publishers and many of Japan's best soon
began to support the standard. Konami,
Hudson, Square, Compile, Enix and
Falcom all developed and published several
games for the system, and many of those
companies’ most famous franchises began
life an the MEX.

Having gained a strong positicn in Japan,
the MSX Association naturally set its sights
on the US market next, but things didn't
go s well this time. The LS, of course,
had been gripped by Commodore fever
since 1982, and only a fool would gamble
on an outsider taking away the C64's
formidable market share with a technically
inferior maching. Only one US company,
Spectravideo, bathered to license the
standard in 1984 and had little impact an
the market. Yamaha also brought some of
its MSX models over to the US, but they

were marketed under the umbrella of music
technology and went ignored by games fans
and computing enthusiasts.

Retreating from the LS, never to return,
the MSX Association concentrated on
cther, less monopolised territories instead.
Seeing the widespread use of 8-bit micros
in Europe, the aliance moved in to take
advantage of the eager consumer base.
Some of the Japanese licensees, particulary
Toshiba, created PAL versions of their
lewv-end machines for Europe, while Dutch
electronics giant Philips became an official

OMNTHE FAILURE OF THE UK MSX

_---—_—__J
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licensee and one of the format's biggest
supporters worldwide

In the UK, the MSX was met with a
mixture of indifference and animaosity. As
in the US, the underpowered hardware
made M5X games look weak in comparison
to Commodore 64 titles, while the maore
imprassive games, such as Konami's
excellent arcade ports, were only released
on cartridge and seemed vastly overpriced
in comparison to the tape software that
most were used to. As a result, the UK MSX
became lumbered masthy with second-rate
ports of Spectrum games
and was once venomaoushy
attacked in a Crash editarial
as a foreign import that
could rob British developers
of their national identity.

With its confused catalogue of software
and one of the country's favourite games
magazines dead against the system, the
MEX never really took off in the UK, but it
did perform well in other parts of Eurcpe
Halland, in particular, embraced the machine
with open arms. This was the home country
of Philips, after all, which relied upon naticnal
goodwill toward its own brand, as well as its
truby excellent hardware variations, to take
a firm grip of the Dutch computer market
To this day, the MSX remains extremely
popular in what is now the Netherlands,




HI — 004300

REST—-04

Gmosern

where it is rerembered with the same
fondness as the Spectrum and Amstrad are
in Britain

Other territories outside of Japan that
also embraced the MSX system include
Brazil, which explains the huge number
of Portuguese-language fan sites on the
weh, and Saudi Arabia, where the standard
became the first home computer 1o be
made available in the country. Fioneering
Saudi Arabian technology affilates Sakhr
and Al-Alarmiah licensed several MSX
madels and created the warld's first
Arabic word-processing sta 1 around
the machines, a mowve that ensured the
2 in the computing industry

Despite its great start in Japan and limited

success throughout the rest of the waorld

Jropean
game t their gaze v
1o the and Atan ST formats
with their incredible 16-bit performance.
Meanwhile, closer to home, Nintendo's
Famicom had
the Japanese videogame industry and
threatened to crush MESX under its gi
and white boot. Although both n
cally both 8-bit

wed dominance of

achines

were teck Famicom garmes

say na to those ayas?

appeared far superior thanks to a nurmber
of flaws in the MSX design. The way in
which the MSX addressed its video RAM
was relatively slow and prevented smooth
scrolling from screen to screen, thus limiting
rost of the MSX's games to flip-screen
WiSLE
rode wasn't quite up to scratch and created
a colour-clash effect similar to the one t
plagued Spectrurm games

These flaws were acceptable by the

ards of 1983, but they soon made the

MEX look old and
entered the market,

addition, the computer's high-res

as new machi
1d 50 the MSX
group designed a new format that could
compete with its contemporaries while
remaining backwards compatible with the
i andard was
tion to the
ware upgrades such as a
RAM, the graphics chip
2 new video display modes built in.
Some of these allowed games
high-res without colour 1,
used to display digitised images on title
screens of in desktop publishing software.
In-game scrolling was slightly smoather on
the MSX2, although it did cau
flicker in the most complicated games. Most
MSX2 machines also featured a 3.5-inch
floppy disk dr
to produce their software at & greatly

2 sprite

. which allowed dev

[ers

RETROINSPECTION: MSH

» Konami converted mary of its arcade
hits, tio MSX, F are graphically faithful
parts, bt thery w | & latol fun to play,

mﬂ.ﬂ ERVIMOrn Y LT

reduced cost in comparison to cartridges o Kaguhika Nishi: the fathar of tha MSX.
and gave home users a much mone reliable
storage solution than cassette
some ways the MSX2 was a huge
sucoass, but in other ways it was an equally
large failure. The standard was completely
ignored in the US and UK and was not
widely adopted in the poorer regions like
1 Europe and South America, which
only Holland and Japan to keep the MSX

fiving. As before, Philips happily licensed

the MSX2 technology and produced some

wiondel dware under the
Japanese licensees weren't as supportive
as they had been for the orginal MSX, but
many of the biggest manufacturers, suct
Sony, Samsung and Pa
their suppaort
MSX2 units.
Although the MSX's global presence
was notably shrinking, the support of
acturers in Jap
ensured that the format held on to its two
key territories and many game developers
consequently stayed with the machine.
Konarmi, the biggest Japanese developer of
MSX games, had moved on to the Famicom
but had kept its M3X divis
in the MEXZ perio

maard.

nic, continued

1d created all manner of

Mi&Eni

wrw bas-ditta info
Dhapentaocitd 13
TEIREL Haom
o22e ToeNa
o8 510881 T

vie, and it is
wision created
e, the best
1 Metal Gear
creator Hideo Kojirna still posted to the MEX

games on the system
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the BSX farmat in arder 1o oeals 1s
owh seres of wond processors, and the
FS4500 iz ana af the mast miterasting
kot onby does it hewve plenty of soffwarne
buwilt in, but the hardware includes a
2d-chat thenma printsr

CAPTAIN
CAPTAIN stood for Character Anc
Pattern Telephone Access Inlorrmation
Metwork and was an earty state-run BBS
in Japan that looked similar 1o Te wl.
RTT created machines that allowsed
hoimea usars to access the BES and this
particular mcclel was MSX2-compatible

JSHIBA HX10

fyou're from the L and owned an
BASHK in the Eighties, chances are you
owrizel the Toshiba HX10, 1t was the
mast widedy available modal and = still
the one most often sean an eBay. It's a
basic, unremarkable MSX modal, but it
carme with lots of docurmantation.

» Caught on camera; this still from a Nineties news report shows a
Sormy MSX maching in use aboard the Intarnational Space Station

n Tha MEX has an extremely haaltny homehrew following,
kgt active by yearly competitions and fairs, There are
somea great little arcade-style gemas availsble as ROMs ar
even semi-professional disks and cans

This console was manufactured by
Dagwioo and released only in Korea,
whare its software anm, Zamina,
supported the console. The majarity ol
its cartridges were apparently unofficial
versions of Japanese Konarm games and
hacks of Mintenda Farmicom games.

1CHIPMSX
The last official MEZX hardware was
created as racently as 2006 by the MSX
Association and Dd Enterprisa, which

| carrdges or ROMs from an
sD The console was intended for
Eurcpesan redease in 2007 but thoss
plans have seaminghy failed.

team, the format benefited greatly from the
designer's newest creations like Metal Gear
2: Sold Snake, Snatcher, and SD Snatcher
Other Konami teams also created their
own brilliant games, such as the horizontal
shoot-"=m-up Space Manbow;, Ganbare
Goeman | Mystical Ninjal, and Yamoire Killer
{Castlevania). The likes of Capcom, Compile,
MNamco and Taito all released games for
the MSX2, many of which were arcade
conversions that were much more
accurate than their MSX eguivalents,
and the format received a known
1,200 games in its lifetime. But
that wouldn't be encugh to
save the MSX's skin. ..
Ever aware that the
MSX was fighting a
losing battle, Kazuhiko
Mishi struggled to
understand why
more people were
not interested in his
machine. Offering an
MEX to his grandmother, he pointed
out all of the things she could do with it.
"You can write letters,” he said. But she

EKONAMI 1%

told hirn she could already do that with a
pen and paper. "ou can work out stock
prices,” he countered, to which she held up
her calculator, Finally, he explained that she
could use the machine for entertainment,
"But,” she said, “| have a TV for that.”

Mishi thought leng and hard about how he
could make the MEX relevant to the lives of
ordinary people. He considered technologies
that had been widely adopted throughout
Japanese households like television, radio,
and the telephone and realised that they
all had one thing in comman: they existed
in a communications netwaork. If only he
could netwark all of the MSX systems to
communicate with each other, as well as
receive software from a remaote broadcaster,
then consumers would feel like they were
missing cut on something without cne in
their home. He was, of course, thinking
about the internet, but this was 1986 and
such technology was still in its infancy,
way out of the reach of affordable home
electronics for at least anather ten years.

In the meantime, the MSX group tock
anather stab at perfecting the hardware,
although this time they did it without

PP T T P e

w Pengen Adverturs, one of the best MSX
pames and ana of the most amotional title
SCTRENS in hstory

Microsoft, which had washed its hands of
the MSX and declined to improve any of
the buil-in scftware, This was presumabshy
because the IBM PC was picking up speed
in the west and Microsoft didn't need

to compete with its own Windows 2.0
operating system.

In 1988, instead of creating an entirely
new maching, ASCIl designed the MSX24+,
which included a built-in @-channel FiM
synthesizer, the ability to display still images
in up to 19,000 colours, and three new video
modes, one of which totally eliminated the
flickery scrolling that had plagued the MSX
since 1983. The hardware itself featured
twa sliding dials - one to change hardware
speed and the other to enable auto-fire - as
well as an import-friendly RGB output

Sadly, but quite inevitably, support of
the MEX2+ was even weaker than for
the previous two machines. As the new
machine was quite rightly seen as a meagre
update to the MEX2 and not a serious
market challenger, most MEX licensees
didn't see the point in producing newr
hardware, Only Sony, Samyo, and Panasonic
ever developed any MEXZ2+ computers, and




only a handful of games were ever made
exclusively for the system

When it became time to think about
creating an MSX3 in 1990, Nishi cast aside
his ambitious network ideas and sat his
sights an the CO-ROM. Maoting that console
manufacturers ke Sega and NEC planned
to add CD-ROM drives to their consalas,
ASCI considerad integrating CO-ROM as
standard into the next MSX hardware but
eventually decided against it because it felt
the seven-year-old medium would soon be
superseded. It was nght, of course, but it
wiould take anather seven years betore DVD
wiolld matenalise

MNat embracing the CD-ROM was
arguably the last stravy for the MSX
ranufacturers. Philips, the original creator
af the CD, hadn't supported MSX for
some tirne and by 1990 it was clear wiy
The Dutch giant was working on its own
computer technology, the CD-based CD-,
which was sure to be capable of much
rnare than the now extremely dated-looking
MSX. Sony, likewise, had moved away from
MEX and toward CD, as it worked secrethy
with Mintendo on the SMES-CD project,
which was due for release in 1991 but
wiould evertually resurface in 1993 as the
Sony PlayStation

By 1990, the list of MSX licensees had
dwindled to just one; Panasonic, which
helped create the final MSX standard,
known as the Turbo R, Two variations of this
underpowered 16-bit machine were created,
but both went by unnoticed, The Turbo R
was too little, too late. The format's once-
loval developers knew it and shifted their
allegiance cver to Nintendo, Sega and NEC,
if they hadn't already done so. The MSX
was dead and Mishi finalby turned his back
on the system, choosing to concentrate on
ASCIl's other business interests and taking
ajob as a Media Engineering lecturer at the
Tokyo Institute of Technaology.

In truth, though, the MESX had really
died around the introduction of the 24,
The earliest success of the MSX came
from a strength in numbers, afforded by
the combined brand identities and market
presence of the system's licensees. But
as ASCII falled to improve upon the MSX
specifications in ways that appealed to
those licensees, their numbers dwindled
to the point where not enough machines
were manufactured to attract the software
developers, From there the MSX fell into
a spiral of decline. As fewer developers
created new software, the machines
became less attractive to consumers and
licensees saw fewer reasons to manufacture
rrare hardware. And then, of course,
IBM and Microsaoft virtually created the
madern-day computing standard with the
Windows-based PC, a format so successful

££ Nishi was thinking a
internet in 1986, when such tech was

still in its infancy 77

that it relegated the MSX to the status of
failed expernment.

And that's where our story ends.

Except it doesn't, because in 2001
Kazuhike Mishi made a shock appearance
at an MSX fair in Tilburg, the Metharlands,
and announced his plans to revive the MSX
format. Speaking to surprised attendees
at the shaw, Mishi openly discussed the
lengthy history of the MSX format and
declared that there was still a place in the
wiorld for the MSX,

As it turns out, that place wasn't a brand
nesw world-conguering system but an actual
‘revival” that would enable newy users, as
wiell as enthusiasts, to experience the retro
MSX in a brand new way. Under the name
of the MSX Association, of which Mishi is
the chairman, the revival began with the
release of the MSXPLAYer, a small USE
device that allows real MSX cartridges to
be plugged intc a PC and played on an
official MSX emulator. Next, the association
wiorked with D4 Enterprise on Project EGG,
another official emulation program that
allowved both old and new MSX software 1o
be downloaded for a small fee and played

oy

Several MSX machines had two
cartridge slots built in, a feature that
Kanami made smart use of by unlocking
cheats and Easter eggs in some of its
games by combining themn with others.
Here are some of the most interesting
combinations to try.
0 Yie Ar Kung-Fu 2 with Yie Ar
Kung-Fu - Just before death, your father
appears with a nice cup of tea.
Nemesis with Twinbee - Replaces
the Vic Viper with a Twinbee and the
power-ups with bells.
1 Ganbare Goemon with Q*Bert -
Unlocks a hidden level select mode and
pause function.
I The Maze Of Galious with
Knightmare - You can revive the player
99 times rather than the standard one.
W Nemaesis 2 with Penguin
Adventure - Changes the Vic Viperto a
penguin and power-ups 1o fish
W Usas with Metal Gear- You lose
half the usual amaount af energy
1 Salamander with Nemesis 2 -
Unlocks a secret final level.

THE UNFULFILLED FUTURE

cna PC. A Eurcpean version of this project,
called WOOMB nat. was also started by a
company called Bazix in 2006, but it was
sadly discontinued in Juna 2008, due to a
disagresment with the MSX Association.

Finally, in 2008, the MSX Asscciation
tearned with D4 Enterprise and ESE
Artists' Factory to produce the first new
MSX hardware in sixteen years. Known
as the TchiphSX, the new hardware uses
an FPGA chip wath the full MSX2 chipset
programmed into it and can play commercial
MSEX cartridges as well as downlcaded
ROMs on an SD card. The TchiphdSX is
due to be released in Eurcpe in the future,
once the MSX Association finds a suitable
distributer, Until then, if vou want cne you'll
have to keep an eye on eBay or trawl a few
game stores in Tokyo, where Retro Gamer
found our cwn unit,

Quite what the future holds for the MSX,
we do not know, but we doubt that i@ will
remain a relic of the past like so many other
8-bit micros of its time. The ariginal creator
still holds the rights to the name and is
clearly intent on keeping it alive, and when
it comes to a guy like Mishi, who can throw
the sort of curve balls that he did with the
announcement of the latest MEX revival,
Iiterally anything could happen in the next
few years

Bkb-128kb RAM, 16kb video
RAMN, 256x192 resalution
fwith 16 colours), AY-3-8910
sound chip

MSX2: 3 58MHz 280
processor, Bdkb-512kb RAM,
128kb video RAM, 512212
resolution {with 16 colours),
266%212 resolution (with 256
colours), YM2149 sound chip
MSX Turbo R: 7.16MHz R300
procassor, 256kh-512kb RAM,
128kb wideo RAM, 256x212
resolution, YM2149 sound chip
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PERFECT TEN GAMES

Owing to its high cost, and non-existent. retaill support, the MSX was constantly overshadowed by the Spactrum,
CB4 and tha CPC in the UK. It's a real shame because the MSX provided a whole host of fantastic games, and evan
prowed the early stomiping ground for many of wideogames” most popular franchises. Here's the proof.

SPACE MANBOW

» RELEASED: 195%

» PUBLISHER: KOMANM

w CREATED BY: KONAM|

» BY THE SAME DEVELOPER: SPARKSIER

0 Mot only the greaiest shoo-em-ups on the WMESX,
but one of the best shoot-erm-ups perod. Konami's
wonderfully ttled Space Manbow s a mesmarising tour de
foree for the machine that captivates and engages from its
opening kevel —a wonderfully grounded take on the Bydo
frigate stage in A-Tipe. From here the game continues
o impress, thanks o fantastic arcade visuals, a strident
soundtrack and frenetic shoot-'em-up action, which scrolls
smoadhly, both vertically and harizontally, with very [itte
slovwdorm whan things get busy. While rare and expensive
to come by these days — a complete boxed version will cost
wou around £100 - Space Manbow is wholly worth seeking

ALESTE2

o RELEASED: 1%%)

» PUBLISHER: COMPLE

= CREATED BY: COMPILE

» BY THE SAME DEVELOPER: PUYD PUYD

0 Three Aleste games appeared on the MSX, and

all are worth seeking out. Whie the final game in
the trio, Gaiden, would supplement av, jets and spacecrafis
with Japanase robots suits and floor, there's really not much
saparating the garmes in terms of their quality. Cormples’
popular shoot-'arm-up franchise is fabled for iis repetitious
open-feeing levels, fast-paced gamepiay, deap weapon
systam and a neat mechanic whereby the very touch of
a power-Up will grant you momeniary imulnerability, As
we can only pick one game, it has 1o be Aleste 2 hecause
it looks superb, allows you 10 select your weapons at the
start of the game, and is the first tthe in the canon 1o feature

out for amy MSX collection.

PENGUINADVENTURE
» RELEASED: 1967

» PUBLISHER: KOMANM

» CREATED BY: HIDED KOUIMA (KOMAMIY
.» BY THESAME DEVELOPER: SMATCHER

U This follow up to Antarcic
Acventure finds heric
penguin Pentaro seeking & cure
for & sick penguin princess who
has succumbed 10 8 deadly plague
Getling shol t notorety late in life for
heing Hideo Kaojima’s first published
tithe for Konami, Panguin Adventure
is one of the finest, and most tech-
savvy games, 1o appear on thiz MSX,
The game is essentaly an action
racng game, viewed from that into
the screen perspectve, and starmng
acast of sickeningly cute panguins.
Penguin games simphy don't get
better than this

renccumng protagonist Ellinor.

VAMPIRE KILLER

2 RELEASED: 1954

» PUBLISHER: KONAMI

» CREATED BY: KONAM

» BY THE SAME DEVELOPER: GRADIS

0 Booting up the more
estabished NES port beside
this one revesls that Konami made
a few changes 1o the gameplay for
the MSX2. Varmpie Kiler which
marks the first time a Belmont
enier 5ot a foot down on European
5o, swaps out and out action for
a more considerad ‘search for a
bunch of keys in a castie’ action,
and s no batter for it. VWhy Konami
felt the need to go and mess with
the original is a mystany - we can
onby think that peshaps Konami felt
that people who play garmes with
kewboards need something deeper to
=nk ther teeth mto. Ampway, Vampire
Killer is still immensety playable and s
& must have for ary MSX collection

BOMBER MAN

» RELEASED, 1981

» PUBLISHER: HUOSOM S0FT
» CREATED BY: HUDSOMN S0FT

» BY THE SAME DEVELOPER: MARID
PARTY

Spectrum owners will

recognise this game as
Eric And The Floaters, but the
parme's MSX version went under
the more farmiliar and seminal ttke
of Barmber Man, and marked the
first appesrance of Hudson Soft's
infarmous bombardier, This maze-
based action game finds our hero
locking less like a cute Japanase
robot and more like hiner Wilky
{circa Jet Set era) with a blue mullet
{only wisible in the MSX varsion)
Wonderfully addictve, and brifianthy
smmple 1o grasp, while there are far
better wersions af the game available
nowy, this earty effort proves good
games never de.

ME119 DISTO258 008 sriimm
SCORE-C
PLAY ER D
ENEMY
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METAL GEAR 2: SOLID
SNAKE

» RELEASED: 1%%0
» PUBLISHER: KOMAMI
» CREATED BY: HIDEQ KOJIMA,
» BY THE SAME DEVELOPER:
POLICENALGHTS
O As if the gameas themselves
weren't confusing enough,
the timeling doesn't help. There are
actually tevo versions of Metal Gear
2= ong by Konami that was released
for thie NES, the other by Kopma that
was released for the MSX. Tobe
frank, bath garmes are good, but the
WSX sequel is the better game. For
@ start It has its creator back at the
heim, secondly it introduced a bunch
of popular characters into the series,
such as Campbell, MBler and Gray
Forx, end it also employed some nice
touches 1o the garmeplay, ke Using
carmier pigeons, hang-gliding and even
1ap codes

)[=T= ==
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SD SNATCHER

» RELEASED: 1750
» PUBLISHER: KOMAMI
» CREATED BY: HIDED KIDUIMA,

BY THE SAME DEVELOPER: Z0E: Z0NE
OF THE ENDERS

Like Metal Gear before 1,
Kajima succeeds in cresting
an emotive namative arcund the
mitations of the hardware. Following
a similar piot to the original - Gilian
is still trying 1o eradicata the booy-
pinching Snatchers - this switches
the dnematic anime look of the
onginal for 2 more cartoon feel. It
also drops the point-and-click comic
book gameplay for an overhead Zelida
perspective. Enganging enemies in
combat also switches the viewpoint
1o & first-parson battle screen, where
players could pnpoint specific body
parts they wanted to attack. Easily
omng Cl[ the most 'rlrnersi\ne advaniure
garmes an the system

GOLVELLIUS 2

» RELEASED: 1737
PUBLISHER: COMPILE
CREATED BY: COMPILE
BY THE SAME DEVELOPER: ALESTE
Compile had an axcellent
Track record on the MSX,
Sadly, though, the company closed
its doors in 1392 and mamy millions
of peopie wept imo thair MSXs.

Arnway, If you'ne looking for a Zelda-

ke adveniure for your maching you
won't go far wrong with Gofuefius
2 The seres began life on the
MSX and the Master System, but
would later get a confusingly titled
rermake for the MSX2, Viewed
fram & similar perspective, and
featuring an ovenworld style map
and dungeaon explaration similar
10 Zefda, the game's fluidity,
action, visuals and variety make
ita real must for amy role-playing
garme fan,

SPECIAL THANKS TD GENERATINN-MSX L FOR ADDITIONAL SCREENS

T P L T e T T M N
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YUUREIKUN (AKA MR. GHOST)

n RELEASED: 1957

» PUBLISHER: SY5TEM SACOM

» CREATED BY: SYSTEMSACOM

» BY THE SAME DEVELOPER: MARCHEMVEIL

O Mr. Ghost is a side, and vertice! (the game alternates
between the twol, scrofing shoot-"erm-up whese
wou play a buck-toothed ghast who's being bullied by othes
ghosts, jumpeng spiders, and crows, probably about his
praminent teeth, Mr Ghast plays remarkably ciose 1 Irerm's
Mr Hell 5o much 50 that they could, in fact, be related, Both
garmes ket your character move in eight directions, both allow
youl 1o deforn parts of the environment, and both have a
super-deformed look to them. What sets this game aside,
though, s its combat system. Mr Ghost dispatches a litte
sparm looking ghost at enemies and can onhy redeploy him
after he's returned. Mr Ghost can also perform a bum rush
1o destroy enemies sneaking up behind him or break bricks.

THEXDER

w RELEASED: %84

» PUBLISHER: GAMEAHTS

» CREATED BY: GAME ARTS

» BY THE SAME DEVELOPER: GRANDIA

] This great giant robo side-scrolling snoo-'erm-up is a
great example of the genre, The player assumes the

role of a Robotechesue rabot with the power 1o transfarm

e 2 jet plane (the ransformation effect in the game is

actually pretty imprassivel, and must negotiate a sarfes of

abyrinthine stages = often by repeatedy switching between

the robot’s two forms = before getting blown to smithereens

by patroling enerry droids. 11's a really sirmple premise but

one that becomes strangety addctive. The puzde/siratecy

gamant, and honing laser {which s only available 1o you

nyour rebet form) also kind of gives Thexder an ar of

Banga-C ladrmittedly onby & very shght onel, which can

anly be a good thng
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iTHE CLASSIC GAMES

ZERD FORM FIRST FORM SECOND FORM THIRD FORM  FOURTH FORM FIFTH FORM SIXTH FORM
Get hitin this Taking onthe shape  MNowyou're getting  Your fully formed This is our favourite  This jagged amosba  Your final farm is
spherical form and it of a humanoid, you  somewhere. Yau humanaid shape, gvolutian, as it Is a step away from  quite possibly the

is game aver foryou. need to evolve from  still look fairly basic  lookingvery funky.  reminds us ofthat  achieving oneness.  creepiest of the lot,
MNeedless to say you  this form as quickly  butyou're definitely  Your next ascension  spaceship in Flight 1t also reminds us of  looking mare than
better be careful. as possible. starting to evolve. is even weirder. OF The Navigator a Futurama episode.  slightly foetal.
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BEST LEVEL WHY IS IT A CLASSIC?

BEST MUSIC

Everything, really. Rezinitially appears to be a simplistic, linear an-rails
shooter, but completion of each stage and the opening of subsequent
score attack modes reveals that it's anything but. Then there's the
incredible atmosphere, beautiful abstract imagery and tightly honed
gameplay. Ultimately, however, Rez excels due to the way it skilfully
weaves game and sound design to create one of the most enchanting,
enthralling videogame experiences around. If you haven't played Rez
on a big TV screen, with the lights off and the audio blaring aut of your
sound system, you really haven't lived,

= - —

oution

Each of Rez's levels dwells in the memory lang after they 've been
completed, but it's the final stage that leaves the biggest impression.
It's essentially an evolution of life and, as Adam Freeland's superh
track Fearbuilds in the backgraund, you're treated to some of the most
wondrous visuals to ever appear on Sega’s machine. Initially you're
passing wispy, unfocused images, with your journey starting off in the
sea. As it progresses, however, surroundings take on more substance,
you'ra eventually thrust upon salid land, and the level’s final moments
take place high above the Earth’s surface. Simply magnificent.

~ i el
It seems a shame to once again credit Re’s fifth stage when every
level in the game is an audial and visual delight, but no other track
matches the sheer majesty of Feai: Skilfully layered to match the
on-screan evalution, it slowly builds in tempo and evalves just as
much as the action. One minute it's dark and exceptionally moody;
the next the sheer beauty of what you're hearing can lift your spirits.
It's a masterful track that once again proves just haw skilful Mizuguchi
and the rest of United Game Artists were at blending gameplay and
music for this game.

BEST MOMENT

Rezis full af wonderful moments, but one of the mast impressive is
when you break through a new layer. Each level typically consists of
ten stages that slowly add mare visuals and enhanced music as you
pass through them. Hit a waypoint and your avatar gets thrust forward;
the screen melts away and the audio goes into overdrive. It's a tatally
mesmerising effect that still fills us with excitement to this day. The
transition is made all the sweeter by the tactile rumbling, should you
have the relevant peripheral equipped, which further immerses you in
the on-screen action.

BEST BOSS

Rezis filled with unique boss encounters, but if we had to pick a
favourite it would easily be the monstrosity found at the end of Stage 4.
Fhying through a twisting maze of blocks, you encounter a UFQ

that constantly changes shape thanks to the huge number of blocks
that it drags behind itself. Eventually the huge mass solidifies and

turns into a gigantic sprinting man that powers its way through long,
winding tunnels as you struggle to keep up. It's a breathtaking
encaunter that's made all the better by the thumping soundtrack

that accompanies the action.

WEIRDEST VERSION

Ifthere's one thing that makes Rez stand out from every other game it's

the Trance Vibrator, packaged with the PS2 special edition. The USB IN THE ENOW
device would pulse in time to Rez’s music, with far more power than a PLATFORM: DREAMCAST/PS?
DualShack. Although designed as a way to extend the synaesthesia, it PUBLISHER: SEGA

has reportedly been used for. .. ahem... naughtier things. The device DEVELORER: UNITED GAME ARTISTS
was also compatible with Seqa's Space Channel 5: Part 2 and lrem’s  RELEASED: 201

Disastar Report Rez HD owners can pull off 2 similar, more powerful BENRE: SHOOT-EM-LE*

effect by using up to three additional 360 pads and strapping them to EXPECTTO PAY: FAl+

variaus parts of their bady. We kid you not.
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Inspiration can come from
the most unlikely of places,
as Darran Jones discovered
when he quizzed Strider
co-creator Kouichi Yotsui

had gone up to the rooftop in

order to reflect on my mood,”

remembers Kouichi Yotsui,

the creator of one of Capcom’s
most memorable arcade games. “It
was only after the door had closed
that | realised that it could only be
opened from the inside.” Completely
stranded in the second-biggest city
in Japan with no way of contacting
anyone - this was long before mobile
phones - Yotsui's next move was not
only one of sheer desperation, but it
would also spark a creative seed for
the new game he was working on.

“I was in danger of being frozen to
death, but noticed that there were only
a few metres between my waork building
and the one next door. | began to climb
down the side of the building in
order to reach the emergency
stairs, desperately afraid
that | would die from the
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fall. Even then, though, | was thinking
about the game and came to the
conclusion that amyibody that wanted to
do that kind of thing must be crazy.”
Yotsui safely made it back to terra
firma and went on to create one of
the Eighties' most spectacular-looking
arcade games. What's particulary
interesting about Strider, however, is
that it wasn't the result of just one
man's vision, but rather several, as
Stider bacame a collaboration between
Capcom and Moto Kikaku, a group of
famous Japanese manga artists that had
been founded by Hiroshi Matomiya.
“At the time | was working for
Capcom'’s first project team when
a manga, Famicom and arcade
collaboration project came up,” recalls
Yotsui. | was placed in charge of
the arcade version by [Tokuro
Fujwaral, who was my manager
at the time. When | asked him
why he had chosen me, his
simple reply was: “You have
really good negotiation skills.'
I'm guessing he was expecting
a lot of meetings with people
outside Capcom.”
( Although Fujiwara, Takashi
Mishivama and Yoshiki Okamoto
were overseeing the
project as Capoom's
heads of development,
I, it wasn't until newcomer
= Akio Sakal suggested
' callaborating with a
media outside the world
of videogames that Moto
Kikaku was actually approached.
After initial meetings, the core
teams for each project were quickly
assembled. Masahiko Kurokawa

(4.' .

was placed in charge of the Famicom
varsion, Tatsumi Wada and his manager
Hiroshi Maotomiya were chosen to fromnt
the manga iteration, and Yotsui was
placed in charge of the arcade game
What followed was a rigorous meeting
that would attemnpt to iron out the
background of this new waorld

“I remember Capcom's president
Kenzo Tsujimoto booking us into the
Shinjuku Hilton Hotel and keeping us in
there for a week so we could create the
framework for the character, story and
world view,” laughs Yotsui, “We were
occasionally joined by both Sakai-san
and Fujiwara-san at several points, and
the meetings would get guite intensa,
but we were able to get the outling of
the characters decided within that week.
We came up with the name Hiryu and
had the setting for his circumstances as
well as a core outline for the story.”

Although initial ideas were put in
place, Yotsui and Kurokawa found
themselves constantly travelling
between Capcom's Osaka-based office
and Moto Kikaku, which was based
in Chiba. Lodging with Wada, they
wiould constantly discuss new ideas
over dinner. Needless to say, with three
strong-willed individuals working on the
project, it wasn't always smooth sailing.
“Of course, there were differences
between our opinions, but as we
continued each discussion it simply
allowed us to place Stider's world
together more effectively.”

Ancther benefit, the trio discovered,
was kurokawa and Yotsui's backgrounds
in film. Having both graduated in the
film departments of their respective art
universities, they were able to write out
a suitable scenario for Strider Hingu's
first adventure,

Tatsumi Wada employed a
professional manga writer, who brushed
up the script and the orginal design
to make it feel more like a manga title,
while Kurokawa drew inspiration fram
both the new manga concept and their
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Strider is full of spectacular bosses.
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Here's the full selection with handy tips
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When vuu-fim meet this muscla

man, he’s linked to some sort of
life-suppart system. He soon breaks
free, however, and proceeds to attack
you by rolling into you and hurling you
across the screen, Luckily, despite his
fearsome appearance, he swiftly falls
to your falchion. Oh, and once you
have finally defeated him, remember
to stand under the platform on the far
left to avoid the falling flames.

This metallic millipede resides at the
end of Strider's first stage and can

be a handful. Made up of numeraus
commanders who impressively morph
into him as Strider arrives at their
chamber, he's a rather tricky foe

who attacks with a gun and a deadly
hammer/sickle combination. In a
rather cool move, it's possible to jump
on his back and ride him as he crawls
his way around the screen.

Sola is anather mid-level boss that
can be found on Stage 2. The airborne
baunty hunter who takes more than
a little inspiration from Star Wars'
Boba Fett likes to keep his distance
and pepper you with homing missiles
and a deadly laser. The trick here is
to jump inta him and then attack, as
he takes a while to respand. Da this
a few times and you'll quickly blaw
him ta pieces.

A

Before your encounter with Urobolas,
you'll be forced to take out this rather
nasty sentry drane, Guarding the
passageway that you need to drop
down into and spitting out lasers,
Novo turns out to be an annoyance
rather than a threat. It's nat too

hard to work out the patterns of his
attacks, 50 you should be able to

qget by him with Strider taking little
arno damage.

Found midway through the excellent
Siberia stage, Mecha Pon is a gigantic
metallic gorilla that forces Strider to
combat him in tight cornars. While
his first form is fairly easy to beat, he
does have long reach that can easily
catch you unawares. Even when
you've finally defeated the metallic
ape, Strider’s troubles aren’t over, as
itimmediately bursts inta flames that
can cause further damage.

iniana

This trie of beautiful ladies can be
found at the end of Strider's second
stage. Guarding your entry to the huge
floating battleship Balrag, they prove
to be almost as nimble as Strider and
can cause no end of trouble for the
novice player. Sliding floor attacks
are a greatway to cut through their
defences, but atherwise it's simply a
case of using timing and avoiding their
deadly kicks.



inthe game. Climbing ir huge

£ chamber, your first course
of action is to take out the satellit
around him. Once you've taken them

your first pass, but energy can be
found at the bottom of the chamber.

defeated the core, you race along
the outside, desperately trying to
of the flames. Once you

icken dinosaur
ghtmare to defeat,

This oversized
dragan thing is
especially in his second form. Try to
grab the overhanging branch, as it

makes your job a lot easier. You need
ta avoid the flaming dragons he spits
fram his mouth and use timing to
gvade his claws. Annoying, but he can
be defeated with practice.

Unsurprisingly the final boss is the
taughest in the game. He zips around
tha screen and fires out devastating
lightning balts that turn into killer

fish or wolves whenever thay hit the
ground. Make good use of the life
power-ups that are available, attack
hard and fast, and you'll have a good
chance of besting him.

araund the warld. My impression was
that the TV programmes imported from
overseas were far more light-hearted
and aften featured adventures that saw
explorers searching uncivilised jungles
or going on ocean adventures. | was
there thinking: “Waow! There is a warld
out there that we cannot communicate
within the language we know!” | wanted
Strider ta be able to run around an
immense world that was filled wath
marvels, and | based it on those earty TV
shows that | would watch,”

While Strider's locations were
exotic and totally different to its arcade
brethren, the many bosses that Hiryu
encountered were even more outlandish,
continuing the coin-op’s distinctive feel
One minute yau're watching in awe as
a council of Kafazu dignitaries morph
into a gigantic sickle-wielding millipede,
and the next you're facing off against an
enormous metallic gorilla, fhying around a
huge drone in a gravity-free containment
unit, or battling a golden dragon after
hitching a ride on the back of a dinosaur.
And let's not forget the climactic
battle against Grandmaster Meio that
had Hiryu leaping desperately around
the screen while avoiding the boss's
devastating lightning attacks

Interestingly, despite Maio's closa
resemblance to Star Wars" Emperor
Palpatine, Yotsui's actual inspiration
came from a completaly different
source, with the designer combing
everything from his childhood memories
to works of literature in order to create
the bosses that made Strider such a
memorable experience.

“Grandmaster Meio was actually
inspired from an image | saw in JRR
Tolkien's The Lord Of The Rings,” he
begins. “| got the idea of Urobelos from
an old children’s picture book that | used
to enjoy, while Mecha Pon was simply

= &rt desgn from Strider's Amazan leval, Note tha

design of Lagoumachanic in the hackground.

-

[Arcada] The Amazon staga has you swingng through
trees, fighming off natves and hitching rides on dinceaurs
my homage to the Toho movie character
Mechani-Kong. Lagourmnechanic, on the
other hand, was a little more convoluted.
| saw it as an evolution of the dinosaurs

on the Amazon level, but gave it the
frame of a fowdl. The attack where it
reaches out at you with its huge claw
represents a chicken scratching around
for food. Finally, | based its head on the
front of an F-16 fighter.”

Another interesting aspect of Sinder's
inventive mayors is that they're one
of the first examples of the boss
rush, which would go on to become a
staple part of Capcom’s newer games,
especially titles like Devil May Cry and
Viewtiful Joe. After taking down robatic
drones that look suspiciously like Retum
Of The Jedi's AT-ST walkers, and facing
a breathtaking anti-gravity section full
of dangerous spikes and a drop into
deep space, Hiryu has to contend with
virtually every boss in quick succession,
before finally using Urobolos to hitch a
[ift to the waiting Grandmaster Meio

It's a fantastic, if thoroughly draining,
end to an astounding game, but Stider's
boss rush didn't originate from any
reason ather than to get the most out of

THE MAKRING OF: STRIDER

[Arcade] The final stage is full of amazinghy tricky
zagtions, ineluding this stressful anti-gravity area.

the CPS-1's limited memory.

“We were obwviaushy working to
a tight budget, so0 | simply ended up
reusing the earlier bosses as a way of
saving memory,” explains Yotsui. “The
basic idea is to compound enamies by
simply reusing the same sprites; it's a
simple educational process when you're
rmaking videogames. Of course, | applied
this same structure to the bosses, but
did make them far tougher in order to
challenge the player.”

Strider's magnificent bosses were
backed up by some truly spectacular
sprite and art design that really pushed
the relatively new CPS-1 hardware.
Debuting on huge 28-inch monitors and
constantly assaulting you with its gaudy
visugls and dazzling enemy desian,
it constantly drew crowds whenever
anvbody was playing it. Indeed, even
today, Strider's visuals still manage to
inspire, both due to their othenwarldly
design and the sheer imagination that
can be seen in every single screen. This
graphical splendour was also important
to Yotsui, and he was adamart that his
own interpretation of Stider would not
only stand apart from its peers but also
any other arcade games.

“Far me, an arcade game's destiny
is that it has to represent the drama and
story of what's happening on screen as
effectively as possible,” he continues.
“There's often no other escape route
for the staff who are working on it, so
the best way of making your point is by
using visual expression. | ahways want to
capture the dramatic side of things when
creating games, and the new CPS board
enabled me ta do that. | knew that my
options were limited and that if | wanted
to get the best out of both the game
and the systemn | had to be as thorough
as possible. When playing games there
really isn't arything else 1o compare
them to, so you would make them
fundamentally ‘all about the visuals™.

While Sinider's visuals still hold their
awn today, it's every bit down to the
athleticisrm of Hiryu himself as it is to
the gob-smackingly beautiful visuals.
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1S STRIDER,
ONLY NOT
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W Format: NES

M Year Released: 1989
Although Masahiko
Kurakawa's take on Stidar
doesn't match the shear
brilliance of Yotsui's arcade-
powerad vision, it remains

a surprisingly strang
release that was typical

of the high-quality titles
that Capcom was praducing
on Nintendao's 8-bit system
at the time.

148

The Making Of aus
[STRIDER]

Wanting to show off just haw nimble his
version of Strider could be — Kurokawa's
version is like a pensioner in companson
—Yotsul created a digital playground that
allowed gamers to really experiment
with the character's abilities. Indeed,
fram the moment he glides in and starts
swinging his falchion through hordes of
enemias, you're instantly in awe of his
athleticism. Huge gantries, cavermous
hales, and gigantic cogs — each and
eveny ona allows Strider to climb and
explore his beautifully created world In

a way that was simply mesmernising
back in the day. Gracefully cartwheeling
through the air, dispensing enemies with
a lethal sliding attack, hanging from the
undersides of flying skiffs using just

his hands, climbing up sheer surfaces
ike & monkey... He's an absolute joy

to conirol and stands proudly apart

from wirtually any other arcade hero we
can think of, although this athleticism

B Format: Various

M Year Released:

After acquirin

1930

to canvert the ariginal

give Capcom's cla
name. Level design

bosses lacked |

and even the graphics

naothing special.
T

'y
-
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M Format: Arcade
M Year Released: 2000
Capcom released a
true sequel to Striderin
2000, which very nearly
gclipsed its ariginal effart.
Graphi s astonishing,
_t making great use of the
Sany ZN-2 hardware, Fillad
with over-the-top bosses
and inventive set pieces, it's
anly really let down by being
a littla too easy.

qin

wasn't without same dawnfalls. “We
used a tremendous amount of data for
Hiryu's animation,” recalls Yotsul when
wee asked him how Capcom was able
to create such a spectacular-looking
hera. “In fact, I'm pretty sure we used
the same amaunt of data on Strider’s
arimation that we would use on two
games back then.”

Hiryu's agility actually stems from
Yotsul's own love of outdoor pursuits,
not to mention that aforementioned
chimb to a neighbouring building. 1 love
mountain-climbing, so | would say that
defintely affected Simoder's gameplay
and level design,” continues Yatsui, I
love the feeling | get when 'm climbing
over a high, mystenious peak; that feeling
wien the air hits you. I'm also a big fan
of skiing and diving, which makes me
feal like I'm being thrown into the air
Above all, though, | wanted to imagine
a world that would feature all those

[Arcade] Strider’s slide attack is absolutaly devastating
and makes shart work af his opponents.

M Format: Arcade

M Year Released: 1998
Any game that allows you
to pit Strider against the
Hulk is always going ta be
entertaining, but you'll still
be impressed with just how
much fun Marvel vs Capcom
actually is. Strider is a
playable fighter and has

of amazing moves.

M Format: Arcade

M Year Released: 2000
Although the concept
changed slightly, this
was otherwise business

strangely mixed-up elements.”

Yatsui's love of rock-climbing is
most natable in Smider's second stage,
which is still ane of the greatest levels
that you'll ever see in a videogame.
Featuring dramatic battles with bath
huge rabotic garlla Mecha Pon and
Solo, a bounty hunter far hire who looks
suspiciously ke Boba Fett, Smder's
greatest moment happens immediately
atter he dispatches Solo. Standing at the
precipice of a mountain, the crazy Hiryu
simply runs down it, setting off mines
as he does so, before majestically cart-
wheeling to safety. It's an unforgettable
moment that's made all the better by
the excellent audio that accompanies it.

Like its astonishing visuals, Stider's
compositions are also aver and above
wihat was typical of the time, giving
the on-screen events a huge amaount
aof gravitas. The sweeping orchestral
arrangements - the Mega Drive and
PC Engine versions feature even more
stiring tunes - matched Hiryu's on-
screan shenanigans rmagnificenthy, giving
Strider a truly epic feel

“At the beginning | would intrude
so much that | would simphy confuse
Junko Tamiya, Sinder's composer,”
laughs Yotsui as he recalls the creation
aof tha game’s epic tunes and how
he wanted them to be “just parfact”.

“I remember making her listen to

lgor Stravinsky's The Rite OFf Spang
aver and over again and then stated
that her work was unreasonable. |
wiould even hum the song to her
ryself. | admit that ry attention to
detall was a little crazy. It gotto a
stage when a notice was put on the
sound room's door stating: "The game
designer from the first project team

B Format: Neo Geo Pocket
M Year Released: 1999
Strider’s appe

which feature characters
from bath the Capoam and
SNK unive Strider is
nat enly hard ta find, but
rather strong as well.

a5 usual, with Capcom
praducing another slick
brawler. Strider Hiryu

returns to the fray and is
just as deadly as he was in
the first gama.




o |Mega Drive] It's not &= perfect as the Sharp XG8000
conversion, but we'd wger that it wes far more popular.

15 not allowved to enter!’

“Evertually, though, the composer
began to understand exactly what | did
and didn't like and she began creating
pieces that | have no problems with.
Fortunately, she was surrounded by a
very talented team in the sound room
that helped matters greatly. | was
making a lot of demands but it was
because | felt that the atmaosphere for
each scene was so important. | was
taking my inspiration from classic ballet
or old Walt Disney cartoons, and |
wanted Stider to have music that could
be dramatic, but also had a lot of energy
to it. | would just stand there screaming
behind all the sound staff while not
actually doing arything!"”

With Yotsui constantly expecting
perfection from his staff, it should come
as no surpnse to learn that Stider's
development wasn't exactly smooth
sailing for all involved. Strider’s original
eight-month development plan was
constantly delaved, and the ten-man
teamn was soon joined by members
of Capcom's other projects in order
to get the game finished. Despite the
young age of Yotsui, he was shown an
unusually large amount of leniency from
Fujivara, who ensured that Strider was

o [Areada] Ezsity the most spactacular mamant in the game. Itwas saguences ike Strider's downhil rn that mada the game
50 popular with gamers.

only finished when Yotsui said so.

“He was known as a manager who
was very sinict with his junior staff, but
he was surprisingly generous towards
me while | was working on Stader,”
recalls Yotsui, Despite the fact that we
were working on this collaboration, |
was allowed free rein to do whatever |
wanted with the arcade ieration, and |
was never forced to copy ideas from the
other twa projects. When making Strider
| just did what | felt was right, and | felt
as one with the game. Even if there had
been demand from elsewhere | would
have simply overturmed it.”

Eventually released in 1989 to great
critical acclaim, we asked Yotsui why
he thought that the game becarme such
a success and why 0 many gamers
still enjoy the franchise that Stnder
eventualty spawned. "When Stider was
first created, all of the staff, including
miyself, were in their mid-twenties,” he

begins. “There was a potent mixture of
immaturity and far too much confidence
that resulted in a truly great game.”

So the big question now that Yotsui is
aware of just how many people still love
his game - in typical Japanese fashion,
he was reluctant to discuss Strider's
2000 sequel - would he perhaps be
persuaded to return on a new gamea?

“Well, | would if Capcom put forth
their usual audacity and gave me a
call,” he laughs, “Having said that, |
can't really see how Stnder would be
successful in today's market. With
Stider, gamers seem 1o connect
with its controls and the magnificent
stage development and spectacular
sequences. If they're now looking for
that type of image in a new game,
| could easily see it causing budget
bankruptcy. It wouldn't necessarily be
a good business idea, and if it was
given a imited budget you wiould have
a contradiction in gquality that meant
it wouldn't really feel like a Strider
game. Having to decide upon making
a game that offers emational effect or
is simply a business success is a very
hard question to answer. The original
Stider was already in the low profit
range and, as a product, was never
that easy to market.”

“I'm just truby touched that there are
peaple out there whao still enjoy Strider
some 20 years after its original release.”

—

+ [Arcada) This sereenshos from Street Fghter Afpha 2isn't
a camen, a5 it's actualy somaone dressing up as Hinu

=

Thanlks to Maiko Hinson for her invaluable translation, Kouichi Yotsui for his time and, finally,

Sam Roberts for his helpful assistance and making an arduous nine-year quest a reality.
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0= CHRAMTIMOND

Only a select few developers have the ability to shift units by merely attaching their
name to their titles, and Geoff Cramnmond is unquestionably a member of this
elite club. In this exclusive interview, he speaks to Damien McFerran about the

past, present and future

EARMARKED FOR A successful career in electronics,
Geoff Crammond approached the concept of creating
videogames as an outlet for his creative urges; what
was supposed to be a harmless hobby ended up
becoming his fultime job. After cutting his teeth on the
BBC Micro, Crammond went on to create some of the
finest driving simulations the videogame industry has
ever seen, as well as crafting The Sentinel — a garme that
still has the power to enchant more than two decades
after its initial release. However, since his last game
—2002's Grand Prix 4 — Crarnmond has fallen off the
radar and out of the public eye. Until now, that is...

It'sa
predictable first question,
but how did you become involved
with programming?

When | left
university Dworked for Marconi and
there | learnt the high-level language
Fortran, which | used to do maths
maodelling optimisation work; that was
my first experience of programming.
The computer had 32K of RAM and
filled a large room. It was replaced
with samething considerably more
powerful during my eight vears there.

What led you to work on
the BBC Micro?

A couple of years before leaving
Marconi | had noticed that home
computers wviere starting to appear

RETRO GAMER COLLECTION DOLS

and had the idea of doing some sort
of 3D flying program just as a hobby.
| went to a show at Qlympia where
the BBC Micro was on display for the
first time; | was so impressed that |
orderad one there and then, It arrived
about six months later, probably one
of the first 10 be dispatched. | quickly
got to grips with its inbuilt language,
BASIC, which | found was very
similar to Fartran, but also rather slow
when running. Each line of code was
being interpreted into machine code
in real-time rather than having been
compiled into machine code before
running. | realised that | would have
to program the computer using a low-
level assembler language, which the
BBC was able to compile to produce
a fast-running program.

Super Invaders was your
first game. Can you tell us a bit
about this title?

| bought a book on the 6502
microprocessor assembly language
and then had to decide what to
do. | suppose Super Invaders just
seemed like a good game to develop
in order to learn how to write a
game. | instantly became addicted
to the whole experience; it was like
discovering a new wiorld. | remember
that visiting cousins had a go at
designing some of the aliens and |
actually incarporated some of tham.

| added a caterpillar track effect to the
shooting thing at the bottorn of the
screen and added a tougher mode
as well, where the bombs are slightly
homing and the aliens’ space gets
narrower. The game was finished
and, amazingly, compared with what
was to follow, it only took me three
ronths to cornplate it

How did you market the
game when it came out?

As | worked on it | had the
idea of maybe putting an advert in a
magazine and sending off cassettes
when pecple ordered it. By the time
it was finished someone who saw
it suggested approaching Acornsoft
to see if they wanted to publish it
| was lucky in that although they
had done versicns of other popular
arcade games, they hadn't done a
Space Invaders-style title. | took it to
Cambridge to shaw them and they
liked it and published it. My foot was
in the door,

Can you tell us a little bit
about your next game, Aviator?

Well, after daing Super lnvaders,
Acornsoft asked what | was going
to do next, and | still had my ariginal
goal in mind of creating some sort
of 3D flying garme. | went away and
started work, with the key difference
this time being that | knew it would
be published, which was guite




GEOFF CRAMMOND

DOWNLOAD THE PODCAST N

Far the full lowdown on the Gecff Crarnmond
interview, visit www.imaginepodcasts.com

“To be honest,

I didn't follow
motor racing
before Revs.
That would all
change in the
future once | had
been introduced
to the sport”
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Unt Car Racer 1989

Formula One Grand Prix 1992
Grand Prix 2 1996

Grand Prix 3 2000

Grand Prix 3 2000 2001
Grand Prix 4 2002
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awesome, really. | chose a Spitfire
simply becauss that seemed like
something that | would like to fly given
a choice; | even got hold of a plot's
manual for a Spitfire and ather data

so | could do the simulation. Awviator
wias fascinating o work on. | hadn't
done a flight sim before so it was very
interesting developing the simulation.
Also, | hadn't done 3D graphics before
so that was all new. It was my first
30 world and took me a year to do it

I rermember the game's launch was
good: we did it at the Hendon Air
Musaum next to a real Spitfire and we
had an actual Spitfire pilot frem World
War Il as a guest

Revs came
next and was your
first experience of
the genre in which
you would later find
worldwide fame.
Were you a fan of
ran::lngr beforehand?

0 be honest,
no, | didn't follow
motor racing. That
would all change in
the future once | had
been introduced to
the sport. Revs came
about because Acorn
Computers were
sponsoring a Formula
3 racing driver by the
name of David Hunt
— the younger brother
of the ex-F1 champion
James Hunt. After
the launch of Aviator,
Acornsoft asked me if
| could do a Formula 3
racmﬁ game given
that [ would have
access to David and
his team, who were,
at that time, Eddie
Jordan Racing based
at Silverstone. This
sounded great, so
naturally | agreed.

This, of course, marked
a massive turning point in
your career...

True. It was then that | decided
tor lgave my full-time job. Using up

all my spare time on games while
wirking at Marconi was no longer

RETAO GAMER COLLECTION DOLS
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THE SENTINEL

J\ﬂln

[Amiga) Few games. hana the ability to challenge The Samivels cveradetmingty spodlkoy viba,

ALTHOUGH MARY WOLILD argue
that the Fornwe One Grand Frix series
= Crammond's enduring legacy, this
1286 releass remains ane of the

st mesmernising videogames in
existence. Essentially a game in which
anengy management is of paramount
rmporiance, tha ultimats objective is

19 guide your Synthoid robot to the
highest point of the map, thus absorbing
the power of the malevolent Sertinel,
which drains your [ife-force whenewer
fits gaze falls upon yau. As your Syrithoid
= ncapable of movement, you must
achieve your alm by accurmuiating
energy from other objects and cregting
clones, ta which you can fransfer your

L, consciousness. The Sertinel is a timeless
\ \5 : gama despita the crude natura of the

b 30 visuals, In 1998 an updated version
wias released under the title Sentine!
Retums fram developer Hookstone, with
Crammond havirg no direct nput.

FORMULA ONE GRAND PRIH NESESa

[Atari ST] Even todeay, FIGP retains its tght gameplay and intense reaksm

IT'S CHFFICULT TO understate the sheer impact that Crammaond's
1592 racer had on the genre a3 a whole; without it, games like Gran
Tursmo and Farza Motorspart would not esast. It was one of the first
gamas o offer a truly accurats reprasantation of driving a Farmula 1
car and introduced plavers 1o the cancept of fine-tuning thair vehcle
n order 1o get the best performance. It's a testarment o the game's
andurng poputarty that a small community continues to tinker with
the codea wia the open-source editor Cheguered Flag. Although GPT
has besan cormtortably eclipsed by later racers — including the three
saguals it spawned = it's still devilishby good fun w play, even today.

STUNT CAR RRACER

(L BSOH) i ISL0:0%. ]
ki [Armigal Siwnt Cav Racer |s a fourwheeled rict. It's st reakstc,

COMPARED TO CRAMMORND'S other racing titles, Stunt Car Racer
foels refreshingly chaatic. Tha action takes place an a race track
elevated from the ground, and rmisjudging a comer results [ your car
booking an appointrment with terra firma, As the tite suggests, much
of the enjovment 1o be gained revalves around performing outlandish
tricks and jumps, all of which look and feel authentic thanks to the
incradibdy realistic physics engine. Many fans have dascribad the
game as a rollercoaster ride, which is a wery apt manner inwhich 1o
sum up this Truly unigue racer. it's a sharne, then, that the proposed
sequel — St Car Racer Pro— never saw the light of day.

FORMULA ONE GRAND

PRIH Y

[PC] GP4 s kept up to date with fan-produced mocds.

THE UNDISPUTED PINMACLE of Crammand's near-legendary
Grand Prix serigs, Grand Frix 4 i deermad by many fans to be the
most gocurate representation of motorsport ever created, benefiting
fram Crammmond's finety haned physics engine and an astonishingly
reglistic weather systerm. Sadhy, due to arcana licensing issues, the
game was saddled with a LAN multiplayer moda at a trme whan
evary othar devalaper was looking o intameat-based player-io-
player ink-ups, but, despite this minar niggle, GRY s a tremendous
achievernent that is unlkely o be bettered untl Crammmond himself
starts work on GFPS . wheanewer that may be.

AVIATOR

1B2C Micro] Back in 1983, this was mind-bicwing stuff

CRAMMOMD'S SECOND CAME laoks positively archaic now, but
it's nenarthelass an important ralease in his carser and one that 15
waorth chiecking out even today. The basic wirefrarme visuals belie

&n astonishing level of depth and physical realism — for example, the
garme featured a realistic interpretation of the g-forces that would
attack your plana’s wings as i dove owards the Earth. Although

tha game featured combat, with marauding afans providing armpha
targets for your Spitfiee’s bullets, it's often moee fun to fly around the
map. Indeed, the game actively encourages it, awarding points for
spectacular ploting.




tenable for me, them or my wifa,

s0 | decided with this commission
that | would go full-time into a new
career doing computar gamas. A lot
of people thought | was taking a big
risk and that the computer games
industry rmight come and go lke a
fad. Anather consideration was that
we were axpecting an addition to
the family within months. For me,
though, it was a no-brainer. | had
always warted 1o have rmy own
business in samething, | really liked
the work, and | could see incradible
opportunities ahead. Besides my
technical background, | also have an
arty side; | had done some il painting
when | was younger and, just before
getting my first home computer, |
was experimenting with airbrush
painting. Also, | have played guitar
since the age of about 13 and used
to spend a lot of time multi-tracking
and building guitar effects equipment;
| even played in a band briefly, So
computer games with their graphics
and sound and their potential for
simulation were an ideal fit for my
interasts in art, music and physics

What kind of research did
you indulge in when you started
creating Revs?

Wiell, one of the first things |
did was to go round the Thruxton
racing circuit as a passenger in a
neww BMW driven by Dawid Hunt at
a corporate event, That experience
made me realise that racing cars on
a track was unrecognisable as an
activity compared with driving a car
on the road. My recollection is ane of
incredible g-forces and the feeling of
being continually in a slide all the way
round the circuit = a bit like a therme
park ride, actually. | was amazed at
the way David was able to feel the
balance of the car and he showed
me how he could steer with the
throttle instead of the steerng whesl.
When we arrived back in the pit lane
| got out of the car and saw that the
tyres, which had been new when
wie started, were now strangely
wiorn such that each chunk of tread
had a sideways bevel of 45 degrees
due to the way it had distorted while
an the limit around a predominately
clockwise circuit.

Like Awviator, Revs was
praised for its incredible realism
and convincing physics. What
was it like moving from a plane
to a car? Did this present any
challenges from a coding point
of view, or was it, in fact, easier
to create a realistic game engine
based around the physics of a
land-based vehicle?

Surprisingly, | found the physics
of how a car urns a comer to be

trickier — or perhaps less obvious

— than the physics of flight. Also,

the body of a car and its wheels
have a more direct connection with
the road than a plane's body in air,
and that makes the equations mora
sensitive to the attitude of the car.
Refrash rates have to be higher

in order to maintain mathematical
stability. One of the things | did

was to map the circuit in true 30
co-ordinates, which | hadn’t seen
done before. Racing games at that
timea were like Pole Position whers a
bend seemed like a distorted straight
rather than something you actualky
arrivad at. | also put red and white
striped kerbs at the apexes and exits.
The combination of 30-mappad
co-ordinates, apex and exit kerbs,

a physics simulation and analogue
joysticks meant that, even though
the graphics were really crude, the
brain was able to perceive the reality
presant and many an hour could be
anjoyed just trying to squeeze another

k& For me, going into the
games industry ful-time
was a no-brainer 37

work, and | believed that the ability to
explora a 30 world would more than
compensate for that characteristic.
Once | had the landscape system,
| then needad to devise a game 10
play on it. | seem to remember that
it took two or three weeks to come
up with the initial idea of something
on a tower that you had to defeat,
but once | had that then the rest fell
into place shortly afterwards, The first
varsion took about six manths from
start to finish, | spent the next six
rnonths or so doing conversions
to many other home
computers of the day.
It's quite a
surreal and abstract
game compared to
your ultra-realistic
simulations. Did you
feel like a change of pace
when you started on it?
Al my games involved
wiriting my own graphics
engine, so The Sentinel
was just anather project in
that respect, but | didn't
see myself as necessarily
anly working on
vehicle simulations.
| was just inspired
by the interactive
virtual reality

0.1 seconds off the lap tme, David
Hunt raced it during development
and gave me excellent feedback,
s0 | knew it was performing
realistically. Like Awviator, Revs took
about a year, but this time | was
working on it full-tirme

Your next project, The
Sentinel, was something of a
deviation. Can you tell us where
the inspiration came from?

Well, the idea for The Senfinef
came about because it crossed my
mind that, although computers at
that time were nat powerful enough
to do detalled real-time 3D action,
there was a way that it could
be done - albeit with some
restriction on movement, With
a slight tweak to the formula for
3D projection | was able to do
3D polygon rendering such that,
once constructed, the scene
could be scrolled without having
to re-render except for the new
hit that was coming on from the
edge of the screen, That meant
that | onby had to render a small
percentage of the scene when
panning araund.
The panning was
still done in jerks,
but it was real-
time enaugh ta

GEOFF CRAMMOND

#» [PC) Grand Prix 2was a world apart
from its predocessor, shaweasing fexture-
mapped cars and mcreased realism.

expenence of playing the game; |
suppose | consider virtual reality to be
a simulation armyway.

Sentinel Returns updated
the concept for the PlayStation
generation. Were you involved
with the production of this title?

I'wasn't that heavily involved,
no. | wiould have been too busy
myself with whatever | was working
an at the ime. My business manager,
John Cook, was a big fan of The
Sentinel and he basically drove the
Santinel Retuns project. | think | did
supply the source code so that they
would have such things as landscape
generation algorithms and so on, but
| expect they created the rest from
their overall knowledge of how the
game was supposed to play. They
certainly had some nice ideas with
regard to the look and feel of the 3D.

1989's Stunt Car Racer was
your second car-based title, but
this time with an emphasis on
bouncy physics and exhilarating
action. Why did you choose to
create a title that was far more
manic and action-packed?

| once described how |
developed Stunt Car Racerin a
previous magazine interview and was
bemused to read afterwards that
someone thought | was re-writing

AETRO GRMER COLLECTION UOLS
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histary and that | got the idea aftar
sesing Hard Drvn’ in the arcades.
The truth is that | can honastly say
that Hard Dmvin’ had absclutely zero
influgnce on Stunt Car Racer, which
had taken me thres yvears to create. |
only became aware of Hard Dimvin’ a
faw months before the release of
Stunt Car Racer, The game actually
started out as a sort of land-roving
vehicle sim, driving around on a
randomly undulating landscape. Early
in developmeant | put in physics for
the suspension and was driving it
around when | noticed that | had tha
most fun when | encountered a bit of
a ramp in the landscape and ook off
and landed. That started rme thinking,
so | flattened the landscape apart
fram an ‘up’ ramp and ‘down’ ramp in
the middle of a big field. | immediataly
got a great sensation when | jumped
the ramp, so | added a couple mora
The next thing | realised was that it
was too difficult to find the ramps
in the big field they were in and so |
needed a track to follow to easily get
from one obstacle to another. | didn't
want it to be a road-racing game with
comering as the main challenge, so |
chose to make the corners banked
so they could be driven without
having to consider taking a best
racing line. | was about a year into
development by now and was coding
the game on the Commadore 64, |
had the basic systern and did a lot
of experimeanting with different
circuits and types of track gradient
| also thought the C64 was not
powerful enough to have another
car an the track, and so the idea
was 1o just do timed laps arcund
various obstacle courses. Fortunately,
| later decided that the game needed
the racing mode, so | put in a single
opponent. The damage systam
seemed like a natural counter to
just keeping the foot to the floor
and the boost system also added
to the gameplay.

What about the 16-hit
versions of the game?

When it came to doing the
Atari ST and Amiga versions | went
for polygon plotting instead of the
solid fill technigque on the C64. While
| was working on them | noted that
both machines had an RS-232 serial
port. | had already done some RS-232
stuff on the BBC Micro years before
- to output some Aviator data in
real-time - and thought it would be
cool to be able to link machines by
cennecting these ports and having a
head-to-head race with a friend. That
trned cut o be a popular addition
and | think it was quite a novelty that
an Atari 5T could be connected to a
Commaodare Amiga.

RETRO GAMER COLLECTION DOL.S

What has
happened to Stunt
Car Racer Pro, which
you were working
on at one point with
Lost Toys Studios?

Stunt Car Racer
Pro was designed
fundamentally as a
multiplayer game
and, of course, we
wouldn't have had
an?( restrictions with
online play like
we did with the
F1 licence in
the Grand Prix
series. It's a real
shame it never
happened. It
was a self-
financed IFFOIECT
that simply hit
a patch where
publishers just
weren't signing

on the dotted line. We
got it to a working
demo stage, but as it
was self-financed, we
had a limited timeline
before it became
impractical to continue
with the team. My
business manager
calls it the best game
he never sold.

Formula One Grand Prix is
arguably the series for which
you're most famous. Was it
simply a natural progression
from the Formula 3 action
seen in Revs?
Mat long after
r finishing Stunt Car Racer,
rny publisher, which was
MicroProse at the time,
rang me up one day and said
that they wera in talks with
MclLaren about a possibla
licence deal and would | be
interested in doing an F1
game. MclLaren were, at
that time, a top team with
the likes of Ayrton Senna
and Alain Prost driving for

&L Putting in kerbs that were
raised off the ground seemed
like a big feature back then 73

" [PC] Gramd Prix 451l
mm%_ —

T

[——

SIEMENS

them. | had followed F1 avidly since
daoing Revs and it was at a time when
Migel Mansel was on the scene - |
always thought he was a particularky
aentartaining dnver. | had always
expectad to do an F1 game ona day
and with the power of machines
like: the Atari ST and Amiga, plus the
passible licence deal, this was just the
nght moment for me ta do it | started
with a blank shest and just tried to
make things as realistic as | could.
Putting in apax and overrun kerbs that
were raised off the ground seemed
like: & big feature back then. | had a
track — Silverstone — done and an F1
car as well by the time | went to my
first maeting with McLaren. That
was really interesting talking to them
As it turned out, the licenca deal was
never done, but the project was far
enough advanced for me just to camy
on and finish it

What were your ultimate
objectives when you were
creating GPT?

For me, the simulator had to
be realistic but also drivable. | didn't
want a game where simply getting
round the next bend was a big
achievernant - that just wouldn't feel
right. It was essential for GP1 that
there was some steering help that
was effective since even the joysticks
for the Atari ST and Amiga were
switched joysticks - in other words,
‘all or nothing'. | knew from Revs that
keyboard operation was inferior to the
BBC Micro's analogue joysticks and
yat that was all there was to work
with. | realty took the point of view that
negotiating a corner should demand
the same sort of dexterity and thought
process as it does in real life, and that
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1981 was the year
Crammond released

his first game, Super
Invaders. It made the
equivalent of about two-
thirds of his annual salary
at the time

Magazine PC Zone
awarded Grand Prix 2
awhopping 95%

Despite his fame,
Crammond has only
produced 11 games in
almost three decades

Revs originally shipped
with just one track
—Silverstone —but an
expansion was later
released that granted an
additional 4 circuits

26 drivers from the 1994
season were included in
Grand

Prix 2, although Ayrton
Senna and Roland
Ratzenberger were
omitted as a token of
respect — both drivers
perished during that year’s
campaign

It took around 3 seconds
for each of

the scenes to render

in the Cé4 version of The
Sentinel

is how | decided on how steering help
would waork

With Grand Prix 3 you
introduced features such as
variable weather effects that could
change during a race — was this
difficult to program?

The wet weather feature was
huge. That is why | left it out of GP2; |
simply didn't have time to do it justice
GF3 was my opportunity. The weather
systermn was fully simulated, right down
to rain-bearing clouds that come in
from a distance. The wet track had
variahle water depth and therefore
changes in grip and the whole thing
could dry and have a drying line. It
was also possible for one part of the
circuit to be wet while the rest was
dry, and so on

Although GP3 received
glowing scores, it is seen by many
fans as the weakest in the series.
Why do you think this is the case?

If that is the case then perhaps
pecple’s perceptions are affected by
graphics quality. Clearly the graphics
quality of GF2was a big step up
from GPT, and GP4 s a big step up
from GP3, but that's just the way that
the graphics progressed. The reality
from where | sit is that if | lock at the

advances in the physics of GP4
compared with
GP2 then most
of the big
developments
actually went
into GP3. GF3

had the all-nevw wet weather system,
as | said, which was huge, but it was
also the version where | completely
overhauled the modelling of the
transrmission systern and tyres and
incorporated an active differential

You could do "doughnuts’ for the

first time. Alse, the cars were able

to tumble upside down for the first
tima. That kind of enhancement was
not trivial. GP3Z 2000 also saw further
additions, including being able to
collide with debns, for example, The
ather thing to bear in mind is that

sim enthusiasts can understandably
sometimes get the wrong idea about
something. | have seen forums
where people can collectively arrive
at all sorts of misconceptions about
howe the sim works, saying things

like the simulator puts the car on

rails when you use steering help

ar when you do a "doughnut’ the
manoceuvre is ‘canned’, by which they
mean a pre-programmed sequence
of positions. The truth is that all the
steering help does is feed a value

to the steering wheel position in the
simulatar, absalutely nothing else, and
'deughnuts’ are properly simulated,
interactive and unigue and never
‘canned’. My experience has been that
pecple have their loyalties regarding
different sims and cnce they have
decided something, there is little
likelihood that they can be persuaded
otherwise, particularly if they have
already expressed an opinion onling. If 1
tried to monitor all the forums trying to

GEOFF CRAMMOND

comect misconceptions | wouldn't have
time for anything else

Around the

time of GP3’s release,
Sony had stepped
gp e production

its own Formula
One franchise on the
PlayStation. Although
this series was
markedly inferior to
Grand Prix in terms
of realism, did it
influence your work
on your own games?

| mainly

remember being
impressed b
the power of the
PlayStation and its
ability to do fast
texturing. | thought
leaving skid marks
was a good idea.

How many people worked on
the development of GP4?

There was a team of about 30
at MicroFrose who worked on GP4
Basically | worked on the physics and
Al and | took the raw GPS data and
comverted It into a 'physics track” mesh,
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which comprised everything inside,
including tha fances. MicroProse took
that from me and created a graphics
track that incorporated the mesh of the
physics track. MicroProse did the rest
of the game, including all the graphics,
sound and menus. Obviausly | had to
provide interfaces so that the sim could
drive things like the sound, pit crew
actions, the weather, car setups, race
rasults, data logging and so on.

Is it true that
GP4 was planned
for conversion to the
Xbox console? Why
was it cancelled?

Yes, the Xbox
version of GP4 was
even demonstrated
to the press during
a promotion day. |
thought it looked very
good and worked
well. It was a casualty
of the MicroProse
studio closure, which
was announced two
weeks after GP4 was
released on the PC.
A couple of months
work was needed
to finish the Xbox
version, so sadly it
couldn’t be done.

Fans continue to support GP4
with their own mods. Have you
ever been consulted on them?

| have never got involved with
the mads. | think that because those
activities are unafficial, there was
never any question of me being
imealved for contractual reasons
However, with the closure of the
studio, the support for the product,
which | had expected to come from
the MicroProse team and myself,
has, at least in part, been replaced
with the unofficial support, so in that
respect it actually pleases me.

Your background is actually
in physics. Bearing this in mind, do

you think it's possible
that you

RETRO GAMER COLLECTION DOL.S

approach games from a slightly
different perspective than other
programmers; that you look first at
the potential for realism and then
build the game up around that?
| don't knosy how ather
programmers approach things, but
| like to develop a game hands-on'
rathar than on paper. That's how | find
out if somathing is enjoyable or not
QOver the years, the size
of development teams has
skyrocketed as games have
become ever more complex,
yet back when you started
programming, single-man teams
were the norm. Has this shift in
the industry resulted in better
games do you think, or is there an
argument for having smaller dev
teams, which might possibly result
in a more cohesive end product?
There seem 1o be opportunities
now at both ends of the spectrum
As well as the garmes that require
big teams, an individual now can
self-publish an iIPhone application, for
example. | have always been a fan
of the smallteam athic becausa it is
easy to contral the project, the ideas
and the software, But some games
just require too many man-hours to do
that way, After ry Stunt Car Racer Pro
exparance | know that tha bast thing

Super Invaders
as my first game;
Awviator as my first
simulator; Aevs as
my first racing game;
The Sentinel for its
originality; and Stunt
Car Racer for the
ame concept and
inked play mode.

Could you tell us one
particularly amusing moment
from your career?

I 'was on a golf holiday in
Spain with some guys who were
unconnected with the games industry:
We were driving in the rain and as we
entered a tunnel | exclaimed loudhy,
with a note of surprise, “l's not
raining in the tunnel!” | then had to
explain that | was developing the wet
weather simulation for rmy latest
game and hadn't considered that the
tunnel at Monaco would need code
10 stop it raining insida, Thay thought
this was very amusing for soma
reason and often repaat the tale at
various social events,

Amiga Power had a running
joke where you were referred to as
‘Sir Geoff’ within the pages of the

k&1 have always been a fan
of small teams because 1t is
easy to control the project 77

about a small team is that they can
develop cheaply.

Out of all the
games that you've
created, which one
do you hold the
most dear?

Obviously the
Grand Prix series of

ames is, for me,
the pinnacle of all my
games, but | think
each one has been
special for me for a
variety of reasons:

magazine. Did you see it as a term
of endearment?

Yes, very much so. | actually
found it a source of encouragement.

Has there been any one game
that has been an influence on you
during your programming career?

| recall when | saw Papyrus's
Indy Car Racing with texturing for the
first time | knew | would at least have
to achieve a similar standard with the
GFP2 graphics.

Your old friend Jon Ritman
recently commented that your
attention to detail is astonishing
and that you'd spent time
incorporating features that might
not necessarily get noticed by
the gamer. Do you think you're
somewhat obsessive in this

respect, or do you feel that all of
these layers of detail only add to
the overall experience of realism?
Laok, the closest | have come
to driving a real F1 car is sitting
in ane. The best way far me

to ensure that the simulator provides

a realistic simulation of the real thing

15 to include as much real data and

as much physics as is practically
possible. The best corrcboration of the
simulator cama whean | managed to
get hold of some real F1 data-logging
charts. Other than that, lap times

werg the best way of evaluating the
performance of all the teams. | saw a
really good thing on YouTube where
some guy had filmed a GP4 lap and
also had real in-car tootage of the same
lap and played them simultaneoushy
on the left and night of the screen.
Wigually it seemead almoest identical,
helped, of course, by the fact that the
tracks weare done using GPS data,

but what was amazing was how the
apexes and kerbs of each comer kept
appeanng in unison. | thaught that was
a very convincing demonstration of the
simulator. | have had feedback from
real drivers and it's all been positive

You've been absent from the
world of videogames for a while
now. Do you have any projects
under development that you can
tell us about?

When GP4 was over and the
studio closed | started a new phase
called 'having a normal life’ and no
longer worked seven days a week
including evenings. That enabled me
to do things called ‘hobbies’ and
pursue ‘interests’, However, over
the seven years of this phase | have
also been deing various recreational
programming projects, some of which
hawve imvolved research into game
physics. Oh, and now | program
exclusively in C++, which | really like,
I'm playing around with ideas that may
or may nat lead to something,

If resources and time weren't
an issue, what kind of game do you
think you would want to create? In
other words, what would be your
dream project?

Actually, Grand Prix 5 still feels
like unfinished business, but then again
something completely different could
be more interesting.

Are you still an avid follower
of Formula One?

After GP4, for a few years |
wiould just watch the cccasional
race. | really became interested again
with the arrival of Lewis Hamilton
and was glad he managed to clinch
the championship last year after just
missing cut the year before, It must
have been tough for Jenson Button
seeing this new kid on the block in
a competitive car and doing so well,
but he hung in there. Who could have
predicted such a tumaraund? This
season has bean amazing so far and
I'd just like to say well done to
Jenson and the Brawn team.




¥ [Amiga) St Car Racerbrings & whole new meaning 1o ‘crashing the game’.

Lap Time

0:00

Best Time 10:00.(0

GEOFF CRAMMOND

YOU HSH THE
LUESTIONS

We were inundated with questions for
Geoff and he kindly visited our forum
to answer those we didn't have tme
to ask. Check online if yours isn't here

Are you any good at driving a
real racing car?
| have tried vanous ‘expenence’ days
at racing circuits, driving such things
as a Peugeot saloon car, a Femran 355,
a Porsche Cayman and a single-seater
Formula Ford. When it comes to
evaluating my skills, | will refer to my
Peugeot salcon car experience at
Silverstone that | did with an instructor
in the car, When | was actually
doing it, | found that bacause of my
familiarity with driving the Silverstone
circuit on the computer, | approached
the whole thing very much like
playing a computer game
- that is to say | was
slighthy removad
from reality, The
subsequent
instructor’s report
contained phrases
such as 'speed
merchant’, which
sort of sounds okay,
but it also contained
wiords like 'bull’ and
‘china shop', The very
next day | did my “single-seater
experience day’, which surprisingly
began with another Peugeot saloon
car session. The instructors were
different and didn't know | had already
done it the previous day. | thought |
would impress and so didn't tell this
to my instructor; unfortunately this
caused considerable panic as we
approached the first bend at Copse,
which is a high-speed corner, | was
shouted at and threatened with an
immediate return to the pits. So |
guess | didn't impress!

Is there any game you've
seen and thought, ‘I wish I'd
programmed that'?

Tetnis.

Have you ever thought, ‘I'm
bored with driving games, so for
my next game | would really like
to make...'? Is that what happened
with The Sentinel?

When | did The Sentingl | had anby
done ane driving game, Revs, so |
dicin't feel that | was connected to any

particular genre. Later, wwhan doing
the Grand Prix series, | did have some
ather ideas, which | was too busy 1o
devalop and other people came out
with. The GP project was huge and
had a lot of momentum, with people
in place, licence in place, publisher

on board, and | wasn't about to walk
away from it to develop other ideas

Are you aware if any F1 drivers
played Grand Prix back in the day?
| am aware that thera were a few
drivers wha used Grand Prix to

lzarn tracks. | still have a copy of
a newspaper articla that
described how Mika
Salo intreduced GPZ o
Jacques Vileneuve
during his first
year in F1, Thesa
ara some of my
favourite quotes
from the interview
with Jacgues after
qualifying at Spa; “I've
been using it for the last
three Grands Prix"; “The
circuits are so realistic, amazingly
close to what they are really like, and
so are the cars™; "I've been using it
since Hockenheim, and within ten laps
| felt at home. The same in Hungary™.
The reason this all made the news
was that he got pole position at Spa.

Who's your favourite Doctor Who?
| find thern all slightly irrtating, to be
honest. That's not to say | haven't
watched it a lot.

Did you work on any games
that never saw the light of day?
Yes. | got into a habit of starting
a project, working on it for three
maonths, and then having a more
compelling idea that | would do
instead. With bills to pay and a low
baredom threshold, | didn't like to
stew for more than two or three
weeks just trying to think of my
next game idea, so | wolld get
started on samething with potential
and then invariably be struck by a
better idea at a random moment
away from my computer.
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only one of the best Mega Drive titles to never leave Japan, but also
one of the most electrifying platform heroes to appear on the console.

t's likely that you've never heard of Pulseman. The
game was released relatively late in the Mega Drive's

life, and was only released officially in Japan despite the
16-bit era marking a bit of a renaissance period for the
platform genre. It's a shame, too, as this lavish-looking

offering by Game Freak - the team that would go on to
create Pokémon - and, most notably, Pokémon designer
Ken Sugimori, was one of the better platform games

to come out of that epoch, in our opinion, and is widely
regarded as a masterpiece in game design.

A mixture of Sonfc and Mega Man, but with a strong
pang of Rocket Knight Adventures, Pulserman was a
glorious-locking platform game that may have felt like a
mixture of other platform games you've played before,
but it brought these pilfered ingredients to the boil with
an impressive amount of care and attention, making it a
bit of an undiscovered classic for the Mega Drive.

In the game you play as a Pulseman: a half-robot
half-human boy who is the result of his scientist dad
creating artificial life and then copping off with one of
his creations. It's a weird back story, and one that, for
legal reasons, we have to leave right there, but from
this odd union of man and machine, Earth gets itself a
new platform game hero who can harness electricity
— a power that Game Freak would later give to Pikachu

[Mlega Drve| This level shows aff somea
of the subtls tachnques that Game Fraak SCORE
1esas T make [ewals feel mare impressive, 3400

- and travel freely between the electronic and real world.
However, when prolonged exposure to the digital world
changes Pulesman’s dad into a crazed scientist, and
he embarks on a bit of global cyber-terrorism, it falls to
Pulseman to put an end to the evildoer's... uh... evildoing.
Split across six sizeable stages, glued together by a
variety of bonus levels, plus a final one to draw things to
a nice close, Pulseman certainly holds a lot of longevity.
And the fact that you're given a bit of freedomn in what
way you can attack the game means that even if you're
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[Mege Drive] As well as being wonderfilly animatad, Pulseman has a dizsying array of moves.

[Miga Drivi] Thee hevels are the stars of
FPuizeman, with aach faeling uniqua.

[Miga Drive] Pulseman wis th crisation of
Fakgman designer Ken Sugmari.

rubbish at it, you can still get to see a lot of
the good stuff that Pulseman has to offer - another
Mega Man parallel.

The levels in Pulseman are large and well-detailed, but
oddly sparse and usually only containing a handful of
enemies to circumvent. The challenge tends to
come from helping Pulseman negotiate his
way around the game's brilliantly designed
worlds using his various powers. And this
is another great element of the game.

Pulseman boasts an impressive arsenal
of moves, which includes a neat jump kick
that destroys those annoying enemies
lurking on overhead ledges - why can't
all platform game heroes have a handy
move like this? There's also a close-
range electric slash attack, and a dash
move that generates enough friction to
allow him to morph into a concentrated
ball of electricity and pinball around the
screen a bit llke Sparkster.

Also featuring sublime music
courtesy of Pokémon composer Junichi
Masuda, it's clear that a great deal of effort went
into the game. In fact, many who have played

o the levsls quic ke

best—
games to ever ﬁng

WE SORTA KINDA AGREE WITH THAT PROCLAMATION

whohaveactually

mecrtertasone
Drive

Pulseman cite it as one of the best-looking Mega Drive
games to find a release, and while we agree that the
game certainly is a looker, if we had one criticism, it's
that many of the enemy designs do feel a little bland
and uninspired: a metal mouse, something that looks
like a piece of moving metal grass, and a giant
metal balloon of a cat's face firing
oranges are just a few examples of the
throwaway adversaries that Pulseman
has to face in the game. But as we've
said, the levels are the true stars of the
show, as all have some quirky element that
makes themn both a joy to discover and a

pleasure to negotiate
4 -\-\\' Sadly Pulseman never found an
E‘ official release outside Japan - it
was available for a period on Sega's
on-demand Genesis games service
Sega Channel in the US, however
— and, owing to its scarcity, copies
usually fetch in the region of £20-40
on eBay. If you own a Wii, though,
you can now pick up a regionalised
version of the game on Virtual Console for
900 Points (around £6).

CAMN I IMPpPOoAT=>
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Rockal Kn cheniures was a neat
mix of cutesy platformer and run-and-
GUnne; i!‘lt!l:;l_lel:;l:d

scrofling shootar sec
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Hewson Consultants

Richard Hewison rediscovers the
surprisingly prolific publisher Hewson
Consultants, which had a huge and
underestimated influence on 8-bit
gaming in the UK during the Eighties

ewson Consultants was born

in Blewbury, Oxfordshire,

at the very start of the UK
home microcomputer boom, although
founder and managing director
Andrew Hewson had first-hand
computer experience long before
then, as he recalls.

"My first real contact with computers
was in the radiocarbon lab at the British
Museumn research laboratory. | joined in
December 1972 and the lab acquired a
Hewlett-Packard 2100. | was given the job
of converting an ALGOL batch program into
Fartran 4 on the new machine.”

Hawing qualified as a statistician, Andrew
left the British Museum and moved to
Oxfardshire in 1979 1o work for the Natural
Ervironment Research Council (NERC). It
was in the autumn of the following year
that Sinclair first advertised the £99 ZX80
computer kit
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“I weanted to buy cne but by this time |
had a family and a mortgage, so | decided
that | was going to earn enough from
the ZXB0 to pay for the maching and
the bits that it required,” says Andrew,
His academic background had given him
valuable experience of writing, but he had
dlso suffered from writer's block. To prove
that he was over it, he decided to write a
book about what he had discovered using
his newly acquired ZX80 computer

"The machine came with an instruction
ranual that covered the 8K ROM, and
it wasn't long before | was manipulating
the system variables and abserving the
effects,” remembers Andrew. He bought a
second-hand typewriter and his wife Janet
typed up what he had written down. She
dresy a picture of the ZXB0 for the cover
and Andrew used Letraset to add the title
Hints And Tips For The ZX80 By Andrew
Hewson on the front. One hundred books

wiere printed and Andrew paid for two small
adverts in Practical Computing and Personal
Computer Wond

"The ads worked,” says Andrew with
some satisfaction. “Letters started arriving
enclosing cheques for £3.95. it's impossible
to describe how weird it felt to pick
envelopes off the mat and find cheques and
cash from people you didn't know!”

Despite the home-made quality, the
book made a profit and was even reprinted.
Coupled with some written academic
consultancy work on the side, Hewson
Consultants was up and running

No game plan

Andrew followed up his debut computer
book with another called Hints And Tios For
The ZX81. This time he was more confident
of the demand and he found writing about
the new machine much easier.

"The ZX81 book more or less wrote
itself and | spent a bit more time and effort
on the layout, printing and production,” he
explains. “Nobody could call it a work of art
but it sold well encugh by mail order and
kept the cheques flowing in."

By then, running Hewson Consultants
and working for NERC had become a
handful, so family members were drafted,
starting with Andrew's brother,

"We received programs for evaluation on
a dally basis, so | asked my younger brother

OINSTANTEXPERT

In late 1985, a new "Hewson' logo
wigs imtroducad to all packaging,
wehich aropped the ward
‘Consultants’. The campary name
weas 51l Hewyson Consultants, but
the shartar name allgwed for a
mone styksed s dynamic lga,
wehich changed twica more guer
The niasct fig wears.

In 1887, Andrew was persuadad
to enter the B-bit budges markes,
sigring a deal with Masterinonic

It published old back catalogue
tithes from Hewwson and Gargayle
Games on the Rebound” label,
alorgsice mew games an the

“Rack ‘It label, including enhanced
WEE 5 af previous Graftgold hits
L . Paradroid and Gribbé s
Dray Cur Although not a complate
disastar, neithar label made

miich businass for Hew of
Mastertronic, and after a few vears
thiey waere laid to rest

Hewson published a normioer of
campilations. in the last few years
caviing mast of its bestselling
titkes. Tithes lke Undium, Aans
Rarma, Cybemoid and Cybemoi §
in particular cropped wp more than
once as Hewsan tned 1o squeess
evary last panmy out of its B-bit
games portholio

Gordon Hewson quit waarking

for Hewvson Consultants in 1987,

S pProgranimes I Bhillios
steppead in to help evaluata all

thi gamies that vwaene soll baing |
submitted by eager programimers. £




k£ Nobody could call it a work
of art, but it sold well enough
by mail order?)

ANDREW HEWSOMN COMMENTS ON THE SUCC

proved a dab hand at out the very
best. He had an e sting, quality
product and | had the technical background,

2 early product range
hooks, some ZX81
MEMary Expansion
rherals. The only game was 16K Space
X ch was a Spac aders
1l Hewsaon

ar Lander”

5 Andrew with a flo “I got the
idea from an electronic calculator, | wrote it
in BASIC ished it at vack of my
H or The ZX80 boak. | even

s on cassette.”

Andrew admits that .
i art of the long-term business
I've never been much of a

weren't

puter

O BY THE NUMBERS

12 was the number of years
that Hewson survived as a
book and software publisher,

93 editions of Andrew
Hewson's monthly Helpling
column for Sinclair User
magazine were written

3 versions of Paradroid were
published by Hewson for the
Commodore 64: the original,
the ‘Competition Edition’ (also
known as Fast Paradroid) and
finally Heavy Matal Paradroid,
on the ‘Rack ‘It" budget label,

batween April 1882 and
December 1989,

| 100 copies of Andrew's ZX80 to attend the Telecomsoft
book were initially produced.

£500 was how much Andrew
| spent to start the company.

FROM THE ARCHIUES: HEWSON CONSULTANTS

without Gordon we wouldn't have put the
effort into signing game authars. I'd have
been just as happy writing more books.”

Despite this, games began to become
more iImpartant to the business. In 1982
mare ZX81 games were published
including Maval Blockade and Puckman
written by John Hardr
to co-author a book wwith Andrew called
40 Best Machine Code Routines Far The
Z¥ Spectrum, which won ‘Best Computar
Book 1984° at the Computer
Association Awards. He also wrote some
Spectrum games, including Spectral Fanic
and Maze Chase.

Andrew was originalty running Hewsan
Consultants from his spare bedroom, but
found it hard to switch off and would often
work through until 4am and then go to waork
at NERC a few haurs later. In mid-1982
he rented a cne-reom office above the
printers in Wallingford where his books had
been produced. By the summer, the ZX81
range had expanded again to include a
flight simulator submitted by keen amateur
programmer Mike Male

“I first got in touch with Andrew because
| had read his book about pregramming
the 280 chip using assembly language,”
explains Mike. “| started by writing a wvery
simple flight simulator for the expanded
16K ZX81 called Piot At the time | was
working at Heathrow Airport as an air
traffic controller, ing a flight simulator
seemed an obvious step

Fi as duly published and was
the start of a busy and fruitful working
relaticnship between Mike and Andrew,

ing in the games N ght, Night
throw ATC,

race

g Star Mike
copies, so Andrew gave

games sold
over 100,00
him a golden ¢ 2 to commemarate
the achievernent, with the story and
graph sent to all of the major
rmagazings.
"I remember we got a write-up in one
magazine accl s of being "brazen
of the week'!” says Mike
But there is no such thing as

COmpit

back slapg
with a laugh.

Hewson Consultants’ entry into ZX

e followed up with

ed R Diarmond which went on to

| £5,000 was how much
money it cost Andrew Hewson

i liigation hearing.

100,000 copies of Night
Flight i and Heathrow ATC

| were sold by September 1384,

win ‘Best Game Scenario’ in the prestigious
French Grand Pnx Internationale du Logicie
d Adventure awards.
Teenager Simon Cobb wrate Grid Patrof
was published under the name
iurm Lift, John Fitzgerald wrate the
nal title Countries OF TF
and Clive Brooker wrote Kmght Dirver. By
then, the ublimes and the hardware add-ons
had gone. Games and the cccasional baok
had become Hewwson's best sellers.

Turning graft into gold
1983 proved to be an impartant year for
a number of reasons. Firstly, Andrew quit
MERC and worked at Hewson fu e As
the company became more successful,
the one-room office expanded into two,
and they also e d addmional staff,
including Debbie Sillitoe, who joined part-
tirne in marketing
Another key event that year was the
submission of a 16K Spectrum game from
ST Software called 20 Space Wars Written
by commercial programmer and arcade
thusiast Steve Turner, it turmed out to be
st in a trilogy of Spectrum games
ave Turner soon employed fellow
friend, musician and arcade fanatic Andrew
Braybrook to convert his trilogy to the
Dragon 32. Braybrook was working at
Marconi at the time and found the idea of
programming games for a living
appealing. Sadly, his conversions didn't
sell in any great numbers, but he guickhy
S\
where he found his true calling. The first
result of Braybrook's solo endeavours was
the arcade platformer Grbbly's Day Out
“It was brilliantly original,” rememt

le Andrew Braybrook was carving
self a reputation on the Commodore 64,
new

: 48K

There's no doubt in my mind th
Steve Turner was one of the elite
program
Hewson,
relati ip from the very b
was origingl, creative and de
the products he delivered were stunning
| thought Avalan was head and shoulders
abaove all the aver ZX Spectrum ge
around at the time and would be
remarkable even to this 7

Avalon was a big
way for a | called Dragontore,

55, and paved the

g seller. 5T Soft
partnership with

was also
became G
Hewson flo

Adventures in Abingdon

I son Cons growing SUCCess
resulted in a move in late 1983 from the >
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£ | could immediately see
that this was a great way to
promote a game J)

ANDREW HEWSON'S REACTION TO A DEVELOPER'S DIARY FOR PARADROID

0 PARANOID
ANDROIDS

SAndrew Bravorock's classic

| game was called Paradioin
—an amalgamation of "parancid
andromds” = becausa the othar
‘droids in the game were all out
Lo et you.

Aside from the threg

Commadora 64 varsions and

1 Steve Turner's 30 homage an
the Spectrum in the form of
QOuazatron, Hawson also got
to publish 16-bit versions of
Pamdoidin lste 1989 in the form
of Paradioi’ 0, which was a
soruced-up effart far the mare
dermanding ST and Amiga players,
coded by Andrew Braybroak
and Dorinic Rabinson, whe left
Hewsan to waork for Graftgold in
late 1987,

Hewsan and Graftgold partiaby |

patched up their differences 1o
collaborate on this new versian of
Andrew Bravorook's classic game,
and Graftgeld also contributed
a faw titles to Hewson's ‘Rack
It' budge: range. Steve Turmnear
wasn't entirehy happy with the
arrangerment, thowgh, as to make
the ded pay dividends its budget
games would have had to sall in
huge quantities &t a time when
the B-bit markat was on a large
dowaeand spiral,

Im the and, Hewson and
Graftgold's reunion lasted just
thres ttles before they all moved

on once again, for the last time, 2

P small offices in Wallingford to much larger

industrial premises in Abingdon, just nine
miles away

“You didn't have to be a genius to work
out that the office in Wallingford was too
small,” explains Andrew. “We were all
shoe-hormed inte two rooms with the stock
in a back room over the staircase.”

The move to Abingdon allewed the
business to expand on a number of fronts,
including the chance to invest in some
new hardware

“By then we could justify running our
own cassette duplication plant, so | brought
my father in because | knew he would be
able to run the plant successfully,” says
Andrew. But was 1t a good move? It made
sense for family reasons. I'm not sure it
made sense completely in business terms
but it gave us great flexibility in responding
to dermand.”

Andrew was also able to create an
in-house programming team, which was
something he had planned for a while.

“I put the meney | had earned from my
books into backing some programmers who
| thought had great potential. We had guite
a lot of work available converting titles from

Attt

|Amiga| Paradroid 50 enhanced the origingl game to meat tha demands of the Amiga sudience.
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one platform to ancther but it was very
rmuch a case of trying to fit the people and
their skills and knowledge to the work,”

Paradroid and Uridium

Andrew Braybrook's next two games for
Hewson were Paradroid and Undium, both
for the Commodore 64, The former game
got a lot of pre-release publicity thanks to a
diary written by Andrevs Braybrook, which
was published during 1985 in a brand new
computer magazine

“| was visiting the editor of Zzap!/64 ta
talk about what wa had coming next and
he asked if they could publish a diary about
a game we had under development,”
recalls Andrew Hewson happily. “1 could
immediately see that this was a great
way to promate a garme and | leapt at the
cpportunity while pretending for half an
hour or so not to appear too keen!”

The success of the diary and the finished
game put Andrew Braybrook on the map,
and both Paradroid and its programmer
went on to win significant awards that year,
Thankfully he immediately started warking
on a sideways scrolling shoot-'em-up, which
ultimately proved to be his crowning glory
for Hewson,

" Uridliurm was simpler than Paradroid in
that it had no significant back story, but
technically it was superb and the balance

*‘:I!J-
<
- ‘”“\“ 'O'
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|Spactrum| Fyracurse was Hewson's first attempt to craata an
n-hause davelopad game.

ANDREW HEWSOMN RENTS & SMaL L
OF FICE 1N WALLINGFORD. MORE
Z¥B1 SOFTWARE I5 DEVELDPED.

HINTS AN TiES FOR THE 280
1S FUBLISHED. HEWSOM
CONSULTAMTS 15 BORN
HINTS AND TIPS AR THE 2480
15 PUBLISHED, HEWSOM
ALSDSELLS Z¥81 SOFTWARE
AMD PERIPHERALS

TIMELINE

1980 1981 1982
was fantastic,” extols Andreww Hewson
“The music, the action sequencas and the
graphics all functioned together to create a
whole that was much greater than the sum
of the parts.”

Howewer, the amaount of effort that
was neaded from Hewson to get Undium
released on time was phenomenal

“We knew from the magazing reaction
and the advance orders that Unditm was
going to be a big hit, and we had worked
through the night to get the product packed
and ready to go,” says Andrew. “l got
homa late still full of nervous enargy but in
the space of a few hours | went from huge
elation to deep despondency. We had all
waorked flat-out to put the product at the top
of the charts, but | simply couldn't imagine
ever being able to summaon the energy or
willpower to repeat the feat.”

The talent magnet

Hewson was consistently publishing
impressive games for the Spectrum,
Commodore 64 and Amstrad CPC, and
the company’s reputation was continuing
to grow. As a result, it was able to attract
more top-notch 8-bit pragrarmming talent,
including the likes of former Mikro-Gen
stalwart Raffaele Cecco, who wrote a
handful of trademark colourful arcade
games including Exolon, two Cybernaid
games and a pair of Starmilond titles.
MNewcomer John M Phillips, Steve Crow
of Starquake fame, and Commodore 64
games guru Jeff Minter also produced
games for Hewson,

“Jeff lived within 20 miles or so and |
weent to visit him,” says Andrew. "l worked
closely with Raf and John but Jeff was a
hit of & loner and we never really found any
commen ground.”

In the end, anly cne Jeff Minter game
was published by Hewson: the colourful
and sometimes perplexing Commodore 64
split-screen shooter Jridis Alpha Other
Hewson games included platformers
Techhician Ted and City Slickers from duo
Steve Marsden and Dave Cooke, and
shoot-'em-up Gun Runner from Christian
Urguhart and Mike Smith.

Darminic Robinson was a Z80
programmer who had written a fourway
serolling demo on the Spectrum, hoping
to persuade Hewson to let him write a
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1983 1783 1784
Spectrum version of Undium. Dom saw
a [ob advert for a 6502 programimer at
Hewwson and decided to get in touch,

“I applied for the job despite never
hawing written a line of 8502 in my life
and hoping to blag it! | was really a 280
expert,” remembers Dom with a wry
smile. “The position went to John
Curnmings, a Glaswegian who | went on
to work with in a number of companies
owver the next five years or so.”

However, unperturbad by the criginal
rejection, Dom got a second chance when
Hewson needed a ZB0 programmer sharthy
afterwards: “In the end | was hired an
the strength of the Spectrum code | had
showed them. | ended up doing a wide
range of jobs - code, graphics and level
design - for Pyracurse before | eventually
moved on to write Unidium.”

Pyracurse started as a game idea from
Andrew Hewson, Originally set in Egypt
and called Sphink, it was worked on by
Dom, Keith Prossar and Mark Goodall,
whao were part of Hewscn's in-house
development team at the time. Keith had
presvioushy written Hewson's Amstrad CPC
£80 assembly programming package Zapp.
However, once Pyracurse was completed,
the in-house programming team was
broken up, with only the newcomers Dom
Rohinson and John Cummings left

“That game was my attempt to create
a programming team who could produce

HEWSON PUBLISHES GRIBELYS

1985
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DAY OUT AND CONTINUES PROLIFIC
FINAMCES ARE TIGHT AMD SOME IN-
HOUSE DEVELOPERS ARE LAID OFF.
PHILLIFS, DOMINIC RDEINSDN ARD
RAF CECCO ARE PUBLISHED.
GREAFTGOLD TAKES MORBEHELS AND
RESULTINGINLEGAL PROCEEDINGS.
HEWSON CREATES TWO BUDGET
LABELS AND EMBARKS DN 16-BIT
CONVERSIDNS OF B-BIT GAMES

RELEASES ACROSS ALL Ma DR

E-BIT FORMATS
LRIV IS A HUGE SELLER BUT

PARADROID, THE GAME 15 A BIG HIT

FEAPG PUBLISHES A FIVE-PART
WHEM RELEASED.

DEVELOPMEMNT DIARY FOR
HEW GAMES FROM JOHM M

1985 1986 1987 1987 1987
ariginal material and, to ba fair, they got
pretty close,” says Andraw. "It was
technically clever but visually it was newer
going to set the world alight. It also ran
way over budget and by the ime It was
ready to ship we were financially stretched
and so | had to lay people off. As you

can imagine, doing so didn't earn me any

friands, but it had to be done.”

Portakabin fervour
“Throughout mest of this period we
wiorked in a yellow Portakabin in the

car park behind the main warehouse,”
remembers Dom, “VWe had moved out
of the development office while it was
redecorated, but ance it was finished
the marketing pecple moved in, As it
trns out, this was great for us, as the
Portakabin was ‘out of sight, out of mind’,
sowe had plenty of peace and quiet and

Andrew Hewson
dropped out of the
games industry a
number of years ego and
is stdl rying to develop a
personal perspective an
everything. These days
he keeps himself busy
and has also recently
hecame a grandfather

CCO.
HEWSDMN FINALLY RELEASES SOME
ORIGIMAL 14-BIT GAMES, INCLUTHNG

HEWSOM AND TELECOMSORT
ONSLALGHT AMD CLSTODAN

SETTLE QUT OF COURT. MEW
BRI 16-BIT GAMES INCLUDE

CYBERMIND BY RAF CEL

1988 1989

Mike Male wenton
to establish Micro Nav
Ltd in 1988, a comparny

air traffic control and
fighter control simulators
and training systerms
Mike is stll at Micro Nav
today, wherg he is CEQ.
“My experiance with
Ardrew Hewsan was
great throughout He
wias ahways encouraging
me, he liked the more
serious games that |
was producing, and it
wWas pratty lucrative at
the time. It was also
gratfying o hawe sold
the mary thousands of
copies of each program

5

OF OLD HIT:

S
HEWEDMN COMSULTAMTS IM APRIL

ANDREW HEWSON CLOSES
DUE TO LACK OF FINANCE

E-BIT COMPILATION.
KEEP HEWSOHM GOIMG.

1990

 OWHERE ARE THEY NOWw?

| the exta
income

: was nice!”

developing and supplying |

Dominic
Robinson

{ worked for a8 number
i of different developers
i after he left Hewson, but ¢

today he waorks at SN

: Systerns as a princips

i software engineer, SN
| Systerns has been part
¢ of the Sory Computer

Entertainment Group

| since 2008, prowiding

P52, PS3 and PSP

:  dewelopment tools
. for console game
! programmers worldwide, |

no complaints about the loud music!”
Dom wrote the highly acclaimed
Spectrum version of Undivm in the
Portakabin with input from John on the
modified level designs. Once that was
finished, Andrewe Hewson challenged
Darm to write a shoot-'em-up for the
Spectrum that was fast, had lots of
colour and no attribute clash. The
result was the imprassive Zynaps,
which was then converted to other
platforms by John Cummings for the
C64 and Michael ‘Mel" Croucher, whao

|C64) Gnbbiy's Day Out on the C64 was a wacky end technizelly excallent platfarm gama by Andrew Brayhrook.

for the first time

that we did, and cenainly |

had previously ported Undium to run on the
Amstrad CPC.

“l remember it as a hugely enjoyable
pernied. The hours were long, but we loved
what we were doing and had a great laugh
doing it," says Dom

Rotating towers

While the Commodore Amiga and the
Atari ST were starting to make an
impression elsewhere, the strong B-bit
games kept coming for Hewson, John M
Phillips' first effort was the technically neat
Impassaball 30 puzzle game, but his next
title made a much bigger impression.

“John produced a rotating cylinder on
the Commaodore 64 with a sine wave
passing across the top of it,” explains
Hewson. "I didn't see a game in it but
it was suggested that he try turning the
cylinder through 90 degrees.”

The result was a vertical rotating
cylinder. John added sprites running
across the front of it, and he planned to
link multiple cylindrical towers together 1o
form battlements, but Andrevw thought that
approach was unnecessarily complicated.

“AL the time | was still in thrall to the
magic simplicity of Unidiurm, so | made a |
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€ | think the bottom line is that it's
actually extraordinarily difficult to maintain
a creatlve Edge ,, ANDREW HEWSOMN EXPLAINING HEWSON'S

few suggestions,” he remembers. Among
them was that the basic premnise should
be to climb to the top of each tower via
a series of platforms and that there should
be a short break before maoving on to
the next one

Hewson showed off Mebulus at the
PC Show in Septernber 1987 and it got
some attention, as Andrew explains: “|

to check ou i

game was static on the screen and he
picked up the joystick and starting moving
it. The tower rotated and | =
forward, eves wide open at what had just
happened. | thought: That's it! Sold!"

saww him lean

The Morpheus Manoeuvre
Throughout 1987, there were rumblings i fay, the Hewson
that Hewson was heading faor financial fluse 5 tharks 1o
trouble. These rumours resulted in 2
Graftgold becoming twitchy over the
51nl?éli[\f of its sole publisher. With no
actual contract to tie Magnetron and

Morpheus to a publisher, Graftgold signe
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ULTIMATE DEMISE

a deal with Taelecomscft, the software
division of BT. Ower 20 years later,
Andrevy Hewson is finally able to shed
some light on what happened from his
perspective.

“When Morpheus came along | had
truly serious doubts. | diligently listened to
Andrew Braybrook explaining the game,
but | could not fer the life of me see the
entertainmment value. I'm nat sure how
Steve felt. | suspect nis doubts
as well but felt that between themn they
could pull the rabbit cut of the hat.”

Those doubts meant that when
Telacomsoft signed Momphevs, Andrew
wasn't too womed Hc'u‘.-'euer. G-’aﬁgc id

ion, as Andrew remembers.

"BT took out an ex parte injunction
against us to prevent us from doing
what it would never occur to me to do
amyway: to ship an unfinished game.
At the eventual injunction hearing, we

Mike blale baing
prasented with a
framad gald cassetta.

told the judge we were not remataly
interested in releasing an unfinished
product. He accepted the argument but
ruled that BT had more money than we
did and therefore the injunction could
stand because they could pay us any likehy
amount of damages if we won but the
converse might not be true,” says Andrew
a shrug

So what happened? Life camed on as
normal for six months and then Andrew
Hewson contacted Paula Byme at
Telacomsoft and they agreed to settle out
of caurt over an Indian meal in the heart of
London. Andreww recounts: “BT were on a
hook of their own making and were happy
encugh to be allowed to wrigole off it.”

The outcome was that Telecomsoft
eventually published Morpheus for the
Commodore 64 as well as Steve Turmer's
Magnetron for the Spectrum. Mare
significantly for Andrew, it ended the
wiorking relationship that Hews:
Graftgold had enjoyed over the last three
or four years.
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Avalon

Steve Turner's 2D adventure was a
revelation. The astral projection of the
wizard Maroc floated around locations
collecting objects, casting spells and trying
1o avoid foes. It spavmed an even larger
saquel called Dragonione

Nebulus

MNeabiuius was technically unigus, simipla
1o play and had that elusive "just ang
maore go’ guality. Releasad as Tower
Toppler m the US, it also ‘inspired’ a level
in the Micksy Mania console game 8 few
wears later.

Paradroid

Steer your robot, grapple with other
droids and upgrade as you attermpt to
clear each deck in this hugety enjoyable
experanca. The bast varsion is tha
‘Competition Edition’, which is faster and
lass glitchy than the original release.

Quazatron

Effactivaly Paradroid for the Spactrum
but in 30, this game from Stewve Tumar
might have sufferad from some jerky
scrolling but was otherwise just as
enjoyable as the Commadore 64 onigina
that inspired it.

Southern Belle

Steam engine simulators aren’t going

1o be for everyane, but if it's your thing,
Southam Bells was worth a go, Simulating
the powerful King Arthur Class 4-6-0, Bob
Hiltyar and Mike Male took the player on a
joumey from London Wictoria to Brighton.

Uridium

A smple but elegant shoot-'em-up

Fhy your Wanta over each Super-
Dreadnought, blasting esverything that
maoves. The C&4 ongmal is the best, but
the Spectrum wersion is far better than it
should hawe been. An absoiute classic.

Future Basketball

A very poor Speedball clone for the
Atar 5T and Commoadore Amega.
Awverage graphics, poor animation and
vary litthe originality meant that this
game newver really staad a chance. The
developers obvigusly had few ideas of
their own, and it showed,

Alleykat

As technically good as it was, Alleykat
was a distinctly average arcade game
from Andrew Braybrook, aspecially whan
comparad 1 his two previous titles,
Blasting your way through an obstacle
course and flying as fast as you can didn't
make for an enjovable garme

Head The Ball

A Super Marig-style platforrmer with
ropey graphics for the CB4. In Hewson's
defence, it only released Head The Bal
as part of a 1990 compdation called 4th
Cimension’, which came with half &
dozen or so other garnes. That makes its
disappointing qguality all right, then.
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Journey's end

Hawson's eventual entry into 16-bit
gaming started tentatively, with standard
conversions of existing B-bit hits like
Exalon, Zynaps and Rana Rama. John M
Phillips wrote the shoot-'em-up Eliminator

ST, and after a slow

{ewson did publish some reascnable
original 16-bit games including
from Chris Hinsley and Nig
and Nethenwvond from Im

I didn't realise why we had no
cutstanding 16-bit products until marny
wears later” begins Andrew. “In retrospect,
I think my books and my Sinclair Us
magazing column were far more influentia
than | realised. \We were approached by
some very talented people be 32 MY
reputation preceded me. Looking back,
shauld have taken the same approach to
the 16-bit market. If | had :
with an Amiga, worked out what made it
tick and then published a book, this would

: me some personal insight into
could or couldn't be done with the
machine and we would have attracte
another wave of talent.”

The slow n ion to the new machines
and the lacklustre t
Hewson at a disadvantage,
this ultimately proved 1o be i
downfall, Hewson Consul
finally went under in April
1991, Just two maonths earlier,
its German d witor revealed
that it v
an di
then, Germany represented
40 per cent of Hewson's

his news hit the

“We struggled on for a while, but in
Aprl | decided the most responsible thing
to do was to call it a day,” explains
Andrew. “Locking back on it, | think we
could have traded through the problems,
but | had nohody to turn to and was pretty
worm down.”
By then, Andrew had realised that the
smiall cottage industry that had started
arty Eighties had fundamentally
changed at the turn of the new decade.
he key problem is that games cost a

and the [
It was chvious to me then, and had been
for several years, that the whole industry
[ s into the control of the
2 for pioneers
rapidly disappearing.”
Andrew now looks back on Hewson

Consultants with mixed emations.
“It was a stressful period of my life,

which | mostly realised at the time, but it

gerous to hold on but also too
rous to let go. | was a bit of a wreck
after Hewson went under and | can't
have been much 2 with, | think
the bottom line is it's Jalhy
extragrding i
creative edge. | was
to be involved with
far ic new ideas
but after a f 4
way, | d

2w refurned o games
I shing with @ new company:
215t Century ertainment. But
that's anather stary._. &5
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The Making Of ...

Record-breaking, technically
astounding, but cripplingly expensive
and still unfinished. Cole Machin
asks why Shenmue continues to
command such a following?

ver the years there have
been many games hailed
as triumphs of game
engineering, as milestones
of progress in the industry and

as huge leaps forward in terms

of depth and gameplay. Of these
titles, few have encountered as
many difficulties or been as beloved
by its fans as Shenmue. Within

its development, the series has
outlived two consoles, racked up a
monumental price tag and created
a fan base that has endured nearly a
decade since the last release.

As many Shenmue fans will already
knowy, the senes’ beginnings were
rooted deeply in another Sega-AM2
saries, as a planned RPG expansion
of the Wrtua Fighter universe intended
for the Sega Saturn; & genesis that can
still be seen not only in the character
modelling, but in the source code as
weell. The brainchild of Yu Suzuki, even
in the final release of the game, Ryo's
character 1D remains '8KIR’, a shortened
form of "Akira’. Although it is difficult to
pin down exactly when the game grew
beyvond these humble roots, it would
certainly seem that it came late in the
project's twio-year-long development
for the Saturn or early in the Dreamcast
developrment. In fact, it's hard not 1o
develop a knowing smile looking over
early pictures of the character that would
become Ryo while comparing them
to images of Akira from Wirtus Fighter
2. Even in the video of a development
version of Saturn Shenmue, packaged
with the Dreamcast Shenmue I release,
the resemblance to Akira is obvious.

Despite the obvious amount of
progress made during this two-year

166 ' RETRO GAMER COLLECTION LOL.5

span, the writing on the wall was
becoming clear for the Saturn as MNorth
American sales lagged, developers
strugglad with the notorioushky difficult
setup of the system'’s hardware, and
support from Sega of America began
to fail. Work on the Satumn version was
halted; it was clear that if the Shemmue
saga was ever going to see the light

of day, it would have to be done on a
different console, and Sega had just the
console in mind.

Thus was the beginning of Project
Berkley, the codename used for the
garly development of Shenmue on
the still pre-launch Dreamcast, Several
videos of these FProject Berkiey tech
demos can still be found on the internet.
It is interesting to note that the age of
these demos marks Shenmue out as
possibly one of the very first games to
begin development for the Dreamcast.
The Froject Berkley maniker remained
attached to the project for some time,
sticking long enough to appear on the
teaser disc attached to the Japanese
launch release of Virtua Fighter 3tb. This
disc was, for most, the first glimpse of
AM2's new project.

Although it's tempting to blame much
of the cost of Shenmue's development
on the difficulties encountered
during the Saturn era and the shift in
development from the Saturn to the
Dreamcast, it would not be entirely
accurate. Regardless of the change 1o
the more coder-friendly cansole, the
Shenmue project was still no laughing
rmatter. The sheer cost of manpower
and arganisation for such an undertaking
is immense. In fact, when we asked
lead systems programmer Tak Hirai
abaut his role in the development of

.
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Shenmue for the Dreamcast, he replied:
“| was responsible for managing a
team of 87 programmers, | also mada
final judgements regarding the overall
pragram behaviour of the whaole
game. Managing this huge team of
programmers was a nightmare since it
could take more than 14 and a half hours
a day just speaking with each person '
individualty. If | only spoke with each i
programmer for ten minutes, you can
see how it would add up.”

In terms of his awn programming
worklpad alone; “| was in charge
of not only constructing the coding
ervironment but also coding a
fundamental processing architecture to
make system programmers easier to
work with, | was also in charge of the
character system, rendering pipeline,
lighting engine, and also optimising the
performance of these systems, | had
my hands dirty on playing around with 4
SH4 assembly [programming language]
on the Dreameast to tune up the
performance. Small and detalled codes
used in the cut-scenes such as physics
simulation of phane cords, handeuff
chains in the second chapter, and trailing
visual effects of the car signals were
also done in my spare time. | finally
ended up creating around 200 source
files out of more than 300 files in wol.”

To this day it's amazing that the
project was completed at any cost.
Although it's possible 1o point 1o
other games released in the same era
with a similar scope of story, we've
encountered nothing an the same level
in terms of the game systems. With
such a large team and array of smaller
projects invalved, development required
fantastic organisation of not only the
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The Making Of aus

SHENMUE /

Whe'ts Whe

The key players in Ryo's adventure
on the streets of Yokosuka

3
Mozouad Hammgalss
Nozomiis a childhood friend of Ryo's,
and the game’s primary love interest
and occasional damsel in distress.
She's remained in Japan despite
her parents’ move to Canada and
can usually be found warking at her
grandmather’s flower shop. She has
the largest number of unigue phone
conversations of any character.

i ' f J
Magaspsdsi Fudenhava
Fuku-san T a farmer student of lwan
Hazuki and has lived in the Hazuki % prog
residence since a young age. He is | thought it w
aften shown to be samewhat clumsy
and socially bumbling, oceasionally
serving as comic relief. In spite of a
few faux pas that make Ryao's life a
little harder, he's extremely loyal and
it becomes clear that Ryo thinks of
him as a brather.

fr:rpi Zf'r‘l.-lh-l] i r{lﬁ'w
Gui Zhang is the son and student
of antiquities trader and martial
arts master Chen. Although the
twa have a racky beginning, Ryo
and Gui Zhang form a close, if
unconventional, friendship. Their
evolving friendship is perhaps the
strongest relationship development )
found in the first game. arformance, so the mos
ise th

Moarle Eimserly
Mark is a co-worker of Rya's at the
harbour and the man raspansible
for his forklift driver’s training.

He has come to the harbour to
search for cluas as to the fate of his
missing brother, leading to some

{
1]

very emotional scenes with Ryo. =
Although he is an often-ovarlooked ) [ —
character, disc three would just not 11 i o
have bean tha same without him. e TR r—
. J =
e =] { \ —_—
Lan Di, the antagonist of the series, et —

is the man responsible for the death
of lwao Hazuki and the target of
Ryo's quest for vengeance. Through
the course of the first Shenmue

he is left a mysterious character.
Little is knowwn about him beyand
his connection ta the Chi Yau Men,
desire for the mirrors and apparent
sheer brutality.
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You really can'ttalk about Shenmue without
mentioning the sheer volume and playability

of its mini-games. Although purpose-built
mini-games such as OTE Title and darts
were not entirely unheard of in RPGs and
adventure games of the time, the inclusian
of full classic arcade games such as Space

Hamiar and Hang-0nwas a unigue touch. The

mini-games were a big part of bringing the
enftire experience together, of giving

you the feeling that you could do whatever
you liked with Rya's time. Throughout the
existing series, we were treated to a wide
variety of mini-games, including Space
Hamar, Hang-0n, After Burner, QTE Title 1
and 2 darts, pool, slots, Lucky Hit and a
few variations of dice-based games. It's a
selection of games that would have done
early entries in the party game genre proud.

« [Dreamcast] The variaty of moves was nothing short of estounding.

££ We can still recall our awe,
watching the fish in the koi pondJ)

features onginally planned for the game
did have to be scrapped, even in a game
as epic as Shenmue. Of these features,
the most talked about certainty had to
be the ability to ride a bicycle, which
was demonstrated in one of the early
tech dermos. We couldn't resist the urge
to ask Hiral just why this feature didn't
make the cut and what other features
failed to make it into the final version
that he may have liked to see on the
published discs.

“Actually, | was the first guy who
implamented the bike-riding featura,”
he explains. “This was done at the early
stage of the developrment. \Wa originally
intended ta begin the game in China,
so | made it as a showcase to see how
it looked when you rode the bike in a
meadow. Another programmer took
over that part of the project and worked
on the vehicle programming at the end
of Shemmue. | persanally think that we
had to cut this feature out from the
game because there wasn't a significant
enough advantage for the player to ride
a bike through the city over simply
running around in Yokosuka.

“During the development, there
used to be special features, like the
plaver being able to lift up an object like
a house and throw it, Fast-forwarding
or rewinding the day and night cycles
worked great for debugging the game,
so | wanted to leave these features in
the final product as Easter eggs.”

Regardless of what features failed 1o
make an appearance in the published
version, the final release suffered from
ne lack of things to do. Above and
beyond the systems discussed earlier,
the breadth of little extras is fantastic.
You could choose to spend vour time
collecting toys, drinking sodas, buying
crisps, taking care of your stray cat
or playing games at the local arcade. It's
a funny thing, as truly engrossing

as the story of Shenmue is, that it is
quite linear, allowing only a few hidden
scenes without any true branching

of the main storyline, That said, the
funny thing is that we've never falt at
all constrained while playing Shenmue,
which we believe is a result of these
extras, Somehow the ability to waste
a day playing darts, to choose dred
fish over milk to feed your cat, to
satisfy your voyeurism by rurnmaging
through Ryo's drawers, or just to give
Ine-san a call during your lunch break
all comes together to give you an
amazing feeling of freedom. Seemingly,
that was no accident.

“We created a lot of innovations
never seen before Shenmue,” says Hirail,
“I'would say the hardest part of this
project was to imaging and create a 'you
can do anything' kind of feeling, which
did not exist in that era.”

Shenmue's impact on the gaming
industry was huge, opening a door to a
new sub-genre of games that did not
previoushy exist, Even beyond this, it
opened our eyes to what could be done,
ard it raised the bar just a little in terms
of the effort and forethought that we
demand from game designers.

“I think that Grand Theft Auto owes
Shenmue a lot for its great success,
even after coring into the 3D realm,”
posits Hiral. "Everyone |"ve met also
mentions the detail quality in Shenmue.
I've been told: 'Don’t do so much on the
guality to the extent of making a cod in
a pand swim smoothly.’ Some even said
this to me out of fear, since we might
make this level of quality an industry
standard! It might be simple to say it's
about the quality, but I'd rather say it's
about 'guality to make it feel real’, which
Is how this project contributed ta push
the envelope of the gaming industry.”

Often the largest impact of a project
like: Shenmue lays in what the creators
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themselves take away with them,
with the attitudes and ideas they carry
inte their future projects. As such, we
couldn't help but go on and ask what
effect the creation af this game had on
Hirai personally and his team: "It makes
me cantinuaushy think and express
ry thoughts as an engineer, since
the project was filled with obstacles
and impossible goals. The praduction
took taur whale yvears and 'm praud
of myself as the lead programmer to
have brought this game into the hands
of players, even though we've now
graduated through multiple generations
ot consoles. A lot of team members
joined and left the project, and there
ware 5o many firsts' for us and it was
viery hard to see how it would all turn
out, and how it would be remembered
| owve my accomplishment of four years
of lead programming experience to
those who worked at my side until the
emnd of the project. Many thanks to all of
the team members who supported me.”
Despite any impact it may have had,
the fate of the series itself was a sad
one, The onginal release cost a colossal
£70 million to produce, which is stil
an astronomical sum and completehy
unheard of at the time. Dreamcast
sales were simply not high enough to
support such an expensive game — if
every Dreamcast owner at the time of
the game's releasa had purchased a
copy, the production would still have lost
money. Sales for the original instalment
weara, however, reasonably strong,
at over a million copies worldwide,
Unfortunately, the fate of the series

ETHO GRMER COLLECTION LOL.S

was tightly tied to the Dreamcast, a
system that was about to run into some
very serious competition from Sony's
PlayStation 2. The game's release came
just & few short months befare the
release of the PlayStation 2 in Japan,
and anly days after in the European

and North American markets, It would
only be another 16 manths before the
discontinuation of the Dreamcast in

the North American market, which is

a difficult place for a console-exclusive
trilegy ta find itself.

The second instalment was released
far the Dreamcast in both Japan and
Eurape shortly before the system
was killed in the European market,
meeting reasonable sales. For the North
American release, however, the writing
was on the wall for its console of choice
once again. Shanmue had outlived its
second console, Demand for the game
was still relatively high, howsever, with
many fans impaorting the European
release for play in North America,
before the region's official release came
almost a full year later for Microsoft's
Xbox, which mary observers consider
a fatal mistake. The previous availability
of the European import for the series’
established fans greatly reduced the
title's sales. Perhaps an even larger
issue was the jump between consoles
itself. At the time, the Xbox remained
an expensive piece of hardware, staving
off mary Dreamcast owners who maty
have considered purchasing Microsoft's
console in order to continue the series
In addition, Xbox owners who had not
previously cwned a Dreamcast were left

i/
b it

It's hard to explain just

how magical the first trip

to Dobuita could feal at the
time of Shenmue's release.
The number of unique
charactars, the ahility to talk
to tham allin full audio. The
freedom of being able to go

[
a

our fondest memao
maodarn vida

-

ety

£ If every Dreamcast owner had

purchased a

copy, the production

would still have lost money?J)

« [Dreameast] Ampone who has played Shenmeis
extramaly familiarwith this szene, and with sneaking imto
Dwabuita the back weny soyou won't gat harassed to buy
him yet enothear soda.

» [Dreamcast] Ryo's morming focklft race goas alang

iy b bt kick the day off and show just b much
workplaca haalth and safaty regulations have changad
owar tha years.

Through the
long years
since the
releasa of
Shenmue 1,
the sizable
Shenmue fan community has nat suffered
silently in its desire to see the series
continued. There have been the more
conventional campaigns aimed at getting
Seqga's attention, including mass mailings
of letters, an online petition that has
garned aver 60,000 signatures, and
general forum griping. There have also
been some very inventive and interesting
campaigns, such as the mass mailing of
toy capsules to Sega's offices.
The Shenmue community has managed
to keep itself busy with other pursuits as

net) has been the most pralific in its
madding and exploration of the two
existing games. If you've ever wanted to
see Lan Di sobbing on a park bench or
learn all about the character modelling,
then it's certainly the place for you. Mind
you, if you want to ask a guestion, you
just mightwant to use the search feature,
as with seven years of posts available,
numbering almost half 2 million, most of
the newbie guestions that could be asked
have been answered.




lling off lwao Hazuki in the apening
moments of the game, the stary writers
were left in the difficult position of
making you truly care about his death
retroactively. It was done predominantly
with sepia-tinged flashbacks, building
his eharacter in the early stages of the
game, and it certainly worked. You'd need

a heart of stone to sit through lwao's
training and feel nathing.

with the second instalment of a stony-
driven game - a title that picks up in the
middle of a story they have not become
attached to. All of these factors came
together to form a death sentence. Sales
were dismal,

Any possible third entry was left in
a nearly impossible condition. It had
na conscle and, in the minds of the
exacutives, no market. To continue
the series, much of the initial cost and
time spent on character modelling and
environment building would need to
be abandoned and re-created, making
any possible climb to profitability for
the senes a steep and difficult one.

Due to the sudden cancellation of the
series, conjecture has been widespread
for years as to what state the third in
the series was left, with some even
maintaining that a playable build exists
sormewhere, however unlikely this may
be. It was clear that the Dreamcast
wiould not be continuing far into the
future during the production of the
second game; Sega had no intentions
of bullding anather console to shift
development to, even if it felt that it
could be made profitable

All of this logic, however, couldn’t
kill all hope of playing out just a little
more of the Shenmue story, We had
1o ask Hirai if he was aware of any
development on a third instalment in any
form. This was all he had to say on the
subject: “There was none that | know
of, but | personally wiould love 1o see this
saga continued.”

Although there have been several fan-
based campaigns for a third Shenmus,
Sega has been stoic regarding the
possibility of a third entry, often citing
the poor sales of Shenmue I, and Sega

We never fully understood why it was

that Nozami chose ta finally tell Ryo about
her feelings for him until shortly after the
death of his father — it just seems like bad
timing. Regardless, by the time you reach
this paint, you're likely pretty invested in
the ramantic subplot between the two. It's
one of the rare points of the series where
you wish that you had just a little more
control over what Ryo says.

f
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ark’s quest to discover the fate of his
brother provided more than one great

| Dreameast] Although many gamers preferred the Frae
Batthe system, the OTE fights could be quite cinematc

officials have been clear that there are
currently no plans to continue the senes
Regardiess of official word, there have
baen several hoaxes over the years
regarding pending announcements
from Sega, some of which have
included footage from an ill-fated tie-in
called Shenmue Onfing: a massively
multiplayer conceptualisation of the
Shenmue universe publicly announced
in 2004 as a joint venture between
Sega and JC Entertainment

Development work on Shenmue
Orfing ran into difficulties a year after its
announcement when JC Entertainment
withdrew from the project. Due to
the nature of the joint development
agreement, it became unclear as to who
wiould continue to hold the rights to the
Shenrmue Oniine concept. Seemingly,
Sega did continue production on the
title for some time after the split, but
little to nothing has been heard about
the project for several vears. Although
it has never been officially announced
that development has been cancelled, it
seems unlikely that the game will ever
see the light of day.

In the face of these cancellations
and years of delay, Shenmue fans
were handed some hope recently whgp
Sega announced the inclusion of Ryo  #
Hazuki in the kart-racing title Sonic &
Sega All-Stars Racing, 8 decision made
by Surmo Digital that gamered much
attention. Sega itself made use of this
inclusion to market the game, teasing
Ryo's inclusion as well as holding a
raffle for limited edition Ryo Hazuki
figurines, bringing the series more
attention than it has recened in many
years and fueling the hopes of those
who wish to see it continued.

THE MAHING OF: SHENMUE

vious, but it's hard to
| scene when
ic moments.

e, fram ever
:ontinue his quest.

» |Dreameast] The rumours about what happans when you
swlowy watermelon seeds are rue, apparenthy,

Thanks to Tak Hirai, James Mielke and all the folks at O Entertainment for taking time
to make our interview possible and to circumvent any language bamier between us.




e GNOSES 'FI Goblins

SPRITES ARE ONE OF THE BEST INVENTIONS EVER, SO WHAT BETTER PLACE THAN RI:_I'RO GAMERTO LOOK BACK AT

THESE PIECES OF ART? THIS MONTH WE PFEESENT THE GHOSTS ‘N GOBLINS FRANCHISE

L L LLILL

JUST THE FRCTS

B The Japanese version of Ghosts W Gobfns is
caled Makamua, which translates as ‘Dermon

World Wilage'

B Red Amrermer (the red gargoyle from Ghosts 'V
Gobling) had his own Game Boy game called
Gargoyle's Quest

B Such was its popularity, Gamoyle’s Quest
spawned two sequels; Gargoyle's Quest il on
the NES and Garme Boy and Dermon’s Crest for
the SMES.

W A mini-game version of Ghosts ‘N Gotbiling
ppears in SNK Ve Capcormn: March OF The
Milenniurn,

B Other Capcom garnes that Arthur has appeared
in include Cannan Spike,

Marve! Vs, Capcomn and Nameao X Capoom.

B The SuperGratx port of Ghouwls ‘N Ghosis makes

up a fifth of the console's librany.

B The Game Boy Advance version of Super
Ghowis ‘W Ghaosts features a new Amanged
rmode that consists of redesigned levals from
the Mega Drive and Super Nintendo games.

T
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apcom's Ghosts ‘N Goblins series is

||
easily one of the toughest franchises
w @vound and has an insane difficulty
W factor that will test even the most

Goblins franchise’s complexity there are many
reasons why you'll want to progress through the
tough as granite levels.

seasoned gamer. However, despite the Ghosts ‘N

|
] I'l"|--|"-'l"-—='-'-
1

J |

One of the most compelling reasons for playing
through this ridiculously hard franchise is its great level
and creative sprite design. While the series by its very
nature is dark and overbearing, the same can't be said
for its cartoonish visuals, which juxtapose well against
the mary macabre locations Arthur finds himse!f in.

He may not be as iconic a figure as Mario or Sonic,
but Arthur remains instantly recogrisable for many

gamers, whether he's clad head to tog in armour or
simphy running around in his boxers. The same can also
be said for Arthur's foes, particulary those from Super
Ghouls "N Ghosts, where the franchise's cartoony villains
really came of age.

So here then are some of the bast piel monstrosiies
to ever appear in a wideogame. How many of them do
you rermember vanauishing 2
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Arthar
First Appearance:

Princess Prin Prin
First Appearance:
Ghosts W Gohling

Gassutn
First Appearance:
Ghouis ™ Ghosts

Sardius
First Appaarance:
Super Ghouls N

Ghosts

Aneriaiie
Fursmngﬁarancn
sll]’JH' auts T

Carnivarous Plant
Firat Appearance:
Ghouls ‘N Ghasts

Fursmn&ﬁarancn
Super Ghauts N
(ihnsrs

First Appaarance:
Ghsts N Gohling

Grim Reaper
First Appearance
Ghouls N Ghases

le
Frat Appearance:
Super Ghouds TV
Ghosts

AR

Bat
ﬁrstb.n%arancn
Ghosts N Gohl

Magician
First Appearance:
Ghoule W Ghasts

Plated Bamacle

Frst Appearance
Super Ghouts N
fros

Frst Appaarance:
Super Ghouls N
Ghasts

Flaming Skull
rrstb.ngnaramn
S-I-'pﬁ’ heuls TV

Cronas
Firat Appearance:
Ghosts W Gohbns

Frstb.ngnaramn
s»pﬁ- houts IV

Jester

First Appearance:

Super Ghouts N
Ghasts

lee: Demon
Frst Appearance
Super Ghaws N

Ghag

Baby Form

Frst Appearance:

Super Ghaws N
Ghusts

Vultiire
Frst Appearance
Ghowls N Ghosts

Cershus

Firat Appearance:

Ghowis ‘N Ghosts

Ghost
Frst Appearance
Super Ghaws N

Ghasts

PIHEL PERFECT: GHOSTS 'N GOBLINS

Diragon
Frrst Appearance:
Ghasts W Gobiins

Beezichub
First & ppearance:
Ghiouds N Ghosts

i Sl |
Maid Form
Frst Appearance:
Super Ghowts W
Ghosts

Bax Ghast
First Appusrance:
Super Ghas W
Ghasts

At Lion
Frst Appearance:
Ghowis W Ghosts

Ogre
First Appuarance:
Ghosts N Gobiing

) ops
First Appearance:
Ghasts N Gobiing

Pulsating Worm Satan
First Appearance: First Appearance:
Super Ghas W Ghasrs W Gahiins
Ghasts

Little Dienwil
First Appearance:
Ghists ‘N Gobins

Mutant Turtle
First Appearance:
Gheads W Ghosts

Wralith
First Appearance:
(Gihasts W Gobing

- Wasp
First &paearance:
Ghiwds ™ Ghosts

Loki's Mud Armor
First Appearance;
Ghow's NV Ghosts

Blawdish Ghoul
First Appearance:
Ghouis ™ Ghosts

Axe
First &pgearance:
Super Ghams W
Ghasts

First Appearance:
Ghouls N Ghosts

Lucifer
First Appearance:
Gihasts N Gobins

Tomado Weasel
First Appearance:
Ghouts W Ghosts

Eyohall Plast
First Apgsarance:
Ghows ™ Ghosts

Green |
First Appearanne:
Ghows ™ Ghosts

Golem
First Appearance:
(Fhasrs N Gabins

First Appearance:
Super Ghoulz N
Ghosts

2 e

Ghoul Snakes
First Appearance:
Ghowls W Ghosts

Flrst.ﬂppsaranca
Ghasts ‘N Gobins

Ghoul Fish
First Appearance:
Ghauls W
Ghasts

Shull Hower
First Appearance:
Ghowls W Ghosts

Gohlin
First Appearance:
Supar Ghouls ‘W
Ghasts

Laoki
First Appearance:
Ghouls W Ghosrs

Fire Bat

First Appearance:
Ghosts

Shull Howerhead
First Appearance:
Ghaws ™ Ghosts

Fire: Ogre
First Appearance:
Supar Ghowls ‘N

Ghosts
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s=applcil

Specifications
Year released: 1977

Original price: £1,298 for 4K
version {baard cnly for $598);
$2 638 for 48K version

Buy it now for:

£60+ for an Apple 11+
Processor:

MOS 6502 (1 MHz)

RAM:

4KB (expandable to 48KB)
ROM: 12KB

Display: 280x192 {4 calours/6

colours in rev 1 motherboard);
40x40-48 {16 colours)
Sound: One-channel
Associated magazines:
nCider, A+, Nibble, Softdisk
Juiged GS still in print)

Why the Apple Il was great:
The Apple Il boasted a number
of firsts, including its prebuilt
nature, colour graphics, sound,
paddles and game commancs
in BASIC. Although the line
itself eventually stumbled and
fell, the original Apple Il lived on
in temns of inspinng products
frofm rriyniad competiton.

The Apple Il alsa enabled an
entire generation of primarily
IUS-basaed garmners and
programmers to start making
Their cvwin garmes, and thair
creaticns have gone on to be
hugeby influential and impaortant
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Althou
the Ap

gh eventually ecl?:sed by Commodore and Atari machines,
ple II began its life by revolutionisinlg home gaming in the

USA. Craig Grannell finds out about the platform’s origins and
talks to former Apple II developers about what made the machine

so great for gaming,

t's fair to say that if we ignore Apple's
relatively recent onslaught on the games
industry via iPhone OS devices and the App
Store, few would consider the Cupertino-
based company one that makes products for
videogamers, let alone an industry leader in
the field.

Even modem Apple Mac owners lack choice when it
comes to games, often having to put up with late, expensive,
imperfect ports of old Windows titles, or the odd indie creation
that trickles through - a situation that hasn't changed a great
deal in over two decades. But things weren't always this way:
for a brief, glorious time, Apple had one of the best home
gaming systems around, courtesy of the Apple Il
It wasn't a hugely powerful piece of
hardware, although it was impressive for the
time, but the Apple ||
caught the imagination of programmers
and fans of videogames - then a very new
concept - some of which subsequently
became major players in the industry.

Apple’s beginnings were in the hobbyist
market. This mentality would be retained
for the first revision of the Apple I, before
a larger Apple’s overtly comparate-minded
direction resulted in the ill-fated decision to
ignare the people who first supported the
company and focus entirely on business.

In 1976, mostly in Jobs' garage, history was made: the
Apple | was created and offered to HP. It declined, and Apple
Computer was bomn. The Apple | was the first single-board
computer, sold fully assembled - users had to supply a
keyboard, case, monitor and power supply - and innovated
by relying on things that we now take for granted: keyboard
input and the use of a television for cutput, rather than
the tried-and-tested toggle switches and LEDs that its
contemperanies used, For the day, this was impressive stuff,
but Wozniak wasn't satisfied.

In Jack Connick's 1986 feature for Call-4.F.F.L.E. magazine
*...And Then There Was Apple’, Wozniak revealed that he
wanted a faster, more colourful and noisier machine - and
the Atan wideogame he'd worked on was the driving force
behind many of the technical decisions made. "4
lot of features of the Apple Il went in because |
had designed Breakout for Atari. | had designed
it in hardware. | wanted to write it in software
now,” he said. Colour was added first, so games
could be programmed: | sat down one night and
tried to put [ Breakout] into BASIC. Fortunately

| had written the BASIC myself, so | just
burned some new ROMSs with line-drawing
commands, colour-changing commands,
and various BASIC commands that

wiould plat in colour.” Having got a

ball to bounce around, Wozniak

realised that sound was required

But at the start, it was a tale of two Steves:
Jobs and Wazniak. Even in his earty 20s, Jobs
was a shrewd businessman, tactician and
visionary, and Wozniak was an engineering
genius. An oft-told story of the pair involves Breakout: Atari
founder Molan Bushnell offered 3100 for every chip that could
be reduced from the circuit board. Jobs agreed 1o split the
bonus with Wiozniak, who dropped Breakout's chip count by
50, but nonetheless ended up with just a few hundred bucks,
Jobs allegedly packeting the rest. (Wozniak has since stated
that he "gladly would have designed the Sreakout game for
Atari for free, just to do it", and admits that he was hurt when
he found out about the “dishonesty”, although he's over that
now.)

o The: Apphe || and || in harmony in an ad
[ff-camera, they were punching each
other's expansion shots m.

and so a speaker was added to

the Apple Il = something that,

he said, wasn't planned, but

wias "just accidental”. Paddles

were the next addition, implemented via a

simple paddle circuit. “So a lot of these features

that really made the Apple Il stand out in its day came

from a game, and the fun features that were built in were only
to do one pet project, which was 1o program a BASIC version
of Breakout and show it off,” explained VWazniak.

Continuing to effectively design for himself, Wazniak
fashioned a computer with a number of firsts — the first
miachine of its kind to be sold completely assemblad; the first
boasting a plastic case; the first with colour graphics, hi-res,
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¢¢The Apple II was architecturally
very simple and open. A game
program could essentiall;/ take
over the entire machine’

Bill Budge
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¢¢The Apple II didn’t

have the best graphics
and sound capabilities,
but it was a machine you
could push, and that was

satisfying’’

sound and paddles; tha first with BASIC game cormmands
and the BASIC in ROM — and only the Apple | had beaten
it to the punch regarding using a home TV as a monitor,
Altheugh the machine’s specs — four colours {six after the
first revision, adding orange and blue to black, white, green
and viclet), ane-channel scund via a click-emitting toggle
circuit, 4KB of RAM by default — would soon be eclipsed
and seem restrictive compared to rival machines released
in the early Eighties, they weare instrumental in sparking the
imagination of people who would go on to work wonders
with the platform. “There were several microcomputers
available in 1979, and my friend, Andy Hertzfeld, had just
bought an Apple || and was doing interesting programming
on it,” recalls Bill Budge, creator of landrark Apple |1
pinball simulators Raster Blaster and Pinball Construction
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“The fact that it had colour swayed me from buying a TRS-80
or one of the other small business machines that were coming
to market.”

Budge wasn't the cnly person seduced by the Apple |I's
graphics capabilities. “My parents bought me an Apple Il when |
was 15, since we used them at school, and | wanted to produce
animations,” recalls Jordan Mechner. I knew from making
those animations that the computer was powerful, and that it
wizs capable as a games machine, and so | created Karateka.

I'd been leaming about silent film techniques in my history of
cinema classes, and so | needed to produce something that
wias visually amazing, The Apple Il was equipped to do that.”
Although Mechner reckons that many felt that the Apple Il was a
dying platform by the time he started producing Prince OF Persia,
it nonetheless still worked for him at the time: “The Apple Il was
a platform | understood. It was a lovely machine,”

On experiencing Apple Il games today, it's interesting to
nate that many play better — despite looking waorse — than ports
made to other platforms. It seems this, along with the Apple II's
general suitability regarding gaming, was down to the level of
control it afforded. “The Apple Il was architecturally very simple
and open. A game program could essentially take over the entire
machine, and clever people could make the machine do amazing
things that probably weren't foreseen by Wozniak and Apple,”
thinks Budge, whao fondly remembers the machine's processor:
“The Apple |I's 6502 wasn't very fast, but it was simple. To get
the highest speed, self-madifying code was necessary. There
were no penalties for this technigue like there are now, and this
added a very interesting dimension to game design, which has
been largely lost with modern hardware.”

Choplifter creator Dan Gorlin has similar memories: "One
thing | really enjoyed about the Apple Il was that you had
absolute control gver timing, Everything was real-time - no
harchware interrupts, no other programs running — o you cauld
palish the timing of things perfecthy.”

John Romero, whose first published videogame was on the

Apple I, in the farm of & Scout Search listing in inCiagr magazing,

suggests that this openness, combined with any perceived
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Amd you thought medern Apple

print advarts ware minimal. Hare's
o the Apple 1| was introduced.

Thi: 16-bit Apple 1G5 boasted
an mtarfaca akin to g colour
Mac, but the system retaned
backwards compatibality with
the ariginal Apple I,

MO SCORE  ITIM
-1 000N MW

& Community

A2Central
a2central.com
& Describing itself s “your total
source for Apple Il computing”,
AZCentral is the best place to go for
current news on Apple’s platform.
Along with various links to user
groups and a developer directory, the
site also backs the last surviving

Apple II History

apple2history.ora

& Based around a series of articles
printed in the early Nineties in a
MNehraska newsletter, this site provides
an in-depth history and analysis of the
Apple |l platform, including hardware,
software, related publications and
mara, For offline reading, visit tha
downloads section for a text copy.

o [Apple 1] The supert Staflar 7 recraated the Satesmne con-op inside the humbile Apple 11, and then

Juiced.GS

juiced.gs

& As already noted, Juiced.GS s the
last surviving Apple |l publication,
and, having recently celebrated its
15th anniversary, overiook Softdisk
(1781-75) as the longest-running
Apple |l periadical. It now has a
quarterly schedule and back issues
are available in annual ‘volurmes”.

g g o
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Virtual Apple IT
www.virtualapple.org

& The Virtual Apple Il website enables
you to play thousands of Apple 1|
pames using your browser. To start
playing, simply install the plug-in,
which works an Windows and Mac

05 X and is compatible with Firafox,
Safari and Imternat Explarer, select a
disk, and load a gama.

aiided many mora enemies and missions.




When the first advert for the

Apple |l ran, Steve Jobs gaot a
cormplaint from a woman in
Qregaon, who considered it sexist
I wwas revised Lo shaw a waman
using a sophisticated display and
tha rma‘e account managar using a
lovw-ras version,

Apple's famous ‘rainbow’
logo, designed by Rob Janalt,
was in part designed to showcass
tha Apple II's colour graphics
capabilities, It replaced a fussy
illuestration designad by Steve Jobs
and Appe co-founder Ronald
Wayne, and its sihouette still forms
the basis of current Apple logos,
According to Steve
Wozniak, he was tha sole
desigrer of the ‘computer’ part of
tha Apple Il Alan Baurm
contributed some debugging
software, Steve Jobs deall with tha
machine's appearance, ard Rod
Haolt designed the power supphy.
Appla |l creator Steve
Wioznisk was inwohed ina
plana crash in sarly 1981, which
regultad i short-tenn memnony loss
Wiozniak spent some of his free
time playing videcgarmes on the
Appla |, which aided his recovery.
The Apple lI's original 'nieger
BASIC was superseded by
Applasolt BASIC, whech offared
floatng-point caloulstions. The
narme was derved from ‘Apple’
ancd BASIC supplier "Microsoft”

The Apple lIl, released in

1280, was intended 1o
succeed the Apple [, and
resolutehy Tocusad on business
users. To stop overlap between
tha systams, hardware was added
to prevent Apple 1 emulation
moda using Apple ||| advanced
featuraes, and Apple I ermulation
was aksa inaccurats. The machine
was a flop, and the Apple [ line
outlvad il applad.org has rmore

on the platform.

» [iPhana) With tha likes of Lamanade Stand Mistery Houss, Oregan Trai
and Transyvania on the App Stora, Appla gaming comas full circle.

lirnitations, was hugely beneficial to
il Apple |l gaming, providing a unigueness
WePPleomputarne| 105t 0N More advanced platforms.
= ] “The CB4 and Atari 800 soon became
superior for action games bacausa of
buitt-in hardware for graphics and sound, but the preblem |
saw on those systems was that games tended to look similar
bacause they were all rendering through the same AP, the
same graphics chip,” he says. “The Apple |l had no hardware
for those things and so programmers had to invent their own
ways of getting graphics on the screen, and these different
approaches led to a vast armay of rendering techniques that could
provide you with unique identification of a programmer, | could
lock at a game and be able to tell you who wrote it because of
his technigue. That's one striking way that the Apple || alowed
Wyou 1o express your creativity: with a very open canvas.”

In hindsight, the only real criticism of the system that
developers have regards sound, Budge calls the audio on the
Apple | “extremely primitive”, adding: “It was
really hard to make sounds because there
were no timers or interrupts. The only way
to make sound was to toggle the speaker
bit in various places in your pragram’s main
loop.”" However, he says that in some areas
the hardware bettered its rivals for vears to
come: "For example, the Apple 1l had the
fastest and maost reliable floppy disk of any early
home machine, which was great for distributing
games. On Atari and Commodore, disk
rmanufacture was a nightmare, and the drives
were extremely slow.”

Over the years, Apple’s hardware continued

s o B
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RETROINSPECTION: APPLE I

improved case, and another RAM bump. The compact llc
{integrated floppy drive, 128KB RAM) followed in 1984, before
the line was radically revised with the Apple IIGS, essentially a
powerful and highly capable next-generation 16-bit response to
the Amiga and Atari ST, retaining backwards compatibility with
older Apple Il software via the Meaga II: an entire Apple lle's
functionality on a chip.
But this was the beginning of the end for the Apple Il
line. Mo cne at Apple was willing to charmpion the platform,
instead concentrating on products that the company itself had
led, such as the Macintosh, Left to sell itself, the IGS inftially
outperformed the Mac, but then stumbled and limped on until
the early Mineties, when it was quietly put down by Apple to
stop perceived competition with its own Macintosh LC.
Aryone with a love for videogames - players and creators
alike - had long since seen the writing on the wall, and had
mostly deserted the ailing platform. Although the likes of
Zany Golf and Tha Immortal onginated on the Apple IGS, the
platformn that had practically been responsible for
founding horne computer gaming in the USA
was resigned to receiving an ever-dwindling
number of ports from rival systems. “Things
were moving fast during that time,” remembers
Gorlin. "The Apple || was king of the market
for years, but what initially made it good for
games was its primitive nature. Maturally,
then, it was soon replaced by better options
for developers, and they moved on accordingly,
as did the gamers.”
Fast-forward to 1996 and Steve Jobs made
a triumphant return to Apple, reversing the
company's fortunes - at the time, it was

to evolve, The Apple I+ (sold in Europe as the

suffering from record losses and a confused

Apple || Eurgplus) boasted improved start-up and  » TheJune 1884 issue of inlidarmagazne,  product line. Much of this success was down

BASIC, included 48KB of RAM as standard, and
had enhanced graphics capabilities. However,
between 1979 and 1983, no new hardware appeared. During
that time, internal politics and squabbling caused Apple to

drop the ball with the botched, business-focused Apple NI,

and it tock a surprisingly hostile attitude towards the consumer
market and hobbyists that had made the Apple Il a success.
Only when Apple finally twigged that the Apple Il was
stubbamly refusing to die did the lle project kick into gear,
eventually producing an impressive low-cost machine - due

o using a guarter of the integrated circuits of the 11+ —with
B0-column display capabilities, madifier and cursor keys, an

Special thanks to Tom Charlesworth far kindly loaning the Apple Il

which included John Romero's first
published game, Scout Saarch

to re-embracing the consumer space that
Apple had shunned for so long. While we'll
newver know if the Apple |l could have survived to the present
day in some form or remained a major player in gaming had
the company that created it actually offered some support,

its spirit lives on in the innovation of modern Apple consumer
praducts, and the energy and novelty of myriad iPhone games,
a nurmber of which are conversions of ar tributes to much-
loved Apple |l classics. And for the likes of Mechner, Gorlin,
Romero and Budge, and many gamers of the day, the Apple I
will forever represent a magical time in home gaming that will
never be forgotten.
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THE BARD'S TALE

» RELEASE: 1785
» PUBLISHER: MICHAEL CRAMFORD
» BY THE SAME PUBLISHER: DOMKEY KOMG (&PPLE I}
0 As with the excellent Litima serias, The Bard's Tale
takes inspiration from TSR's Dungeons & Dragons.
Here, though, the influences ara far more pronounced,
with the player able to take contral of a group of up 1o six
adventuress whenewver he wants 1o go dungecn-deiving.
Farmed for its impressive 30 visuals and excellent
animated portraits — although combat itzelf is text-based
- The Bard's Tale is a magnificent adveniure that offared
a huge amount of choice 1o the player and mproved
immeasurably on previous dungeon crawlers. Originalhy
released on the Apple Il and published by EA, it went on
10 be poried to numerous home computers and spawned
three sequels and a construction set.

PINBALL
CONSTRUCTION SET
#» RELEASE: 1783
#» PUBLISHER: BILL BUDGE
@ BY THE SAME PUBLISHER: RASTER BLASTER

Bill Budge’s 1983 effort holds the record for
[] being the first construciion game 1o appear on
arw horme systarn, Folowing on from his popular pinball
effort Raster Blaster, Finbal Construction Ser featured an
amazngly easy control systam that made creating tables
an absolute breeze. Objects could simply be dragged and
dropped around the screen, whila the already-impressiva
physics could be tweaked. Anather fantastic touch was
the ability to save your creatad tables o a floppy disk and
trade them with friends. It also happened to play a great
game of pinball. The garme was honoured at the 59th
annual Technology & Enginearing Emny Awards in 2008.

THE OREGON TRAIL

» RELEASE: 1778
»_ PUBLISHER: MECC
» BY THE SAME PUBLISHER:
AMERICAMN GEMERATION X
0 Unlike the other tives
featured in this top ten, The
Oregon Trall is an educational game.
Don't let that put you off, though, for
like the Beeb's Granny's Garden, t's
2 highty entertaining piece of waork.
Followving the farmous trail, your
travellers can die, and wou must hunt
for food by typing in words as fast as
you can. Due to its popularity across
American schools, it was re-released
in 1986 with greatly improved visualzs
and expanded hurtng, with the ability
to use a rifle 1 gun down targets.
The Oregon Tral' was originally built
on a maimframe computer before it
appeared on the Apple ||

KARATEKA

» RELEASE: 1734

» PUBLISHER: JORDAMN MECHMER

» BY THE SAME PUBLISHER:

PRIMCE OF PERSIA

O Before Prince Of Persia
became a huge success

there was Karateks, a surprisingly

refreshing fighter that made its debut

on the Apple ||, Designed by Jordan

Mechner while he was still attending

university, Karateka features many of

the blueprnts that would eventually

mould Prince OF Persia. Animation

is waonderfully fluid; combat, while

simplistic, works extremely well; and

there’s an epic feed that's missing

from many similar fighters. Karateka's

most impressive rick, though, is how

it was able to tell a comvincing story

through animation and gameplay. An

utterly captivating experience.

CHOPLIFTER

» RELEASE: 1982
» PUBLISHER: DAN GORLIN .
#» BY THE SAME PUBLISHER: AIRHEART
0 If you want to know just
what Apple's machine was
capable of, Chopliffer is a perfect
example. Amazingly shck with
polished visuals, it's a startlingly good
blaster that is beautifully balanced
\While it initially appears iobe a
straightforward shoot-"em-up at its
core, the lack of an actual scoreboard
means that you'll spend just as
miuch time working out how to
save hostages as you will trying to
blast the enemies that are intent an
stopping you. Immediately accessible
yet extremely hard to master,
Choplifter's quick gameplay and
nstant appeal sew it translated into &
Sege com-op in 1966,




PERFELCT TEMN: APPLE

Apple’s 8-bit computer offered an astonishing variety of choice when it
came to games and was also the birthplace of many popular franchises

ULTIMA |: THE FIRST
AGE OF DARKNESS

» RELEASE: 1731
» PUBLISHER: RICHARD GARRIOTT
» BY THE SAME PUBLISHER:

CITY OF HERDES
0 With its dramatic box

art, D&D influences and

atmosphenc visuals, it's litthe wonder
that Uitrma became such a success

ts plot — an ewvil wizard plots fo

take over the world — may seem trte,

but it's an immersive experience.
It obvioushy drevw influences from
popular role-playng games and
the works of Tolkien, but Garriott's
attention o detall gave players an
experience unlike anything else

Interestingly, it was remade for
the Apple || in 1936 and not only
enhanced the visuals but aso sped
up the gameplay considerably.

LODE RUNNER

» RELEASE: 1983

» PUBLISHER: DOUGLAS ESMITH

» BY THE SAME PUBLISHER:
BDDOY HARVEST

U We've lost count of the

numerous iterations o

Lode Runner. In fact, the only thing
our addled brains can remember is
that the Apple ll version felt ke the
arcades had come home when we
first laid eyes on it

Like the best Apple |l titles, Lode
Runner impresses because it feels so
polished when placed agamst many
of its peers. While the visuals are
on the tiny side, it alowed Smith o
create some truly memorable leve's
that sull prove challenging today.

Such was its popularity, it was
ported 1o the arcades a year later and
received countless conversions

PRINCE OF PERSIA

» RELEASE: 1799

» PUBLISHER: JORDAM MECHNER

w» BY THE SAME PUBLISHER:

THE LAST EXPRESS
O 8 Released five years afier
Karateksa, Prnce Of Persia was
a revelation to Apple || owners,
Inspired by Raidars OF The

Lost Ak, Mechner's masterpiece
was a fantastic fusion of hardcore
platforming, exploration and
exhilarating combat that captured
the spirit of adventure flicks. A
sensation thanks to its incredibly slick
risuals — Wechner used rotoscoping
of his brother leaping and running
around 1o pull off the spellbinding
animation — Prince OF Persia turned
into &8 phenomenal success, and it's
ittle wonder that so many gamers
continue to love the Prince’s exploits.

BEYOND CASTLE WOLFENSTEIN
» RELEASE: 1984
» PUBLISHER: MUSE SOFTWARE
» BY THE SAME PUBLISHER: RESCUE SQUAD
O Hideo Kojima is cormmonly recognised as creating
the world's first video stealth game, but the kudas
y belong 1o Apple | maestro Silas Warner.

Released three years after Castle Wolfenstain, which
itself predates AMetal Gear by six vears, Wamer's sequel
ups the stealtw gameplay by introducing plenty of new
mechanics that gready improve an already-excellent game.
A knife can be used to pull off stealthy kills, while there is
maore focus on impersonating guards and Using passes to
progress deeper into Hitler's bunker

Aurally it's also impressive — as you'd expect fram the
creator of The Yoice — further deepening the atmosphere
of exploring the large game wor

TAIPAN!

» RELEASE: 1982

» PUBLISHER: AVALANCHE PRODUCTIONS

» BY THE SAME PUBLISHER: N/&

‘| Not to ba confused with either Ocean’s interesting
8-bit adventure nor Australia's venomous snake,

Taipan! is an intriguing turn-based strategy game that

offers & surprising amount of depth.

Loosely based on James Clavell's novel Tai-Pan,
Mega-Micro Computers' effart placed you in the shoes
of a trader who must make his fortune via trading and
peracy on the high seas. It's a truly enjoyable strategy ttle
that's made all the better because you have so much
choice when you're playing. Your ship can be upgraded,
oans can be arranged, extortionsts must be avoided, and
there are seven distinct ports to trade with, A dazgiing
effort that remains highly enjoyable
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HCompLe1le
His=tord ofF
=3 brEman

Although Miner Willy is arguably
the Spectrum’s best known

videogame character, Ultimate’s
intrepid explorer Sabreman
nevertheless made his own huge
impact on Sir Clive’s machine.
Stuart Hunt investigates the truths
and myths behind Ultimate’s most
enduring mascot

o
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rying to uncover any

information about the

Sabreman series, Ultimate

Play The Game, or the
Stamper brothers has always proven
incredibly difficult. The brothers
have always been famously forward
when it comes to stepping away
from press attention, only giving
the occasional rare interview to
very lucky and select publications
- most notably Crash, for whom
the brothers had a bit of a soft spot
- but giving a charmingly frank and
reasonable explanation why it is that
they shirk the limelight. The reason
boils down to two things: the first
is time - perfectly understandable,
of course, seeing that for many
years Tim and Chris were managing
director and technical director,
respectively, for one of the biggest
videogame studios in Britain; and
the second is that the brothers

have always felt that their

games should do the
_* talking. But while the

Stampers’ silence is frustrating for
anyone trying to glean information
about their games, it was this air of
mystique surrounding the company
that drove the success of Ultimate
and its games. And no Ultimate
franchise demonstrated this thinking
better than the Sabreman series.

In 1980, Tim Stamper, age 21,
was studying physics and electronics
at Loughborough University. After
becoming interested in the growing
advent of micro technology, he decided
to quit his course and took a number of
jobs working on arcade circuit boards
for various firms, When Chris asked
his brather one day to assist him with
cne of his arcade projects, Tim was
immediately hooked. And with the
help of Tim's girlfriend (now wife),
Carol Ward, and college friend John
Latchbury, the brothers decided to form
the Leicestershire-based company
Ashby Computers and Graphics (ACG)
in the exotic-sounding town of Ashby-
de-la-Zouch. Armed with a small team
of software engineers, ACG started



developing arcade conversion kits for
license to various companies, In terms of
Labreman's history, probably their most
notable arcade project was the quirky
1983 title Dinga, which the Stampers
produced in collaboration with Japanese
developer Jaleco. Assuming the role
of something that resembled a koala,
your mission was to collect all the fruit
scattered on colourful single-screen
levels while avoiding things that looked
like hopping pink unicoms - though it's
feasible that these could be the
titular dingos, as Sabve Wlf
later showed that the
Stampers weren't averse
to giving enemies top
biling. Dingo played a
lat ike Pac-Man but had
visuals awash with the same
intricate detail and colour that we
wiould later associate with the tropical
screens in Sabve WL

Eventually, though, the Stampers
decided that coin-ops weren't
marketable and so focused their efforts
on the emerging British home computer
scene instead, concentrating on writing
games for the Spectrum and doing
so under the label Ultimate Play The
Game. Like all successful videogame
partnerships, Tim and Chris took on
different roles 1o make Ultimate a
success. Tim was largely responsible for

lﬂ the in-garme graphics and packaging
ilustrations, while Chris, the clder

of the two, took on most of the
coding and programiming duties.
Ultimate's first commercial hit
came in 1983 with the release of
the 16K Spectrum game Jetpac This
was shortly followed by the bug-zapping
title Pssst and the seminal adventure
maze smash Atic Afac In a time when
most home computer games were
rudimentary variants of arcade titles,
the trend that home computer and
videogames should offer more depth
and variety was first starting to happen
with the release of Ultimate's early titles.
The Stampers' games were sprawling
arcade-style releases that couldn't be
played in arcades, and they felt more
epic than anything that had come before,

b
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Batiletoads

Spawning five games, all famed for
their humour, variety and insang
difficulty, the Battletoads — Rash,
Pimple and Zitz — proved a popular
videogame rival to the Teenage Mutant
Ninja Turtles, and a great technical and

Fare HEI'IZIEE-

We take a look back at Rare’s impressive portfolio
of games to remember some more of its heroes

The Cast of
Killer Instinct
Killar Instinctfeatured a roster of
memarahle fighters, including a semi-
camen from Sabreman himsa|f (in wulf
form). The series remains a popular 20
brawler, and Rare has teasad fans with

rumaovrs of a third game for yaars.

creative showease for Rare,
—b]

|V . & BV 35
Jetman f/ Ve N

While very it is known about the : . v b |
charactar, Jetman was Ultimata's s AL ¢ *
first videogame hero and went on to _J.f

becoma a popular gaming character an
the Spectrum. His popularity eventually
|ed to him having his own comic strip
SEres in Crash magazine.

L. ~

! f ‘ii..

Ciddd Kong

Only Rare could breathe new life into a
Mintendo character with such aplomb.

Donkey Kong Country helped put Rare

MHMr FPants

Originally a crude mascot on Rare’s
wiehbsite, the character |ater received
hiz own GBA puzzler titled it’s Mr Pants.
Originalty unveiled as Donkey Kong
Coconut Crackers, the theme had to be
altered following Rare’s purchase by

Microzoftin 2002, B]
8

on the map, bring Donkey Kong back

Ean.go and Fazooie
After gamers were left dumbstruck by
Super Mario 64, Rare matched Nintendo's
classic platformer with one of its own.
Gorgeous and massive in scope, the
ariginal Banjo-Kazooie creatad a papular
videogame double act as they worked as
ateam to solve puzzles.

Joanna Dark

Rare performed magic once agan with
the sultry agent Joanna Dark. Not since
the arrival of the intergalactic bounty
hunter Samus Aran— and it's very ikely
that she had a big influence on Joanna
= had gamers sean such a strong and
beliavahle leading lady.

-
- “ » to life, and cement Rare's relationship
i i with Nintendo. Diddy represents an
P indedible footprint of that ralatlunshup B

Furos the knight

which Rare only developed the first
and last, Wizards & WWarriors gamas
ware hack-and-slash adventure affairs
with Rare’s trademark emphasis on
collecting things. In each tide you

assumed the role of the knight Kuros, B]

Spanning a series of four games, of ~.

|q| LY
Jet Force Gemind

Rattle and RoLL
Whila Rare handled the NES
conversion of Marblz Madness, it had
already touched on the isometric puzzle
game formula with Bubifer However,
itwould really surpass itself with
Snake Rattle N Roll, with its addictive
gameplay and surrealist humour,

Jat Faree Gaminiwas an epic third-
person action game that borrowed
elements from Sabre Wil Banjo-Kazooie
and GaldenEya Visually breathtaking,
the game split opinion with fans, which
is perhaps why Rara has yet to do
anything alze with the gama's heroes.



Sir Arthor
Fendragon
While Utimate favoured the Spectrum,
the company produced a number of
Commodore 64 titles. The most well-
known offerings starred this recurring
adventuring aristocrat across a series
of action/puzzle games.

N

Conker

Conker underwent a dramatic
transformation for Rare’s final NG4 title.
Oniginally a cutesy platform hero, Rare
decided to rethink the character and
twrned him into @ swearing antihero in
an adventure that smacked a litte of
Dude, Where's My Car?.

N

Very guickly Ulimate positioned itself
as an important and shining player in
Spectrurn gaming. While the compary
chd write a number of Commadore-
specific titles over the years, the
Stampers chose nat to handle CPC,
MSX, BBC Micro and CB4 conversions
of their hit Spectrum games, but farm
thern out to thind-party companies
instead — most notably Arebir, which
handled the CB4 conversions of Sabre
Wilf and Unodenwuride Speaking to The
Games Machine in March 1988, Chris
Starmper explained why this was.

“I never got to know [the CE4] that
ruch. You tend to focus on ane araa,
and | think | was a Z80 programmer to
start off with, and so | adopted the
Spectrumn. | had na trouble with 6502 ar
anything like that — the Nintendo 6502 -
but | was working on the Spectrurm and
there wera other people doing the 54."

Tim, who is said to be the mare
business-minded of the pair, followed
up with a slighthy more mercantile
reasoning: “We were interested in
producing orginal games, and people
wanted us to produce onginal product,
s work for the 64 was really a
job for somebody else. We
could onby have produced one
type ayear if we did all the
conversions ourseles.”

In 1984, the first of
the four games that
make up the Spectrum
Sabreman senes was
released. Sabre Wulf was
a colourful action game

EHRETG

THE ULTIMATE HERD: THE COMPLETE HISTORY OF SHBFIEI'HFII'I

w [Spectrum] Some reviewers critcised Satve Widffor
simphy haing Afic Atse in wulf's clothing.
that intraduced the world to the game's
iconic pith-helmeted hero. Playing the
role of a stumpy adventurer named
Sabreman, your mission was to navigate
through a colourful 20 tropical maze,
made up of 256 flip-screens, to seek
four pieces of the ancient ACG amulet
- a subtle nod to Ashby Computers
and Graphics - that granted him safe
passage by the Keeper guarding the
exit to the maze. During his mission,
Sabreman had to be watchful for enermy
insects and tropical animals and defeat
therm using his trusty sabre - or, when
tackling some of the bigger foes, such
as hippos and boars, by frightening them
with his fencing skills. On top of this,
he also had to be watchful for the
titular Sabre Wlf, an invincible
anemy that appearad in certain
areas of the maze, and had to be
careful not to get caught davdling
gither as a deadly sentient fire
wiould flash up to usher him
on his way. Sabre VWi was
essentially an interactive maze,
but one brimming with intricate detail,
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[ Spectrum] Knght Lore single-handedhy

revolitionised microcamgutar gaming.

gobsmacking colour and
some satisfying hack-and-
slash combat = although the
fact that Sabreran couldn't attack
enemies above and beneath him was
a bit problematic. Look beneath its
bright shrubbery and there were also
some subftle arcade accents to be
found, likely influenced by the
Stampers' arcade past. The game
was two-player — though onby in the
Speccy and CB4 versions and not at the
same time — and its display had a clear
and clean arcade fesl to its layout. The
game was full-screen with no intrusive
object screens or inventory panels to
encroach on your peripheral vision, with
the high score talies positioned at the
top comers of the screen

Sabre Wuif was the first Ultimate
title to be adorned with the iconic
Ultimate Play The Game frame
packaging, and to also ditch the
traditional £5.50 price point and retail at
£9.95, In an interview with Crash, Tim
revealed why it was that they took the
gamble to increase Sabre WLIFs price.

“We were having a severe problem
with the number of [illegal] copies. And
| think going from £5.50 to £9.95 was
a bold step we took. The price was
gradually creeping up, and | thought we
might go the whole way and put the
praduct out &t a price that was realistic
for the time involved in creating it. We
were trying to create an incentive for
the person who paid £9.95 to say, ‘Hey,
you're not copying my game!""

The strategy worked. Sabve
VWulf smashed all sales records for
Ultimate, and even surpassed
Activision's monster smash
Ghastbusters. Mare
impartanthy, thaugh,
Chris and Tim had
succeeded in
coming up with
a classic and
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= |BBC] To hidp keep the character fresh, Ultimate tweakid the look of Sabreman during the senes.

lasting wideogame hera in Sabraman.
Boasting a memarable name and
quirky ook, thanks to his sword and
pith helmet, Sabrernan not only slotted
perfectly into the archetypal mould of
the B-bit videogame hero — essentially
an everyman character with a large
nose and a hat - but the character's
clean and chunky design also partnerad
briliantly with the technical limitations of
the Spectrum.

But despite its popularity and
commercial success, there was ane
criticism that some reviewers levelled at
Sabre Wult Many argued that it was too
similar to the Stampers' previous smash
Atic Atac. Daspite the improvemant in
visuals and the tweak in perspective,
some falt that the garme borrovved
heavity from Atic Atac’s maze layout and
criticised the Stampers for not pushing
the ervelope quite as far as they had
with their presicus titles, With that in
mind, it's no surprise that, for the next
game in the series, the Stampers took
a slighthy different approach to the
game, Undenvuride featured a brand
newy side-on perspective, which gave
the game an almost platform game

RETRO GAMER COLLECTION DOL.S

appearance. The gameplay also adhered
10 this platformer-style appreach, with a
fidgety-feeling Sabreman spelunking and
jurnping through the game's castle and
deep through its underground caverns.
While the viewpoint and gameplay were
once again tweaked, Undensvuride still
retained Ultimate's signature flip-screen
design, this time across a colossal 597
screens, making for another sprawling
adventure, Perhaps the biggest change
that the Stampers introduced with
Undenavurdde was disallowing enemies
from directhy kiling or causing damage to
Sabreman. Instead, they could only harm
hirn by pushing him to his death. The
story found Sabreman trapped
in the cavemous Underwurlde.
Without his trusty sword for
protection, Sabreman had to
defeat one of three guardians
blocking his escape by finding
three weapons — a knife, dagger
and torch = hidden in the
caves. It was your job to help
Sabreman find and use the right
weapon against the corresponding
demon guarding one of the
exits. With three possible exits
in the game, Undenauride had
three different endings and each end
sequence led the player onto the
path of the next three games
that were planned far the
Sabreman series.
While Sandy White
pipped the Stampers
to the past by

# [Spectrum] Penfagram had Sahreman drop the adventure
thrizads for & Gandalf fancy driss costume,

= [CB4] To escape the maze of Satve Winf players had o
firvd fouir parts of an ancient am det

£ Chris and Tim succeeded in
coming up with a classic and
lasting videogame heroJ)

releasing the first 30 isometric garme on
the Spectrum with Ant Attack, Ultimate's
astonishing Knight Lore, the third tite
in the Sabrerman saga, blew away all
competition, Nothing previoushy released
on the Spectrumn came close to touching
Knighit Lore on a graphical or technical
level, Set inside the exquisitely detailled
rooms of Melkhicr's castle and running
from Ultimate's impressive Filmation
engine, Knight Lore oozed atmosphere
and quality from every pixel. But it
wasn't just the groundbreaking visuals
and cartoon look that impressed and
amazed fans; a couple of interesting
changes had occurred in Sabreman
too. Fully realised in 3D, and
with only his eveballs and
big round nose wvisitle from
underneath his pith helmet,
this mare cartoon Sabreman
was perfectly suited to the
game's astonishing new
design style. And that wasn't
all, as after being bitten by
the Sabre Wulf, Sabreman is
left battling with hycanthropy,
transforming him into a werewaolf at
nightfall. The game's premise found
the adventurer searching the wizard's
castle for the items needed to nid him
of his lupine state, With a time limit
of 40 days and nights to complete his
mission, which dries up pretty guickly
in the game world, timing and planning
was needed to solve the tricky action-
based puzzles and glean the reguired
ingredients. The innovative Filmation

engine alse allowsad Sabreman to
interact wwith ohjects in the game,
adding a real sense of freedom to
the game and its puzzles; something
never really seen before on the
Spectrurn, Ultimate also ensured that
Sabreman's kcanthropy formed an
integral part of the gameplay. In his
wiulf state, Sabrerman could leap
higher to solve puzzles that would
otherwise be impossible, but was
mere vulnerable to particular types
of enermy. But perhaps the most
shocking thing about Knight Lore was
its tirming. Speaking to Crash, the
Stampers later made the startling
revelation that Knight Lore was wiitten
before Sabve Wulfwas even finished.
The brothers had admitted to purposely
holding back the game's release for
fear that no one would buy Sabre Vf
after seeing the new engine in action.
“Knight Lore was finished before
Sabre VWu" said Tim, speaking to
Crash, "but we decided that the market
waasn't ready for it. Because if we
released Knight Lore and Alien 8-
which was already half-finished - we
wiouldn't have sold Sabre WL So we
sold Sabre WA which was a colossal
success, and then released the other
twio. There was a little bit of careful
planning in there. But they coukd have
had Knight Lore possibly a year earlier
- we just had to sit on it because
everyone else was so far behind”
Given the popularity of the Filmation
enging, and the fact that a number




of saftware houses and
programmers quickly sat
about tning to capitalise
on its popularty, the
Stampers saw Na reasaon
not to do the same, and so
released more Filmation titles aver the
coming years including Alien 8 {1985},
Mightsharie {1985) and later Gunfright
(1986). It was also around this time that
the Stampers set up a sister company

o Ultimate named Rare Designs of

the Future, which they later curtaled

1o the far snappier name of Rare. It
transpired that as far back as 1983, while
busy writing Jetpac, the Stampers had
kept a watchful eve on the emerging
Japanese videogame market, and had
been secrathy getting to grips with
prograrmming for Nintendo's Famicom
console. The Stampers had once again
predicted ancther big shift that was
about to occur in the British game
market, The thinking behind this new
enterprise was that while Ulimate would
handle the brothers’ microcomputer
cutput, all Mintende and conscle releases
wiould fall to Rare. This turmed out to be
a savvy move by the brothers, because
by 1986, around the release of Guniright,
revigwers Were expressing concermns
about Utimate's dependence on its
Filmation engine. Eventually, realising
that there was nowhere else they could
take the Spectrum, and that it wasn't
beneficial to company expansion 1o

continue producing games on

the machine, Tim and Chris

decided to sell part of Ultimate
1o S Gold, remaining majority
sharshalders in the compary, and turn
their attentions ta Rare and breaking the
console market.

Because its release fall after US
Gald's part-acquisition of Ulimate,
there has always been doubt aver the
true authors of the next game in the
Sabreman senies. Pentagram's story
faund Sabreman on a mission to locate
the titular starshaped artefact. To
complete his mission, he had 1o fix five
broken obelisks using magically charged
well water and then collect five pieces of
stone to make up the magical relic. After
curng him of his ycanthropy, Sabraman
befriends the magician Melkhicr and
chooses to becomea his apprentice. Mow
a wizard, Pertagram marked the first
time in the series that Sabreman ditched
his adventuring gear, cpting to wear a
wizard robe and grow a beard instead.

Given that Pentagram didn't quite
match up to the splendour of previous
Sabreman garmes, and that, in another
interview with Crash, Chris named
Gurimght as the final game that the
brothers had werked on together, its
believed that Pantagram was either
written by Tim or Chns alone, or by
a team of US Gold programmers.
Confusing matters further, of course, is
the fact that the brothers had a history

THE ULTIMATE HEROD: THE COMPLETE HISTORY OF SABREMAN
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Filmation Games

Ultimate’s engine powered some of
the most visually impressive Spectrum
games and set the company on its
future path of technical innovation

Alien & 1554

Essentially Knight Lorg set in outer space,

the Stampers” second Filmation title saw
players control a square-looking maintenance
droid whose mission is to keep alive the
sleaping crew of a spaceship by finding

the missing components needed to fix the
ship’s cryogenic life support machine. While
its formula is similar to Knight Lore, the

sci-fi theme feels umique enough to make it P %
a classic inits own right. The Stampers later  vgg

revealed that it was well into development - - 57
before the release of Sabre Wl

Hightshade 1555
Often mistaken as an episode in the
Satreman series, Mightshade was, in fact,
a standalone adventure game. Essentially
a mixture of Undemnvuride and Knight Lore,
but using scrolling screens as opposed to
static ones, you played an adventurer who
mustrid a village of evil by vanguishing
four demons. Mot a patch on Kmight Lore,
and infact guite infarior in many ways, this
was the first time that voices of dissent
were really starting to be heard from _|

Ultimate fans.

Gunfright 1556

Whereas Alien §launched Filmation

into space, Gunifght shifted the engine

1o the Wild West. Playing the role of a
town sheriff, who looks remarkably like
Sabreman — possibly an ancestor — your
mission was to clean up a town riddled with
putlaws, Splitinto three stages, the first
58w you practising your aim by shooting
money bags, the second saw pleyers

patrolling the streets to find and capture
nine wanted fugitives, and the final one
finished in a dramatic gunfight.

Bubbler 1557

The most technically advanced of all the
Filmation titles, this sought-after Specey and
Amstrad title has fetched some astonishing
prices on eBay and was the sacond game

of tha three post-Stamper Ultimate gamas.
Bubblerwas essentially a Filmation take on
titles such as Spindizzy and Marble Madnass.
Itfinds the player transformed into a globule
of slime by an ewl wizard, and trying to cure
this gluey state by corking bottles of magic to
weaken his oppressor,

— -
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Sabreman Tamsline

Sabre LWULF o
The first Ssbreman title was K
a 2D flip-screen adventure.

It found pith-helmeted hero
Sabreman trying to find pieces
of an ancient amulet and
escape the titular Sabre Wulf,

LinderwurLde
A new direction and new
perspective for Sabreman
saw him jumping around the
dank cavernous world of
Underwurlde in an enjoyable
side-scralling 2D platformer.

Knight Lore
Itwas the game that changed
the face of Spectrum gaming
forever. This pioneering
isometric 20 adventure smash
saw Sabreman trying to cure

himself of lycanthropy after

being hitten by the Sabre Wulf,

of not releasing games in
order of their completion

— rarnember that they had

presiousty held back the release
of Knight Lore - 5o it's also
feasible that Pentagram was written,
or at least partially written, by the
brethers collectively befare Gunimght
was even released, Regardless of who
the true author of Pentagram s, it
wiould be Ulimate's final Sabreman
release, and the most ambitious of its
Filmation games,

The true casualty of LIS Gold's
partial buyeout of Ulimate was the final
unreleased episode in the Sabreman
saga: Mire Mare. The much talked
about final episcde in the series, despite
being mentionad in the endings of
FPentagram and Undenauride, never
actually found a release, ]
Only the Stampers know
the truth, but that hasn't
stopped vanous conspiracy
theories from surfacing
on the internet, and a
conveniently anomymaous
former Ulimate staffer
claiming that the game
was finished, While entirely
speculative, it's rumoured

1==4

££ That he has continued to crop
up is proof that Rare has a lot of
fondness for Sabreman?’)

that develepment of Mire Mane was
held back by Uhimate during US Gaold's
partial takeowver to ensure that it was its
final release. But it's believed that the
Starmpers grevy disillusioned with US
Gold after leaming of the company's
strategy to focus on budget re-releases
ower investrment in newy titles, and as
a result the game was never finished,
While many fans hawe assurmned that
Mire Mare would keep the Filmation lock
af both Knight Lore and Pentagrarm,
in 1990 it was revealed an
Rare's website that the game
would have playved more like
Sabre WUlt The website also
claimed that the basic game
design of Mire Mare was
finalised, but coding never
commenced because
of time. In hindsight,
it's wery unlikely that the
game was finished. Knowing

w |Spestrum] Ta this day thare is
stil umeartainty over the tros
autharship of Pentagran
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just how popular the series was with
Spectrurm owners, it's improbable that
the Stampers would have blocked the
release of the final game, regardless of
any il feeling between them and US
Geld at the time. it's far more likely that
the senes was a victim of timing. As
the brothers had nghtly predicted, the
market was changing as the reign of the
MICroCompUtar was coming to an end,
It would ba 19 years before we
would finally see Sabreman retumn to
our screens in his own game, Before
then, of course, the character had made
a number of subtle cameo appearances
in various Rare games, fuelling the
belief that another Sabrerman game
was on the cards. He was the main
inspiration behind the character Count
Won Sabrewulf in Kiler Instinet, and
also had a minor cameo in Banjo-Tooie,
where he appeared frozen inside a block
of ice on the stage Haillfire Peaks. Rare
has also made reference to Sabrerman
in the games Viva Finata and in the GBA
version of Donkey Kong Country; and
at one time was even rumoured to be
wiorking on & racing game based on the
Sabreman universe. Titled Sabrerman
Stampede, it was speculated that the
game would have been adapted from
the cancelled Donkey Kong Racing
GameCube game. In 2004, Rare
finally decided to revisit the character
properly by giving him his own game.
And once again it saw another change
in the look and gameplay style of the
sernies. Released for the GBA, and
confusingly titled Sabre Wil the game
wasn't a portable remake as many
fans assumed but more of a cutesy

» [Amestrad] The Stampers later revaaled that Knight Lar
weas writtan befora the relaasa of Sahre WAK

= [GBA] Sxtvie WiAFs calourful cartaon lok patarised fans,
butwea loved &l the rafarances to past games.
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» [Argade] Dinga was a colourful-loaking arcade title by
ACG that has a spookoly similar look to Satve Vi




Fentagram
Sabreman ditched the helmet
and shorts for a wizard getup

outing, This time hewas on a
mission to find the scattered
pieces of a magical artefact

known as the Pentagram.

in his fourth and final Spectrum

Mire Mare
Unreleased)

Little is known about the
planned but unrelzased final
chapter in the saga, though
it's been rumoured that the
game would have played
more like Sabve Wit

4| Sabre LuLf
=EAD

The last game to star Sabreman
sawi him don his pith helmet once
again for a colourful side-scrolling
platform game that shared a few
similarities with Rare's Donkey
Kong Country series,

We probe Rare’s ex-
head of studio, Mark
Betteridge, about those
burning Sabreman
questions

M Did the Stampers ever tell you where the
idea for Sabreman originated?

Sadly no. Maybe the result of watching
Larry On Up The Khybartoo many timas?
Sabraman was designed to make sura

tha player knew they were in the hands of
an expanenced, inrepid explorer before
dropping them into the middle of the jungle
or at the entrance to an ancient castle.

It was probably a bonus that he was a
quintessentially British character on a
quintessentially British computer,

B Why do you think he proved so popular
on the Spectrum?

| suppose a lot of it was down to the games
themselves making such animpact, and
Sabreman being a reprasentative for
tham. He was tha comman thread that ran
through the whole series, and the way

his characteristics changed batween the
gamas — explorer, werewolf, wizard — kept
him interesting.

M Could you tell us everything you know
about Mire Mare?

Well, there was cover art, which we posted
on the Rare wehsite when it was plucked
out of Tim's original artwork portfolio back
in the |ate Nineties, | don't think the game
itself ever got very far; it certainly wasn't
completed, There was every intention of
finishing and releasing it, but Ultimate's time
on the 8-hit home computers turned out to
be limited before it morphed into Rare and
changed direction.

B Why was Sabre Wulfresurrected for
the Game Boy Advance as opposed to a
home console?

The team just wantad to do somathing
with one of the old Ulimate properties,
and handhelds seemed like a good place
o experiment with the popularity and
relevance of past franchises. The style
ended up being very different, but Sabre
Wi on the GBA twrned out really well, as
did Jefpac Refuelied on Xbox Live Arcade
later, We like to revisit the old IP from time
to time, but with over 25 years of characters
and series to work with and the censtant
need for nevw titles an top of that, we can
never make everything that we want to!

B Whose idea was it ta stick him in
Banja-Tooie and was there any truth to the
rumours of a propased N6d game?

That was lead designer Gragg Maylas.
The Banjoteam are known for including
setf-referential bits and pieces, from the
posters in Grabbed By The Ghoulies to the
game discs in Banjo-Kazooie: Nuts & Balts,
In Tooie's case, Gregp needed a character
that had been frozen in ice for years and
he wanted it to be someone recognisahle,
50 he went all the way back through Rare’s
history to Sabreman, Thers were no N6
Sabramarn games proposed - Tooiewas his
only appearance on the system.

M Tell us a little about Sabreman Stampede
on the Xbox.

Itwas conceived as a sort of Xbox
succassor to the similarly unreleased
Donkey Kong Racing template featurng
jungle animals instead of vehicles, but

it soon evolved into something more
adventure-based, which better suited the
character. One of the senior team members
recently described it as “like Jambe Safan
and Grand Theft Auto rolled into one”, Make
of that what you will!

w[GBA] Some 19 years later and Sabreman is still being hourdesd by his ald nemess.

reboct of the senes. A side-scrolling
platform romp that shared a number

of similarities to Rare's Donkey Kong
Courntry titles - mast notably that mary
of the missicns required Sabreman to
enlist the help of various jungle creatures
- it saww Sabreman travelling to a variety
of vilages, all taking their names from
Ultimate games, to schve the puzzles
required to enter Sabre Wulf's various
lairs. While Sabreman had taken the
platform game route once before with
Undernwurde, the epic and mature feel
that the seres is renovwned for was
lost among the cute and cokourful
aesthetics of this portable outing,

and left many fans disappointed and
confused as to what Rare has in store
for the character.

Whatever the future holds for
Sabreman, it's clear that the character
still features prominently in Rare's
impressive catalogue. The very fact that
the character has continued to crop up
in various Rare titles over the yvears is
unmitigated proof that the company
obriously holds a lot of adoration and
fondness for the character. And while
many passionate retro fans would be
happy for Sabreman's adventures to
continug on for many years to come,
we can understand Rare's want to use
the character sparingly. In terms of

s\l

quality, the worst thing Sonic ever did
was becormne a household name. The
popularity of Sega's zippy mascot is a
contributing factor to why he quickly

got enveloped by anncying peripheral
characters and silly gameplay gimmicks
as Sega mried to capitalise on his
popularity, Even Maro, unarguably the
most popular videogame character in
history, has been lent out to projects
less befitting of his stature over the
years. Can the same really be said

about Sabreman? While his 2004 return
might not have been quite what fans
had in mind for their herg, the GBA title
was still an enjoyable and quirky platform
adventure, and has done nothing to
tarnish the heritage of the character.

It's just @ shame that, in 2007, the
Stampers left Rare, as unless they

plan on making a triumphant return to
the games industry any time soon, it's
loaking increasingly unlikely that we

will ever get to hear the definitive story
behind the Sabreman series,

that US Gold relationship and

what actually happened to
Mire Mare. One thing is
certain, though: if we
are fortunate enough
to ever find out
the truth, you'll be
the first to know.
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IN THE HNOW

» PUBLISHER: ATARI

The Making Of ...

The world’s first free-roaming
starship simulator, Star Raiders
was the killer application that
boosted sales of Atari's early
home computers like no other.
Mike Bevan talks to programmer
Doug Neubauer about the
creation of a truly groundbreaking
3D space shoot-'em-up

|

he star-date is 1979.

Space Invaders is just a

year old, Pong is barely

out of nappies, and Pac-
Man is yet to unleash on the world
its yellow, pizza-faced protagonist.
Atari, buoyant on the success of
its 2600 console, is gearing up for
the release of its first generation of
home computers. Gamers bemoan
the comparatively high price of the
new machines and return to the
straightforward but enjoyable
thrills of the VCS games catalogue.
Then, seemingly out of nowhere,
comes Star Raiders.

STAR RAIDERS™

» DEVELOPER: IN-HOUSE
» PLATFORM: ATARIE-BIT, 2400. 5200, 5T
» RELEASED: 1977

While space-themed shooters of
the era - the likes of Galaxian and
Space Invaders - put you in simple

» GENRE: 3D SPACE SHOOTER

single-screen firefights, Star Raiders

» EXPECT TO PAY: £5+

gave you the commander’s seat of

a starship for a full-on, genuinely
cinematic ‘'mission’, defending a
clutch of friendly star bases from
the invading forces of the Zylon
Empire. Compared to the static
shooting galleries of many popular
videogames, Star Raiders was a
revelation, portraying a 3D star field

h
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through which players could plot
their ship’s course with the help of a
simple but versatile ‘Galactic Chart’,
engage the Zylon battle fleet, and
strategise in real-time.

It wasn't hard to see why Star
Raiders soon started flying off the
shelves, along with Atari's first two
home computers, the 400 and 800.
Given the public interest in space-
themed sci-fi in the wake of the first
instalment of the Star Wars saga,
gamers and closet Luke Skywalkers
alike went gaga for the immersive
intergalactic action that the game
offered. Many customers reportedly
bought Atari computers just to play
Star Raiders.

Surprisingly for such an innovative,
compelling title, its creator, Doug
Neubauer, had never written a
published game before. With a
background in electrical engineering
rather than game design, Neubauer
was one of the many early classic
game programmers to fall into the
industry on a whim. “1 remember
having the choice between working
at National Semiconductor in their

calculator and home computer!
videogame department, working

at IBM in their electric typewriter
division, or working in San Diego

at some aesrospace company,”
MNeubauer reminisces. “Videogames
and home computers looked a lot
more interesting, not to mention
fun. In hindsight, | think | made the
right choice.”

“I was hired at National by Richard
Simone, who went on to head
Atari's ‘dedicated game’ console
department,” he continues, “which
paralleled Jay Miner's ‘cartridge-
based’ game console department.”
It was a move that Neubauer soon
made himself. At Atari, he would
be one of the key figures in the
development of the POKEY sound
chip, which graced the company’s
400/800 computers, along with
a number of migrant employees
frorm MNational. “The chip design
department at Atari was more like a
traditional semiconductor company,
with senior design architects
coming up with the overall design
specification, and then folks like
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me, the logic and circuit designers,
implementing the spec,” he recalls.

The transition from circuit to
software design, as Neubauer began
to start work on the programming
project that would become Star
Raiders, was prompted by a period
of downtime during his hardware
design duties. “POKEY was finished
and we were waiting on the other
two chips to be completed,” he
remembers. “My work was pretty
much finished, except for helping
the test engineers get the POKEY
test fixture up and running. Atari
was pretty laid back, and | was
working for the legendary Jay
Miner, who let me work on the
game. Also, | think Star Raiders,
along with the other early games,
helped in finding any bugs in the
Atari 400/800 chips."

Inspired by the text-based
Star Trek game doing the rounds
on mainframe computers at the
time, Neubauer set about creating
something that he really wanted to
play himself: an ambitious simulation
of 30 space combat. "Battlestar

- CHCE

THE MAHING OF: STAR RAIDERS

u |Atari 8-bit] Tha hbyperwarp saguence. On higher
levels players must keap the crosshar central o avoid
umping past thair destinaton by saveral kght years

£& Neubauer created something

that he wanted to p

lay himself: a

simulation of 3D space combatJ)

Galactica was ‘the’ sci-fi TV show,”
he says, confirming the influence
behind the game's Zylon enemies.
“Other influences were Star Trek,
Star Wars, THX 1138, War Of The
Worlds and 2001, Also, any number
of science-fiction stories by lsaac
Asimov, and Dune by Frank Herbert.
“I should confess that | never
actually played the old Star Trek
game. | just listened to other
programmers describing the game
and looked over their shoulders a
few times. The game just didn't look
that interesting to play, but it looked
like a good idea for a galactic chart.”
The backbone of Star Raiders, the
Galactic Chart, is the arena for the
strategic element that, coupled with

the enjoyable, fast-paced 3D combat,

so impressed players at the time. As

you ‘hyperwarp’, Kirk-style, between
its grid-like sectors, enemy ships

go about the business of trying to
surround your star bases like a game
of real-time interstellar chess.

“Mot having played the game, |
didn't have any improvements in
mind, but | had a rough idea of how
the Galactic Chart should operate,”
says Neubauer, “with star bases
where you refuelled and repaired
damage. Also you had to defend
the star bases from enemy fleats. |
‘borrowed’ a number of ideas from
Star Trek and Star Wars, such as the
3D cockpit view, the attack computer,
and the hyperwarp graphic.”

The hyperwarp sequence, with .
its movie-like transition of rushing
stars as you hurtle to your next
destination, turned out to be one of

will point to Neubauer's own Solaris as
the true successor to the ariginal game.
Solaris may alter the perspective from
afirst to a third-persan view similar

to Konami's Gyruss, but it retains the
frantic 3D sprite-based dogfighting of
Meubauer's debut, and is a massive
technical accomplishment for the lowly
2600. Published in 1986, late in the life of
Alari's ageing console, many consider the
game to be the ultimate graphical tour de
force for the system.

I cadn't consider Solons as a sequel
to Star Roiders, althaugh | guess it kind
of ig,” comments Neubauer. “They both
fly through space, they both have Galactic
Charts, and Solioris extends the game
with flying an the planet surface and
through a trench.

“For a time, the game that eventually
became Solors was going to be used

as the game for The Last Starfighter, but
this plan got tossed when Jack Tramiel
baught the carnpany. | think Stor Roiders
had better gameplay, though, and |
much preferred Star Rovders’ explosion
graphics. Also, | think | prefer the pure
cockpit view of Stor Rovders.”

|

e
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The MaKing Of aus
_ST/ARRAIDER?

/
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& Nohody Rnew the algorithms
CONVERSIONS AND COPYCATS )
for 3D mation, so | sat down with a
STAR RAIDERS (ATARI VCS) 1982 p|ece of paper and worked it out?y

Generally regarded as a rather weak part of
the Atari 400/800 original, this version shrinks -
the Galactic Chart from a 34-by-16 grid to a mere

di-by-4, giving players a much more limited Roiders e the signature moments of the game. torpedoes across the starscape
experience, It was also expensive by VCS standards, On lower levels players can simply while dedging incoming fire with
a5 it came packaged with an exclusive touch-screen relax and enjoy the view, but higher judicious use of thrusters and shields.
pad controller. - = - - difficulty modes require manual MNeubauer states candidly that he
intervention en route. might have been able to come up
STARMASTER (ATARIVCS) 1982 “Initially | was going to make the with something even better with a
""_”r 's biggest gaming '”'"'-';“"'"5' "j":'- Acliyksion, hyperwarp more complicated, where bit more experience of the Atari's
Itji‘:ﬁjt'*;lf:ﬂ;:':“?r'cjgl\f;";:l: E‘: the pla\.‘fer was going to have to do graphic:s chrlp: “Tha Ata:ri 800 had
htari game deskirer- Mlan Miller, Stormastes some kind of calculations in order to something like four sprites, that |
featured more impressive and detailed graphics, c make the jump, like Isaac Asimov's really didnt know how to use very
alarger Galactic Chart, and enjoyably frenetic £ awrs The Stars, Like Dust, but it didn’t take well at that time, so | think there are
deep-space action. it too long to realise that it was a dumb only two bad guys on the screen at
idea in terms of gameplay for an a time along with your two photon
PHASER PATROL (ATARIVCS) 1982 action videogame,” he chuckles. torpedoes and one enemy torpedo. |
Designed by Dennis ':_’”"I""'E'L- Ll famous Given the graphic limitations of could have got more bad guys on the
LI I e ST - the first-generation Atari computers, screen by reusing the sprites like | did
this was possibly the finest Roiders clone on the / 4 1 7 -
VG5, The downside was that the game Was ahly MNeubauer remembers struggling with Solaris on the 2600.
compatible with the Starpath Supercharger, a device with the routine for the 3D combat Along with the realistic star field,
that increased system memory, bundled in for a [ Mﬂ I initiated by warping into an enemy another highlight was the use of
whopping 544.95. - s sector. "As far as | know, it was the spectacular particle explosions,
first 3D space game,” he says. “| similar to those seen in Defander.
SENTINEL (COMMODORE 64) 1984 U 5 AR A Dt asked around Atari if anyone knaw “Onee | had the algorithm down for
Owners of Commodare's beige bread binwho the algorithms for 3D motion, but the 30 motion, the star field was
peare LS il A e nobody did. At the time there weren't pretty simple,” comments Neubauer.
school friends could do a lot worse than pick up - x : 3
Synanse Software's slick, visually attractive take ; really any other space videogames “Ditto the explosions, except that
on Star Reiders, as Zzapkés magazine keenly noted - out there - that | was aware of, trying to calculate the positions of
when it was re-released in the UK on the budget e = amyway. So | wasted a few weeks that many particles using my crummy
Americana label. =11 L= trying to figure out the equations, 16-bit multiplier code slowed down
until | finally sat down with a piece of the game. One interesting detail was
CODENAME MAT (ZX SPECTRUM) 1984 paper and worked out the geometry. getting the star field to work in the aft
W Micromega's amhitious Rocfers-esque shooter The hard part was figuring out the view. It's more complicated than the
it stands for ‘M ssion: Alien Termination’ if you were rotation algorithm without using forward view.”
e Spocey.Ha on“: llr:-rnl'l'l:ql:.r:fTP:|';{,I,|:ry_n:_ﬁr & sines and cosines.” Worth pointing_oul is Neubauer's
y an ingenious glabal 30 long Regardless of his lack of faiiliarity innovative ‘targeting computer’,
scanner, showing the positions of enemies in with the capabilities of the hardware, which automatically tracks enemies
your vicinity. MNeubauer’s efforts paid off, with from forward to aft as they circle you;
some surprisingly visceral ship-to- surely the first example of an auto- =
STAR RAIDERS |l (VARIOUS) 1986 ship fights as players fling photon tracking camera seen in a videogame.
Developed withaut Doug Meubauer, whao had T S ————————— —

long left Atan as a full-time employee, this is Roiders
in name only, starting life as a home computer
version of the later abandaned Last Starfighter

miowvie licence. Its firefights above pseudo-30 planets
are pretty, but the depth and classic appeal of the =
ariginal is largely absent, 1

STAR RAIDERS (ATARI ST) 1988

The only 16-bit version of Roiders is disappointing -
to say the least, The ‘improved’ graphics aren't
actually very good, the controls feel floaty’ and
add, the aft view and tracking computers are next
to useless, and, worst of all, it's far slower than
the original. Also, criminally there's no mention of B
Meubauer in the in-game credits. =

el e

BATTLESPHERE (ATARI JAGUAR) 2000

laats domlorsd b Shon BinceSFat » [Atari 8-bit] The long-range scannar

early developed by Star Roiders fans, and S e T

one of the last full-blown Jaguar games, ships in the vicinity, allowing you to
Battlesphere's single-player campaign plays ke acjust your coursa and intercent.
a next-gen Raoiders, as you battle a variety of .|h
beautifully texture-mapped enemy craft and direct g - H=[ONE £=2 SL7?P [ = [
your fleet against enemy star bases and multiple o - =9 3 e By H =4%[Ei15

factions in real-time
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PUBLISHER
HIGHLIGHTS

PoNG IACTUREDY

SYSTEM: ARCADE, ATAR 2600,
ATARI 5200

YEAR: 1972

MISSILE COMMAND

SYSTEM: ARCADE, ATAR| 2600,
ATARI 5200, LYMX, GAME BOY,
¥BOX LIVE ARCADE

YEAR: 1980

BREAKOUT

SYSTEM: ARCADE, ATAR| 2600,
ATAR| 5200

YEAR: 1975

™y

u [Atari 8-bit] ActiWing shidkds will protact you fram nstant
death by eneny tarpedo, Beryour ship’s systems can stil be
damaged and you'll deplete precuows anergy. Haad to the
niearast friendhy star base to repair and rafusl

- =
& | |
| |
[ ]
] | B |
L -
| ~E~Fr o
" Z
L]
[ |

The game's Al was
equally impressive,
even if Neubauer
admits that he had to
“dumb down the Zylon
brain to something

on the order of a
turnip” in order not to
overwhelm players.
“As | remember, the
bad guys would randomly pick a star
base to attack, and then each enemy
fleet would choose the shortest path
to the star base,” he explains. "This
algorithm didn't quite work, as from
time to time the bad guys would get
stuck. | added a little randomness to
their path so they could get unstuck.
On the higher levels, they move a
little faster and they get smarter, in
that there's less ‘randomness’ in their
attack algorithm.”

Star Raiders is particularly
impressive for the fact that Neubauer
wrote it to be capable of running on
the low-end Atari 400, in a measly
8K of memory. “We ended up with
a lot of ugly spaghetti code to make
everything fit on the cartridge,” he
reveals. “For example, if the graphic
of an enemy ship ended in a 0 byte,
and the starting byte of the next
graphic was also a 0 byte, then the
programmer could overlap the two
bytes of the two graphics, with the
net result of saving a byte. In this day
and age that sounds kind of pathetic,

+ [l i

when even a small JPEG image is
greater than 8K.”

One game feature that Neubauer
had to abandon due to memory
restrictions would famously become
a key feature of the classic space-
trading game Elite when it debuted
five years later on the BBC Micro.

"l wanted to be able to fly into the
star base for docking,” he says, "but
I didn't have enough bytes in the
ROM to do that. Although, for some
reason, when | did Star Raiders, |
wasn't thinking about flying through
a trench or flying onto the surface
of a planet.”

Although David Braben has stated
that he wasn't aware of Star Raiders
when he started working on Elite,

a feature they do both share is a
quirkily humorous ranking system.
While Elite grades players from
‘Harmless' to ‘Elite’, Star Raiders
rookies will soon become familiar
with the phrases ‘Galactic Cook’
and ‘Garbage Scow Captain’, while
veteran space aces can aspire

to the ultimate accolade of ‘Star
Commander {Class 1).

“I didn't want to just have a
number score, so having rankings
like in the military seemed natural,”
explaing Neubauer. “And, of course, |
threw in a few gag ratings when you
didn't do so good...”

The game's release on cartridge
format was wildly successful for

THE MAHING OF: STAR RAIDERS

o | tari 8-bit] Star Favwders was shead of its time in
smulating damage to separata ship systems. Hera we've
lost our targeting computer in an astarod hit and wea'll
hawve ta lncate enemies manually urtil it gats rapaired

» | Atari 8- bit] The partcle explosions in St Raides wene
imprassive for thewr time, aven if they do slow tha gama
down, Mot the attack somputer buttom-right —ane of

tha first metances of & radar” scenner m g 30 gama.

M = CHky
BT

Atari. Players loved the fact that
they could plug in their copy and

be scouring the galaxy for space
vermin in mere seconds. Computer
magazine reviewers, particularly in
the US, were ecstatic. Conversions
for the Atari VCS and later the
16-bit ST computer followed, along
with a sequel, Star Raidears N, with
which Neubauer actually had no
involvernent. But like many others in
the industry at the time, Neubauer's
rewards for his pioneering criginal
creation were minimal.

"At that time, Atari wasn't doing
royalties,” he says. “"Only later
in ‘83 or so did they start paying
programmers royalties, mainly to
keep any more from leaving and
starting up their own companies.
| had left Atari to work at Hewlett-
Packard, so | missed out on a lot of
the press. When | came back in 1981,
it was kind of amazing, but if there
was any kind of ego thing involved,
the crash of ‘83 cured it.”

However, perhaps the most
deserved tribute came in 2007, when
Star Raiders was selected by a panel
instigated by Stanford University
as one of the ten most important
videogames of all time, joining such
notable entrants as Zork, Tetrds,
Civilization and Doomn. Asked what
he makes of this, Neubauer’'s reply
is typically humble and concise: “It's
pretty amazing, actually,” he says.
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DAVID BRADBEN

Elite. Need we go on? In 1984, David Braben co-created one of the best
videogames ever made. Still topping polls toda{;((, the game’s open-ended
gameplay and 3D graphics were truly groundbreaking. In an exclusive interview

with David Crookes, Braben reveals all

A QUARTER OF a century has passed since David
Braben and lan Bell sat down at Cambridge University
to work on Elite. The game went on to shape
videogaming as we know it, proving to be hugely
influential for generations of developers. It was a
seminal moment in gaming's short history and yet we
cannot help but feel that, had this occurred in music or
film, the mainstream media would have devoted more
space to it. That didn't happen. But it was celebrated
at GameCity in Nottingham, where Braben and Bell
took to the stage to discuss the game’s impact on
their lives. David Crookes caught up with Braben to
learn more about his life in videogaming to date.

Let us
start by going back to your
days at school in the late Sixties
and Seventies. Computers and
gaming didn’t really exist, so what
were your aspirations back then?
At schoal | was
very much into physics and that
WEs My major passion.
| enjoved seeing how
things worked
and | also loved
making things.
| felt fascinated
by science, but at
the same time, | enjoyved
unleashing rmy creativity.
Were you considering a
career in science back then?

RETRO GRMER COLLECTION LOL.5

| liked the idea of being a
research scientist. You know, looking
into... well, lots of different things,
| suppose. It was very interesting
| have also been fascinated with
astranomy for a very long time. | am
amazed at how little we understand
the whole shebang. | mean, | ook up
into the sky today and | realise that
it was only quite recenthy in histoncal
terms that we had any idea of what
kept the sun warm. And you know,
wee still don't understand gravity.

Would it be fair to say that
you have a natural instinct to
explore and discover?

| think so. There are a huge
number of things that are out
there that we have almast no
comprehension of, you know?

In fact, the things that we do
have comprehension of are a very
small percentage of what there is
to understand

How did you get into the
development of games?

Well, | did sciences at university.
| went to Cambridge to study natural
sciences, which is specialising
in physics, and in parallel | got a
computer and started playing around
with it And | was fascinated by 3D
graphics and put together various
graphical things. | wanted to make &
game because that ssemed the best

way to make use of graphics, if you
see what | mean. It sort of started life
as a hoblxy:

But if gaming hadn't existed,
do you think you'd have become
an astronomer, perhaps?

Quite possibly, ves, but you
never really know, You know, if
that hadn't. .. If games hadn't taken
my fancy, maybe something else
would, Personally, that was the path
when | went to university that | was
imagining | was going to go down,

Can you remember the first
time you played a game?

Well it wasn't when | was a
child because there were no such
things at that time. When | went
inta the sixth form, games had just
appeared in pubs and arcades. There
were some Space Invaders cabinets
from Taito - you know, the original
Space Invaders, And then when |
went to university, or maybe it was
when | was still in the sixth form, |
seem 1o recall seeing Galaxian and
then FPac-Man.

Did they fascinate you?

The games then were very
rmuch centred arcund coin-operated
machines. They weren't in the home.
| remember a machine came out at
the end of the Seventies, where you
had these six games and a maching
that you plugged into the television.




DRUID BRABEN
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It would just make bleeps and it had
rip-affs of Pong, Breakout, those sort

of things. B be honest, computer
games were just a hoblby. They weren't
as engaging as they are now, If that
makes sense.

_Sci gﬂa{’mes t:lidn‘t
particularly grab you
right from ﬂgnle start?

These earlier

games came along a

it late for me. | was
already moving on by
then, if that makes
sense. | mean, we
didn’t have a computer
at school until | was
in the sixth form.
But | was always
fascinated by the sort
of clever things that
these machines could
potentially do.

It sounds as if you were
more interested in how games
were constructed rather than the
games themselves...

Yes. | quite enjoyed subjects like
maths. | was a bit of a saddo at heart
[laughs] but | remember seeing an
advert for an Acorn Atom, and you h
to buy it as a kit and put it together. |
remember being fascinated by the idea
that you could build a computer to do
things and | got very excited that using
very, very simple logical steps you could
make something really complicated

Did this extend to your future
in programming?

When | was a lot vounger | had

d gear wheels
ould make really quite
complicated machines out of what
things. And
ation, | think,
esigning things
- but at the same

with pro
that could be &

gical solutions to things.
Given your love of physics and
astronomy, it's little wonder that
you created Elite...
One of the very first things | wrote
puUter was an expanding star
Iy be able to fly
a star field, and | remember
wiriting this in BASIC. | was really
crestfallen because | was expecting 1t
to run really quickly because at the time
I thought, "Oh, it's anly drawing a few
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BRABEN'S GAMING FOLLOW-UP o Elie was Zarch, anothar
three-dirmensional affair for the Acom Archirmedes, which went ane
bettar than Eife in that the wirefrarme graphics were advancad with
salids. Garmars used the mouse 1o contral a craft and it bacame
popular in schools up and down tha land = you might recall trying
Lanaer, the demo upan whech Zach was built, Braben says that
Zarch s his finest non- Elte garme. It was a personal friurnph for him,
Omn ather forrnats, the garmea was rebadged as Vs, but it lost [ittle
of its rnpact. ACE magazine scored it a whopping 978 out of a
possible 1,000

VIDECGAMING 15 STILL & redatively
yaung industny but we can say with
carviction that no game has had the
same mpact as Elts. |1 wasn't just
the wireframe 30 graphics that
caused jews to drop. The cpen
garmeplay — almost 8 space precursar
ta Grand Theft Auto in its ambstion

= rmada the garme so utterly absorbing.
Later tithes such as Eve Onfing have
taken obwvious influence from Braben
and Beall's Eighties gern, but Elits is all
the more remarkable for having been
put togather in ust 22K of code. And
wihiilie 80 rrary games operated under
the sarne restraints, few broke ou
with as much flair Ironicaly, Braban
says that wideogaming has yet to
bagn. In that sansa, ha doas his own
garne a major disservics.

WHERM YO PRODIUCE a garme as exhilarating as Efte, than the
pressure is undoubladhy on o produce a sagual that lives up o its
predacessor. Fronther Efite I was that sequel, created for the Amiga,
Arari 5T and PC but put together with limited help from lan Bedl, In
our interview, Braben talks of his defight at being able to shape the
game in his cwm way, but he didn't tinker massivehly with the formula.
Thera was still o narrative 1o speak of and tha gameaplay was
fundamentaiy the same. Some ddn't ke the real-woarld physics and
fielt It needed more action, but it sold in bucketoads and was a fine,
playable successar,

ROLLERCOARSTER TYCOON 3

ALTHOUGH BRABEM WAS not involved in the actual production of
RoferCoastsr Tyooon 3, the game was ane of Frontier Devalopments’
massive hits, As gaming became more advanced, so team sizes
increased. David began to take more of 8 management rale,

wehich, inour interview, he adimits to preferrng. The theme park
simulation strategy game, AolerCoaster Tycoon, was daveloped

by Chris Sawyer. Ha was a consultant on this third game, which

was developed by Frontier, Savyer had worked with Braben on
comversions of Vs and Franter Ete I and contributed 1o Elite Plus
on the PC, making him an important part of Braben’s succass.

LOSTWINDS

BRABEM 1S USED tw making an impact, but even hea did not forases
how mportant LosfAdnds becarma whan it was relsasad on the
Mirtendo Wi, It grew from an idea that won a Garme of the \Week
cornpatition at Frontier, Designer Steve Burgess was looking at ways
to use the Wi Rermote in a gamsa and believed that a title inwhich
playars controlled the wind had potantial. The game was raleased as

a launch titha for the Wilare downloadable game service 1 amazingly
positve reviews, and in 2008 a sequel wes produced. 1T appears that
Braben and his cornpany st have the ability to amaze, even in today's
hard-to-please socisty.




dots’. But you had to draw them again
and again in a moving perspective
and it took 10 or 20 seconds to
draww them all up, so | was really
disappointed. | was expecting it to be
rnagical, yvou know; sormething really
interesting o behold

Did you give up on BASIC?

| started leaming machine code.
But | suppase the link betweaen
astronomy and gaming was ironic
In that rmy wery early program was
driven by my astronomical interest.

Was there something of a
parallel between astronomy and
programming? Were they both
appealing because they allowed
open-ended exploration and the
pushing of boundaries, or is that a
kit of a strained comparison?

That's probably a bit strained. |
think — and it's nat just astronomy but
most science - that there are actually
great vast areas that we know pretty
well nothing about or we have various
sorts of understandings of to some
degree, but they're not complete, And
with pragramming, there's just the
fascination of what you can do with
it. It's like building a fantastic structure
from bricks. Bricks are very simple
but you can make amazingly complex
structures, and | suppose one of
the things | learnt then was that by
very, very simple steps you can get
things that appear to be extremely
complicated. | don't know if you
know about mathematic functions like
the Mandelbrot set, but | remember
being amazed at how, with such a
simple equation, vou can get such a
complex outcome, | think it's a whole
exciting, fascinating thing to do from
a programming point of view. And
what I'll say is that the things that
| was fascinated with back in the
Eighties in terms of computing stil
exist. | suppose all of this is what's
behind the sort of things we know
with the Elite galaxy.

How did you
get started on Elite?

Well, I'd put
a lot of time into
playing around with
3D graphics and
3D spaceships, and
how to draw them,
and how to draw
them very quickly,
and then | met lan
Bell at university and
he was working on
a game called rFree
Fall with Acormnsoft,
and | thought, ‘Oh, it
would be excellent to
make a game from
this and publish it.’
| showed him my

¥ David Braben picks up the

k& My early program
was driven by my
astronomical interest 77

spaceships flying
around with sort of
3D star fields and
things like that.

How receptive was he?

He was very receptive, But
the problermn we had was that,
fundamentally as a game, it would
just be too empty, SO we just, you
know, we talked about how we
could make it more interesting, have
a galaxy to fly around trading and all

that sort of thing, and that's where
Elite was bomn. | mean, trading came
fram the need for an excuse, almost
a justification for why the player was
doing what they were doing. We
didn't want a game that just took ten
minutes 1o play

Did you feel it
would be a success
from the start?

Well, we knew
it wasn't similar to
other games out
there at the time
and so when we
came to getting the
game to market, we
started to struggle.
We'd already been
turned down b\{

ublishers and | think
've said a lot publicly
about Thorn EMI
rejecting the game.
| think the point was
the game was very
different to what was

DRUID BRABEN

out there and so we
were confident that
it was going to do
really well.
What was your biggest fear?
| think really, certainky rmy
higgest fear was scmeaone alse
getting there first, doing a good
3D game before we did, and | was
obvioushy delighted that it didn’t
happen. But it's one of those things
that once it's there, | thought ather
people would see it and go, 'Oh
wioww, | will do one like that,” and we
would just be one of many. | think we
were very lucky in that we had the
field to ourselves for quite a while,
Can you take us through how
you went about visualising Elite?
We didn't really have any doubts
about what we were doing because
we were writing the game for
ourselves and we were just hoping
that there wiould be other people like
us. That this was a game we would
have liked to play was the paint. The
higger doubts were either that we
were going to get semehow ripped
off, or somecne else would do a
similar game and come out before
we did, you know, becauses wihy
were we in any way special? We
weare lucky really. We thought maybe

RETRO GAMER COLLECTION UOL.S
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someaone else had started before us
and kept It secretive

Was it difficult juggling
programming with your studies?

Yes, it was a challenge becausa
the masters for Elte went off for
duplication about a week before
iy end of final exams. So that was
difficult balancing priorties

How did your friends react
to the game and the time you
spent on it?

They probably thought | was an
idiot, but nathing changes. I'm sure
they still do. [laughs] Good friends
wera supportive, They just thought
it was a hbit of fun = you know, a job
on the side. | think they were mostly
critical actually, but in a good way.

Did you envisage setting up
a company when you first had the
idea for Elite?

Mo, the company came a lot
later actually, because even after Elite
and then several other games were
released we worked with other pecple
but worked with them as contractors
rather than employees, you know, or
a Cammon company of whatever,
And really the company came cut
of just the need to be able to put
together a much bigger team and to
sort of formalise it all

Without wishing to jump
ahead too much, you also created
Zarch for the Acormn Archimedes
and you produced it in three
months. Again it was 3D - are
we right in saying that you're not
interested in 2D?

| 'was just really fascinated with
3D, And once I'd done it, | became
very familiar with it It was a very
strong differentiator. Other people
didn’t have it, if that makes sense,
s0 games with 30 stood well clear
of the huge nurmber of 20 games
that were around.

Do you still have a preference
for 3D games?

Yes, but it depends what for,
The movement doesn't have to be in
3D, but the richness of the imagery
benefits from it. | mean, even if you
think of most 2D games, they're
still fundamentally 3D, They're just
someone who has drawn a 3D
impression on a 2D square. In the
same way much of the mation of
LostWWinds is 2D, it's still in a 3D world
because it looks beautiful. 1 think
there's a lot of false distinction made in
many ways because most 30 games
are 20 in terms of motion. You know,
there's vary little up and down in a lot
of 30 games. You know, look at Call
OF Duty: it's only just 30 in terms of
mation. It's a fantastic game and no
one would say it's not & 30 game, but
it really depends what you do with it
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So when Igt:»u
look back to 2
ames such as Jet
Willy, how did
you view them?

| found them
very frustrating
but quite fun.
| remember...
oh, what was it
called? The one
with the big
duck flying
around
and little
ostriches
going up
and down
ladders.

Chuckie Egg?
Chuckie Egg,
that's the one. You
know, some of them were
quite addictive and quite
fun with interesting puzzle
rmechanics. But, it's a bit like
saying to a chef, “You like
doing desserts. \What about

this?" | think there's space for all of
tham. | did enpoy a lot of them but |
was very much more focused around
30, And my hertage was around the
BEC Micre. | didn't have a Spectrum
until much later so | didn’t really play
any Spectrum games, so by and large
| dicn’t get to grips with many of the
2D platformers that were well-
knowwn back then.

Did you look at those
games and think, ‘1 don't
want lives. | don‘t want
time limits"?

Yes, these games didn't

influence Elite diracthy;

it was almost the
opposite. What
annoyed me with a lot
of these 2D games
15 not that any cne
game was poor; it's
just they ware all very
derivative of each
ather and they all had
the same expected
playthrough time - a
huge frustration factor,
which | thought was
not necessary. You know,
in other words, you'd do the
same piece of gameplay
over and aver and over again
until it ground you down or

k& Some publishers were not
readly for it, as they had an
expectation for games 33

eventually you managed to succeed.
It caused some problems — certainly
some publishers, like Thom EMI,
were not ready for it, as they had an
expectation for three lives, score, and
ten-minute playthrough timeas.

Do you think in some ways,
then, that repetition has been bad
for the reputation of gaming?

| think 1t's a lot of the reason that
rmary parents have an imprassion of
games being very damaging, because
S0Mme gameas are very repetitious, |
mean, one of the beauties of looking
at Retro Gamer now is most of the
games that Retro Gamer refers to are
the games that were really good at the
time. | think we all tend to forget, much
as, you know, the pop charts of the
Seventies and Eighties were absolutely
full af tat. Thare were lots of rubbish
games arcund that we've forgotten
about, which is maybe just as well

What was the worst game you
played at that time?

God, they all run together. |
remember Horace Goes Sking,
thinking, ‘Is that really the game?’
| was guite shocked at how poor it
was. There were a great many games
that were okay, but there were just so
many retreads of previous games. |
wiould oceasionally go into the shops
to have a look at what was coming
out and | thought, "Wait up. That's tha
exact same gameplay mechanic as this
ather game. It's just they've changed
the characters.” That was particularly
the case with licences at that time. I'm
trying to remember the exact ones. |
remember the Ghostbusters licence
stood out on the Commaodare 64 as
actualty having some novel gameplay,
but, in general, film games were really

Dkt Braben gives: a talk at Gamelity
i Nottingham, focusing on Losidinets He
iz & reqular &t this annual event.




NUMBERS
CRUNCHNG

David was just 19
when he created Elite. lan
Bell was 20

David is now in his
27th year inthe
gaming industry

David married Katharin
Dickinson in May 1993 in
Cambridge

David was awarded the
Development Legend
Award by Develop
magazine in 2005

Elite was originally
released in 3 versions: for
the Acorn Electron Tape,
BBC B tape and BBCB
disk. ltended up on 17
different formats

Elite’s universe contained
8 galaxies, with each
galaxy containing 256
planets

Elite scored 5 stars in
Beebug in 1984

lan Bell estimates that
Elite sold 600,000 copies
in total

Retro Gamer's poll to
find the all-time top retro
game in 2004 put Elite at
number 1

David employs more than
200 people at Frontier
Developments

¥> 0f all Braben's successes since 1384, his first game Eiite still ranks as his number one,

almost verbatim copies of ather games
but with different imagery attached.
Yes, so | think there were a lot of quite
poor games, as well as some very
good ones

Such as?

Well, by the late Eighties and
early Mineties, | think there were a lot
of good games. | remember Populous
being a really nice breath of fresh air,
and also, you know, prior to that, during
the Eighties there were an awful lot of
quite nice, clever mechanics. They're
sort of isormetric 30 games. They had
some guite interesting puzzles,

Do you think
it was easy to make
a game that stood
out back then, given
the repetition that
you point to?

Well, | don't think
all the games were
repetitive. | just think
they would write a
few that were, | think
games today have
something unique
and memorable
about them. When
| think back, | really
enjoyed Defender,
from Williams. It was

a very nicely paced
ame and quite -
ifficult. It still .~

fitted into Fon

the mould

of other

games

with

the sort

of three

lives, getting an

extra one every

now and again,

but it felt different.

The mechanic was

different, the fact that

the screen scrolled. ..

It broke new ground.

How has gaming changed
today, do you think?

We've now got a whole load of
3D shooters: first-person shooters.
And the ones that really are memorahle
and stand out are the beautifully
executed ones that often bring in new
mechanics. | mean, compare Call OF
Duty: Modem Warfare 2 with some
of the other less successful games
that are trying to do the same, in the
same sort of arena. It's because Calf
OF Duty is doing such a good job of 1t
The same was true of the Eighties. You
know, there were games that were

DRUID BRABEN

T essentially
e ‘me tod'
il and then
© there were a
faw conspicucus
well-written games
that were really lovely. |
mean, to be hanest, when

games started to move into 30

thera was a lot of resistance to it,

but | thought it was really refreshing.

| rernermber getting = a lot later now

= Maro 64 on the Nintende 64, and |
thought that was wonderful. That was
really good and it was a great transition
from the 20 Mario. It kept the spirit
but actually introduced a whole load of
new gameplay elements.

How important are graphics to
games nowadays?

It's impaortant to create games
that look good, but that doesn't
necessarily mean they have to be
photorealistic. The most important
thing is to entertain people while
enticing them in. If you look at
something like Pixar's desk lamp,
it draws empathy from the viewer
even though it's not human, so you
don't have to produce something
that looks exactly like real life for it
to be engaging. The representation
is the most crucial thing. But visuals
are as important now as they were
back then and | do think we need to
develop human behaviours in games
- that's essentially animations — maostly
subtle and backed up by good artificial
intelligence. Players want a certain
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level of realism so hurman characters
must have eyes that look avway or
engage us directly, depending on the
circumnstance. Ve need the small
visual facial clues like blinks, smirks
and 5o on and we also need In-gamsa
conversations to have some sort of
moad, to be able to break tham off
and interrupt people to influence

the ongoing dialogue exchange. If
you're saying something important
and someone walks away, you'd be
really annoyed and would probabhy
let themn know:

Do you look at contemporary
garmes, then, and think how
massive you could make Elite if you
produced another sequel?

Yas, But | won't be drawn on the
ohvious next question!

When will Elfite 4 be released?

There it is.

Okay, so when
you made Elite, did
you feel that a raft
of ‘me too’ games
would follow?

Yes | did, and |
was surprised there
wasn't. | mean,
there were, but there

weren't very many.

And why is that?

Looking at things like Jet Set
Willy and the number of games that it
spawnead, there wera huge numbers.
With Efite, | think it may well ba that it
was the step of going from nothing to
something 30, Programmers had to
understand 30, whereas with Jet Set
Willy and games like that there were
a lot of tocls around to help you do it,
which | think perhaps was why there
werg a lot of 'me too' games of that
type. Elite had that extra expertise and
you had to have a bit of mathematical
knowledge or it could have becoms
wery hard, Very hard indeed. .

You worked with lan Bell
on Elite. How did you find
working in a pair?

It was great. Writing Elite was
really good. We both worked very,
very hard, Thereafter, | think lan lost
maotivation. It was much maore hard
work then, and then, after Elite, we
went our
separate ways

With the
Elite sequel,
you worked
alone. Was
it hard?

It was
great. It felt
good at first.
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You feel, ‘Oh wow, | can do what |
like noww |t was only after that that |
decided | really needad a team 1o be
able to do a game in a much shorter
time because expectations of what's
in the game changed dramatically. |
think we'd |David and lan] have carried
on working together bacause lan was
great to work with when we wera
doing Elite, but | think he got other
interests and the hunger had gone.
Did your hunger remain?
Wiall, | think that... | mean
| wasn't particular drven by the
money of it. | was more driven by
the excitament. And | think that, if
anything, that got greater bacause Elte
created S0 rmary oppormunites.
Was it more about the creative
process for you?
Yes, exactly. | think it's..
you knowy, it's no difference, in
a sense, building a game to
building a fancy model out
of Lego or whataver, It's
that fun of creation
and going, "Wow, |
madcle that', and
it is a real buzz to
see something you
made in the shops
You've said in the past that
you are concerned that the UK

| feel that we
haven't yet seen the
birth of gaming and
that when people look
back in years to come
they will question
when it started. | think
they will point to a
stage at some point In
the future rather than
at any point in the
past to date. \We need
to stop being
so keen on
mirroring
‘the film
industry.
Instead,
we need 10
step back
< and analyse
~ what gaming
is. It was a while
before filmmmakers
recognised that
filmn was a narrative

k& | wasn't particular driven by
the money of it. | was more
driven by the excitement 33

gaming industry is suffering due
to tax breaks being offered abroad.
Is enough being done to protect
games developers in Britain?

| have heard that the UK games
industry is higger than the UK film
industry and the UK television industry
put together, There is little doubt that
the industry will grow further as it
matures. The risk is this growth will
continue to happen abroad, until we no
lenger have critical mass in the UK

a2 You also fl?id
uring your talk at
GameCity

ou mean
that?

medium, and | think
it's been a while

now to recognise

that games are not
necessarlly a narrative
medium. When you
look at a film like Star
Wars, which | love to
watch, you realise that
the actual narrative is
rather simplistic and
actually quite dull. But
you are immersed into
a world very different
to our own, and

that is what gaming

Is about. You don't
necessarily have to
have a story because
the player forms their

own by exploring their
own world.

Going back to your games and
looking at Frontier, if there was
any criticism, it was that the space
combat was too realistic. Some of
our readers feel that it could have
had more of an arcade method of
ship-to-ship combat.

It was probabhy a mistake, at least
the way it was realisad in the end.

So what non-Elite game are
you most proud of?

That's an interasting ona. |
suppose Zarch becausa it came out
in such a short tme; such difficult
circumstancas, you know. It was
a real challenge to get it out. | had
three months from having a prototype
machine to the gamea hawving to ship.
That's the fastest I've ever done a
game, but I'm quite proud of the result,

And if you had to go back in
time, would you change anything
about Elite?

To be honest, messing with the
past is a strange thing. If, for example,
we had added some wonderful
feature, which meant that Elite came
out a fewy maonths later, then perhaps
it would not have done so well,
because the following year Acorn was
taken over by Olivetti, If it were nat
s0 successiul then maybea it wouldn't
have gone onto ather platforms

It reminds me of the fable of the
millionaire businessman who started
his career not being able to read and
write, When asked, "Wow, what if
vou could read and write?”, he replied,
‘Then | would have got the job as a
chark, and would prebably still ba a
clerk.” Timing and luck is very important
in business, and heing in the right place
and time is key.

If you hadn't co-written Elite
and started on a career in games
development, what do you think
you'd be doing today?

| think, given that | was always
fascinated with 3D, if | hadn't met
lan, say, or we decided not to work
tegether or whatever, or we fell out
a hit earlier, | would like to think that
I'would have still done a game. | was
adlready planning to write one before
I met lan Bell. | would still have done
a 30 game. It would have stil been
spaceships because | already had
spaceships. It may have some of
the factors of Elite. | would guess it
wiouldn't have been as good because
aften, you knaw, two people locking
at a problem is better than ong, so
| would imagine that | would have
still done games but it wolld have
been different. And if that hadn't have
wiorked out, | think | would have
been a research sclentist.
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YOU ASH THE
LUESTIONS

We were inundated with questions
for David Braben, who managed to
answer a good selection of them

Why was docking in Elite made
so blimming hard?
People wera ‘hard’ in those days!
More seriously, we didn’t sat out to
make it hard; if anything, we set out
0 maks it easier. The problem is it is
something that is fundamentally tricky,
aligning a ship in 30 and matching
rotation rates, while your elbow is
stapled to the table in that you can
only move in certain directions.

Which game do you wish you
had written yourself?
A tricky one. Some of
Miyamoto's games
stood out as games
to be proud of,
especially Mario 64
and Zelda; Ocanina
Of Time on the
N64, so | would
choose those!

Who's your
favourite
Doctor Who?
Jon Pertwee, | think,
although | quite liked Tom Baker
in some of the episodes. Perhaps I'm
showing my age!

Was Star Raiders an influence
on Elite?
Mo, It probably should have been,
but neither lan nor | were all that
aware of games on ‘other platforms’,
as neither of us had, or could afford,
an Atari 00

Which would you rather be: a
manager of a large, successful
software house, or a hands-on,
backroom coder once again?

Mo question: running a software
house, as the things that are possible
with a large company are simply
impossible otherwise

Are there any projects you
regretted never finishing?
Sometimes | wonder how things
might have tumed out. The most
obwvious one was First Encounters — if
Gametek hadn't been involved, how it
might have turmed out.

| remember reading that you
placed a little note inside the
Electron you used to do the
Elite conversion. Has it, to your
knowledge, ever been found? Any
clues to where that machine might
have ended up? This could be the
start of a treasure hunt...
Ma, | don't know if it has been
found. Electrons were pretty tough
machines, so there was not a lot of
cause to look inside them. Perhaps
someona bought one second-hand
from Acorn?

Was there an
Atari 800 version
commissioned?
Mo, though we did
want to do one
But | think by 1984
it was low on the
list, sadly. We had
our work cut out
doing versions of
, Elite, both lan and
|, and a number of
very diligent contractors
working with our ugly code on
17 different platforms!

Do you think that you will ever
work with lan again or is there too
much animosity?

To be honest, | think it is unlikehy

With the success of the current
Nintendo formats, any plans to
convert the Elite series to them, or
to do a Virtual Console release?
We consider a lot of things... Of
course, we have been invalved
with development on the Wi, with
LastWinds being a major success, We
just wrote this game for ourselves,
and that's one of the reasons why
we enjoyed the pracess so much. It
was produced by 12 people over four
manths, se it harks back to the early
days of games development.

Computer games come and
go, but what are your feelings
knowing that you released a truly
timeless classic?
Proud!
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[Arcade] “Please, Mr Ninja, dor't stand on my Porsche.”

ACCORDING TO THE CHINESE ZODIAC, 1988 WAS THE YEAR OF THE
DRAGON. ANDACCORDINGTO JAPANESEARCADECOMPANY DATAEAST, 1988
WAS THE YEAR OF DRAGON NINJA

IN THE HNOW

w PUBLISHER: TAD CORFORATICN
w» DEVELOPER: IN-HOLISE

#» FEATURED HARDWARE: ARCADE
w» GENRE: SHDOT-EM-UF

» RELEASED: %88

» EXPECT TO PAY: [150-£250

t was the last hurrah for the
short-lived pure 2D brawler
genre. Like Kung Fu Fighter,
Dragon Ninja only allowed
movement on two planes. There was
no moving ‘towards” or ‘away from'’ the
virtual camera, and yet DECQO's game
shone brightly with huge, well-animated
sprites, great sound, innovative levels,
and the cheesiest plot in beat-'em-up
history. “President Ronnie has been
kidnapped by the ninjas. Are you a bad
enough dude to rescue Ronnie?”

You (and an optional a friend) must take
on the ninjas, using an array of kicks and
punches. Holding down the attack button
unleashes a flaming punch capable of
felling multiple foes. Power-ups include
extra health, extra time, knives, and
nunchucks - and, boy, will you need them.

Dragon Ninja begins on a regular city
street — a regular city street with ninjas
attacking from all directions. Blue ninjas
throw punches and kicks; greys throw
shuriken, smoke bombs or makibishi
Ispikes); and red ninjas attack with
knives or nunchucks. You're assailed
by Lycra-clad women, dogs, leaping
swordsmen... and that's just the first level.

Subsequent battles occur on the back
of an articulated truck, a forest, a sewer,

a train, a cave, and the enemy base. The
transport-themed levels have a single path
to follow, with dangerous gaps to leap
over. Other levels have ‘high’ and ‘low’
paths, so two players can attack different
enemies in parallel. Each zone climaxes
with a boss encounter and level seven
sees Dragon Ninja arriving on his personal
helicopter, for the final showdown.

= IHAT MAKES IT UnipurE

Wha wants to IEscLE 8 Irincess,

whenyou can rescue the President

of the ISA? Sadly, its nottheona |
sanoghane.

wh played the

FLAMING PUNCH!

Hoid dowwen your attack buttan, and -
your torso catches fre. Aeleese itio
perfionm 2 ‘flaming punch’ capatie
of knocking foes into ned week.

CROSS PROMOTION

Draan Ninga was one of the first
ancade games to advertise other
titles— induding Kamoy, Chataoy,

and DECO- by the same company,

[Arcade| Acrohatic women attack on the train.

AT

[Awgede| “Here e is. Let's take him down.™

If there's one thing that sets this game
apart from its rivals it's speed. Dragon
Ninja has many fast-moving enemies all
attacking at once. But since the ‘dudes’
can fight back with equal haste, the
experience is exciting, not overwhelming.

During your mission, you'll spot some
classic game references. Besides the
obvious, there's an almost-subliminal nod
to a famous Konami franchise in the train
level. ‘Kikuchi Co Ltd’ (on the truck side)
is the name of both a real-life automotive
component manufacturer and Dragon
Ninja%s designer. He put another ‘Kikuchi’
logo on a ship in his next game, Sly Spy.

Dragon Ninja underwent a name-
change for its US release: Bad Dudes Vs
Dragon Ninja. Dogs were added to the
final battle, making it harder. Ronnie's
thank you message was changed to

THEY'RE EVERYWHERE

Dl Draganwas more popuar,
st thres or mare enemies on screen
caused major showdown. Dragon
P could handle ning at full speed.
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W KUNG FU MASTER (ART] 1784
The original 20 bravvler introduced
scrolling fisticufis with an amy of

foes, It had it all: changing levels, a

INFIUrFNLGrsS

The games that influenced and have been influenced by Dragon Ninja

i

W 5LY 5PY (ARC) 1985

Think Dragoa Minja was full of US
patriatism? Sy Spy really flew the
flap. This Bong-like classic also cross-

Kidnapping, end of level hosses__ \

W EXPRESS RAIDER [0RC) 1984
This tithe allmened players to fight on

8 maving train, jemping fram carriage
ta carriage. Express Raider also had
damgerms coyotes to attack the playar.

promated many of DECO's earier hits.

M GOLDEN AXE (ARC) 198%

A fighting game ending on a serious
note? After Ronnia and his famoas

burger, the gloves were off, Golden

Axe has a graat surprizing epilogos.

B GREEN BERET (ARC) 1765

This knife-"em-up inroduced fast-
moving faes coming from all directions.
Itwas also the first platiorm brawler/
shmup with a twao-level playficld.

v »

M

W SPIN MASTER (ARCH1994

Data East kept the 20 scrolling
platform brawlers going, and Spim
Masterwas a fun Neo Geo title. Twa
players and dual-leve| gameplay,

The one thing that sets this game
apart from its rivals is speed

include the infamous “Let’s go out
for a burger, ha ha ha.” And the credit
sequance now had the dude(s) appearing
outside the White House with Ronnie
and his Secret Service detail. Unlike the
original, there was no enemy roll-call, just
the game credits accompanied by the
presidential theme Hail To The Chief.
Gaming mags gave Dragon Ninja
enthusiastic reviews. Crash called it
“hardly original, but penny-pinchingly
addictive”. C&VG liked its “fast-moving
sprites, with astonishing clarity”. And
Sinclair User was even more spirited,
narning it Beat-'"Em-Up Of The Year.
Dragon Ninja’s home conversions
began arriving just three months after
those of Double Dragon. Data East was
itching for a fight, running magazine ads
with comparison shots of the various
ports. The advertising copy pulled no
punches: " Bad Dudes makes Double
Dragon play like a dinosaur — one soon to
be extinct.” We're not sure the battle was
s0 one-sided. Sure, Dragon Ninja’s 8-bit
ports were better than Double Dragon's,
but the reverse was true for 16-bit owners.
The Spectrum version impressed with
its level accuracy, the Amstrad with its

speed, and the C64 conversion with its
detailed backgrounds and sprites. A year
later, Data East released a NES/Famicom
conversion, with terrible sprite flicker but
accurate levels and gameplay. The 16-bit
ports were another story.

The Amiga version scored 4% from
Amiga Powers Stuart Campbell. He
suggested the programmer “forgot the
jump function”, which would render
the truck and train levels impossible.

The publisher disputed this, visiting the
magazine to demonstrate the move. For
the record, instead of a simple upper
diagonal, you need to press up, then
release the joystick, then press left or
right. No, we can't do it either. Amiga
Powerthen published a revised grade,
increasing Dragon Ninja% score by just ten
points, to 14%. Ouch.

These days, a Dragon Ninja PCB will
cost you around £30-£40, and fits any
JAMMA cabinet with a horizontal monitor.
Dragon Ninfa never got a sequel. 2.5D
brawlers like Final Fight and TMNT set the
standard, and 2D brawlers went the way
of Betamax video. But today we salute this
fun title. So put on your sweatpants, strike
a pose, and yell ‘I'm bad".

WHY YOU MUST PLAY: DRAGON NINJA

THE CONUERSIONS

How the various versions compare

level designs,

Amiga

AMSTRAD

Arnstrad fans get ko

n dropped,

sprites. The level
acourate than the Amstrad equ,
And unlike tf 4 port, punc

of charging up) rendering it useless.

COMMODORE 64
Great music, backgrounds and hi-res
i meplay. Marny
i 1 3
included reguire pixel
injure you without army dif
ard up jurmping araund desy
Trying 10 land
flarning punch i

AMIGA
It has the oniginal arcade in
a two-plaver smultanecus option.

rt, due to the game-destroving
‘jump’ contrals,

FORom rrinen

Wasnit there a PC-

e MES - 8%
E Engire ve

- gi
srriething that felt
nost arcade perfect”
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RETROINSPECTION: PLAYSTATION

PlayStation

THE NAME PLAYSTATION HAS BECOME SYNONYMOUS
WITH VIDEOGAMING, BUT SONY'S ROUTE INTO THE
INDUSTRY WAS ANYTHING BUT STRAIGHTFORWARD.
JOIN DAMIEN MCFERRAN AS HE CHARTS THE HISTORY
OF WHAT IS ARGUABLY ONE OF THE MOST IMPORTANT
CONSOLES OF ALL TIME

t's almost impossible to conceive
it now, but prior to the 32-bit
PlayStation's launch in 1994 there
were real doubts in the media
over its chances. Over 100 million
hardware sales later, such pessimism
seems woefully misplaced, but it's
easy to forget just how many hurdles
Sony had to overcome to make a
success of its first piece of videogames
hardware - and media scepticism was the

to good use and produce its own videcgame hardware, The
industry was growing at an alarming rate thanks largely to
Mintenda’s hugely successful NES and Game Boy systems,
and Sony was keen to obtain a focthold,

The initial agreemeant batween the two firms was that Sony
would produce a CD-ROM expansicn for the existing SMES
hardware and would have licence to produce games for that
system. Later, it was supposed, Sormy would be permitted
to produce its own all-in-one machine - dubbed PlayStation
= which would play both SMNES carts and CD-ROM games. The
format used by the SNES-based version of the PlayStation was

least of those problems.
The PlayStation concept
actually has its rocts way back

even before the 16-bit generation had
hit the marketplace - 1988, to be pracise
Always thinking a few steps ahead of
its rivals, Mintendo was actively courting
manufacturers to create some kind of
expanded storage device for its Super NES
console, which was in development and
due to hit the market in just over a year.
Sony = in conjunction with Dutch
glectronics giant Philips - was waorking
on a new format called CD-ROM/XA, a
newv type of compact disc that allowed
simultaneous access to audio, visual
and computer data, making it thoroughly
compatible with the medium of interactive
entertainment. Because Sony was
already being contracted to produce the
SPC-700 sound processor for the SMNES,
Mintendo decided to enlist the electronics
manufacturer’s assistance in producing a
CD-ROM add-on for its 16-bit console.

Far Sony, it was a dream come true.
Hawing been instrumental in the production
of the ill-fated MEX computer format,

the firm never hid its desire to become a key player in the
burgeoning videogame business. Therefare, an alliance with
what was unguestionably the biggest and maost famous name
in the industry would not only help elevate Sony's standing; it
wiould also enable the company ta set the wheels in motion
for its ultimate plan: to put its consumer electronics expenence

SPECIFICATION

Year released:
1994 {Japan), 1995 (US/Europe)

Original price: ¥39,800 i.Japan),
$299.99 (US), £299.99 (UK}

Buy it now for: £10+
Associated magazines:
FlayStation Plus, Official
FlayStation Magazine, Flay

Why the PlayStation was great...

Some would argue that the
videogame industry in the mid
Nineties was in dire need of a
boot up the backside, and the
PlayStation deliverad this kick.
Technologically groundbreaking
and supported by a wide range
of third-party developers, the
machine is home to countless

classic titles. While some of these

garmes have aged badly, most
remain just as essential today as
they were over a decade ago.

called "Super Disc’, and Sony made sure
that it held the sole international rights - in
ather words, it would profit handsomely
from every single SNES CD-ROM title that
was sold. It was a match made in heaven:
Sony would instantly gain a potentially
massive installed base of users overnight as
the SMES was a dead cert to sell millions
of units, SNES users wiould upgrade to the
newy CD-ROM add-on when they knew
that Mintenda's cutting-edge games would
be coming to it, and Sony would make
money an each software sale. What's
more, once the all-in-one PlayStation was
launched, Sony would gain even mare in
the way of profits and become a key player
in the videogame industry. The man behind
this audacious scherme was Ken Kutaragi,
the engineer also responsible for producing
the aforementioned SMNES sound chip.
However, behind the scenes Nintendo
was predictably far from happy with
the proposed arrangement. It was very
pratective of its licensing structure, which
allowed it to extract massive royvalties
from third-party publishers. Allowing
Sony leverage in this sector wiould only

damage Nintendo's profitability; the Kyoto-based veteran
reasoned that it should be making the majarity of the profit
on SMES CD sales, not Samy. The plan — if it came to fruition
—would ultimately bensfit Somy far mare than Mintendo: the
former would merely be using the latter as a way of gstting
a ready-made market share and would eventually becorme

INSTANT EXPERT

B The Sony PlayStation is the first
videogames console to sell over
100 million units warldwide

B Gran Tursma is the system's
bestselling title, with 10.85 million
copies sold

B Tha PlayStation can generata
360,000 flat-shaded polygons
per secand

B With only 2MB of main RAM,
the PlayStation struggled with
2D titles that required lots of
anlmation frames, while its rival
the Saturn fared better thanks
o the fact that it had twice the
amount of memory and could
be expanded still further with a
separate cartridge

B Approximately 7,900

differemnt gameas were produced
far the PlayStation during its
11-vear lifespan

B Cumulatively-speaking,
PlayStation software sales stand
at an astonishing 962 milllon
units worldwide

M Each Sony Mamaory Card came
with 12BKE of storage for save
pame data. Higher capacity third-
party cards were also avallable

M The cansala’s impressive sound
processor can handle 24 channels
of audic

M Early wersions of the machine
were afflicted with skipping FRV
and sound, thanks to the poorly
designed nature of the CD drive.
Later modals rectified this issue,
but early adopters still shudder
at tha memary of having to place
their beloved consoles upside
down in arder to get them to
work praperly

W Early UK adverts for the
machine featurad SAPS - the
Society Against PlayStation

- a fictional organisation that

was committed to preventing

tha consale from ansnaring the
country's youngsters
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a determined rival as a result.

MNintende prasident Hiroshi Yarmauchi
was famous for being particularly
ruthless in his business practices, but
what happened next is one of the most
infamous double-cresses in the history
of the videogame industry.

[t was at the 19971 Consurmer
Electronics Shaw that Mintendo dropped
the bombshell. Somy went to the event
full of enthusiasm and an the first day
proudly announced the details of its
nesw alliance with Nintendo, as well as
nesws of the Super Disc fanmat and the
impending developrnent
of the SNES-compatible
PlayStation. Sony had less
than 24 hours to scak
up the palpable leval of
excitermnent generated
b this press conference
befare Nintendo confirmed
that it was, in fact, working
with Philips on the SNES
CD-ROM drive. Yamauchi
had gone behind Sony's
back at the last minute
o broker a deal with
the Dutch company - a
deal that was predictably
skewed in Nintendo's
favour - leaving Sony
publichy hurmiliated at the
wvery moment it had expected to usher
in a newv era as a senous contender in
the videcgaming arena, At the time,
Yamauchi and the rest of Nintendo's
top brass were suitably pleased with
their skulduggery; such swift action had
prevented Sony from taking a sizeable
bite out of the comparny’s profits, As it
happened, the planned MNintendo-FPhilips
alliance resulted in little maore than a
handful of risible Nintendo licences on
the CD4, and the abject failure of Sega's
Mega-CD seemed to lend credence to
the viewpoint that expanding existing
consoles was a mistake, so while
Mintendo had protected its best interests
by leaving Sony at the altar in such
degrading fashion, it actually gained little
else of note - aside from a dogged rival.

u LK gamers were treated to the emusng
‘Sociuty Agairst PlayStaton adverising
cempaign, complate with itz dorky spokesman.
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» Although SNK's Neo Geo
system had used the same
concept sama years baforehand,
Sary's decigion to go with
remavablka data starage for save
game filag was regarded by many
as truly groundbraaking.

Sony had, by this peint, poured a
significant amount of cash into the
proposed PlayStation concept. It had
even moved as far as the prototype
phase, with PC CD-ROM titles such as
Trlebwyte's The 7th Guest being mooted
as possible launch games. Despite the
tumuliuous events of the 1991 CES,

a deal was signed betwsen Mintendo

and Sory that wiould allow the latter

to make its machine compatible with

SMES CD-ROM titles — with the proviso

that Mintando would retain all software

royalties. Although it was nothing more
than a clever stalling tactic
by Mintando to kesp Sory
from antering the market
on its own, this proposed
alliance nevertheless kept
the increasingly frustrated
Kutaragi and his team
busy. However, by 1992
it had become clear that
such a union was going
nowhera, Sony cut off
communication with

Mintendo and the company

was painfully close to
withdrawing from the
arena for good

Only Kutaragi's intense
resolve and determination
prevented the PlayStation
dreamn from ending in 1992. During
a meeting with Sony president Nono
Ohga in order to decide the future of
the project, Kutaragi made bold claims
about the kind of machine he had been
developing. He argued that the 16-hit
FlayStation, with its reliance on a union
with the incumbent = not to mention
untrustworthy — Nintendo, was a dead
end. The only option was to go it
alone and create a brand new piece of
hardware capable of shifting 30 graphics
at & hitherto unprecedented rate. VWhen
Kutaragi's ambitious proposal was
greeted with derision from the Sony
president, he presented another side to
his argument: could Sony's pride allow it
to simply walk away when Nintendo had
so blatantly abused its trust? By making

PLAYSTATIO

SNES PlayStation

B The fruit of Sony and Nintendo’s
ill-fated union, this machine would
have played SNES carts and SNES
CO-ROM software. Although it was
naver officially released, it formed
the basis of the 32-bit machine.
Legend has itthat Sany still has
200 pratotype units secretad within
its Japanese headquarters.

MANY FACES

Sony PlayStation

B The groundbreaking original. This
piece of hardwara kick-started an
era of Sony-lad market dominance
that weould last for the bast part of

a decade. Early units suffared from
skipping FMV and CD audio thanks
to their antirely plastic CD-ROM
mechanism; later versions had metal
parts that fixed the issue

Net Yaroze

B Aimed at bedroom coders, the

Met Yaroze came with developmeant
tools that allowed users to creste their
own games, some of which turned up
an official demo discs. It also had no
regional lockaut, so games fram any
part of the world could be played on

it. Maturally, it was far more expensive
than the standard PlayStation

PSone

M Released in 2000, this ravised
machine was smaller than its
predecessor, clocking in at a
minuscule 38x193x144mm. An
official LCD screen accessory could
be attached to make this the first
portahble PlayStation, albeit without
an official battery. It outsald the P52
inits first year on sale




the PlayStation project a success,

the cormpany would experienca the
sweet taste of revenge at the expense
of its one-time ally.

Kutaragi's speech hit a nerve, and
garly in 1994 Sony confirmed that it
was entering the videogame arena
with its own conscle, and even formed
subsidiary Sony Computer Entertainment
in order to oversee the new venture.
Keen to differentiate this new project
from its previcus namesake, Sony
branded it the 'PlayStation-X' - this gave
rise to the abbreviation 'PSX, which
is still used even today, even though
the "X’ was later dropped when the
console was officially launched. Early
reports were impressive, with some
developers confidently proclaiming that
Sony's console would blow away the
competition. Despite the company's
wide entertainrment partfolio — which
included music label CBS Records and
Halhywiood studio Columbia Tri-Star
— Sony boldly decided nat 1o focus an
the multimedia market, as its nval Philips,
with its CD-1 and 3D0, had dong, to its
great cost. Instead, the PlayStation was
unashamedly proclaimed as a dedicated

RETROINSPECTION: PLAYSTARTION

COMMUNITY 1HE BEST PLAYSTATION RESOURCES ON THE WEB

The PlayStation
Museum
playstationmuseum.com

M A truly amazing site that is
dedicated to preserving the
history of Sony’s machine.

PlayStation
DataCenter
psxdata.snesorama.us

® A must for collectors, the

PlayStation DataCenter has
listings for almost every game

Push Square
www.pushsquare.com

M While it's not strictly aimed
atthe PSone, Push Square is
nevertheless ane of the net’s
leading Sony sites, It covers

Absolute PlayStation
absolute-playstation.com

B Another site that covers

the entire PlayStation brand,
Absalute PlayStation is packed
with reviews, guides, blogs

Here you will find reviews and
features, as well as lots of data
relating to unreleased titles or
protatypes. Wall waorth a visit if
vaui have a few hours to spare,

released on the format, It
even has high-quality cover
scans ta download. A real
gold mine of information for
dedicated PlayStation fans.

retro-related news items
aswaell as the PlayStation's
offspring. If you're a Sony
fanboy, then you should
bookmark this site for sure.

and even a chat farum. It's
also regularly updated with
the latest and greatest Sony
games, sa if Sany is your
passion, this is the place to ba,

™ ploywtotion P
= YRR

T

o [PlayEtation] PeRappa The Aapperwas ana of the
first muesic action titles and helpad kick-start the
ranent explogion in riwthm-based gaming.

gaming machine, with SCE's director
Akira Satc confidently stating that: “If
it's not real-time, it's not a game” - a
thinly veiled criticism of other CD-based
consoles and their reliance on FMY
titles that featured live actors but little
interaction. The sheer power of the
new system shocked other players in
the industry; Sega of Japan president
Hayao Nakayama was reportedhy so
furious when he read the specs for the

When you take into account Somy's
position as one of the world's foremost
glectronics manufacturers, it's hardly
surprisingly that the original PlayStation
was a highly desirable piece of kit.
Unmistakably a games console but
showcasing a hint of mature design,
the machine seemed to speak to those
gamers who had cut their teeth on the
likes of the NES, Mega Drive and SMES
and were now ready to progress to

L& By making it a success, Sony

would

revenge at the

expense of its one-time ally?)?

FlayStation that he personally visited
Sega's hardware division and gave them
a stern talking to. His tirade would result
in the Saturn, Sega's entrant in the 32-bit
console war, getting an additional video
processor to boost its graphical muscle,
but this would make the system harder
to program for — an issue that had severe
ramifications in the future.

an entirely different level of challenge.
Everything from the two-pronged
jovpads to the removable Memony

Card storage system seemed to drip
sophistication. Sony later revealed the
numerous hardware designs that had
been considered before the final version
wias decided upon: this was the work of
& comparty that was taking its entry into

w [FayStation] Firal Fantasy Wwaes one of the PlayStation's
muast sgrificant ralaasas, not jest in commarcial tarms but
fram a cringal viewpoirt &5 wiel. It became the first JRPG
to gan truby mternabanal acceptance.

the videogames market viery serioushy
indeed, Kutaragl — and the entire project
in general - had come under firg from
high-level Sony exscutives wha argued
that videogames were toys for children,
and therefare, one of the PlayStation's
key aims was to challenge that view, As
a result, the final design for the machine
was sleek and serious, mimicking the
appearance of a top-end piece of audio-
visual equipment rather than a games-
playing device

However, while this posturing caught
the attention of gamers, some industry
experts were less enthused, citing
Sony's poor track record in the industry
up to that point. The company’s software
publishing arm - Sony Imagesoft - had
so far falled to generate any titles of
note, pushing half-baked movie licences
such as Cliffhanger and Last Action Hero
onto store shelves to the complete
indifference of the games-buying public.
Indeed, software was one area in which
Sony was at a distinet disadvantage, as
Sega and Nintendo had highly talented
internal development t=ams that
traditionally produced the best software
for their respective consoles. Somy
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Robert Troughton (programmer, Destruction Derby)

M “IT WAS LATE in 1994 that Sony - and myself - were launching
into the console games business. Straight out of university, | wasn't
really sure what to expect. Reflections, a game developer based
in the North East, were just beginning work on a new genre of
racing game: Destruction Derby: The premise was simple: a racing
game which you win not by coming first — although that helped
but by smashing your competitors’ cars to a pulp. From starting
in January "85, we had only nine months to complete the project,
with a team consisting of just three programmers and one artist.
The PlayStation was technically leagues ahead of the competition,
with armazing 3D graphics and CD-ROM technology. | can't
remember whether any of us saw daylight for those nine months,
but I'm not sure that any of us cared all that much. Sony loved us
for how fast we were creating the game - they gave us a release
date that would tie in with the PlayStation’s US and European
launch - the press were all over us and it was clear that the game
was going to be a success. Destruction Derby went on to sell
millions. The PlayStation sold many times more, and I've stayed
in the industry ever since, still doing what | was doing back then:
hacking away at code and trying to squeeze every last bit of juice
out of whatever platform I'm working on - and thankful to Sony for
giving me this opportunity.”

21z

B RELEASED LATE IM the machine’s lifespan, the
PocketStation was a self-contained handheld
similar in design to Sega’s Dreamcast Visual
Memory Unit. Its announcement caused a
surprising degree of exciterent, and many
industry insiders confidently predicted that
this miniature console was Sony's attempt
to crack Nintendo's stranglehold on the
handheld market. Dubbed a “personal digital
assistant”, it stored save game data just
ike a typical PlayStation Memory Card but
could also play crude games on its 32x32 dot
matrix LCD display, although, predictably,
the quality of these titles was well below what
could be experienced on Nintendo’s Game Boy. An
infrared connection was also included so users could exchange
data without having to connect their PocketStations to their main
console. Launched in 1999, it was only supported by a handful
of titles and sadly never saw release outside Japan - although a
release was obviously on the drawing board at some juncture as
several Western games came with PocketStation functionality.
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= Maorio Ohga was Sory presdent during the genesis of the
PlayStation project. He saw off apathy within the company
o ansure that Kutaragi's draam cama to fruitan

» Fraternising with the enamy; Nintenda's Shigeru Miyameto
samples Crash Bandisoar during the 1996 E2 show
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’ The VWestem launches were
equally successful, with Sony
rnanaging to undercut the retail price of
Sega's Saturn in both North America
and Eurcpe. In Europe, especially,
Sony displayed a masterly grasp of
how to market a games machine to a
mare mature audience. The company
knew that those garmers wha had
grown up with the B-bit and 16-bit
consoles were gradually reaching
adulthood and would therefore require
mare ‘grown-up’ gaming expenences.
While Sega and Nintendo focused
on building recognisable mascots to
appeal to youngsters, Sony released the
PlayStation with a range of software
that was unashamedly adult in tone:
the aforementioned WipEout featured a
soundtrack that showcased the talents
of real recording artists, such as The
Chemical Brothers and Leftfield, while
visceral top-down shocter Loaded
nat anly featured excessive gore and
allusions to transvestism but also
enrolled the assistance of grebo-rock
outfit Pop Will Eat Itself. One thing was
clear: Sony wasn't aiming for the Mario
and Sonic audience with the PlayStation.
Sega's challenge socon began to
falter, and so Nintendo became Sony's
next opponent. The firm responsible for
such classics as Super Mano Bros and
The Legend Of Zelda had been making
confident noises shout its cartndge-
based Ultra 64 (later Nintendo 64}

= Sy doveliped several different logos before
finally satting on the one we now knaw and love.

= MY RACFR

conscle for some time, and although
it wouldn't be ready urtil 1996,
Mintendo went to great lengths to
encourage gamers to hold off on
buying a 32-bit machine. Sadly, the
decision to stick with the expensive
cartridge format would cost the firm
the suppaort of one of its most prized
third-party publishers: Squaresoft.
Although the highly anticipated Final
Fantasy Wi had been confirmed as an
MNE4 release, Sguare eventually switched
development aver to Sony's machine,
citing the limited storage and high unit
cost of cartridges. Final Fantasy VI
was going to be the most epic game
yet conceived, and it needed as much
storage space as possible. Only CD-
ROM could offer this, Square argued.
Mintendo's loss was, of course, Sony's
massive gain; published in 1997, Final
Fantasy VIl was a worldwide smash,
seling 10 milicn copies in the process.
This success established the console
as the leading platform of its generation
and subsequent system exclusives
such as Konami's Metal Gear Solid and
Palyphony Digital's seminal Gran Turismo
cemented this lofty status even further.
With both Sega and Nintendo
subdued, Sony's dominance was
assured. So tight was the company's
grip an the marketplace that even the
launch of Sega’s technically superior
128-bit Dreamcast in 1993 was unable
o upset the status quo. With millions of

u Sorry Euroge’s Phi Harrison was instrumental in attracting

quality devalopers to the machine and wald sventuzly
risa to the top of tha compamy.

units sold and a more

powerful successor

~ the PlayStation 2

- waiting in the wings, 2000

savv Sony release a new

iteration of its 32-bit console

in the form of the PSone.

Smaller, sleeker and sexier, it

boasted enhanced functionally that
allowed it to link to mobile phones and
even supported a fold-down LCD display,
giving it & small degree of portability. The
revision was a triurnph and enabled the
ageing maching to remain relevant in a
marketplace that was gradually leaving it
behind in technological terms.

Sony ceased manufacturing the
FlayStation in 2006, giving the console
an impressive production lifespan of 11
years. During that time it redefined the
world of videogames, granting gamers
a taste of 3D visuals and making the
oft-derided hobby a cool and relevant
pastime. Of course, such activity earmed
Sony - and, by association, its console
— a fair degree of scorn also, but few
wiould have the temerity to debate
the PlayStation's incredible influence
on maodern interactive entertainment.
Withaut it, the: gaming landscape today
wolld be near-unrecogrisatile.
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TOMB RAIDER

# RELEASE: 1974
» PUBLISHER: EIDOS MTERACTIVE
» CREATOR: CORE DESIGM
» BY THE SAME DEVELOPER: FIGHTING FORCE

Although her star has waned a little over the
0 past few years, there's no denying that Lara
Croft remains ona of videocgaming's most enduring
icons. Her 1996 debut was actually on the Saturn, as
developer Core Design had traditionally supported
Sega's consoles. However, it was the PlayStation
wersion - released shortly afterwards - that was truly
responsible for firing the delectable Miss Croft into
tha realms of global superstardom. Sequels followed
as it firmly became a PlayStation series and arguably
improved on the template, but the original game

= PERFECT TEN

GRAN TURISMO 2

» RELEASE: 1997
» PUBLISHER: SOMNY COMPUTER ENTERTAINMEMNT
» CREATOR: POLYPHOMY DIGITAL
» BY THE SAME DEVELOPER: OMEGA BOOST
The first Gran Turismo was possibly the
mast technically groundbreaking release of
the 32-bit era, and this sequal beafed up the already
considerable experience by adding more cars, more
tracks and even a rally mode. The title's visuals -
already pretty mind-blowing in the ariginal release
~ pushed the 32-bit hardware to the absolute limit, with
Polyphony Digital's unique development software
eking out every last drop of power from the PlayStation
in its final years. Spanning two discs, Gran Tunsma 2
is arguably the definitive racing title of that era and still

retains a near-legendary status.

FINAL FANTASY
TACTICS
» RELEASE: 1997
» PUBLISHER: SQUARE
# CREATOR: IN-HOUSE
=« BY THE SAME DEVELOPER: DEW PRISM
03 Released only in Japan and
Morth America, this strategy
RPG arrived around the same time
as Final Fantasy VWi, which caused
some confusion when gamers
discovered that they actually had
wvery little in commeon. Developed
by the team behind Tactics Cgre —
Square snapped up studio Quest
prior to producing the game —
Final Fantasy Tactics showcases
gorgeous visuals, breathtaking
music and a surprisingly mature
and complex plot. It was recently
released on the PSP in a slightly
enhanced form.

plays great today.

METAL GEAR SOLID

» RELEASE: 1973
» PUBLISHER: KOMAMI
@ CREATOR: IN-HOLUSE
= BY THE SAME DEVELOPER:

INTERMATIOMAL SUPERSTAR SOCCER

PRO

Hideo Kojima's magnum
opus set a new high

watermark for storytelling in
videogames, as well as introducing
an entire generation to the
wonderful stealth sub-genre. Solid
Snake has gone on to become a
household name, starring in more
technically impressive sequels
on the PS2 and PS3 consoles.
However, hardcore fans maintain
that this instalment remains the
best, thanks largely to its tight
plotting, memorable characters and
judicious use of the host hardware.

RESIDENT EVIL 2

» RELEASE: 1998
» PUBLISHER: CAPCOM
» CREATOR: IN-HOUSE
» BY THE SAME DEVELOPER: DINO CRISIS
The first title established
Capcom's reputation as
master of the ‘survival horror”
genre, but it was the second game
in the series that truly confirmed
the company's god-like status.
Offering the ability to play the
story with two different characters
- one to each of the game's two
discs, with differences depending
on which you play first — Resi 2
mixed relentless zombie slaughter
with intriguing puzzles and some
of the best visuals seen on the
PlayStation up to that point. It's
unsurprising that series fans hold
this entry in the utmost regard.




PERFECT TEN: PLAYSTATION

The original PlayStation brought us a massive number of franchises
that have become part of the gaming landscape
today. Just take a look at the list below...

TEKKEN 3

» RELEASE: 1998
» PUBLISHER: NAMCO

EINHANDER

» RELEASE: 1997
» PUBLISHER: SQUARE

FINAL FANTASY VI

» RELEASE: 1997
» PUBLISHER: SCE

» CREATOR: IN-HOUSE
=« BY THE SAME DEVELOPER: S0UL
BLADE
0 Tekken 2 had proven that
Namco was more than
capable of taking on Sega's Virtua
Fighter, but it was the third game
that dazzled the most. Sceptics had
feared that it would never appear
on the 32-bit console, but Nameo's
expert coders managed to squeeze
in every aspect of the coin-op to
create a fitting pugilistic swansong
for the ageing PlayStation, While
the Tekken Force and Tekken Ball
modes were superfluous additions
to the domestic port, all of the
important features were present
and correct.

CASTLEVANIA:

SYMPHONY OF THE NIGHT

» RELEASE: 1997
» PUBLISHER: KOMAMI

» CREATOR: IN-HOLISE
» BY THE SAME DEVELOPER:
BRAVE FEMCER MUSASHI

U Famous for being Square’s
one and only entry in the

shooter genre, Einhander is an

incredible achievernent. The

team involved had no previous

experience with this type of

game, yet it managed to create a

classic that is still talked about in

hushed, reverent tones even today.

Featuring a unique weapon system

based on grabbing the crdnance

of fallen enemies, Einhénder's

brilliance is made even more

remarkable when you consider

that Square hasn't ventured to the

genre since its release,

VAGRANT STORY

@ RELEASE: 2000

» CREATOR: SQUARE
» BY THE SAME DEVELOPER:
SAGAFROMTIER

Having sold over 10 million

copies worldwide, Final
Fantasy Vil needs no introduction.
Cited as the game that sold the
Japanese RPG to the Western
mainstream, this three-disc epic
made the most of the PlayStation's
technical capabilities to deliver
hours of turn-based entertainment,
It remains arguably the most
popular entry in Square’s evergreen
franchise and has recently
spawned several spin-off games
and other projects, such as Crisiz
Core on the PSP and the Advent
Children CGl movie,

g-100

SUPURLISHER SOUARE
» CREATOR: IN-HOUSE

MP I00-1
[ THhiG, o T DMMANDS

» CREATOR: [N-HOUSE
» BY THE SAME DEVELOPER: PROJECT OVERKILL
0 The PlayStation has a reputation for being
somathing of a duffer when it comes to 2D
titles, and to a certain extent, this is true. The console
had only 2MEBE of RAM compared to the Saturn's 4ME,
and this resulted in some lacklustre conversions.
Howewver, titles like Symphomy OF The Night - coded
with Sony's hardware in mind - were mind-blowing.
Fusing 2D and 3D effects, Konami's designers created
one of the most mesmerising titles of the generation.
Look out for the limited edition European version,
complate with art book and CD.

= BY THE SAME DEVELOPER: FROMT MISSION 2
] One of the most ambitious role-playing games
of the 32-bit era, Vagrant Story is epic in every
sense of the word. Produced by the same team
responsible for Final Fantasy Tactics, the game featured
a deep and sometimes disturbing storyline, and lead
character Ashley Riot has to rank as one of the most
hard-edged protagonists in videogame history, Vagrant
Story was recently re-released on Sony's PlayStation
Metwork and can be purchased and downloaded for
play on both the PlayStation 3 and PSR, and it even
lives on through its shared universe with the Rinal
Fantasy Tactics series and Final Fantasy XL
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[THE CLASSIC GAME]

41

.I..

THE MANTA

Your ship, the Manta, is the key
to the game. Although it offers
plenty of firepower via its dual
guns, its manoguvrability is more
important. Learmn ta contral your
craft's speed and flips to avoid
hostile foes and ensure that you
don’t smash into dreadnought
shields and comms towers.

YOUR TRANSPORTER
The transporter is the first

thing you'll see in each level of
Urictivm. It transports the Manta
to the next dreadnought, and
you're treated to a rather lovely
animation as your ship exits to da
battle. There's no practical reasan
for this item’s existence, but it
adds polish to the gama.

216 RETAO GAMER COLLECTION LIOL.S

HOMING MINES

Each of Unidium's dreadnoughts
has flashing ports on its surface,
Be wary of these, because they
house lathal mines that home

in anyour craft. Each mine only
has limited fuel, and so if you can
avoid it for a few seconds, you'll
be fine - although later levels
often launch them in pairs.

ALIEN SCUMBAGS

Enemy craft in Urigium increasa in
ferncity as you move through the
gamea, but similar tactics work on
even the highest levels. Ships in
the game all have forward-facing
guns, so stealthily sneak past

and shoot them from behind.
\Waves are pre-set, so leamn their
mavements and firepower.




LEVEL DESIGN WHY IS IT A CLASSIC?

PLAYER REWARDS

Undium arrived in 1986, befare A-Type-style shooters with weapon
upgrades mvaded the CB4, and so it might seem simple. However,
Andrew Braybrook's Paradroid follow-up has plenty to engage the
arcade-oriented gamer. First, it's fast: at top speed, dreadnoughts
zoom past and you need lightning-fast reactions to survive. Secondly,
the game is focused: it has its aims and achieves them with style and
palish. Finally, the foundation is strang, frantic and fun, so much so
that Unidium was followed by Uridivm+ on the C64 and an impressive,
expanded but still action-packed Amiga sequel, Uridium 2

Much like Andrew Braybrook's previous games, Gribbly’s Day Out and
Paradroid, Uridium isn't an out-and-out shooter - you can't just wade in,
all guns blazing, and hope to make it to the end of each level. Instead,
you must map out each dreadnought in your mind, memaorising danger
areas, escape routes, clusters of Manta-destroying comms tawers and
shields, and the location of the primary landing strip that enables you

ta infiltrate the dreadnought’s onboard system and blow it to kingdom
come. Later levels are especially devious, with maze-like surfaces that
require particularly skilful flying.

Although rather lacking in red pixels, Uridium's one of the more
bloodthirsty games on the C64. True, you're not faced with the dying
eyes of alien foes, but there is a rather vicious element to the game
once a level's complete. Post-bonus round, you're informed that the
destruct sequence has been primed, and you're then returned to the
game. As the dreadnought vaporises before your very eyes, there's just
time for ane more fly-past, and you can strafe any remaining surface
targets for bonus points, presumably yelling ‘Take that, alien vermin!’
as you do so.

BONUS SEQUENCE FLUID CONTROLS

STRANGEST CONVERSION

e S——

MEMORABLE v oMENTS)

T — —

What the
press said...
ages ago

Around the time of Unidiunt's release, most C64 shoot-'em-ups had
craft little different from the Space nvaders laser cannon —you could
mowe left, right and fire, and if you were lucky, youmight also be able to
mowve up ard down a bit. By comparison, Undivm’s beautifully animated
Manta is hugely manoeuvrable, with a number of cruising speeds, and
the ability to flip over to chase hostile aliens and fly at an angle, in arder
to squeeza through gaps between shields and communications devices
that litter the dreadnought surfaces. Only by mastering the Manta will
yaumake any pragress in Uridium.

We suspect that Andrew Braybrook perhaps quaffed a fittle too much
coffee while putting together Uridivm, our evidence being its bonus
section, Whereas Jeff Minter's Batafyx— another 1986 C64 shooter
with a bonus round - plonks you in ‘psychedelic noodling land” if you
ancy a break, Undium's end-of-wave respite comes in the form of a
bonus game. Instead of enabling you to relax, it keeps the tension high,
taking the form of a simple fruit machine-style timing test; at each ‘level’
you hit fire to hopefully select a chunky bonus rather than quit and
return to the game proper.

TeTeIasTaTe eI
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Although very much designed far the C84, Unidium nonetheless made
its way to a handful of ather platforms. The ZX Spectrum portwas
particularly good, and there were warkmanlike efforts for the BBC
Micro and Amstrad CPC. By far the strangest conversion, though,

was 1o the NES. Arriving in 1990, Mindscape's The Last Starfighter

— released six years after the middling movie, making it a strange tig-in
in itzelf —was Urdiymin all but name. Some elements ware altared

— the main ship’s different, and the transporter’s absent— but otherwise
this is a surprisinghy faithful, if curious, NES remake of a C64 ariginal.

IN THE HNOW

PLATFORM: COMMODORE 4
PUBLISHER: HEWSOMN CONSULTANTS
DEVELOPER: ANDREW BRAYEROOK
RELEASED: 1924

GENRE: SHOOT-EM-LIP
EXPECT TO PAY: £1
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» PUBLISHER: ATAR
» DEVELOPER: IN-HOUSE

» PLATFORM: COIN-0F
» RELEASED: 197%
» GENRE: SHOOT-EM-LIP

» EXPECT TO PAY: 500+ FOR AN
ORIGINAL CABIMET
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t's late-summer 1979 and engineer
Ed Logg is preparing for a trip to Old
Sacramento, California. He packs
the retrofit kit for Atari Football,
designed to upgrade the plays and
prolong the game’s arcade life. Joining
him on the joumey is colleague Collette
Weil, but Ed decides to take another
companion along for the ride: the project
he’s being working on since the spring.

Once at the arcade, his baby is
carefully placed among the rows of
blinking cabs. There's no fancy silk-
screen and the cabinet art is incomplete
but the lighted panel clearly displays the
name of this newborn: Asteroids. The
proud father stands back and waits.

“A guy walks over and puts in his
quarter,” smiles Ed, "and he died three
times in about 20 seconds. Then he
reached out and put ancther quarter
in. | thought, ckay, if he's dying three
times and still putting in another quarter,
he must think it's his fault, not that the
game has got it in for him. He died
again, almost instantly. He put in quarter
after quarter after quarter...”

He was to be the first of many.
Asteroids epitomised the ‘easy to learn,
difficult to master’ philosophy of game
design and Atari shifted a staggering
75,000 units, making it its biggest selling
coin-op. "l heard people saying we only
made about half of the machines out
there,” adds Ed. "I've certainly seen
counterfeit boards...”

Sueccess breeds imitation, though
the journey to that first field test in

Sacramento actually began almost

a decade before, thanks to a little
inspiration from the daddy of all space
shooters. “I'd played four-player Space
War back in the early-Seventies on a
PDP machine in the Stanford Research
Lab,” recalls Ed. “Down on campus

in the Stanford Forum, they had two
machines linked up and you could play
for a quarter. Was | any good? Oh no!
The other guys would cream my ass
over and over again.”

Though no maestro on this makeshift
multiplayer cab, Ed undoubtedly knew
what made a good game. His work on
Super Breakout, released in 1978, proved
he knew how to revisit an idea and add
his own unigue signature without losing
the original appeal. But when his boss,
Lyle Rains, called him into his office
the following April, it was to discuss a
game's failure to launch.

“Lyle was talking about an older game
| remember seeing once and playing
but it was just not fun,” recalls Ed. “You
were trying to shoot the other player
but this asteroid was in the way. Players
tried to shoot it — | know | did - even
though it couldn't be destroyed.

He said everyone just
seems to shoot the
rock, so let's create

a game that lets you
blow it up”

“I don't really
remember what
that old game was,”
explains Lyle of

£ 1 suggested the Asteroids idea

THE MAKING OF: ASTEROIDS

more as a creative exercise than
a full-blown project 7’

LYLE RAINS ON'WHY EXERCISE IS GOOD FOR YOU

that pivotal first meeting. "It may have
been something | had seen in the labs
and subconsciously picked up on the
asteroid theme. | think of Computer
Space as being more of the inspiration
for the two-dimensional approach. You
see, the biggest hit videogame at that
time, perhaps of all time, was Space
Imvaders, which was predominately
one-dimensional player control - left and
right — with all the threats approaching
from above. It was basically Breakout
with moving bricks and a gun, instead
of a ball and paddle. | was seeking a
more satisfying two-dimensional game
with a similar addictive gameplay theme
of ‘completion’: eliminate all threats.
| believe | described the
concept to Ed in a few
sentences: little
flying ship as
in Computear
Space; big rocks
becoming little
rocks; fly and shoot
till they all go away.
There was no
great detail.”
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ASTEROIDS DELUXE {1380}
Dave Shepherd took Ed’s code and
added a shield and new enemies
Ed: “| was busy being a supervisor
and had no invelvement. | find it a
little too hard.” We agree. The killer
satellita is just vicious.

SPACE DUEL {1482}

A colourful reworking by Owen
Ruben, with inventive co-op play
and wondaerful spinning shapes. Ed:
“My initial reaction was that itwas
very abstract, perhaps too abstract
for the casual player.”

-

BLASTEROIDS (1987

Ed Rotberg added power-ups, ship
marphing, branching levels, bosses
and the ahility to dock your ships

in multiplayer for added firepower.
Best playad on an original cab with
spinner controllers.

Though both men quickly agreed on
the basics of the gameplay and indeed
the name Asteroids, which emerged
at this concept stage, they initially
disagreed on the format of the project.
“Lyle wanted to do it on raster and | said
ne, no, let's do it on vector,” says Ed. ‘I'd
had some experience of working with
vectar technology. The higher resolution
meant you had more control of where
you were aiming, not just this blob.”

Lyle chuckles: "Ed wanted to fool
around with the new vector, or XY
hardware before starting his next
project. | suggested the game idea
more as a creative exercise than a full-
blown project. Obviously it took on a
life of its own."”

And the giver of life was hardware
engineer Howard Delman. Howard had
waorked on many of Atari's post-FPong
successes, including Super Bug and the
first simultaneous co-operative arcade
game, Fire Truck. Game development
in those pioneering days of the mid-
Seventies was not clearly divided into
software and hardware roles, meaning
that Howard had a handle on both of
these emerging fields. Having joined
Atari in 1976, he also remembers a
project that had been floating around for
quite a while...

“There was this old game that had
been worked on for a long time because
no one could guite make it fun,” he
laughs. “It was originally called Cosmos
and then became known as Planet Grab,
a two-player game where you were
trying to claim planets in space.
The more you claimed, the

hoatheg versians of dstermids
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| Arcade] Asternck, one cfthemany  ASTEROCK BY SIDAM

more you scored, and you could steal
planets from your opponent, too. As the
game was being tweaked and people
were trying to make it fun — because

it really wasn't fun — someone made it
so you could blow up the other guy's
planets. And suddenly it was fun. Forget
trying to steal his planets, just blow
them up. You can see where this was
heading... When they saw the vector
hardware we were working on, they said
‘Oh my God, that would be great for
Asteroids’ Ed must have been the third
programmer on that project. He came to
me, | hooked him up with a board and he
got to work."”

And Howard still has that very board
in his workshop, a mass®f chips and
wires and hand-scrawled notes. He's
clearly proud recalling the story of how
he came to be in charge of handlimg
Atari's first steps into the shining light of
vector game development.

“In early-1978, vector games started to
emerge, but not from Atari,” he begins.
“Atari had a research-and-development
group in Grass Valfey. They came up
with an XY display system, or at least
laid the groundwork for one, and came
down to show it to us, It was really cool

and we wanted it. They left it with us but
it wasn't done, nor was it a platform to
do games on. It was the basic hardware
concept and | was given task of turning
that into something we could use to ship
a game. It was like | took this rough bit of
clay and made it into something real.”

Howard was tasked with not only
shaping this fascinating technology
into something useable, he also had to
decide on a game idea to showcase this
great leap forward. He settled on Lunar
Lander, which became Atari's first vector
game, released exactly a decade after the
historic moon landings. He was joined on
the project by Rich Moore and also one
Ed Logg, who worked on the distinctive
alpha-numeric character set used for the
on-screen text and scoring. Thus when
Ed received his customised Lunar Lander
board, bolstered with extra RAM and
some bespoke ‘jumps and cuts’ from
Howard, he had some knowledge of the
new hardwarg.

“Man, that thing was tiny,” chuckles
Ed. "This little four-by-four inch board
with five buttons and wires coming off it,
linked up to a screen. | started by getting
the ship on screen. | wanted to see it
flying around...”

o & Retro Gamer axclisive, tha
madfied Lunar Lander board
created by Howard, which Ed
used to develop Asteraids. Tha
smaller board st the battom
pontains thase 13 sourds

# [Arcada] Mr Bil makes a kill.
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And what a thing of beauty it was, that
graceful inertia as your tiny triangular
ship thrusts through the blackness of
space. Yet it wasn't always so. Ed had
toyed with having no friction to decrease
the forward movement of your ship
{which meant you spent most of your
time desperately trying to stop yourself],
and with no inertia at all (which made
the game too easy) before arriving at
his happy medium. |t was typical of Ed's
approach to the game's development:
experimanting with different settings,
many inspired by those early battles on
Space War, to see which delivered the
best experience and always on the look
out for fortuitous side effects.

“It was all ad hoc at this point,”
explains Ed. "There was no design
document, How did | get those cool
wvapour trails? That was just a property
of those old monitors. They have
phosphor and phosphor glows. You put
that much electrical excitement into the
phosphaor, it takes a while for it to cool
down and not glow, so it seems to leave
this trace behind it.”

With your ship in motion, Ed sketched
out different asteroid shapes and had
them drift across the screen in increasing
numbers. As you blasted them into
smaller pieces, strategies began to
emerge. Should you concentrate on the
smaller rocks or take out the largest first?
Should you stay put in the centre of the
field or weave through the debris? The
former felt like the safest option, so Ed
decided the player was going to need an
incentive to get them moving.

“| always wanted two saucers,” he
recalls. “A big one that fired randomly
like cannon fodder to get you used to
the concept that when you got down to
fewer rocks, a ship was going to come
out. The little saucer was about making
you move. RBun away, you're going to die
if you stick around!™

limited hardya re
With & smaathar

in the clones

ASTEROIDS {ATART 5200)

The VC3 Version w

35 pessabla given tha
but thig upped the ante

10re authentic axpey iBnce

Players developed a love-hate
relationship with that little blighter.
They loved the 1,000-point reward
for shooting it, but cursed its deadly
accuracy and increasing speed. Ed
also employed a timer that steadily
decreased, meaning respite between
saucer attacks became ever shorter,
| wanted to discourage you from not
shooting stuff. Get rid of those small
rocks so | can send a new lot of bigghr
rocks out there, because more stuff
on screen means more chance of an
unfortunate collision.”

Of course, if you were really in a tight
spot, you could hit hyperspace and
take your chances. On re-entering the
playfield, there was a random chance of
your ship exploding, its three constituent
parts torn asunder and gently fading in
one of gaming's most lonesome deaths.
"You know, | should have put some
algorithm in so that if there were lots of
rocks on screen you didn't have much
chance of blowing up, but with only
a few it was a much higher chance,”
concedes Ed. “And | still have regrets
about the placement of the hyperspace
button. It should have been nearer my
right thumb, so | didn't have to take my
hand off thrust to hit it. You know, with
hindsight | should have put a shield in
instead. If you got hit it was decreased so
yvou had a few chances. That would have
given you some more strategy...”

It's the only time Ed questions his
design choices, but then he was getting
positive daily feedback from his peers.
The Atari labs ware open-plan affairs,
long halls with room for two or three
games in development at any one time.
Half a dozen staff would be based in
each room, and engineers would wander
between labs, passing comment and
stopping to play as they went.

“Some engineers walking by would
see a couple of asteroids floating across

THE MAKING OF: ASTEROIDS
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METEORS (8BC MiCRo)
Acorngoft had a knack of producing superior
arcade clones and this had% choolboys

praying for wet lunch breaks so they could
play it onthe school's computers

Eyploeion puton

RETRO GAMER COLLECTION UDLS | 221
-




THE MAKING O

u Ed in 1983, after Astsroids and Can

2ee

RETAO GAMER COLLECTION DOLS

Gauntlef. .

e but hefora &

u The des

ishiy

difficult Azt

my screen and start hurnming the

tune to Lawrence Welk's Tiny Bubbles
just to tease me,” chuckles Ed. “A lot

of colleagues would come by and ask
‘when are you leaving?’ ‘When can |
play this game?’ And you realise, okay,
that's a good sign... Management would
come in and check on progress. Lyle was
certainly interested. He was, like, let’s do
a focus group, let's do a field test.”

Yes, feedback frormn outside the
company was overwhelmingly positive,
too. Atari organised two focus groups
in June 1979. On the 14th, they gathered
together seven older players, veterans
of Space War, and then on the 20th they
tested Asteroids on nine children aged
between 15 and 17, all Space Invaders
fans. Ed and his fellow engineers
observed proceedings through one-way
glass and player comments were noted
down meticulously. Ever the archivist,
Ed has held on to these four pages of
detailed feedback and it's fascinating to
read how players first struggled to get to
grips with the thrust button, requesting
a joystick instead, And how the younger
group, accustomed to taking shelter
behind a base in Space nvaders, noted
that you don't get a break in this game.

Ed is more circumspect when it comes
to the value of these written responses.
"I just look at their play and see what's
going on. | always believe that if they

-don't get wowed immediately, you have
- a problem.”

Players also commented on the way
the sound effects built the tension,
something Howard is especially proud
of contributing. “That thump, thump,
thump... | was really trying to do a
heartbeat,” he explains. I sensed as the
game sped up and you became more
tense, your own heartbeat would speed
up and | really wanted to keep them in
sync. We didn’t have sound chips back
then so | created a hardware circuit for
each of the 13 sounds by hand and wired
them onto Ed's board myself."

u Scatt Safran, whase 4 mids recond stil stands efter 27 years.

& L

Sueh was the intimate nature of
creating videogames in those frontier
days, and Asteroids stands as one of
the period’s crowning achievements.
Released in November 1979, it went
on selling for years, earning Atari an
estimated $150 million in sales and a
further $500 million in revenue from
countless enthralled gamers.

While nothing can truly detract from
the game's enormous success, issUes
did arise post-release. Some were clearly
technical: accumulate too many extra
ships and the game slows to a crawl, and
on some machines, if you got down to
just your ship and a single asteroid, the
display would fade out. “That's the spot
killer,” declares Ed.

“If the game dies, the vector beam
would just point at wherever you last
pointed it and burn a hole in the screen,”
he continues. “We had a piece of
circuitry so that if you don't move the
vector enough it shuts it down. | wasn't
given any technical numbers, so | put the
score at the top and the Atari copyright
at the bottom and thought that, along
with the ship and at least one asteroid,
that would be enough to disable the spot
killer and the video display wouldn't be
turned off... turns out it wasn't. As for the
slowdown, if you have hundreds of ships,
the game can't draw everything at 60Hz
per frame. | wasn't clever enough to limit
it to ten ships or something. Anyway,
| thought Mr Bill would come out and.
blow you away...”

For our non-American readers, Mr
Bill and Sluggo are characters from
US variety show Saturday Night Live
and becamae the unofficial names for
the two saucers. The fact that Ed Logg
received a cease and desist letter from
their copyright holders, despite there
being no reference to the Play-doh pair
in the game itself, is an indication of how
Asteroids had entered popular culture.
And that was partly due to Mr Bill not
doing his job...
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= 6 Asteroids memaories
YOUR SCORE IS ONE OF THE TEN BEST -
ELEA R0 TATE T UE MY T (B Per Owen Rubin
PUSH HTYPERSPACE WHEN LETTER IS CORRECT {CREATOR OF SPACE DUEL AND MAJDR HAVAC)
“Asteroids was baing developed in a Isb near mine, | used
Lo goin and play late at night, sometimes unil | fifleg u-v-fhc
dupt

high scar e with my ini
il ore table witl my mitials. Ed Logg would COME in next

o |Arcads] Ed took the idea for a high-scora table from Exidy's Star Fre. o i
g o WU On e game and come in the naxt d
L Tiher Loa
ton the table again. Sg he put
ombinations of my inftials
ent a note telling him thar (]
what he'd dona, . *

tofind "0RR" was in BVETY spo '

in & check for ‘0RR’ and all other ¢
s0they'd be replaced with his. | 5

was a bug il he told me

Irene

{WIFE OF ED LOGG)

* Asteroids was my first exparience of videogames. | did
house sitting for some friends and they happened to have
nd thought it was
as a gift.

a maching. I'd play itwhen | was there ar
kinda fun and when they maved they gave ittamea
atar, | was introduced to Ed st & party by Ed Rotberg

Years | :
ntroduce ma to the best, Mo, | was nota

wiho said he'd like ta i i
} wias suppase y CO pangl. he

groupie! | think Ed was supposed to sign my controlf

still hasn't got round 1o it.”

Tim Skelly
(VECTOR GAME PIONEER AT CINEMATRONICS)
“When | saw Asteroids at an AMDA sho
‘why didn’t | think of that? 1z strength was that it allowed you to
wark out your own Wiays towin the game. Every Mayer was free
to Ilrca!c racks and shoot saucers oay way they pleased. It -.q;.;s-
an .1131;-r.e‘_-u." o me and to decades of game designers. When
Iv.-ag briefty working for Gremfin/Sega, the taam there created
avariation on it called Space Meathalor £+ Your Buddy,
depending on the prototype. My paint is, flexibility ’

w in Chicago, I thought,

is fun, and

n An arcada fiyer for tha fancy cocktail cabinet

LE Asteroids is a

man-against-

machine game. However good you

Asteroids

“Sure, there were those who could
play forever, but the average player
always felt that his failures were his own,

mtroduced wonderfully flexibla gameplay.”

DEVELOPER
HEHLIGHTS

that the game was fair, and he could BREAKOUT
- do better next time,” adds Lyle. "I think SYSTEM: ARCADE
mt' It W dwm me step ahead ,, the ‘secret’ of Asteroids’ phenomenal YEAR: 1978
success was Ed's near-perfect tuning of LUNAR LANDER
HOWARD DELMAN RAGES AGAINST THE MACHINE the difficulty.” S
“It came out reat tim ” ; =
Huwaf'z. "i?cadit:u?';: sprinz |t:go ’|_| :EYS CENTIPEDE (PicTureD}
SYSTEM: ARCADE

“Originally, the small saucer used to
come out and shoot instantly,” explains

Ed. “If you were right next to him he'd complain about these marathon games. there was an unprecedented demand i

nail you. People said it wasn't fair, so | “What they didn't see was that some and everyone in the business sold . oF

said okay, I'll give you a second before he  could play that long but a lot of other everything they had. The industry was . & T

takes his shot so you can see where he's people would try,” notes Ed. “So Joe hot back then. And Asteroids is a classic *. " e : L

at. Unfortunately that opened the big fat might play for six hours on one guarter, man-against-machine game. It was . . g L

window to lurking.” but then all Joe's friends come in and simple to learn, obvious what you had to 1 . sl +
Ah, the ancient art of lurking, where try and be as good as Joe and put in do and you could improve qguickly, but N " .

the proficient player leaves a solitary a lot of money. That really contributed however good you got, the game was -

asteroid on screen and then hunts
saucers for hours, sometimes days,
accumulating mammoth scores. It
reached its zenith in November 1982
when 15-year-old Scott Safran played

a single game for an entire weekend
setting the current world record of over
41 million {see Retro Gamer 28 for the

full story) and the widespread use of the
technigue led many arcade owners to

to both the game’s popularity and its
longevity. We actually made a new chip
to prevent lurking, but a lot of operators
found that with it their earnings went
down and wanted it put back to the

old way. Asteroids would have been
suceessful anyway, but lurking became
part of its lore...”

everywhere. Offices were getting games,
doctor's surgeries Were getting them...

always one sfbp ahead. | used to get into
fights with marketing guys who wanted
games with more colour, more things
on screen, things to be more lifelike. I'd
say it was all about gameplay, how fun
something is.”

Ladies and gentlemen, after 32 years
we are still floating in space...

YEAR: 1980
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' GAME ORGIN

» DOUNTRY: SPAIN
» POPULATION: 44,851,550
» CAPITAL: MADRD
| = NATIONAL LANGUAGE:
SPANIEH
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= CURRENCY: ELIRO
# TIME ZOME: CET +1

» Taking a change of pace from the usual Japanese imports,
Darran Jones instead turns to Spain and uncovers one of the
greatest isometric adventures of all time

elieve it or not, one of the best isometric

adventures to ever appear on an 8-bit system

wasn't by Ultimate, Denton Designs, nor any

other UK developer, for that matter. No, the

game in question was by a young Spaniard
who based his creation on a book that he never managed
to obtain the rights for. The novel in question is Umberto
Eco's The Mame Of The Rose; the game, La Abadia Del
Crimen {The Abbey Of Crime), is an 8-bit masterpiece by
Paco Menéndez that is well worth playing through, even if
you don't understand a word of Spanish.

Released by Opera Soft in 1988 and created for the CPC
6128, La Abadia Del Crimen is an astonishing piece of work
that not only proves to be a genuinely engaging adventure
but also features some truly mesmerising design, both in its
brilliantly drawn sprites and the immense monastery that
the adventure is set in.

Following the plot of the famous book, you take on the
role of Fray William, who has been summened to the out
of the way abbey in order to solve the mystery of a missing
monk. With only seven days to solve the case, the player is
left with not only a massive amount of work on his hands
- maore so if you're not playing the recently translated MSX2
version — but only a finite amount of time to admire Juan
Delcan’s gorgeous graphics.

[MA5K 2] Aictis's English translabon can
b found at softmundivia.esimpazos,
abadia/, |t's MEX2-anly, howaver,

MO0 BEFORE

Indeed, La Abadia Del Crimen's visuals are quite frankly
stunning on the CPC and easily manage to outdo many
of the adventures created by Ultimate. Sprites are full of
character and walk around with a convincing gait and the
many objects you pick up are instantly recognisable, while
the massive abbey easily captures the ancient buildings
of old. Huge and impaosing, the detail of the ancient citadel
is astonishing. Floors are intricately tiled, stained glass
windows are full of detail, and even brickwork looks like
awork of art, so much care and love has Delean lavished
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[Aumesrad ] You have just sevien days to
sofve the abbey's mysterious murdars.

[Amstrad] Albada’s game pay & nemniscent
of Denton Designs" Tha Grear Escape.

GREAT GAMES CAN COME FROMUNEXPECTED SOURCES

upon the project. Ported to both the ZX Spectrum and MSX,  characters will go about their daily business and Fray
the game loses a little in the conversion, but it remains William must ensure that he's in certain locations at the
a stunning piece of work that shows just what can be relevant time. If the player doesn't manage to do this
achieved by a small yet dedicated team. then William's Obsequium level will drop. Allow

For all its gob-smacking beauty, the real pleasure of the Obsequium level to drop to zero and you'll be
La Abadia Del Crimen can be found within its perfectly unceremoniously booted from the abbey and unable to
crafted and tightly honed gameplay. If Abadia’s complete your quest. Even seemingly innocuous things

isuals perfect! licated th iod that like bei ht walki d the abbey at night
visuals pel y replica e period that you ike being caught walking around the abbey at nig n"T IMeORTS

find yourself in, then its gameplay takes things
one stage further by allowing you to feel part
of a living, breathing world. At the heart of

La Abadia Del Crimen is a simple mystery,

will have you immediately ejected, so the
gameplay becomes a clever balancing act as
you juggle your sleuthing with the many menial
tasks that you must perform.

oo rouino 1oy

Originally created for the Amstrad CPC
6128, Menéndez's game was later converted
to the Spectrum 128, PC, MSX and CPC 4564,
while remakes exist for the PC, Game Boy

Advance and MEX2, the latter of which has an
English translation.

Sadly, despite the brilliance of La Abadia De!
Crimen, it would turn out to be Paco Menéndez's
last ever computer game. He left gaming to
complete his degree in telecomn engineering, only
to tragically take his own life in 1999 after jumping
from his Sevillian apartment.

He was 34 years old at the time.

but you soon discover plenty of twists that
keep the story moving nicely forward, and as
bodies begin to crop up, you'll have to solve
a variety of item-based puzzles in order to
stay one step ahead of the abbey’s killer.

This is easier said than done, though,
for while you have your faithful servant
Asdo following your every move and a week
to solve the mystery, you also have to seek out
impaortant clues while fitting in with everyday life
at the monastery.

As with The Great Escape, which came
out the year before Menéndez's game, other

The satting is, admittedly, complately
different, baing unsurprisingly set in
8 WWII prisan camp, but in terms
of gameplay, this excellent isometric
adventure from Denton Designs is the
closest you'll get to Paco Menéndez's
beautifully crafted game. It's a fantastic
title in its own right as wall
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RETRO GAMER DIG5 UP THE FILES OF THE CLASSIC COMPANIES OF OLD

Magnetic Scrolls

In the heyday of text-based adventures,
Magnetic Scrolls was one of the major
players. Martyn Casserly unrolls the
parchment and delves into its world to
discover the story behind the storymakers

l l ou wake up on a sunny
August morning with
birds singing, and the air
fresh and clear. However,

your joints are stiff and you have not

woken in your bedroom as you would
have expected...”

Maow this might sound like the morning
after a pretty heavy night an the tiles,

but instead it was the way that Magnetic

Scrolls introduced itself to the text-based

adventure world in 1985 with the release

of The Pawn. The genre was enjoying its

gaolden age at the time with twao big hitters
daminating the field: Infocomn, the US giant
responsible for legendary titles such as The

Hitchhiker’s Guide Ta The Galaxy and the

wonderfully named Leather Goddesses

OF Phobos; and Bntain's Level 9, who had

a formidable catalogue of its own, with

games such as Adveniure Quast, Dungeon

Adventure and Red Moon.
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“There was certainly a pioneering spirit
back in the Scrolls days,” co-founder Hugh
Steers remembers. | knew Ken Gordon
and Anita Sinclair wanted to start a software
company, s0 we had this idea to write text-
based adventures, which suited the limited
capabilities of home micros at the time.”

For the games to work they needed a
wiriter, so they turned to ancther of their
colleagues, Rob Steggles

"We were just a bunch of schaoal friends
having fun with these newfangled home
computers,” says Rob. "It was all very new
and we learned as we went along. Ken and
Hugh were the programming geniuses,
and once they hooked up with Anita | was
invited to help write a scenario far what
was ofiginally intended as a game for the
Sinclair QL."

Sinclair's new machine was having
difficulty enticing developers to the
platform, which provided Scrolls with the

oppartunity to align itself with a high-profile
brand for its first release. The compary
agreed to develop its debut title for the
system, and to subsequently release it
under the Sinclair Research label with
*‘Softwara by Magnetic Scrolls’ adoming the
bottom of the box, The confusing nature
of the Ql's market placerment (was it a
business machine or a games machine?)
plus Sinclair's unsuccessful promation and
unusual packaging (the game came with
twio Sinclair microdrives in the box) meant
that Pawn-QL sold poorly, but the quality of
the game itself had already caught the eye.
" The Pawrn was loosely a comic parody
of the archetypal adventure fantasy plot,”
Hugh explains. “There was a princess to
rescue, a magician and an ‘adventurer’,
who was supposed to be the one playing
the game while the player's character was
only there by accident. We experimented
with what could and couldn’t be done, and
tried to expand on the basic ‘verb noun’
grammar. | managed to get ‘put the pot
plant in the plant pot’ to be understood, so
wie wrate it into the game!”

Chapel court

The Scrolls office was in the winding back
streets of South London, sandwiched
between the locations for Dickens' Little
Davrit and Chaucer's Canterbury Tales.
Though modest, it praved a creative

OINSTANTEXPERT

| Magnetic Scrolls was formed

| in 1983 by Ken Gardon, Anita
Sinclair and Hugh Stesrs

| After a briaf stay in Eitharn, the
campany settled down in the

| Borough, near London Bridge.

The companys first raloase
wis on the Sinclair QL and
| suitably tthed OL-Pawn. The
| game was distriouied under the
| Sinclair Research bannar and
| came packaged with a pair of
| micro-drives.
| Anita Sinclair's bulldog Murdech |
i became a regular fixture in the
| Magnetic Scrolls office and
wis eventually adopied as the
| company mascot
| The games often contained
‘goodies’, which rangad from
| posters and fake newvspapars toa
| fish identificatian chart
Michael Bywater, the wiiter of
Scrolls” third gamae, Jinxde;, was
| good friends with Dewglas Adams |
I and was reportadly the inspiration
| far the Dik Gently novels i
| The inspiration for The Guardians |
| in Jimeterwas a cartoon Bywater
| had seen in Punch magazing,
| depicting middle-aged charubs
with rmoustaches and glasses
| Originally, the games were
published by British Telecomsoft
| imprint Rainbind, but after
{  Mlicroprose bought the cormparry
| in 1989, Serolls decided 1o look
{ far & neve distributor, evantualby
| signing with Wirgin Gares.




&L Scrolls games tried, to an

extent, to let
wanted silly

HUGH STEERS

0O BY THE NUMBERS

1 Tha number of games
Magnatic Scrolls ralaased on
the Sinclair QL. (QL-Pawn)

2 Tha number of Scrolls
games set in the fantasy land of
Kerovnia | The Pawn and Guild
Of Thieves).

OM THE FREEDOM THE TE

| charms needed in Jinxtar to
. finish the game,

you do what you
or not”

AM SOUGHT TO ACHIEVE

environment for the emerging company, as
Hugh explains.

“The atmosphere and much of the
development was lighthearted,” he says.
"There were many jokes and pranks gaing
on, but we did put a lot of creative energy
into the works, Actually, the development

team features in The Pawn, right at the end,

You reach the room with no windows and
Ken hands you a list of bugs to fix while the
team runs off to the pub.”

As a writer, Rob found the literary history
of his surrcundings inspirational
" "The place in Borough
H|gh Street was full of

2 Graatest hits compilations
that wera raleased by Virgin
Games. {Magnetic Scrolis
Collections 1and 2)

5 The number of magical

| 7 Tha number of 3.5-inch

| disks that the PC ralease of The
| Legacywas spread across.

| 8 The number of original titles
| that Magnetic Scrolls released.
13 The number of platforms

| that Magnetic Scrolls games [ The Pawn.

Dickensian and Chaucerian ghosts, so it
was quite evocative — | kinda liked that. It
was a typical development office, though:
endless streams of coffes, borrowed and
discarded computer bits all over the place
and a hurnming DEC Microvax lurking in
the cormer.”

Atari had recently launched the §T,
and the Scrolls team decided to release
a revamped version of The Pawn on the
new maching. They approached publisher
Rainbird with the game and it was mat with
a positive response. Rainbird's suggestion
that graphics be added to make use of the
powerful new systems would also turn
out to be significant. Artist Geoff Quiley
was asked to create static illustrations for
lpcations within the game, and the results
became something of a game-changer.

" The Pawn was fun to work on, as it
was all very new,” recounts Geoff. “The
ST was still very clunky, of course, but the
wider range of colours and smaller pixel

| wera released on, (Amiga,

| Amstrad CPC & PCW, Apple 2,

| Archimedes, Atari ST & XL, C64,
| PC, Mac, OL, Spectrum and
 Spectrum +3)

{ 350 The amount of points
| needed to completely finish

size meant that you could achieve certain
interesting effects and produce quite
sophisticated designs. At the same timea the
restrictions posed enormous challenges.
There were certain things that simphy
couldn't be done, especialty anything too
detailed or complex. My approach was to
pick up on some aspect of the text that
seemed to lend itself to visual treatment
and then exploit that, so that the pictures
wiould provide something that wasn't in the
text but added to it and created another
dimension to the game.”

The Fawn became a huge critical and
commercial success, winning awards and
an army of fans. Previously, adventure
games had featured sparse ilustrations of
dubious artistic quality, mainly because of
the restrictions of the B-bit machines, but
the high-class nature of the art in The Fawn
immediately gave Magnetic Scrolls a brand
that was associated with guality.

Of course it wasn't just the aesthetics
that caught the eye - the game also
featured an advanced parser that could
handle more complex commands. But
probably the standout feature was the
intelligence of the writing. Mot onby were
the puzzles tricky and thought-provoking,
the game also displayed a knowing sense
of humour that poked fun at the genrs itself.
This became obvious within a few moves of
the starting location, whers you discover a
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do an adventure game that

didn’t take itself so seriously”’

ROB STEGGLES EXPLAINS THE SCROLLS MENTALITY

0 THAT LITTLE
BITEXTRA P red line an the floor that is described as 'the

As text-based advaniure gamas

| imvabed litthe in the way of
action but instead used plenty

| of story and puzaes o sabe, it

{  becams a comemon praclice o
put some goodies in the boxes,

i Magnetic Scrolls was na slouch

i in this department and included,

| among others, a novalla for Tha

i Pawr, & copy of What Burglar?
for the Guid OF Thigves, Jnxter
came complete with a beer mat

i advertising Ok Mocse Balter
But parhaps ane of the mast
Interesting and innovative of all
was the cassette that players
found in the Coruption bax. The
audic contained actors playing

| scenes relevant (o the plot of the
gams, which the player would ba

| prompled to listen to once they'd

{ reached a cartain point.

“Initialby it was just 3 part of

i the game that I'd put in—a clue o

1 the instigator of the conspiracy,”
Aol Steggles explains. “But at

| that stage it was just described as |

i ataps that had aken variows bits
of “legitimate’ conversation and

i adited them into an incriminating

| conwarsation —we had net
scriptad it. Lates, it was deadad o
make it part of the peckaging, and

Michaal Bywatsr wrate the script |

and had it rmade up.”
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southern edge of the adventure’, a subtle
jibe at the imvisible walls that many of the
current crop of adventure games contained.

“The inspiration was to do an adventure
game that didn't take itself so sericushy,”
reveals Rob, “We had a normal-looking
achenture setting and then let the character
have as much freedom as our system,
memory limitations and our imaginations
wiould allow. We all got frustrated at
achwentures that blocked you and made
you solve puzzles sequentially, We all
got annoyed at the “yvou find yourself...'
descriptions, and wanted to owverturn
some sterectypes. The ideas came from
everyone in the tearm and | tried to herd
everything into some kind of story; it was
very collaborative.”

Technically, The Pawn was a complex
achievement that set cut to address known
issues in the adventure game genre.

"We thought it correct to ensure that
evary itemn mentioned in the text of the
game actually existed,” Hugh explains.
“This meant that you could reference such

® Guild (f Thieves proved that The
Pawnwas no fluke and itwent an
o win several mwards

0 [ST] & summer cottage in
Jeter, but the wnar has
baan kidnappad and yau
negd to find him.

objects in your input. K the text mentioned
a candlestick, for example, it should exist
and you should be able to examine it or
even take it. By companiscn, Infocom
didn't always abide by this rule in its
releases. Often, the text was seen more
as a qualitative description of the scene
rather than a quantitative one. Although |
had huge respect for their games, playing
themn | often felt | wanted to do something
that the game wouldn't let me. Usually this
was because it was something daft and
irrelevant to the plot, but Scrolls games
tried, to an extent, o let yvou do what you
wanted, sily or not,”

The Pawn came packaged with a poster
of the cover art and a 44-page novella
introducing the fantasy world of Kerovnia,
where the game was set. These ‘goodies’
followwed on from the example set by
Infocom and would become a feature of
all future Magnetic Scrolls releases. After
the initial success, fans were hungry for
rore, 50 the team set to wark on their
next adventura, The Guild OF Thieves. Rob
Steggles was again in the writer's chair.

“For the “difficult second alburn’, we had
1o do something a little more traditional,
maore coherent, albeit with a similar voice
and sense of humour,” says Rob, “If there
was pressure, Ken and Anita were very
good at hiding it from the rest of us. We
just got on with the writing and hoped we
had hit on another winner.

Mot content to simply revisit old pattemns,
Hugh and the development team looked to

RELEASED OM THE SIMCLAIR QL.
PORTS TO OTHER SYSTEMS

ANITA SINCLAIR, KER GORDOR
DUICKLY FOLLOW.

AND HUGH STEERS FORM

MAGNETIC SCROLLS
ITS FIRST TITLE. THE PAKM. 15

TIMELINE

1983 1985
add maore features o the structure of the
garme to give the player a better axperience.

“Faor each title, we tried to explore new
plat methods, and Guild was what we
termed a 'collect the treasures’ game.
Although this sounds simplistic, there are
several impartant upsides, Firstly, if you
have ten things to collect and you've got
seven, then you're around 70 per cent
through the game. We learmed that people
liked to have some idea of progress and a
score when playing games. Secondly, the
puzzles surrounding these treasures can be
largely independent so that it's possible for
players to tackle all the remaining targets
simultansoushy and in any order, trying out
ideas as they occur. People liked this too, as
they were less likely to get stuck.”

Guild OF Thieves was an instant hit and
went on to collect, among others, the CGW
Garme of the Year award in 1987, confirming
Magnetic Scrolls as a real force in the
adventure game market.

“The FPawn gave us impact,” Rob says
“But by most other measuras, Guild was
probably the most successful game that
Magnetic Scrolls did.”

A new world

Leaving the shores of Kerownia behind,
Scrolls’ next game would feature an even
stranger world fashioned by a new writer.
Michael Bywater was already a respected
journalist working on publications such as
The Observer, MacUser and Punch when
he was asked to rework a stary written by
Anita Sinclair's sister, Georgina, The result
was Jinxter, in which the player is saved
from certain death by a Guardian, who then
asks them to recover five magical charms
spread throughout the game. The Guardians
were not your regular celestial beings,
though; instead they were seedy-looking
men in Heringbone overcoats who all
shared one name: Len. The reason for this
was simple, as Michael reveals.

“They amused me, and they amused
Anita, and they amused the chaps. No more
than that," he says. "Except | suppose we
were playing with the limitations of NPCs.
One of the limitations is that differentiating
them is very difficult. You can da the Zork
or the FPlanetfall trick and have just the one
{in Zork it's the Thief who pops up without
any reference to what the player is doing




L0 OF THIEVES 1S RELEASED,
GIVEM EXCLUSIVELY TO

GOING OR TDWIN SEVERAL
RELEASED: ASHIARD CORRUETION,

MICROPROSE BUYS THE
MYTH, & FREEBIE TD PROMOTE AN
ADVENTURE GAME CLUBE CALLED

DFFICIAL SECRETS 1S WRITTEN

AMNDE
MEMBERS THAT JHK THE SHORT-

WITHTELECOME0F T/ RANBIRDARE
LIVED CLUB

AWARDS. MICHAEL BYWATER 4150
JOIMS THE TEAM TOWRITE SOME OF
THE "GOODIES' THAT ACCOMPANY
THE GAME. HE THEM PROCEEDS T
WRITE THE SCRIPT FOR THE MEXT
RELEASE, i/

THE LASTTWOCOMMERCIAL TITLES

DISTRIBUTOR SHORTLY AFTER,

&

1987 1988

at the time; in Planetfall it's Floyd the robot
wha follows you around), but we thought
we'd turn that limitation into a sort of
running gag.”

The challenge of writing for a game
rather than print publications presented
Michael with a brand new set of problems

“The differences between adventures
and ordinary narrative prose are o many
that it's probably easier to say what the
similarities arg,” he explains. "Baoth involve
words. Both involve using words to build
some sort of imaginary world. End of
similarities. | mean, think of the things
you haven't got in an adventure game
that you have got in a straight - or indeed
maonstrously bent - story. The main thing
you haven't got is narrative control. You
can't time things. You can't spin out tension.
You can't control where the reader goes or
what he or she sees. You don't have the
precise contral vou would in a novel.”

Although he may have wrestled with the
limitations of the game structure, this didn't
stop Michael from penning a surreal and
wionderfully amusing script. Jinxter went
on to be another commercial success for
the Magnetic Scrolls team, and is still
often cited by many fans as their favourite
Scrolls game.

The Eighties boom-and-bust economy
focused attention on the fluctuating financial
markets, and the next game's setting saw
a maove away from mythical warlds and
spiritual metaphors into a maore familiar
realm. Rob Steagles returned, fresh with
new influences.

WITHVIRGIM GAMES. WONDERLAND

ITS ORE ARND DNLY DRIGINAL TITLE
FEATURES AR INMOWATIVE AMD
TECHMICALLY ADWANCED MEW GULI
CALLED MAGNETIC WINDOWS, BUT
THE ORSET OF POIMNT-AMD-CLICK
ADVENTURES PLUS THERECESSION
ARE ALREADY BEGINMING TO TAKE
THEIR TOLL

FIRST OF TWD GREATEST HITS

WIRGIM GAMES RELEASES THE
COMPILATIONS

MAGHETIC SCROLLS RELEASES

1991

“I'd played Infocom's murder mysteries
and wanted to try something different
from the usual fantasy/sci-fi settings,” he
says. “Eventually, we settled on a thriller
set in the City of London. When it was
published, insider trading was all over the
papers, so the timing was pretty good,”

Corruption marked another innovative
approach 1o adventures, as the dassic
puzzle-centrad model was pushed back in
favour of a character-based game.

"There were puzzles in the game,”
clarifies Rob. “But the big puzzle was
figuring out a conspiracy and then working
out how you could manipulate it so that
you came out alive, ie a winner. Pacing it
was tricky as the characters had to appear
sufficiently real to suspend disbelief. The
ratio of character responses as opposed to
itern and room descriptions in the writing
was definitely higher than in any previous
games. We also had characters interacting
and maving around. In fact, we restricted
the modes of talking (the number of ways
the player could interact with characters)
and made the range of responses for each
character much wider. For the endgame
with the police interview and courtroom
outcome there was some incredibly
complicated network/flow diagrams of
which response took you where — Hugh
had a devil of a job to code that one.”

To give them the kind of contral they
needed for structure — not to mention
porting the games to the multiple
platforms they now supparted — the team
had always relied on building their own

FROM THE ARCHIUES: MARGNETIC SCROLLS

1992

# [8T] Even

THELEGALY 15 RELEASED. THIS KRG
FROVES TO BE THE FIMAL TITLE

COMPAMYISSOLDTOMICROPROSE.
FROM THE COMPANY

1993

intha fantasy

warkl of Jimeter, it's
impossble to get a seat

an the hus.

| leaving the Scrolls team,

| Hugh began working

| &sa frealance software |
| developer and eventually |
| teamed up with Doug |
| Rabson again recenily

| at Inmarsat, the world's

| leading provider of

| global mobile satslite

| communications.

| Geoff Quilley O
| Geoff Quilley left the

| commercial garming

| industry behind and

| instead entered the

| lauded halls of acadermia.
| Ower the years he has

| been the curator of

| fine art at the National

| Maritime Museumn,

legturer in the Histony of
| Art at the University of

| Leicester, and is currently

| the sanior lecurer in

| Art History at Sussex

| University. He has also
| published sevaral bocks
| and research papers on
| Art History.

>

»[ST] The Guru in

Tha Pawen may luak
peaceful, but he won't
stap laughing &t you
until you zolve a riddle.

' Doug Rabson After

! leawing Magnetic

i Scrolls, Doug set

| up the cormpany

| RenderMorphics with
| anather ex-Scrolls

programmer, Servan

: Keondjian. Together they
| developed the Reality

Lab 3D AP, which

+ wiodld later become

: Direct3D whan the

| company was bought by
| Microsoft, Direct3D is

{ now an irtegral part of
 the graphics APl on the

+ Xbox and Xbox 360

| games conscles. He

| currently works at

| Google with another

{ ex-alumni of the Scrolls
| team, Steve Lacey.

. Rob Steggles Rob

| now pes his trade in
i Faris, where he is the
i European marketing

| director for NTT

Communications,

- one of the largest
| telecommunications
| pompanies in the workd,

- Michael Bywater
Michae!'s journalistic
| career has been wide
- and varied, seaing

hirm write for national

| NEvwspapens such as
| The Independent, The

Times, The Observer,

| and The Daily Telsgraph.
. He's also written and

| held editorial roles at

| the mapgazines Funch,

Cosmaopalitan and
Womean's Joumns!
Michasl was closa

- friands with the now

- sadly deceased Douglas
. Adams, with whom

- he collaboratad on the

| game Starship Titanc.

| Somehow ha has also

| found time o pen

. several books, including
- Lost Wrlds and Big

| Bahigs - both of which
: are well wiorth a read.
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> development programs rather than relying

on aff-the-shalf products.

“The basis of the engine for all the
gamas was developed for The Pawn”
Hugh states. “Obwvioushy, this improved
substantially over the course of the other
titles, but it nevertheless retained s anginal
architecture. The engine would handle the
plain vanilla eperation of the world {doors,
keys, containers, water, fire, maving things
etc). Each of the non-character objects in
the games was described by 14 bytes of
noun data’. This data modelled all of its
physical properties (size, weight, texture,
rnaterial, ternperature etc), From this,
the engine could manipulate objects in a
general way; for example, it would know if a
thing could be carried or fit in a bag.

“Far a naw game, you designed the
location layout, connectivity and wrote the
room descriptions. Then you constructed
all the chiects, which consisted of their
data plus a textual description. The data
was compiled by a program called "fred23".
This process was tedious, but effective

LIFRIENDLY FOES

With Infocom, Lawvel 9, and
Sorolls being the dominant fonce
in texl-based adventures, you'd
be forgiven for thinking that they'd
hawe been cautious, cagey, and
possinly even hostile ta each other.
Hugh Steers and Rob Steggles set
the record straight.

“There was a friendly rivalry
beteean Scrolls and Infogom,”
says Hugh, *1 think the genesal
feeling back then was that peopls
bought the games they wantad
and that the other companies wera
not campeting against you for
rmarket, but adding 1o the genre.”

Wi met all those folks
at vanows exibitions, avwards
ceremonies and such lke,” adds
Hob. “We always got onowall with
thern, especially the Infocom guys
| vaguely rermember someona
—Keith Campbell from C&WE
rmagazine, | think = argamsing
an ‘achveniure writers’ med one
ewvning in Landon during the: PCW
show, which was gregt fun. | think
wi st have all played each
cther's games — we were fans first
and foremest, sa if thare v any .
issues, | wasn't aware of tham "

# [ST] Thara ware ahways planty of clues hidden in the rooms, nat all of which appeared in the illustrations.
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The biggest difficulty with each platform,
aside from whipping it far as much memaory
as possible, was the graphics. Scrolls
regarded the graphical pictures in much
the same way as you might encournter
illustrations in a book. They tum up at some
paint in the plot, but they don't update or
change. People used to complain that the
pictures did nat reflect the changing game
circurnstances, but this wasn't feasible.
Instead we spent a great deal of effort
trying to make the pictures as high fidelity
as possible, for the time. Today, the pictures
look poor, but i their day some were truly
amazing. Each one was drawn by hand.”
Scrolls’ next few releases, including tha
weirdly interesting Fish! and a mini-game
freebie called Myth {used to promaote a new
adventure game club run by Tony Rainbird)
kept the public happy, but the team were
much more excited about a game they had
in development named Wondenand, which
used a brand new interface called Magnetic
Windows. Hugh Steers takes us through
the locking glass

“Heme micros were becoming more
graphic-capable. When 8-bit micros largeby
gave way to 16-bit ones, we started to
consider how we could use the increased
mermery, CPU and display. Magnetic
Windows was an attempt to move from a
text-based system to a windowing system.”

Doug Rabson had been on the team
since Jnxter and played a prime role in
writing the Magnetic Windows code.

“The main challenge designing the
window systam was efficiency,” he
explains. "I think the slowest maching we
were targating was a 4. 77MHz IBM PC
with 640k of memaory and CGA graphics,
and it was a challenge to work in that
constraint. The system had to be portable
as well - we produced Atar ST, Amiga and
Archimedes versions that were all quite
differant, and on the PC platform we had
to cope with at least four different graphics
standards (CGA, EGC, VGA, Hercules). We
needed a lightweight, portable GUI and
there was really nothing available so we
wrote our own,”

&€ The place was full
of Dickensian and

Chaucerian ghosts, so
it was quite evocative
— | kinda liked that77

ROB STEGGLESOM THE OFFICES AT

1 CHAPEL COURT

» [§T] Geoff Quilley's impressive artwork was a main feature in Scrolls” games,

» Though technically inpressve,
Wandariznd came 100 fale, as

A {ext-based adventures’ popularity
began o fade.




OSHOF THEBEST

The Pawn (1985)

Secrolls intraduced itself to the world with
this tale of a hero who ends up trapped
in the wiorld of Kerovnia. Mora powerful

systems featurad the gorgeous artwark of
L T SR O e Geoff Quilley, while others had to make do

with the excellent story and puzzles.

The Guild Of Thieves (1987)

The difficult second album saw the retum

of Kerownia, but in place of the press-
ganged protagonist there was a young
hopeful trying to join the ttular guild. It
= sed an improved parser and fisndish
puzzles that mcreased in difficutty.

o Jinxter (1987)
Michael Bywater's surreal humour makes
an appearance in this wonderfully weird
garme. Luck has been stolen by a witch,
and it's the job of the plaver to gat it
back. The game featurad one of Scrolls’
popular charactars: The Guardians.

Corruption (1788)

With, Farat(! @ing
o gy ecessir

Stegoles and Stears the setting

1o the city. The garmeplay centred on

corversations and even included a tape

with pre-recorded messages

Fish! (1988)

A raturn to the surreal with a central
character that's a dirmension travelling-
goldfish who has to foil the plans of &
group of terronsts know as The Seven
Deadly Fins. & team of six artists worked
on the graphics, including Geoff Quilley.

Myth (1989)

Mot strictly & commercial release, Myth
was offered as a gift to those who joined
the Official Secrets adventure gaming
club. As you might expect from a freebie.
it was short and lacked many of the
innowvations found in Scrolls” other games.

Wonderland (1990)
mam  This hugely ambitious version of the
BB clacsic Alice story saw the introduction of
1 i
a new Magnetic Windows graphecal user
intarface. Tha GUI allowed the playar
access 1o things such as inventory and
maps in separate windows, revalutionary
at the time. The age of adventure gameas
was ending, though, and Wonderknd
faled to be a big hit.

The Legacy (1793)

Tha first and onky original

title to be releasaed under the
Magnetic Scrolls name by
Microprose after it bougnt

the company. In a departure
from its normal style, and m
response to the mare graphics-
based garmes of the time,

Tha Lagacy was a hormor-RPG
that made extensive use of
the Magnetic Windows GUI,
The multi-windowed screen featurad a 3D first-person perspective, map,
character stats, and room descripton. All this high-tach wizardry had a
devastating effect on loading times, which meant players on less powerfy
PCs tound the gameplay too slow and frustrating.
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®» The games often

came with interesting
props to enhance the
pleyers’ experignces.

End of an era

As the end of the Eighties armived, there
were already doubts as to whether the
text-based adventura genre would survive
the new decade. Microprose had recently
purchased Telecomsoft, parent company
of Rainbird, and Magnetic Scrolls had
epted out of the deal, leaving them without
distribution. In 1990 a new deal was agreed
with Virgin Games and the long awaited
Wonderiand was released. But for all its
innavation and hard work, the game failed
to make the impact required.

“I think in the Wonderand project, we
took on a bit too much in one go,” Doug
reflects. “The game itself was large and
complex, and the GUI took a lot of effort
to develop. In the end, the project just tock
too long - by the time it was done text
adventures were on the way out and the
recession was starting.”

If the Eighties had been the golden age
of text adventures it seemed the Nineties
would be their darkest hour. The once-
mighty Infocom had closed in 1989; Level
9 held cut until 1991, but financially the
genre was na longer viable and soon the
same fate would befall the Magnetic Scrolls
team. In 1992 the company was sold to
Microprose, and although Ken Gordon
would release one final title in 1993 called
The Legacy, the Magnetic Scrolls that had
shone so brightly for those brief years was
no maore,

“It's impertant to note that Magnetic
Scrolls did nat go bankrupt,” states Doug.
"It was wound up in an orderly fashion
and all creditors were paid. | think Ken
Gardon stll owns the company. | left
a bit before this winding up but kept in
touch with some of the staff, so | heard
about it from them when the doors finally

L

e SRR
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closed at Chapel Court. | think that whan
graphical adventures started 1o appear, text
adventures were definitely on the way out
After all, we expected players to actually
read and think."

The company maybe could have
converted to the new playing field but,
as Hugh explains, that was never really a
serious consideration

“It was clear that the genre was moving
towards the point-and-click style; it was
one of the reasons why we moved to a
graphical ervironment and added animaticn
It wiould have been feasible to adapt to
that kind of game in the new systemn, but
the more partinent question was if that
was what we wanted to do, Furthermaore,
it wiould have required a scaling up
of development teams, budgets and
organisation. All of a sudden, something
smiall, creative and interesting would turn
into the mundane world of schedules and
meetings. | don't think anyone really
wanted that.”

26 years on from Rob Steggles’
wiords that opened this stary, the name
Magnetic Scralls is still held in high regard;
a testament to the quality of work and
freedom of spirt that marked them out as
special. It's only fitting then that he should
have the last words

“Looking at it now from a distance of
rmore than half my lifetime away, | guess
if 1 did it again |'d probably agonise much
more over every sentence and full stop
and cormma; all of which would serve
no purpese other than to strangle the
DIY/have-a-go attitude that we all had back
then. Mo focus groups, no strategy sessions
or project plans — just start, keep writing
and laughing until it's done. Add a bit, cut
a bit out to make it fit and then ship it. The
good old days, eh?” &
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SPRFTES ARE ONE OF THE GREATEST INVENTIONS OF THE 20TH CENTURY, SO JOIN US AS WE LOOK AT THE MANY
HEROES AND VILLAINS THAT MAKE GAMES SO MEMORABLE THE MONTH THE MEGA MAN SERES

ove him or loathe

him, Mega

Man has been

a huge success
for Capcom, with the little
metallic marvel appearing
in over 20 games since he
made his debut in 1987.
Immediately recognisable
thanks to his metallic blue
suit and huge gun that's
grafted onto his arm, Mega
Man endeared himself to
a legion of NES owners
thanks to the well-designed
levels he had to navigate
and the titular bosses that
awaited him at the end of
each stage.

Indeed, it's Mega Mar's

bosses that resonate with
the player as much as the
herg himself, mainly because
Capcom was able to cram so
rouch charm and character
into each and every one.
Fram the sheer girth of
Gutsman to the batlike form
of Shadernan, they constantly
impress thanks to the sheer
amount of characterisation their
limited pixels project. Here's a
selection from the first seven
games so you can see exactly

what we mean. Good hunting. |

[
i
1
[

Ll ]

- GO DEEPER

B Good luck finding a Mega
Man garne in Japan. He's
known as Rockman in the
Land of the Rizing Sun.

W hWega Man's creator is Keiji
Inafure. Other Capcom
franchises hae's worked on
mchude Dead Risng and the
Onirmusha games,

M Spin-offs of the core franchise
nclude Mega Man X, Mega
Man Bartie Network, Meoa
Man Star Force and Megs
Man Legends

B Earlier names for Mega
Man included Rainbow hMan,
Kruckla Kid and Might Kid

W Just like Alex Kidd, Mega Man
wiEs going 10 have @ paper,
stone, scissors mechanic for
user against certain enemies.

W hWega Man also likes to
camea in other Capcom
games, mcluding Onimushia
Bladke Warmiars, Cannon Spike
and Manve! Ve Capcom.

W He's also no stranger 1
television and has appeared
n the popular Eightes
cartoon, Caotain N: The
Garmes Master

W The Mega Buster {which
allows Mega Man to charge
up shots) made its first
appearance in Mega Man 4.

STTTIT I

|

r---
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Maga Man
First Appearance:
Bega ban

First Apperance
bega Man b

First Appuarance
Mizga Man

First Appearance
Mega Man

Shademan
Firat Appearance
Mapa Man 7

Tomsahawkman
Firet Appearance
Mega Man b

Dr Light

First Appearance:

Bega ban

Chargeman
Frst Appearance
baga Man s

Flameman

First Appuarance:

Maga Man &

Suiborean
Frst Appiarance
Meaga Man 7

‘Shadowman

First Appearance:

Mapa Man 3

Topman
fl’&'lﬁﬂ[jlf:t&l‘i:u
blaga Man 3

First Appearance:
Bega Man

-
“_ll
Cloudman

Frst Appearance
Meaga Man 7

2

Flazhman
Frst Appearance:
haga Man 2

¥

Kinlghitan
First Appuarance
Maga Man b

%

Skullman
First Appearance:
Mepga Man 4

.

Turhaman
First Appearance
Meaga Man 7

First Appearance:

Meaga Man 3

G
First Apocarance:
Maga Man s

First Appearance:

Mega Man 7

Magnetmai

First &pgarance:

Mega Man 3

(e

Frrst Appearance:

Maga Man 3

Cutman
First &pgpearance:

Maga Man

First Appearance:

Mega Man 3

Metalman

First A pgarance:

Mega Man 2

First Apoearance:

Maga Man 7

Waveman
Frst Appeatance
Maga Man 5

First Appearanne:

Maga Man 3

Windman
First Appearance
Mega Man b

PIHEL PERFECT: MEGA MAN

First Appearance:

Maga Man

Dirveman
First Appearance:

Mega Man 4

First Appearance:

ega Man

Needieman

First Appearance:

fega bMan 3

First Apoearance:

Maga Man 7

Yamatoman
First & paearance:

fiega Man &

First Appearance:
Mega Man 4

[Dirifbmean
First Appearance:
Mega Man 4

yTaman
First Appearance:
Mega Man &

First Appearanc
Mega Man 4

First Appearanne:
Maga Man 5

The Yellow Devil
First Appearance
Mega Man

Bubshleman
First Appearance:
Mega Man 2

Dustman
First Appearanc:
Mega Man 4

Hardman
First Appearance:
Mega Man 3

-

Quickiman
First Appearance:

First Appearanne:
Mega Mans

Beat
First Appearanc:
Mega Man 7

Burstman
First Appearance:
Mege Man 7

 Elecman
First Appearance:
Mega Man

First Appaarance:
Mega Man 2

Ringman
First Appearance
Mega Mand

Toadman
First Appearance:
Mega Man 4

 Eddie
First Appearanc
Mega Man 7
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The Atari 7800, once thought of as the saviour of Atari,
was a victim of poor timing. Martin Goldberg reveals how it
meant to launch the next generation of 8-bit consoles, but
ultimately became an ‘also-ran’ in the post-crash era

he company responsible for the 7800's

internals, General Consumer Corporation

(GCC), had first come to the attention of

Atari in June of 1981. Missile Command

had been very popular on campus, until
some ohsessive students began scoring too well
on the game. In typical smart guy hacker fashion,
and long before today’s common console mod
kits, three MIT students decided to modify the
arcade game to make it harder. Feeling a sense of
entrepreneurial drive, they came up with the idea
of making a standard kit out of it and selling it,
giving arcade operators the ability to breathe new
life into their ageing Missile Command machines
in the form of new gameplay items and difficulty
settings. So that June they started advertising,
and by July Atari was already launching a lawsuit
and, by August, a restraining order.

Mast small companies at the tme would have
folded right there, but not the people at GCC. They
were MIT students, after all, and had a strong sense
of being smarter than the average guy. Their defence
against Atari's suit would be just another interesting
puzzle or challenge - things that are entertaining
to them. After going several rounds with GCC in
federal court, realising that it may be better to tap
the talent pool at GCC than sguash it, Atar'’s parent
Warner worked out a deal in 1982 in exchange for
dropping the lawsuit: GCC would design games for
Atari. Atari was forced to drop its lawsuit but did so
with prejudice, becoming a reluctant contractor to a
company that it was just actively trying to shut down
The now-classic games Quantum and Food Fight were
a result of this deal, as were several games for Atari's
2600 systemn. During that time, having designed a
Pac-han modification kit called Crazy Otte GCC was
able to leverage the Warner settlement to approach
Bally/Midway with a bluff on the possibility of letting
it officially release the game. The bluff was that it had
wion its lawsuit with Atari = and it worked beyond its
wildest expectations. Midway was actually interested
in seeing Crazy Offo developed into a full sequel to
Pac-fan, and so Ms Pac-Mar was born,

By the end of 18983, flush with cash fram its
growing coin-op and consumer videogame design
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business, GCC took on its most ambitious project yet:
designing a home videogame and computing system,
With no experence in chip, console or computear
design, but full of bravado from the company's
successas, several GCC employees flew out o
California to take a month-long crash course in VLS|
fvary large scale integration) chip design. The goal
was to be able to design the custom chip needed to
drive the company's new project, codenamed Spring
Jokingly named after the MIT ‘Pre-Spring Fling' dance,
it was intended to be a modular computer, IBM-
compatible, and have graphics and sound capabilities
to rival any upcoming computers or conscles. As
former GCC employee Steve Golson put it in a 1994
interview, “Spring was going to be a home computer/
game-playing machine to beat them all”.
Shortly before the design and layout process,
Atari had come out with its "high-end” garming
systemn, the Atari 5200, GCC paid attention
to how it played out, and in the fashion
that had become typical of the company,
thought that it could do better. "So
wie get ane of these things, they
sent it out to us, and we saw
they screwed up. They screwed
up in so many ways,” Steve
Golson also noted, Besides
the controller issue and poor
game library, most notably
missing from the 5200 was
2600 backwards compatibility.
It had been advertised the past
June at the Consumer Electronics
Show, but now was nowhere to be seen. Meamahiles
the ColecoVision had corme aut, and besides enhanced’
graphics and great arcade ports, it offered full 2600
compatibility via an expansion peripheral, With the
CalecaVision beginning to clean up, GCC thought that
it had the answer. As Steve Golson put it: "We're the
smart guys on the East Coast, and we're just going 1o
save their butts.” And GCC was going to have Atari
release it whether it wanted it or not, because Warmer
superseded all management at Atarl.
The pitch was for a 2600-compatible system that
included souped-up graphics capability by the addition
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of more hardware-based sprites. This soon evolved
into a 2600-compatible system based arcund the
advanced graphics chip being designed far Spring.
Spring's graphics system concept was based around
building up scan lines and display lists rather than
bitmaps, using a process similar to Atan's 8-bit
computer line and evan to the 2600. For the new
conscle, GCC thought to use double-buffered display
line RAM and DWMA access, something unheard of
far the time in a game console. The solution for the
system's 2600 compatibility was to literally include
the 2600's graphics and scund chip, the TIA, on the
systern's main board. The inclusion of the TIA chip
influencad the name of the new

chip brought over from Spring i

- or maybe it was the past g

experiences of these MIT college

dropouts. Regardless, the team GU‘E ' 1N THE EAST were discussed - including an

chose to name the new chip

started on 1 Aprl and wouldn't be done until 1 Juby,
The Atari project managers familiar with the MARIA
specs felt that it was a superior system to the
Famicom, however some of the Atan engineers
appeared to be leaning towards the Famicom and
strongly recommended going through with the
deal. Atari wanted to stretch out negotiations until
at least mid-July to have time to form a valid cross
comparison and decide which one should form the
internals of the 3600, but the fact that Nintendo
had demanded a guick response on interest didn't
help. Atari had no choice but to go through with
committing to an interest or risk losing the console
to a competitor, Over the next
couple of months manufacturing

i THE SMART and design considerations for

the Atari version of the Famicom

adapter to play 2600 games.

: . . ’ z
MARIA, calling the full set on the C A Several meetings were held as
new board TIA-MARIA after the [] ¥ AN [] WE RE well to hash out manufacturing

lar J ffee |i ; . - . th
aong win Aars roneacod JUST GOING TO SAVE i e sttro e

é h of numbering its — ”
ispgﬂcnam;:.mﬂﬁ: rel:ngti;:game Tl‘" E BUTTS

console project itself would be
called the Atari 3600.

The specs for the MARIA given to Atari were
impressive to say the least: 320x240 resolution, a
palette of 256 colours with 25 avallable per scan ling,
and software-based sprite generation and collision
detection that could support upwards of 100 chjects.

During this process, unbeknownst to GCC, the

system would have its first competition with Nintendo.

At the time, Mintendo had vet to release its Famicom
system in Japan and was looking to find a worldwide
QEM manufacturer and distributor in the guise of
Atari, After a preliminary discussion between Atan's
Ray Kassar and Nintendo's Minoru Arakawa and
Howard Lincoln, negotiations began with Atari an

11 April when Mintendo demanstrated the prototype
Famicom running an almost-complete Donkey Kong
and Papeve The offer was for Nintendo 1o provide
100,000 to 150,000 completely populated Famicom
main boards for Atari to throw into its own consales,
all for 5,300 yen (at that time about $20) a piece. It
was certainly an attractive offer, but Nintendo at this
time was a nobody in the consumer market save for a
few previous Pong console clones.

Because of the deal that Warner made with GCC,
Atarl was also committed to GCC's 3600 conscle
and had to take time to evaluate the strength and
weaknesses of both. GCC's MARIA chip design had
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Consumer Electronics Show in
Chicago. The deal, if completed,
wiould ultimately have Atari
relgasing a Nintendo-based console for that 1983
Christmas season and a total of 2 million units over the
contractual period.

In the meantime, the first MARIA chip sample was
returned on 1 July to GCC. Unfortunately, it found
that it had a problem: the chip could display a ton
of sprites, but had no time in the processor's cycles
to move them. Hence the design on the MARIA 2
started, and was not completed until 17 September,

Unfartunately for Mintendo, however, by July Atari's
now well-known financial problems were already in
full swing. In conjunction with these problems and
his stock-selling misconduct, Ray Kassar was out the
door during that Juby. Jim Maorgan was braught in
right away to replace Kassar, but he wanted to take
twe months vacation before coming to head things
up by that September. Any further talks staled and
ultimately gave GCC mare time to finish the revision
af the MARLA. By early September, Nintendo, Warner,
and Coleco had a meeting with Warner 1o resolve
any issues over Donkey Kong's licensing, and it was
assurned that negotiations would continue again
for Nintendo's Famicom deal. Unfortunately, when
Morgan came back, the first thing he did was freeze
all projects for a month. Realising that thers would be
no time for a Christmas release, and compounded by
rurnours from people leaving Atan that the campany

Release Info

M Year released: 1984, 1986
W Original price:
§150 (1984}, $80 {1986)

B Associated Magazines:
Atari Explorer, Antic, Atarian




w A prototype Atari TA00 devaloper board.
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may not even have the money for the deal because of
its financial problems, Nintendo was unwilling to spend
any mare time in limbo and decided to go it alone

By that auturmn, Meorgan knew what direction he
wanted to take Atar in to save it and where GCC's
project fitin the scheme of things, He threwy Atari's full
weight behind the 3600, issuing memos that it was to
supersede all product development, including Atan's
own ongoing console and computer projects. This
was going to be Atari's flagship console and Morgan's
saviour of the consumer game console division. The
target was to produce a million units for the first year
and an additional 3 to 4 million in the following vears.

For Atari's part, it began with leveraging some of
its previous design waork. The case design for the
3600 was taken from the previous design spec for the
Atari 2800 - a Japanese version of the 2600. Atari's
Barney Huang took the futuristic and sleek design
profile of the 2800 and combined it with some of the
high-end accoutrements of the 5200's case to form
the 3600's auter shell. The 3600's controllers were
taken from the 2600 Jr project, a highly cost-reduced
version of Atari's flagship 2600 then in developrment.
The CX24 'Super Controllers', as they were then
called, were designed in a similar wedge shape to the
5200's controller, including side-mounted fire buttons
an both sides. A design decision intended 10 alleviate
a commaon complaint of the original 2600 joysticks
by left-handed players - Atari's original solution was
1o show how 1o open up the sticks and flip the PCB
around to suppart helding it ‘lefty’ - GCC would be
able to utilise the extra button for more play options

Atar and GCC also worked out a solution to a
probilem facing both the 2600 and 5200: anyone

ks

e S -

u |Atari 7800] One of threa ttles from tha okd Nintendo licence.

could code and release garmes for themn, no licensing
required, because of a previous lawsuit between Atari
and Activision. This had opened up a flood of low-
quality games for the console, something that Atari
didn't want to see on its new high-end system. The
solution was a unigue and encrypted digital signature
contained an all cartridges, that when not present
wiould automatically lock the systemn into 2600 maode.

GCC, meanwhile, began working on some key
expandability features that it wanted the 3600 to
have, some of which were also influenced by its
original vision for Spring. First and foremaost was the
computerfkeyboard expansion. Everything would
centre on a unique keyboard and cartridge combination
that would leverage Atari's existing computer
peripherals via a built-in Atari Serial 1/0 (S10) port and
add 16K of RAM to the system's standard 4K, The
keyboard itself would be a fully functional keyboard
comparable to those already used in Atari's XL line of
computers, and would plug in to joystick port 2. GCC
also designed an expansion port to further support
its growth as a computer, with things like additional
RAM expansions and a futuristic LaserDisc interface.
Arari 3600-specific versions of Atan Basic and Atari's
VideoWriter word processor were also developed to
be bundled with the expansion, and Videc\Writer was
even expanded to allow jovstick or trackball control
for selecting and manipulating text. The computer
expansion would give the buyer the ability to turn their
console into a legitimate 8-bit computer comparable o
Atar's existing lowe-end Atan 600XL.

GCC also realised that with the evolution to true
arcade-quality graphics, other features such as high
score saves would nead to be supported. To this end,
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it developed a high score

gxpansion that plugged

in to the cartridge port and

wiolld stare the top five scores

of amy 65 games plugged In 1o

it. Upon plugging in the expansion

cartridge, the player would be able

to immediately customise it with their

own namea. If that wasn't enough, It was

even smart enough to tell your difficulty settings and

have separate score charts for each setting on a game.

A funmy thing happened dunng the months leading
up to the introduction of the 3600 in May of 1984
the US wideagame industry's crash began hitting
its crescendo. Throughout 1983, Atan’s financial
problems had begun not only to becorme a rallying cry
on the lack of investor confidence across the indusiry,
but it showed some serious changes beginning
to ripple through the market. By early 1984, both
game publishers and conscle manufacturers were
regularty announcing layoffs and closures. Atari itself
suffered $539 million in losses and laid off over a
third of its 10,000 employess. By January, Morgan
had succeedad in eliminating 40 per cent of Atari's
owerhead, feeling that it was “inexcusable for a
company that sells a bilion dollars worth of goods not
to make a profit”, The overhead cuts were just the
beginning, though, as Morgan sought to completely
recrganise Atan’s consumer division, First, he sought
to improve the company’s reliability image by not
announcing a single product that wasn't already
ready to ship, and second to cut dead weight and

focus on a few profitable videogame and computer
products. Mergan's new mantra for Atar was: “We're
in the business of enhancing paople’s lives through

o GCL's MARIA chips, designed for the T00
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interactive electronics.”
It was a view reminiscent
g af Atan’s original ‘Innovative
Leisure’ lego.
Under this new plan, the 5200 was
the first casualty, with manufacturing haled
that January. Sales of the 2600 were actually
up 40 per cent on onginal forecasts, and with the
aeventual release of the 2600 Jr the overhead on those
would be cut drastically. With the 3600 now firmly
poisad to be the new flagship conscle, it would have to
wvanture into choppy waters — but it would do so with a
nesw name. The 3600 designation was considered too
lowy for a top-of-the-line console in its current number
scheme, and it was decided to go with 7800 to dencte
5200-style advanced graphics and 2600 backwards
compatibility: 5200 + 2600 = 7800. By the time of
its official introduction on 21 May 1984, its title was
fully expanded to the ‘Atan 7800 ProSystem’, and its
controllers wera now referred to as Proline controllers,
A total of 14 titles were anncunced between May
and June: Ms Fac-Man, Fole Position |, Centipede,
20 Asteraids, Joust, Dig Dug, Desert Falcon, Robatron,
Galaga, Xevious, Food Fight, Ballblazer, Rescue On
Fractuius!, and Track And Field Learning from its error
of using Super Breakout as the pack-in title for the
5200's launch, Atar would be including Pole Pasition If
as the pack-in for the summer launch. By September, it
was to be built in to the 7800 itself
Unfortunately, the 7800 was met with mixed
opinions, many of which questioned Atari's wisdom
in releasing a new conscle in that climate. Atari's
financial problems were producing almost daily news
coverage, and it was also no secret that Warner had
been looking to dump the faltering Atari on somecne

= The 2600 Jr clearad tha way for the 7800t bacoma Atar’s fagshn consola.




Community

1. Atari Museum
WWWLAtARIMUSeUMmLCom

B The Atari Museurn, home base of the
Mtan Historical Society, is the premier Atan
histarical information and archive site. Run
by nated Atari istorian Curt Vendel, the sita
houses infermation and exclusive miaterial
not found anywhere else thanks to Vendel's
close ties to former Mari employees,

2. AtariAge

W |f you want to find the current fan base
of the 7800, you'll find it at AariAge’s
brristling anline carmmunity, The de facta
comunity site for the Atar scene, you'll
also find a store that supports current 7800
homebrew authors with full packaged
releases of their games,

3. The Atari 7800 Page
wwwatari7e00.org

W Dor't let the minimalist design faal

ol The site is chack full of great 7800
information. Featuring reviews, technical
documents, projects, photos of the original
press kits and more, this site is a true gem

4. Dan B's Atari 7800 Tech Page
www.atarihg.com/danb/a7800.shtml.

B Besides the previously mentioned
AMtandge, if you're interested in developing
ol awn 7800 games then this is the place
to start. A legend in the classic videogame
homebrew hardware and software

scene, Dan Borg's page focuses on all the
technical informatian and tools that yau'll
need to get startad.

= [Atari 7800] Tamecat the F-14 fighter simitator

else. Mary news sources pondered on the likelihcod
of this console having any real impact as a saviour
of the company. Likewise, the selection of titles was
considerad unflattering and already old, since many
of the titles had already been released on other
platforms. Undaunted, howewer, Atar had a very
successful test run in Mew Yark in June, but it was to
be a short-lived success. By 2 July it was anncunced
that Atari's consumer division had been sold to former
Commodore head Jack Tramiel

To say things were a mess 13

after the purchase was an V 1 NlNTENDU
CLEAR

T LEADER,
A LOCK ON

B TRl horeoree

understatement. Tramiel had .
purchased Atari Consumer for T
its brand name, manufacturing, o
distribution network, and current M
line-up of products. These were ;
going to keep his new company, IT

Atari Corporation, afloat while he

wiorked on his next-generation TE_-
computer. However, because :
ownership of patents, licences

and products were now split between the coin-
operated division - now called Atari Games - and
Warner itself, it became a nightmare of litigation over
the next several years. The 7800 was the first casualty
of this, with Warner actually owning the conscle.

GCC still hadn't been paid for the MARIA chip nor the
launch titles that it programmed, and Warner wanted
Tramiel to pay for it. Tramiel wanted Warner 1o pay
and felt that it should have been part of the original
deal, his anger apparent when an impatient emploves
started trying to put pressure on him to continue with
the planned release of the 7800. He responded by
throwing the system off his desk, firing said employee
not long after. The 7800 remained in limbo until May
1985, when Tramiel finally relented and sent GCC

its payrment. He then began negatiating for payment
on the origingl launch titles, which meant he had to
begin leoking for someone with experience in game
consoles to start up a videogarnes division again.

That someone turned out to be Michael Katz, then
head of top computer software company Epyx. Tramiel
made It clear that he wanted Katz to bring back the
2600 via the cost-reduced 2600 Jr, relaunch the 7800,
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and develop some more timely games for it. Katz was
on the job by eary Novernber, and by December thay
had intreduced the 2600 Jr. That January at CES Atari
was publicly announcing the relaunch of the 7800,
and the original manufacturing run was out the door
by the spring. Gone was the computer expansion
and high score cartridge, however, but in place was a
new-found sense of hope in the industry. In contrast to
last time around, the 7800 was warmly received - as
were Mintendo's MES and Sega's
imminent Master Systern, as a
sign of a reviving industry. By
Christrnas all three were head-to-
head, but Mintendo was the clear
winner by 1986, mainly due to its
strong library of titles,

Where once licences were
split between different platforms
and a company may port titles

development in the arcades had

switched to Japan, and with Nintendo's Famicom the
clear market leader there, it had a lock on the latest
titles. Publishers had to get a licence with Nintendo to
release for the NES, which also barred the games from
being released on other consoles. While the previous
Atari had been at the top of the heap, its current form
found itself with few options. Katz's solution was to
use his old contacts in the computer industry to get
licences to what he considered hot computer titles.

The worldwide launch occurred in 1987, and the
PAL version of the 7800 ended up including the
promised built-in Asteroids. The system's sales were
respectable but still distant to Nintendo's dominance.
Atari and Sega both sued Nintendo over its unfair
lockout practices, but both ultimately lost due to poorly
presented cases. As Katz put it “Jack was too cheap
to hire decent lawyers.” With the switch to 16-bit
consoles by the early Nineties, Atari shut down its
entire legacy product line, including the 2600 and 7200
consoles. By the time this announcemeant was made
in January 1992, the 7800 had sold 3,772,751 units in
the US alone during its lifetime. Sadly, though, it never
reached its full envisionsd potential.




ATARI

Perfect Ten Games

POLE POSITION Il PAC-MAN COLLECTION
» RELEASE: 1984 (HOMEBREW)

» PUBLISHER: ATARI w  RELEASE: 2004

» BY THE SAME PUBLISHER: STAR WARS » PUBLISHER: BEDE DECRESCEMZOD

0 When it was firs? as a pack-in ir @ BY THE SAME PUBLISHER: ASTERDIDS DELUXE
1934, the Namco-au . f gener

i itz peak of

AT COMm
e public domain

and Pac-Atfack, the multiple

GALAGA DESERT FALCON

RELEASE: 1784 » RELEASE: 1934 » RELEASE: 1784
PUBLISHER: ATARI » PUBLISHER: ATARI #» PUBLISHER: ATARI
BY THE SAME PUBLISHER: » BY THE SAME PUBLISHER: #» BY THE SAME PUBLISHER:
CEMTIPEDE 20 BATTLE ZOME
0 The 7800 received 3 O Galaga received the same 0 5 Desert Falconis one o' t
almast-pe f trmant by G e ALINCH

early Cightes &

and anod walk, 1T
anather 1ISometr cade favourite,

wgo Bonge. You can

arcgae- fect console £

an the market

HIERO ©
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The 7800's catalogue wasn't exactly bursting at the seams, but it nevertheless
had plenty of desirable titles on it, especially if you loved arcade ports...

ALIEN BRIGADE

» RELEASE: 1990
» PUBLISHER: ATARI
» BY THE SAME PUBLISHER:
FATAL RUN
0 The Atari ?SOEI 'S answer to
Oper T 1
actualy hard to find b-:-:a-J:-c of its
late in the 7800's e
e of only four lightgun games
released for the 7800, and n
Iot of fun to play. A sort of primardial
, you pla
1g aliens t
e badies of your fellow s
ring higher-end graphics and
play, the game is also umigque
t, at completion, it actually
tises — if not commands

FOOD FIGHT

» RELEASE: 1964

» PUBLISHER: ATARI

» BY THE SAME PUBLISHER:

HAT TRICK
An excellent port of the
arcade game th ows
sy of any kid whao has seen
s food scene in Ami

saving tha hi
ce cream from
Blacking your way are che

on keeping yaou from your tasty treat

with your own source of protection
being food that you can throw, Just
as fast as R
the 7800's ca

reproduce arce es compared to
the other consoles on the market

obotron, it shows off

DARK CHAMBERS

» RELEASE: 1738
» PUBLISHER: ATARI
» BY THE SAME PUBLISHER:
KLAK
0 If Dark Chambers locks
0 Games’
Gauntlet, that's because it's based on
ancestor Dandy by John Palevich.
QOriginally released in 1983 through
the Atan Program Exchange (AFX)
Dandy taken ut the author's
nsent and marphed into Gauntiet
egotated the rights
to Dandy with Atar and continued
its dewelopment on his own, but
was never given credit in Gauntlet
However, the Dandy update Dark
Chambers appeared on the 7800

and he was given full credit. And

CENTIPEDE

» RELEASE: 1984
» PUBLISHER: ATARI
» BY THE SAME PUBLISHER: MILLIPEDE
U What can we say about Centipede that hasn't
ady been said? It's a cassic arcade shooter
to S22 on an Atar consola, and

once again GCC did a near-perfact port. About the only

thing lacking is, of course, a ?L‘.’Il, trz

flawless motion and gameplay r

the omisson. This st 1 t

when you think ‘lats of spr d the 7800 handles
r. Even the sounds are spot-on to the orgina

1. A superb launch title f 5
imeless early 7800 ga
up during its relaunch a r::up e of years lat

an excellent game 1oaay.

SPACE INVADERS (HOMEBREW)

» RELEASE: 2008
» PUBLISHER: BOB DECRESCEMZO
» BY THE SAME PUBLISHER: SPACE DUEL
‘| Unfortunately, if you wanted to play Space
Irvaders an your 7800 you were limited to the 2600
version. By 1986, I.,..
endo, whose Farnicorn got an updated p
2600 version is respe "I::[--" nd still fu

o brought wou th
vlan tﬂ".e.\:.'c' Space Invaders for the 7800 give
vou an arcade-perfect port, right down e overlay
colouring schemnes of the original, an ersarl
of 2600-esgue geameplay cp;-ows such as moving shields,

ZIg-Zagoing fasers and Ml sible invaders
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Gaolden Axe

IN THE HNOW
» Name: Space Harrier

» Released: 1985
» Publisher: Sega

» By The Same Developer:

» Price: £250-£400

» Developer: In-House

a4y




COIN-0P CAPERS: SPACE HARRIER

CHINCOP.CAPERS

We take a definitive look back at a classic
arcade game and unravel its brilliance with

he brainchild of Sega

legend Yu Suzuki,

Space Harrier made

its debut to throngs

of excitable Japanese
people at the 1985 Amusement
Machine Show in Japan, When it
arrived in arcades later that year,
it shook things up in more ways
than one. Resembling a kid’s sit-in
fairground ride spliced with an
arcade machine, Space Harrier's
vehicular cabinet was a perfect
equal for the game’s dazzling 3D
graphics. Oozing quality from every
component - its sublime soundtrack
and digitised speech bleating
from its twin stereo speakers, the
motorised chair capable of swinging
players around with real aggression,
and the impressive visuals running
from Sega's powerful MCG68000
arcade board - it was unlike
anything anyone had seen before,
and ushered in a new wave of
exhilarating arcade games for which
Sega would soon be renowned.

Three versions of the cabinet were
produced - a sit-down, an upright and
the deluxe rolling variant - and all were
controlled using an analogue flightstick,
giving players meticulous control ocver
the game's titular blond hero. But it was
when the controls, sounds and sights
were aligned with the rolling cabs that
Space Harmer and its gameplay came
into its own. Pulling on the stick gently
wolld not only cause your hero to
move appropriately, it would also cause
the cab to jolt and tilt, heightening the
overall experience while giving you a
real sensation of flight (or close to it)
Space Hamer offered a hectic and

unique arcade experience, and for an
arcade game designed to suck you in
and spit you out, at 18 levels lang, it

the help of those who know it best

was surprisingly lengthy. The game
was also a real pig to finish, with
stages 14, Astute, and 17, Mark, proving
commaen sticking paints, and practically
averything that flashes up on screen
{except yourself and the Furby you

ride during the benus rounds) existing
to aither kill or hurt you. Another
interesting point about Space Harrer is
that the setting was the Fantasy Zone,
the setting for Sega's side-scrolling
shmup of the samea name. In Harmier,
hovvenver, it was depicted as being

a bizarre Alice In Wonderlandg-

style checkerboard universe
borimming with all sorts
of weird and magical
creatures from a
Bad-ara Michael
Jackson pop

video. Memorable
adversaries included
cyclopic Woaolly
mammoths, a

robot with cherries
for eyes, a Chinese
dragon, and some

Hinonoonn

angry Easter Island masonry, and every
level introduced more new ensmies
far Harrier ta blast away. Speaking
of Harrer, yvour hera is a blond chap
drassed in blue trausers and a red
sweater who has the power of flight
thanks to a rather nifty jetpack/cannon
thingy he carries under his am. He's
a seasoned space-war veteran tasked
with restoning peace to a place called
Dragon Land from a band of hastile
alien creatures who are trying to depose
It

Owing to its popularity, Space
Hamer 1s one of the most convertad
games of all time, and stll pops up on
modern machines to this day. Despite
its odd disappearance on Mega Drive
{althaugh the console did recere an
exclusive sequel) it's actually ona of
the few Sega series to have made
appearances on every single Sega
console manufactured. With late ports
coming to the 32X, Satum (via the
Sega Ages edition) and Dreamcast in
the form of Yu Suzuki Game Works
Vol 1 and mini-games in the Shenmue
senes. Most recently, an arcade-perfect
version of the game has appeared on
Xbox 360 and PlayStation 3 courtesy
of an unlockable on Sega Mega Drive

Collection. And

the game also got

the Typing OFf The

Dead treatment,
finding players
frantically destroving
enemies by bashing
out Japanese waords an

their computer, Sadhy,

this game was only

released in Japan. 3¢
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PROFILE

» Name: Nick Hutt
b Aue: 38
» Date of birth: 2 April 1971
» Top five games:
Space Harrier
OutRun
Mad Planets
Star Force
MrDa

- BKNOWEOURIJENEMY

246 AETRO GAMER COLLECTION LIOL.S

Something of a Space Harrier expert, Nick
Hutt holds the high-score record on the
deluxe version and is second in the overall
Harrier high-score rankings on Twin

Galaxies

M Please share your first impressions
of the Space Harrier machine and tell
us what impressed you most?

| seem to remermber that it was on a
seaside visit to Easthaurne, it was an the
per and | was just totally blown away by
the mowving cabinet, graphics and sound
| just had to hawe a go.

B What is your favourite stage in the
game, and which do you find the
trickiest to finish?
I wiould have to say Stage 15, Vicel. | love
the way the rocks kind of fall out of the
sky and home in on your position, at this
paint you are also through what some
peopke consider the trickiest stage of the
game - Stage 14, Asute - atthough I've
never had a problem with it. | find Stage
17, Mark, harder as it throws everything
it has at you during this stage
Also the end-of-level-boss,
1 Ida, on Stage 2 is prababby
the most unpredictable and
hardest to kill without losing
any men, because if you
accidentally shoot the rmiddle
out, the remaining heads will spin
uncontrollably on to your position

M Do you remember the
first time you finished
the game? If so, can
you tell us about that
experience?
| believe it was on Brighton
Fier, they had two deluxe
VErsions sitting side by

side wath the volume cranked night up,

| remember pumping a load of money
into it and kept continuing until | beat the
garme, | had a huge crowd around the
maching | was playing as | don't think
anyone had ever seen anyone get as

far into the game as | was. It felt pretty
amazing and It's something you just don't
get in amusement arcades nowadays

B Why do you think Space Harrier
has remained such a popular game
among retro gamers?

For many it's a game they will abways

n Nick damonstratas why he'stf
halder an tha dalue version of Harrer

remember, because most decent
arcades had the full-bloven deluxe version
sitting there blasting out "Welcome to
the fantasy zone. (GGet ready”. And for its
tme the graphics, sound, and moving
saat were |Just totally groundbreaking
and amazing. On occasion, ['ve had
waungsters whao are really into their
computar games came over and play
on my machines and the first ones thay
ahways go for and keep going back to
play again and again are Space Harrier
and OutRun so it's proof that they can
still hold their own waith the modern
consale and PC games of today,

M Are you any good at similar Sega
arcade games such as After Burner
and Thunder Blade?

I'm afraid not. Although | like After
Eumer; | never seemed to be able to play
it well. With all the smoke from missiles
all owver the screen, it made it wary hard
1o see what was going on. Alsc, most
Arfter Bumer machines seemed to vanish

Discover why Space Harrier gained a reputation for

its imaginative enemies

N
b i

%

Spaceships
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from my local seaside arcades pretty
quickly sa | never got the chance to play
it enough to master it. Thunder Blade
newer really got any attention from me
whatsoever. | ahways thought the cab
was a bit of a cop out where, effectively,
vou made the machine move yvourseli, it
wasn't motonsed.

M Can you tell us a little more about
your impressive Space Harrier high-
score record?

| set my Twin Galaxies-verified Snace
Harner score of 35,774,740 at the Classic
Gaming Expo UK in 2006, It felt pretty
armaang because | had a huge crowd
gatheared araund the maching. It has very
recently been beaten by Philip Campbell
with a score of 38,530,200 on a standard
sit-clown, but my own personal best of
37,807,960 an my rolling version is not
far behind.

B What's the secret behind achieving
such an impressive score on the
Harrier machine?

The secret to actually achieving such

a score all comes down to Wee Wee
Jumbao, the boss at the end of Stage

17, Mark, and being good enough to get
there with all your lives, because, trust
me, you will need them all here if you
want a big score. The trick is to try and
not actually kil him, but instead to try and
shoot everything the game throws at you
while trying to avoid getting shot by him
Once you're down to your last life, you
need to kil Wee Wee Jumbo as fast as
possible so you can progress to Stage 18
where you have to kil 2ll the end bosses
all over again, it's fairly tivial to complete
the garme unless you're unlucky encugh
to lose your last ife to lda.

M Have you discovered any
interesting elements or hidden
secrets within the game?

An interesting thing to note about

the end of Stage 17 is that the game
behaves slightly differently: the speed

of the projectiles shot at you by Wee
Wee Jumbo keep increasing in speed
and don't reset back to normal when
vou lose a ife. This makes it rather tricky
to hang around here for any significant
length of time - for the extra score — as
the projectiles eventually appear on

top of you, resulting in instant death, If
you decide 1o cheat here — using the
game's Continue feature — you can make
the game crash when the projecties
eventually appear off screen behind your
paosition. If you time it right, though, and
yiou manage to kil Wee Wee Jumbo
before the game crashes, and your scare
is high enough, you will get a slightly
different ending with lats of mushroom-
cloud explosions going off as you nde off
on Uriah into the distance.

The expert Space
Harrier player reveals
his personal tips and
strategy to mastering
the game and racking
up those high scores

b | B MAINTAIN

‘ ’ CONTROL
Space Harmer uses an

analogue controller so thrashing it wildhy
will land you in a lot of trouble, You can
also fire a lot faster if you use the shot
buttons on the contral panel rather than
the trigger buttans on the control lever

m KEEP MOVING

The enermy
on yQ

don't sit still in one place for too long;
try to keep moving. K it gets too hectic
and you're in trouble, circle the screen,
T vill usually get you out of tro
unless you're unlucky enough to get
impaled on a pillar

3 W RAISE YOUR GAME

Q ’ Objects in the air are worth
more 15 than oby

on The ground so always Try 10 take out
t annihilating

hould nelp you to

te
=k

4 B KEEP YOUR HEAD

‘ ’ Ida at the end of Stage 2 is
probably the hardest boss

to kil without losing a life, be careful
not to take out the head in the middle
as this will result in the remaining
inning out of control on to your

heads :

5 B WEE WEE ALL

t ’ THE WAY HOME
Finally, for a really big

viou need 1o mé
at the end of S
to shoot Wee
as possible, instead toy with hirm and

shoot all the things the game throws at

WL and watch

r the art of surviva
17, Nark., Try not
Vee Jumbo as guickly

WOUr scorg mount up

THE{SEQUE LIS

A look at the raft of sequels spawned
by the popular space shooter

g ] Space Harrier 3D
Released: 1988
Released to make the most

O

. [ :
mu&lmé‘"fm

of the quirky 3D glasses peripheral
that Sega released for the Master
System, Space Harrier 30 featured
all-new levels and enemies but
coated them with a fancy funky 3D
filter that took a while to get used
to. For all its promise, the game

itself didn't live up to expectations. It was the second game
released for the SMS and the first sequel to Space Harrier as
it predates Space Harrier Il by one year. It's also deemed a
bit of a collector's item.

omon o Space Harrier Il

Released: 1989

Instead of releasing a
straight port of Space Harrier on
Mega Drive, Sega set AM2 to work
on creating an exclusive launch
sequel for its new 16-bit console.
The game was just more of the
same Space Harrier action but
shorter (just 12 levels). Harrier is

forced to wear a dodgy red cat suit and players can now
choose the order in which they tackle the stages, which has
no bearing on the actual game, other than if you're rubbish
at the game you can pretend you're not.

Planet Harriers
Released: 2002
Only released in arcades,

Plangst Harriers had little in common
with the previous games. It was
two-player, didn’t feature the

iconic blond hero - instead it had
four badly dressed European kids
with giant hypodermic needles or
guitars for weapons - and adopted

a Panzer Dragoon-style lock-on weapon system, which made
it feel more like a sub Panzer Dragoon. Interestingly, it also
highlighted the alignment of the two worlds of Space Harrier
and Fantasy Zone with Opa-Opa as a secret character.

" Space Harrier remake
i e Released: 2003

Developed by 3D Ages (a
joint development studio by Sega
and D3 Publisher), this 3D update
was released on PS2 in 2003 as
part of the Sega Classics Collection,
also comprising lacklustre 3D
remakes of Altered Beast and
Golden Axe, among others, and

was released separately as part of the Sega Ages budget
collection in Japan. A functional, if ugly, 3D offering, the
drab polygon graphics really aren’t a patch on the original’s
beautifully colourful sprites.
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We caught up with Matthew White to ask him about this lovingly restored
rolling Space Harrier cab. For more info about his machine, check out his
website at www.mandccars.com/spaceharrier.htm

I'm Matthew White and I'm a car
dealer from Dert ire. | fell in lowe
with Space when | first
saw It in 1986 in Blackpoo
where the masses of people
queuing up to play it —-mea
included — could only get past
Stage 1. This maching was one of
the first arcade simulators, and was
full of cutting-edge technolegy. From

that day on I've always folloy

, from the Sega Master

Systemn to buying an NEC PC-Engine
just for the love of this game

The machine works on two motors

hat, when operated, turn a ball

screwy back and faorth (like you

see an a lathe). One controls the
machine's up and down maovemeant
and the ather controls the left to nght
— working together they bank and roll
the machine. My machine requirad a 1
new ball screw and this cost me well
over £250 to be replaced. Luckily rmy
brother-in-law runs an engineenng

firm, which brought down the costs.

We replaced the original felt seat
i base with a new piece pretty
i simply. It looks great too.

ANDLE ™

This was stripped down and ra-
coated along with the base. The
buttons were just cleaned as they
were not worn and worked perfactly.

YA

en | got the
machine it did not
have the original
coin mechs, so |
emailed a guy
called Andréas in
Germany, who
has two machines

- lucky guy. He kindly sent me the coin

mechs and | converted these us
UK ones to take te
of German marks, T
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=
We interview Keith Burkhill, creator
of the Spectrum version of Space

ﬁHP:CJuEE'“"‘-x.._________________,;

i | love the marguee, it's unusual. |
i chased one on &Ba aspare and |

I'm not happy with the monitar,
which is an old 20-inch Hantarex,
but the picture is great. The good
news is that | have an criginal
Manao to put in the cabinet as soon
as | get the time

{ it sold for well aver £60.

ARTWORH ™
The artwork is in pretty good
condition for 1986. It's near mint
| stnipped the base of everything
and sent it all to be professionally
powder coated. So apart from
a feww dings, the base is near as
new, the rear base stickers were
professionally reproduced, and
| got ten base stickers and 20
warning labels reproduced.

The original top board of the PCB had |

a fault, m would not send signals to
the motor boards thus causing emrors
on wanm up. | located a set of boards
in the USA, and when they arrived

| swapped them, and the machine
operated perfectly.

Harrier

W Can you tell us about the work you did on the
Spectrum port of Space Harrier and how you ended up
working on the project?

Well, Space Harrier was the next game Elite offered me
after Ghost ‘N Goblins, so it was inertia really. The game
took me probably six months or more to write and | did all
the coding myself while Elite supplied the art.

B And were you a fan of the arcade machine?

| think I was. | remember it was advanced for its time. It
was generally placed where anybody entering the arcade
woould see it, so naturally you were drawn to it.

M Did you encounter any problems during the
development of the game?

Rendering the floor and the number of sprites required

a ‘chasing the raster’ rate of 25fps, so that was the first
thing. Syncing the objects to the floor was a challenge
to prevent stitching type problems. | think | used a table
to convert the Z to the Y co-ordinates and the table was
generated on the Spectrum at the same time as the pre-
rotated floor images, then uploaded back to my Einstein.
It was a bit of a bodge. Overall | spent far more time on
the rendering than the gameplay, which is a weakness of
a few of my titles.

W How do you think your version compares with the
other 8-bit Space Harrier conversions by Elite?

It logks the prettiest with the constant frame rate and

50 on, but its gameplay is weaker. Some input from
somebody else might have helped, but back then

the programmer was expected to do his own guality
assurance and just about everything else, including driving
it to the duplicators. On my previous game with Elite,
Ghosts ‘N Goblins, | actually did my own art, but despite
the triumph of its loading screen and so on, Elite decided
they would supply the art from then on.

W What do you think about the average review scores
the game garnered?
| thought it would get better reviews it did. |
remember driving all the way to Newsfield and still getting
ing off frem thern in . | think one of their
CB4 reviewers had taken a dislike to me and had undue
influence over the revi r of my game. | got my first
fan mail for this game. | also got an email recently off
somebody who said they
had been inspired
into the busi
and they were

Good for him.

M Did Sega offer much
help and input?

| never had any contact
with Sega. | got an
arcade machine for the
duration of the contract
and that's all.
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BCHINTOPICAPERS
BAHE{CONVERSIONS)

01. Master System

Given the technical gorge separating

the Master Systemn and a Space Hamer
arcade machine, this port offers a decent
rendition. Apart from the colours and
speed, the enemies, bossas, and even
the bonus stage are all present and
correct, and SMS does an admirable job
of faking the super scaling effect too

02. NES (Worst Version)

The MES port was converted by Takara,
and is 50 bad it's a blessing it never
palluted our shores, The poor NES
struggles to live up to the ambition of

the game and at times it feels like you're
driving an old banger of a car - you half
expect it to break down at amy moment.
Lgly visuals, woaolly collision detection and
frequent bouts of flickering and slowdown
also make this terribly unforgiving.

03. Game Gear

The Garne Gear port was also developed
b conversion go-to guys Takara (they
did a lot of SNK ports) and was also
Japan-cnly, Similar in style to the NES
part, the action on Game Gear maintains
an impressive pace and locks colourful
and detailed. The only slight issue is that
Harrier and his enemies are far smaller in
size, making for twitchier gameplay.

04. Amstrad CPC

The presentation, background graphics
and Harrier sprite all look superb, and
gameplay is fast and fluid. However,
enemies, ground abstructions, and gunfire
are all drawn vector graphics and their
transparency isn't suited to Harier's
different coloured backgrounds - it causes
the sprites to bleed into one ancther.

05. ZX Spectrum

This just pips C64 to the past. The only
niggle we have is the lack of colour, which
often causes the bullet sprites 1o mesh
with enermy anes and boss fights to feel
mare taxing than usual. Otherwise, this

15 a great conversion: the graphics are
detailled and the presentation is excsllent.
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' Space Harrier
~ appeared on scores
- of systems back in

- the day. Here are the
- very best and worst
conversions :

06. Commodore 64

A gallant effort by Chris Butler, A perfectly
playable version for C64. The faux 30D
effacts look impressive, the graphics are
colourful and the gameplay whips past at
a great pace. The beld character sprites
and music by musician Mark Cooksey are
the icing on the cake.

07. Amiga

These graphics look superb in full screen
and the garneplay is very smaocth, This
versicn faithfully re-creates the arcade
rusic and can be controlled using the
mause, which works surprisinghy wwell,
QOur only issue is that Elite split the game
into two parts - the add-on disc Space
Harmar Retum To The Fantasy Zone
featured the remaining few stages.

08. Atari ST

There's little between the faithful Amiga
and ST versions of Space Hamer,
Basically, the ST doesn't display the garme
in full-screen and is multi-load, which
means the game can feel a tad clunky.
Where this version excels over the Amiga
port is its speed and fluidity. It's one of
the maost exhilarating ports thers is.

09. PC-Engine/TurboGrafx-16
The PC-Engine features an impressive
port and was the definitive home
version, The graphics are superb and the
gameplay is faithful to the arcade game.
Plus yvou have the option to play with the
oantrols inverted if you wish.

10. GBA

Forming one quarter of the Sega Arcade
Gallary - a neat Sega compilation released
for GBA, including OutRun, Space Harrier,
Super Hang-On and After Bumer - this is
the best handheld Space Harrier But the
chaotic gameplay suffers when squeszed
onto a tiny screen, and the tiny D-pad
doesn't lend itself 1o its twitchy gameplay.

11. 32X
Save for the Segs Ages Vol T version on
Saturn and Yu Suzwki Games Wiork Vol 7

on Dreamcast, this is the best port of
Space Harmer there is and although it was
a ten-year-old game at that time, it marks
a high point in the 32X's shart life, Put this
next to the arcade version and you waould
struggle to natice the difference. Qur only
gripe is that it's not full screen, when,
puzzingly, 32X After Bumer was.

12. Saturn (zest Versian}

Saturn delivered a flawless version of
Space Hammier with Sega Ages Vol 1. It
loaks bright, detailled and colourful and is
displayed in glorious full-screen too. The
sound is equally supert and the gameplay
15 as guick and as exhilarating as the

arcade version of the game. Pushing it
inta first place, of course, is the bonus of
having Sega’s CutRun and After Bumer Il
an the same disc.

13. pos

As far as early arcade conversions go

- QutRun was a real shocker if we
remnember rightly - this remains one of
the better stabs at porting a Sega arcade
game to PC. Looking and feeling very
similar to the ST wversion, despite the
colours looking a little drabber, Elite's PC
conversion delivered a functional port of
the arcade game. By no means the best
out there, it's certainly not the warst.
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RETROREVIVAL

» ATARI 2600

» ACTIVISION

= 1981

If there's one Activision title that

never quite appears to get the

love it so obviously deserves,
then it's the wonderful Stampede. Based on the
simplest of concepts - herd up cattle as your
mounted cowboy rides towards them — it remains
a truly superb score attack game that, as with
many early Activision titles, places gameplay
above everything else.







The ulimate guide to
classic videogaming

Enjoyed
this book?

Exclusive ofter for new

* This offer entitles new UK direct debit subscribers to receive their first 3 issues for £1. After these issues, subscribers will then pay £21.00 every &
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quoted to receive this special subscriptions price. Direct debit guarantee available on request. This offer will expire 30 June 2072

** This is a US subscription offer. The USA issue rate is based an an annual subscription price of £50 for 13 issues which is equivalent to $80 at the
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; == Unmissable interviews
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Quote code ZCGRET5
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The iPhone Book vol 1
Whether you are newto the
iPhaone or have had one for awhile,
The iPhone Book is the ultimate
resource for getting the very best
from your Apple device.

SRP:£9.99

iPhone App '
Directory

iPhone App

The latest collection of iPhone apps
are reviewed right here, including the
very best available for iPhone 4.0,
with every single App Store category
featured inside.

SRP: £9.99
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Mac for Beginners 2011
Starting with the basics, this
essential guide will teach you how
to master all aspects of switching to
Macincluding OS X, Snow Leopard,
Mail and Safari.

SRP: £12.99

Your Dlgttal SLR

Cameravol 5

256 pages of DSLR advice, Master
your SLR, learn shooting skills, fix
your photos and get expert advice on
the best camerakit.

SRP:£12.99

world's best cr
to collect and keep
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Photo
Tips, Tricks &Fixes
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i By, ﬁ z
Ph:utoslm Tips,
Tricks & Fixes vol 2

The essential guide to Photoshop
cheats. These funtutorials will show
you how to get the results you want
from Photoshop fast.

SRP: £14.99

iPad Book

TheiPad Book

The ultimate guide toiPad and iPad 2,
this comprehensive book brings you a
wealth of productivity, entertainment
and lifestyle tips, along with all the top

apps to download.
SRP: £9.99

RAPHY |EREE
cD

COMPLETE

PHOTOGRA_PHY

HHP’JDB{ 00K

With fantastic shootingideas and
awide variety of practical tips,
this tome is the only resource for
digital photographers.
SRP:£12.99

iPhone Tips, Tricks,

& Hacks \!ﬁ 4 Apps
Step-by-step tutorials and in-depth
features covering the secrets of the
iPhone and the ultimate jailbreaking
guide make this a must-own book.
SRP:£9.99

Prices may vary, stocks are limited and shipping prices vary

Order online www.




Ml‘!E’]’lhl‘—'!EIJi‘at‘.’fF’hUt(JHhE'}[] CO T . Everything you want to know about the world we fhve (n

Photosho Photoshop 1

Image Edltlng CreatWEcollecuon
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hop How It Works How It Works Annual
Collectionvol 7 Book Of Space Enrich your knowledge with this

Improve your photos with this guide This latest addition to the Photoshop Feed your mind and fuel your collection of amazing articles and

to image-editing skills, from cloning Collectionincludes excellent guides imagination with this amazing guide fantastic features, covering allyou

and colour correction through to toimprove your image editing skills to space and the universe from need to know about the mind-

restoring old photos. whether you're a beginner or expert. How It Works magazine. blowing world that we live in.

SRP: £12.99 SRP:£14.99 SRP: £9.99 SRP:£9.99

ative bookazines
or give as a gift

L tips, tweaks & techniques for every Mac user ﬁ

or o
el
Guide

Master the creative software that
comes frée on your Mac

it

250 pagaes of pruskdes, ntociake and feonunes inside T Moot 1 e e b amrs, 8k rsing e fPaviess aned ach e

Beginner's Photoshop vol 3 iLife Genius Guide vol 2 The Mac Book vol 6

This third volume covers over 50 new Comprehensive 208-page tutorial 256 pages of practical and creative
A bezlutlfullycraﬂed suidebook inspirational Photoshop projectsin guide to help you master the tutorials and in-depth features that
to getting the maost from wildlife an easy-to-follow format, complete complete suite of Apple iLife apps will take you through all areas of
and landscape photography wark with over anhour of video tutorialson  including iPhoto, iIMovie, iDVD, iWeb 0OS X, iLife, iWork and even third-
including masterclass guides. thedisc. and GarageBand. party applications.
SRP: £12.99 SRP:£12.99 SRP:£12.99 SRP: £12.99

depending on destination
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Go creative with your
Mac, iPad & iPhone

Upskill today with the very best creative bookazines and DVDs
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Mac for Beginners 2011
Starting with the basics, this
essential guide will teach you how
tomaster all aspects of switching
toMac including OS X, Mail,
Safari, QuickTime X and more.
SRP: £12.99

iPad A
Directg'?f .

. PP

iPad App Dlrectory voll
Save yourself time and maney by
using our definitive guide to the
bestapps onthe App Store. Every
categoryis covered and thereare
over 500 apps reviewed inside.
SRP: £9.99

L|| '

iPhonée

Tips, Tricks, Apps & Hacks

iPhone Tips, Tricks, Apps
& Hacks vol 4

Step-by-step tutorials and
features coveringthe secrets
of the iPhone and a jailbreaking
guide make this a must-own.
SRP: £9.99

New revised edition

The ultimate guide to the iPad.
It takes you through basics and
shows how to get the very most

fromthe world's coolest gadget.

SRP: £9.99
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Mac Book
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The Mac Book vol 6

256 pages of practical and
creative tutorials and in-depth
features that will take youthrough
0OS X, iLife, iWork and even third-

party applications.
SRP: £12.99

iPhone Games
(DDirectory @
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IPImne Games Dlrectory
vol 2

The world's most comprehensive
guide toiPhone, iPod touch and
iPad gaming apps, with all gaming
genresreviewed and rated.

SRP: £9.99
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iPhone App

iPhone App Directory vol 7
Theworld’s best iPhone
applications are reviewed here
including the very best foriPhone
0S5 4.0, with every App Store
category featured inside.

SRP: £9.99

The iPhone Book vol 1
Whether you're brand newto

the iPhone or have had one for
awhile, this book is the ultimate
resource for getting the best from
your favourite device.

SRP:£9.99

Order online www. |mag|neshop co.uk 22
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HARDWARE HISTORY FANTASTIC ARTICLES  DEVELOPER INSIGHT  MAHING-OF FERTURES

An in-depth look into some Exhaustive guides on the Celebrating the industry’s The Making of Super Metroid,
of the best 8- and 16-bit best games and franchises best ever developers Shenmue and other greats
consoles ever made Huge histories on Lara Croft, Massive interviews with Behind the scenes of arcade
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