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Welcome to

GANER
Collection

The seventh Retro Gamer Collection is packed full of content that
has been carefully selected from award-winning magazine Retro
Garmer. With fascinating features and in-depth guides, take a trip
down memaory lane and discover the stories behind your favourite
retro games, This book reveals the making of Final Fantasy Vil as well
as the much-loved Sonic the Hedgehog. It also examines the stories
of Bubble Bobble and Monty Mole, and incudes an interview with
industry legend Andrew Bravbrook. The book is an essential guide
for armyone who loves dassic gaming, and proves that the hobby (s
stll golng from strength to strength. So sit back, put your feet up,
and get ready for some sefaus rerminiscing.

Enjoy the book.
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ideogames

are filled with

classic moments

that mean a
great deal to all who
eXperience them. Some
are revolutionary and can
change a genre, while
others are simply cool, but
the best ones manage to
leave a lasting impression
on you. With that in mind,
we're presenting 100 of
our own classic moments
that have made us smile,
chuckle, recoil and cheer
over the years, and have

_ asked games industry

~ _ veterans to include some

of their most memorable

GEEDITE

.I
™
!I'

DOOM

o WIELDING THE BFG 9000
Getting hold of the BFG (Big
F**%ing, ar Fragging, Gun) 9000
i & jovous moment, In a world
as hellish as Doom, its like a
gift fram heaven. That's why we
dub it Bullets Fram Gad 9000,

DOUBLE
DRAGON

W FIGHTING YOUR MATE
After dafeating Wiy, plawers

are fanced 1o I't;_'|I|I_ Iar hanan s
affections. Mever put a girl befare
friendshig.. . unless youre playing
Dowile Cvagen

DUKE
NUKEM 3D

W VISITING A STRIP BAR

The weorld of Duke Nukem 20
wiirs Iittered with interactive bot
spots and places to explore

The most iconic wae a seady
strip bar where Duke could pay
exalic dancers 1o shake what 3D
Healms gave tham,

METAL
GEAR SOLID

o PSYCHD MAMNTES FIGHT
|Fes freakish boss could read your
remany card and eveny actian,
requining plavers o think outside
the bax o oeteat hem

3

i

!
F.
|
-

DONKEY KONG
# THE KISS

You've dodged barrels, cement
pans ang sentient fireballs,
climbed countless rungs, and
ramonved aight roeats to finallby
give Donkey Kong possible
brgin damege. All that's left is
for Mario 1o collect his reward

PAC-MAN
 TURMNING THE TABLES
Dutrurmbered foer to one by
deadly spectral foes, each round
offerad four cpportunities to grab
a Powser Pellet gnd see Pac-Man
becore thi fofmesior

STARFOX 64

W KATINA

Though Independence Day

has aged tarribly, to play a
re-creation of the movie'a
climas in Star Fox 84 was pretty
exciting stff. The Katina stage
sees Fox and pals rallyving to
protect & base from a phalans=
of emanmy fighters and a
massive mothership.

STAR WARS

o BELOWING UP

THE DEATH STAR

Wish hadtdmant s -':izlrr'Eﬂ'lrlg
games do brllisntly. Letting you
live aut the mavie's cdimactic
Death Star ansaudl, Atars Sk

Wars coin-op proves this betber
than amy other gamee,

SUPER
MARIO BROS

W WORLD 1-2 WARP ZOME
Usualhy, all bregking throwgh a
plaving leld gets vou 15 entry 1o
a fragile glitch universe of gray
nothingness. In Super Mano
Bros it rewerded you with g
memaratsle Boket ta the later
stages in the gama.

GOLDEN AXE
o YOU'RE AIGHTIMNG OM
GIANT AMNIMALS

"I'm hacking aweay at people an
thee Back af 4 cant turthe and
the top of & majeste sagle.”
Sure beats neon streets and
disorganised swanshouses

PONG

W TWO'S COMPANY
Beating a human oppanent
for the wery first time and
realising that gaming was
mare fun with a friend.

OUTRUN

# DECISIONS, DECISIONS
Yione racing Slomg in your open-
top Ferran Testarassa at breakneck
speads, your gl 3t your Sk
Suddendy the road begns o splt

B TR GAMER COLLELTIN
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N teso anad you regise that, far the

ZELDA: A LINK
TO THE PAST

# ANOTHER WORLD

Wisiting the Dark World for the
first time and reslising that

Link's advenmure is far Tram ower,

CASTLEVANIA:
>Y MPHONY OF
THE NIGHT

W INVERTED CASTLE

CONTRA III: THE
HLIEN WARS

GCUE TERMINATOR BOS
Thl;' FOOT Trrs Oerng 1u,,l'l|.
quiet, Showly, a skeletal claw
breaks through the loading
doors, and then another. The
doors are pulled back 1o reveal
8 qigantic, red-eyed, robotic
skaletal head. Eek!

WIPEOUT

W SHAKE IT, BABY

DEVEOPER o
HIGHIIGH TS - e

’ . ; OF MONKEY
WIL OVERTON g % ISLAND
Sitting In front of & C64 and  INSULT SWORD FIGHT
* portabla TV with ry & Rabin, Ili'r:;r_'ﬂralﬂitlll'l?l lllt-l rurl:r first 5

: time in 1984, &8 we hath tried - : iilaricus insult fight, requiring
to beat Lee Braing's criughingly unforgiving
Where's My Bores? for the umpteenth
time. We never did finish it but we still
talk about it now. A simple gama
and & happy time. No HD or
imternet connection required,

COLIN JONES

' Jow isn't an emotion | often associate with videogames, but that's what
| remember while plaving Eco, an evolution simulstor from Denton
Dezigns. Running around & green world as & wirelrame dog was a fing

mament of Atari ST-induced freedom. Eating, mating - am | remembering this
rght? — and generally having a good time led to more control of your g:anatlr:
code and the ability 10 upgrade species. | stopped when my creatune

attained human status = | knew ['d peaked by then. But thanks to Denton
Deeigns for a moment of jov, and a perfect little alternate universe.

12 RETAOGAMERCOLLECTIIN
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wits 858 sharp as vour swaord.
“Wou fight like a dairy farmer”
"How appropriate. Youw fight like
a cow”

IMPOSSIBLE
MI‘E ’SI{‘;QJ

FANTASY VII

W AERIS'S DEATH

Pain characters vou love don’
die in videogameas. They do in
Finzl Fantasy Wi, though, and
feris's depth at the hands of
'-‘u:phirr"-'[h rermaing one of the
miast heartbraaking videogama
miarments af all tims.

3D MONSTER
MAZE

W HE'S BEHIND YOU!

You're trapped in a maze with

a dangerous T-rex and see
following words appaar on
scraen: “"Aun! He's behind youw!”
Still scares the life cut of ws.

MEGA MAN
LEVELLING UP IM STY
. afeat 3 Robot

BARBARIAN:
THE ULTIMATE
WARRIOR

* HEADS WILL ROLL
Succasstulby executing the
decapitation mowe and sseing




~SGARE
TIME
_RINGS

0:22
3b

r_-lﬂﬂi-lm" !
r WbiiEl -

your opponent's disembadied
head get disrespectfully puntad
by & goblin,

NHL HOCKEY

o FIGHT!H

hultlayer was fun, but it's

the satishangly Bloocdy brawes

in E&'s WAL Hockey series that
vidkeogame hockey fens remember
thve st

SONIC THE
HEDGEHOG

# GREEM HILL ZOOM

Racing through Sovic's first
stage and expenancing the
blinding spesad, bright colours,
punchy music and the leop-
the:-loap, and fealing that homea
wideogames would never guite
ke the same again,

TOMB RAIDER
# T-REX EMCOUMNTER

Larg erers the Lot Valley and
discowers 3 ferocous kler from
the past wandering 115 tromecal
surroienedings. The omingus sense
that vou could crass paths with
the beast 4t gy mament maoe
this orne of the best moments in
the senes. Its 20 Adonstar Mz
&l oear Boain

FINAL FIGHT

% BEAT A BEEMER

Fesw bonus raunds are g3 iconic
as Final Fight's car-whacking
stage. It cartainky made a
refreshing change from fighting
courntless rockabilly street punks
calbed Relsy and Hand,

STREETS
OF RAGE

& JOIN OR FIGHT?

Irs the spint of Dowbia Dragon,
upon reaching the final boss,

Mr X, he asks players if they wiaid
Fke o join s Srminal angarisation
rather than owverthrow it.

GO0

il

ST

RESIDENT EVIL
% THE FIRST ZOMBIE

After disturbing him from
gorging an the antrails of poor
Kenneth J Sullivan, the player
gets & warts-and-all cloge-up of
Resident Evil's first ever zombie.

GHOSTS 'N
GOBLINS

# ARTHUR'S DIGMITY

Arthur boses his armowr and is
farced 1o comtinue RS mission in
just hig beser shorls, ermphasisng
the feeling of wuirerablity.
Thankhdy, Capcom didr't do 2
similar thing in Cammang

THE REVENGE
OF SHINOBI

* JOE VERSUS

BATMAMN AMD SPIDER-MARMN
The sequel to Shinohi saw Jos
fight ot ane but Two comic
book heswweights in an
unsanctioned battle set up by
Seqa and... well, just Segs.

DRAGON'’S LAIR

o THOSE GRAPHICS
Ch oy oo s Fee playing an
interactve cartoon|

STRIDER

* DOWNHILL RLUIN

Strdars dowenhill run rermains
one of the most exhilarating
mEmEnts in amy wideogame.
Beautifully paced 1o the
soundtrack, Stnder runs down
a mountainside, explosions
kiting &t his heels, bafore
effortlesshy cartwheeling over
a large chasm. Breathlass,

REZ

W BEST FINAL STAGE

Aaz's fing! stage B one of the best
of eny wdeogame. Period. Epic in
seae, o beautifuly syneed o
Adam Freeland's fantastic Fesar

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

it's & rrAgrificent axoenence that
neads ta be fully appreciated wath
the lights off and the sound way

up. Trence Vibrator i optional

R-TYPE

% LOOK AT THE

SIZE OF THAT THING!

While meeting Dobkeratops
sticks in tha meamary of many,
R-Typa's third stage really left
an impression. The entire lewvel
is one epic battle against an
enarmous miotharshipe Many
hawe emulated it since, but
Irem nailed it

PRINCE
OF PERSIA

% SELF-DESTRUCTION

Faced wath your doppeiganoe:,
woiTe thwwarted by an opponent
wWho Can read your every move.
Jordan Mechner's genius was
allemseirng yond 1o sheath wour blacke,
then jump intc and destray your
dark tain.

MANIC MINER

* GETTING THE BOOT

The Monty Python-styled boot
that crushes poor Willy when
b ruis aut of lives, Suroeal
British humour at its best.

BACK TO SKOOL

* THE WRITING'S

Ol THE WaLL

The first time you wrote a word
- minst likely & swear word — onto
ane of the backboans,

HEAD
OVER HEELS

# FRIENDS RELIMITED
Fighting through all manmer

of dewvilishly tricky screans

arnd finally uniting Hesd and
Heels, only to realise that you’ll
hawe to continually split them
up at apecific points to properhy
finish the game,

DEVEIROPER
HIGHLEIGHS

STEVE CROW

One of rny favounte games back in
tha Eighties was Uridiom by
Andrew Braybrogk, It had such a
goad feel and was silky smaoaoth an the C64.
It was-alsa incredbly hard but cartainky fun
to play. At the time it was an onginal terist
on the Defender/Scrambie type of
game that elevated it to a whole
ather level.

Gonte- i
ines = 168G

DEVEUPFMDODPER
HIGHLEIGHLS

STEWART GILRAY

1 remember the wvery first time
loading up Koght Love on the 2X
Spactrum and thinking, What is
thia strange magic?’ Then switching it off
as | couldn't get oy head arpund
the cancept of mometric 30
graphics. |t took six months
before | decided to try it again:

RETHD GAMER COLLECTMN 13




PARADROID

# YOL MEVER FORGET

YOULIR FIRST TiKE

Being an Influence Device s no fun
in Arcdnessy Bravbeook's Parsokoid
That i vl wou complete your first
mini=game and can Suocesshuly
tzke ower and destroy a far larger
foe with befier anmour and
waspars. Suddenhy the shig isn't
such a scary place any mare.

WAVE RACE 64

o AMAZING WAVING

Lots of games featura
imprassive physica, but rarehy
hgve they been as comdincing as
Mintendo’s Wave Race 64 Mot
onby are you battling the other
racers, but you're also fighting
the very elements,

LEMMINGS

w MUKING LEMMINGS

There are few videooames
rricenents as satishng as meetng
woir Lemrmings rescue quota and
then giving yourself a pat on the
back by Dloweing up the unnesdead
stragolers, Cucker than miarchemg
therm off a chff

WANTED:
MONTY MOLE

# ARTHUR SCARGILL BOSS
One screen away from escaping
with his cosal, ready for the
approaching winter, all that
stands batessn Manty and the
threat of hypothermia is NUM
lepdar Arthur Scargill, Wha says
games aren't political?

SONIC THE
HEDGEHOG 2

® SLUPER SOMIC

Collecting 31 the Chacs BEmeralds
in Soric The Hadgehog rewvarded
o wath @ shghtly better ending
Crabbing them af in Sane 2
though = and then 0 rings -
tranaformed Sonic into 2 hyper-fast,
sami-invincide bland rocket

14 | RETIRD GAMEA LLCEL T

TETRIS

* MAKING BEST

USE OF A 1X4 BLOCK

Slatting said black down &
wiell-organised wall and causing
fowr horgontal ines of bricks o
wvanish for maximum points.

SYNDICATE

& LUSING THE GAUSS GLIM
Olbzmy, 1t looks a bt like a sex

toy, but this pocket-sized rocket
auncher was capable of dang
SO Senous damage in the bleak
fustre word of Sindicads

SUPER MARIO
BROS 3

W FLYING PLUMBER

Supar Mano Bros Jintroduced
& hast of new powers for Mario
The coolest of which was the
Super Laaf, which dressed

him in & fetching raccoon suit
and gave him the ahility to
ramentariby fhy.

HALF-LIFE

# GRAND OPEMING

The speerrg aof Habt e was 2
mastardass in scans-sating.
Arriving kate far his frst day at
wiork, Gordon Fresman is given a
fram tour of Ris new waorkplacs,
clewerly foreshadowing places
re'll be faghting theousgh leter on
m the gemne, and gets & front-row
sEAl b Sl e weanid-changng
events unfurl. It's a ssamless and
attentian-grabbing intro that many
Qemes. since heve riad to mimic

GUNSTAR
HEROES

W THE DICE ROOM

Gunstar Heroes 1= loaded

with imventive, action-packed
levels, but the Dice Room is the
standout, taking on the design
of 3 board game where the bad
spacas on tha board whisk ouwr
heroes to deadhy chamberzs and
harmy boss batiles,

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

iy most memorabla gaming moment was plaving Gunship an
the Commaodore 4. One night | was hunting down & Russian chopper
_ that kept disappearing behind hills. | saw it duck behind one hill in

particular, and | decided 1o sneak round the other side. As | approached, the
chopper popped up over the crest and pumped a couple of missiles at me
from close range. There wae nothing | could do. | released spme chaff
out of desperation, but | knew it was too late, The missiles hit, gnd |
suffered a total power cut, leaving me in both darkness and shock, |
almost thought | was dead far real,

Halo: Combat Evalved. The massive
and battle batweeen The Floed and
the Covenant. What shocked me
weigs that | was effectively the last
human on the planet and had been
forgottan about, as The Covenant
noww just cared sbouwt fleeing from
the parasite. i dewned an me

that | was completely and uttarky
alama, and, far the first tima in a
widengame, | was no longer the
fcal point of the svorld | inhabited,

Simnon O Flahert,

Flaying GoldenEye 077 in
multiplayer was absolutely fantastic
fun. The clothes gradually get
soakad with blood and turn red, the
weells and scenery get shot to piecss

N
HEADEHMOMENITS

Readers share some of their all-time favourite gaming moments

and stay that way Tar & shart while
Erlliamt detail.

Getting my Atard VCS with Space
invaders when | was 9. The idea of
hawving Space lnvadars in your own
hame was unimaginakble)

Med Langman

lee Cream! kee Cream! sursly the
mast icaric SFX sample of the 90s.

m Fiiches

I used to enjoy taking Lare Croft
to the highest point of a lewvel, then
swan diving down 10 3 satisfying
bone-crunching demise

RAHON-OQreying




SIMON BUTLER

Orie of my favourite moments was loading up Krught Lore for the
vary first ime. | know this probably. seeme like a safe and clichad
choice, but | had weited a0 long to play it and read all the previews
and snippets in the magazings of the time. | remember | ran gut on my lunch
break from Denton Designs on the diy of its release, bought a copy, and
hot-footed it back. As usual, those damn things never loaded as fast as
oneg would have liked, but when it did | was just gobemacked. Sure, I'd
seen igometric in Zombie Zombie and 3D Ard Affack (veo faves), bt
this just had something special.

DEVEUFOPER
HIGHUEIGHLS

GARY BRACEY
Donkey Komg was the arcade game
to first hook me and get me
interested in videagames.
My kove for Manic Mingr made me
decide to forge a career in videogames.
Achieving 1 millior unit sales of our
Raobolop game confirmed I'd chosen the
right career path,
Seaing Digimask [face-mapping
technodogy] used in Rainbow Six Vagas.
Maore recently, playing nuggets like
leo, BioShock, Portal and Archarrr Agylum
reassures me that there remains a plethora
aof cragtive, talented people out
there and fresh gameplay
conceps are stll achievable,

KNIGHT LORE

W TRANSFORMING

INTO & WEREWCOLE

Krght Love's 30 'Fimaton'
graphics ware mind-blowing alone,
ot wour character glso suffensd
from hecanthropy. It was put to
great use in the puzzies and was
alsa an effective motivator to
COMOIEtE YOUr MESS0n

ROBOCOP

W SHOOT BETWEEN

THE LEGS!

It bet you shoot 8 violent pervert
straight in the gonads.,

METROID

# FIRST FEMALE LEAD

I'he end of Sedroid where you
discover that the macha bounty
Fnitesr wha's been running aolend
slaying Space Pirates and being
DAdASs 15 3 WwWorman

ANT ATTACK

% ANT HARM

Wandering the masmearnsing
isometric waorld of Antescher
wias 8 marvel in tself back in
1283, There was a sense of
urgency to your mission, though,
gs & voung girl or boy was
waiting to be rescued fraom the
riany giant ants that surrounded
them. Getting vour charge to
safety remains one of the most
satisfying moments aof amy
widleogame,

HALO

# THE SILEMT

CARTOGHAPHER

Une minute you're Seooong
cwver @ betthefiekd watching the
fight belos o, and the next
you e seariesshy thrust inta it
desperatahy trying to stay alve,

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

STEEL
BATTALION

W EJECT, EJECT

While starting up your rmech in
Lteel Battalion is a memoaorable
migmeant in itself, it's the sheear
parmc fram reaching for and
trying to activate the aject
button that really lingers in the
memory. Fail to hit it in time and
vour sive ks wiped, dumping
vou back to the start.

ETERNAL
DARKNESS

™ I'M SEEING THINGS

This game wes an affice favourite,
wilh the inataty W mowee, an
irritatng Ty wau coukdnt seal #
and wour [ swatcheng tself off al
rating Faghly as everyone's favourite
insanity effects. The best y far,
thowgh, 15 e prompt wou get o
Brase your memory card. You, of
caurse, say ng — anly to see the
card desele armnwiny, eldsing & your
Frard weark L:_lr_:l-:i"-g_] an wiath panes-
stricken eyes, the game thcks back
with &l your data infect, revealing
wet anciher evil Dut very clever
insanity affect

STREET
FIGHTER III

# THE DELIEERATE PARRY
Arpone can parry by accident,
but the sense of satisfaction you
raceive when ywou purposely
pull arme off = ane of the best
feslings around,

RESIDENT
EVIL 4

w FIGHTING KERALUSER

You could Tl & magazme wath
Hasigent Ewl 4's bast moments,
but the superty OTE fight with

FE THD GAMSH LIRLELTING | 1




DEVEUFROPER
HIGHUEIGHIS

RICHARD SPITALNY
Showing Sowlder Dash on the
Atari 4007800 before it was finished
to Arnie Katz and Bill Kunkel — twe
af the three lounders of Electrome Garmes
magaane - and sesing their exciterment,
confirming our instincts that the game
woddbd be & hit. OF courge not
krsowing then what a BIG hit it
would become,

TRIP HAWKINS

My favarite moments have ahwvays molved social play when casual
players have bean able to beat me in one of the games that | designed.
They are a0 thrilled when this heppens] | degigned a cagual social
game for the 300 called Tivisted and was plaving it with family members
incheding my kids and their grandfather. You need to advance 100 steps up this
staircase and | was on step 99, guaranteed to win an my next turn. Bot one of
the pdot twists is a meve in which the lesder must tracle positions with the
last-place player. The kids and the grandfather were astounded when he
suddenty jumped from dead [ast to first and won the gama, baating me when
they all thought | had an insurmountable leed. They were all jumping
argund the room, wawing their anns and lsughing and shouting, and
grandpa was beaming with delight. Aren’t games wonderful?
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Krauser &5 easiby s rrast
uriforgettable moment.

TK+

# TROUSER PRESS

Prassing "T' in Archer Maclean’s
superb karste sequel. Still makes
us laugh now.

SHADOW OF
THE COLOSSUS

W THE GUILT?

Realisng that the ggantic Deasts
you've destroved waren't a threat
to amynody, but wou went ahead
And kifesd tham armeesdy, Newar
before has a game extracted such
gulitty emations from us

GOLDENEYE 007

* ONE-HIT KILL

Making a mad dash far the
Godden Gun and using it to get
ane-hit kills in Rare's supaerb
rultiplaver game,

GHOSTBUSTERS

# BUSTIN' MAKES

YO FEEL (OO0

You've positioned teo
Ghostbusters at opposite ends of
the screen and hewve Shmer trapped
nside their proton beams. You then
slamn the fire button to redease the
trap and send & grabbing arm up
nig the air to snatch kém, Bonus
;_'II_Ii"ll_E ﬁ;;-r JurrEEriy Wpe G waur
saat, shouting, "We got one!”

MORTAL
KOMBAT

# FNISH HIM!

From separating wour
oppoenent’s head and spine
frarm ther body, o pulling out
their still-beating heart, Moral
Kombat's satisfying ways to
huwrmiliate your mates after
kicking thair arses.

GTA Il

* FARST OFFENCE

Realisng that GIA I wasn't pest
a game but 3 vast playground for
Crazy misdesds

IKARI
WARRIORS

# DRIVING THE TANK

From Halo's Scorpion to Meta!
Slug's SV-001, tanks are the
mast ampowering vahiclas in
vidaogemes. Far many, their
firgt experience of jumping in
and out of ane came here.

W SHIPER MODE
Thiase days eveny game featunng
oulets has a erper weapon of

sarts, MDE was the garme Lo
poputanse and show off their
potentiad, allowing players to be
staad at ane end of the waord and
stk a bulet in the kead of an aken
target standing at the opposite.

KILLER
INSTINCT

# KILLER COMBOS

Strest Fighter I had dazding
special moves, Morfal Komhat
ite Fatalities, and Hare's Kilfer
fnstinct frenchise was all about
stringing together a ludicrous
number of punches and kicks,
while your annoyed mate
thiress dowen the SNES pad and
used the ime until the combo
finighed to put the kettle on.

SUPER
MARIO KART

# USING THE CAPE FEATHER
I GHOSET VALLEY 1

Ihe Cape Feather has ondy
aopeared in the original Super
Mang Kart It's a sheme, because
Ghost Waley 1's famous short out
demonstrated how it could be put
10 great use

NIGHTS INTO
DREAMS

W THE LEAP OF FAITH

The leap of faith at the
beginning of Twin Seeds iz said
to represent Elliot and Claris
discowering their inner courage.
Taking to the skies, they are
finally prepared for the final
battle with Wizeman.

SONIC
ADVENTURE

w WHALE CHASE

Racing Soric through Emerald
Coast gs &l concerng about his
jurr vle 30 oueckdy rrettea] vy
Unfortunately. the feeling didn’t
last long.

PARAPPA
THE RAPPER

W THE FINAL RAP

It"s a combination of neat
semi-freestyle salo rapping, a
catchy song and a club full of
flat animals getting behing your
rhythrn-action skills that makes
this one of the most uphifting
maments in videogamaes,

SABRE WULF

o CHYING WLULF

Framtca®y running argund the
witrant jundes of Sabre Winf
and yelping with panic as you
encounter the tiulsr wialf, Sormy,
should that be "Wuli'?



FEUD
# CAT AND MOUSE

Ficking herbs might not sound
exciting, but when ywour ewvil twin
iz doing the same thing in order
to rnake the best spells, the act
becomes an amaangly tense
game of cat and mouss. The
sense of panic you feel when
discovered by Leanonc is only
matched by tha sheer tiumph
thet comes froim turning the
tables am him.

WIZEALL

w COLOURFALL

‘Watching the draby rmongtone worid
al Mzl Showhy corme Back

to life a5 wou collect paint drops
and restore the wgly warld 5o its
anging, vibrant ghory

DRILLER

w TAKING IN THE SCEME
Paingtakinghy cravding around
the huge moon of Mitral

and realising that vou wers
experiencing samething
seamingly inconcenable on
your humble 8-bit micro,

MONKEY
ISLAND 2

# LET'S PRETEND

Depanding an wing yois ask, the
ending of Monkey lsiand 215 aitrer
a stroke of genius o an el joke
that should be instantly dismissed
fram memary. Regardless of
which side of the argument you
take, it's ceftainly a great gaming
mornent, tuming svenything you
thought abgut the seres an its
head, Tre adventures in e bwo
games eguate to notteng more
than a pair of brathers playing at
being pirates

W ENTER WAYLER
Watching Wayler menacingly
appear from a pool of lava for

the first time. Look out for his
giant, crushing hands|

PANZER
DRAGOON SAGA

* MISSILE CHASE

Great morments come gquickhy and
aften in Team Andromeda’s superh
Saturn game. One of the most
qraning morkents, though, comes
whnEn youme chasing after 8 rogues
missie and trying to stop it fram
decmating a peacefu village

BULLET HELL

# STAY ON TARGET

It doegn’t metter whether it's

an earty example of the genre
like Batswgun cr more racant
example such as Desthamilas
or Mushihime-sama Futar
nathing beats the satislaction of
succasstully waaving through
wour firet bullet pattern,

ADVENTURE

* THAR BE DRAGONS

It may look like a duck, but getting
chased by a dragon in Agheniire
5 one of the searest morents in
Atan JE00 garmng

SUPER MARIO 64

* BYE BYE BOWSER
Grabbing Bowser by his tail
end spinning him arpund wmntil
wou send him into the ether,

1 il
SMASH TV
# MUTOID MAN
A far @5 videcgame bosses
g, feve are a5 menadng and
memorable as dMutod dan. Tha
mornent this huge, mposing
mmigr-tank wheeked his way no the
pattle arang, 3 fesing of both dread
and awe hit the player.

SHENMUE

W HLIMIBLE INM THE DOCKS
Part af the apic finale to
Shenmue sees Ryvo calling upon
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BILL HARBISON

My fenvourite gaming momeant was around ten ywears ago when |
introduced ny gon o the world of videogames. At the age of around
five, my son, Edward, was watching me play Ocarmng OF Tirme: | decided
to hand him the controller and show him what happened on the screen when
wou moved the thumbstick eround and pressed the buttone. Within a fess
minutes, he was runhing arodnd, climbing ladders and jumping off cliffs. It was
& proud moment
Aftar a while he became bored of the rapetition and threw the controller on
thie Aloor. The impact must heve loosened something inside the contraller and
I watched in homror a5 the pause menu flashed up and started repidly selecting
my saved] garme slots, | pulled the controller from thie NG2 but it was too late;
befare | could get to it my entire progress was deletad. | was mortified, | had
been playimg that game for weeks and it was gone in a8 matter of seconds, My
son then contineed to pley with his tovs.
| diden't play Oearing OF Tire again untl last vear when | bought a
205 and | have bean tharoughly anjoving it the second tme round,
Edward, nosw nearly 16 years obd, dossn't get near it

DEVEUFOPER
HIGHLEIGHILS

DAVE COLLIER

| suppose it would heve to-be the
Counter-Sirike mod for Haif-Life The
second | started playing. | was
hooked, which wes a first for me. The best
in-game moment was when | wes playing &
wam game; | was backup for Andy Clark
and we were ambushing plavers as they
approached &nd came through a
doorway, We totally creamed the
pther 1esm,
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all the martial arts technigues
he's learnt to fight 70 members
of the Mad Angels gang. Yes,
0. It's an action-filled climax,
with completion of the game
|,|||I|_'||::i-:i!1!_J A time-trial versian of
the batthe,

STOOD STILI
® PTERODACTYL SNATCH
A game weorld where danger feels
omnipresent gnd gny one of the
Craraciers i yow charge could be
snatched avay at any moment is
sffecting stuff. Commmonpiacs in
games e Falbur 3 and Skpnim
ths garme did 1t waasasaasay
before tham

MIKE TYSON'S
PUNCH-OUT!

w FIGHTING MIKE TYSOM
Who wouldn't want to fight lron
Mike, especiglly im 19877 What,
r ane? Well, Nintendo olfered
the chance when it made him
the final boss in the NES version
of Punch-Owt!l Mot only could
b Mhaesr wou in & :_.'ir'uule punah,
but defaat at his padded fists
ended in an instant game ower.
Mo pressure, then

=L TR Pl T R Bl

| g Sivigter]’, *| hunoes comend!’,
Fu, run, runl’ You get the dea

SPACE
INVADERS

# THE MIPPY LONE BLIGHTER
The wan the game gradually
sped up until there was anly one

gnngying imeader left proved o
b & sirmple but elfective way to
ramp up the tensian.

NIAC
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Oine of the adgier jokes in Adanize
Mangron s players e 1o
nluck VWeird Bd's hamster from its
cage and explode it in the kitchen
rmicrosaEse, Give The steaming
rernaing back to BEd and he kills
yiol. Lowely shuft

SOUL EDGE

W TO LOVE! TO SHIME

In tarms of attract screens,
fewe hawve been cooler then
Sowl Edge. The stunning
ppening C3F cut-seene and
catchy music, Edge OF Souwl,
gtill gihve us goosshumps. The
game wasn't bad either.

nld il T TUT SN T VT —
9 I il Er
TRTIATSY 1
WORLD
AT ' D

L' L g

™ [ [

USLUAL FIGHTI

Acsich fromn its striking wiswals and
fhue sheer fluidity of the gemne,
realising tat ks band of colourhy
fighters had astonisheng special
oowers that required 2 degree of
-':IE'-:EI.-_".':'.'_.' 2 perigmn gr perrect
el b meking lasting SBvountes

ZORK

W GETTING EATEN

BY THE GHLIE

Achventurers who want axploring
in the dark ran the rigk of getting
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HEADEHIMOMENTDS

Readers share some of their all-time favourite gaming moments

I Tormb Ralder whan you are in
the sphimx roam and wou climb
up onta it and then suddenly
the camera zoams aut and ywou
see how vast the cavern is,
Raally breathtaking.

Thurstan Johnaton

Thie first time you combine Head
and Haels and not wanting ta
separate them later, even though
wixu henve 1o in order to continus
with the game,

Shawn Pomermy Hahib

Stepping out of the grey,

claustrophobic pizza that is Midgar

inta the green expense of Gaia in
Final Farntasy VI
Simon Boath

Jumping atop Yoshi for the first
time in Supar fMano Wordd with that
awesome sound effect.

Tim Fitches

Acquiring Epona in Ocarina OF Time
and jumping owar the fence to the
rousing symphony of an orchestra.
Whist a beautiful moment

Lee Beardzmare

ShALLSAALARLAKE!!
arlns
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Load Hew

esten by & sinister presence
known as the Grue. You're left
ta fill in the violent and blocdy
vigual blanks of what happenad
when he caught you.

ELITE

# SPACE DOCKING

lt's impressive enough just

seeing the Cabra Mk Il rotating
miajestcaly in space for the fst
tme, but just you wait urtel you
atternpt your first dock. 15 ane of
the mnast intense exneriences Wil
can ever wilness on an 8-bit micno,

RESCUE ON
FRACTALUS!

w THAT'S NO PILOT

Gatting scarad witless by a
Jaggi wan't ba an axperience
fargatian in & hurry,

WORLD OF
WARCRAFT

W FLIGHTS OF FANTASY

The ngme of the game s
something of a giveawsy, but it's
mot wertil wou take a mde an wour
first flying beast of burden that yvou
reabse just how vast the world o
Warcraft actually =,

ZELDA:
OCARINA
OF TIME

# '™ IN & WIDE OPEN SPACE
It remiing gn abwious one,

but stepping out oo Hyrule
Fiald far the first time. The
sheer size and the realisation
thiat wou can pretty much go
armvevhere vou want remaing
unmatchad by amy similar game,
Zelda or otharwisa.

CHASE H
* TAKING Df_‘.'f."‘?
YOUR ARST PERP
Chasing after

Bad s 171 WoF
miodified Porsche

is fun enowgh, bt
finally rarmring them

C oo md o e

Lo o s

off the road remains one af the
most exblaratng experiences

the arcades could offer. "Let's oo,
Mr Cortverd ™

SILENT HILL

# SHUT THAT DOOR

Silend Hill is a framchise full of
posverful maments, but few

can match the sheer guilt you
foed after leaving Lisa to die a
lanely desth. As she begins to
understand what is happening
in the warld around her, she
starts to bleed and a frightened
Harry pushes her aweay and bars
the doar, As you listen o her
futile pounding against the doar,
yvou realise that you're just as
miuch of a coward a8 Harry is.

MAX PAYNE

W BULLET TIME

It might nat hewe been the first
game to featune 'budlet time’, but
rieser Bas it been cooler than in
ilax Panme The best thing about
it? Mg ratter ko often you use
the faatuse, it's stl a3 arrasng as
the first time.

PILOTWINGS

W HAMNG GLIDE HEAVERMN
That fealing of serenity a5 ywouw
fiy through the Mode 7 skiss
wias embdemante of what the
menw hardware could do.

POKEMON
RED & BLUE

| CHOOSE You!

For what seems inconseguentis
at the Deginning of the game,
choosmg your frst Pokamaon

is @ massive deal You bidld

a personal bond with them
throughout your adventure that no
gther game can match

UAKE

ROCKET MARMN
Pulling off vaur
first successiul

rocket jurnp without
killing voursalf,

RETHD LAMER LOLLELTRN 1%



AX BATTLER

This musclebound barbarian
favours earth magic and the
broad swaord. He's seeking
revenge against Death Adder
for the mirder of his mother
and shoubdn't be trifled wath,
He would [ater get his own
spin-off game for the Game
Gear called Ax Battlor: A

Legend Of Golden Axe
TYRIS FLARE

This sexy Amazonian fighter

iz a fem favourte with players
due to her excallent fire magic
and extremely flimsy clothing.
Like her companions, she has
felt the wrath of Death Adder —
hoth her parants were killed by
him — and now seeks revenge.
She wields a long sword with
deadhy precision,

% egas Golden
Axe was first
| unleaghed in
4 arcades in 1989,

It imemeditely caussed a

DEATH ADDER

Currant osmer of the mythical
Gokden Axe and currenthy
ruling Yuria, Death Adder is
one mean dude. He has the
King and Princess in bonds
and sits behind & huge army
of enemies. Rumours suggest,

however, that he's not the real
mastermind behind the taking

[~ L= L )
=
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WHY IT'S A CLASSIC

CREBITE 8
——1r——1' PUSH ZVF BETART

el

It's thematically excellent

BEST LEVEL

Gokier Axa's biggest draw at its tma of ralease was tha fact that

it wias so differant to other baat-"am-ups of the tima. Inspired by hit
Eightias films like Carman The Garbarian and The Sword And The
Sarcarsr, its distngt fantasy setting was & worll away fram the
ey urban brassers that wiere avaitable, which made itimmediatshy
stand apart from s peers. Evan taday, that tantasy satting can still
drand you in, presanting you with vicious mansters, wandrows magic
atiacks and same mmensa bosses to fight. 1t a littha clunky, sure,
hut it remaing & hell of & kot of fun to play.

lihed [

Wind beneath my wings

BEST CONVERSION

One af our favaurite aspects of Gaolden Axe s the degres of
magination and varaty that kas bean packed into its clever lavel
design. The fantasy workl Sega created may barrow haavily from
many different mowies of the time, but they $00 manage to be flled
with plenty of magination. Whilie Turthe Village is & particular
highight, itz the lavel that saes the harees battla across tha back of
a giant eagla that remains the most mamerable. Packed with deadhy
skedetons, feathers continually fiy past the screen, giving 8 wonderful
sonsation of speed, as you battle against the undead foes,

A truly mega conversion

Goldan Axswas raleased on 8 wanety of & end 16-bit computars. AJ
are preity solid, The B-bit efforts are decent, with the CBd version
redGeiding an impressive 96% back inissue 67 of Zrapfad The Amiga
and Arari 3T comversions are also of a high standard. By far the bast
though iz Sega’s awn convarsian of its hit coin-op far tha Mega
Orree. In addition to baing extremely feithful to the onginal coin-op it
alsn boasts & numbsar of axtra faetures, including Dual moda end an
addiianal two levels, ineleding & climatic fight with Death Adder's
menitar, Daath Bringer.

BEST BOSS

BEST CHARACTER

i

CREDANTS

o U5H 2P BTARTE

Death Adder, not Blackadder

There are & number of memorable bosses found threughaut Godden
Axe's running time, but Sega defininely saved the best for kst Huge
m statura and wiekling the fabled Goklen &xe, Death Adder cuts an
mposing figure. Protactad by minicns, including soma extremaly
wicious skelatons, he's a dab hand at combet, affortlesshy swinging
the huge axe, while using devastating magic to take out those wha
stay out af range. He's also extremely tough, taking a massine
amount of punishenent before he fnalhy gives up the tular axe, which
fiies spactacularly thraugh tha ar betore landing inhis chast.

fatedt

CHEDITSES

]
'_IE}; PUFIR 2P GTART

Nobody tosses a dwarf

BEST MIOMENT

Ha may be small, but Gilivs Thunderhaad 15 our favourite character
m faiidan Axe. He's abwiously a firm favouria with staff as well, ez
he featuras in all three Mega Dive games, a5 well as the underrated
arcade game Gollen Axe. The Revenge OF Death Adder, and has
papged up in numerous ather Sega games incleding Shinkg i The
Darkrass, Aben Stonm and Saga Suparstar Temis. Fast on his feat
and armed with a deadly doubla-headed axe, Gilius's lightning magic
takes less ime to change, while his special attack gives him hugs
risach, In short, be's the perfect choice for solo play

Enter the dragon

Kicking pixies inthe arse to maka tham relnguish potians, jumping

an the many bizzarians and uging them as mourts, and successfully
taking dewen wour first skeleton are all memprable highlights of Sega's
pxcedhent beat-"em-up. Howeser, the mast impressive moment by far
nccurs whaneer you unleash magic attacks on your hapless wictims,
Tyris Flara's magical attacks may require a larga number of potions,
hut the effects are definitely wearth it. Build har metar up to full and
wisll Il be revrardad with & huge dragonwhose fiery breath dacimates
all but the taughest of boszes
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 If you spent your youth hunched over an
arcade cabinet blasting aliens, Computer
Space is where it all began. We talk to

_ Nolan Bushnell and Ted Dabney about the °

granddaddy of videogames
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Molan Bushnell, sporting
sideburns but no bushy beard yet,
iz strolling through the Lagoan
Amusement Park in Farmington,
Litah, He's manager of the games
departmant, working there to help
pay his way through university. He
siiles at the rows of pinball tables
and slectro-maechanical machines,
guzzling coins from eager players.
Back at the University of Litah,
Molan is up late, playing Spaceswar!
in the computer lab into the early
hours. The game, creatad by Steve
Russell and friends at MIT in 1962,
has twa starship commanders locked
in a deap space dogfight. It's a big
hit on campus. And suddenby, a
connection i mada_.

| t's summer 1966 and a young

“I turned to the fraternity
brother | was playing against
and sgid: “This is a grest game!
We could get people o put a
guarter in to play this at Lagoon!*™
exclaima Molan, "] anvisioned a
row of screens running from a
central cormputer, each with
& coin slot, Then we lookad
argund us at this million
dodlar computer and thought,
Mmim, we'vi got a long way
to go..."

It wouldn't be until the nest
decade that, as co-founder
of Atari, Molan would see
his vision of aisles of arcade
machines realised. For now, the
prohibitive hardware costs —
Maolan estimates even the



display screens eost 520,000 — meant L
his videogame dream would have
to walt He graduated in 1968 and

L joined Ampes, a prominent AMencan s

electranics compamy and pioneer in
audio and videa tachnology.
“I'd warked at Ampex for about
a year, and as an enginaer you get
all these trade magazines,” explaing
m polan. “There was an ad in there Thal
alertad me to the Data General Mova
camputar. Lp 1o then, minicamputars
weere like $40,000, and then s
comes along for §4,000 and Fm like,
"Waah, this might be good enough!™ =
Malan eagerly sant away far
the manuals 1o this breakthrough
machina and began making paper
deslgns for a Spacewar! setup with
four streens running fram a single
computer, With four coin slots
.nnllacu'ng guarters, ha hoped it could
garn enough to pay for the high
inftial hardware costs amd bEcamea
@ viable proposition to sell, nol to
bars, but amusement parks. "l told
= everyone at Ampex | was working on
a videogame,” smilas Nolan, “and
they all thought | was loomy.”
Wedl, not guite everyona. Ted
Dabney had joined Ampex in 1967,
working In the military products it
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for six years before transfarring 1o
the Videofile division in Sunmywvale,
California. "l shared an office with
Malan and he took me over 1o
Stanford to look at Spacewar! "

racalls Ted. “I thought it was great...

if you had a big enough computer]
I didn’t know if e was mad aor

nat but | thought it was something
wiorth trylng.”

Ted and Molan teamed up with
prograrmmer Larry Brgan, wha had
aceess 10 a PDP computer and was
to bz responsible for the coding, and
thizy began calculating how mamy
games they could run fram ane
computer. “We concluded thare
WaS N0 way it was going to work, It
Just wasn't fast enough,” notes Ted,

-

THE MAKING OF: Com

“Plus Larry never got anywhere with
the program ming.,”

“The cycle tima of the machings
was simphy too slow o suppart
multiple screens,” agrees Nolan.
“Things like drawing the rocket ship

€€ | told everyone | was working
on a videogame and they all
thought | was loony 79

WOLAMN HAD THE LAST LAUGH, THOUIGH. .

still ook & kot of computer ime. We'd
gone down fram four, 1o three, to
two screens, An electro-mechanical
game cost around 800 and [ thought
we could charge a litthe mora than
that, but not $3,000 a screen! The
econamic proposition was gane...”
And 50 he quest o Drpg
videogamas into the arcades almost
dieed with the Sixties. Than, at the
start of the new decade, there came

NA-2010
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screen, the project was suddenty iEEE e N
back in buginess. There was just one b S L
problem: the clrewitry didn't exist.
So, In 1970, Ted moved his daughter m ~
ot of her bedroom and comarted L
it into a workshop, where he began 1
tinkaring with an old telly and off- autline af vaur craft. Each dot you -
the-shelf compaonents bouwght from saw on screen cofrespondad 1o a
phecironics stofes. discrete diode on a cireuit board
“I started by figuring out how inside the machine. Thess were -
to move something an the screan, arranged in a matrix, one for each
It took me quite a while but finally dirpction the rocket ship could face.
| got these counters to do what | ~what Malan did was pretty smart,”
wanted them to, so you could change o ckles Ted. "He created the diode
them by one bit and get very slow matrix and just before it went into
&€ | got a little square moving on
the screen Nolan said: ‘Now we
need a rocket ship!'3?
-
TED JMMSTHE DOTS...
i e ot of a little square on the  praduction, he laid it out on the board
— -H. - : \ - Tmu::r:r by tewo bils :.-...-1 qat faster in the shape of the actual rocket ship,
an epiphany. Iranically, a game called movemnent, The next thing was, wel, 50 if you had a problem, you could
I] 3 Cm.npmw Sipace only bacame 8 wihat ara you gonna rmoe? Molan easily figure outwhal part VWBSN'L
i reality when one key component was sabdl: ‘W maad a rocket ship!™ working propery.”
: v A foenpien The shi — “Rotating the Fockst was tricky,”
u " p you command in y .
| : = "MNolan's a smart guy and he uest 1o cutgun flying saucers intent adds Malan, “but the eyveball is quite
E ' was dicking around with a TV set, :n ur destruction was fashioned forghving. The dots are changing
adjusting the vertical and horizontal fm:-,nﬂ saries of dots, forming the o Position on a 16x16 matrix and the
| hold and seeing the picture move,” I places you put the dols aren't quite
says Ted. "He asked me why that . right, but by having the separation
: : happens. | explained it to him and & of the dots, your eye kind of fudges
DEUEL'DPEq ha said: ‘Could we use this?' | said: . it and says, Yeah, this is the same
Well, we'd have to do it digitaliy - roliat ship, ™
HlEH_'lEHTS - because with analogue we wouldn't + -I-*"'l- * Menwr, we all know that in space
PONG juerurdn; have any control.’ | explained we'd isEEESm no one can hear you scream, but
SYSTEMS: ARCADE need & counter far the syne and 1 + +~I-~|-" + biasting alien seum wouldn't be half
PAN: R : one for the video and let tha videa 5
SPACE RACE counter change in respect to the syng e -
SYSTEM: ARCADE counter, He said: 'Could we do that?* -
YEAR: 1973 | didn't know wet_.." L =
LiﬂﬁEAﬂ ASIMOV By replacing the expensive -
sufﬁﬁmifn.';m auiz computer with circuitry built from e ¥
WCHUCK E CHEESE EXCLUSIVE) cheap electronic components e .
YEAR: 1575 : that couwld diaplay and manipulate ~ -

images on & standard televizgion
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- as much lun if performed in silanee,
Cleverly using a 6V Zanar diode, a
“voltage regulating device that just

- happened 1o give off pink noise as it

did its job, Ted added a little amplifier
and an imtegrator that chargad up and
3 decayed to fade the valume out, )
buslt the sound cireuits and maotion
cirguitry.” he says, proudly. “Than
Molan made them into & game.”

At this point, we're profoundly
aware that wa are talking about a
garme that, despite its huge historical
importance, most of you have
protably never played. Coming
fram a time before arcade machines
used microprocessors, thaere is
no ‘code’ for the usually halpful
MAME to emulate, so unless vou
lhvir maar the Funspaot arcade in Mew

m Hampshire, which has an actual
maching in its classic games room,
Fay Wi recammend the convenient

wy SiMULEtOr found at wans,
mmpmﬂan.mm. an excellent
sile thet also catalogues the location
of all surviving cabinets,

Once you've spent some tirme
tryingl to blast those pesky saucers
while dodging their bullets within
a gtrict tirme limit, wea think you'll
notice sevaral things. Although

Computer Space is clearly Inspired

by Spacewar!, it b certainky no

clone. It's a single-player game, for

a start, and there’s no central star
exerting a gravitational pull either,

\We also think you'll be struck by the ==
difficulty. Your ship is in perpetual
motion, which may adhere 1o the

kewes of pivwsics in ouler Spaca

A

e

BEIL T LiRE BUSHIELL

n, yau'll notice that alter launching a shot

IF YOU'VE SEEN Computer Spoce in ac
at those vic

& painl on =
guided m
1 1he wide
the sense of a
lled i1 "y
mwes ta its granddad..,

| Asleraighs,

bait proves rather inconvenient 1o
Astaroids players, used 1o their ship
slowing down and stopping if you
leave off the thruest. This is further
compoundad by the deadly accuracy
of your flying saucer foes. Why did
Molan seem intent on killing the first
ganeration of videogame players with
such regularity?

"The idea it was too hard never
crossed my mind,” he laughs. “All
my friende loved it, but then all y == £Y
Iriends were engineers. It wasn't until
wa put it into & bear bar and people
were totally baffled that we thought
maybe we've overshot our mark| As
for making Computer Space a one-
player game, the coin-op industry
was based around sofitary game
players. | mean, Bally turned Pong
down because it was two-player!

With the game elements starting
o come together, Molan decided
ta prasent his idea to Mutting
Associates. The California based i

*
+
+*

Ed k.
R |

W [lirceda] The starfield baokdmopwes creaied by 8 counier on
Thad butea :1|‘|1.H_:'n.f| thracva] arad plemsd drs e rha st

s
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The Making Of axs
COMPUTER

- - - -
L
= 2 —
company had had considerable —
success in the coin-op industry with
Iﬂ ]- HE Computer Quiz, but with that product
EEEHDD“’I reaching the end of its commercial
life, it was sager for new machines
SOME READERS MAY be aware of the o, 10 manufacture. *| dean't think they -
e really understood what & videagame
was, but they thought it sounded ke
a capital good idea,” Nolan winks.
frcarry Mo Bkl Pt s sl 1 o “I'd enly really got dots on he Screen
- (gt bt | presented myself pretty wel as
5 Saying i all happersd ol his s an up-and-coming Smart boffin - |
asked Molar o desr up § 7 WES Epm?ahil'lg Britigh for you thera - ®
ao they hired me as chief engineer,
| left Ampex and was working for - 4 =
Mutting in the day, helping them iw
finish up soma projects, and at (o i
vy, | fuelled it by saying once that | didn’y nights | was working with Ted on
think he even had & davghter. That was Computer Space. | specified in my
grist for the mill. " contract | waubd retain rights to all ++¥ ¥4 4 - s
Ted hax .:..:.h;hl!_.'. ﬁl’l:renl Labie o1 the videagame technology, theugh.” RN - =
Wringe. "My dewughber Torri ubad io bty The Computer Space circuithy * 'l"'__'_'l' + -
knew Im:.:.d;us,-:l::;::f . had been coming logethar nialy, f— -
x da arrylhing in thal bause. He didn't sven thanks 1o some assistance from Ty had this sugpicion that no ene would
craen & soldering inon” an LlndElrgr'ﬂdLhFl‘tE an placemeant - v o e vt e
at Ampex by the name of Steve = - cheaply 35 | had, They had one in
maBristow, and Jid that he r.mﬂ 2 understandably enthusiastic sbout the coffee shop &t Stanford, using a
p-::.sltlnn b player in the ' hs groundbreaking project to bring PO, 'think, | thought they'd done
coin-op business, Molan was Spacewsr! oul of the computer S liraat reribon of Rk b
lab and into the arcades, Then did & quick costing and thought, This
ha received some startling news, is o competition.”” b
Someoni elsa had had just the MNodarn was right on both cownts,
same idea. Galaxy Game was far maore faithful
As a student at Stanford In the ta the source material, but due
miid-Sixties, Bill Pitts had been 1o basing their machine around
X an sctual computer rather than
£3566 Wh it s
e en we put it in a bar,
people were totally baffled 37
MOLAN UNDERSTANDS THAT COMPUTER BPACE 15 HARD EMOUGH WHEN YOURE SOBER
similarty entranced by Spacewar!. custom clrcuitry, it was hugely
After graduating, he teamed up with more expensive at around 520,000
school friend Hugh Tuck, whose in total and considerably mare:
hardhware know-how and family unrediabla. Though it could never
= maney nicely complemeantad Bill's hope to recoup its cost in quarters,
e SOMMware ekills, By the summer of
1971, their version of Spacowar! - i
antitted Galaxy Game, was almost -
reacdy 1o meest the public, when Noelan =
heard news of the prajact. -
“I had some trepidation when |
want over to see what they were - .
doing,” acknowledges Nedan, "but | e
5

db | HETHO BATIER COLLELTEN
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THE MAHING OF; COMPUTER SPACE '

§
L . - e 2
= - The prototype cabinet featured a - .
— joystick-cum-trigger controller, which
enappéd after & single day out in
= the field. For the version put [ntg -
production, four buttons were used
Galaxy Game beat Computer Space - instaad - rotate left, rotate rght, ™
to market by two months, debuting ¥t = thrust and fira — which may have
in Septernber 1871, and thus has - |/HEREDE bemused tipsy punters but was at
the hanour of being the first arcads g g least able to physically withstand
videogame. That original maching - their drunken advances. .
was replaced by a superior varsion Movember 1971, with both proud - Mara pleasing to players was the -
- the following year, utilising a PDP-11  #= parents accompanying their baby. stylish cabinet the game sat within,
that supported two play screens “Ted and | took it over in the “Form follows function,” states L
B simultaneously, which remained in back of my station wagon, and as Modan. “This was a space game and -
- W 31 Stanford's Tresidder Memorial — soon as we plugged it in, there 50 should heve a space age cabinet.
Union throughout the Sevenlies, was &n immediate cluster around ! made a model from Plasticine. | had 9
For mare on this innovativs oddity, tha miaching and ploy aftar play” *  alittle bit of plastic for the streen and
mm  see chapler two of Replay Tristan enthuses Nodan, "We were convinced 8 piece of wood for the back, and
_Dﬂﬁﬂ'k'ﬂn'ﬁ wonderfully readabde wa had a majar hit an our hands, But maulded it to that shape. Ted found a
history of videogames, or visit the you see, the bar was a hangout for fibreglass guy who figured out how =
maching itself in ils new hame at Sianford students, all smart as halk. o make it into the cabinet. | sent !
W the Computer History Museum in Lots of engineers and maths and modal to the manufacturer and thay
Mourtain View, Celifornia, *  physles majors. Neswton's second scaled it up,”
l Undeterrad, even encouraged by law wasn't a big problem for tham| Fortunately, this didn't result in
the appearance of this unexpected We put it in ancther few places and Spinal Tap Stonehenge-style fissco, e
rival, Nolan pressed on, with you could best describe the clientels and around 1,500 - although Nedan == - -
Ted joining him at Mutting and as bimnodal, They had no clue about =
A proceeding to build a prototype what was going on. They'd say: ‘|
cabinet I"I:‘Jd'p' for ﬂ&ld-h}&ﬁng. The can't gantrol this 'I:-hl'ﬂH- Henee cho i e
game debuted at the Dutch Goose make it go right and left?” | remambser T ]
'bar in Menla Park, California, in trying to teach people about the
ol - thruat control and it just wasn't part i
- af their DMAY
- Wiarse atll, the less cerebral
- - . .|.'|"".|. A crowd s_gamadmh&u‘etﬂkﬂp thalr —_—
T re frustration out on the machine. -
o =
++ - = -
L]
[
- . it e B i -
. 'I i ; - : a :: > ) y 5 [ 8
ke = . . Sy P
1 i i e it .. : g - E -
1 1 "' = n "' = v - = = ’ 5
- - ¥ 3 o A 3
- - i B & - - o ‘ n
e ~hE|
» |Arcade] Goniling your ship ean take some geifing usqris, thanks 15 authentic orker spate: prsics.
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The MakKing Of was ..
COMPUTER

e e
- thinks the figure may heve besn
W w35 high as 2,200 - of the futuristic-
: e looking Cormowier Space machines
were manufactured.
And the game flopped. Well, that's -,
. *++* . what the received wisdom ssems to ﬁmmmw it 1 g i1 Covrpuer Spacecabise o i s Thaas DDA e e DL o e —
ismeEE =conclude. We wish to challenge this _
2 notion. The sales figures may have ° i
been dwarled by future hits like Pong  Andy Capp’s Tavern, it sat next 1o a
end Asteraids - which, you could Computer Space cabinat, convincng ;3 '|'++'|' +
& . Molan that, in gameplay terms, I :.|.. .-|-.-|-. -
. ) ++
k€ I'm treated like a rock star. It's 2 -
= - i I
been 40 years coming and | love it! 99
TED DABMEY IS LIVING PROOF THAT GOOD THINGS COME TOTHOSE WHO WAIT I THE GAMES INDUSTEY -_— -
N -

e argue, was a Epiritual successor - simplicity was the key to success. with your hands as well a5 your mind,
but at the start of the Seventies, a It was a philosophy that he and it has a special place in your heart.”
successful pinball table would anly Ted would adhere to when they we=  While Nolan went on to gain
E-'t!". around 2,000 units. It provided left Mutting and formed Atari the fame and fortune with Atar, Ted
an income stream for Nalan and following year, thus kick-starting the ieft the company in 1373, after an
Ted, which heiped to fund the Pong whole videogames industry. acrimonious falling out with his
project. Indeed, when the very “| falt this was a medium, former friend. His crucial role in those
first Fang pratolype was placed in not just 8 prodoct.” savs Malan, early days of the games industry

“Remember, there were mare games went unacknowiedged far years,
e s o o0 the computers at university than but recently, due to the effarts of
I EEEEE we Spacewarl I'd done a game called gamas historian and author Leanard
e T B Fox And Geese, thera was a baseball Herman, amaong athers, the situation
game... people were programming | is changing.
I'was very happy with Computar m  “ldon't give a diddly-squat about
Space. When you create something games,” laughs Ted, “but getting
this recognition is fantastic. I'm
il treated like & rock star. It's been
mi- 40 years comling and | [ove i1

Tharks to Marty Gokdberg and Jerry Jessop
far thair help with this artiche.
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We talk to three industryedends about
their connection to Com

SlEVE

. BRSTOL
g had sewveral
| placements at
Ampex whila
studying at the University
of California at Berkley
im the late Sixties and
early Seventies. He later
followed Maolan to Nutting
Associates and worked on
the two-player version of
Computer Space. before
moving to Atarl, where he
stayed until 1984,

=

hkL
ALLEORI
wWas a
colleague of
Molan and
Ted’s at Ampex and
was one of Atari’s first
employess. He created
Pong, which became
the first major hit for
coin-op videogames., He
stayed with Atari into the
Eightias, working on such
successes as the home
Pong and the VC5.

ARCHER
MAELERT

has besan in

the games

industry for
over 30 years, creating
such home computer
hits as Dvopzomre, 1K+
and Jimmy White's
Whirwind Snooker. He
also restores arcade
cabinats and, among his
large collection of pristine
machines, 1z a beautiful
blue Compiter Space.

+
s

‘ Molan was my
supanvisor at Ampeax

and he had me working on
some profotype circuts,
which turned out to be
portions of the mamory and
mioticn controdler boards for
Computer Space. | saw the
schematics for the game in
the office he shared with
Tad and | saw piecas of

the prototype in & maore
assermbled form when |
vigited therm at Mutting, |
first saw the produechion

“ | first saw Covnputer
Space when Nolan
and Ted imnted soma of
their Ampeax friends owar
to Mutting. | thouwght it was
an interesting machine bt
dicn't expect it 1o be a great
success. When | cama to
wirk an Fong, Nolan gave
mig & s&t of schematics

for Camputar Space, bt |
raally didin't use tham, &
thy wr drasvr in 3 style
that made it difficwlt to
understand. We discussed

‘ | s hunting for a
Computer Space for
ages, and evantualhty one
came up on eBay about
12 years ago. It was a bit
dead and had a large foot
sized ‘kick” hole on the
kowwar frant. This didn't
put me off as | believed
| had the electranics skills
o sort the PCB out and
ny mate John is an expert
at candy-apple sparkhy
paint sprays on Sixties-
style fibraglass baach
buggies! When it arived,

Space

weraion when | startad
weorking at Mutting in March
of T Production was just
Slarting m earmest and |
wias tha only person who
troublashot and fixed the
boards. OF course | told
people what | veas daing
and how cool itwas! | was
rasponsible for assembling
and maintaining the
tweo-plaver veraion &t the
AMOA show in Chicsgo in
MNovember T2 Alter that,

| returned 1o school and

the fundameantals of his
patented motion circuit
and | want from thara,
Remembear, Molan told
ma Pong was going to

ba a hame game, so it
had 1o use lar lewer chips
than Computer Spaceal

| ramamber Molan and
Ted talking about ane of
the first locations for a
Computer Space maching
ot a mall. The machineg
had a prototypa joystick
and it waa destroyed in &

it had an aged-looking
Tweo-page Dyped note
bying in the bottom,
wihich basically sasd, Ay
problems, call Molan direct
on (415} 961-8373" 1 think
he's gone a few places
since then! Amazinghy,

it’s bean 100 par cant
relisble since getting it
winrking in 2001, The
screen i an ancient valve-
based TV, which takes a
minuta o ‘glowe’ into life,
and the chips used an

the PCBs are Jurassic-era

took over the 40 or so
coin-opaerated gamsas that
Syavgy/atari had placed sl
over Berkeley and Cakland,
| had two Computar Space
miachines and one was in
Larry Blake's, a bar at UC
Berkeley, near a Galaxy
Garre, and 1'm sure we out-
garned it. The coin box was
newar overflowing, but, in
faimess, it was a one-gallon
paint can, which could hold

a lat more than the , ,
Pang profolype!
il

clany. They gave up and
went with buttons, |
nevar actualhy serviced

a Computer Space—
Stave Bristow has more
experiencs with that —
But | do recall servicing
3 Pong cabinet at the
Stanford studant union
and competing with a
Galaxy Game by Bill Pitts.
I wouild he seaoping
QuUArtErs out of our garme

whila Bill was , ,
struggling with his.

ECLs and TTLs. MusT-nf
therm have had their ID
chemically ramoved to
praveant claning back in
the dey. Once it was
restored, it has besn

in great dernand Trom
miusaums and talevision
companies. The bast was
when it was usad for the
actusl film presentation
at the 2009 BAFTA,
Fellowship mward given o
Mir Bushmall himself, nearly

40 vears aftar he , ,

designed it,
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rcade games that never made it home

B RANBAAAA

THE NINJA KIDS

M Developer: Taito M Year: 1991 B Genre: Beat-"am-up

)

P s

RN

5

UNCONVERTZD/ ///

B This unusual but surprisingly well-crafied title
from Taito has become famous for its ludicrous
story above all else, which finds a quartet of
ninja marionettes trying to stop a cult of dewvil
worshippers from resurrecting Satan,

Clearly trying to capitalise on the mania
generated by a certain band of pizze-eating
reptiles, but then adding an unusual dollop of
Satamiam and puppeatry for reasons unclaar, The
Minfa Kids wias typical of ten-a-penny scrolling
beat-em-ups of the MNineties.

The four ninja puppets each hawve their oan
unigue weapan, 85 wall 85 a series of ninjutsu
spells, which are unimaginatively linked to arth,
wind, fire and water. The fight meachanics ara
equally clear and straightforaard. You onby have
twa ection butions to worry shout: one actuates
an gttack and the other a jump. Hitting jump and
then quickly follawing it up with an attack causes
wour ninja to perform an aarial attack, while
pressing both simultanecushy, if you've picked up
a epall serall, inftiates your character's signature
attack, the animaton of which seems to change

I,
il

at rendom points in the game. Fnally, doukble-
tepping in amy direction causes your character 1o
perform either & handy vertical evasive dash or a
horizantal slash attack. And that's pratty much the
fundameantals of play covered right thara,

As we touched on eardier, the premize is lesa
sane, Some of the bizarme enemies yvou face
include Rastafarian hippies, sheet-weanng devil
wiorshippers with bunny aars, a fast foed manager
who turns into a werawolf, rotund businessmen,
a firebomb-kobbing Iragi warlord, a posss of
hunchbhiacks, a man drving a Power Loader from
Alfens and, of course, Satan himself,

Thawgh at points fesding like & parody af the
geanre, Tha Minja Kidsis actually guite playable,

Its uncomplicated nature, whimsical enemiss
and satisfying combat combane to make an
antertaining brawler that is greater than the
sum of its parts,

We suspact due to its strange thames, The Nimja
Kids wias never ported at the time of its releass. k

did eventually get a late home appearance, though,

when it was induded an Taite Legends Volume 1

i [ — iy

I DEPTH

¥ The S K's doies nathing atvpical of Minelies
seraling be st-em-ups, uniess, ol courss, you cournt
rinja puppets fighting dei worshippers

1 The enermies you lace ane & pretty random bunch
[ a first play you honesty couldn’ guess what you'l
b Facing reext. Tovo seconds aga iDwes Rastalanans

B Upan callecton of & spel Serall, each charscies
c:an then parfanm a special ninjutsy atack
Thaeyy'rie: ll beased om the Tour classical eliments.

= 1
g I

"~ omw  [Gibeerenie DaRe S s oo

CURMVERTED ALTERNHTIVE
TEENAGE MUTANT NINJA TURTLES 1567

With its four hernes, ninjs weapons and
autlandish enemies, it's plain that Taita was
motivated by capitalising on Teenage Mutanf
Minpa Turtfes hystana, Kanami's smash hit
arcade game was reléasad on a surprisinghy
modest number of consoles and computers,
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SPINAL BREAKERS

i

THE UNCONUERTED

W Developer:V-System B Year: 1990 B Genre: Run-and-gun

fL R ]

-t B RHT R |

W
mg

 [Mrcade] Lsing o machine guncnmen vwidding only samdsis
aciaplatby vhem tay're posssimd by domans

weapons and waffles, Yep, you resd that correcthv: waffles. You see, Spinal
Breakers has this peculiar fascination with the batter-based cake, Even the
main character is called Captain Walfle, This preoccupation aside, kesping
us from stickang Spinal Breatars in the ‘best left’ draveer is its hilarious stony
and imaginative cresture designs. You appear to play a8 space maring who
lesves his farmily to return to Eerth and rescue the planat from a bizarre
dernon race called the Helldroids, The stary doesn't mention it having any
kind of time-travel compaonent, but the enernies vou face are a disparate mix
of demomic soldears, ninjas, samurai and mumenees. Theare's even a stage
set in prehistaric times, with demon-possessed cavemen and dinoseurs. it's
all a bit bonkers. Spinal Breakers is & pretty everage blester but does hald &

degree of entertainment value,

VICTORY ROAD 1955

CORVERTED ALTERNATIVE

Ot Zone may not feature rotary
controls — thet would have made its
challenge far egsier to stomach — but

W Spinal Breakers is the
videngame equivalent of the
trashy action movies that filled
wviden libeary shebves in the
late Eighties, A third-person
an-rails shooter very similar 10
MANLTE7S, it seas vou slowdy
strafing your wey from left to
right, dodging attacks while
bligrwimg aweeny arnything that
ranves, In fact, even stulf that

saw Paul and Vince launched mto
the distant future to fight alien foes,
certainky has perallels wath it

this odd sequel to fkar Warniors, which

OUT ZONE

[ 7 et
E;' e
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i St | ¥
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doesn't, as drilling bullets inta
innocent corpses littering the
levels rewards you with new

CUMVERTED ALTERMATIVE A i Ay e

NAM-1975 1990

Released the same year, AMAN-TS75 and
Spinal Breakers could alrmast hiave been
separated at birth, Wall,.. aimost. One of
the sarliast M5 relaases by SMNEK,
AANE-TAPE was released on the AES and
Meo Geo CO standards and is reasonably
cheap o pick up today

BE

IP':_

Y

LADY MASTER OF KUNG FU

i a B _delJo—dE—Sa_gQ-

fndnn Hi5Ha @ e
o [Armadie] Mobedy meer tokd the sollie netim hing 2 gen o
a Bl -fnct bank Sghi.
B From cult shootar stalwart
Toaplan, Out fone is a frenetic
&

wertical on-foot shoater in the vein of
Commando and fkard Wamiors that
sees you play the role of a ovborg

B Devaloper: Toaplan I Year: 1390 M Genre: Run-and-gun

marine whaose job it is to wipe out

a malevolent alien race The lagt
stand will take place ot the tular
Ot Zone, an outpost divided up nto
serein lengthy stages, teaming with
piowverful enemies and bookendsd
by some impressive bosses.

Ot Zone ks one taugh cookie,
ard what makes it 50 challenging is
the fact that wou can anby take one
hit, and you glso have a depleting
energy bar that has to be continually
fexl wiath peck-ups. Meking matiers
worse, plavers are mosthy limited to
Just two weapon typas = a thres-way
spread shat that can onhy be fired
up the screen and a shot that fires in
the direction you're moving — and to
get ampwhere fast the best tactic is
o repeatedhy change between them.
Lewads faatura annoyving cratars to
fall into, enemies are mamy and
mighty,. and bosses can be gneslling.
Yet despite this, Out Zone has that
one more go’ quality.

| THE ARCADE

B This smacks of an ill-conceived attempt
b Taito at trying to make its own version
of the lrem classc Kung-Fu Master - onky
designed 1o appeal 1o female gamers
and panyy old man, The plot isn’t entirehy
clear, but swhen we played it we imagined
that we were playing an aggressive
masseuse who has to fight her wany
around the various floors of a love hotel.
She must enter open rooms and baat up
the kinky clients waiting for her arrivel
ingide and, when done, they will either

B Developer: Taito M Year: 1985 M Genre: Beat-'am-up

leawe her & nice can of energy drink or &
gerall with & ketter on it for her services.
Once each letter on & floor is collectsd,
you can then enter through a large door
on the top fleor, whare wou get to fight a
final boss-type character. All the bosses
followey the same ridiculous attack pattern
80 gre pretty essy to thwart, and the
cantrals and combat are fiddhy, Utimately
it's a fairly tadious game, enan when
apphying our frankhy ridiculous masssuse
sCemarno to it
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WE DIG UP THE FILES OF THE CLASSIC COMPANIES OF OLD

N\ Atari Inc part

Formed by two engineers, Atari rose to
define the early games industry. However,
its rapid expansion hid the looming

threat of bankruptcy that defined its

early days, right through to the corporate
overindulgence and personality clashes
that oversaw its ultimate downfall

tar's origins go back to Ampex
and a little-remembered division
called Videofile, & doourent
storage arnd retreaal Systam that usea
videotaps and televison dsplays o
search for and reproduce docurments, it
wias capable of recalling & full page out
af the phane book and printing it accurgtely
A anglooue engineer oy the neme of
Teed '_ZI.;|L||||_"-,.' had been wearkrng in tha
‘InputfCutput’ growp at YVideotike,
responsible for the cameras and printers
used to record and later prnt aut
documents, when he found himssaf with a
nvr affice mate. Just out of colege, the
young Mof@an Bushnel had moved out 1o
Califorméa fromn Utah after geiting an entry-
lenvel job &t Brmpex
Ekil and personalitg-anss the taio
soukdn't Rave Deen mone differsnt

A | AETHDGRMER LOLLEL PN

Apcording o ther boss, Ed De8enedeti
“Maolan wes the dreamer and Ted was the
plodder, Ted's engnesring work and ideas
W CONSErETVvE BErnaps In the axlfeme
Motan and later miarns Al |Sicorm ] and
Steve |Bristone] wene brllian:, inesxparienced
encugh that they had no idea of what ang
condigl mat g

In a sense, Ted's experienced anproach
b engireeriog wou serve szl to guee
Molar's inexperiencea and forsand-ooking
manner 3 soid fgundation as the teao
embarked o0 & side project Together,
Alrepchy enjoying daily games of Go in
the affice on Ted's custam-tualt board,
Mcfar taked about wanbng o pursue
bringing computer games o the arcads
ermsronment. Tapping the more expensnced
Ted, he began pertrening swith hirn an thing
o maka the aream a realty. Aooorang o

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES
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fkan nc wias folgucded on 20 e
1972 bir mehnicalk, hagan in 1568
75 A parmeeshen bsrsarnn Bodan
Enmhnel snd Tad Disboey called
Byl Erginesing

ftari's first arcade grme was
g i T872. hs firss consummey
oG W & hoins werscn o
Fong for Searg 0 1575

Tha Wideg Com puter SyEiaer
[WC5E bamed knceats s the Aran
B0, By 15 00 oN AU oF
1975 and wees relemd on 14
Dtk 168077

Warner Communications
baauight Arsi s 1B B g
aEn maman 537 relion 1T geee
ey half of it in 1584 fm no
aney — S pInimes oy SHk
Aitarl's DO gamel prope s
e Fong Breakout Asnmics
Confpede Bamarnns Msiia
Corenand aned Tammesr

Atan dfeciod the pop il

i of 1 ealky Ekghtes =
BLh & chaaesd Thal It BiRCATTS

Sy Ty with fegh techrmclagy
It s ffectpd LIS poliiis, &5
haz TEdTY Era | IDRITCEAT R
rreed o desoine Demoomis
wha supporisd the developrmet

of high-imch Pokesines m stmulns

thea LIS aconinirsy of thea time

Ted: "He took me off 1o Stanfad 1o see
[ Spaceavar!] 5o F could Pelp Ferm come up
with wens 1o dio such a thing.”

The ariginal plamn weas to bring the
expenence direct 1o the srcade vig a PFDP
or gomparable minicomputer, and & thing
DTl A th PFCOramirming Sxpaarancs, Lb""'.-‘
Eryan, was browght in o that end. t termed
out to ba a short parinership, however,
whean ths gporosch was guckdy found to ke
cest prohibithve, but they did oat & name for
their ergineenng group out af It = Syzway
Enginesring. H this plan for an electronic
arcade game worked out, the two planned
to hawve Syzygy be a contract-engineering
firmm for the arcade industry

Wher it was aediaed o mose 1o & non-
general purpose format = or ‘state maching’,
wwhane the garme 15 compeised of zero code
but rather hardwsred through chip hogic — it
becerma Ted's turn to oo the heawy [fing
He desigred all the crouitny 1o put & spat
an & maditied teleasan Seedn and move
it arpund, and Molan shopped 1t around for
somecne who may be imerested in funding
the devalopment of a fing! praduct, as wel
g5 manufactuning and distebution, Finding
closed goors evenratens he looked, ad
Itther interest in the arcade industry mecca
gf Chicago, he fmalky found a coin-op
compary locally that was interestad
Mutting Associstes had previonss SUCOE5SRS
wilh slectiro-mechancal games such as



L€ He definitely
aboutTVgarmsofa'lysm't”
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L BY THE NUMBERS

540 million Tha amaount

of profit generated by Atan
a5 its golden age began in
V7, the year i1 released tha
hisgely succasshul Atan J600

5530 million The armount it
last in 1983, as 1he industry s
crash was under vy

TN WHER THE

had no ideas

ARTED WIOIRH ETHER

Lompuier U and saw the potenta
of thes new formet. Hiring Molan &s keed
encireas 1o finish adapting Ted"s «
a garme while performing gther duties at the
camparmy, Mutung becarme the fubure of the
industry for a shart tme.
Hawng falked led nto leaving Ampex
and joinirng him at Mutting, by the end
of developrnant Motan was dching 1o
higvi rmone input an the busness Sda ol
things. The two keft Muthng by the spring
of 1972 and decided o make Syoygy
Engineering their main sownce of income.
Fureling the startup wath
Maney TRom ."-Jllr'.il'li_'! 5
purchase of Compuier

2 Tha number of competitars
Atan had in video arcada
gamas in 1572,

25 The nurnier od
COMpettors by 1974,

£58.95 The cost of Atari's
first home console, Powmg
in 1975,

£189 The cost of the Atari
2600 at launch,

1 The number of
rrianufactLrens making games
Far e Mgl 3500 an ies 1877
release, Of course, it was just
Aran ftsall, althaugh third-
parties woukd guickly appsar

Space, and subsidming daly operations
with a ol route, Molan looked to get
their frst contract. Thair first chent weas
Baly, which contracted thern to produce
P Hnba |‘4._=q,-f|-*|"|=' and, mane imaomantly
an aleciranic g W) G Madan hired
armed Aredex inbenn Al Aleeea 1o weark
on the proposed garme, and alowed him
to get acclimated to '|‘|E|. video cincuitny
fram Compoter Spaee MNolen had ses
a gemgnstration af the first videogame
cansoe, the Magnavas Odvasey, that past
My, and decided o have Al do an arcade
version of s tenres game. By the tme &
wias done in August of 1972, Molan was
QuvDlEd Twed 10 0ne f0 make Al S swanm-up
game, Fovg, Svnven's actual garme for Balby
It weas durrg this trre that &tan got s
now=legendary rarmse, When locking to
farmaly inconporate Syoygy Enaneening,
it was found that several other companies
weene aleacky using the name. Giving the
ke A st of namees based on mavas Iiom

| 145 The number of

{ manufaciurers making games
fiar the 2600 woHdwide at the
time of the crash.

5,000 The numiner of shares

| allegedy sald by Ray Kassar
| based on insider knowdadge of
| Arar’s performance.
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Ga, e clerk peeked Atan, not knowing
that ha would be choosing the narme of
the cormpary that would define electiore
entertainment for pears to come. On 27
June 1072, Atan Ine was officially bom
Malan and Ted decided o keap the Symegy
AT fof the ang reenng porlsan af thei
verhure, and use Atan for their oubward-
facing business activities

A surprise hit
Aftar putuing sewveral st catarnets al
Forg out into the wild = mast notaohy
one at &ndy Capp’s Tavern that sat right
next 10 a Compowier Spece wnit — a funmy
thing happened. Pongwas a big succsss
drasnngg in far more monsy than the
Computer Spdoe machenes were, to the
extent that the Atari staff were afraid that
when they reported back to Balby on howy
the test run was ooing, Baly waoubdn't
believe them y inder-
reported the aaneigs numbers, and Baly
stll thaught theny were exaggerating

With Bally stafing on accepting the garme
g lociking 1o possibly pass it off 1o its
submidigry, Midhway Manufacturing, and Atan
krureang hos weld the garme was actualhy
daoing, Molan, led and & had a decision to
make: either let Fong sit in limmbo o maybe
be rejected aftonether, of look to goint
ranufacturing for themsalwes. They chose
the latter, and Ted coneocted a plan that

Wigry of this, th

HETHD LRTEH COLLECTHIN i3

b



Malan Bueshrell
Aftar leaarg Aan,
hdclan haadad hes Chuck
E Chesse Piczs Time
Thesare urail Tacirg
bark nipoy. Funding
Sl Sarl-ups unde
Catahyst Technologes
m tha Eighities ard
Exiefly retumning 5o
vides arcade games
yndhat Serte, he fnoa
Erng -of erdertainmean
companiss incding

Planfdat ard ilink,
wihich-evantually closad |
o 1o peoar miarkat !
perfornance. He s
currarshy parinsenad
n Antisiging Gamies
and i5 an Bohvizor oo
tha currars cwnar
of tha Atar brand,
Aran S8 {formerhy
Infogramies],

Ted Dabney

Auiter laving &tan Inc
1 1973 e warkead
For ancede compary
Bl Tor a timn

as wial &= severa
cihar nor-acads
engireenrg jobs He
e binafiy winrked

Yor his ex-parinsr agamn
when e Created the
pizza number callout
svstam for the asarky
Chuck E Cheaesa, &=
waall as tha Chuck E
Chense-branded (sase
Asynow Fresants Sipar
CUAE arcacks garme in
The e Sewaries.
He's cumently enjoying
mlirament whie macing
10 e recant ingerest in
i ireokamant in earhy
vileogame hiion with
Sunpeise, wondar and
QTACIDULS Nl visss

Adfter leairg Avan ng
n 1983, he bacame

an Appie Fellow in
1856 bafane mairg
throush & sirng

of ergnesing
ranagenant postiens
AL v nous e lRinrmel
GompEres i ihe
Ningtiss and aarby
JHI0s, He's cumently WP
of enginesring at LGats,
4 migtie Soced garmng
farn that cambines
gaming with ‘sociEl
Shopping’. Formes &lan
ernplovee Aoger Hector
akc poms. bamy thiara,

Steve Bristow

Since leawing &tan in
1884 ale mone thin

B thessaca, Seva has
wiorked as an engrser at
VAL COImImuUnicabong
frrma. He's cumarithy

emplovad at haadsert

manLfaciLre Planimanics.

4 | AETAD GAMER COLLEC TMN
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P Molan send a carefully cratied letter to Balky,

sugpestng that i ofhcialy reject Song so

that Atari could dewslon a new garme for it
The letter warked, and Atar became 2 full
design and manufaciuning ancade company

New horizons
Fram there the growth was explosive, with
Malzr and Ted hiring peogle off the streets
o fill the manufeciuning needs, and Mofan
FIrrsg mone @Nmneers and managerment
to help wath tha growth. Tension began to
deweion between Mofan and led on how
the campany should be running, howewvear,
and Molan decolad that there wasn't room
for twa heads — & fact that became obwious
o Ted whan Molar hifed sormeone 1 o
in and help restreciure the buziness and
empioyee rales. When they asked Ted what
he did gt Agan, he knew his time was wp,
hi wgs foroed gut of the company, with
managemeant |'|rrr‘“|',' r Modan's hands, as
Aan began its Innovative Lessure’ penod,

By continuing to pump out newy games
based on sports themes while doing
engineering research for an eveniual maowe
inta the congumer market, Nolan lookeo
o stay ahead of the game. A5 Al Alcom
relates: "Molan didn’t want to detrne us
@5 the best coin-op game designer and
manuiaciurer, instead he fooesed broadhy
on the entertammeant Dusiness. We wene
chealing res, chsruptneg prockacts in the
leisure industry. Molan hgured people waould
spend more momsy an what they went, not
what they meed” But things soon toak their
ok on the fledging company

Midan hiad rdoke Sorme bad hirmg
decigions for the financal management
portion ot the compary, and 1t Soon needed
to 3y off ermnplovess. Ta mizke matters
weorse, i started facing intense competition
frarm othars entenng the woeagame market,
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1973 1974

1973

including ol industry hanas ke Bally and
CI"III_,‘.am Coam, andl rsay CormnpareEs ke
Allied Leisure. Aleady competing for a spot
gt the wel-established cain-op distribution
tzble, Molan came up with the ides o
creata a ‘compesitar’ o increase the cash
flewar af the cormpamy. It would hawe its own
building, exdit on its oan at the industry
showes, and hawe 1ts owen prchasing,

cales and engineering graup, swhich weoudd
incuce another farmer Armpes infern, Stewve
Bristow: Dut all is manufacturing wiould

be done on the Alé assembly ine. This
compary, Kee Games, could clone At
tithes, aboeding the company o sell them
‘exchusively’ 1o two distributors at ance.

The wheels come off

Financia disaster struck in the torm of
Gian Trak 70 The garne was so hadly
engineerad that they started coming back
to Afan & deoes, forcing & Alcarn 1o
coene aut of hes sabbatea and redesign
tham, and forcing an even mora lengthy
dalay to this already costhy game. Then,
an top of that, an accolsnting error set
the selling price of each unit to $946,
when it cost 31,0985 w manufeciure it in
thue first place. It resulted i pueshing Ata
evert turther towards bankruptoy, and the
cormpanty ended wo losing half a millian
dellers Detween 1973 and 1974, By the
end of 1974, Atari began to flly merge Kee
Inta its parent and offloaded its Japanese
operaton to Makamura Manufacturing Co,
better ko as MNamoo

Things started locking & bit better in
1976 g5 Kee's menagement entrenched
itsedf &t Atari, kee president ang Molan's
next doar nesghbour Joe Keenan bacame
presigent of Atan; Gill Williarms became
WP of manufaciuring, helping to smoath
out issues there; and Kee's lead engineer,
Stewve Bristow, became VP of engineering
Alorg wath Steve came oo enginearnng
talent and future stars ke Lyle Hains,
wha, together with Steve, had created the
blockbuster Tank at Kee, Several arcade
dassics would De released in 1976 that
waLlkd o an 1o becoms rae known far
thair Atar 2600 versons but ssnved the
ultirnate goal of helping Atari get back
an track: Anti-Aivcraft Jat Bghitar and
the muliipleyer fedy 80 The bigoest
devsiapment, though, was the fi@ment
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1976

of Nofan's wish for Atan fo enter the
COMSUITR AMena

Homecoming
Al Alcarn end severdl enginears had been
warking on bringing Pong 1o homes, The
e 1o the consurer market meeant
shrirking the large bgic-based areacke
board to a small integrated cincut, for
which a partnership wath chip manufactenes
synertek and its IC designer Jey Miner
was formied. The end result was a product
that put Atan on the map n the consumer
market wihen it released through Sears
in time for Christrnas 1975, The resesrch
and development firrm Cyvan was also busy
during Fong's home release working on g
rcoprcessa-Dated kame contsole that
had the potental o more than make up for
the Gran Tk 70 flasco

Still realising that it seasn't enough 1o
cormpletely save the company and expand
operatans ke e warnted o, Nalan began
Inakeng for mone imesions in Ataa, and
eventealhy, an acheal buyer. A5 1976 began,
the buger appeared in the farm of Wanner
Commnunications, Wanner had besn om a
biuying spree o expand it operations, and
the aequitition of an expandiag wdeoganes
firrry ke Atan it nicefy into 115 plans. [ he
deal was signed in October 1976, officaly
making Atari a Warmner subsidiany

Linder Warmer, desslooment of Atan's
cansurrer line began ta bossam, the
most prokbc aspect of which was Cyan's

= Enjpying & mani of Bamisesiod usi
Lyka Raies, Dot Bainy,
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migroprocessor-based game consale,
First codenamed Stella and then officially
narmed the Video Computer Sysbern (2X-
26007, it wes refeased in 1977 and proved
to be the path to tnee greatness for the
company when it became gnicon of the
wickengarie ndusiry in the earty Bghties

It ol wall that first season i 1977 but
proved financaally harmiul to Atan the
fofoing wear when manufacturing delsys
caused a shortene of the canscle for the
1978 Christmas season. As in the arcacks
industry years before, Atar was soon
jined oy competitons eating up the new
console market — Balky with its Professional
Arcade, Magnavox and Phifps waith the
Doyssey”, RCA with the Studo I, and
prograsnmabhe console poneer Farchid
wath its Channel F a year before Atan's
console. Atar needed to separate the
WCS from the pack.

Also contrituting o Atan's ferrdar
finaraal probiems for 1978 were 3
lcklustre arcade line-up, such as Sky
Ramesr, Uita lank and Smokey Joa:

To make maters wiorse, thers was

tersion betweaen Malan and Warner
Communications. Malan had been aocused
of ey a lax CEO singe the purchase,
alrmaost “checklng out”™ of the much-
neaded daiky running of the connpany,

g by his gwn admresgion that wag the
cage, Conseguently, it keft maore rogom for
Warner and its installed executives to fiex
their muscles, such as Haymond Kassar,
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CC It ;vas just business,
nothing personal 77

PO AN BUSHMELL ON FORCIMG OUT ATAR CO-FOLINDER TED DA EMEY

the head of the consemer dison. |t didn't
halp matters that Molan began butting
heads with Warner on issues Bke the
future af the pinkall divigion, ar even the
future af the VT35

By the auturnn af 1978, Molan had
crossed the ine by trying o hold meetings
in secret without Wamer staff. Warner put
Molan out o pasiure gfter & reorganisation
plan and, ke Ted vears before, he wes
It with no recourse but to quit that
December, Ray Kassar was now leftin P
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in ™ ke Sesentas and waly
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115 Mo SIRCITONID QAmes Jdsamnn.
Starrg in 1978 b refrased |
Towsh e g Puickiald Gams Based |
0 115 Caah AR gErna at thie

sama e which compamd

with ord kns: againet & garme from
Iiinn Baadley irdprad by Touc

Mo Sron Aran planned T folioe
up with hanchald games hased an
arcade properies Bos S and
thes bearpaad Soevs breackes, ard
e planines] schsane s Tallanng
haogram: b procheets o e
furi Cossroes and fons Spactar.
Fler, T was newen 30 ba By the

aatly Eighies, T ol aopone games
marknt wies lgging in tha LS

and e shur dosm dhes divisian

i ral arly Kash s e nosd
Arres in Thes pronass, b i laer

e eoempay s thind mmploynm,

Al M porn, wio had hesn hasding

thes Comiros pragest and cuit
shothy aiTar,

RETHD GAMERE LOULELTION | 33

i

v P —
7 eind g Tl - |



RV E|

Jjnﬁﬂféiﬁ

Tank [1574]

L1 ONE TO AVAID

-

Asteroids [197%)
Thie clacos space shoaler that inllusnoad |
a generation, and it’s =1l fun to play, While |
most Wil have to settle for plawing thes
game on pasated technology, nothing
GOMPEnss 1o pREying in &S ongnal crisp
WRERE Fdros Tormat.

Centipede [1780]

Ancithar nnovative garme, Canboeas
iriprowes on The bug theme inmated by
Gadgiaat Set in @ dynamicaly changing
gardan playfield and complete with
wiorant colour schemmes, this sog-down
shaoter provad & ammésh hit for Atarl

Warlords [1980] ;
&till gna of the best multplever vides
arcade games of alf ime, its home port |
far the 2600 was just a5 funand one of |
the onky irmes yvou'll kook up four paddies, |
The arcade version mclides a broathsaking |
A0 cutout reflected backfiskl |

Tempest [1580]

Azans Tirst oolour vacor pame, this
fastpaced shooter that hes you ratating
around geormetne shages (5 agan one
thal just looks begl on & waclor Manior.
A capabls home varsan wasan'T relsased
urihl Temmpest 2000 dor ther Jaguar. |

Missile Command [1980]
Global thermonocear v, Atan style, The |
home ports sumbed down the gamepiey
far =e with a single ostick and bution
Accordingy, Atan engneer Dan Kamer |
was inspred b3 desgn a home versign of |
the arcade trackbal,

Az that many sl never have a
chance to play, 82 1’2 & discrete g
game that thanafore cannot be emlated.

It's sabetying usng dud sticks
TFIBNCEUNTE YOUr tanks thiaudh & mazs

wihile you attemgt o blast your opponent.

Slot Racers (2600) [1978]

This, Warran Robinet’s warm-up game

tar the mush Mo succassil Adkermie
i Asan on autopiol. Whde an angnal
concept, it was dona bettar in later ooir-
opa ke Speetsrand Tanr 2600 games ane
not kmoowen for thenr irspined graphecs, bt
the cars donT evan ok He cars
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n Tien shirts designed by Dan Kramer for intes naluse a1
Bxari i calebrate the releess ol bis dcen G200 Trak-Ball

P charge and began heading what many
cansider the goladen age of the comaoany,
if nat the entire Atan brand. Mot without a
lithe speed Dump to start aut with, thowgh

Under new management
Shortly atter coming to the company, Hay
had begun burnping heads with same of
the Video Commputer Systern prooram mes,
caling tham “high=5rung prma darmas”
in an off-the-recard porton of an intenaeay
with the San Jose Mercuny Naws that
ended up getting published. A rmeeting
designed ta be a pep @@k inearky 1979
prosed 1o be the last straw for some, &5 he
rranaged 0 aenate een mong

WS and Atan JO0/B0] enginear Jos
Decuir related: "Ray called a meeting of
the entire engineering team, coin-op and
eansumer — a bt of "blah blah’, and then he
starbed talking aDout whal wae waare going
to do. He was exoted about the 400 and
200| computer. He sasd we wede gomg
to e2d them in designer calours so that
wpmen wiollld buy them, and that we
wiolld Blso have horme decorgting softwene
B aurrisei af wormes | knew = |'_"'|"l§_'|i"|lq_":l_ll'l'|!_'|
decided to resign bacause of thes. Oine
of the WCE programmers esked him howy
he wes going to desl with the creaiive
1-.’l|'!?'l'l[ - the gerne designers, He said he
krenw about creative tvpes from deaing
with towel desgrers at Burdington Milks, his
previous comparny. & core of programmess
were disgusted, and formed Activision,”

Fortunasely, misch of the coin-op talent
stayed an to threst Atan ta the nont st
as the market began explodng thanks
to fako’s Space Invadars. A string ot
moe-iconic hits wene released from 1579

crvevarcls, inchiding Asfensils, Barfennsg,
Centipada and more. The consumer division
and s Video Computer System rode the
winve in 1580 atter & trmedy boensmng of
Space vaders for the console came 1o
fruitian. Giving the lggging console its kller
app, it was so0n jined by an expanding
third-party masdeet thanks ta Actvision, ang
sales really tock oft

The catabest for &tari's golden age
wigs Warner Communications itseff. As
a powerhouse media company, it bagan
leveraging its wide mel of subssskanies w add
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o0 Atan’s public presence in the widecgame
creze of the earhy Eighties that it dominated.
Yhat mamy nowy tzke for granted or
attritnte o Mintendo during its Farmicomy/
MES heyeay was actusally ploneerad by
Yamer :_Iuril'lg_; s penod. Stan-thamea
magazines, move placerments, toys,
chothing, party fevours, costurmes,
jeveetieny, stonvbooks, big budget cinematic
cammercials, colectables and moe built
the brand mio & cormmercial juggernaut

By 1582, Aw@n had become YWarner
Cornmunicstions’ golden goose. Comprising
80 per cent of the videogame industry,
Atani was doing sightly cver 32 billion in
Lales and prooscing mone than kall af
Warner's 34 bilkon in revenues, and ower
BE per cen of its profite. Wamer szw anby
continged groneth, and did what it could to
force what should have been considered
unrrananeable groesti, if rot 8 bubble
waiting to burst. This induded frecusent
second-guessing of A management,
creating & dual management. Maoney-bosing
deals such a8 the now-legendany £
tie-in wene forced an Atar, and a string
o angoing projects that woula hawse put
the company far ahead in both conscles
and comouters ware cancaled in fawour
of more ingcrementzl advancements like
the Agan B0 console and the XL series
of computers, Nat that some of Atan's
managerment such as F"P',l Eassar wwanan'y
enjoying ther perks; Leanets, limousnes,
vachts and oy office rernadelling wene
gl on the meny

The s of the end for the campanmy
vwere beginning as i enjeyed s record
priofits that yvear. By August of 1982,
werehouses around the LS began piling
up with ursald imentory thenks 1o the
olut of competing consoles on the markes
&5 Gordon Crawdond, a representative of
the imvestment group that brokesed the
origingl sale of Atan o Warner related
At the January 'B2 Congumer Electronics
Show there were three or four new video
hiarchasare Syslerrs ard Aboist B0 new
saftware systems = all the warning lights
veant an for me. Then, at the June CeS,
it was wugres! There weana about 200
saftwere systerns. This wes a business
whra he year belore 1| had been



essan ady a monopoby, ard o there vwene
Fteraly hunoreas of new antramts.”

Wiarmer and Atsn management became
partners in & cover-up af how Stari was
starting to suffer, Producing artifical repons
a7l & trurmpedc-up ropschion af @amings
for the tenal past of 1982, memibers in both
management graups began seling off
chares 1o insdate themeslves. The most
nobarious exampie was Ray Kessar himsaif,
whio did 2o sharthy before the Decerriner
18982 announcerment that earnings were
far short of the presoushy announced
prajection. It eventualy led to hinn beding
foreaad frarm his pomitian at Atas by that
sinimer, but the damaoe wes Elreaty dons
o the indhesiny

The bubble bursts
Shock waves spread as imestors began
to quiestion the wiability of the entire
VISHBOQ e Sy, andl Shock pricas
plummeted. Layoits began at Atar that
January, and throughout the rest of 1983
gnd 1584 many of thess newr competitors
thet Crawforgd had witnessed began dosing
The vidksogame market crash bad begun
Atan tmed to mirimise s osses by
starting up edvanced research divisions
in computing and graphics, as wel as
expanchng its arsgs of consumer regch
in metkets like next-generation medcd
devices and ekephone research, By
~eptembar of 1283, Warner brought in
Jarmes Maorgan, VP of tobacoo company
Fhdip Maorris, 1o replace Kasser and tum the
companty gnoend, Bawever, Werner bagen
rmiciarving hednaer and hedosr eamings andg
stock losses as Atan lost millons a day, and
by wiinter of 1983 Warner itself was facing
& hostite takeower by Australizn pubishing
rmagnate Rupeart Murdach, In Jlanuary of
1984, Warner brought in a firm to evaiuawe

[J THE NAMCO
CONMNECTION

AR T
10 mounting
Inemes fumi
e e
=l s
fladgiing

Jspansse npreation, nen by
Hidenyuki Makaiira, 10 Mamoa
Hideryiskl mcpamcd 10 50y o And
s MRTCn S mvy deasan , Waech
wruld imeisly refease bnansad
miR QEIred DA ey o0 16
prockasng s o T sTimecd A
long parmership bacsmen tha Two
campanies By tha sairly Bghties
11wt Aians thiat wees lKansing
Maim o gamas, and TEsE wWas
such big hits ™t pnans ane
frequendy regamied ms At
iiatad Hilas ook, Soch 38 DG
D Mok Pranonann Xawns
By Febnary TEHES, Mamoa
puchassd the Aoan aroads
frramr, by T ki &9

AT Cusiveses. H ik ik e

S0 aenisnn o of o ’s
LS ap=sstions, and by 1967

T paowal sl e cnaon Py
meagarhes wath nrhar A Gaes
rmplmyens 30 DUy the compay
mam Hd'rl'-\.'l Aol e it
Birpliyee-eresd. Shorthy alter
thes pcihissn ha creerad Tengan
o AR ATAN TIRAS IO ATVNRT T
homs conecds marier In 1894
Hideryii ard tha rast of i Al
[iamrsas £ralt sodd Thiar CormEar,
banck W W, YRS STHT S
Tere Wamee. Sady, Hideuki's
koreg A=snoistion vt the Aban
hianed wwrnilid el and e That
vl whien e possod ey an 11
Jures 16884 Boem hung cancer

FROIM THE ARCHIUES: ATARI INC

& Tha Artan Specior, o holopic " tabletep
gamethat nevar srw releasa

all its holangs and forrmaate a plan of
achon, and At was at the top of the list of
subsidiaries that it was suggested to demp
The Murdoch @keover wes awertad that
Pdarch after Warner bought cut his stock,
bt the srilrig) wwias sready on the wal bor
Atari. Warner began locking for companies
o by it outright, but when it couldn't, Atan
wias split into pieces.

The consisrer diision and most of
Ban s rmanufatunng and aestribuion
capakalites wene sold ta Jack Tramiel in
axchange for no money down and the
taking on of most of Atari Inc's debs
Felding it into his Tremeal Technologies Lid
(TTL), he renamed TTL to Atari Corporation
and began 4 nawe chapler of the At brand

w Intra carky Eighl s, pecisl smummen ¢ s doscated 1 paraanel COmpGbals
staried eping g ep, wish paren s sanding their kidsn tha hopes o guitng 2
fr ey iR it ey el A iwicen sevverd G peross e UG whibne ks

in the consumer arena, The stil-profitable
comn division, responsinke for Atan's acade
output, was initally kegt and reformed
25 Atan Gamnes, and soon after majonty
gwaniership wes sold o Namen
hdsch like 2 lEstsecond swoop of the
paddle m Fomg to save you from your
opponent sooning that winning point,
the Atzr brand was rescued from being
completely wiped out in 1584 and weidd
aurvive he crash. Howeewr, e drama,
suceesses and failumes ware far fram over
Ta be continued. ..

Special thamka: Curt Vandel, Jarry Jesgop, Ted
Oiabinesy, &llan Alrarn, Steve Bristow, Dwean
Ruibir, the Smithsanian,

erience

iuld program thei A EDD in betemen debclions ke svamiing and hsang
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD

N Atari Corporation ear2

Out of the ashes of Atari, Inc rose a new
company, Atari Corporation, as well as

a second chance for recently ousted
Commodore founder Jack Tramiel. With
highs and lows, unfortunately it would be
the swan song of the Atari brand

Normally, coming back to work
from a 4 July weakend in the LIS
is a rather uneventful affair. It's an
extra-long weekend, gnd employees gre
bl refresied atter spending e welh
friends and farmily celabratng Amenca’s
mdependeance. | his was evan more
spperent during 1884's celelbrations, &5 the
faurth fak on a Wednesdey that yvear and
marry empknees at Aten wok off the tao
praceding days in order ta have a frae-day
veeakend. [ hose same employees found
themselves comming back on the fifth o a
campany ripped in hatf

Oner that weekend, Wamer
Comrmunications execstves had conductend
a saries of secrat negotiation mesdngs wath
former Commodone head Jack framiel for
the purchase of Atari's consumer divisaon
g5 wed as its distribastion and manufacturing
retwiork. So secrel that Atan's own CED,

36 | RETHO GRMES COLLELFXn

James Morgan, had no idea untl he was
called into one of Atan's meetng rooms to
cign the papers. Signing on the dotted ling,
the consumer division was given (o Jack for
rH3 Forey down = Just 5240 milkan in long-
term nobes, and warrants for a 32 per cent
interest i lrameeds nevwe compamy, Atan
Corporation. WYWamer kept the coin division
af Atar, ke, and Morgan staved on ta
gversee the Compeny s Turfnes QEsso ion
andd 115 restroctiermg it e Con-anven
Afan Games. Both companies wouid share
Atan, Ing's game properties, with Jacks
NEnA COMEAanyY awming the redemarks

grwl horne mignts. Tha Atan kao woukd be
sharad by both &85 weel, under the stipulabon
that the com compamy wiould have to
include the waord "Games” under its logao.
The ensuing fransition wes fast, furious and
slopoy, Mo long penod of boand spprova
since il was just a partian af the comparmy
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[J INSTANT EXPERT

ARan Corparalion wes Keired bar
TrRTCAnKg A, bR noe e
i owTth Tramel Techrol ngess
Lol 18w st "Tramal mataed
o Tramval’ 20 then naania i
TP Ol R TR as

Jack Tramie! byughi Aemn's
porsuTer dhvision afier being
miseerd feem Commnadaen. b
s puerhessd pomandy f s
manufscnring and dembunng

Tha Mien SRIST wer Jack's anime
ti his faar al the Bperssss aneing
arvd clerrinalng tha LIS sorrpuis
1T

Azan Corporatien re-releaced mn
FHLD ainer seiding debis wadh
thie dreeloper GOC, B was nat
In: ress ponsae: oo the rednesn af

Mimnanda's NES

Tha XEGE wias rmsant o bea the
"B dine right”
Alies B cnirpute |ivteimals bt
rasing the consoie pspandsbia
fiva Rl Arai ooriuee weith e

acddtan of @ kedhasd

. Bl uEng

Thi &iarl Lyne vas deeniopod
unidee sofnasee nuttishe Eppos
s thim Hiandy. Stan Coeponation
ity Eceread i bt sncetond fil
matamieeshin af this hiarchamne afner
Eparx vomns bean k.

Tha Klsr Prrtfolis s e warid =
firal MS-DOS-compalitie paliriop
DO —

being soid, no tme o erapknaes to make
transition plans, no Ene for the weapping up
of ongoing projects and buesiness deals, no
tirne for armething other than mass chaos

Even Jack had no idea what he
wies piwsicaly getting in the deal, and
proceadad 0 back doeen Budargs ta
begin a manth-long process of imentory
gnd project evalustions. At that time Atan
had consisted of 70 buidngs throughout
Sunmveie, Santa Clarg, San Jose and
Migrtas, The main Sunmywale headguarters
alone had asound 25 buidngs, whose
functaons were mzxed encugh that some
of the consumer division's edvanced
resaarch operations were housed in the
Coen AMSION'S Pesaaduartens, unbeknownst
to Jack. At other bubdings where much of
the prototype, promo and progect matenals
veere kept, peopbe started puling up wans
grvd U-Hauls ta cart off items en masse
The compary mainframes was no less
suscenbike, and mary stacied deletng
their work drectones and emals n protast,
hiding much of the recent swork done under
Atan, Inc from Jeck and his pecpie,

The prajects and buildings weren't the
anby thing being aoprased. ack and his
management team also had to esaluate all
the employess that had been part of the
consurner davision o decde who they wene
going to take to the new company. Jack's
zor, Lecnand, was tasked with feading



o
un
ing and Commodore

mtldn’theatihem”

PCHAEL 5 TOMCIY K, FORMER ASSISTANT D BACK THAMIEL

the project and personnel evelations,
Those who passed omed the new Atar
Comporation, and those who didr't were
techreca®y already out of 4 job with the
colapse of Atari, Inc. "Our goal was 1o take
what see had and turn it into a functional
and profitable company before we ran
out of money,” said Leonard recanthy.
“Hopefully long before. The nesd to act
auickhy was chwious for many ressons.
It woidad save money and

& Tha numbsar of consoles
Corporation; 26001y,

- 5200 {re-relaasaj, TEOO, XE
Garna Systam, Atan Lynx,
Atari Jaguar.

Sarn Trarniel at once when he

2 The number of tres bald by ©

3 shorten the amdely of not

o BY THE NUMBERS H PR g o

wits bath CEQ and wﬂ’dlm 5% Tha number of games 250,000 The nurmber of

of Atari Corparation, released by Atari Corporation | Jaguars manufacturad,
3.77 million Tha number | fOrtha 7800 125,000 The number of

of Atard 7800s sald in the LS | 73 The numibar of gamas Jdaguars petually sold batwean
- betwaan 1886 and 1580, Atarl releasad for the Lynx. 19683 and 1085,

28 Tha number of Atar 42 The numbar of games 1 Tha number of amployess
‘computer madals releasad Atari releasad for the Jaguar. | left at the time of Atan
betwaen 1585 and 1933, Corporation's closura,

e e,

awhd; abaout 1,000 peophe lost el jobs in
about ane wesk "

One humorous tale did emerge from
that time period, however, an 3 trek up
w0 Aten, Ine's Coin-op headouarters 1o
interviesy prospective recruits, As Leongrd
and a coleague entansd the Duddng,
an employes got on the P& systern and
warmed, “Impenal troops have entered the
building,” as if Dgrth Vader himself were
eniering the rebed stronghold, "eound up
hiring Fen,” recals Leonard,

Jack weas stil in 4 precanous timancial
pasition, though. He had sunk milions of
his. gwwn money into the new company
w0 keep operations afloat duning July and
Bugust wirle pursuing the mountan of debt
owved to Atan, Inc that Warner had hirm
toke an, intending to collect it and use i 1o
fund gperations for the longer term. Onby
nobody wes paying, and by August Jack
wigs already streaaling — & sitsation that
cantrued nte 1985 and resuted in several
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renegetizions and francal assistance
fram VWiarner To make matters worse, Jack
had also taken on most of Atari, Inc's bad
debt a5 part of his deal, so Wamer could
get the losses off its books. Likewise,
& nurmper af expacted maney-mzking
products hiad staved with Wames, including
the recenthy announced Atan TE00. Adding
to the wormies, it wasn't more than a few
dens after the negotiations that his gld
company, Commodone, fed a shot across
his bowy by Biling injunctions against hisn
VP of RAD, Shiraz Shivji, and two clﬂ'&'
ex-Commodore engneers. They were
accused of theft of trade secrets and bamed
fram doing &ny computer work, effectively
shuttng ckrem development of his planned
nevy comguter for the month af July
Leonard tound the means o strika
back in the farm of a cancelled chegue.
Linbeknawerst 1o them, Warner gnd Atfari,
Ing hed struck up a deal with the very
compary that Jack bad wsited back in
Apnl: Amiga Corporation. Wide Shiraz and
gther engineers were kacked up in a hotel
roam in Al and May plenomg out a new
krw-cost, high-poaer computer to urdeash
againat the Japanese, Jack was visiting
warious cormpanies along Cabtormia’s coast
far possible newe techinology and feciliies to
kenverage for the new computer. Amiga was
one af several compenes thet Jack had
brief firtations with buying that ultmately
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I Jack Tramiel

Aftar ratirng once JTS
collspaed, Jack has
spant meat of his trme
out of the lmalight,

S far a rare publc
appeaance n 2007

in henour of the 26th
anrivarsany of tha
Commodors 64, ha
spends i Tme eroeng
his extanded famiby
and donatirg io places
k= the LIS Holocaust
hsrnoriad huseum
What computar does

fu sbll clarn to use

alter Al thess vaars?
A Camimadones B4.

| Leonard Tramiel
Adftar At Comporation
chset down, Leonard
wwant back 1o hes

astrpphyscs mois and
bacare an gighth-grace
astrononTy tEacher,

| Hy's dso voluntgensd
iatﬂ'mﬂ'd:ﬂt Space

| & Soence Centar
snce. In 20 Leonand
bacame the co-ordinatar
Tof the Carter For
Irejuiny San Francisen,
‘whana he promosas
epvichence-based inguiry

i Sam Tramiel

¢ Barn = cumaraly imaohved
m Tramigl Capsal. Inc.
Tl wiag Tounded by
Sarm n 1996, through
which ha holds raal
earate with ather farly
members ang makes
it mants in bath
high-tech and kow-tech
busneszas, halping to
Tuind & neEw generEmon
of tach entraprenedlrs.

irto parenomnal and
frmga scianos claims,

rmental heatth practices,
roligon, suculy gthics
and sociary.

Shiraz Shivji

Adtar laaving Atan
Carparation in 1883,

- Ghirae wworkad far
Momigrila Infsmational,
wiherg he developed a
pariog computer By

AT mECcing and

1988 ba found hirmsal
a5 WP of anginesring

at Canesta, Inc—-a
lasigher of kesasar
wleatronic panceplion
technoliogy, He s
curmentty CEC of Glo,
Irc, 8 medical tachnoliogy
recearch firm.

John Skruch
Tha last man out of Afan
Lonporation mgsed on

1o be 8 project rmanager

8T 8 chacorn for several
weE Uit the bublbls
burst He's curesntly the
account managar at Byk,
4 clovd-based busness
communricaians finm.

uO - BETRE GAMER COLLECTION

u fdzni Portfclio, the ME-D0S Tarpest 2000, and
verous Adenicakcusios Jeck hnefhrined io gat
back inta tha calou labar busiress mder Ageri

P vent moeduene, Nowy hiere was a cancelisd

cheqgue for 5500000 and contracts det@ing
a further licensing agreement that wes 1o
have been signed in June between Atan
ard Amiga, Instegd, it appeared the money
wias meturmed wath interest under the guise
of Armiga not gettng s custom chips to
weork. It wiould have been one of mamy
B, Inc projects that faded away had
Commedone net annaunced in Juby that it
was puichasng Smiga and its echnalagqy
Reregatating with Wamer during the first
weak of Auguest 1984 o get ownership

of the arginal contract, Jack bBunched &
countersyit the follpwing week The twa
campanias locked homs in the courts for
thie et Tewy yeans, with Commodons
setting out of court in Atan Corp's fanour.
But the mes=age sent in the interim was
clear; you may have farced me fram my
cornpany, but I'm not aong away

The future looks bright...
Ihroughout the rast of the year, Jack
updated the inhesited &-bit line of
camputers, finishing operating system
gewvelaprment of the new B3000-based
cormputer = then named smphy A2P

(Rock Bottorn Pricel — slashed prices of
warehouses full of console and compiter
invertony, and negatiated with Warner and
GO over the Agari 7800, AL the January
1985 Congurmner Electronics Show in Las
Vegas, Jack debuted a demo model of his
neww cormputer, by this time renamed the 5T
ardd soon nicknamed the Jackintosh by the
press. Alongside were the G5 end 130XE
B-bit eomputers and Atad, Ine mainstays like
the 2600 and previously cancelled 5200,
The slogan of his new ST computer line,
“pover without the price’, made it clesr
that Jeck intended o do egain whet he had
done with the Cormmoadone 64: provide a
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posverful mid-range computer for a low-end
price thal undhancuts evaryons

Sales of price-reduced wideogame and
B-bit computer back ssock generated more
ingome throughout 1985, allowing Jadk to
put meee inta the launch of the first two
computers of the 5T ine = the 520 ana
T0405T = that summaer. Unfiortunatehy,
some of those gaens were made possibie
with a reduction in the work force, from
2000 empknvess he previous SUmmes 1o
anby 165 by the folowing Jure, Jack also
reached an agreament with Wamer 1o pay
L for the 7800's dewelopment and ten
launch tithes.

By Auaoast af 1986 he was looking to
regtart his videogame division, Michael Kaz
was tapped from Epyx o do st that, and
he changed the consemer dinsaon inte the
enteriznment elactronics division. Fatz's
vision was to have Atan Corporation expamd
to all slectronic 1oys, mot just videogames.
He rremediately sel sbout getling mom
kemnces together for the refaunch of the
7800 a5 well a5 launching the delaped cost-
reduced 2600, somatimes refermed to as tha
2600 Jr, &t the magic price point of $50

The TAOD was relaunched at the Janmuary
1986 CES, and by &l the anmouncermant
was out: Jack had done . Atan Corporation
was out of the red and in the black, snd the
brend weas profitable zgain, The T800s that
had been siffing in warehouses snge 1984
quickhy sold out, and by the trne of the
June 1988 CES Atari was once again ‘hot’
far both computers and consoles. Al was
rasy, excapt for the presence of a Japaness
company by the name of Mintends and its
Meintenda Entertanment System,

katz had trst heard of Nntendo in the US
market while he was kookng tor
arcade icenges for the 7200 in Novermber
1985, finding rmamy of them aready
sraanches up for the NES. But with the
Cormpany hEndng no reputation among rata
channels other than a test market in Mew
Mark, nathing was thought of it. By the
firne of the June shaw, hosweer, it had
expanded 1o Los Angeles and wes
growe. The fact that bath Atan and
Mntenda, as well as the emerging Sega,
ware raleasing conscles was taken as a
sign that the consumer vidsogsme matket
in T LIS waas returning — and wath
3 wEngeane
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1785 1785 1986 1784

On the heels of the ‘official” national
TEOD launch, Afar Corporaton want public
with its stock, ghang it the money o pay
back Warmer for 2l loens and leaving it with
4 per cent of a profitable brand

Flying high with Atari

By 1987, operatons wers in il farce

at Atari Corporation. The 7800 was the
nurmier toiz consoée in the LS, and the
cast-reduced 2600 was a top-selling -
and corsole, which was ensuring hat Atan
was thush wath cash. Mot one o settle for
amything except total market dominaton,
Jack decided to attack the nsing Mintendo
with a Fegh-end console with capabiities
that weould sat it ferther apart: the abiity ta
expand into a full eomputer,

"Wie wanted o do the 5200 done nght,”
says Lecnard. Mighael Katz wes of the
apposite mindsat: “In arder for a console to
be successful it's sbout the haot titkes. You
meed 3 hat tithe for the launch. We didn't
hawve one and | was against releasing tha
corgole, but Jack insetad on it amgweng”

The XE Gamne System (MEGS) was
relegsed o CONSUMEns 35 a console wath
g bimched ightgun and Huilt-in computer
version of Missde Commang Wiy that
version’ Bacause under the hood, the
¥EGS was povvered by a G5XE computer.
Dirrving hormee the fact even mane swas
the curicus distribution method of mainky
computer speciaity stores,

On the computer front, salkes wene good
but frustrabrg. Rather than imestng dolars

u TheJaguar sra arttean
gringcut far sushi.

ATAR CORF WTRODUDES
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1787

1788

1789 1771

in resegrch to significently update the 5T
farrily's operating systerm (GEM and TOS),
Atan Corp instead released a continuing
floww of hardwere revisions as new maodels.
By 1587 Atar had released the B20ET,
B20GTM dwith television medhdatarl,
B2OGTF {with a built-in flopoy drivel and
B20GTFM {both the modulator and flopmd
Likmwnse, it had released the 10405 1F
(5205T with an extra 162 BAM and an
irhemial floppy driveld, and the 10403TFM
(040STF wath TV mcdulatan

Bddead to 17 was Atan's entry inta the
wearkstation markes, the Mega 51 series,
with models that represented arbitrany
harchesare pgrades —Mega 1, 2 and 4
simgiy refer 1o the amount of RARM in
e rnachines, Inside, the Mega iself
introduced teatunes that Atan 5T users had
been asking for: a card expansion slat and
detzched keyboard. Thers was sso Atsr's
nenw Bitter graphics co-processor chip,
al heast far sorme of the models, onoe
anain causng confuson among retaies
and consumers. As it to hedge his bets n
thés new high-end business merket, Jack
glso had Atar Corporation ster an [BM PC
cone line called the Aten PG

O nceing obstace soll ermaned in
the way of raising sakes of the 51 line: the
legend of Jack Tramiel. Whhile ssles of the
2T range were sirong in Europe, Jack's
days as head of Commadore had left a bad
taste v the moutng of many of the larger
LS retail chains, and gatiing into them was
a challenge. Jack had been focusng on

-
)

ATARI CORP B TRODUCE
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smgler spedalty computer stores ang
rivacie Sorme hedcheedy o ke shones
thanks to the builk<n MIDI support's
popuarity with musicians, but in a
miowie that fareshadowed Gatewsy's
and Apple’s similer moves in the lage
Mirmsties and 20005, Jack sought

o get araund the retal prablam by
creating his own stores. [The antwer
Wwas to purchase electrorics chain
Federated Elecironics and install his
seoord son Garry, then a VP at Atan
Corporation, as its president

® Ahagpy Jack Tramio just aler
i faumding of Azari Garperation

i

£€ Jack believed in motivating

ﬂ'leirjollg were

instilling
dispensable 77

fear that

DO ALD A THOMAS IR, DIRECTOR OF CUSTOMER SERVICE MARKETING

Together forever

1928 becarmse a yvear of transition at At
Corporation. Jack had his cwverall goal
scoomplished — & strong company and
legacy thet he coulkd leave his sons 10
furl = 50 hie made plans to retie rom
dary operabons and have hes son Sam
take ower the CED pasition in addition

w0 hig cument duties as president. Jack
wiould reman imached in larger decsions
s chairman of Atan Corporation’s board,
but otherease Sam was in charge of
awerytheng as of that May,

Ewen though the distance between
Atari and Mentenda in the console market
hiad widered, Atari continued its trifecta
aoproach of the 2600, 7800 and XEGS,
releasing 45 new games for those
systems. Howewer, the redl impartant
deselapments at the company wene
happening behind the scenes

Seeing the writing on the wall, Atan
began work on a replacesnent for the 7200
and XEGS caled the Super XE, which
500N mMorEned nio a8 way 1o everage the
5Ts internals for use in & 16-tit games
consoie, Atar found that it was not alone in
looking at this new market when Sega of
Srnerica contacted it Although the Master
Swstern had done well intermatianaly:, in
the LIS it placed thind behind the NES and

e

ATARI
MICRDOBOX

Al was working on Teen
dffemnenr replscements for de
Fafean at one pord, 4 ol which
e canvailad 1 innE a0 T
Jocp: o hull 32-bt version, a
1 (v micm, and & wmrsian
caliedd Pairber thet weonild v the
et chigreas. Bl vwnia 1o B T
a mrar soyhsh waonosian mn-onmmed
came mabad tha Mimaohaw If the
Ilicnobee cotm kaks ol it
bexaussn Somy kearsed Alamams
of then e For dhe PR32 Howw clid
it ke et 7 Moy s
Corparation pedal e vwound i &t
Sy st the TREE s

Bgari's 78000 Sega was looking 1a >
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B Wiss g tha Barrnabala, on daplay st Acan B
it afthie Lyror Eetrean nobeas e fes vt ies,

gtrike up a8 partnership with Ateri ty
Rawr 1S upearming 16-bit Mega Dve
system released in the US as an Atan-
branded product. Sericus talks ensued
but Wtimately fell apart, as Jack wantad
ntematiang rights, as well as the US

& licensing relationsten with Katz's aid
compary, Epyx, was further expanded that
vear to inchude haroware. Epyx had been
hawirg financial problenns and was locking
for assisiance 1o gel its Handy handheld
géme consoke 1o the market The deal stuck
had Atan manufactuing and distributing all
the Handy urats under its own name, widle
Epyx wiould provide all the softwere. By the
tirmee it weoukd corme to fruition in 1585 a5 the
Atan Lynx, Epyx was going Dankrups and the
gt rights 1o the powerful colowr handhela
SysiEm would mowe over to Stari.

White getting complete eanership of
thee Ly in 1984 would position Atan at the
forefront af the coming handheld console
fesolutian, THED woudd g be the sear thal
Atari and Jack's legacy began to unravel. The
tirst gign o was on 31 January 1828, when
Atari Corporation filed a 250 million wsuit
agairgt Mintendo for its restrictive third-party
icensing practices that locked in the most
opulas aeeelopers 1o only enle games
tor Mintendo's platform. YWhile not the onhy
compzeny to complain and go to court ower
the paicy, it sionifeed the beginreng of an e
of laweesuits lewnched by Aan Corporation
fe mither change the markeiplace in it
Tavour or gaen maore money. It stimatehy
st the Mintendo case, but by the time it
was decided MNintenda had dropped the
practice arway gl Degun facusing on the
upcorming Super Mintendo, However, Atas
woidd later win a seres of patent wolabons
against Sega, wiech resulted in an influx of
cash and icensng deals that brought Sega
gemes ta Aten pletforms

In Februgry Michael Kaiz left, cstensibly
tox ristive, but by the end of the yesr he
was at Sega of America as its new CEQ,
positioning the freshhy launched Sega
Genesis 10 be the dominant console of the
aarhy Mineties, And &5 the find blow ina
flurey of punches, in March Btan annogced
that it was selling off Federated Electronics.
Jack’s distribution plan had not worked, and
nstead the operation had siohaned off more
raney from Atan as it needed constent
financial support o stay afloat

Y | HETHD EAMER CULLELTRIN
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n Calfonein, chesigning e ressd
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el Conmare, dessopment of |
the 5T was 50 per cent done. e

& Lymie poigea ranais B G
and. e o Swath sovesrk,

Aten fingly put aut something more
than an mcremental computer updats, the
foremost beeng the 10405 TE, although
same woulkd argue that it was oo litile,
too late and should have been the main
upclate several years bafore. Joining the
T405TE in 1989, however, were the
Aan TT and Stacy laptop. The TT jumped
Aian's computer offering mio 32-bit territory
as & high-end workstation, retziling far
gmast 33,000 when it hit the: market the
falmeanc wear, The Stacy, whike mal Stan
Corparation’s fest attermpt at a portable
cormputer, did regresent its first attemipt at
bringing the 5T into the lptop regm—ar
what passed for them at that time. Probabhy
the mest pramising for the fgure of ALer
Corparation in 1889 veene relationships
streck wp wath twea Britsh firms. First was
Distributed Information Processing (D1R),
which had managed to produce the warld's
first palmsop camputer thet wes alsa fully
campatiohe with MS-D0S, Licensing that
ard releasing it 25 1he Atan Portiobo pul the
brand at the foretront of mobile comiputing
at the time, if anby far 2 little while.

The second relationship was with Flare
Technolooy, & oroup of former Sinclar
enmineers wiha lefl o san ther oan
camparny around developing an wlea that
they had far a multi-chip system that
became the Hare One. By thet ime, the
Super XE conscle had transfarmed intg
an advanced 32-bit systern that keveraged
S technology with the short-ved Atari
Iransputer's graphics card. When Flare got
imsclved, it had no saund &nd no namsa
Flare empknee Martin Brennan suggested
naming it after bes wife's new can the
Panther Eallista, and the proect received
its last i a string of narmes: the Atan
Panther. Three games were written on
the unfinished platform along with some
miaterial thet legendary Britsh coder Jeff
Miriter had been coding, before Brannan
toked Atan into abandoning the Panther for
a 30 platfarm.

“Wihde | weas over in Cabfornia in 89"
beging Martin, "l actually comdnced the

£LThe company called it ‘RIF, a

for ‘reduction in force’. We

BIWES L ART DIREC TOR AT ALAR CORFORATION, OM THE MOVEMBER 199321
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bosses at Adad that 30 wes the way w0 go,
with the experence we'd gained on Flare
Cine = 1f wou didn't pest do flat rendering but
chaded rendering, you got 2 30 appearance.
At the time, | was seeing pictures in
MQEzres wWinsne CoMmoulerns wang
rendering photoreaistc 30 wire meshes
ard | sad: These are static images, but
they only contain a very low member of
pohpgans. We could take that, anirmate it
gnd you could produce & game that was

& cpsaniurm leap aaay from the surment
garmes,’” And so, what was 10 be Atan’s
last garmes conscle, the Jaguar, was borm
an the strength of & promise made in 1585,

This is the end...
Microsoft's release of Windows 3.7 in
1982 began the domirance of the Wintal’
(Windoress running an Intel hardwane|
platfiorm, and suddenty Atar and Amiga
faund their computers. being relegated
ta the mcha markats of muse aud wdeo
production respactively. Atar Corporation’s
B-bit consoles and compurters had become
amoebic in sales, to the extent that supoort
for all of therm wes dropped as of 1 Januany
19597 Atgn tied 10 sakdier an with further
upctatas in e 5T line wa the Mega STE,
the 51 Bock laptop, and s final computer,
the Atar Falcon. On the market for 2 year,
its cancellation sorefied Aten leaving the
compuier industry sltogsther in favour of
totesing on ks Jaguar console

Besides the irvted computer sales, the
Lyr was all but camang At at the time:
It had enjoyved decent sales, but this was
the first device under Atari Corporation that

whoye h'd an '.'.'rm. /! .'|;|."|'r.l.r LIV, .|:.:rl|||:1:| onil Hr:.r

caﬁed"““'“‘ ”"’?’“



coukd mot be delivered under its "poswsar
withiaut the price’ shogen; the colowr LED
sereen gasunsd that Sam Trarmiel could mat
drap the gnce of the Lynx 1o be compebine
weith Mintendo's cheaper Game Boy. o
sam's cradt, though, At stil scored
somie maar tie-ing ke Batman Redums,
for which 8 15-minute Lyx commencial
plenved in cinemas before screenings. Ha
%50 managed 1o get placerments o tha
Lyr & youth-onentad TV showes like S
Howse and Favker Lewis Can't Loge, as
well a5 mowies such as IF Looks Coulkd KW
(Teen Agentt and Chid's Flay 3 There was
the multtude of ioensed ports of can-op
games by Atan Corporaton’s mowe distant
cousn, &tan Games, such as AFE, Gaunte!
and 5.T.UN. Runnar 25 well. However,
it w35 becoming apparant to Afad that
it re=eded to focus an the Jaguar, wiich
across 19583 and 1984 was gensrating the
bulk of the company's sakes

That promése of a 30 games conscle
future fior Atari kad manifesied itself in
the refease of the Jaguar inlate 1993, 3
complicabied rmuliprocessor System with 4
mixture of Bd-bit and 32-bit graphics anad
sound processing, slong with 2 wenersble
16-541 G23000 chip meant for bootsirapping,
gl af whach shoudd have bean g erowning
schimsernent. Instead, Alas farced Flair 1o
rush to fimsh developrment of the oesom
handhesare in 1981 and do product testing
during 195%2. The end result was some
bugs in the hardware, a developrent
manual writhian oy Btan peaphs wiho

wera not completehy famikar with the
grehiteciure, and bugoy and poary
wiritten develapment sofpwene. A smal
wiberral garme chveloprneant Dudget and
ouirageous licensing and development
fees for thirg-perty dewefopers made the
best success repellant in the word. Many
of the esteblished publishers ard swdics
stied away from the platfarm, and thase
that didm’t srnphy igromd its comples
rmultiprocessor archvtecture m Tavowr of
using the BBO00 as the miain processar
Dvang 50 instead of shutting it off after
booting, which was the intended use,
ensuned hal the Jaguar was rmitead 1o 80
experisive 16840 machine for many games.
I f2ct, same of the garnes were simply
ported code from the 16-bit Genesis with
graprecs that fel fr below the Jaguar's
true capabiities

A Atan Corporataon was releasing ks
owverdies and hyped C0 unit for the Jagusr
in Septernber of 1985, it found itself in the
pracanous position of being sandwiched
bBEbaeen Davo nexl-gen console relesses
the Sega Satum and Somy PlayStaton
Both refeased the previous year in Japan
end were becaming runshesy SUCoesses
in Co@Enison, gnd the Jaguer's peftry
offering of games that made Fithe use of its
haschesang waane dready Iooking dated rmext
to consoles that were just geting started
Sam Traméel downplaned the rival sywstems
grd their capabiliies n an infervew in
Mext Ganeration manazing, which i noe
kxgendary for Sam searmmg so out af touch
weith the reaity of &tan's position.

Ihe financial sibsation behind the scenes
was diamal. By the end of 1955, A
Comporation's sales dedined by mare than
half frarm $38 7 milior in 1994 w0 $14.6
rmilEcn in 18856, Sence its introduchon in
1953, Atan had ondy sold approwmately
125,000 Jaguars — 100,000 by the end
of 1884 and a mere 25,004 for &l of
1985, And a5 low as it was, thet 26,000
fepraserted 5 per oenl of the §14 6 reelion
figure. In athesr words, the cormpany was
sinking fast because it had bet ewenything
on the Jaguar

What also soon beceme apparent was
that the wesghl of the comparmy wasn i
just on the Jaguar bt almost squarety on
=am [ramesl as wel. He sutfered a heart
sttack, which in hindsight put the Keax
Gensiion interview in the kgt of 8 CEO
desparataly tring 10 keep up Gopearances
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Aftar the heart attack, Jack carme out of his
retremment fromn daily cperations and was
mef with a far differsnt company 1o the

ane he'd el Jack snimediaiesy sigrbanthy
downsized the Jaguar programme in
Movarriper of 1985, cancelling the cost:
reduced combination of the Jaguar and

CD unit called the CoJag and a mgre
cornpetitive Jaguar I, Major layaffs followed
that manth, &5 well 85 Soon Shuting down
the Atan Interactve M S5-00G game-porting
initiative and amy other recent project effarts
g5 wel, By January he begen locking for

a way o sell off the comparmy bedone it

arnd e oy |::_|||'|i||;; i1 freemn recent
lasuts wias comobetely gone. He found
the answer in the up-and-coming hatd dive
manufzciurer JT Storage.

The merger was announced on 13
Fibrsary 1986 and occured 0 June when
Adan Comporation reverse merged with J15
to becorne 3 divisian of 3 new company
called JTS Conporation. Jack and same
af the otfuer esacutives wonlld Dacame
beard roarmisers al Fas seee Sompany, and
Jack get the approwa! of Atan Corpoaration
shareholders based on the promise that
Afan waould contines operations after the
rerger. However, as layoffs continued, it
beceme abvious that Jack simply intended
o kaap things gomg in 8% mimmal 8
capaoty as possible. [he truth couldn’t have
beern chasrar then when 1957 rolled anound
and the Atari “division’ of JTS was a soltany
perszan, John Skruch, 8t & single desk
Skruch was 5i':;;|||_:-hEr1:_I|:.r_|I'|.' I".arll'_iill!'_i ATty
rernareng Jaguar support, the Atar website
and arry licemsing, such as Actwision's
acouisition of the nights to Asteroids and
Battherone 10 do wpdates the following year

Shareholders launched a 2wt against Jack
that continues o thes day, clarming that he
mistegresented the merger. Howewer, in
the Enterirm it veould solve nothing as JTS
itself was quickly falling down a finandal
pit as well, The comparny sald off all the
Atan Corporation propertes and remaining
warehouse stock o Hasbro on 28 February
1958 for anby B& millian. Althowgh it was
the end of the Atari brand proper, it was
glrriast fisting that the lest employee feft,
thie ane ta turm off the Bgnts, was Skruch,
wwho hiad besn an employee of both Stan,
Inc and Atari Corporation. &

Special thanks to Leanard Tramizl, B. West,
Johim Skruch and Don Thoma:
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Quake. It changed a
genre forever, and
shaped the course of
PC gaming into what it
is today. John Carmack

and John Romero, two
of the minds behind
this FPS beast, talk
about desktop gaming's
most influential series

MY SETHO EHITIER COLLECTIN

# THE BACKGROUND

& relatively small development
house in Texas, originally
known for its side-scrolling
platform series Commandear
Kean, did things very right

in the MNinetles. id Softwars,
whose staff now fall squarely in
the category af garing legends
smashed what we believed of the
limitations of aur ugly grey desktoo
boxes, With each title that they

unleashed an the PC gaming public,

Jabn Bomera John Carrmack,
“ichael Abrash and the rest of
id's talent left both customers and
competitors alike durnbfounded
£ v all knows by nove, it wes
WMiatenster 30 and Onorr that lea

the way as truby groundbreaking titles for id
Softweare, both in termis of their technological
achisverments and also for simply Deing fien
b . Gamers ware essentially faceiess,
floating guns fighting vast armies of ewl;
first Mazis, then the demaons of hel
Bust it weas when Ouake exploded onto
U soresns in 1996 that id's offerings
preseniad SoMmeinng SO ramcelly news That
armone yath rmone than a passing intenes!
in PC gaming was left askng just howee
many times one small groisn of guys could
revlutionise first-person shocting
It chicn't metier that it wes the same
forrrusa 25 belone, wih a Lovecrafian
twest. it didn't matter that the
games’ stondines didn’t ahways
have much to do with each ather,
af with grwthing for that matier -
wea'ne looking at wau, Ouske M The
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SIGNATURE SERIES: QUARKE

EXPERT OPINIONS

We pick the brains of John Romero and John Carmack to
get an insider’s perspective on id Software’'s revered series

ariginal Clieke wass always about pure action, @kng
the wenring forrmuiae that had worked so well wath
Dioorn and Weolfarnstein 300 but this time replacing
the old wans withs the new gods of “tnee 207 and
‘reaistc phvsics”, The result was far mons than the
surm of Its parts,

With four main titles, a string of expansions and
eoin-gffe, 3 massive onling community. and its status
g5 & forerunner in the world of prafessonal elecironic

Do you think that Ouake could  certaindy wanted to "follow the JR: The Ousks padette was

sparts and & rmajor contributor to the speed-rin scane,
Ouake broke neay ground an 2 frants. Gendne 30
graphics, unparalleled online multplayer, befewvable
phhysics, and & religious modding and map-mzking
community cemnented the senes’ place in gaming
histery forever, and paved the way for some of the

racst emportant garmes of all e

> THE GAMES

Creake (1996)

This was the PG garmeng
veorkd's big one. Like Fma
Fantgasy Vil to BPGs o
StanCaiT fior red-time strategy,
Ouake ian't just join the fray
S0 rrnich 8% Send A shotkwae
through the global gaming
scene. See, what made

Ouaka's arrival so monumental wwas that it marked the
first real 30 shootar. Just that phvase in itsedf should
indicate win Ouske holds the hallowsed spot that it
does. Everything that had come before, mdudng
Wialfenstain 30 Doom, Heratic, Descant 2nd even

the much-lowed Duks Nuksm 30 were actusly teo-
dimensional sprive-besed games wsming ke Texturas
£ g th player the illusion of moving theough a 30
warkd. In o reaity, enverytung was stll occurring on a

flat plane. Even though vanang rooms and platiorms
could have dfferant levels of elevation, playvers could
neves acteally go under of gver arything else, & mans

had ra real 2-axs

Mot sa wath Oueske which sporied 360 degrees

have something like the Sirest
Fighter I HD Remnix tréatment
and be a hit again?

JH: | absalute®y believe Jiske
wiEs @ great game in both
single-plaver gnd muliplayer
modes, | designed the gemne
wary purposetuly to e owr
darkest, most unsetting, and
most viokent game. To do that,
wig had to make a fantasy

wiorlad with Somse prethy bizeme
creabees, make the woarkd a
seary place o explone, and

make sure all the feedback,

frorn shocting to getting Hit, was
violent, For the time, nothing
wias @5 dark and unseiting 85
Clvake In fact, ewen today it's
towsgh to find a garme wath the
same strmasphene and bizsme
design. Out of al the sourge
parts, DarkPaces has been my
fenvourite, and it looks realy great
wath &l the setbings on Fegh. It a
team: decided to put the game
niiz & mesw engine, up-res the
models and up-res the audia, it
woldld stll be very impactful,

How different is Ouake

to the original game that
was envisionsd, which had
a Thor-like character with a

fun’, We weere also pretty much
fhailing withowt good design
leadersia through most of the
projact; mary of the elements
of the gamne just emerged from
which ingbvidug designers were
e prockictive,

What technical difficultias
did Quake present compared
to Doom?

JC: The vigibility culing problem
wias ane of the harder technical
issues, and probably half of
Clrake's development was
spent suffering with missing
bits of geometnys dusing
garnepiay. Thene ane @ nurmber
of good wenys o deal with
Doame=style levals as a one-
dimersional problemn, but the
arbitrany gecmetry in Quate
levels don't lend themsehes

i ary corwenient solution

| spent a far amount of

time chasing the chimaera

of perfect screen-oriented
beam trees before setting on
the pre-caculaien poberhasy
wvitible 2et (FYST saluton that
required 5o miuch compuetatonal
horsepowver to producs that
wie were set on the road of
almost LSing supencompiitesns
for garme developrmant.

pickad for Te reascns; wea
wanted the graghics 1o have 16
brels aof darkaess per olour,
ard these were anty 258 colours
in the VGEA palette, which
rmeans we oould orty hawe 16
different colours, In addition, we
weariied the game 1o be dark anag
viclent, hence the 16 brightness
valugs, and 5o we chose
browns, Dhees and greys as the
dominant colours, | was mosthy
all abaul the game s athiude and
feelng trat nelped us choosa
that palette. It just matched.

Is it true that Cuake I

came about due to the team
not speaking to each other
and cnly focusing on single-
level arenas?

JC: Cwake W was designed
fram the beginning o be a
rnulbplayer-fosused games, wath
bots tor angle-player. There
was 3 'desl” internaly that the
faloredng game wauld be single-
plaver-focusad, That temed out
to Be Doorn 3 although we
hadn't decaksd an the garme
untl after Cuate I shipped.

Where can you see Quake
heading in the futurne?
JC: There 5 a8 general fealing

giant hammer, and why did
thesa changes take placa? that after Quake N Ouake  and
JC: It became dear fairky earhy Why such a monotone palette [Ouake Wars], the Strogg theme

of pobenbal movemant, genune wertical depth, and
characters comorised of three-dimensional polygonal

shapes, smocthly rendered by the geme in reaHime an that closing the distance in Quake? It seemed such is played cut, and that it may
This graphicel innowation may well have sippegd nto for meles combat just wasn't a step back from the more be warth revisiting the Cthulhy
histery a5 manghy an rnpressive echrecal feat by d a5 ruch fun ina first-penson distinct colours of the id horrar therme, but we have no

Softwara were the prograrmmers Not camying ancther perepective as shooting, and we | games that came before, hirrm plans in place
ace up their sleeves: physcs, Juabe was the tide that
geve physics the place it now holds in 30 gaming -
Nt just & nowel feature in FPS games, but an integral
alarment in pracucally esery genne, from real-tirmse
strategy to racing. Probably the most legendary
functon of Ouake's physics engine, which included a
knockback effect for explosions, was the rocket jump.
Bus, as John Rormeno explaing, this wes far from gn
intenitional indusion

"W ansolutely dd not arbcipdle the rockel L
white making Ouake” he says. "IF ampane an the
dev team hed accidentaly rocket jumped at amy timme,
v ol have been all ower it, and we wioidd have
redessgned the Bwvels 5o make them notd S0 2asy 1o
comnplete wath rocket jemping. On EZMT [Episode 2
Map 1], wou can firish the leved in 11 seconds with
racket jrnping. | would have definiteby fived that. | think
it's an awesome akility, and have used it extensively
in degthmatch for years, But white we wene making
Ouake, ne one knew about it.”

o [P] T original dlaarion rrmegrad fark [enfersy and grity seHi In crosina selling & [P ke f vt il i 1y sievios: i By thes Tlag For a nevar nagian,

et Fidvwdally i il i g e o pronvaered [ Do 3
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££ Quake sported 360
degrees of movement
and three-dimensional
polygonal characters,
smoothly rendered in
real-timeJ)

Also
appeared on...

ORIGINAL Jduaks was ported
o or ¥ ST By oo e U =]
g Fingly enaug b 2 —
i 5 hes a 1} wed 5
3 i B5 | e g
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Chgke I E i Ery bha an Eilbroke
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UNDER THE INFLUENCE

THE OUAKE SERIES broke new ground
with each title, contrbuting 1o the
underhying workngs of & sew of the
biggest names in the genre today, For

a start, twio of PC garming's biggest
ewver tithes hawve thesr engiee DM firmby

Mb | METRD BAMER CULLELTINN

in the Owake gene pacl: the arignal
Hal-Life rung on a heaviy modfed
version af the Quake engine known as
GoldSas, which later became the basis
fiar Wahve's Source engne. And sa it is
that the likes of HaltLife 2 Soral and
the phenomenan thet is Courfa=Sinke
gis0 owe their existence w0 the senes,
Vilrde Ouske N itself may wel be the
best garme to make use of it underving
tech, it did give rse to the likes of bkon
Stormn's sci-fi epic Angcfvonox and the
controversial Sakdiar OF Formune In furn,
Ougke (s angne ran Lucashrns’ Jeck
Cuteast and Jodk Acaderrny and wenit
an to power the first releaze in a little
sefies called Calf Of Duty: Carmack and
cresay dane good,

From s contnbutions to the FPS gene = bioth
mtentional and inadvertent = and the expéosion it
caused in the world of ondrne rrudtiplayer, to the
community it spawned, Qusks's mpact on computer
and wideogaming canmat be cverstated

Creake 77 (1997)

Wihle ite predecaseor had 2
plat that ssemed to have been
construchad by throaey darls
at & baard with words ike
‘nais), 'slipgate’ and ‘Cthulhy’
randomby strersmn across it
Ok W actuglly had what cen
safely be celled a starylne,
wilhaul Paveng 1o rraoke ary postc boenca. Hars we
sy the introduction of the weny angry, very widlent
Stroon, & race of cybernetic aliens who attack Earth.
Mot groundbrezsking stuff, but it did introduce us

ta Bitterman and gave pleyers a sense of purpase
bayand 'k all that moves’

On top of this, Quake Il also saw the brains at «
=oftware makng leaps and bounds ahead of the
ariging! when it came to actusl dhallenges n the
levels, Mo maore were we inmited to simaly finding
colaur-coged keys to unlock goors; instead, thes
tirme round players wane tasked with comgleting
plot=sigrificant goals and sohang puzzles that could
s themn altering the level erviranments 1o make
it thnouagh to the end. Players had to acoess mew
greas by, say, flooding locations with water, using
giant lasers o blast open new paths, or moving Ruge
pieces of machinery to progress throwgh the maps.

What's mane, Ouske I also introduced the nowel
congept of revisiting prestously completed levels later
in the garme through the use af a central hub system
= nat entrehy nose ingarming, et it dd break away
fram the stncthy Bnear routes that gamers were used
to takeng throwgh theer first-person shooters.

The game's mdtiplayer component alsg saw
B major keep forward from id's previcus titles,
nowy allowing L 1o 32 plavers 1o take partin its
deathrmatch frenzes. Thanks 10 e ninoaate mes
tech nunning under the hood, and s combnation

of unprecedented graphaca’ standards, outstandng
level design and unparaleled online plyy, Quake If
went on 1o beyet another smash hit for id, s=lling
vl puer 3 milion copies, Twe offigial but third-party
epansion packs were released, and thanks to id's
propensity for eventually releaging scwrce code nto
the weids of its community, the game has sean soms
outstanding mods and ather user-generated contant,
inciuding a full remake of the angnal Doom in the
Cueaks N engine

Deapite Ouake 4 naturaly halding the top spot wien
it cormes o technolomeal provaass, 1t & Ouake I that
remains, for mamy, the game that offers the pinnadie of
the senmes’ sngie-oleyer expenances

Cueate TN Adena (1599)
Ok W Areva 15 emblamaibc
of wethene FPE ganning was at
the turn of the millennium. In
& possanly danng miawe, bt
ore that turred ol arvbnehy
justifesd grean PC garreng
trands of the late Minetes,

id Software refeased & majar
mainstream titke that didn’t passess eny sinale-player
carmpagn whatsoewsr, It Doldhy made the mcwes 1o
twrn Juska into the online mudtiplayer game of
choice, and it succesded, thanks to the game’s fast,
srnooth action, an underbying netwsork: protocol that
functioned betier than ever before, the seme egse

of finging online servers or satting up wour gwn, g
thier gutstanding “sevards’ Systarm that nas come 16 b
imitated by cowentless releases since.

Aowvards were marked by symnbols appearing above
your character's head, representing such things as
Waur accuracy, vour sbility 1o soone 100 frags, and an
appropriate icon if you'd managed ta humiate another
plenvar oy kiling tham with the gauntlat.

Wi can't covar this swithout mentioning s
exnansion, Ouaks M Taam Arena This was the
game of choice for these more into Duwake IFs
wee-based modes, and added mone game Types
Beand the standand deathrmatch and capiure the
flag offerings. it meluded afnew levels and character
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SERIES HIGHLIGHTS

ROCKET JUMPS

B THIS INADVERTENT INCLLISION
t the senes miade for some interesting
mioments in Juake's snge-player
campaign. In muftiplayver mods,
haoresener, yau wene nothing without it.

B THAMNES T EVEN more of its
trachamank graphical wazardry, 1
Software introduced proper undereates
areas to its games, complete with
gwesame vwobbly screen effects.

LAST BLAST

B \WE LOVED THIS i Dake N After
bBenng @hken down, Same anemies
weare stll able to fire off a few shos at
woul while on the ground. & smple but
SESOMe innowatian

SIGNATURE SERIES: QUARKE

SINGLE-PLAYER?

B YEF, THE THIRD Quaks game
ossed amoe the wea of a singha-plaser
campagn and instead fooused el
entirely on howw best 1o allow human
bedrugs to simulate kifing each other,

BRIGHT COLOURS?

10

1ns &

W OUAKE I SAW another serious
bredk from the moukd wath a bright and
colourfd palette miles removed from
its broneen predecessars. Whether you
lowe it or hate i, i waorked

modiels, some additional weapons, and was anather
wanmer for i

O miatevaiorthy thing 1o mention about Ouska s
technologed laap farwands was that, far the first troe
n the seres, and for the first troe in manmy gamers’
experences, the player models were made up of
three distingt parts, with head, torso and legs all able
to mene independently, Thus, plevers could actugly
Sea ywhiene opRonents Wene arming at army pont, aven
t they wara running in a different directon, givng
rportant visual clues for high-level play. Addhionalby,
Owate Y ellowed gamers o chogse models named
Doam, Ranger and Strip, which represent charagters
from Doorr, Guake and Ouake I respectveby,
Adrmuttedhy a surface-lewsl “freature’, but a pleasing bit
ot fan service nonetheless.

MWlore an the tech side was the autstanding bot Al
that proved 0 be id's finest vet, and the best many
gerrers had ever seen, Flavers could use a GUI o
arcker ther Al-cantrafied tearm-rmates araund, bt i
wis aso possible to verbally 1ssue commands and
get spoken responses in retumn. And they weeren’t
sitting ducks when it came 1o verbal abuse, either
the bats responded very specifically to taunts and
trasttalking, Mare importantly, ey would leam and
rnprove thair game as they were exposed to pour
pfay style and habits. The more one pleyed a particular
evel, the betier the bots would become — in fact, wou
coidd s=e the actual A pathfindng fle growing in size
an your hand onye

B 50 GREAT TO get it; so terible
when yous hear it gong to someocne
glse. The Cad Dammage power-up
is a series stagie — nat to menton a
rrdfiplayver haly arail

gaming pedances

Being an id garne, thera was, of course, & lange
modding scene surgunding Quake I, and one of
the most noteworthy releases has o be Rocker
Argrag 3 Sure, Rocket Arera bad been anowsd since
its first arabon was released for the ongnal Quaka
in 1987 but it was Rocket Arens 3 making use of
al the newipngied engine had fo offer, that really
stood out, 115 amazingly populsr Clan Areng mode
eveniualhy developed & vast player community, wicn
chose to use this mod first and foremost for ther
Ouake M exparience,

Luaks I is still played by gamers the world aver,
gue in no small part 1o the free browser-based por,
Ougke Lave (see the Also appeared on” boxaut}

Quake 4 (2005)

In a departure from the Ouake I
farmula, Quake 4, developed by
Raaen Saftwane, ook plavers back
0 the Qudie I stardine, wath the
cybernebic Siroog returning as

the cheef antagonists. The reality;
hoewvever, is that Guake 4 had
arcragbly the least impact of af the
Uil in the sanes, a5 it was based on the engine that
had already been seen and played in Doom 3 Crerall,
whereas the previous refeases in the series marked
giant leaps forward for games, impressing with theér
inngwation, Ouwake 4 was, unfortenately, just one smal
step, Due 10 it lewel design and stanoard sci-fi seting

YUAKL 4

B A DEATHMATCH FUNMAMEMTAL
this namea for a mulaplayer kil has
since gone bewond just the Quaks
senes &nd entarad into standard

THAT SOUNDTRACK

B THE MUSICAL TALENTS of ke
Inch Mads and Somc Foundny saw the
earlier Owake titles feature tenes that
rmamy fans stil inghede in their iPod
planyists to this day

t's easy 0 ses how it could just ac easily hawe bean
named Doent 4

"Woul see,” savs John Rameno, “id hed three big
franchises at hat tme: Wialensest Dooes and Ouake
Each ore was different. But with CUvake ) they crossed
the line into Doom's territony by having biomechanica
engmies, gnd miegking the player more of a big, Dedass
space menne. With Doger 3 they made the game very
dark ke Swake so | think they started ta muddy bath
IPs. When Ouaks 4 was refeased, | was plaving it and
at some point | sad: °| don't even know if I'm playing a
Ouake ar Doom game.” 've heard that id is pondering
aaing beck 1o the arigingl fantasy-themed desian, and |
agree iU's a much batter diraction for the senes

AP et thaegh! Divekyrveas mpresadw, beo® b, B id o in oy 2 yeae

HE TR LAME] COLLEL TINT LE
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HEME. EOGEES AMD THE MHEIMG OF GHME BOY TETEIS
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HAlexea Padjitrnow mavy have created Tetris but
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it. was Bulletrroof Software's Henk Roders who
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boar-drooms to bring the 9ame to the masses.
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“1 first saww Tetris at the Consumear Elactronics
Show in Las Vagas, 1988." says Henk Rogears,
the man who had already changed the
gaming waorld once by introducing the RPG
to Japan with Famicom's Black Onyx, Little
did ha know that he was about to do it again
by teking an amazing new Russian puzzle
game and embarking down a path that would
evantually bring that game to the masses.
was going to trade shows loaking for games
1o bring 10 Japan. Most of the games, vou
really can™t gat a feel for how they play in
such a short time. You stand in ling, it"s your
turn to play, yvou play a little and then you
mave on. Well by the time I'd pleved Tatrls
far the fourth time | realised | was hooked. |
started going after tha rights thara and then.”
Before getting imwlved with the Game Boy
edition, Henk secured the conaole rights to Tetns
and produced a Famicom version for Mintendo, But

"I was unannounced. which newver
harrerned 1n the Soviet Unlon. Yoo
weren't surFosed to talk to angbody”

initialhy, its success was far from assured. "That
Christmes, Tefnis had come cut and | thought it
was going o be a great apporiunity,” remeambers
Herk. "But for & garme 1o become a hit you realky
hawa to sell abowt 100 to 200 thousand in your first
order, and I'd managed to gat 40,000 That's not
even worth making. | went to [Nintendo president|
Hirashi Yamauchi and | said, ‘Listen, | think | hawe
aneé of the greatest games of all time here. | don't
knoow what P'm doing wrong, maybe it’s my salas
guy ar oy markaeting guy is ineffective, whatewar,
but it"s off to & wrong start and | need your help, &0
can wou do samething for mea?”’

"He called in Mivamota and said 'Is this really
& great game?” and Mivamote replied Al of your
accountants and sacretaries ara playing this gama
on their lunch breaks and after hours ewveary daw

el g0

FEL ERlE

It's a great gama!” So then Yamauch called m
Hirashi frmanishi, who was the number two, and
gaid 'l want you to have our sales guy call every
distribution compamy and tell them o order more.
Fro going "Wow! There's some sericus sction
going on thare,™

Yamauchi's typicalhy fisrce business acuman
netted Famicom's Tefrs another 30,000 ordera,
bringing the tatal nurnber up to 70000, which was

atill gome way off the minionum 100,000 orders o=

nesded to generate & hit, With so many excess |
cartridges in production Bulletproof would hawva to e [ O
gtart glashing prices or dumping stock altogether L
by January, & resort that Henk simply couldn't =

afford to take, “If & game goes into dumping and ojn
is sold for less than it cost then you're basically o
screwed!” axclamms Hank. “MNothing has ever x| Lo

come back from that sitsation. So | called vy sgles o Geme Bey] Hoey! Daarinaple line seoee? Wisting lor tha | Teriesing amis
guy and got him to call the distributors saying S s g S s
Thig is not a game that sells guickby: Hald onto

!
0O

your imventory because it will come back!” This
was samething unheard of, and gome of the stores
actually did sell cut by February and eventually
all the stores were screaming for the game, We
andad up sallmg 2 mallicn.™
If this situation wasn't streasful enough, Henk
arrived im Russia that same Februany, uninvited yet
determined to grab the handheld rights to Tetas
for Nimtendo's Game Boy platferm, “That was rmy
first tirma there and it was my reagon for gamg. In
Fabruary, with a tourist wvisa, | landed in Moscow
and started looking for Electronorgtechnica. And
Fwrag unanmaunesd, which never happened in : Ll d
the Soviet Union, You weren't supposed to talk to L
arybody, let slone do any kind af business with
amybody, and this was a government arganisatan, E
I walk into this place unannounced and they're
going ‘who the hell are vou?' | geid, 1m the gusy E
whio publishes Tetris in Japan. | want to talk to
somebody about it The guy, Mr Belikow, who D D E
endaed up negotiating with me evantually got D D
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HEHE RUGERS AHD THE MAEING OF GAYME BOY TETRIS
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Henk Rogers recalls Alexey
Pajitnov’s first trip to Japan

"HE RIDN*T HAVE any first-hand
knoweledge, The first tiree | brought
him inta Japan and wea want into

& supermarket, his jew dropped.

His reaction was like "Oh oy God!”
that this could possibby exist. If you
wanted an apple in Moscow you
had to stand in line with a hundred
peapla and wait for them to call

you up. You hed no choice. And
there’s no sign in that window seyving
‘appie Tor sale’. Ward gets around
and when you see people gueuing
you knowe there's somathing for

sale there. Now here he was in a
supermarket surrounded by piles of
fruit, and people cowld just pick the
ones that they wanted. And these
weene ordmary pacpla. They weran't
rich and it wasn't &8 movie sat. Up il
then he kind of thought that all these
things were like mowvies; they didn't
setually exist, they were just props in
& mavie, But then he realised, oh my
Good, all that stuff wou seein a mosvie
actually exista. | think thers wers
tears in hig eyveg "
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“A little while later, somebody came down the
stairs and asks ‘who the hall are you'. | explain
and say ‘| publish the Nintendao version of Tatns
in Japan’ And he says... We never sold those
rights to amyane’. Well, hoby crapl D had 100,000
cartridges in manufactuning, which maeans that 'va
borrowed 2 million dollars from the bank, using
all of my in-lews” land as collateral, end it turng
aut | have to bury those cartridges. | was really
scresred... There was no way | could pay them
back. So | said ‘Listen, | want 1o talk to somebody
about it. And sure anough the next day | was grean
the third degree fior three hours. Again, there were
the guys from the ministry, the guys from KGE
and there wes [ Teing cregtor] Adexey Pajitnow. He
wias in the roomi The ministry knew nothing about
tha game and the onby one who knew amyething
about it was Alexesy. | could actually heve a decent

‘I rented an 1nterereter and a car

with a chauffeur. In retrosrect.,

the

interrreter was Frobable KGE"

into a kot of trouble for meeting me. They grilled
hirn! They said, ‘o did vou get in touch? You
miust have had secret communication swith him.”
They bugged his room and listenad in on his
comserestians, to find out how the hell he found
mie wehen, sctually, he had nathing o do wath it,”
S0 how did Henk manage to track down the
ocwvnars of fetris against such resstance and
suspicion? “l rented an interpreter and & car with
a chauffeur. In retrospect, she was probabhy
KiGB. She knew everything shout everything and
alrgady knew who L was and what | was looking
far She would have tha answar 1o my quastions
befora I'd aven asked tham. So, they drove ma
to thie Ministry Of Softweare an the Thursday, the
ey after Id arrived, but she wouldn't go in with
mie. | gaid, "Wy not? What are yvou talking abouwt?”
She said, You don’t have an invitation. You're not
supposed to go in thera, And | can®t go in thara,”
"But you're nmy interpreter”, | gaid. Then [ thought
"Well, | didn't come all the way to the Sowviet
Unign, thowsands of miles, to be stopped by a8
door” 30 | just walked through that docr. | said, 1
weant ta talk to someons about Tetris,'
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conversation with him about it | was the first guy
e et from outside the Soviet Union that actually
understocd anything about the gamea at all.™
Henk's" friendship with Pajitnow, and his
persistence with Electronorgtechnica, eventualby
pakl off and he returned to Japan sdith the rights
o produce the first officially Boensed handheld
adition af Telrs, which would be programmead by
Mintendo. | came up with the innowvation of shich
buttons to use,” says Henk. "] thowght that | had
o make the interface & certegin way, 1o match the
way the PC game worked. The wany the PC version
wiarkad, you have a left, a nght, the middle butten
is rotate and then the space bar is hard drop. So
if wou flip that and tranafer it to the little Mintendo
controller, you've got left, Aght, pull dowven to
rotate gid than the fire button will give you & hard
drop. That's how it translates, and | thowght that
didn’t make sensae, that the movemeant of the plece
should all be on the left hand and rotation of the
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preca on the right hand. 1 asked my programmers
to make it that way but when we sant it to 04
everybody hated it But of course, if yvou're in the
rniddia of playing a game and &l of & sudden the
gas pedsl and brake are reversed then nobody
can handla that And, in fact, that's exacthy wihat
Mimtendo did, putting the mowvemsnt and drog on
the D-pad end laft and right rotation an the two
huttong. They also added a soft drop to the D-pad.
A that was ane of the complaints about it, that
wou'd move [eft and rght and every once in & while
accydantally hit the down button and cause a hard
drop. But Mintendo added the soft drop =0 it wiould
anly drop g little faster rather than instanthy. You
could still control it after hitting down by accident.™
Porting Tefris to Game Baoy should have been a
simple affair, but thare was anathaer complication,
"The approwal wae meant 1o be done on a Fridey
gnd then the game would go to mastering on the
Mondey, so there really was no time," recalis Henk.
“So on Friday | get the game and I'm plaving, on
& Game Boy, and it feels ke one of the pieces is
coming up mare than the others, I's supposad ta
b= random, a cne in seven chence of each pisce
caming up at &y given masment. So | tald my O
guys, Give me the statistics an how aften each
piece comes oul.” And, sure enough, It Turns out
that one of the pisces is coming out twice as oftan

i [Gare Bow] Wou'me playing the music i per head right now: aren’iyo?
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Elock Focking Beats=

Henk Rogers explains the origin of that catchy Tetris theme tune

“THE THING ABOUT music iz that thers
are rights issues [with licensed tracks]

of vou have 1o create something good
enough, 56 | told nmy guys 'Find me a
Rusaian folk song’, because thoss things
are free, they're public domain. And the
fact that they've lasted hundreds of vears
means that they must be good, And yet
pecpla in the west haven™ heard tham as
much as the people in Aussie have, 8o lat's

as the rest, Sa | callad Mintendo and said, "This
is unacceptable. The Russigns are never going to
allones this!”’

What Henk wasn't telling Nimtenda, s that the
Fussians didn’t actually reguire final approval.
| pretended, bacausa the rights cama from me,
thet | had to get approval from the Russians,
which | didn't because no ane there knew a damn
thireg, &ned wee didn't heve the time 1o sand them
the game then wait for a reaction 1o come back,
But they didn't undarstand the game armnesay,
e it didn't matter.” Instead, Hank refied on his
onan instinct. “ There really is no other game
that requires & real random number generatorn,”
he continwes. “I ane 1Oo mMmamy S1ars Come up
in Mario nobody is ever going to know it was a
mistake, it just seams like the game was dasigned
that way, but in Tetnz you'd knowe. So Mintendo's
programmers came to my office in Yokohama
froon Kyoto, e guys come in gnd we sit there
and think of haw ta fix it. For them towrite 8 new
random number ganerator on Saturday, ready far
mastering on Monday wae unthinkable. So | said,
It’s piece one that’s coming up twice as much
as the rest, 5o this is what you do, When vou roll
a one it means its piece one, The mext time you
roll a one, you add ona. Tha next timea you roll a

give it @ shot, We tried it and it was okay,
people didn't objact to it And it ended up
becoming & "have to have’ together with
Tetnis; people started identifyving the game
with that music, which is a good thing. But
it turns out that they weren't all folk songs.
One of thern was g soldier singing to his
girl whibe he's fighting, hoping that he'll
make it back. If I'd hawe known what the
words were... | had no idea.”

cne, yvou add twa, and g0 an. That way the error
in the random number generator will be spread
acrass all the pieces.” So that's what they did and
then you couldn®t tell that it wasn't randam, 5o |
approvad it and they weant back very happy”™

And with that, ane of the greatest handhald
games of gll ime was completed,. There's a little
epilogue to Henk's Tetris story; the staggering
decision to give awey this fantastic game for
free, to everyona in the west who bought 2 new
Game Boy. I think | was in Redmand talking with
Mintendo in January and it seemed like Game Boy
wias the best platform for Tetris, they were made
for each ather, [Nintendao's US president] Minoru
Arakawa said "Why shouldn't | pack in Maro?' |
gald "Well if wou want to sall Gama Boy to ittle
bBows than pack in AMana bt i you want to sall
Game Boy to everybody then pack in Tatris.™

And that's exacthy whet happenead. Game By
and Tatrz want hand-in-hand, and with gales of
30 million, they put both game and hardware
inta the collectve conscicusness of a ganaration.
Henk Rogers now runs the Tetris Company
alongside Alexey Pajitnoy, licensing Tefriz and
gtandardizing its rules for future generations,
24 years after Henk first got hooked on Tetrs,
it seems he still can’t put it down,
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Back ini 198E | wins
programming games
N my Apple e, and
ocnby & fow years
aarlagr Seipd Marie
Brotivars came along
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KONAMLI STRUCK GREENM OIL IN 19 1 MITH A COIM-0OP

ABOUT A FROG

THAT STRUGGLED TOD SWIM BUT
CLEVER ENOUGH TO EXECUTE THE GREEN

HAS
CROSS CODE

BETTER THAN DAVID PROMWSE. NOW OVER 30 YEARS OLD:;

HE LOUOK BACK

Al THE FROGGER SERIES.
IT°’LL BE RIBBETING...
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he exact moment we

entared the golden age

of videogames is often

debated, Many place the
entry point arcund the early Eighties,
pinpointing 1981 as the axact dats,
and this is because 1881 was a
great year for games. it marked the
release of some of the most classic,
revered and popular coin-ops evar
created, but it also represented
an impartant turning point far the
medium. Whila hugehy popular 1580
games such as Missile Commard
and Defender = landmark shooters
with challenging gameplay and
unique controds to test the skills
of experienced gamers — showed
ug how far games had come, 1981
showed us where Videogames were
heading: a cofourful era of original
titles designed to be accessible to
averyong, of amy age and akbiliby.

HME GUARANTEE

Mowving sway from these stern
themes of space, recing and
shooting, mamy arcade games began
exhibiting quirkier gameplay and
colourful cartoon graphics. Az a
result, new demographics began
playing them, and this, in turm,
fuelled their popularity and profitably
further, Pac-Man is largely credited
far kicking off this trend in 1980, its
eating theme famously selectad by
ite creator, Toru havatani, because he
fielt food wias something that would
appeal to female gamers.

Even with this in mind, to say
it puzzles the brain why Frogger
became such a massive hit back in
the day is a fair question. Frogoer's
premise herdly sounds the most
exciting of videcgame scenarnios;
healp a frog cross a dangerous
atratch of five-lane motoraay and
then negotiate an equelly perlaus
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stretch of croc-infestad river. It
basicelly boils dowmn to helping a
frog cross the road. The original
tithe with which Konami wanted to
christen Frogger, before the game’s
publishear, Saga, intarvenad and
saved the day, does a pretty good
job of explaining haw dull a concept
that could guite easiby heve been:
Highway Crossing Frog

But Frogger was anything but
Boring. The playing feld was an
enver-shiftimg grid of obstacles and
danger, and the assured grid-
based mevement was gimple and
uneomplicated, It was a game
that required good timing and
judgement more than dexterity,
and that made it accessible to
beginners and gamers of any skill,
Morecver, being responsible for one
of the diminutive green creatures,
as odd as it sounds, may have
glao contributed to its success,
ag it offered a more emotional
attachment for players. When a
ship Blows up in a videogame, you
are saved the sight of the inside
of the painful coffin of fire and
crumpled, maolten metsl far the
poor virtuel pilot. In Frogger, you
couldn't escape the grim effects
of vour actions; collision with a
speeding hunk of metal resulted
im dead frogs and you left feeling
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the effects of vour failings as vou
witnessed the really guite abstract
death animation, which showed
your frog tum inte & bloated purple
ball before finally becoming a pee-
coloured skull and crossbanes.,

As videogames grew in
popularity throughout the Eighties,
s0 videogame merchandising
begen appearing, and Frogger’'s
success made it an obwvicus target.
The slippery green star got his
own boerd game courtesy of
Miltan Bradley, which was actually
a fairly decent replication of the
videngame, as well as a record by
musical duo Buckner & Garcia titled
Froggy's Lament. It featured on
their 1882 concept album Pac-Adan
Fawer and contained the inspired
Iyrics: Froggy takes one step at a
time. The way that he moves has
no reason aor rhyme”

Frogger the character appeared
on US telly too, alongside fellow
geming celebrities Donkey Kong,
O*Bert, and Pitfall Harry, all of
which starred together in the 1983
CBS-produced animated show
Saturday Supercade, In the show,
Frogger spoke and was portreved
85 A nEwWspaper reparter who
had to venture out looking for
decent news stories while under
constant pressure from his boss.

But while Fac-Marn and Donkey
Kong gernerad similar levels of
pop culture stiention, one thing
separating Frogger from its peers
is that it didn't recenve an arcade
follow-up, Well, not straight swany.
Instead he got a late 1384 home
sequel by wey of Frogger li:
ThreeaDeapl, which was released
for the ColecoMigion, Atari 2600,
5200 and CB4.

Frogger lIl: ThreeeDesp! stuck
close to the formule of the arcade
origingl, but its level design was
glightly more abstract Clearly its
designers were struggling to think
up wavs to add variety to Frogger's
simple dodge-the-traffic concept,
and this resulted in a achizophrenic
tric of levels that contradicted their
owen set of rules, For instance,
the first stage, which the manual
axplains is set undereater, saw
Frogger able to mowve freely in
water while avoiding contact with
figh and alligators in order to safely
reach the logs at the top of the
soreen, On the second stage, watar
became deadly again, and our hero
ig mow inexplicably able 1o hitch &
ride on the same slligators he hacd
o avodd in the first stage as he
trigs to hap aboard a rubbar dinghy
that is baing towed by a tugboat.
The final stage is the wackiest of

JF FROGGER



them all. Set in the clouds, it seaes
Fragger tryving to hop through the
aky, avoiding birds and dragons.
We won't even try to get our heads
around why he would be deing this.
After a long absence from
gaming, Frogger finally resurfaced in
arcades. Ribbit!, which was releazed
by Sega in 1991 to celebrate the
serieg’ tenth anniversary and marked
its final arcade outing - unless you
count the Frogger ticket-redemption
mechine releasad by Eugens Jarvia's
comipany, Rew Thrillg, last vear,
The notable thing separating the
gamepday of RibbitT and its arcade
parant is tha fact that the objective
changed focus to helping Frogger
eat up &l the flizs, wasps and
sometimes even crabs that appear
an screen, The stages now ook
the farm of single-screen arenas
while the gameplay had more of
& mini-game vibe to it — one lewel,
far instance, sees vou collecting
fish while: being cautious of getling
drowned by waves lapping against
the shiore. Apart from this, it was
classic Fogger gameplay all the way.
Taking another giant leap between
subgequent relepses, 1997 saw the
release of the next tile, Released
on tha PC and PlayStation, Frogger
was a nest 30 revamp of the
ariginal, featuring & nice angular
art gtyle and gameplay that served
up a real challenge for experienced
plavers, The next yvear and Frogger
made a peculiar backwards leap
to the Genesis and SMES. Despite
coming enshrouded in the same
PSone Frogger baw art, all the
games differed, Geness owners
recenad a decant port of the
ariginal 1381 arcade game, which,
pushing 17 vears old by this point,
likely went down with the kids like
garkc-flavoured dog burps, while
Super Nintendo owners recevesd
a colourful revamp of the original.
The games do hold the honour,
thowgh, of being amaong the very last
released for both 16-bit consoles.

o |REA] I peo s Frappario lewn o ooy sl pley s o bead
Tkl ehatar, a1 £ia1 6 e o with e Fogpoien Rk

Az wa wavad a final farewall to
the hMega Drive and Super Nintendo,
&0 CD-ROM-based coneoles and PC
gaming came further 1o the fore.
The PlayStation Frogger remake
weas quite a beg success for its
publishar, Hasbro - according to
S0ME sources, it shifted over 3
million copies in the US, outselling
hits like Driver and PaRsppa The
Rapper— 50 85 & result 3 sequel was
duly greenlit. OF course, realising
that it couldn't really resell the
revamped Frogger concept again
g0 guickhy, Hagbro, with the help of
Blitz Garnes, carme up with & new
direction for the series.

The result was Frogger 2:
Swampy's Aevenge, & sequel that
melded the look of a 20 pletformer
with the classc dodge-the-hazards
gamepleny, The main aim was to
successfully get Frogger to the end
of each stage in a5 fast a time as
posgible, with a second goal T save
five babw frogs scattered arcumd
gach stage - a concepl that was
first applied to the sadhy unreleased
Frogger prototype for the Game
Gear. The levels had a single clear
route through, similar in approach

m 8"

to a board game, but the
path was loaded with
dangers and obstacles to
avoid. Many of the stages
alsa referenced popular
culture = gna minuta yvou're
helping Fragger escape
Indians Jones-style booby
traps; the next to dodge
ohatructions and enemies in
& luminous, Trov-style level,

€€ Frogger II: ThreeeDeep! sees
Frogger trying to hop through the

sky, avoiding birds and dragons?J

Im 2000, the same vear as
Swampy's Revenge was released,
Forami alsa put out the Game
Baoy Caolor sequel Frogger 2, a solid
folla-up that served up more
classic Frogger gameplay. The
most natable aspect of the game
i% it allows plavers to swap control
batween Frogger and his girlfriend
Lity, althaugh neither seems to
hewe amy unique attribute beyvond
their appesrance. As well as this,
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o [Areade] AbiT i 2 unagee piay on Fogoar's gameplay. Hs
s b the ooy game we Bro of that msces bgs with cogs.

a secondary optional goal was
intracduced to the gameplay in the
form of collecting diamond pick-ups
scattared around the stages, adding
a bit of replay value to proceedinga.

In 2001, Konami introduced a
spin-off series celled Froggers
Adveritures, Three games make up
the seres and all share pretty sirmilar
gamaplay, The first teo ware GBA
exclusives, Temple OF The Frog
(2001} and The Lost Wand {2002},
wehile the third and final episode,
The Rescue (2003}, appeared on the
GameCuba, PC and P52

The GBA titles were bright,
colourful, top-down platform!
puzzle games clesry aimed at kids,
despite the fact that they were pretty
challenging. Their gameplay reguired
players to study the levels and note
the maotion of moving pletforms and
fixed patrols of enemies to carefully
nudge Frogger 10 salety, while
stage completion in Temple OF The
Frog rested on collecting a numbar
of elementals, an idea that was
dropped for the sequel. The stages
in both games were all themed, tied
together with a passable story: in
Templa OF The Frog, Frogger has to
hop through various stages besed
argund four elements to save his
gwamp, and in The Lost Wand he
miust fird the scattered shards of
a wand by visiting magical waorlds,
Boss fights in The Lost Wand were
also imroduced. Well, categorising
them as fights iz & stretch, as they're
more neal iming challenges: for
Frogger, with tasks such as stealing
8 shard of wand using his sticky
telescopic tongue from a dozing
dragon &s squawking birds try o
digturb him. In The Rescue, the
concept and gameplay follows
a similar path, but appearing on
mare powserful machines naturally
means it looks better. s level design
also leent slighthy more towards
puzzle-solving than simply dadging
cbstaclas and enamies.
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In the same year that The Aescus
was relepsed, Konami could be
seen o further expenment with
the Frogger franchize, but it was
to fargettable effect. The genre-
hopping began with the side-an
GBA platformer Frogger Advence:
The Great Quest, a side-gorolling
platfarm game that bore & very,
vary loose visual likeness to the
Donkey Kong Country games —
it has similar 30-ish character
madels, though not ag prethy. Add
forgettable peripheral characters
1o converse with, and our hero
acouiring a few new skills during
his quest, such as an awkward
doubde jumip end the ability to puff
his chest up to float gracefully
fram jumps, and it your standard
platform game starring an
anthropomorphic animal. Frogger
Advence: The Graat Ouestisn't
terrible, just terribly average, but it
is notable for being the first Frogger
game to shun the grid-based
movemant of previous gamaes,

In apite of sharing a similar title
and the same plot - Frogger is
leoking for & princess 10 rescus
&0 he can force his lips on her on
the off chamce that he might turn
into & handsome prince — the P52
and PC game Froggers The Grest
Ouest, released the following year,
wias 8 completely different game
It was a 30 platformiadventura
romp that saw our amphibian hero
doing & bad Mario 84/Banfo-Kazooie
impression, complete with collect
quests, power-ups, boss batthes and
lforgettable sub-characters. Sadly,
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Sikch was its popularity, Following its
release Frogger soon found iself as
the focus of cameo eappearances,
references and rmerchandise, 'We take
a laak at our favourites

MERCHAMDISE

As well as Dorkey Honyg and Defender

(a0 relessed in 1981), Milton Bradley
rebeased a board game adaplalion al Frogges
it's basically a versus game that sees two
players racing (o gel thres frogs fram iheir
side of the board to their oppanent’s, With
Lags and Eraffic lo negotiabe, il's pretly (bl
En the priginal,

TELEVISION

Ain epizode of the it US show Seirfaid
featured an episade
enlitled ‘The Fragger’.
Init, Gearge is brying
o purchase a Frogoper
arcade machine from
& shultering plezeria.
Thie problem is he set
the high Score years
a0, and is concermed
that il heunplugs the
machine it will be
wiped The spisode snds, apprapriabely, with
the machinge getting destroged by & trck a5 he
Eriges lo cross the rosd wilhil

MUSIC

Musiclans Buckner & Garcla were inspred
by Frogaer when wriling their song Froggy's
Lamant, i appeared an their wdeogame-
inspired cance pt album, Poc-Mon Fever:
Michael Jackson also owned a Frogger arcade
rmachine, ard il was ane of ihe many cahinels
that weenk up for auchon just before his death,

BUCKNER & GARCIA
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repetitve, moss-shaded levals and
clunky controls make it & pretty
dreary experience and not a patch
on the games that it's clearly trying
to imitate. It is greet, howewer, if
wou ever want to find ocut how mamy
different shades of green there are.
Possibly coming to realisgs that
allowing Frogger to mave freshy
took away much of what mada
the character unique - after all,
frogs hop to get around, and
what they don't do s get up an
their hind legs and walk off on
adventuras = the next releass,
Frogger Beyond, reverted back 1o
methodical platform gameplay and
simple nudge controls. Taking place
over eight distingt worlds, Frogger
Beyond saw Frogger coming of
aga and having 1o andura some
kind of deadly rite of pasaage. It's
an passable sequel, better than
The Grear Quest, and introduced
A smatienng of new power-ups 10
keep things intaresting, including
Ghost Frog limvisibility), Feeding
Frenzy (allows him to eat his foes)
and the imaginatively titled Speed
Lp twhich, ub.., sped him up a bit),
It’s at this point we start getting
into some murky waters for the
Frogger serigs. In 2003 the GBA
got its final Frogger game in the
form of Froggers Journey: The
Forgotten Relic, 8 top-down Zelda-
asgue BPG with tenuous links to
the series. It haffles the brain winy
Konami felt the need to release a
Frogger APG, especially considering
that ane of the worst aspects about
the pravious story-based gamas

wias their actual stories. Therefore,
it comes ag little surprige that &
Frogoer game with a main focus
on telling a story fails hard. Clearhy
trying to return to the Frogger the
adwenturer scenario that came to
the fore in The Great Quest,
Frogger's Joumey looks nice but
ultimatehy doesn't feel like a Frogger
game, and so the association feels
& timy bit cymical.

In 2005, the Frogger series was
entrugted to Hudson Soft — not &
bad fit, oo, considering that the
company created the Bombernan
series, which if you stop and think
gbout it isn’t a million miles away
from the grid-based gameplay of
Frogeen But in spite of this magical
OR-pAPEr paining, Frogger: Ancient
Shadow was a disappointment.
Relessed on the PleyStation 2,
Kbox and GameCube, it's bagically
& srmilar game to the Frogoers
Adveriures Senes, as it uses &
cantral schame very close to that
of The Lost Wand — essentially,
you s the shoulder buttons to
turn vour frog on the spaot, while
jabbing the D-pad nudges hirm
forward one squara. However,
wehile this similar control setup
seorked guite well in a top-down
20 playing field, it just becomes
overly complicated and frustrating
when coupled with an additional
dimension and the gamea’s bwitch,
timing-besed gamepley. Wrastling
with controls and witnessing desath
repeatedly as a result, this is one to
svoid, And if you want 1o see just
what a bad job Ancient Shadow

does with the Frogger legacy,
Hudson kindly included the 1981
original on the disc a5 & bonus 10
shonw youw.

The previous Frogger's
Adventures series of GBA games
contained maments of fun and
entertainment, amd so the release
of the DS marked a perfect
new platform for Frogger
to emigrate to. Konami
certainly thought so,
wagting no time in
getling the seres anto
the handheld in 2005,
the same yaar it was
releassd in Europe.

The first DS and PSP
release in the series was the

L€ The Great Quest is good if you
ever want to find out how many
shades of green there are?)

terribdy named Frogger: Helmest
Chaos and was basically another
Frogoer’s Advernitures-stvle alfair,
but wath prettiar 20 visuals and
mare imaginative and larger levels.
It also contained a neat 20 remake
of the original arcade game that
played across the console's dual
screens, allowing the verticality of
the arcade ariginal.

Thia was followed up with Ay
Frogger Toy Thals the next year.
Ag if its name and box art wasn't
8 giveseway, it was clearly aimed
at kids, It does, however, hawe a

PRODUCED INDEPERDENTLY AND released
Ihee arrie year as Fragger, David Crans's Aan
2600 game Fresway |5 often compared {o the
iraflic-dedging classic, owing loils =iriking
similsrities: in Fraswsay your task is to help
chideens salely rass 1en Lanes, of Eralfc. We
cantacted Diavid 1o ask him where be faund
nspiratian lor Freswery, and his thoughts onils
similarilies with Fraggen;

“There are many simiarilies betwesn
Fragger and Froeway, Because of these
sirilarilies, | am olten asked which carme first:
In othier words; whi copied wha?

“The sirngle angwer g neither. These lwo
garmes were developed in secure labarataries
4,000 rriles aparl. nghl around the <ame lime
fraemie. Sioowivy the similarities? They By
share a similar genass.

“ldess for videagames come from mamy
sources. Sorme spring whale Irorm the sirange
miinds. of game oreatars = 10 suppart this | offer
A By A i Blod and his vl arnin-depleied

L
it in
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e, Besides, i would also fit 1he Swiy did the
chicken cross lhe raad? joke’ For that reason
alone, overmight it went irom beng a man ta an
anirral, althaugh avid coleciors can il fnd 2
wersian of the game showing the man

"Sowhal was the irspiration far Frogoss? |
have niever Been told, But is it hard ta iragine
the garme's crestor nalicing a frog crossing &
eroweded sidewalk or bike path, Ingng ta reach 2
lake or pand? S=ems lkely to me”

planet of Blobolania - but many come from a
game desigrer's persanal experisnces,

“The: germ for Freswiry came at [CES]in
Chicaga. Ta 2ave & $10 parking lee_ & guy had
parked & mile fram 1he cormventon centre,
scaled a chaintink lence, and dodged aoass ten
lanes of traffic on Lake Shore Drive, | saa em
&% he darted in Ironl of the bus | was rding |
resmarked sbaud fo oy seat-rnate; Mow there's
an iden lor & videogarme!"

| developed the game soon after, inspired by
the gameplay of one ol the earbies] electronic
gamas gvercreated: Spoce Roce by Al Alcorn,
Pty game had bwo rmen compeding Lo get rom
the baltorn of the soreen Bo the top through
ten lanes al irallic, as many limes as poasible
in ahout two minutes, Three days bafore the
game was ba be announosd 1o the public &t
the rext CES trade: show, Acknesion CEO Am
Lewy suggested: W you changs it io a chicken,

I could hire somaecne o wear a chicken suil
andrun around the canvention to adverlisa |ha
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gtab &t the most original story in the
serieg. The meat of the game sees
you controlling & voung boy who
buys a mail-order pat. Expacting
to receive something cocl, like a
chainsaw-wielding puma or & lagar-
spitting haboon with an armaour-
plated arse, he's a bit disappointed
when a modest litthe frog arrives
instaad, What follows is a Pokemon-
alike tale wherekby the boy and

his frog perticipate in & serieg of
chellenges againgt ather pet owners,
This is balstered with a smattering
of mini-games designad 1o maks ussa
of the D5's touch and microphong
functions, including & Super Monksy
Balstyle game that lets you steer
your frog using the touch screen and
race across water by blowing into
the microphone to propal vour frog
t the fimizsh line.

The current hardware generation
has seen a lair bit of Frogoer activity,
The canfusingly tithed 2008 sequel
Frogger 2 was releasad on Xbox
Livee Arcade and, as its title implies,
was & sort of axtremely lste arcede-
stvle sequel to the ariginal coin-op
garne, Visually it s saccharing in
gama form, but the gameplay sticks
close to the original. it also offers

a faww neat multiplayer modes,

I. including & genius one that allows
you and a mate 1o go heasd-to-heasd
1o complete & stage in the fastest
time. A separate downloadable
Frogger game, Frogger Retums,
wag glzo released for PSN, WilWare
and DSiWare in 2009. |1 was
essentialby an affair in the same
vein as PSone Frogger, but spodlt
by twitchey controle, ropey visusls,

a soundtrack of tedious lift music,
and an odd elevated behind-the-frog
perspectve that made it difficult to
judge vour leaps.

Whan Frogger tumed 30 in 2017,
Konami celebrated by releasing a

u [GEA] Frog vermus chicken, s this 5 sebile méereecs i
il o A i DS g vz Py ™ Wi i mi sl el i

flurry of new games. This incleded
the fun 03 and Facebook game
Frogger Pinball, a surprisingly
good virtual pinball game serving
up a smiall selecton of tables
themed on Frogger staples; and
& maore traditional 05 offering in
Frogger Decades The latter was
an entertaining sequel split across
ten levels, divvied up between a
selection of themed worlds, with
the simple ebjective of getting
Frogger safeby from start to finigh by
svoiding obstacles and dangers one
tile at a time. The levels in the game
showhy auto-scrall, adding shghtly to
the tension, and there's aleo a neat
endurance mode to see how far
plevers can reach in a never-ending
stage. Decades was followed by
the recent Frogger 30 for the 308,
We"ve yet to get our hands on the
game &8s it hasn't been released in
Eurape at the tirne of writing, bt
the critical reaction so far o the
US and Japaness releases hasnt
filled ws with confidence. It seems
to use the seme lames behind-the-
frog perspective used in Frogger
Returns, and adding a 3D filter to this
= though yvou can, of course, opt to
turn it off if it's particularky galling -
is surely & recipe for frustration.
While the Frogger series has
dipped itz toe in different genre
poals and sdmirably tried out new
ideas to stop it from looking and
feeling tired, looking beack at the
senes shows that the very best
entries have been those that get
the basic appeal of Frogger: solid
controls and simple, addictve
gameplay with that ‘one more
ga’ quality in apades. That one of
videogames' simplest concepis
is still going after 30 years is an
impressive achievement and a
tribute to the lasting power of the

golden age of gaming.

e

T I S STRET ST

Frogger is such a complicated game that we felt we really sught to
break down its elemenis to explain this 1981 gaming minefield

This is our hera. Your ultimale gaal
i ko et frve of him home safely He's
green, can move i lour direclions,
and that's pretty much it,

Home

This i your goal. Get your five rogs n
within &0 sapands to finish the stage,
Tirming il 5o you artiee when a fy i
inside will earn you extra paints

Crocodiles

Thesa kiling machines will either
it in Frogger's homes or hide in 1he
water, Hitch a nide an their backs or
weankeh For Lheir gaping moulhe

Turtles

Frogger can use the turtles asa
ternporary platforrn. Be careful,
thaugh, because they take umbrage
kry diwing urderaates,

Lady frog

Loak out far purple frog. She appears
an bhe logs snd will hiteh & rids an
Frogger’s back to get hama, earning
you bonws painls

v gy bon g Froggess ¥ i - vebich migh asplzin
ko e — T abery P, it v’ uesr
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Snakes

Firsl appearing on lesel 3, where they
pairal the pavement and logs, snakes
are deadly to Frogger and cannat be
pmped aver.

Logs

These are your fricnds. Sake,
dependable snd solid, use thern to
gradually make your way across the
treacherpis water.

e W

Traffic
This i the first danger Frogger has ta

negatiabe A2 the pame progresses,
ihe traffic starts ko get denser and
fagter This then lsaps ey b stages,

T B
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e 00 0 ]
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0 Jat Sed Raoowas rumoored
for anupdate om Ninlendo's
WL, bt simcth 8 vedalon
mrder malerialised.

B The Leich Brathers, Guitar
Vader and BE 2000 are just
& fewd &l the amicls Peslured
ain JERF s snumdirack,

It was the sequel
that should never
have happened, but
Segawent ahead
andreleased it

anyway. We
grab our skates

and look back at
one of the best
sequels to ever hit
Microsoft’s Xbox
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JET
RADIO FUTURE

THE EALCHEROLND

Jet Set Aadic was one of the Dreamcast's most
exciting and innovative games. With stunning gel-
shaded visuels and a killer soundtrack, & depicted
graffiti as an art form and proved that, when it
came to innovation, Sega remasned a force to be
reckoned with. Jef Sat Hadwo lor Jet Grend Haoio,
as it wwas kmown in the Etates) proved an instant
hit with those who played it, manly because
there was nathing else ouwte lke it on either the
Dreamcast or any other console at the tme. Its
worth - remembenng that upon Jet St Radios
orgng release, cel-shading was a relatively news
rerclerning technigue,

Jat Sat Radio also courted controversy, with the
garme falling foul of San Francisca's rmayor, who
v attermpting to abolsh gratht in the city while
Sega held a 'Graffiti is Art’ contest just a few shart
blocks aweny, The winner swent on 1o win 6,000

Saddy, despite attracting a ot folowing, Jer
Sel Racko wasn't a hit, and i1 appeared that the
Dreamcast would be 1ts tnal resting place. Sega
had other ideas, though, and during the 2007 Tokyo
Game Show it announced that Jat Set Raaio Fuiuns
would be released exclusively an Micrasaft's Xbox
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Jat bat Radv Fufe was announced alongsida
newy iterations of Sega GT Panser Dragoon and the
former Dreamcast fithe Gunlakema, ferther fselling
rurrours that Micreseft had been trying to secure
Sega as an exclusive first-party developer

THE GRITE

When Jet Sat Aadic Fuire was rebeesed in Febneany
2002, it polarised fans of the orginal, mainky
because Sega had made a number of significant
changes to the cofe gameplay mechanscs of the
original Dreamcast game. The biggest difference
was in the ease of tagging. In the Dreamcast
origingl, you created your graffitl egs — used 1o
showe wour dominance over rival skating gangs
= by teisting the analogee stick in increasinghy
comolex patterns to smulate the shakng of a
sprery can. This in itself created a riskfreward
sysiem, because you had to stand still 1o soray,
abowing the chasing pofice to potentially capture
yau, Geaffiti spots came n three different sizes
as wel, meaning you d have to constanthy return
to the same location to complete youwr wark while
yvou shook off dogged pursers. Jet Sar Radio
Futura, an the ather hand, was more interasted in
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FUTURE CLASSIC: JET SET RADIO FUTURE

Hidaeki Magarwmas mamvallous  Both Jst Sst Baoo Fuduns &

tenes add massiaehy 1o S5 Sef Sadio
Futre's aimosphana, as his LNgus
mix of furk, Souf and Japanmse
tachre realy pUMEs you Lp.

SIPATICAN ISELIES

I ‘ul.l:nm'lllnl:r.rrm nnly downsdes of grndng & thatits
‘ Ittle toed BEsy 0 GUIBCh DO T k3 wisan ol Ooe'T va3ng b

; x\\

kesping tha player on the mowe, 5o a simple press
of & trigger was more than engugh for your oddhball
crew of chasaciers to do their theng, regardless of
the size of the areg you had 1o resoray

There's a far greater emphass on grinding too,
and more of a need o use tncks. [hough presant,
the trick systerm was pretty throwasway = the
grigingl game, but multiple wses of stunts
in Jet Sat Radky Funure enable you 1o
meve faster and jurmp higher wihen
using halt-pepes. IW's a nice touch,
partcularty when grinding, a5 it allows
wau ta rowe through the huge areas
far mone efficiently. Indeed, one of the
other nice touches of Futue is the sheer
degth of it. The areas of thes futuristic
fokyo are far larger than those n the
Dreamcast game, and the Xbox's raw
posver anabled Sega to @ those
streats with far more people and
vehicles, While purists daon’t like
this mewr 'bloated’ approach,
we aciually prefer it, a5 it puts
g fazr pgreater emphasis on
exploring the Worant warld

GT 2002 ware misdsad logathar in
a special double pack, This disc alse
plavs on Xbox 3605 with 8 fow

Jet Set Radio HD

Zoge has finally anreunced that
the omgingl Jst SEd Fadio will Bae
gppeanng on PSM, FC and Kbox Lva
Arcade Hopefuby [his mesns Wl
gt Mt as wal,

nd Sega

We also preter the ganesal structure of Fotue
to the original. The core gameplzy is effectiseby
the same — rival gengs are taking gver Tokya and
your geng, the GGs, are Irying to reclaim termtony
- but it's a lot easser, Thes is mainly because the
tight teme limit that featured in Jef Sef Rado
has besen abolished, allcweing you to explore the
city at your leisure. Angther difference iz the
swerms of enemies that would atteck you whie
yau wene desperately g 0 complete yoe
tags In the first game. Enamses now attack en
masse only = certaen marked off areas, and
wou'll hawe to defeat a8 of them, typicalky
by Enocking them down and tagaing thes
prong bodies, ta continue. This 5 perhaps
the weakest additan 1o Fufure, 25 il's oo
easy to dispatch enemies and lacks the
manic urgency thet was present in
e Dregrncast orginal,

Litimately, Jer Saf Radio
Futire is mare of the same
great game, onby slighthy easies,
more accessibée and more
refined - something were
perfacily happy with,

. a

o [Khow] Thare are 2 mitley salechon of ST
characssrs in Festors:, 13 of which ara sacrat. SEEE

Akhough you could stll creste vour  Jet Sai fade Fuire  featunas
oy graline 1A, the Xbox didn't
gliwr you 1o uploed thermn online far
olhers 1o Liss, a5 was possible in the
Direarncast enging

multiplavar  modes  that  rangs
from comgleting & lep befare youw
cpporants 1o kesping bold of 2
kall for 85 harg a5 posshble

LFESS
Wought

A
[ |

Gaming Target &5
Seare: 33170 . .

-

WHY 11'5 A FUIURE ELASSIC
Jeb Sef Raghe Future remains an excellent gams,
with @ sinectuse thet's every bif as elegant a5

its stwrning cel-shaded visuals. Yes, Sega made
CONcessions m o ceftain gameplay slemeants, but
they were never at the expense of fun, and fun
is ane thing that Jot Sot Radio Future hes in
sbundance, Fuelled by the same style of music - a
diverse mixture that included Japanese techno,
funk, acid jazz and rock = that powered the orsginal,
and festuring plenty of fast-paced action, it's a nuly
enjoyable title that will cause you to play with a
big smile across vour face. It coldd be argued
that, by makng the sequel momre actessible o
neweomers, Sega lost some af the onginal magic
that made Jat Saf Radio feel so specid, but we
really dan't accept that this is the case.

For many, Sega vwas atits most innovative during
the Dreamcest wears, while xXbox releases Bke
Fanzer Dragoon O, Toedam & Eard Il Mission
ic tarth and Guniaikyre proved that it was stll
happy to fake risks. Jer Set Aadko Futuns may be
ower 3 decade old now, but age has done nothing
%0 dirménish its beauty, style or gameplay.
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THE COLLECTOR'S GUIDE: NINTENDO ENTERTARINMENT SYSTEM

We take a look at the console

that sold over 60 million units, launched countless
franchises that are still around today, and dragged the
American games industry back from the brink of
oblivion. No wonder it’s a prime collectable...

¥ Manufacturer: Mintendo B Models: NES/Famicom B Laundhed: 1983 {Japan, as Famicomi, 1985 (LIS, 19B& (Eurcpel % Country of origin: lapan

AINMENT SYSTEM

R THD AMER COLULEL FIDN b3
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Why it's collectable

In 1883, Nintendo unleashed one of Japan's
finest products to date. The Fandy Computer
(Famicoml wes the letest B-0it console to be
rekegsed, and it would become the bestseling system
available by the and of 1884 Upan its US launch, the
rebranded Farmicom, the Nntendo Entertainmeant
Systern {MES], refuelled the couniny's dying
videogame ingusiny. Homeward bound, however,
whet did Europeans have 1o get exdied about with the
icorie consoka’ |t certainky wasn't the lack of ocaksen
rekeases, nor the fact that Mintendo really took its

time debvenng what the rest of the veorld was already
tzkking aboust. .

Frior to the consale’s Europaen rekeese, gamers
hiad been drosening in & ooeen of low-cpaality
software, Atan had exnausted the 2800 with just
about everything its dated haroware could handle,
while homne computers began to suffer from a heavby
saturated market of homemade releases, Nentenoa
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wias aveare of these 1550es and proceeded o ol tar
gamers the lifeling they had been crang out for, Mot
only chd the NES sail in waith state-otthe-art visuals
and a stunning audio chip, but also Mintendo's Sesl of
Cruslivg. This restricied developers to no more than five
games for the system per year, ensyring that focus
wias placed on guality, not gquantity

With sch a huge focus on hostng sottware of
the highest merit, it comes as a real surprise how
Frany games were made evaiiable. An incredble
Taby af guwer 1,000 carridges wers distrouted for
the: Farmicon. & lange migjonty of these, among a
walh of exclusve adaitions, went on to make up
the 700-plus games in the Amerncan MNES library,
Curope, hoesver, had to make do with just sy of 350
livarsed rekeses, This deficiency of cartidaes in PAl
Territaries ancompassed several big losses, including
Fina! Faritasy Dvagon Juest and even the sk outing
ot &dega Man Despete a diminished selechon, adoring
fans fromn all ower the wiord have begun to homs in an
the harfiul of exclusive PAL locslisations attainable

i O S el TLEED
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To negme a few, these include a solid port of the arcade
classe Rodand, the elusive Metroicvania fithe U,
and Fonami’s take on a Biokcal game wath Moah s Ark,
In order to &d gamers wanbng a better grp on the
cn-screen action, countless peripherals, which took
Qerring in previpusty unimaginable diregtions, Degan fo
see mass manufacture, While many of these offered
itle funchonality In the way of garmeplyy, some
have since become am integral part of game cuthre.
ROB (Rabotic Operating Buddyl, a mechanical being
wita sook commands as plaver two, and the Poser
Glowe, a gemnent-iumechconirol-pad that supposedy
placed precizon inta the pairm of your Rand, rave both
pecome Faghty desirable items, desorbe their imited
usability. While these are the premiurmn offerings,
the MES hes its fair snare of [Eughable sooessonies

The bizarme Leserscope headsat, for instance, wes
rvtencked Tor use an light simulaton games, requiseng
the plaver to seff-conscioushy shout Fre’ ewery tima
an enemmy flew into sight. Deerall, the arrival of the
ressalutionary console brought along many ambiticus
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THE COLLECTOR'S GUIDE: NINTENDO ENTERTARINMENT SYSTEM

» e Fllar Gvea s nevan
rediscead in PAL ragens, meking
a romplote sorios colecton

frustratngly mposstle n gbtan

« The Famicom is one of the mzss
cloned sywiens ev, with hindeeds

ol variants found on dodgy merkes
ks ana und the wor B even o diny

: 09_910“ S

\5"

aooessones that woukdn't even advance bevond the
dransang board if petched today

If the thought of shouting at your TV isn't encugh
to entice you towands Nintendo's crestion, maybe the
RO Sicke OF the systern CEN win o o, with manmy
Femicom-exchisive add-ons and releases aveilatle, For
example, the Farmecom Disk System attached itself
undermeath the conscle, introducing a new disk-based
media format upan which software could be supplied.
One of the most notable and exchisive armvas on this
new medium, swhich missed out on a certrdge release
i Japan, was Subble Sobble The st of urusual
additons continues with the likes of a keyboand
combined weth: sottweare to prograsm your very o
games, 30 glasses, karaoke systerns, and even a
rmccken 1o bring the vintage herchaare orline

While the majarity of these absournbes were Fnited
ta Jagan, the LK alsa had its fair shane af intriguing,
albert unlcensed, additions. Bntish software developer
Codemasters relezsed 2 handfd! of games for the
MES, al of which were released without an official
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heence, Wiboul the austhent developrnent handheang,
an unauthensed method 1o Pepass the Sestem's
seounty was crafed, afowing games Fke Dezy and
Cosmiz Spacenead to make their Mintendo debuts.
Codemasters later went on to nafile Mintendao's
feathers further by menufacturing an unofficial cheat
carickge known as the Game Ganbe, This dedce

wirs queckhy acoused of beng a wiolation of comyright
lenee by Mimtersdo, resulting in lawwsuits arriving an
Codemasters’ doarsten. Much to everyone’s surpriss,
the comipany managed w0 win the courts ower and
vas allased o continue selling the device, Whis
Coademasters would lter gain Ninendo's pesmissan
to release games on its consoles, it enjoyed a free nde
on the back of the NES"s success for many years.

A wee reminigoa over Mintendo's 8-bit console and
hrer it prenvicishy held the recard fior the bestseling
syster of 8l trewe, it's onby natural B0 assurme that
im|ms are readily availaoie. While this statement
meaght hold true for the likes of Super Maro Bros
and The Legend OF Zalds, acquiing a complase FAl

ETTTERTEIMTErTT
R TR

Did you know?

W |5 1767 Sandal redessed
afloor miat conbroller for the

| ES Enam 25 mam by Fun

garmes, velore Minende
bovaght the nghes to the
tehrology and rebranced

e - ap e e
116 I P =l Frar 10

e Becyai s, [he Areriean
wersion of the second
compatibde game, Heium
Eepnis waan onby arvarlabdr

ourng abrel sessonal
perad. Solew copies sold
that grivenng demand (o
seoure Sk Beents oy
Pz g ok N8 B0 Sorme nefly
prioes. in 200, a fackory
sealed copy felthed 340 300 gl
auciian, European colleciors

hersaeer, Can resl easy, a5 e

PAL wersanm s nat as rare and
Commends ooly a rachon of

this aslonshing prnce:

e e e e e e e e e R T T T T e e e i T e B i T e e e T e e T

MES library 5 a collector's worst reghtrngne, due 50
marv puakshers deciding to Bnoit which games wara
released in each country, 1o put this into perspective,
vou'd need to cruise 1o Spain to grab iy Connaciion,
o gobe-trotting towards Australia o secure Aussig
Rues Foony enoy the sights of Scandinevia while
seizing M Gimrick, stop by France for Lethad Wiespon
and then return ta the UK to locate Mane 5 Missing
To mzke matters worss, Fhandom Ar Mission and
Snowboard Chalenge, two incredily efusive Spanish
exclusives, are rarities that ooukd put the infemous
Amencen oold Nintends Wodd Championshios
cartricdge to shamse, If amytreng, the PAL NES coliection
could be the hardest of them a¥ to obtin.

With al af this in rmend, it has to be said that
although the PAL NES library holds an incredible
amonint of depth and enmoyment withing it is by far the
st daustmg, Shoud vou be abve ta look Deyonad the
chalkenges ahead and have the finances to foot the bil,
vou'll be set for ane of the most thrifing retro gaming
Funts you couid ever imagine.

HE TR GRMEN COLLELTIRN | B3
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i R8s complicaod: Inoking
aocessnnias don'tmake him appear
particularky scoessible o plyywith

Robotic Operating Buddy
i there is anything Mintendo is known for,
it's inmovation. The Japanese gaming gant has
aheays knosm o v want 1o enioy our games,
yaars in achence. Although the masterminds there
ane usually on the money, they have oscasionaty
messed the mark and quiethy sweps it under the
carpet. Sadly, RO fElls into this cetegory of fried
and tested gmmicks.

The Robotic Cperating Buddy was Nintendo's
bagy b Par 1985, Understanoing e hrmtatons
of wideogames baing teo-dimensional forms of
entertainment, Mintendo releassed the Farmily Hobat,
as it was knosen inJapan, to break down the fourth
well. Once it was placed somewhere in front of the
TV, this unusual character would awsil commands
frorr the oreSoneen acton, Up, doan, left, nght, open
and close ware the motons o which this mechanical
being would respond — more than engugh far Mintenda
0 sculpt & game anound it,

bb | R TR LAMEH LOLLELTIN

Cyrorrle was the first e rekeased under the
"Ruobot Seres” label to ublise this new hardware, Our
rieny robotic friend was et to become our second
piayer, ance equpoed with the vast array of gear
ncluded. This attire consiated of 2 par of oripping
gioves, TeD Spnnng oyroseopes, an attechment to
i ther second conitrel pad and press the Aand B
buttons, a motor o0 spin the gyroscopes, and toio
empty treys o depasit the inactve oyroscopes. This
abundant selection of nobot accessones, intwm, would
suppoaedly cregte the new expenence we had a
BEEn waitrg for

Dazpite the compieated setun, the idea bebird the
robot's mput was dead senple. Gypronwke's gameniay
recrired wou o menipdate elevating red and bive
pllars, which could only ba achiewved by inpit fram
the second cantral pad, As the sepporting controller
wias firrnby kod ged in one of the robot’s attachments, it
WS Up toyou o send the nght on-5creen commands
to ROE 1o clear vour path. This was accomplished by
rotating the robes in the direction of the awosoops

a [106 has snce mada cameas in
gainas a5 varsd g Kby Dipan

daint 3 e 2 Aok Ear 05
and Svpar Smuash Bog Boed

spnner, dasing his gip on a gyrescope, moweng back
around to the attachment holding the contral pad,
and then kovwering the spinning gyroscope onto one
of the coloured concawve buttons. Upon doing 5o,
thie weight of the qyroscope wiould oress dowr on
the lever, forcing the attachment o press a button
on the second cantral pad and making the matchag
cofoured pillar on screen fraverse In the opposiie
direction. Aithough this process was straightforwend
encugh, getting the commands to ROB was the hard
part, Roaming enemiss on the screen made wou think
Dwvice BHOUT paUSIGg wour movement 10 Commauncate
berporid thee television

Although Mintendo did releass another game under
the Raobot Series (Siack-Lipl, the Robaotic Ooerating
Budaly became & short-ived one-trick pomy. Whether
this was doswn 1o the lack of directions in which to
expand gameplay ar Smphy due o poor sales, ROB
has ived to tel his tale oy not only becomirg a cult
icon, bt afso Dy meking vanious cameo appearances
in Mintendo games through the wears.

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES
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...AND THE REST
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01. Game Genie

B Galoob's eforts iobley MES games
witlie open wilhmemory-hadking cheats
were melwith alegel batfiewath Nnbendo
cranrwiat the console ranufaziurer
consdlered a violalion ol copenight e As
Mintenda evmnbualty bast the case agans!
Hrie G Ger i, Qam ers hae soce b
erioing the unauthorised oferings of
Maras I"I'“I“."'l:l"l'."u':||'=l"ll'=| a bbby amd Link s
renver-ending supply of rupees.

02. U-Force

B Although motian cominols dikdn’ begn
Lo rraaber 5 e 1m @ g vy anbd A0,
Braderburd took & stabal creating a
fuitumshic hords-free cortraller in 1965
Thisdevice used perpendioularinfra-red
sereor pareds toreay the player's
pscalmosement o the MES. Despite
a'lonward-irnkong aporoach, the
Li=Fproe would coby recogniss the
occasone inberacton before becommeng
ahargainken special

03. Four Score

B Longbefore the Mriendo 44 sported
anvsealimof comtroliar ports, te MES had
itswery mwnparty-hosting device, Witha
selechonaf games suppertng Nintenda's
rmuch earlier answer b mulsplayer
gaming, the Four Score doubled up the
aailablecontraller porss, despitean
inconcematie tangle of wares

D&, NES Advantage

B 'With counthess ancade ganmes benig
pariedinthe HES,  made periest seres
T B The e com-0p expen ence
hame, The Advantage arcade shck wias
Mimendo 5 areweer o lachle conbrols wilh
an asher e feel, warthout the need fora
pochi full of chanige,

05. Family Fun
Fitness Pad

B I hee danys e fore W A branded
vilecoames &5 a healthy acthety, Banda
atiempbed o pet us aff our backesides and
of o et Using sienkar techaology ba
the kber Donce Donce Sevoavon mat,
e Family FunFimess Pad, renarmed the
Preser Pad inthe LIS, woolca real beating
free the blmdled Trock & Feld-ctyle
garmies inAienc Fiorid

D4, Turbo Touch 340

B ¥Witere control pads are conoermed,
e furbd lowch 350 15 guibe possinhy {he
worst of all e, Despae being badked by
EHIE g EL ] ad Campagn pramob g s
torch sensar for “efforiless movement
inall drections”, you'd be luchy 1o get any
response ool af this iechralogy.

07. Power Glove

B "N wou're plmeng with poser” &
least that's what ey hoped you'd think
asyoul slipped onthe Powser Glowe, This
wearaDie ponirol pad redied neay iy on
ubtrasonic speakers b readvour aerm's
rrsoteerTseeril, 2l Dent ey Doy, Even aier
an chtrusnee placement n the &lm The
ez 1S acoecsony taiked bo sucoeed

R TR GRMES COLLEL TN &/
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TOP GAMES TO PLAY

Mr Gimmick
B Underestimaling Lhe 2ulesy appeal of
i Girmmick il e your frst mistale n
thie challenging platfarmer. Undernealh
that aderable ederior is one of

Surend|'s linesl yel Iriddies raatiaons.

Super Mario Bros 3
W Aroguzbly Ihe grealest Moo qame
to date, Super Mario Bros 2 raised
thebar en prewous oulings and
‘ resolutionized the platform genre

The Legend Of Zelda

B L ink's first outing paved the
wwecty B ome of thie greatest
sories of all brre, andit also
beriarme @ benchmmark for rmany
other adwenhire garmes (o follow

Mega Man 2

B 'Witharewred crouit anea host of
upgrades areaia e, 1he blue Do ad
returnied | iviepa Mon F not only padked a
JURch i gamepday b ket Demind one of
ihe presbest soundiracks sodate

Street Gangs

B Mo commctby kenoasn
bcerkeny i Ao Can tithe of
Repr City Ronsam, the cast of the
FELTRT- kL SEees, refuimed Ina
niv-holds-barred RPG brarssker.

WMouria: The Saga

Super Mario Bros 2 Castlevania Il Punch-0ut!!
B After Nirtendo US4 deemed the B Despie being sraatedfor tevouhcd B Whiemanywouk oM. DT acula’s Curse B The 1987 bending srmwlator
Jepanese senjuel b Soper Moo Bras vesteryear, DuckTalkes is still ore of the fortheir non-Inear side-scrolling W Afer anembamassing first sequed re-rnagied the sporting gerre by

oo difficult, Ve Kige: Onie Dok Rone
wasredesined iofeatre characiers
fram the Mara serics. Althoughnat a
brue Mino garre, Super Mano Bros 7
wias a fanlasbe platiormer inils oem
rught, oy rnade betier by the anrval of
the plumbers.

BB | METHO BAMER CULLELTRIN

mast enjoyabie NES platforrmers today.
Whika this could be seidfor the rmajor by
af Capoom's oubput under the Disney
branc, Sorooe MeDuck's morey-
pilfenng adventures hinee stood the tost
aftme thanks Inthe dear repraton
frorm this Megao dan seres,

enplarations, litthe do fhiey lnove fhat
ey re sverlinoking ancther shiring
ewarmgis under the Sunsaft name,
‘When Bop-Loue's friends suSer from
amnesia after shurmblng infoa large
chisrm k's g boyou io restane the
memeries of the residents of Loura,

ricdclied wiith frusirating delogue bowes
el Trree- onsurTemg ranstions

betwmen day and right, Costlevonio M
rechfied amy isses. The third and fingd
Costievama garme pn the B-bet svstemn
was armore thanmemerable title wih

Py of challengos within,

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

introducing amens lach cal yed arcade
beesed epproach. Bublon-bashers were
mquiclly penalised and made iofacus
o rEsher ing Lite Mac's sweeps anid
Blicears, That saed, using these skills
anjanst the carmeo eppeara noe of Mie
s s a challengs in i pwnirighl,
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TOP IMPORT GAMES

Dragon Warrior IV

B Inan abiempt io shake up fhe
RFG genne, Orogon Womar v
imtreckiced ahandhul of dispoervied
chapiers, whikh sl esenlustly
un it fior the grand finalie

Final Fantasy

W Wilh Hirenobu Saksquehi gving
everything he had towards cne last

ef lurl inthe games indusing b wark
pardaff a5 hes.creation lakd dosn the
Tevurcltians for mary mane ataentures.

The Krion Conquest Crystalis Bubble Bobble Part 2

B vhat do vouget Eyousprnkle adash B Ahhoush The Legend OF felda W berewr redeased inthe arcades

atrragicel pover uaon The Megpo Mom ‘_.Il:l.l'_-ll'lé'll"l'lé'll':i"llf-'.'ll'll"l‘." D0 - thies atterript bo offer the ding duo

soninst e lnondonqguest Thisrelease achoriure genee, Shs Drysials asequel was anasm=inspirng hit

Canme.asion shincly close o lamng
centre stage sy from Lk
.,

“

featuring strbonghybrightvsuas and
anenhanced take on the criginal

WS by re e Sy in shiowesasing fs
admration for the blue bormiber,

PN

o L7

IMPORT THESE NEXT

e

e W

p————

J B Lo ES g
Yume Penguin Monogatari  Akumajo Special: Bio Miracle Bokutte Upa Moon Crystal
W Whilke most games ancourage Boku Dracula-kun W Unfarhy dubbed o Balby Mano' by B Althcugh it wassuggesied iobe oo BN Taking the bestmechanisms from
gobblreg up ey efiover food, theaim B Eipremias i Drocolg, this coninfess online sounces, Konami's corrpdes for amwone outsite lagan, Jordan Mechner's Frince O Fersn,
of Mame Fengun Menogalan s 1o lose adorafle Farmecom platfommer is, wckeninghy adarable adveniure has fhe rue seouel o Super Mono Bmos i Bishe-knaremiplat formm adhvergure:
A5 ek welght espossble towen intarl, &relatehy oharure parody muchmore 1ot than s percehwed became s lapan-only secrel - at east Moo Crpstiod ot anby offered solid
back vour sgn ficant pther, Slthough of the Costimvons somes Instead of attermipt toeeplors the plumber’s unbl bhi arrreal at Super Moo A-Slars, gameplay bl beautful arematon
ricrechbly ez the platformer gssurreng the role of Siman Belmont, aark days With rearky every kel i all Farmess, the nomease ndfiolty bry 3-bat standarcs. Despebeng a
combnedwith afewshmuplevwls sa yourmust lake conirod of a super meseming or at keast contaring, betwren the b games wars rather paiental hesisellern, the product of the
refreshing change from the fast-peced  deformed Oracula and thro the wanois e ble elernents, you Il indyour  consderable and incredibly daunting, presinisly unkmowm developer, Heet,
actianwe all indulgein dinesar Galamath off your throne, siomach rumbling as you progress. pistiying the decsian from above rermained a lapanese moclusnee

HE TR GAMES COLLELTIN -}
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TOP RAREST PAL GAMES

Rodland

B Herersg skipped a relesse n
America, LS collectors have since

Snowboard Challenge

B Alsohaling newerylimied
AUDers rom Span, he Buroesean
localsabon of Heouy Shredan’, titled
St Cabene, medenext io
no mpact an gamers whalsoerr,

besiony £ro55 0y Lhe ooean Lo secure this
already evasewe bille, onky 1o further
ineresse balh bs vl o demand

-

RC Pro-Am Il

B Yitele many of the rarest
'.-I-ﬂl‘.'ﬂg-a"r'léﬁ. pfienattract flies, B
Fro-dm il siands out a5 a fangastic
Seand naa-exolisnse segue] o
ore of the kst BIES recers

-l ‘i P g
.'-f.-.--

_a oW 11

-===n- The Collector’s Guide

Phantom Air Mission

W Wilh & shugidhy brriled rejegss
imSpeen, this unplavatle and
Aot laughabde allernal
bringng fight simulzsbon to the
MES weas purckly Torgotien

The Trells In Crazyland

B Although she popular
flucresoent-hared dells could ance
b Fooand in every child's grasp, their
19592 aubng on the NEShas snoe
become aconsiderable ranty

The Flintstones: The

City Connection Solomon's Key 2 Super Mario Bros & Tetris Darkman

B o freniciof Spariskmwclinsions T & Nintendo World Cup B v i ada patiors e 1990 Surprise At Dinosaur Peak
15 b orreneg boa rdchy, ook vy argnal Sokvman's Keywas nfor a B il o woildn® expect & superhero filrn was devsloped by the B Arrencans were uilucky inghat The
nime Sy Conneohan s yet another wr priss once the followeup ar ved, commangame bundied with the Brtish studio Coran, anly to find iself Rurprse Al Qmosmar Peak s lirmebed
sraroe ackdiion o the lat of Spans Teemo decckad o reinvent Se seres. NES inbe Pere this 5 asecret redecsed eelisivedyin Span Gong to & remal release bul Europeans
fire=sd piferings. Thie arcade part af this with a prequel by dropping thie block amang die-hard callectars. Thers by thie rest of s exbensar catalogue, hirve faced just as much dfficuthyin
bezarre car-based platformes folloss. mastering gerreplay for that of a puezle  was anexdremely rare bowed Serkman was far from one of Ocear's lezabing retal versions. Thase hoping
the argnal very dasely, keardng many rrvidving the slemants. Germany wersipnreleased, which has guckly better offerings, perhaps explanmg why o chiain Fred Flintsione's second
PAL garrers puzsed a5 bowhy i Srardravae and Spain are where this become the mmast expenssye piece of whis elushe rekease was never sald on adverfure need o loak bowards Ly
wasn | sakd in greater guanbbes. poidity canbe found. Mintendo-brandod cardhoard arourd the furf weheore it wees develaped arvd Scandinaria

A0 METSHO GAMER CULLECTHIN
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THE JEWEL
IN THE CROWN

If you're looking for a rare PAL NES game
that feels genuinely unique, this is the item
you should seek out for your collection

-

e

What makes it so special?

B The Mraclke Fiano Teaching Systerm ncluded a
standalone elecironc hﬁj-bi:l-a"d that could miteract
with the MES. The bundled futonng carindge offerad
amore enyiyabile garme- a8 aporoachio learmng
the pana, guding youfrommrsery rmmnes all the
ey B0 O Of Beatnowven s Sy nphones.

What makes it hard to find?

B Lpon relegss e Mrade Fano beld a relal price
of E2&5 This price [agwes toomuch for gamers snd
an octave ipahigh Tor budding musicens As very
feaas bigbinid pranst-gamiers werewilling 1o make
thiE rrvesimenl, T nevolu lionary prad et Trom

The Sofiwere Toobsorks oot lefi behind

o g 1

P irkCLE

k

Why is it so expensive?
B Yithonty ahand'ul of gamers making a
pearchiase in 1990 feer remainmn crcul aticn. This

1 e b Frmn eser, Pcrasersier, B Gnly Neadl e problen,
s thie mandatery cables and ongnal packaging are
ohenrmeEsng. The majonty of these dusseiterrs
are firmily ladged n collectors shrines

FETHD GAMERE LIRLELTIN | AL
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Aussie Rules. Fool

Blues Brothers, The

pe "2

pcam's Godd Medal Challe

p "N Dale; Rescus Rangers 2

_“
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2 HETHO GAMER CULLECTIIN
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EXTREMELY RARE RARE : =
Garn e Pt howe Livees than a few “iery hard to comes by Elpect bo see

(R i nprles vl e, oty acolple ol fapies e ar,

RE Pro-Am il

' Collector
Heitrr Litener ks a PAL NES collector and
webmiaster of NES-Bit vy nes-bit. com)

Why did you Secide 1o colbect far ke MES?
had rarmy differenl redro collectians,
am the ane system that b

Wizands & Warrers

|

! : ga
| y the good anes tended 1

]
]

B 2qa

Loy hri=h bl cann

stem | spent
e thal calered Lar The UK

1LY Ll

Faorce

Ltar Wars: The E Strikes Back

iper Mario Bros & Tetris & Miniendo World Cup

T
[ Stackbp
| Star Wars: The Empire StrikesBlack
| Supsr Mario Bros & Tetris & Nintendo World Cup __

mlhen purck
sy 0 am

= =

P B e B LJ To ! s e P F_-"-I-_-r

Super Mana Bros

* Far a camplete list of PAL NES games, visil wwe retrocallsct. com
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rcade games are always
best played together. From
Fong to Bubble Bohble the
MEt poOpUiaT Som-op gamas
in history hawve allowad friands = or
sociablde strangers = to insert their
cash, grab the controls and work with
of against each other until the coffers
vanish ar the closing credits rall.
Multiplayer didn't just bring a feshing
of camaraderig or a stronger sanse
of competition, but it also changead
the atmospheare insidae tha virtwal
playvgrownd, For & perfect example
of this, you need only look 1o Dauble
Oragon, Playved alone, it was a robust
beat-em-up boasting detailed wvisuals
and plenty of variety, but when played
with @ second player its brilkance
realhy shone.

AET RO HITIER Tign

As most beat-'em-up aficionados are
probabhy aware, Dowhle Dregon's roots
can be traced back to Technos Japan's
earlier arcade bravder, Mekketsu Koha
Kurmo-Kur: | Barmegacs in the Wast),
Howerver, Dowbie Dragons relationship
with the saminal scrolling fightar runs
deepear than simphy being its technical
suctessor, When the feudng Japanese
high schoal definguents and comic
schoohyards of Kunno-Kun ware replaced
with leather-clad gang mambers and
glurn city streets to make it more
miarketghle in the LS, Techno Japan's
bosses quickly realised this raskinning
procass was both time-consurming and
costhy, and come sequel tinne & different
approach wiould be neaded. Ulimataly,
it weas this that served as the tigger for
Dable Dragon,

* Kurno-Kurr was firstly for the
Japanesa markat onkby,” explaing
Yoshihisa Kishimoto, the creator of
Kurvo-Kun and Dowble Dragon, “Baut
when we decsdad to axport it, we had
to spend a lot of time craating new
characters and backgrounds, and for
Technos Japan itwas a very big wasta
of tirme and money. So after Reregacs,
when vy boss, Kunio Taki, siw | was
wearking on Kurio-Kun 2, he told me
he wanted me to create a game that
weould be accapted worldwide. So
the concept of the initial Kuno-Kun 2
became Double Dragon, The two-player
cooparative gamaplay was an idea from
our marketing departonent. it's fun to play
together — to help each other to baat the
game — and it glso allowed game centres
to patentially double their incomes.”

DRC &N THED FLEVERG
CEEDIT ¥
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With the Kurvio-Kun follow-up to featura
cooperative gameplay and aasthetics with
wordwide appeal, Kishimato decided
tor o awary from the established
franchise. Looking for a new diraction, he
found imspiration in the biggeast martial
arts actor of all time: "Whean | was a
child, | saw the Bruce Lee mowie Eatar
The Dragor, | became his biggest fan, He
made the most incredible action movies
in the weord, And D wanted to become like
him, and create the rmost incredible action
gamas in the world. So, bacause Bruce
i a worlchwide fFarmows geton, he inspired
v for rmy e g, 105 like an homage,
wiou knowe His nickname is 'little dragon’,
right? And because the concept of Kunia-
Kurn 2 wias a two-player gamg, | decided
to create the ‘Les brothers” and call my
game Dowide Dragon,”

BT LT

7o

T
~ 4 |F'-I-1'J-ifl.
AlAAEER

With a new titte and naw heroes,
Diguble Dragorn would naturally heve to
tell its o story. For this Kishimoto used
the familiar damsel-in-distress scenario,
Honweewar, rathar than forgattable strest
punks, Double Dragon’s antagonists
weare far more characteristic. Dubhed
the Black Warriors and headed by a
imachine-gun-wiglding had guy called
Willy, its members comprised a small but
rmennorabie bunch that included whip-
camying Linda, henchmen Williams and
Roper, and hulking great man-manstar
Ahoho Setting the scens brillianthy, the
Black Warriors also showed o capacty faor
viclence through a memarabla in-gamse
introduction that showed tham visiting the
Lee brothers” turf, slugging their girfriand
Marian square in the stomach, and then
carrying ber off to their hideout

THE MARING OF: DOUBLE DRAGON

i
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‘While gang numbars ware massaged
using economical palette swaps, this
could he forgiven becauss of the quality

of Dowbdle Dragon's sprite designs and ol g Ny e
graphics. Double Dragon was a claar M

visual step up from Kwmio-Kun; its levels DAIL EAST =0
looked more vibrant &and detailed, and LCOFY 0T 1S
weere decaratad with nice touches and by e

details that really browught its world to life,

“There are a lot of funmy details in

Drowitwla Dragon,” muses Kishimoto,
“For example, dd you notice the red
car in the first screen of the game inside
the garage? It's the car froon my first

LaserDise game, Road Blaster”

As well as an attention-grabhbing
introduction, Dowtble Dvsgon endad in
style, with & memorable twist ending if
the game was plaved cooperatively, It saw
Hilky and Jirnerny Toreed to turm an each
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other for one final fight to win Manan's
loweer aiftar baating Willy, “Well, at first, wea
had the idea of collaborative gameplay
for two players,” Kishimoto explains.
“Bo, playing Dowble Dragon with a friend
weas like a fight betwaan human players
egainst & computar. But whean you resch
the last stage snd defeat tha last baoss,
towsgh guys have to think: ‘Olkeng we were
gtramger than this machineg, bat now we
have 1o know who is the best between
us!" And to know the real winner of tha
gamng, wa had to make tham fight each
other | alao wanted the game to hewve

38

an unexpected ending, [twas, | think, a
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In eddition to its innovative cooperative
gamepday, Oowbla Dragan introduced
a number of other ideas that became
staples of the genre throughout the next
decade. Chiaf among them was the fact
that the Lee brothers could pick up and
use an assortment of different melea
veeapons to biff their enemies, from whips
and baseball bats 1o steel pipes and even
sticks of dhnamite.

“At the end of the dewvalopment of
Ewndg-Kiwn, | noticed & funmy graphic detail
on the sereen: when you hit a guy with &
weapon and he lalls down, s weapon
is on the floor, naxt to the anarmy,” says

Kishimoto, “One day | just said to rmyself:
Heny, wouldn't it ba fun if the player could
taka that weapon and use it against tha
enemies? But because | was too late to
program such a new gameplay Teature, |
cecidad to usa it for Kuio-Kun 2.7

Add to the waapons & variety of
fighting moves, including hair pulls,
elbow strikes and fhying kicks, and Dol
Dragon boasted ane of the most robust
combat systems of any lighting game
of the time; one made all the more
satisfying by the fact that one player
could grab and restrain &n enany while

o
H: i

anather poined in and gave the strugglhing

thug & good pasting,

Oine other impreasive aspact of Dowbie
Dragout weas its stages. Whils the fighting
BInATCnments in Kuuo-Kun stretched
just Do screens and dide't scroll
constanthy, Kishamoto dasired for Dowble
Drzgon to play out in a more elabarata
emnwvironment. On reflection, this proved
to be anather design mastersiroke, as
the gradually changing backdraps and
imteractive hotspots, from climbalbla
laddars to deadhy comeenpor belts,
haightenad the action and kept Dowhle
Dragon feeling contmwally rewearding.
Lindquehy, each of Dowbde Dragon's four
stagas segued iNta the next, and ook tha
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form of one gigantic level, | comprised
four distinct araas mada up of a strest,
factory, woodland and finally the gang's
hideout, with each section punciuated

by a boss fight. Mewver did the cameras

cut from the brothers and pull gamers
frarm the world, However, settling on the
best wiay far Bilky and Jimemy 1o progress
prowad to be one of the biggest challenges
for Kishirmeato and his team.

* Davbie Dragor was the first beat-'grm-
up with real multi-screen-kength scrolling,”
says Kishirmoto, “so it was difficult to
establish what was best for that Farced
scrolling? Freae scrolfing? For exampls, if
we used fres serolling then the user would
b able 1o walk directhy 1o the end of the
staga sathout fighting. But bacause the
positions of the enemies are scriptad, they
appear whean you reach certain paints. 5o,
if the usar dossn't fight, all the enemiss
will appear on the screen and follow
Jimirmy and Bilky. There will then ba too

! ke o
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Mgy sprites on the screen and

it wall make the game freaze. Today,
Drowhle Dragon’s concept and scrolling
lzoks wery natural, but &t that time it was
a pionesring kea. K took time to make
those technical sethngs look as natural
as possible,”

Of course, with Dowble Dragan
containing so much innowation, imdanakbly
sormething had to gihve, That something
was the speed, with Double Dragon
suffaring from notarious bouts of
slorved o whenawar its action got too
heawy. Kishimoto is keen to axplain tha
reason why this oceumad: “The point |
vt 1o mention |s that our game was
1o big for our hardware, That's why the
gama oftan gets very slow. | wanted to
input g0 mamy things, but becsuse of
those limitations i just wasn't possible,

- o

THE MARING OF: DOUBLE DRAGON
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PLAYER 1 CPU wif S+ o T §1  BEER
DOLELE DRAGING forced ba play the role of final Boss once
POPULARITY lod ta & largs Willy was defeated. The level designs
rumber af home cormversians, fromibe . were also diferent, and & lvelling
bl Agari 2600 Lo lake appesrances gyatem was inroduced, which s
on the Mega Drive and AtariLynx. Ofall  menves gradually getting added ko Billy's
the poris released, Kishimalowas only  repertaire as he progressed though the l
irwnlved in the MES conversion, which game, I also featured a second mode,
dhifered in & numiber of weays from the which toak the ferm of 8 one-on-one |
arcade ariginal, fighting garme against the computer and
Cooperatine multipleyer wias dropped,  allawed players (o fight s either Bily
with players instead hawing 1o take it in ar a sebection of gnemy charsciers, but .J_
turns to cantrol Billy while Jrrerey veas addly nat iy, ¥

People don't krow this, but to tell you the
truth there wera about a dozen Doubile
Dragon versions, The first ane was full
af bugs. it took our programmer ebout
ane yesr and mare than ten nesw updates
before we could get 1o a completely
debugged version|”

Follwing those various revisions
and lemgthy debugging process, Double
Dragon was finally released into areades
in 1987, and quickly it gamered praise
and fans, Daspite tha skoved oam, players
wErne won owar by its ambation, charm and
vigwals, and showed thair engoymeant by
floeking to arcades 1o give it their loose
change. And with videogames snd martial
arts films both enjoying popularity in
Armerica in tha Eightias, Technos couldn™t
hawve timmed Dowhle Dragaon's relessa
better, In fact, 1987 was a pretty fantastic

—
wear far videogaming, with the relesse 1- ] |
of Mega Man, Marvac Manstan, Meatal
Gear, Fingl Fantzsy and Street Fighter. OF
gll those classic ganes redessed, though,
s weauld argue that Dowble Dragon was
the biggest success story that year, It s
saen as the defining beat-'em-up of the
Eighties, and become one of the most
recognisable arcade gamsas of all time. So
did Kishimoto heve any inkling at all
it e garme woukd go on 1o be
thia phenoenanan it was?

“Wall, | wwonldn't be hanest if
| said | pewar irnaginad it wiould

RHICHING
MERCHANDISE

DIOUBLE DRAGON MANIA

| wald =pin aff & whale bunch of
promaotional merchandise, from T-shirts -
and embraidered badges bo 2 board game
frorn Tiger Elactronics, & Marvel comic
brok series. and later sven an arirnated
TV senes Loosely based an the story of
the NES game — Krrrry wis Separnbed
frorm his brother st birth and brained up by
Ehe Black Warriars — lhe show produced
ewen e merchandise, ncluding a rangs
of Double Oragan ackian figures, and alsa
provided the seed for 3 ferible ve-action
rrecivie rebmasad in 1995, Starring Seoll Woll
anid Mark Dacascos as the Lee brothers
and Terrminalor 2's Roberd Palrick 2

the Shadow Boss, it's & poor and rightly
rmacked adsplation of the Coutdles Dragon
videogame, a5 it funs the cool and edgy
arcade garne inko sormething (hal makes 3
Minjas: High Moon Af Megs Meoundai feel
lik= Lo Wolf dag Cab s 5o Lerrible hat
it abmuost = and we emphasise the alrmest’
= ke you queslion the badness ol the
famaLishy terrible Street Fighter mavie
red=ased lhe same year.
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bacome a hit,” he responds. *Since
tha first days of the concept, | knew it
weniubd he wonderful, but | didn't imagine
it would become as big a hit as it did,
My real weish wias 1o give users the best
action gama in tha world, 5o we worked
wery hard to reach that goal.”

Following its swccess, Technos released
# Doubile Dragaon sequel the following
vear. Dowbie Dragon i The Revenge
saw the Black Warriors and Lee brothers
continus their violent quarrel, and
Kighimoto remain seated in the director’s
chair, The sequel once again featured an
attentian-grabbing apener, which showed
Manan gatting marcilesshy gunned down
by the gang. This set a darker tone for the
sacond instalment, as the Lae brothears
581 out on a guest for vengeance. Also
like the ariginal, the mission was spresd
across four distinct areas, connected
with no visibla join, and closad with a

&l Double Dragon Is
Elghties
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surprise ending: the
brothers forced 1o
fight shadowy copées
of thermsehves, The
visuals benelited
froen a nice
rmakeover — the
colours looked
mare wibrant, the
BNIMBTIoNS wene [Aradal P
smoother and tha
sprites more detailed — and the contrals
glso received & tweak. This tinme Technos
used a Renegade-style direction-based
attack configuration that had & button for
attacking laft and arother for attacking
right, which was complameantad by a
rarge of new moves and weaapons.
Technos releaged Dowbde Dragon 3:
The Rosefta Srome in 1990, tlooked
distinctly diffarent from the pravious
two titles, and many beat-'am-up fans

a photograph of

Hnd, of course, It

was innovative and Incredibly fun e

eiey ity Imchisihy

remarked that it looked and pleayed maore
like The Combatribes, & separate scrolling
fighter from Technos Japan released

thee sarme year, which was produced by
Kishimoto, Dowtve Oragon 3 supported
up to three-playver co-op and introduced
new hara Sanmy, & yellow varsion of

Billy and Jimnmy, which sort of implies
that the Lee twing are actuallby triphets. In
addition to this, players could purchase
naw movas and playable characters by
wvisiting itern shops and epending cradits.
Unforiunately, Double Dragon 3 wasn't as
wigll recaived by fans, and it wasn't helped
by Capeom releasing Faal Fight in the
same year, Therafore, it is seen by mamy
&8 the point at which Technos waa forced
to hand over its beat-"am-up crowm,



[Despite this, and the closure of Technos
Japan in 1996, the Double Dagon
franchise endured. & further six games
weere released in the series, and it also
spewnad an ammated show and a much-
despisad live-action rovie. Kighimoto,
mearmwhile, left Tachmos Japan in tha
Mirketies to wark as a freelancar, trading
under the alias of Plophet, During his
carear, which spans 20 vears, Kishirmoto
has worked on mare than 350 games.
Taday he can be fowund at Plophet Co., Ltd,
a compay he founded i 2001, Hig latest
devaloprnent is an K35 and Android game
titled ViER, which is currently available to
purchase from the App Store and Android
Markst. It's & board game that sses
Havers competing to make blocks of vier

{“four” im German) tiles and is a long way
from the mean streets of Douwbie Dragan
and Kunio-Kun.

If you gren wp playing games in
the Esghities, you will ba fully awara of
Davhle Dragon's imgact. it was one of
those extraordingny games you simiply
could not escape. And yet despite
being very much a game of its time, its
status and populanty holds to this day
= recanthy news broke that WawyForward
Tachnologies is going to be working on
a brand new Doubls Dragon sequel for
XBLA and PSM, which will coincide with
its 25th anniversany.

Doubla Dragon will ahways ramain a
game synomyrmous with the Eighties and
amusement arcades, and it ig for this
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reason that it holds a lot of nostalgia with
gamers. Ta closs, Kishimaoto shares with
us his personal thoughts an why Billy and
Jirnery Lee's plight has resonated with
gamers for such a long time.

*Dauble Dragon ia like an ambassador
for a decade: the Eightias. Kung fu, strast
fighting, dragens, Bruce Lee, dark action
rmonvies,, . Dowble Dragon is 8 photograph
of Eightias pop culture. And, of coursa, it
was innovative and incredibhy fun.”

Epedal sharks to Double Dragan Do, and to Aarent
Gorges for sheir help and assstancs with i article, B
ikl 2 2k T nesars Fresneh thed for mone information
Aot b Kishimoto check oul Aoeits book, e Geal
Aamay 07 e Wideo Game sty &8 roshifits
K, Enrer The Dodve Dragar
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» SAM COUPE

Gaming has its world-beaters. Just as
interesting, though, are platforms and titles
that, but for fate, could have been serious
contenders. Rory Milne looks at some
great gaming on less-familiar systems,
and some underappreciated classics on

!
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N 5YSTEM; SAM COUPE
B DEVELOMER: FRED PUEBELISHING B YEAR- 1993

B S5YSTEM: NEO GED CD B DEVELOPER: SALURUS B YEAR: 1994

B On relesse, the pros and cong
ol SNK's cartridge-based Meo Geo
AES were pratty clear: arcada-
guslity gaming in your living room,
but at en aatronomical price, A few
years later, however, the Neo Geo's
manufactunng costs and the price
af CO-ROM technalagy had come
deren, and SMNK saw an opportunity
ta launch a more affordable model
that ran cheaper games: the Neo
Geo COL Sadly, its lethargic CO-ROM
drive’s lengthy loading times led 1o
hitte success, and the sy=tem saw fow
exclusives. One of note, thaugh, is
Ironclad, an entertaining and viswally
impressive shooter with a great
soundtrack and excellent replay value,
franclad 15 a game that gets a ot
af things nght. Lavish pre-rendered
backgrounds offer a wide variety of
scenery, detailed sprites are skilfiully

Wi

dreamlike "wsaong', w
puzdes in crder to find '|'IrEIEI e
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» K/

AZE NO KLONOA:
MOONLIGHT MUSEUM

¥ A novel mechanic = employed in this surreal
FI|:ltrﬂ"III=r Yol have to |=,r:|n Eln::| r'ﬂ:ltl- Qpponents,

designed and realised, gnd thumping
Symith rock/classical mdustredl music
complamants the action perfecthy:
Powweer-ups come in a mouth-wataring
range of flevours, and maltiple optons
provide ample incentive for repested
play. Wou get éasy, narmal and hard
mades, a choice of three planes, and
numierous paths te chooss from as
wou advance through the lewvels.
Chptions asicle, vour mission is to
fight wour way through an entire anmy
of machines, each sector guarded
by an armourad, mechanisad boss
thiat you must defeat to progress.
Initiglly, you hawe fight weapanry an
emergency hyper-bomb that destroys
#ll pn-scresn minor (oes, and a
detachable robat. The latter acts as
& shield and boosts your weapons
when attached, or as an ettack drone
when deteched. Before long, howeser,

: by Sobaing
'5 thElr aAreas arg

sccessed by stacking rratr-s

This is a
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wou can upgrade with power-ups as
diverse as llame bursts, lightning bolts
and haat-saaking missilas,

t's probably just a5 well that the
in-game armaoury is well stocked, as
the creative assortment of metallic
commanders at the end of each
stage require serious firepower 1o
take desen. Among their ranks are
a self-replicating robotic crab, & jet-
powvered armoured chicken, an insane
mach preacher, and their imposng,
mystericus, metal-caped keader.

swearms of ground and air troops
complete his armmy, stranger recruits
bkeing frog droide and sentient mines
floating from party balloons, with
more predictable combatants in
halicoptars, planes, jpeps and tanks,

The occupied lands you attampt
to treverss are represented by often-
breathtaking, multilayvered, animeted

By,

» SPACE BANDITS

B SYSTEM; TI-F5ha B SYSTEM: AMSTRAD CPC
B DEVELOFER- MILTON BRADLEY W YEAR: 1582 B GEVELOPER- LOGSCIEL = YEAR- 1984

B Using a top-down pers

nit with
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F B Thie arics was nonl, but i sufiered
from sl landing fimes.
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backgrounds. There are clowd-dusted
forests with pools of water reflecting
thia maon, stark nuckaar wastelands, b
and industrial plants thick with dust
and wvents, shooting flames.

Granted, fonclad doesn't rewrite
ary rulebooks. s perhaps less
demanding than other side-serolling

1 i
1".‘.".'!‘.'..--'-

N N [ TN

e
shrmupe of tha time and doasn’t malka ey
amy masaive innowations, but the e 2"
afternate routes, variously equipped o | 20 *---

planes and chosce of dif iculty levels i -
help add serious longevity. The

aclactic soundirack works seambasshy

and is testament D the care takenin ¢
miatching the score to the mood of =8
each scene. Just the fact that fronclad _
has moods is a mark of the effort i

put imko a strasghtforward shooter, PP ‘-;,"}r "";#'I. {

Paradoxically, then, perhaps what TS aasa B i g L -
- r - .

makes fronclad great is that it dossn't #' ﬁl 1F=-2665371% #I"- ” sra
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» BACTRON
B SYSTEM: BRC MICRO B (ALS0 0N ACORN ELECTROM)

B DEVELOPER: SUPERIOR SOFTWARE B YEAR: 1788
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AS BACK TD SKDOL NEARS 1<
3OTH ANNIVERSARY, WE SwoT
U ON THE HISTORY OF IT AND
ITS INNOVATIVE FREE-ROAMING
PREDECESSOR AND LOOK BACK TO
A TIME WHEN SKDOL wAS COOL

A ithout rules and objectives, the
; gama of Monopoly would quickly
descend into aimlass playing
around with a carbonite-encased
terter and worthlass play moneay, whila
football would just be hanging out with a
leather spherical object and 21 mates in
a fiald. In fact, it wiould be far to say that rules
ane wihat define and differentiate all games,
and ary feelings of winning, lesing ar
accomiplishenent corme from follgwing thesm
Hoveeves, winsn 8 gamie affers the appariunsty
0 break the rules and inject a bit of planer-
inmuced anarchy;, things often become
marne inbersshing.

Skopt Dare is a great example of this
Breaking moulds on its release by refusing
to fall puesthy Inte any specific game genre; it
offered a unsque and well-observed portrasal
of schoal life through the colaurful prism of a
Spectrum, Set inside the boisterous walls of
an al-boys’ schoal, it thnest players into the
shorts of Eric, a voung scallywang embarking an
8 desperate mission to save his skin. Feanng
the hat white wrath of his parents when the
gregded report day rolls around, Erig hopes
he can keep the natured colour of hisbacksige
by frarically dashing around the school 1o
hit a saries of shelds that will “hypnotise’ his
teachers into giving up the combénatign to the
schood safe where his report card is kept. B Eric

15 caught risstehivng of Deng somewswhars e
shouldn't then he receives lines as punshment,
and If he acoumulates a staggenng 10,000
throwgh repeated misdemeanaurs he is instantly
expelled from school and the geme ends, But it
ign't all stress and gloom for our yoing hero, a5
s Telloey sehool Shidnes am G0 hand t© enliven
the school dany, offsetting the actons of a faculby
of four schogl masters wha fry their best to
pacify gnd cornbeal if

Throwagh a combination of thes indivichis
charagctensbes and believable behaviow routings,
both factons played a big role in bringing Back
o Skool's gameplay o life. Some teachers
weere frisndly fowards the boys, white athers,
like the school's headmeaster Mr Wacker, hated
their sweetie-stuffed guts, However, 8 would
act ke teachers generaly do: takmg the kids
for lessons and teling tham off breaking the
rules. Eric's schoolmates, 14 in total, aka had
individual personesties. Led by a tio of standout
pupils inspired by stereotypical school staples,
they included the troublescrme Boy Wander,
whio loved seeking out the attenton of hes pears
by weriting on Blackboards, firing his catapult
81 teachers and ganerally gcting the twit, the
veglking line megnet Andelface, the schoc
bully, and finalhy Enstein, the tale-telling swat
whio sarved as Wackaer's eyes and ears on the
grownd. The school emdiranment was egually
weell abservead, containing all the amsnities and
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araas you d meped 1o See N 8 schalaste
institution circa 1884 = wath the exception
of toilets. It had a library, history
geography and soience raoms, and ewen
a staff rogm bwhich Eng had 1o be careful
not b get caugnt snsaking arownd in|

Of eourse, for a wrtual schaol 1o realy
fesd believable there needad to be routine
and crder, and this came froen Eric having
o be seen 1o be abiding 1o a imetable
COMpHISing keasans, resion and playtinme
Yo' b thie merve-Shattenng schoal bell
rang to signal the end of break time, Eric
had to dash to the relevent cassroom
and take his seat before cless began. And

the seat-1o-boy rato Aot ahways add up
Thus it was comman for Enc o hawa fo
fight with his rambunctious school chums
o keep hic sest and prevent himself from
receiving mare lines from teachers

Of eowirze, Bre cowd ahways choose
o escape Tha gurmsdslurm and continues
with ks 5!'!;I:I-*_ir|'.u§h|r'-g mission durirg
lesson tme, and it's here we come to the
real meat of Skool Dare's brilliance: you
COLsd plang 6T Ngsar and al Whatever pece
ol iked. You could siray off the 1ask and
spend tirme exploring and causing havoc,
but while running dowan emaoty comdars
vas fun it was always done gt the risk of
oetting cauaht by @ teacher. Thus good
BenEaaur i frant of the masters was
crucial, especially as Eric could get told
oif tor all manner of petty schoal cimes
from jumping and brandishing his catapuit
o writing on the bleckboards gnd lofaring

with the school's budget cleary stretched,

on the staies, And o wasn t pust the faculty

that Erig had 1o be wary of, either; his
clessmates werg & pretty troublesome
bunch too. ndeed, Eric would often hear
rumblings around school that scmecne
WS L",'illg_; e make Be difticult S fim
be it Boy Wander planting a catapult with
Eric's name on for a teacher to discover
or that grovelling Ettle snitch Einstein
felling tales to hdr Wecker

Dne ather genius aspact of Skoo Draze
viias that ot enatlded plawers o name the
teachars and stedents. Somathing S0
brilanthy simale, this clever touch offered
players the opportunity o persanalise
the Skog! Daze experence at the start
of the garme. After all, evergone Bad an
Sngetface, an Emstein and a Boy Wander
at their schoal, 3 teacher they thought
cod and & feww they didn't dare to crass,
and hare was a game that let you plonk
all af thesr into 8 woeoagare ang act the
anarchist wathout represal

A BrRier History LESSON
Skood Daze wes the brainchild of
procgramimer Dave Raidy. (0 1987 Dave
WS WOrKING 25 & Sysbems anahest belone
he startad writing business programs

for the ZXB1, The folowing year he sat
Wp his cwn company, Microsphers, and
gfter noficing the swif, popuianty of the
Z¥ Spectren he decided ta enter into
the burgaoning games market. Using
lgcal ilustrator Kerth Wasrington 1o create
promgtional ertwaork and packaging,
Dgve and Microsphens kicked things off

with the gehignthul CrevassesHolioot a
Specoy compdaton pack comprisng two
delightfully simpde titles: ane s players
stesar 3 grosshair (meant o represent a
buoayl ecross treachenous cracking ice
a0 arvather iImsahied Pelping a weeght-
increasing rabiat Scarl down Block-5haped
carrots. [he games were well receved
and =0 Dave was persuaded o continue
on dabbdng with geme-meking, Ewaliiion
and The Tram Game quickly faolknessd, but it
wias Diave's et fitle that trought hirm and
hlicrosphere to wider atbention: theals,
which spliced tagether the racing and
platform garme genres in fantastic fashion
gnd garnered solid reviews

Skood Dame wich was released in
the same wedr, bacarne another hit, and
was inspired by a comianation of Helen
Reidy's expariences working as a schoal
tzpcher gred amusing come 5trips ke The
Fash Sireat Kids about russhimsous schoo
kds making Iife rresarable for thair teachars
A w5 dear in refrospect. comics had 2
big influence an Skoo' Daze’s colourfu
desagn, fram the vanous cdassrooms and
gverall |ayoit of the school resembling
Coeiic ook parals b the ieadhens and
ks communicating va speech bubhles
Reaksing then that pulling off a propect
of this visygl scale — an gremgted comic
bk — would be a litthe bevond his artistic
tafents, Dave asked Keth Lo desgn and
drawy the graphecs for the game, which
Festh sketched on graph and tracng paper
before handing the wads to Dave @ then
recorsiruct n machine code




The Skool Daze Yearbook 1984/1985

Industry figures leive their recollections, thoughts and opimions on Duve Reidy’s classic frunchise

Mark Jomes

Jon Ritman, co-creator of Batman and Head Orver Heels
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Mlark Jomes, Ovean Software
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Jonathan Evans, Design Manager, Blitz Games Studiog
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Bill Harhison, Ocean Softwan:
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John Nash Studio Design Direcior, Blitz Games Studios
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Steve Wilcox, founder of Elite Systems
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Nick Roberts, Crash reviewer
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SKOOL DAZE
HEADANASTER
AR WACKER
TAKES US
THROUGH THE
POTTED HISTORY
OF HIS CIREATOR

Dave Reidy's contribution to the Specey was incradibly
important, so we wers kean to speak to him again. Sadiy, My
Reidy wasn't free to talk to us, so we've included excerpts
from his interview that first appeared in Retro Gamear 17,

in case you missed it. You can read a full transcription of the
original artlcle at Mark Green's weabsite — bttp fnlealatron.

SC G

i ]
(5

“What | remembar bast are tha things betwean lessons
Kicking balls around carridars, plaving conkers, firing a
catapult. Making fun of teachers. Making fun af ather kids. And
that was basically how | wanted Skool Daze ta be., There'd be

a major task to perform = but if vou wanted to spend all your
time beating people up, you could. Just like school.”

- Dave recalls the ather parts of going 1o schaal

“Going into 1984, people were copving so much,. Somebady
at the time estimated that for evary game actually sold, thera
Wwere seven capies made. That's probably abaut right. We
used to get games returned as faulty from WHSmiths and
Boots, Most of them plaved fine; they'd just been bought,
copied, and taken back. Some of them had even baan
tampered with so people could "praove’ the game wouldn't
load — recording a few seconds of silence, say. But there was
nothing we could do about it.”

- Dave on piracy
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SCLRIE IRESERRCH

LT[, Efisds THE 2%
LIECTIRUAR, T BECOARES

A BW= GELLER FOUF THE
CORPLAY. DRVE SETS P
AR R PEE R E CORRPLITER
SEMICES, DPERATIMNG
FIROAA WG HORKE 1M LONDORL

o83

AN B PWERE IELEASES
s, FliReT Hheal,
CiEssE A THOTROOT, THE
LPIREADHEET PrROGEARR
Chmapalc B, SERIES AMD
PTG AP PLB AT IO
ZE-CIDEFRINT, AMND THEN
EVOLLITIIN WD FUZTLER
THE Tizdled (GAME RIEELLE,

ek AsED LAE N THE YEME,

PECIAAES. THE COAAIANY 'S

o84

SATNAL DMZE 1 RELEASED
EHE BECOARES AHOTHER
HIT THANES TO 1TS FREE—
IZORARIFMG GARRERLAY.
THE COARARY ALSD
RELERSES ‘COPTER:
SHOOTER SaY [2ARGER
Ire 3D GiraPHICS MEE
IREEAEDED AN MAPRESTIVE
WL SR RS PO
THE SPECTRIMA, HUT THE

loes

AN B0 PHERE MELEASES
Facw T Swiow 'y
AHOTHESR HIT AND THE
DEVELDPERYE 0pLY SEGLEL.

A New YEAR BEGING

Gamering oloewing repors from the gaming
press, Seool Daze's unigue free-roaming
garmap iy, colourtul cartoon graghees
and wnusual sating helped it to instanthy
stand out from the racers, shooters and
platfomners that fregeentdy saw releass
Test scores Sew it awarded 53 per cent
i1 Crash with ore Impressed reviewer
statng that “from the momant you ses
Skoal Dare, wou fall in love with it”, and
g0 equally impressad Sinclar Userwnter
remerking that " Heool Daze explodes into
Lhe sndEgrsaton wath a cloud of chalk gust
and & hal of catapult bullets”. So with Skoo!
Jdza helping to make schoal cocd in the
eves of many kids across Brtain, and sakes
af argund 50,000 copies, Dave decided that
it wwouddl be & pood ides to stick at schoal
far st & litthe wvhile banger and released a
saquel, Back To Skoal the folowmang wear.
Sack To Skood reght seem extremehy
simrdlar to the origing! but it expanded on
the formuls brillianthy. Relsdting fars with
Eriz, the school had recsived somethng

“All the characters are those comic book stereotypes, because

by and

Thear

Ther
% abaut giving people characters tl

And making it funny, and anjo

meant making it a litde bit e

arge all schools ara tha same
alwa

ARDET TEMOC BT fARAE.

of a reherbishment between releases. The
buikders had given it an entinahy fresh nesy
lawout and & fresh ick of paint oo, Mew
Classrooms were kitted out wath nensy
eguiprment, the school was [arger than
befare, and there were even morne seats
too. A Human Reghts group had also done
ar inspecton of the facikties and ordered
that the schod install 3 toded (though yols
Couialn T perkarm & Spot of Dog-washng
on Einsten, sadtyl, and girls arrved on the
scene tharks to @ mesghbouning gifs' schoo
et wwBs conmanad aff oy & Tal (hul Ea-‘,il':.-
crcurrrerbed) fence dumrsg lesson time and
Oper 0 explore dunng playrne

Whike: the Skool Dare taculty reterned
to make Eric’s life a misery, Back To Skool
introduced a sekeciion of new characters.
Curing the summer holidays Enc had gotien
a gutlreand, Faay, whio attenosd the ges
school, and Enc could butter her up and
palm off a few lines onto her. i he did this
toa often, hineseer, she guickly grew wise
to his wsing wavs and prompthy shawed him
thwe clocr, FurtPeerore, a5 well 83 Hayley ang

GARREFLAY M AREDENCIRE.

thee usual school massers, Bic nows had 1o
cortend with a gnargy headmistress, Miss
Teke, a5 vl g5 g cansfaker nanmed Alpert
who patrolked the sports T and was oflan
4 target tor abuses from thie keds = Wackar
vioidd often use assemnbly as an opporherity
to wesad out who vwes responsible for
terrorising the groundsman duning playtinne
T fewel of interaction and hijinks Enc

Couldl pertarnm was also sxpanded upon. B
addton fo uang his rademark catapult, Eric
coudd nowr find and wse & weter pisil, stes
and ride & pedel bike, and open desks and
take their conterits. The misson also made
petier use of the school @rmaronmeent and
the characters too. Buneeng around bashing
shiglds in the pursait of unlocking codes
frorn teachers” brains wes amrusing, Dt it
was the mischaef that the game glowed
il R0 gt up 1o Eesay froem the: miaem
mission that people lovwed most about Skoo
Daze Whie @ spot of shield bashing still

12dl 1o be done in the sequeed. progress now,
kinds of

resryUined Erc T St

Fite PR o
1] ] LHECET o

Al PRSI NEY SIGRHNT SRS,

s always a bully. There's always & swat. And Sk
would recognise.

- Dave an the inspiration tor Skool Daze's cast

“I just left Kaith o it, What he came up with was really vary

good. The swot had an egghead, the bully wa
broad-sheuldered and butch, Boy Weonder was big

a little bit
o and

attractive and Howed araumnd the place = don' you just hate

paople like that? Where Keith got hi:
know. He was heading off 1o
madelled it an peaple he k

0 an creating the o

wie wi e Thimking that
at the time, ifwe'd been clued i

cry at the apporiu RITIEE W

ol Sk Dare — it pakd tor i

Keith bought a secand-hia
Cave am the s of

iration from,  don’

g6

COLMNEELL DETECTIVE
PO AP CONTACT

CaA CIREASE RS

AN ROSPHERE'S WERY

LAST TTVLE.

Img to

&1. We made a decent |I'|.'l|“|!:j aut
evelapmeant, & T'ew TImes over.

IFL] Koz 8 i a lowing, ful
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Hope you've heen payin

we're ahout to sec if what we'

1. bn Shkoud [z, howw miany Lnes

expre] led Lrom 51 b !
: ki
2 Which compasy develnped 5

g ool Ll NOE

3_What are the Nl

4. Fill in the missing wonds: _

= o

o gyenls wWers thert 2

5. Howw miamy ST

uy il
papnmid Skool Daze seqQue 17

. "W hat 1% the nan

7w hich year W

sgapdbon’ game Wik

R, An imporLant ame .
Rack To Skoof —what was i

g Manie three ganes thal ko
1. Solve 1his simple &

- 1
Answers overiel

g attention, cherubs =
e taught has stuck...

auld Enc receivs

wal Phaze

pmaimn kids in Shonl Daze?
Laim ki

and _ Decathlm.

qing 1o be in the uneel

e
e ool the 50 bk s beadmasier:

. I ".'I"\.-'-|'|'.l_"
A ~d what other i

] "'-Ju I|II PMFe |'|."'...".,l'\1|. ..1 a: |

rebeised Lhal yot:

Tty was missing from Sk

| Daze could plansit

gt Skl Daze GTA=T

mige drops at the arls’ school to lefting off
a stink bormb to cause a teacher W0 oper a
wandow. With smoother scroing, snproved
visuals and a greater level of depth, Back To
Skooiwas a great followe-un, and reviews
reflectad thet, waith the seres upholding its
B3% in Crash, and recensng mine outl of ten
in Your Snclar Topmarks.

SPORTS Day's CANCELLED
A5 repartedin

Digwe ¥

magezines ai the e,
B0 planned 0 mees a thing gamse
I e sanes, Vol the warking btke at &
And Mayday's Dacathion, it was planned
i be & schoo-therned cend-up of Daley
Thompson's Decathlon, comprising fen
sporting events stapled together wath
nteractve scanes’ Gelling Skoo! Dase wath
Dafay Thampsan sounds ke a winning
formmula, and package art for the game was
ewen draven by Feith. But sadhy the seguel

belbire he was

- 1
[ ]

pienl Dhiazes bud afded Lx

Iy have inspired

neyser oot past firgt base and the Ting! bl
ultirmately sounded for the senes

In an early Retro Gamer interiew in
issue 17, Dawid placed mwch of the blame
for the schood shutdown an samething
that commonby irks eachers — copying
With piracy rife and budget games
starting to dominate the market, atter the
release of Comtact Sam Cruise, a colouriu
1530s detective noir action-adventure
game that shares g siméler look fo Skool
Daze, David decded 10 ehendon gameas
cancluding that profts wera Becoming
oo stretched by prracy. and fed up with
warking and damaged games being
reternad 1o retailers by cheeky ittle Boy
Wander types

Of course, play close attention to the
games mdustry and vou'll see Skoo!
Daze's legagy endures. Thowgh Ant
Attack predated its release by & year
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gnd semanal BBL classic Eite shares ds
birthaay, Skool Daze iz arguably the first
gxample of the modern 'sandboe gamse.
Its frea-roaming gamegplay and read-yweorld
setting made it unique, and its influence
can be seen in everything from Shenmus
and GTA to the S¥ns seres and, of
course, Buy laka Carvs Canerm Edit =
which took mamy of the ideas and themes
of Skoo! Daze and then let them lark
ghcut in 8 three-dimensiong! playaround
Like g teacher imparting sams lesting
wistdom, the Sanes has certainty nad &
profound effect on the games industy,
gnd is stif fondiy remembered by gy
gamers today, And s ends this Bessan
ghout the Skogl Dase series. YWe hope

YO VE e paving atientan &s you e
gomg o be tested on what you've earnt
S, sehen you're ready, tern over the page
and begin answering



We apeak to the Microsphere graphic designer and eover artkst about his
time working on the Skool Daze series...

Howw did vour caollabaratan with Dave Reldy come abour?

Do maarried a girl called Helen who wias my next door neighbour
whan | was a kid, Our mumes had keptin touch, and so when | movad
o London o be an illustrator and Dave needed some casseita insaris
designing they got in touch, By caincidence they lived in Museell

Hill and | livad in Hormsay, so | could walk to their house across the
grounds of the All Pali (which at the timea was pramy deralict).

WWhat was it like warking for Microsphere? Was it on a contract Dasls of
full tirme?

| was paid for each job. | kapi a record of the hours and gawve Dava

a bill, Ha was E]ilr-&'l'r'll-."l'g" Eil‘l'-l".“-ﬂ, and whean | gave bim thie fhirst ane he
informed me that he thought | was underselling myself and that |
should charge a lot mara. ¥ou don't get clignts like that these davs (and
wou didn"t much then aithar],

Wihy did vou declde 1o leave the games industry®

| didn’t = Do fownd that after releasing the first couple of Skoal Daze
games he was hardly making amy money because of all the copying
and delibarate I:IEr'I'hEHE 10 CASSeTles IO get a ra Tund, so he decided

Lo give it upe. | think | just carried on warking for whoever wanted a
graphic designer/illustrator for a while, but | vwas also doing teacher
training and evantually got a job teaching

WWhat are yau currently up o

| did 25 wears of taaching, got fed up with the way tha system was being
used as & political gimmick at the expense of teachers and studenis,
geve that up, and | am now & portrait arist who fills in with custom
paint work and illustratian as well. 've been constructing a website Tor
about two vears now, bt paid work keeps getting in the way.

Did you work oh any games guiside of the Skool Daze games and
Contact Sarm Cruige?

| did ingaris for The Train Game, a motocross game [ va forgotten the
name of, an application called £X%-5ideprint, a 30 helicopter game that
was way ahead of its time, and | think | did the cockpit instruments for
Crevasse, and maybe a couple of others. But the Eriec games were the
only anes | did all the graphics far.

Were the 1Teachers and children modelled an real-lite paopla!
Same were = the cool, "with-it" teacher was modelled on my favourite
juniar school teacher, Mr Svkes

How lomg did it take 1o creare the graphics for the Sack Te Skaol
games, and what art packages did you use!

It took a few weeks to do the original, but the second was a lot guicker
aa | knew what | was dn’.‘lll"lg by then. | Wasn'tinto fgamas at the Time and
hiad 1o get a Sinclair E.p&u[rur'n lwhich | reca r'|II-|.- Teund in e lolit) To sea
iy own graphics in actian, o 1o speak. There ware na arl packages
thiat | knew of. | designed all the charaoters and buildings by filling in
sgquaras on graph paper to reprasent the pixals, and just had to keep
standing back 1o get an ides what they'd look like on screan. | then 1ook
thiem round 1o Dave and Helen's and he programmed them in.

You're credited as the artiet on the CB4 version of tha game. YWhat wag
walr imvalverment axacthy?
Mil. They just reused my graphics | Think.

What can yvou tall us about Skoal Daze 37
It was called Eric And Hayiey's Decathilon—a pun on Dalay Thampson's

a 984 20(2

Decathion = and was going 1o feature the school sports day. | designed
thea insart card which featurad Eric and his girlfriend hurdling the
shigol wall at |"I|-|:'||1 EF-EE'IJ, Bt Davee went off round the warld swaith
Helen for a lang haliday, and when he got back he never did any mare
work anit, | had the insert kicking araund for yvears as Dave had paid
mia for itin advance before ha want away and. as technically it was his
PropEarty, I couldm't L'rrmg l"l'l".-'E.E|f 0 Thirow it Bwway. HI:I-WE".I'ET. after the
last time | maved house 'va not bean able 1o locate it.

Are you surprised that there is sl g0 much interestin these games
wial wera invalved with ateer all this time?

In some ways yes, but Dave Reidy was a genius in my apinian, Those
games waere far more intelligent and witty than most, but times

have movad on a great deal since and games are massively mora
sophisticated now. Those kids who pissed Dave off so much e guit
the business will have grown up and became nastalgle tar Their
misspant yvouth like most of us do. ltwasn't part of my yowth really,
though, and | wasn't particularly happy in London, so while |'m pleased
people are interested and can still enjoy them, | was glad to mave an.
When | look at the covers now | think they're pretty paar.

Thesa ks, Kaith FEpies h gt s thi

Mgy vl nsgHTE wivkds. fe-dmensicns real-wurd obcts rthar than
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SKOOL TWNETABLE

Ever imagined what school would be like if the National

Curriculum was taught using the medium of videogames?
You can stop imagining...

Wl protect it from
ey L enarsibla
per-rmariatensad 1o
the sime of & flea’s kneecap.

Mr Jack Enfield

D't forget .-'- ur PE kit ar you’ll be

rrisch 1o -:':|'Iii|'-'=|l:1- 0 I & i LEmDNEUILLE WEGTHER BEMOET
CLORY
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Miss Donna Ke:

|:.|.:|r EroUSs anceEnt Lrlargng

sl maths.

Mr R Goldberg e : Mr Christia

e WY - Siblm &

lizaa Amemeers

PO B i phere § Eric. Boy Wander, Angellace, Einsiein | Erc
And Havley™s Decathlon § Ten P Mr Wacker [ 1984, Elite { Toilets
Balby 1Canis Canem Bditp, The Simes. Bonareas Bros., The Great
Excupe, Where Time Stood Still. GTATL f Balby 1Canis Canem Bdit

BREICETON
It irs Thie resal e,
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IN THE MID-NINETIES, SQUARE'S
FLAGSHIP FR ANCHISE ABANDONED
NINTENDOS HARDWARE AND
EMBRACED THE PLAYSTATION,

A MOVE THAT WOULD LEAD TO
FINAL FANTASY VI AN AMBITIOUS,
REFINED AND ENORMOUSLY
INFLUENTIAL RPG. DIRECTOR
YOSHINORI KITASE AND ART
DIRECTOR. YUSUKE NAOR A DISCUSS
THE CREATION OF THIS M ASTER PIECE
WITH US IN UNPRECEDENTED DEPTH.
STEVEN SPIELBERG'S JAWS FITS

INTO IT SOMEWHERE, AS SAMUEL
ROBERTS DISCOVERS...

THE MAHING OF FINAL FANTASY Ul

ithowt hyperbale, Final Fantasy Vil is tha

RPG that changed the genre, Opening the

Wastarn floocdgates to Japan's own style of

rale-playing and popularising the entire sub-

genre, the 10-million-plus-selling game was,
for mamy pleayers, their introduction to the potential
of interactve storyielling and the first videogame
narrative to leave a mark on them. It's also divisive,
anecdotally referrad to as the most retumed game of
all fime and often criticised by Westarm RPG veterans
—web such cynicism can't mask the impact it had
upon release in 1997, Along with Gran Turisma,
Final Fantasy VIl shifted millians of PlayStation
consales by demonstrating the maching’s
capabilities, captivating gamers with a fictional
universe of unrestrained scope and style thet would
govern an entire cormear of the industry. Back when
the garme was being created, Square (today known
as Sqguare Enix) was a company i transition, and
the influx of talent that brought FFVIE into being,
as well a5 & development culture that fosterad
creativity, was uitimately respansible for this
deservedly celebrated RPG,

At the 1986 SIGGRAPH computer graphics
comvention in Los Angeles, the company formearly
known gs Sguare presented an interactive dema
to the warld thet showeased s Rnal Fantasy
property in unprecedented fashion. This project  (3F

R THD AMER COLULEL FIDN
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i depicted three characters from Final Fantasy W
fighting a olam enammy in full 30, a jaw-dropping
contrast to the SMES-based 20 roote of the
game, complets with visual effects and cnematic
in-batthe camera angles that imphed a future
bayvand the static staging of the sernes’ stones
up until thet point. When wvou look at the tech
demo now, vou can abaclutely see the founding
tachnical eonceit of Fnal Fantagy W embedded
within it. Sguaresoft saw thet Finsl Faotasy could
be so rmuch mcre on & platform that allowed
the campany to axparimant with such high-and
technical ideas.

The SIGGRAPH project would form the ‘seed’,
ag proaducer and creator Hirgnobhu Sakaguchi
dubbed it on a promotiongl video Tor the game,
af Final Fantasy's mave into the next consale
generation. To amy seasoned gamer, the most
well-knowen part of the development of Final
Fantasy W is the defection that started it gl
Long considered a Nintendo stabwart since the
arigingl Final Fartasy's release on the NES in
1987, Sguare shifted to the PlayStation for ite
CO-ROM capabilities ower the NE4's comparatively
limited cartriclges. This fit the grand ambitions of
this mew sequel,

“We were fans of Mintendo's hardware,
atthough in arder to use CG movies in the game
like wee intended, we needed a kot of storage
apace, and for that reason decided on a platform

ali

2 DISTRACTIONS
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L4001 400 266 e
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that usad the higher-capacity CO media,” director
Yoshinon Kitasa telis us,

Howw ironic that this framchise would soar on a
Somy platform, given that Nintenda publicly broke
away fram a CO-enabled SMES collaboration with
tha elactronics giant earliar in the decada. Thea
amarging disc format enabled Firal Fantasy W
to be far more cinematic than its forebesrs — an
impartant factor, especially 1o Sakaguchi. et
an interesting factor in 8l this was the set of
techrmcal influences an the team, many of whom
waarg from Western gama developmeant, as
Kitase explains to us: "We looked at trenda in
the forgign-made PC games of the time, such as
Alone I The Dark and Heart OF Dakness [and
s0 on], and made it our objective to combine
together smooth action seguences wsing pehygon-
based characters and clever camera work with
the inaertion of effective CG movies at a high
kevel, | belisve that we pretty much achieved our
goals in this regard,”

hen it came to setting and story, Final
Famtasy VI weoulbd similarly be a departure
from seties comvention. While the previous
entry in he senes had a prongunded
steampunk theme, the set of emdrcnments
in the seventh game would vary massively from
continent to continent, from a vast, polluted
metropolis to backwater towns; that clash of

“14% 3E7
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i CHOCOBOS

Gatching them, riding them, racing
them and breeding them - the
Chocobo element of FRWW is & game
in itsell, and becomes bewilderingly
complax when vou're looking to
breed that lucrative Gaold Chacoba,
which can reach parts of the map
that even the Highwand cannot,

Soer FE TR

5 SNOWBOAR DING
On the second disc, Cloud gets the
opportunity 1o snowboard down a
mountain, Later in the game, it re-
emerges as a tricky arcade game at
Gold Saucer's Wander Sguare. This
mini-game was popular enough to
jugtify 8 robile epin-off, which is
naturally only aailable in Japan,

¥ FIRST-PERSON
SHOOTING

Visiting the “Speed’ paryal Gald
Saucer triggers this bizarre but guite
impressive first-person shootar
section, where hiting a high score
lands yvouss paize. This is notable

far s kaledoscopic visuals, in stark
contrast o much of the game.
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£ BATTLE ON

FORT CONDOR.

Visiting Fort Condor triggers this
intriguing litte strategy offshoot,
webvire you Tund small skirmishes
to hald bhack Shinra forces from the
giant bird perched atop the fort, It
no Age OF Empires, but it shows
how diverse the deas are in FRA

L= Mﬂ’[ﬂm

DOne of the nicest surprises early on
is an action-baged mini-game where
you have 10 protéct vour comrades
from Shinra soldiers on bikes by
ramming them off the road with
Cloud's inexplicably large Bugter
Sword, It's great fun.

= BATTLE ARENA

The only way 1o get Cloud's
Omnislash Limit Break outside of
the finale, and a clever means of
extending the combat's appeal, the
battle arens on Gold Seucer is a
relentless challenge where yvou hawve
o survive successve rounds of
enemies and status ailments.



FINAL FANTASY VII'S
UNSUNG HERO

Kitase weighs in on the oddly
high popularity of Zack Fair,
Cloud’s former mentor

Az you may recall, the entire flashback
sequence where Cloud remembers
the enants in Mibaltheim that led to

Sephirgth's transformation into a
twasted ensmy turmns out to be & bit
different. Later, we bsarn that Cloud

confused himsell with Zack, his
supericr in the army, Ever since then,
Zack has remained a popular figure
among Final Fantasy fans, which led

to the spin-off Crgis Core His role

in Cloud’s story makes him a unigue
aglemant in FFYI's tangled web.

"Fack ia the vesssl anto which

Cloud twastedhy projects his complaxes
toveards SOLDIER [Shinra®s elite fighting
forcel,” Kitase tells us, "He was created
by the scenano writer, [Kazushige
Majimal, as he was trying to build up
the mystery surrounding Cloud's past,
amd we dd not onginglly think of Zack
as a major character, but he seemed

10 be strangely popular with the fans
Much later on, Zack featurad haeaniby

in Crisis Core, and Mr Mojima was in
charge af the scenaria for both titles.
When he first created fack, | doubt that
he could possibly have thawght that

woe would be delving into the same
character's story tem yaars anl”

[P Eona] Foa! Fasboy WTs Malens sydom s o frmg Uil caa mvoniasly
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futuristic technology against these remnants of 3
beawtiful ald warld.

We asked Kitase to discuss the inspirations for
the plamat’s creation, and ha gracioushy passed
our guestions on to FFYINs art director, Yuosuke
Maaora. “Initially we swanted 1o try something new
bwy having & corporation as the major eneomy
while sull keeping the game broadly in the fantasy
genra,” he explaing, rafarring 1o the Shinra
Elactric Powar Company. "Having decided an this
concept, we ectively included many steampunk-
like elements to try to merge the appeal of
traditinngl high-fantasy rick-huilt” strectures
and sci-li elements at a high level, Howewver, a5
thers was to be magic preésant in this world, it
would have been hard to heve cyberpunk-esque
unkmown future technology sitting comfiortably
with the ather influsnces, so we tried o keep that
aspect down as much as possible.”

Maora continues: “Cin the design side, we were
also vary much inspired to mix in things from
mamy different periods in a8 semi-chaotic manner,
including things from our everyday lives such as
the newer buildings in Tokyo, the streets of Ginga,
and the Shibuya station building.” Al this led to a
laudably diverss set of emronmaents, which still
felt like a cohesive part of the same world.

The setting was clasely connacted 1o the
narrative — the backdrop of Fnsl Fantasy W's
story i that the planet is suflering, being maned
cf resources by the ruthlass Shanra, which is
also a prominent military force. Yet the central
conflict of the story is sctually smaller-scale than

THE MAHING OF FINAL FANTASY Ul

that. For the developers, it was more about the
symbiatic struggle between the hero, Clowd, and
the calculated villain, Sephirath, that drove the
gam# farwards, as Kitase explains: "Throughouwt
the story | realty wanted to depict Sephirath as
an owerwhelmingly powerful threat. However,

if wou hawve g villain as an actual apponent wha
appears before the heroes then however strong
ar charismatic you make the character, he will still
feal vary much Tife-sized’ and limited in scops,
reduced to ancther minor evil."

What source of ingpiraticn helpad the t=am
tackle thiz issue? You'd be surprised, Kitase
continuas: “To solva this problam, | decided to
prezant Saphirath indirecthy, making the player
aware of his existence through hints and stories
hut nat having him shaow himself hefare them
misch. The plever seas the aftermath of his
ruthless deeds but does not arrive at the source
of the el for a long time, This was the samea
method vsed by Steven Spielberg in the film
Jaws Finding the butchered President Shinrg
an the top floar of the Shinrg building gnd the
impaled bady of the Midgar Zolom are moments
symbolic of this approach.”

layers don't properly encounter Sephircth

until theyre arpund ten hours in, and even

then it’s in fleeting glimpses - we see

him prominently in flashbacks, leading to

the discovery about his sad origins and
subsaquent breakdown. He, along with the
attached musical theme, One-Winged Angel,
would become iconic aspects of SRV upon
release, Cloud, the amnesiac hers Trying 1o piece
his distressing mamornes back together, was an
equal point of fascingtion for players. it's this
dynamic, with their subsequently explored  (F

(¢ WE MADE IT OUR OBJECTIVE TO
COMBINE SMOOTH ACTION SEQUENCES
WITH CG MOVIES AT A HIGH LEVELYY
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Not featuring Cloud in a dress

Yau knew it would be this

- shocking, sad and brilliant
on the part of the Squaresoft
Team, & certain character is
miurdered by Sephiroth at
the dlimax of the game’s first
act. It's notable because it

is 50 brutal, but this brave
mowve to take the character
out of tha story meant Fnal
Fantasy Wihwaould be forever
rermembered by players.

The entire game builds 1o
this final conflict between
Cloud and Saphiroth,
where the hero slices down
the grey-haired villsin

in spectacular fashion,
using his final Limit Break,
Ommnislash. All right, so it
isn't necessanly the first time
you use Omnislash, but it's
£till a thrilling component of
the game's conclusion.

Sephiroth unleashes
Weapans an the planet, gian
boss-style creatures that,
when put together, look like
gomething out of a Japanease
ranster miovie, The idea

of the optional super-boss

is a Final Fantasy staple -
here, they're made a key
[urr1i|1g POt N e sty in
another axample of Square's
picneering Fvis,

500 YEARS
LATER...

After the credits, we're
treated to this brilliant but
somed o 1,‘;]1|I||r|5| seene, 00
waars into the future. We

seg Manaki and his children

96 SETRI] EHITER COLLECTIN

running through a canyon,
before armerging onto & vista
that shows an abandoned
Midgar, owergrown and

free of the technology that
drained the hife of the planet,

When Kitase alludes to Jaws,
he's referring to this scene
whera the player reaches the
top of Shinrs Headquartars
and finds the President

dead, impaled by Sephiroth's
katana. It's a brilliant way

o bring the villain into the
story, having him lurk just
out of reach.

Knights of the Round was
easily the most lavish
summan spedl in the entire
senes up until that point,
The animatian for the attack,
Uitimats End, seee 13 knights
batiering the eneny with

& slew ol extraardingriby
poweerful moves; a just
renward for the exhausting
process of breeding & Gaold
Chocobo to get it

SEPHIROTH
WALKS INTO

THE FLAMES

The highlight of the entire
Mibelheim flashback, tobd
froam the village of Kélm
aarly on in tha stéryis an
eve-opening cingmatcahers
Sephiroth turns aveey

from Cloud into the flames,
after the twisted Warriar
burns the town to the
ground. Perheps the most
vigsually recogrisable part
af the gamea

In this flashback, the events
of the Nibelheim incident
ara fully disclossd. We
learn that Cloud borrowed
Zack's identity, amd that
this member of SOLDIER
was gunned down by
Shinra cutside Midgar. This
seguence is made gl the
more sad when vou've earlier
gncountered Zack’s parents
in the town of Gongega,
where both his micther
and father are completehy
unaware of his tragic fate,

Late Into the third disc,
heading iote the ocean

with the submarine

giwes the plaver a few
surprises, including the

hinal whereatsouts of the
Turks, Shinra's agents
whiss paths cross yours
thrawghout, Thet's before
vou see bubbles emerge

out of the black, though =
when the fearsaomea Emereld
Weapon drifts towards ywou in
werrifyang fashion, Brel lt's an
abzolute bitch to kill, too,

Finnal Fariasy as & seres is
inganiaus in the way it lets
you manoguvre around the
world. When vou get the
Highwesind, you can go almost
amywhera in the antire world,
a glorioushy freeing reminder
of the diversity of locations
within the game.

i history of Moodshed and trauma, that playars

hadn't sean before in Final Fartasy. “Furthermaore,
hiowewer far the player pursues him, Sephiroth

i ahways Just out of reach, and because of this
aur image of him Becomes more and mare
idalised and idealisad,” explaing Kitase, "This
gtony structure also owverlaps with the ressons that
Cloud hae such a comples sbout his own past,
and believe it is an effective toal for shewing the
felationship between the twa characters.”

Il the character designs and their

personalities were left in the hands of the

designers, a break from previous games,

where Sakaguchi would owerses their

conception. This was alsa the first project
where Tetsuya Momura would be the sole
character designer, who, having contributed work
to Ainal Fantasy V end VL replaced Yoshitaka
Amano fram the previpus tites, A Famitso
interview with Nomura {translated by Andriasang)
explaing that Cloud was essentially his creation,
yet Kitase told us that determining bath the
looks and personalities of every one of Rnal
Fartasy WI's iconic cast of characters was
“largely the responsibility of [Nomural®, i
marked & sea change for the seres, Gone were
thie primarly meadieval, dreamy heroas of Amano,
and im came a fresh, exciting array of heroes that
wiould have an extensive impact on Japanese
popular culiure — not to mention kirth a string of
ideas that would be appropeiated into character
clichés, like spiky hair and giant swords, Amanog
wiould still contribute charscter sketches and the
iconic meteor logo, however,

The immenss back story for these heroes
and villaing was ling-tuned by soenarnia writgr
Kaushige Mojima, while many of the actual
narratnee ideas cama fram a unigque exarcisa that
once sgain showed Squaresofts axperimental
approach. “Whean designing the gaime, we asked
all staff on the Fipal Fantasy team to subimit
possible episode ideas for character back stores
and craated the ovarall stories by putting thessa
together,” saye Kitase. "H wes the acenario writer,
Mr Mojime, who managed to put together a
complete and detailled stony from this massive
pod of ideas, 8 process that was much like
putting tegether a jigsaw puzzle,”

Thiz exercise led to an intriguing collaction
of stories acroas the cast of heroes, with ane
miain plat driving it all; the planet's impending
destruction a1 the hands of Sephiroth, where
he would harnass the world’s natural defences
= known as the Lifestream = for himsalf. The
cast of Aingl Fantzsy W including the tortured,
unfocused Barret; last of an ancient rece Aeris
far Aerith — a misspelling in the game's
rranslation, as vou probably know); and down-
and-out pelot Cid Highwind, as well as more
escteric faces like the tomb-dwelling, optonal
companian Vincent Valentine, struck & chard with
gamers, as their stories dovetailed skilfully with
e rvim mArra e,

These small tales, even Sephiroth’s, traced
back to the all-ancompassing Shinra plot davice
- this corporation that is draining the planet of its
respurces. Given that Angl Fantasy VWwas made
in the mid-Ninetes, vou could desw abvious
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parallals with the real-wordd environmantal issues
at that time. ¥Yet emdaronmentalism, surprisinghy,
wis not part of the team's storytelling agends,
Kitase explaing: “We did nat particularly plan

on bringing out environmental destruction as a
majar theme of the gama but rathar intendad

the story to depict the intemal struggles of Clowed
amd Sephirath.

"Howewer, if pushed | would sey that this
themea wes nat so much that of concern owver
destruction of the emaronmant but mare sbout
howw wa wantad to show howe cralisation and the
emvironment coexist. Cloud and his compamniona
first appear in the game gs & group trying to take
down the Mako reactorg, but in the end we see
them getting help from the Lifestream that is the
gource of that energy, and going forward into a
future of coexistence with the planet | belisve
that this theme of how we can strike 8 balance
amd live in hamony with the environment is ong
that is shared by all of us.”

he Lifestream is the litaral embodiment of
the planet's energy. where all life emerges
from and where it returng to with death.

Its genesis came from Sakaguchi, wha hiad
came up with the idea as a reaction to tragic

66 SEPHIROTH IS ALWAYS JUST OUT OF
REACH, AND SO OUR IMAGE OF HIM
BECOMES MORE AND MORE IDOLISED 79

everts in his own life. "When we were cresting
Final Fantagy M, moy mother passed away,” he
gaid im a video to coincide with FFVITs release,
“And ever sinca, | have baan thinking about
the theme of life. Life exsts in many things,
amd | was curious about what would happen if

| attermnpted to examineg life in @ methematical
and logical way; mavbe this was my approach in
ovarcoming the grief | was experiencing.”

With that delicate balance im mind, an
antagonistic force like Shinra seemed suitable - it
alzo presentad a fine opportunity to go sgqeinst
the curve of the last six games, "We had &
feeling that ideas for villaing in BPGs had kind of
bacome stale and rapatitive, with it alweys baing
samething like a massive dregon or am ewil ruler
who had acguired an ancient power,” aewvs Kitage,
“When we asked ourselves what a more modem
teke an a powerful evil would be, we came up
with the idea of a corporation that pollutes
the amdironment for excessive profit.”

he most talked-about moment in this

complex tale, though, would be the death

of a major character. One of the conditions

of running our exclusive interview from

Sguare Enix was that we wouldn't reweal this
chargcter’s name — but vou know which one we're
talking about, Everyone knows it You might L8
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‘ Obwvicusly,

rixle-playing .
games were a hupe
influence on Bodedands Fing! Fantasy
offered many of the standards and tropes
that are bomroweed by mary nole-glaying
gamnes of todey. The engegement and
metivation that comes from knelling
up and the draw ot collecting loot
first bacame clear ta 2l of us when
v clid sapch things with penci-and-
paper games. White many PC games
apobed these prnciples, Anal Fani@sy
managed to capiure the design in a
st aecessible wey 8t a time when
our cantralers had only a D-pad and
bwo buttons. The elegance of the Fnal
Faniasy epproach to role-playving has
inspired a generation

In f2ct, trwe very fst wdeogame that
ry werte and | played together from
beginning to end was the first Final
Fantasy gemne on the MES, Ta this
da, v have fond memonies of that
experience and an irratonal kyvalty to
the franchise. | knowr that many people
s Gingl Farmdasy WiNas the high-water
mark for the series, but for me itwas the
eardiar fnal Fanasy games on the MES
&nd Buper Mntenda that have had the

mest impect , q
r [
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WHAT HAPPENS

NEXT...

SEQUELS IN FINAL FANTASY
s |

L35 ANAL FANTASY X2
Solid and technically superh bt
tanally misliving, Firal Fantasy X-2
took FEX"s timid protagonist, Yuna,
then popped an some hot pants
and gewe her & couple of guns. The
game's ‘Perfect” ending s almost
wiarth plaving thraugh it alome for
fans of the first game, though.

" FINAL FANTASY [V

THE AFTER. YEARS

Originalby relessed an mabiles in
Japan, then through WiiWare and
again an the PSP with Fnal Faotagy 5
The Complete Collection, The After
Yoears is a direct saqual that is bailt
weith the look of the original SMES title.
The PSP version presents it in the most
coherent, beputiful form.

% DASSIDIA 012 [DUODECIM]
ANAL FANTASY

Forget the stupid title. Aside from the
unfortunate shortege of new contant,
this gague 1o the fan-gervice-packed
original is a top-notch action RPG

that was snubbed last year, na doukbt
affactad by the P5SF's atrocious piracy
rates. Mevertheless, it comes packaged
with the first game, so get it if vou

hawe the chance.

U8 ¢ METHO EAMER CULLELTRIN

(35" have spent hours traiming this character up bafore

the event occurred. It dide’t mattar. This character
was wiped out of the story. Such a brave decision
wold be the defining moment, and it stunned
this new generation of JRPG fans, and is still the
subject of much conwversation today.

Itie odd that Sguare Enix declined to comment
an the sequence, heving done &o in the past -
esven Kitase himself, back in 2003 1t could ke that
the compamny is hoping new gamers discover
Firal Fardasy Wi through the PlayStation Store, or
that seamething new imahing the game is in tha
pipeling. Either wey, that moment wasa designed
by Square to create a sudden void in the player,
to meke them think they'd have acted differently
were they o know it was coming,

Theara ara more surprisas besides, though, A
major plot point some way into the game sees the
threat level raised significanthy as giant creatures,

of a talented group of people, sharng a potent
creative culture, We asked Kitase about the team’s
dynamic &t the time.

“Before AP we anly reslly had 20 pixel
art designers, but for this project many 30006
gpecialists and designars cama in from autsida
the campamy, leading to an interaction of various
working cultures that was very stimulating,”™
he spye. “All the in-house designers also
started to learn to use CG toals, and we held
a lot of seminars and explanation mestings. |
parsanally receirved instruction in how to wusa
Alizs Poweerfnimator, and around a tenth of all
the character moations seen in the game's event
geenes were actually created by me!”

We had to ask Kitase il anything changed in
dervalopmant = and, as it happens, Square had
a relativehy airtight vision of FEVW with anly
ocne change that fans will definitely heve noticed.

66 WHEN THINKING ABOUT A MODERN
TAKE ON A POWERFUL EVIL, WE CAME UP
WITH THE IDEA OF A CORPORATION 99

a super-boss motif of the sarnes known as
Wespons, march into the owverssarld and heighten
the drama of the closing act. The Emerald and
Rubwy Weapons are especially tough o beat, vet
incorporating these powerful entites as part of
the Saphiroth stording imbued tham with a naw
importance. Kitase expleins why the team opted
to do this: “In all Fingl Fantasy gamea, we glways
put in very poswerful monsters in the latter parts
of the game 1o challenge dedicated players and 1o
daapean the gameplay experiance, anhancing the
lomgensity of the title and giving somiathing to do
aside fram the main quest. We had slready got
the concept of the Weapons as defenders of the
planet far FFW and so decided to tie that together
with these playv-enhancing leatures.”

But the story, daspita forever baing the guiding
light for the Final Fanissy series, was matched
by FFVI's innmense technical and mechanicsl
achvances, Creating & masterpiece of this calibre,
with such scope in setting and the jaw-dropping
amount of isonography that would define
Japanesa RPGs from thera on, was the prodwct

a The game’s sarky Tiuflers cheices g oo
n epperiunly I dereegs A il salrdmn
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“The anly thing that we had to change during
dewelopment weas the level of deformeation on

the characters. The fact that the characters gre
depicted at different leves of defarmation in the
field, battle and CG sections is a remnant of these
changes.” Wheraas field characters ended up
bkeing Bocky 30 models, the characters in battle
had far more detail. As Kitase mentions, too,

viou can see this difference in CG movies - some
depict the characters in blecky form, while others,
like Saphirath before the flamas of Nibalhaim,

are mora imprassivaly realized. 1t's a curious
inconsistency, but of course forgivable in the face
of the finished product’s other achisvemsants.

The locations heve aged better, thenks to the
heavy use of prerendered backgrounds, Yet part
of Final Fantasy VI'e appaal to lang-time fans was
the introdection of a fully 30 world map. Despite
the cinematic touches present in other parts of
the experience, the world map was seen as an
updated version of the SNES overwarld, “This
part of the gamea was not actually all that much of
a challenge,” says Kitase. “|t goes without saving
that, at the time, creating data for 8 30D map wes
hard work, but for better or waorse we decided
to o the map along pretty similar ines to 2 20
world map from the Firal Fanlasy gameas of the
Super Famicom ara, 50 there veere not a kot of
problems with the overall vigion.” o
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THISPLANET ASMY VESSE

FORGOTTEN
CAPITAL

e this was to be the
location fior some of the
moat important scenes, it

and made up from a mare

In order to comvey the idea
of lang dead civilisations,
wa used the motif of the
fossilised prehistoric ses
bed, with architectu

ary giant shells,

DEVELOPER. COMMENTARY
COSMO CANYON

'+ «#MThe concept of this area
had been finalised g8 &
valley and observatory
like the Grand Carmon, so &

R

DEVELOFER COMMENTARY

rreeced 1o be eerie, spiritual

limited number of elements.

=

THE MAKING OF FINAL FANTASY LIk

With insight from Final Fantasy Vil's
art director, Yusuke Maora, we pick
out Key locations from the story

I DEV ELCWFER. COMMENTARY
MIDGAR

HThe avarall
silhouette of
Midgar was

irgsp resd by
locking at a pizza
| was eating wath
friends while | was stuck for design

ideas, For the Shinra building, the

overall sense of scale came from 9

lopking up every day at our company

offices and alzo had festures taken from
structures where practicality influgnces

the design, such as tha brdge of a ‘3
L!batﬂaihin and industrial furnaces.

e B

EV ELCIPER. COMMENTARY

GOLD SAUCER

AL there were a lot of mini-games in the tite, |
set the question of, "What would an amusament
park in this world be like?' and mads surs
everyons had fun when designing this area Il

| had the designars put in -

more of a medieval feel,
with fantasy elements
such as the clockwork ‘cosmic sphares”

|. planetarium and the gyroscope compass.
| |

=

-

00 JUNON

A port town that is also a

military base, Junon is attacked
i later on by Sapphire Weapaon,
where the giant Junon cannon
ceremonicusly takes it down.

O THE NORTHERN
CRATER

This is where Jenova landed
sbaut 2,000 vears before the start
af the story - 8 crespy, Bxpansve
crater where the climax of the

! game tekes place.

O NIBELHEIM

A more obgarvant pevers will
know, after Mibelheim was burnt
dineen by Saphirath, the entire
town was rebuilt by Shinra and
the citizens replaced with its
EMEoYEEs In & COver-up.

O COSTA DEL SOL

A witerly bizarre, Spanish-gtyle
holiday towr with a relaxed
atmosphare, playars could latar
buy an owerpriced house in this
pleasantly different part of the
warld map.

O GONGAGA

This zad litthe towwen is the
lncation of &n exploded Mako
reactor, with the citizens
mourning their lost. Like a
sister town of Nibelhadm, in

a strange way,

O WUTAI

A rnore culturally differentiated
Incale to everywhers alse, Wotal
is the sole town on the far

tarn continent, and marks
;:%nlv location where the
heroes team wp with the Turks.

j

OCOREL

Barret's hometown-turned-post-
Shinra-wreck, this is where you
can catch the lift to the far mare
jolly Gold Saucer. Theres & ruddy
superb chase sequence hers later
in the game, oo,

OROCKET TOWN

Built around & launchpad, this is
where one of the more interesting
charactars, foul-mouthed pilot
Cid Highwind, hails from. It's

& chesrful moment when they
finalky get the rocket into space.

% | ( AETRD GRMEA COLLECTEIN | 94
N 1 L ) J
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Aszgistant producer,
Media Molecule

‘ Final Fartasy VIl
made me reslise
thiat gamnes were 50
much mare than just nonning o shooting or
tghtirg. Far from meindiess antertanmant,
they could actually str emction within the
piayer, It's the game that nspired me 1o join
the garmes indestry and help create those

experiances for athers. ,;

RETHD DATIEH LOLLEL TIEN

Instead, the teéam had to spend maora
time warrying ebout the individual locations
themasaelves, which were gignificantly more
imaginatiee then their cartridge-hased forehears,
“It was actually a lot harder and ook much more
work realising the fully rendered backdrops for
the towns and dungeans, as nathing like these
had ever been done before at the time. Having
gaid this, the weord map in FAVT did play 8 very
impartant role in the game, After the first part,
which is spent in the oppressive and cramped
arvirenment of Midgar, tha faaling of libaration
and freedom at the moment whean you step out

batwean ganerations. “YWe had decided on thea
idea of battles in 30, with the camera panning
and zooming arcund the action, from before
beginning developmeant an FFVIL In 1995, we
created a prototype game based on doing the
battles from FFW I 30 and showecasaed it at tha
SIGGRAPH canvention that wveser. This test game
wiaa made with an eye to perfecting the idea for
the hattles in FRVILY

Aided by the straightforward vet endlesshy
customisable Materia-based ability system, as
wied| as visually exctravagant Limit Break attacks,
the combat in Final Fantesy Vi would newer
become a chore. This title also saw the best work
of composer Mobuo Uematsw, building on his
incredible music in FAW with a series of stunning
and highby meamaorable themes and leitmotifs.
Ay poignant, dark or pleasant instance is helped
along enomnously by his work, and he made an
easy collaborator for Sguare. “We basically just
showed Mr Uematsu the character designs and
the scenarnia, and had him familiarise with the
avarall themaes and images of the game before
letting him loose. There were no specific detailed

66]T TOOK A LOT OF WORK REALISING
THE RENDERED BACKDROPS, AS NOTHING
LIKE THEM HAD BEEN DONE BEFORE 99

onto the world map is one of the gama’s most
memorable highlights.” That's completely true,
and this was & stone's throw from making it into
our list of favourte moments. FRVIT progressively
puls more pawer in the plaver's hands through
the way they interact with the world.

Random battes would remam part of the senes,
but a5 directad by the SIGGRAPH presantation,
the actusl ok of themn marked an exeiting leap

raquests, and ha was allowsed to create the scora
comparatively freely,” says Kitase.

While HD technology and high-capacity
starage mediz has let Square Enix realise the
most elabarate of visions with Final Fantasy
thara is somaething pura abaut the seventh gamea.
it’s such a wall-reunded expenance that it's
abrioushy the product of a developer at & peak of
creativitg. Being the first Final Fantasy released
it Eurospe, and armed with & glightly misleading
rarketing campaign that focused on FMVs over
gamaplay, it turnad a histoncally marginakised
genre into &n intermational phenomenon.

That's why there’s always telk of a remake.
Yet gamers clamouring for this must surely
realise the potental for disappointment - Firnal
Fantasy Vil was a product of the CD-ROM era,
and avarything was built on that foundation.

To try to replicate that in today’s HD landscaps
wiauld be & fun curio, sure, but we're almost
certain that it wouldnt surpass the ariginal

Sull, the constant talk of revisiting the game
is a testament to gamers” attachmant to this
world, to these characters, and to the themes of
identity, life and death thet no other entry in the
series has metched. T is 8 masterpiecs, borm in
the midst of Sguare enjoving the technological
revvarlution laid befora it, and justifiably becoming
synonymaous svith the PleyStation pletform.

For the company, the project was & rigk that

pakd aff supremely, but more profoundly for
FRUTs receptive audience, it showed therm that
videogames could offer a journey bayond that of
amy ather medium.

Special thanks ta Raxans Eiemad for her buge amaont of
help with this featwre,
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THE MARING OF FINAL FANTARSY LI

FINAL FANTASY XIII2

Yoshinori Kitase discusses Final Fant.

Xl-2, the

sequel to the most controversial Final Fantasy entry yet

Iy

[ R T rre—

With 20 hours spent on a linear
path and no hub areas to explore,
Final Fantasy X was perhaps

the first of the numbered games
to show that the series wasn't
invulnerable to criticism and heated
fan response. Indeed, with the
growing prominence of Weatern
RPGs, and even being slammexl
by BioWare, Sguare Enix feft it had
Io'acdress those aspects that not
everyong adorad:

“After the original title went on
sale we received g lot of feedback
iromm around the waorld and have
erideavoured 1o address the points
raisad as far as we can,” Kitass
says. "In XI-2 exploration elements
play &n impaortant rofe in the field
and story sectiong.”

I Firtal Fantazsy X2, the
reballious hergine of FEXI,
Lightning, has disappeared to
ancther realm, while her sister,
Serah Farrom, lves on without her
as the world cormes under threat,
Though the combatl system remains
pretty much identical = plavers
CAN noOwW recruit monsters to gid
in battle, though — the sddition of
QTEz and non-linear hub levels are
desigred o answer all those lolks
whao decriad FEXT

It's an extremely quick turnaround
for a Final Fantasy game, given that
it be relepsed under Two vears
since FEXIEL XIN-2, remarkably, will
have been announced and relessed
while spin-off tithe Versus X,
announced in 2006, is still nowhera
near completion. “The original FFXH
wins the first title we ever did in HD,
and so there were many challenges
that wa had to face head-on,” Kitass
says. "Howewer, for the sequel we
heve noww built up the required
knoww-hiow &nd could make a miuch
more accurate assessment of the
working hours reguired far each
aspect of the project, meaning that
the creation process rung much
miore efficiently.”

The mistake with Sguare Enix's
last direct videogame sequel in the
serias, 2003's Final Fantasy X-2,
was that it drasticalky switched the
tone from the original. Kitese says
that won't be 8 concern this time:

SOUARE CHIx

“LInlike with X and X-2, faor Xi-2
we are pretty muoch maintaining
the same style and atmosphera
fram the orginal. There are
Chocobos and Moogles as
characters, and this leads 1o & few
mare comical elements, but the
owverall feel of the game is vary
much dark and mysterous.”

Jdoining Serah is Moel Kreiss, a
hero who evokes memaories of the
PlayStation era of Nomura-designed
male protagonists, such as Tidus
from Final Fanfasy X "Wea did not
particulary hewve Tidus or anyvone in
mind when degigning Moel,” sayvs
Kitase. "For these past few years
we have been seeing a female lead
character in the form of Lightning,
and so it was decided that since
it hag been a while, we shouwld go
beck to a more arthodox young
male here, In this regard, XIN=2 may
hark back to the clder Final Fantasy
titles for some people.”

These changes illustrate Rnal
Fantasy's relationship with its fan
hase, with X2 restoring many of
the traditional elements massing
from ite predecessor. As the
franchise mowes forward, it has to
retain those qualities thet make the
geries feel personal to gemers —
and, if the past tells us amything, its
that no other series has the capacity
to reinvent itself like this one does.

Fimal Fantasy XI-3was released in
February 2012 on the P53 and Xbax 360,
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|n ‘I???’ Blizzard } TH E BACKGRDUND Ihe ferm's first real sniff of commercial and critical

& Chances are you haven't heard of Silicon success, Warora developed the real-time strategy
plunged gamE‘rS |ntﬂ & Synapse, or rather you don't think you gemepley seen in the Bkes of Westwood's exemplary
- hawe. Indeed, the Amencan developer, founded in Dume whiie injecting a Fitie maone chasacter and
HE'“. fﬂr thE ﬁr.St tlmE 1891, wasn't exacthy guick o make a nama creatwity Into proceedings. Westvwood would do
. . . for itself — a string of T8t much the same the tollowang year wath Command &
Wlth Dlahlﬂ', dhn E]Ctlﬂl‘l parts hardly set the warld s m Conquear, though it was Blizzard that was first past
on firg, though the firm would ) the post here, establishing some of the staples of &
RPG that wou I-d Sha F"E later prockaos twi arigingl and ""a:-. penfe pivotal ta both hestarical and modern PC
foncly remermbered tles n The ;i garrg with 3 veel=gesgred and onging! RTS, But
thE gEﬂI’E fﬂr F'EH 'S tﬂ Lost Kitangs and Rock N Rol Racng while Blizzard's mam team waorked on griswnng
R D r = F nare i 1964 - SR Far= e it
come. ThE fI'EIr'IChISE But a _.Iar!n;._e o F'_""‘ELI 1_|:_w g8 the lf'L'.?.fl:i.El‘l' brand with E?qJ.EIE, a_ﬂd E':t.-l:-EHEII:l'S
z : the wiorld its first glimpse of Bizzard t0 capitalise on the game’s populsnty and
haS EStathhEd ItEE'l.f Enterignment, foday one of the most succass, B unlikely secondary team wes hard
1 wEll=kremaay And lucralne names in at work on one of the mest mparant B
das thE I_E.adlng name garming. The refease of Warcraft: Ocs games of all trme,
a & Hernans that ssmne year put Blizzard By 12816, Condior Garnes had released st
in hac k’ End‘EIESh on the map in a way that nane of Silicon & three games — two American foothall titles
. . Synepoe’s releases could ever mignage, and things and a Justice Lagouse the-in, But despite this
I.ﬂ ﬂt-huntlng E'Il:tlﬂn arowviales roms there urinsainng back catalogue, Blizzad kag

10 | FETHD GAMIEH COLLEL TN
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Cledrhy spotied a lewel of poteniaal in the studic that
nobody else had, and the company quickly snapped
up the small Cdiformian studic. Reramed Bizzard
Marth, the Team surprsed the word with 3 hugely
arigingl aetion ATG that nobocky Saw Corry, & game
of class and gualkty that created and defined a ganns
in ang fell eoop. That game wes, of coursa, Diabio
a2 release that would do far the action RPG what
WarorarT did for the RTS gnd would farever ensone that
white nobody ever really heard of Silicon & Syneose
o Condor Games, evarybocy woukd corme 1o know
Blizzard's name

* THE GAMES

Diable (1906)

Oirigina®y pitched as a um-
based ewvolution of roguslikes
such g5 Movis, Blizzerd's
sermingl ARPG chanoed
rhasshely between erial
concept and finished artiche
Set in a dark fantasy warld
gmigl 8 war bajween Hagwen
ard Hell, Cvabilo weas the garme
that first proved that Blizzard had a level of imagnation
on & par wath the programming abd ty already
demonsirated with Wacalt

And white the game itsalf ewohved some way from
its initial raguelike design, some asoects il carmy the
hallrmarks of Rogue and it sirmpliste RPG imitators
Lvabio offers a single 18-floor dungeon that consists
of randaomby generated levels — 3 setup commion in
raguelikes — end the samplicity of the combat & yet
gnather sign af the game wesding its inspirgtions
proudhy. Furtermone, enbanced itemns must be
appraised before their spenal abilies can be learmed
and made use of, onhy here such tems cannot be
equipped at all before being apprased, wheneas
et roouelkes tend wo et you try on anything you
e, ofien slapping you with carses and undesirable
alfects far your cunosity,

But where roguelikes genaraly hide behind simple
precentation to faclitate a greater bevel of freedam,
Blizzard wes ghte to blend & oothic art sbde with a
sirrdar isometric viewpoint 10 those seen in popdar
garmas like X-C00 o debvar an experiences ke ne
gther. Ewery trip beneath the surface proved umgue,
hadwens branching and rooms appeanng ditferarthy
an each play, with even the monsters that lurk within
gred the guests on offer chengng chnamicalky. It weas
increcktdy rane o see @ role-playing game offer such
poiental for mulple plays and repeat wists to areas,
which 15 just one of the reasons wivw Dlayers were 50
guick to take o Diabla

The trig of cheracter classes s enother; three
roke-plaving staples, each offering & wislly different
e L rmight fot Saund ke much = and an
paper, it 1En't = but coupied wath Dahio's mspired
mecharics and rendomised esments, it made for &
game warth playing theee times or more, Comnbining
the persangl levelling process of a traditongl BRG
with @ toment of INCreasingly FTDESS Ve QUAr Courtesy
of the freguent loot drops, each class could be
gasity t@fored to aither play to strengths or cover
weesknesses, and this is sometheng that really came
it its aer once you sterted 1o play eround with the
garme s rmuliplaaer component

EXPERT OPINIONS

m Jay Wilson, lead designer on Diablo lll, discusses
how the franchise has evolved since its 1997 debut

Was the saries” heritage a
deciding factor in retaining an
isometric viewpoint for the
EW garme?

Jay Wilson: | hat was one of
the reasons. Yo could make

a first- ar thirg-peeson Déabio
@A no probiemn — the universe
il Support it and there ane

a kot ot advantages to a game
like that. When we locked at
the industny, we saw phenty of
games like that, bt we didn't
soe vy games like Déabis N
Soovee pest felt like it was mone
interestng to stick wath the
isametric view and to stick

with that kind of gameplay —

it just st explored enougn

At Bizrard, we're all about
garmepnkng. Al of our choces
are based an what will make a
garme pay better, what's going
o make for more intenasting amd
alfferent gameplay 0 wihal we
see somewhere esa. s funmy
that to mzke a second seguel to
a gamne, we'ne achaally explaring
gameplay that en industry as a
it 15 gy, 1S nal often
VoL 4N sy that you're malking
a second sequel but stll beng
really innowative. But we do

feel that, compeaned 1o the rast
af the industry, it's a mone
inlerestrg choice than & lot af
people are making.

. L A e i, .
\N e _—._.."
ﬁt_________ ¥

SIGNATU s BLO

Howr much cross-pollination is
there among Blizzard's tithes?
JW: | think & ot of tre b,
peopk forget &l the things that
Word OF Wiancalt took from
[vabig i The @ent tree from
WOWis an adapiation of the
Diatdp None. The guest icons
that appear over pacpie’s heads,
those are from Dablo I Tons

of skils are cross-polinated
between all the Blizzand titles.
By tirne yio have samething
a5 poputar as Weand OF Wisrorar,
vo're gaing to have & backlash
from pecgle who just don't cane
for that style of game. | think
the cane winmy thet pecplke have
is not whether thane's & skill

of & particular peece of art that
looks like Workd OF Wiaroait =
they're worried that the game
that they kove is going o turn
inso something e, Snd that,

| cort't thark they shoukd be
waarried about, VWe're definitely
meaking another Dhahio, Certainky
we'ne influenced by games

like LVORAE DUt e Ty to be
influercsd in such 8 way that
wa'll take something because
Its better, not because it's
dgiffarent or because we think
that suddenly it'll meke the
game mare suctessiul becasse
WO is so sucoessiul, Diabla
 was the bestseling Blizzad

o | P] Pty I roprinns pharoimmns by papale, only lesving tha LS P loj e s kate s I
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game af all tirse until very
recently, 50 it didl just fire,
We're cadtainky not vearried that
if v deet stk 1o the Diabda
tormula well suddenby not hawve
B SUCCEsS.

Do wou expect 8 backlash
from die-hard fans every time
You announce a new featura?
JWh It's kind of a ng-win
situation. We look at the wizard
End, to me, she's quite differant
1o the Sorceress because therm
are al ks of skils an ber

that vwe coudd newver put on

the sorceress. The sorgeress

i5 an elermentalist, 5o if it's no
bgitrerg, fine ar o, 1T doesn't
really work on her. But thie
wezard 5 more a kind of straight,
old-schod!, pen-ard-paper RPG
mage — she can conjure physical
objects out of thin air, sha

CAN Slog Ui, She Can craats
dusions. Mone of these thengs
razlhy fit with the |sorceness|

e, for us, the two are realky
differant, | think maybe people
v huogeng Tor samething
cornphetehy cutl of kit fesd, but
think If we werne to do that, wee'd
dicappoint &l the people that
wWant & wizerd/mage/sorcerass
Sa what wae tried 10 doin

thoSe cases was come up wilh
diffarent takes on those classes.
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££ While nobody
really heard of Silicon
& Synapse or Condor

Games, everybody

would come to know
Blizzard's nameJ)

ever

Batlle net hnchionasty was one of the final things
ta be added to [vabio before release, a last-minute
braiwwave that would allow players to meet in lobbies,
party wn and head out on adventures together. Frail
sofcerers nesdn't fear getting swanmed with a mighty
wearnior or tweo an the front bnes suckng wp all the
pain, and with suppart for up o four plagers aither
an & locel network or over the internat, this proved
to be one of Diablo's most appealing features. It Blso
allewved thi garme o set iisell apart froem most similar
waamples al co-aperate cuesting by abondang ayers
to damage one anothar = it might not seam wise
to bum heslth potions fighting among yoursebues,
but commen sense gave way to pure pride and

EXDANSION was protably waorth it for the exira charactes
class it prowided in the forrm of the monk

Whereas the three infial classes each cleary
focused on a single stat — strength for the warrior,
riae for the Sorcener and desdlenty for e rodgue -
the monk was a combinaton of all thees archetypes
and a mafeable class that could be buit in & nurmibar
of equaly patent weys. |t seems as thowgh he wasen't
crigingdy meant 10 be the anby new godition 1o the
game's casl ol advenbunens ailfer. a5 hadbng arouna
with Sorme of the confly files alowed access o
untmished dasses ke the bard and the barbanan,
as well &s unlocking a few guests that newer made
it i the fingl procuct

enterianment, fallgee warniors Turning on one angther
m the heeat of Dattle to sette patly depetes, with
flashy dsplays of wiclenoe atso a perfect way to show
off wour ranest ang mast powerful gear.

It weasn't all pood news, thowegh. Battle.net's fate
gokdlition 1o the packaoe megnt that it wasn't guite
25 secund and Balanced as L could hiave baen,
allennng creabiers whio had altened stats and
equipment to play with people doing thngs by the
biock, the scoundreds aften using their dl-gotten
powver 1o soresy gver ather players. This eside,
Blizzard had clearly shembled 2cross something

Diable ¥ (2000)

Building, as it did so wel, on all
of the angnal game's. sUCcesses
and shortcomings, Diabio Vs
righthy revered as one of the finest
eaarnpies ol s genng ever mada
Blizzand tock everything on board,
complémts about the onginal's
length acknowledged with a far
crunkier campgion, a whoke mee
sefechion of mone leresting

n gﬁ':%ared on...

f 5 LY
S e S

QErner: veariderful with Dvadio, thaugh it was far o eady classes, and a much deeper loot podd, bainging it all
SOt ta be resting on faurals.. together to create a trmebess classc.
= 3 - y Ficking up where the first game left off, with the
e Diable: Hebf fine QN7 ofigingl's heroes cormupted by the influence of the
ched The huge populanny of Liord of Terror himsaf, Dvabde ¥ guickhy established a
RaIm & Muouse Criahio on its debut led 1o whole new set of ground ndles, Gone was the single
ntesface 1o orne BICT CONHO dwar the the mevitable releasa of an random dungeon, replaced instead wath an overworld
naracter 3 corcdler 31 arud Orey expansion later that year in that led o myymiad procedurslly genersted caves and
e in e senes 1 5 nas Deen the the fanm of Halifrs Oddhy, the catacombs, all teerning with nasties to kil and goodies
case, Viile it Bcked the anline multiplknye gald-on wes nat developed w0 gleem, With such a Droadensd scope, Diabdo ¥ fal
COMporenl, Tred werSxan O gl 8. 50CE Iy Blizzard Bt by 5.',,'r||_'r;;|",,l,|;; Lar rrare ke an e achventure han 0s Iorerunner
multiplayer option to make D for it, a5 wel as Saottware for Siarra, leadng and it's for this reasan that Blizzard has basn actively
veral other design tweaks to tailar the ¢ to the contant it includes supporting the game and its loyal plaver base untl only
3 G4 uad ki 31y " end the additional narrative embellishrments widedy wany recenthy. Few mamnes can boast a lifesnan of gver
rhes, though, D@l waosd realy take & bibe heing wiitten off a5 non-canon. It was hardly the a cecade gnd fewy deserve such dedication, thaugh
1L of tre console’s avalable Slofange Space micst feature-filled of content pecks either way — fans Ciafiy M can oot itself among their numbes,
= Ui OECL =) OF 3 oFmeC weanted more than 8 coupke at nesy Sl =-contaresd This tirme around, the multplasar and Batths nes
Pemory Cards 18 blogks areas and a handful of extra unigue iterms, though the integration were at the heart of the game's design

DEVIL'S THIRD

104

IT'5 BEEN & long time coming, bt
the mythical third Disblke game is now
very much a reality, and after 50 marmy
years of rumowrs of consaks varsons
and redical changes to the formuls,

it's regssnmg 10 se just hoe frue
Chabla I stays 1o 1S reots. it makes the

= TR GATIEH LOLLEL I

bold step of maintsining an isomeiric
vigswpoint, for one thing - the ultimate
ria=rio in & markel whsr processng
power & evarything = but replaces the
pre-rendered characters with pofygonal
anes for the first ime. Despite some
mganing fram fans about the art shyle
gnd paletie, the final game is besutiful
ko behold and not far remowved friom

the grim, dark fesel of Its predecessors.
And the gameplay? Suffice to say there
gre loads more things o slay and mons
bt tharm wou il ever ko whiat 1o
dowath, Sa yeah, it's Diabic al right

Its pst & shame that it didn't ship asth
the PP elements, though Bizzand has
pramised that this side of the game wal
be resdy 50 go shorty..

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES



B STARTING LIFE AS a bizarme ngrour
about one of the anginal's oddhy flaced
bovine MPCs, the Secrat Cow Level
became a realty in Dizbio I Thase
catthe put up guite 2 fight..

THE HORADRIC CUBE

W WHAT'S BETTER THAN an abmicst
endkess supply of loot? Why an tem
that combines & wour wresanted
treasures into al-nesw gear, of course
The possibities are prectically endess

omief rather than being an afterthought, the ennanced
selection of character clesses snd the existence of
abilites, that improwed when waed in & mdtiplager
erndranment praal that Blizzasd really warbed o buid
an this mterestng aspect of the ongrmal. Battle net's
obbies alowed this to be tzken a step further, parties
able %o recruit epprontate chareciers in order to fll gaps
i their renks or oaen weseful parbyewide buffs, g5 now
thez rur o BAMORPGS

With the leved cap bascally doubled from 50 o
989 and a o ot difficulby settings through which
to adwvance your characters, Diabio W aleo nnaoks far
migre of & point of the replavatdiny afforoed by its
randormised alements and reguiar oot diops. Skills
could be dewsboped further, stats grown to prewoushy
rmpassible highs, and chasacter bulds expanded in
far rore interesting directions than was passible
wath the ongingl’s vanila dasses. Those looking for
i dtmate chabanage Colsd evean Cnoase to Drawve
Hardeane mode, swhers all tems and craracier
progress are kst for good on death = one of the most
punishing and wpssiting examples of permadeath in
garrng histany

[¥abio N proved even more successtul than its
precdecessor, and &5 the comrmunity giew aroud it
s too did the number of waws In which the game
coidd be maodified. Mods aveldable today range fram
cormplets camtent cverhauls that tny to re-create the
anginal geme ar tell brend new stones, to pecks
designed to evoblve 2ll of Dable 1's best elements

B SETTLING INTO A sldled party was
&l weell and gooad, but when the chasi

putfing began, Ckabip let pknpers settle

their disputes physically. \Vickence nesver
sohed amything. .. exceot a fight.

B EOTH GAMES BUILD wrwards
battles against Diablo, the Lord of
Terror himself. You hetter hope wouer
gear and skills ane in ¢heck if wou don't
waent to be dreoged streght 1o Hel

SIGNATURE SERIES: DIRBLO

SERIES HIGHLIGHTS

B THINKE YQL'RE ALL that? Herdoone
mecks begs o differ. The shightest lapse
in concentraton can lead to the loss of
hundreds of hours” sworth of wveork. Oh,
gnd be carehsd who wou party up with

B BEFORE COMSOLE-BAGED anlne
servces developed gated commurilies
tor players, Batle ngt was the bast way
to arganise anling garming sessions
with friends and strangers alke.

BLIZZARD'S
CONTINUED SUPPORT

B FEVWW DEVELCFERS KRMOCAN Row

to mamtain a legal player base betier
than Blizzard. tts commitrment 1o adding
patches and balance tweaks for so long
after release is tndy commendable

B WE DREAD TO think Fenee rrsarny
things we've slasghtered over the
years and how mary priceless trinkets
ves've hawked or just throneen away,
Clue: it's & It

for the first timea in the ceres, as wel a5 & host of nesr
s 1o customise and improne existing geer such as
tne addition of Runewards, powerful enchantmenis
that coukd be added 1o setable equipment by socketing
particular rune stones in the nght ordier.

Surther patches and wndstes waould continue to
arane the game with additiong! gontent, inchudng the
ackftion of irganely poverhd post-geme bosses o
ke achvanced plawers busy, and balarcing teaks that
weoud improve the expenence for everpone. Blizzard's
dedication to the cause has been incredible, patching
the game as recently as October 2011 in a sign of
the studic's desire 1o contirue 19 oive back o the
correnunity that shot it o pover in the fest place

further stll, upping the lewed cap into the thousands
and exponentally growing the amount of pessible loot
o ensune that the game premy much lasts farewer

hariy Fave tried o emprove o Blizzand’s
phernomena acheevement, but tew havwe even come
close, this life-dewvouring and ccean-deep game as
fresh and pleyebie foday as it ever was, s status &5
an al-ime clessa: i gssuned, even as Blizzard readies
the next chagter, and that thene ane stll miSiens of
Chabip i devotees pouring hours into the search for
the ultmate loot drop 5 testament to the game's
eva-napiring quality. Will the leunch of Diabio T eat
inta the mymbers of the Dhabép N hardcore? Almast
certarly, But theyl be back, After &, for marmy (oot
hunigry gamers, this 15 where it all began

EJ‘[{-JEIJ':: ¥

Lot l'f-:'_ Deafheelion (2001)
Breing dewelkaped by Blizzard,
unlike Cvatda; Helfve Land
O Destructon was as

mixch 2 content wpdete

for Dhipbdo I as it was an
expension for iv | offerad

an adcional fin chaple 1o
the storyline as well as a par
of new character clesses,
but ite best work was in the
improsements it made to the mein game. & weglth
of rew oot vas ackded, incuding clacs-specfic gasr

o L Lol [ b

N L P

offPC] The Diabisenos mouse-diven imersce i proof tha sooess belty anddepth
srmael mufusly mechrowe

HETHD BAMER LOLLELTON - L0
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Jetpac launched Ultimate Play The Game into the very
stratosphere of Spectrum gaming, where it remained for
the entire duration of its eristence. In this feature we
remember the memorable aduentures of Jetman, and ask
those with a connection to the character to share with you

the impact he had on them
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. Though the
landscape of
i TR = gaming has

farever chamnged
and s very
unlik ey to ever
revert back to
how it was,
for a long time
the games industry was led and
dominated by the coin-op industry.
Thus, a sizeable gap n technology
during the Eighties - separating
the innards of arcades and B-hit
home cornputers — wouldn't deter
Ay developers from trensferning
popular arcade hits for the home, or
stop peopla from buyimg them
Though Jetpac never et a toe
ingide an arcade, for many its
appeal and brilliance largely came

© Irarm the fact that it looked and

plesved liked an arcade game. |Ts
visuals were big, bright, and well
detailed, its animation slick and
smooth, even the lasar weapon
fired by its haro conjured up
memaries of blasting ewsy aliens
in Defendac And 1o top it all off,
the gameplay was simple 1o grasp,
addictrve and abrove all, bloody
challenging. We also hypothesise
that Jetpac's spaece setting camea
about beceuse at the time the
black cosmos was domingting
arcace screens, Jelpads marmy
arcade characteristics come as
real no swrprise; its authars, the
legendary Stamper Brathers,
started their careers procucing
aArcace cormeension kits, and even
the odd arcada garma, through
their compamy Ashby Computars &
Graphics Ltd

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

The Stampers of course would
envemtuglly turm their backs (for
g timesat least) on the arcade
market o appdy theer wlents
the burgaaning Brtish hame
computer acene, esteblishing
Uitimate Play The Game as a label
with which they would release
their harme computer saltwware
under. Heleased in 1983, Jelpac
becarne the tithe that kicked off
the brothers' nesw venture and
wigg an imgpressive and hugely
succEssiul debul Selling over
00,000 copies and netting
the company owver ona million
pounds in revenue, it immediatehy
signalled Ultimate Play The Game
g3 a goftware houwse to waich, and
i1 The Stampers an ther way
to becoming howsshald names
[weell, in households that played
viclengaimes, at least).

For those unfamiliar with the
game, Jelpac siw plavers assume
the role of a treasura-hunting
spaceman called Jetmamn, whose
mission it was, as chief test pilot
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ehwpscasn of vl a TE Specinm it (1 perlin L

for the Weme Interstellar Transport
Comparny’, to collect and assemble
the varouws parts of dismantled
space shuttle kits {in what was

v possibhy @ nest homage to the

& garly ZX range of computers)
which have been delivered to
vanous planets in the solar
systerm. Once constructed,
Jetman had to top-up the ship
with enpugh fuel to achieve lift
off and then iy off to his newxt

. destination. However, it was

mission frasght with bath danger

and reward as the planats ha

visited were full of treasures,

bat also hostile slians thet didn't

Mﬁ.

lmwmmmmy

his mission, Once girborne,
our intrepid lootin ernan
wauld then touch On mera.
.@mmus piaces of alien terrain
b _' nu ig hig treasure hunt,

il nmwmh.

nering impressive reviews,

_ﬁwdﬁwamﬁmd
on a number of Spectrum

ners and programmess on its

ong them Rare senior

jineer Brendan Gunn,

both Jefpac and

- m raised his

| and ultimately

ork a1 Rare & few

,mﬂmyfm-nmrtagm
g time, and it remains

1 Liltimate title. | was
el by the use of gravity

 GRIER COLLEL TI0n
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to meke the controls interesting;

plaved in colowr, and consequeanthy
| hawe a great deal of affection for

the game. The thing the stood ouwt

to e the mostwas the laser firing
elfect, That's just ke Dafendas

| thought! ™

Someond elsa wlm felt Jotpac .
shaned similanties with Defendar
wasArcher Maclagn, who sheres
with ws his first impressions of
the garmne, "My mate up the road
had a Spactrum and | fipsPsaw
both Jetpac and Lunar Jetman on
it. Initialhy"l remember thinking in
1983 that Jefpas was vet another
Defernder done with the platfarm
gama mechanic from Jowst
chucked in for good measure.

But it was impressive at tha

time because the programmens
had pushed the limited hardwarg
more than most and it was actually
guite playabla,

Archer would of course later
relegse his own popular jet-pack-
based shooter with his Atari 800
smash Drgoeone the following year,
sCuricus than as to whethar his jet-
pack-svearing hero was inspired at
all by the Stampers’ spaceman in

“I

Trailer | .
Trail |

It's mot wncesmmion for classic games 1o
breed outlandish wild geese chagesdor
{ars. Somtimas thmyre intentanal red

hesrings compuret up by rlschievous
programimers, ather limes they re
originated by fars ard Yren serply .
snivehall from there. The [atler was
oy bt hapeBred in the case of the
famnys red fish found in Lunar Jefman
For a long lime marry fana bellewed that
the trailer seen ,El.il.r.'d bry the Hyperglide
Macn Fover g the games laading
scroen was abtainable Weight was
then given 1o the theory when CRASH
prirded a reader submitied picture of a
sereenishod of the game thet seenmed
0 show an image of the rowver pulling
the rreyibiizal trader bebind it, causing
many readers to.pmbark on a fruitbess
Frozsion o fird it O courss it was (aber
revnaled that the image was a fake,
»  kmocked up by g vdlty practical pker
Kreging the pretence gong, thnugh,
churing & vy with ChA SH the
Starmpars were asked ahout the trailer

obwiously this was central to setting any wiy, we asked him the questicn. beit ekt confirmn either way whether

the difficiity of the gamge. This has “Dropeone was pretty much it ) H“;E“h!m“;":;ﬁtﬁn'n

undoubtadly bean a big influence written in 1381/2 on an Atari 800 sk .

on my work, a8 e glways enjoyed after extensive playing of Stargats,

using various kinds of ‘physice’ 1o Defarder and Bobodsgn in the

enhance the play experience.” arcedes. After a break to go to

Sormeons else who was dully wnnversity, | resasited it in 1984 o
impressed by the game was Ste and the main charactar wearing a
. [ - '.rr:"i_"-n ; TG d B0 T -.!'I-J;_I_If'i

If the theme of Jetpac was to g ime S

construct, then the theme for the

sequel was to destroy P,
-.r _fn- b -irl'.L
Pickferd, At the time Ste obwiously —-fhxf*;“g‘_-_-' '_-::rﬂ -
had nao idea that several years later . e o=
he would be working alongside the i J_ ' “‘1"' .
Stampers to produce a sequel, but 1LUP ™ ") -.'.‘.'-- L
remembers vividly the first time he GoRe~>s e - 4'?3-.' ™ 2UpP
ks 0175 PeRPER®

s Jetras in action.
“My brother John had a ZX E
Spactrum, which he used to write
his first commercially released
gEme — &n adventure game called
Ghost Town, relessed by Virgin
Games. He earned £600 from this,
and the first thing he did with
the money was buy a 14" colour
portable TV, which cost
about £250 back then. Previoushy
we onby had & 70" or 12% black-
and=white TV, which he'd written
Ghost Town on, The second thing
he bought was a copy of Jefpac
So Jetpac was the first game | saw
in colour on John's Spectrum, and
the first Spectrum game I actually

' &

¥
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THE HISTORY OF JETMAN
- g a
Y
L ®
jetspack was inspired by the fact manually or fiddling arcund with
that | sapw 8 "Rocket Man'® fly into the Rower to trapsport it undear the
the stadivm of the 1884 Chympics protection of cover— Lu J.;I:man
in LA, so l replaced my animated ‘1 < wag definitely & far mare intricete

spaceshipwith a jel-pack bloke
instaad = complate with animatad
lega ewinging about g8 he mowad.”

LUMNAR JETMAN

o igsue: the planats ground is

If the theme of defpae  delormable, and the rover, despile

1-!-1'“3‘ was to collect and
i!' & el l-'.r‘-:
construct, then the

having massive beafy tyras, could
anly travel over parfecthy flat

game than its predecessorn,

“I'm ashamead to admit lonby ever -'

had &n illegal copy of Lunar Jetman,
amd 28 a result | never gawve it
sufficient time 1o really get into "
remembers Rare's Brendan Gunn.,

“ loved the idea of taking the core
machanic of Jefpac and expanding
it with the sddition of things like

theme of the seguel.  ground. Therefore, any potholes ﬂ,_ the moan buggy, the bridglng kits
released later that an the planets surface required and the teleporter. Sadly, | found
vear, was (o destroy, bridging by Jetman, and this would it just too hard, and | didn't play it
Fodlowing the envents mean him repaatedhy hopping in d anough to master it | played it a
of the firat game, &nd out of the Rover to plug the 3 i couple of montha ago and realby
Jetman crashes on holes. Along the way Jetman could - i enjoved it | just wish I'd given it
vel angther hostile alien planst glso find wvarous eguiprment to aid jjlu E':I i0E {80 Gl 35 mipre attention back in the day.

after his ship - which he spent so
blaedy long censtructing — starts 1o
disintegrate in space. But Jatman's
spot of bad luck becomes Earth's
goad fortune as he leams its
inhabatanits are plotting a revenge
attack on his home planet in a bid
to secure soma valuabde minarals
for themsehves. The new mission
standing before gur hapless hero is
to destroy & series of alien migsile
salvos before they launch an attack
cn Earth.

To save Earth, Jetman must

hirn an his mission; this included a
handy cannon that could be fitted
to the Hover vahicla to blast the
colourful alien hordes, and even &
handy pair of teleporters that could
be uzed a5 a way 1o get around the
planet’s surface quicker,

If Jatman failed to destroy his
target in &n allotted time then two
migsiles would be launched from
the gli=n base — one targetad at
earth and the other a1 the Rowver
vehicla. If this happens, though, it
wias possible for Jetman to intercept

. o o e e e

[7H Spacinum] Lo Bsdmas wers orm of 2 sl saphee of
lithes rovmigiatitel: vl ths it Caniridi Micssspaaach add a6, phing

Certainly these two games greathy
raised my interest in Ultimate,
and that in turn led to a real
excitement about getting to work
&t Rere & few years later.”
Despite the increase in
challenge the sequel posed, most
fans still regarded Lunar Jatman
as an enhancement owver the
original. Among its fans, CRASH
editor Roger Kean. "I thought
JEfpac Amanng atthe arme,
the first game that had large
gprites which actuslly resembled

explore the surface of the planet, and destroy the missiles by blasting isanse iy Spooch ehiocs the objects they were supposed to
picking up bombs and ferrying the them with his laser, slthough with be. Andthen Lumar Jetman weent
fragile pavicads o various alien each subsequent level reached the ige N = . even further, with better sprites
bases 10 destroy them. Jetrman amount of laser fire required o ' and & desper gameplay, And of
finde a Hyperglide Moon Rowver on destroy them incraasad, courss thera was the mythical trailer
the planet’s surface that he can uss With scrolling levels, a drivable = ] hidden somewhers which becamea
to drive the bambs to their target viehicle, our hero now having to bith the fantasy of tipsters and the
destinatinng withouwt getting hurt continually top-up his fusl to stay # reality af budding Specey artists,
by the Mvingialien meanies outside,  airborne, and plinvers given two ) m all ol which CRASH published
affactivaly making him imulneratde  differant methoeds to completa their 3 to further drive game playears to
to sttack. Howewver, this brought its misgions — either carrying the bomb distraction in their aearch for it"
W e,

Loony Jetman

Beginming in kssue =iz and Lasting up loissue 93, Jabn
Richard=an's humoraus L pany’ Jalrren camic strip guickly
becarme 1he thing many readers of CR4SH lidced oo firskL In fact,
il became sa popular that Newsheld alices would be loaded
with letters fram disgrunitled readers wheneser the sinp failed

La app=ar are rmonth. 1 aw missed our making-of Slarguesve in
issue B, thenyau might be unaware that the much-boved comic
can al=a be thanked for bringing abouwt Lhe birth of ike bero, When
creating BLOE for Starquake programmer Staphen Crow was
inspired by & peripheral big-eyed draid dharacter thal cccasionslly
ﬂ[lg..'l'?ﬂl'E'l." inkhe comic’s panels, &n important snd Nspinng pece
of Specirum hislory, CRASH edilor Roger Kean revesls how the
icanic sirip came ta he,

Firsl off, | coutdn'l rermermiber how many Lumar_lelman
{Loony} sirips Jahn Richardson did and was ashonished to find
pul. He kidoed ofl inisswe six (July 8L) and kept il ug all 1he way Lo
issue 93 0001 911, anly missing issues 24, 29, 32 and 50, although
issue 57 was 3 placsholder, which he rmiade up lor inthe lollawing

orse with bwn pages. lsue 5% wend nto colour and then from issue
b La 93, Ihey weere sl in colour.

“In those early days of pre-press technology, we photograghed
Ihe Jdefman arl boards on a PMT (photo-medhanical-tons) process
ramera o fm dor printing, It tended ta be a longer-than-wsual
process hecause lhe carmera aperalor (Malihew Uifndell) spent
the time reading the page, snd the gales of Laughter fram within
Ihe carmera room indicaled whal was being cesl wilh.

*Friomn the wvery first issue, Tim and Chris Stamper Bloed CRASH,
moiderced by the deladed inlearviesosisil we did, the anly magazine
1o harve Ehe priwilege of being allssed inside Ulimate Play The
Game, | oot remember whose ides il was 1o burn Jefmaninio &

oamic strgp. especially 3 osfl one, theirs or curs, but it shossad their

anfidencs in Lheir characier ard inus io turn Jetman The Hera

nito Jetman The Loory. And | no konger remembser who ingroduced

us lo John Richerdsan, bul it was inspired, The strip rapidly
ecame a must and we received comgplaints by the banne-load
wihen thase lew issues wenl missing a slnp”
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 Of course it would be remis of us lawrle s
history of tha Jetman series without touching on
.kﬁt&ﬁmﬁiﬁﬂh!pﬁfﬂdi‘ﬂﬂ?mrm
1983 Spectrum dassc. It was a fantastic
warty ¥HLA fithe, and merked the compary's first
evor release for the service, i leatured the onginal
Speehiirm part as wall s brard row, peliahed,
‘beeled uprevamp baasting a fresh lick ef HD
painl 1§ slso featured larger playing fields. the ©
. optiof ta upgrade Jetman's laser weapon, and
mmﬂwﬂdmmmm—mmmn‘
a 4 competitive maltiplayer modes

Jetpac RefueLLecI
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inta —suffice 1o say the Latker

SOLAR JETMAN:
HUNT FOR THE
GOLDEN WARSHIP

=3 Following very
SSURLERNR i things with
]E"ﬁ“ﬂ Lltirmeate, the
: " Stamper Brothers
ance agein changed
the facus af their
. businass: this timea
waﬁing goodbne the
British hame computer market, and
sith it thie Uitionate name (sedling it
1o WS Gold, but then later buying
back the rights to their IP & few
acpars latar), 1© make an earhy break
inta the burgeoning home console
market with a nesw company thet
they called Rare. When Rare becarmse
one of the first Western developers
1o be granted a licanse by Mintendo
to produce games for the Nintandao
Entertainment System, it once agein
proved 1o besanother deft business
manoeuvre by the brothers, This
lucrativa relaticnship marking
another purple patch as Rare
produced & huge number of NES
games, beginning with the into-the-
screen ski-themed racer Slalom.
Famping up praduction as
populanty of tha NES rockated
and demand grew, Rare began
empoyving mare staff, and
accasionally entrusted production of
projects to a third-party developer,
Founded by brothers Ste and
“lohn Pickford, Zippo Geames’ first
project for Rare was Wizards &
Warriors sequel, Fonsweord, The
success and popularity its sBquel

garmered led to the studio getting
mare wiork from the Leicestershine-
based Rare, although Ste admits at
the time he wasn't owverjoved 10 be
wrking an another seguel,

"We wanted to makes our own
games.” Ste remembers. "We'd
already designed and developed
Iromisword, and didn’t really want 1o
do any mare of that kind of waork.
Bt if we were going to do a ssquel
to anything, it may hawve well b=en

*“sumgthing we liked, ard | think we F

all liked both the origisal Jefpas, and
tha Loonay Jetman comic strip,”
Ironically enough given Ste's
admigsion, Solar Jetman actualby
began life as an original Zippo
production. "The project actualby
started as on origingl game called
fota, which we camea up with at
our studio Zippo Gamea. lEwas
conceived by the programime
Steve Hughes, and it was parthy
i|15|'_;-|rull by Chicts wehich was I‘}IU
an the Atari 5T at the time, and of
courss Thrust = but with some neaw
ideas and twists. Although it was
our grigingl game, we ware being
funded by Rare, and at some poind
about halbwey throwgh the game
ther just told us out-cfthe blue that
it wias going to be Solar Jatman Mo
discussionor anything.” '
With Zippo Games being
entrusted with one of the Stamper’s
mi@st reverad sares, DresEurs Was
naturally on to deliver something
thiet would live up to the previouws

In=_1lli
w7l
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two gameas in the sanes,
Surprisingly, Zippo would receive
little input from Rare with regard 1o
how the game wowld look and play,
the Stampers cleary confident m
their abilities.

“| enjoved working with the
Stampers,” Ste told us. "They wers
yery gharp, very focused, and very
chear about what they wanted, and
evary masating wea had would start
abaut digcussing the game but and
up with hours apent talking about
wideogames in general and the
state of the industry. They wiers
#lso quite ruthless, though, and
navar paid we wary wall or gene us
rnuch im the wavof rovaltes!”

Whith talk retur ning to the game,
though, we ask Ste o explaln
whie rI_!.: apart ‘!rr_'.rn thi chwacus, he
drevednspiration for Solar Jetmant

"My cowwn perscnal ingpiration E
was Scuba Dive by Durrell on the
-5-|_I'E.'i:'[rL:Ir'.." e explained. ©1 spent
hours and hours plaving that gamae,
and lovad the feeling you Jot
from slowdy exploring deaper and
desper caves, and | alvways wanted
ta recapture that feeling In the ;
lewels | built So althouwgh it's not
A completely ariginal game, | think ]
wie took inspiraticn from anowgh
differant sources - and added
enaugh of our camn |-:'JE:B$ =ty make
& game that was reasanably fresh
and nterosting,”

And how large wae the team
that worked on the game and
hiow long did the praject take to
camplete? “Nthink 11 took qulte 8
whjle - longer than it should have



Ehﬂm Hﬁmnﬂ! " Hiﬁz

amyway! Perhaps around a year?
It started off 25 & two-man team, wou mamﬁad to fhy awm- safaly.
Steve the grogrammer (end game A maddening butlogical
designer) and Lyndon the arfst (and The eight-way scralling levels mechanic, tems mld.anlyb&
lesvel desigrer), which was typical were much largerin scale and transparted by Jetman w he
ofthe way we mads games at tha plenyars began sach stage stearing was piloting a pod, ¢ :
time. We had a bit of a re-jig about an unwieldy pod thet moved subject  target destination |
B0 per cent of the way through the to inertia. The sim of the game was Therefore, whenswear

T lﬁl'.l'.h

game, when Johmand | got involved to explore the dangerous cavernaus was destroved, players
and we did a sort of redesign, threw planets for fuel, Golden War parts required 1o return o be

awiry most of the existing levels and upgrades for their ship and then  up anather ship ta continge thei

and mearranged tha structure of the drop them into the base. Each planet ~ mission. Sta wae cancarnad,

game, keeping most of the code and featurad different enemiea and its that the to-and-fro might start . p—
about half of the graphics assets, own gravitational properties, and like a chore fior the phﬁer*indp-n e spomE 000000 S - Nt RikE
then | spent 8 few months warking if the pod was destroved, contral during the redesign process he nnd. R Al — - -
with Lyndan on new graphics and weauld then fall to Jetrman, who was the tearm thowght up waysta soften . i

the challenge and makedhe game

- mare enjoyable. ' L
The Spectrum Jetman titles hore wes s dorget ot el °
levels being long amd bo and y T
each offered a unique approachto i e gl P |
Sy v _—ﬂl
feteh for-surmal gamep[ay unsatisfying difficult 1¥ight haddies
while also controlling your ship -
which was being pulled by B weight hmumwd

lewvel design. S0 two people far 60 more agile but notably wesker. wiich vou had to protect, ¥ could _

per cent of the developrment then “I thank that was my idea, although  {and a1 times during developmeant, i st ‘c-'-

three or four for the rest. The music my memory may be playing fricks did} add up to a clever but anfioying A -

was dome by the guy at Rare.”™ on me. That was a key idea which game mechanic. /A ot ‘of the work - T
The Spectrum Jetman titles each mads the game work, and was we did on the big redesign halfavay a Ty .

offered a unique approach to fetch- added frirky late in the big redesign. through was to make the game fun

for-survival gameplany, and Solar It was essential a rp-off of the idea by tweaking the baddie Al, adding .

Jdatrmar was no different. Set acrass in Mariowheara growing big fram shortcut/teleports, and genarally

tweble planets, plus one secret 2 mushroom is effectively an extra making it more enjoyable and fesl

plamet for players to find, it saw life, as you can survive ong hit. The less like work.™

Jetnan trying to find and assemble game always had the shield, but Sigter ports of Salar Jﬁmiﬂ WETE .

the parts that made up the titular adding the extra stage of losing vour  planned for the Amiga and EB-! b

Golden Warship. And alzo in fine ship but staving alive as a vulnerable  developed by Software

Jdetman tradition, it was no walk in Jetman really improved the game, and at one stage a ZX EPH#II
the park. and genve a great feeling of ‘just WEFSIT Was in mé'wpllc_u. e
of these conversions

INE 5] Solisr ety mpshess ngories tlprmores ol g and Lunar smas The relog although th 2
i II-IrJ-:luI'l.S-ran-H Mmhuhmqhum et .u bt

port wag previevwed in is:

CRASH. In the article, prag

Tomy Williams T-Ellﬂa’d brigfl

ta the Spectrum and e
how i was going o bi
game onby, it even sho

et (0167

Special thanks to Adrian Mitchell for his excellent scan
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BUBBLE BOBBLE
HAS LOST NONE
OoF ITS FIZZ OVER
THE YEARS. IT'S
A CLASSIC THAT
INTRODUCED MANMNY
STAPLES TO THE
PLATFORM GENRE:
ANMD AS IT HEADS
TOMARDS ITS 30TH
ANMNIVYVERSARY:

ME CELEBRATE

BY BLOWMING THE
SERTIES APART

h | L L i A
_ l (WWW.PDFMAGAZINES ORG

. oWy, it is
. . baginning
of a fantastic
atory!!

Let's ke a jourmey to the cone of
monstars! (zood lock|™ In 19886,
those rsgical and ever so shghthy
nongensacal words preceded ane of
the most charming arcade games of
the Eighties

That game was Buibbls Bobixa,
and its whimsacal pramese s
o eickeninghy cute ministers
broningauruses named Bub and
Bolb hwhich are actually two boyvs
called Bubblun and Babblun who gat
transformeed by a desd beluga whale -
dan't ask) batde their waay through 100
o of pure ne-ancHump brilkancs
1 resscue their beloved gifriends, Patty
and Betty

To succaed m their guest, Bub
and Bob had o clean each room of
enemaas, and did this by amiabby
encesang theim ingide bubblss. Once
captured insice these soapy round
cages, the anemies posad no dangear =
wed at least for & time; they eventually
broke free and started flashing red

w g | .
000+ DIGITAL MAGAZINES|

with rage - and the boys could burst
thie bishbles wsing their home or fina to
chestrosy whiateer was trapped inside

Buhhls Bobblewas conceived by
Jepanese game desgner Fukio Mitsug
[aka MUT). One of Tao's leading creative
minds in the earky Eighties, Mitsus
designed and worked on many of the:
CONNpaITy's Mgt creative arcace tides,
inchuding Land Ses Ar Squad, Sivalorn,
and Wolfasd,

Unfortunataby Mitswg was rarehy
interdewed, and sadly died in Decennber
2008, reportedly of & sudden heart attack.
Therefore there 5 very Btle background
information about the man and his
garmes. Hosenver, in 2005, in a rare
intendssw to promate the relesse of Taito
Lerperds, Mitsuji offered some insightful
answens about Subble Botibe and the
reactian i garmened,

Whan asked where the idea for
Bubhie Bobhis's concept originated,
Mfitsasi explained that it wes his inention
o creste & game that was both “thrilling
and exhilarating”, adding: “Bubbiles are
an ertuithee visual oo o comeay a fun
elernent, and popping them =l &t once
triggers thlls and exhilaration.”

I-




He then went an 1 highlight tha
importance of Bubiye Bohbie's iconic
midtiplever mods, and ho the
game’s look and fun meture helged it
o appeal 1o o wide auckence.

“Wiow had to play cooparatreedy in
arder to resch the true ending,” he
explained. "So compered to other
titles:, conperative gameplay is & more
crucisl part. As a result, rmay plsvers
challenged the garme by teameng up
with ather plavers. Also, couples wene
seen playing the gamne together”

diffarent endings, and a wonderful
chfficult curve and secret drop system,
Hiav the latter two aspects wers
achiened — the difficutty cueve andd secnes
svetem - was [argely due 1o Bubhip
Bohble's tachmical makeup. Intemal
courtens insids the coin-op ensured
miothing ococurred randomly in the ganne,
wath the odd excepticn of the firehel
bubble. For example, causing Bub
and Bab 1o run & ot weould entice the
gpead honst pick-up to appaar, whals
the rapid bubble biow upgrade weould

££ In order to gain wide audiences,
creators must come up with a fresh
idea and easy-to-grasp design’’

Finalby, Mitsuj gave an interesting
response o a question about how
difficulty levels and design im games
had changed ocver the years. It spid
rrwch absout his desigr philcsopte,

“Eince mary plevers” skills are
araady tuned 10 a specific gams
design, nesser games t=nd o become
harder,” he ansswered. “Sao, in order
1o gain wider suckenoes, the creatons
st Come up with & fresh icea and
eamy-io-grasp game design. In otfer
words, eimple yet deep gameplay
elemens. Game creators must come
up with therm. fedl el like o ses
more game creators focus on fresh
game designs,”

An evangelst of ongemal gamea
design, it was that passion for
innesvaticn that sew Mitsul teke
Buihhis Bobbls into & bold new
direction with Rainbowy sl and
woudd later see hirm sat-up his own
design school - MUT Geme Designer's
Schood — 1o teach the next generation
of game designers thase important
values e felt 5o passionately about.

Given Mitsuji was both highhy
creative and a staunch supporter of
irventive gemne design, its comes as
ke surprise that Bubbie Bobhie's
simpicty bebed a tithe that was
incradibdy deep when you scratched
beneath the surface.

Bufrbie Bobbvewas a revolstionary
tithe thit introcluced mamy platfanm
game staples. It featured an
imaginatee and fun attack mechanic,
simuEaneous teo-player mode (the
first game o ever affer such & mode),
& dizzving array of powerups and
secrets, references t pest Taito games
(althwough ot the tirme thene wasn'T a
great mamy to chooss fnom over the
iconic Space Invaders, a tle-knoan
racing game from Mitsul called Supar
D Heat, and Bubhis Bobbls's
spintual ancestor Chack T Pop), three

116 | RETAD GAMER COLLECTION

ok

shon isell after the brothers had fired
a st numbser of bubbles or jumped a
g2t runber of imes. As a result, players

|
%

the bigwags above to creata a sequel
affering maome of the same bubble-

bursting action, Mitsuji strived to give its
fars musch more, Withe Rainbo islamas
he created a secued that at first glance
seamied an entirahy diffarent bazst, bot
which gradualhy revesled its=if to be
toinalby siniler to its predecessorn
Released ayesr after Bubhie Sobhis,
Rainboww bdars (or, To ghae it its full titke,
Rainbows llancls The Stony OF Bubhile
Hohbis 3 was a superb follee-up that
improved an the aniginal in eveny way
Mitsuji made & number of @
fundamental changes to the odginal
fommula, Vertical-scrollng themed sages
nowe replaced the single-screen arenas,
and instead of clesring the screen of
ensmies Bub and Bob had 1o reach the
top of each stege before a graduslly
riging water ficke enshrowded them, '
A e rmethod for attacking enemies 4
wias aleo introduced, one that again
dioulbded up as a means o help Bub and

3

B EMHT
THEE I &OT & THE EREINLGE
TEY WG TH HETH YOUE FRIESE,

so0n discovered thiat they could make Baob get around. Rather than captuning
life easer for thesnsehes engrmies insde bubbles, Bubbiun
bry icderitifying the best and Boblbdun {reverted back @ T o
hang-out spots in to their mormal sebvas BT LT RS MO TR T
each room and at the end of Buhbis R e
manipulating Subble Batrbie features Bobhis) could noes
the powwer-ups g i - I:h.: | creste rainbows o
and | itﬂ"rl alipEeT "'-f:IC-C: ".I.l'- |" £ ” I B m
II*'EIIE- mm!’ f'::':ll' Ill:':l-'lr‘:l'.-':':::::ﬂ N-'ul::"l aiE-D =g ﬁ'ﬂ"l‘l a5 TR i IHDh e -
achesntage. b players complets rnekeshift bridges. O RINE CLEGET DR |- @0
. Eat passion 3 '.-.nnr..-.:'lg.-.n.e. In Junﬁzﬁ on the . = "::"' : I::_"::.'J""_m_ i

I:ﬂ"!lﬂtﬂﬂﬂh‘ SLiper moade enery mj BFCS WL
inrm@ﬁrm i whereahouts are differont cause therm o caseade
it ret an e M downthe sereen, kg

I W Effcrent colous. arnthing u
Buhbia Bohhia Rather and thig, in a sirmilar wey
thee follow orders from o kiling large groups of
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anermias simultaneoushy i Buwhbde
Bohible, was the key to unlocksng special
itermis and scoring big.

But Rainbow felarnds also retsmed thet
hickden depth al its presdecesson. Secret
roams, bomus tams, nods to past gameas
and ehternate endings were DMCe BOEEN
prasent, taking everything plevers lowed
ahout the angina bat presernting it i an
ertinedy differait wsy

Aanbow lslaricls became the last
Buhbile Bobbla desgned by Mitsug,

‘who evertualby left Taito to work as

a freelance designer. Taito was thus
staning a1 & fork in the road as far &s
Bubble Bobble wes cancemed: would

it conteuse to followe Mesup's lead and
push the franchise in bold news directions
or plery it safie and offer fans more of the
same? Well, it sort of did both, creating

& confusing linesge for the franchise in
i prodess

A direct spgquel 1o Hanbow islamds
came with the release of Parmssal Stars
iry T, k% notabde for being & Taito
garne that looked like an arcacde game,
sounded Be a0 arcade game, plived
like an arcacke game but was never
released into arcades - it debuted on the
PC Engine before bater appeanng on the
Arniga, Arari ST, Gemne Boy and MES.

Thiough aestheticalky it shaned
eimiarites wath Hainbosy iglands, Farasol
Stars” gameplay doser resemislad
Buhhie Bobhia, Parallets include levels

T T R

i
T
1]

VI

Arate | Habivc Hobdde roady hesn | ageea doy sl
e redibly come erd playeble 25 pmams ae

besing single-screen arenas with & smal
amount of scrolling on ecme stages),
plevers comgleting a stage by clesring
the acreen of enemies, and bubbles
making & retum, appeanng as four
Mlervurs of attack powerup.

L thesir ability to fire rainkows,
the brothers were anmed with parascds,
& cheap gift given to them for saving the
Rainbowy kslands but & new weapon thet
prowed incredibhy versatile. The broflies
could be used as shiekds, o pick wp and
kb enermees and power-upe, and 1o help
the brothers ficat o the ground in Adsny
Popping feshion. As the tide imples,
the parasols are the stars of the show,
shatteg mcehy asde the bubbles and
rasnibness of the sarlier games.

But Parzsol Stars did take a numibes
af aspects fromn Asinbow [slands As

o =t
gy

| Arade] Gl eariaeg hemoes tuad sps] EXTERNIN Saans yod
3 iy e, leading fo some (rentic haifes betwesen playes

well a5 the boys keeping thelr natural,
God-green looks, the eight worlds
wwere onee agein dsparately themed,
including Rainbow Waorld, Machine
Workl and, of course, the addhy
abligatory Casing Word, There were
even twa bonus hidden workds oo,
unlocked by successhully complating
gecret tacks,

I 1883 Taito refeased Bubble Bohie
Fart 2 on the NES, which introduced
Tt N bubble dragons to the senes,
Raobltey and Cublwy = descendents of
Bubblum and Bobblun. The LS manual
for the game fwhich was never relessed
in Eurape) mestates that the hermes
are the anginal Bubs and Bob, but there
arer a fesarwanys you can tell the bao
characters are mare likely imended to be
their descendants. The boeart i identical

& number of Buthie
Fabide beollegs were
reteasod 1ndn & uEssme e

arcaded, i
adult bootleg Miss Bufshie
i wihich stolled images al
semi-nude lades imo the

backgroumnds ol stages,
They shoudd've named |
Ganiie B

Acidiryg 1

have a moderate walking
=peed, can jump, bul
hanve i prajectile attack,

INVADER

These familiar-lasking

fors regimentally mose

fram |eft 1o Aght while
cascading doam the

sereen firlng lasers,

erratically, which makes
hirn & fairky difficult chap

KMWM.PDFMAGAEIH ES.OR(
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BUBBLE BOBELE BADDIES | &

A rundown of the cute harbingers of death facing off against Bub and Bob g

2€&{1

ZEM-CHAaM BANEBQU
The first enermy you face, This thing an a spring This musu.ffuerr-:r-'e&
lhese wind-up droids bsunds sround the stage in & similarway to Zan-

Chan but can alsa roll
boulders. Mighla debuled

tn erade. im Chack ' Pop.

A dangem.n_f. fu-e with
quick speed and agility,
Urumik throwes emply
kottles of baoze like
they're boormerangs.

/

& 5

BARON VOM BLUBBA
T willain Baron Won
Bluhba acts as an
inancible e wanden,
appearing il players take
fo0 lang 1o finish & stage.

_ﬁ

MOMETA

This purple beluga whale
mowves disgonally and
reoun s off walks, This

HIDGEQMN
These enermies behave
gimilarly la Jen-Chans
bt are faster, cannal

Pulpauls mowe im the
BT MMaSrner &
Monstas but ther

enemy also debuled in enhanced speed makes mp as high and can
Lhackn Bog, thern rore dangerous, launch firehalls,
H
L I
L - L}
SUPER DRUNK RASCAL

| ez Last Bbogg s a ST~
sized version of Drunk,

He pumips araund the
soreen, lahbing empty

liguar batiles,

Hascal oy sppesrs
in the game's secnol
raundy gg & [irme O
rmanster - simiar ko
Baron Vion Blubba.
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It's a classic bubbling over with impressive home conversions
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Fiskin Mitsiua's
lst game was
fhe Gasmelr G0ar
puzzier Magical
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o the Game Boy titke Subbls Bobbls
Juvwoy; the brothers look chusbbier hwhich
can be put down 1o baby 22 rather than
binge eating] and, perhaps most notsbhy,
e boous rounds oddby refer 1o the
heroas &5 Junior’. It's a bit of a mass, but
it's not uncoenman for gane manuals to
ke ManIng mistakes.

Arnpary, the NES sequel repesats the
story al the arginal by henarg the bays
of the bove anter the Cave OF Monsters
to rescue thes girfriends. it featured the
classic Bubble Bobbie gameplay of ald
kst wvith Take-tums multipleanser, wersp-
around levels, and same new enemiss,
incheding boss fights, As wa menticned,
it also introduced entertaining bonus
rownds, ane of which sess the brothers
planing vollevhall agsinst their enemies
in the garme. Robiny aed Culstny slso had
thie ability to salfinflata, anabling them
to float into the air more easily to get ©
hardto-reach areas In past gamsas they
had been forcad to rely on repestady
basuincing off their oam bubbles

A Garne Boy versaon called Sulble
Bobbla Jurvorwas also redeased, and
weas comgietety different to its NES
courterpart. i featured different stages,
& mew gtory and wes single-plaver-only:
Dropping Cublwy, it sawe Robbwy Tying to
rescus villagers from a nese villain called
King Great Skull” (whare do they come
up with these names?). Unforiunateby,
it's not & patch an the excelient
MES wersion, It'hs lacking amy kind of

THE STORY OF BUBBLE BOBBLE

released 1o celebrate the senas tuming
ten yesrs ok, and was a fourplager
‘reimaging’ of the onginal Bubbis Sobhis
= thus canniby granting i immmanity

from having to shosharm itself o the
existing timeling, & was also a raboot
that seemed to be targeted maore
tosvancls kicls, W say this because it
introduced twad new gil characiers 1o
thee Teld = friends of the boys Gee're not
sure what Patty and Betty would make
of that) — and has a blumy pastel fEnytale
aesthetic to its ness visuals and a
mechanic wheretny the kids could collect
and cambine musacal notes, Basicaly

&£ You had to

from Syrmphany: efthough it does heve
the best-named baddss in videogames
hiszory: Super Derk Grest Dragon.

In reces years, the guality of the
Bubbls Bobble franchise, sway from
the Puzae Bobbie series, has been
flagging a bit Additionalby, Rainbosy
dalands and Bubble Babile seem 1o
hanve disconnected and become thesr
oven franchises: while Bobbfe Sobbile
saquals have contirued to armve,
Taito has released the someahat
disparate Rainbow islands Revolution
and Winvare tite Ranhow slanos:
Towerrig Acveriure

play co-op to reach

the true ending. Compared to other
titles, co-op is more crucial 7J

it's sbout ag edgy ag a circle. What is
interesting about Syrmphom though,
ks that marmy of the levels seem 1o be
based on thosa in the cngnal, and sama
rooma offer branching routes throwgh
the game

A sequel to Symphory, Bubbis
Mevnones, wis relegsed the followang
vaar and marked the final arcade redeaza
for the sanes. Once again Bub and
Baob took centre-stage (if you've been
taking note yvou'll heve noticed they've
appeared in all the arcade redeases), in

muttiplaver and has fiddhy scrolling a sequel that was essentially a retum
arenas, winch, after the dismal 1o classac Bubbie Sohhls walues
Classic Bubhble Bohiva, bust with new levels and
should have been & sneaky new charge
totally cutlawed as ettack that allowed
far p Bubive Bobihis in 2004, Tasto announced Bt and Bobo o
was concarmed, it hasd losi the origenal create a bigger
Fodl ngm GOLIFCE coda T the bishbla to

- game [ofiow ng a t
Wm rearaanisation Tn |$-I'QE! and WH.*UII'IE
ﬁdﬂ'ﬁ:lﬂl'. it was refricwe .il.. the developer ENemies. S-B'f‘ﬂ
HEn &Mﬂ m had to desassemble fh "f'E a ﬁwﬂing
returned ws to the original game rom COIN-0p SWansong
ln=s of Bub 2nd Bob ansl YaNOUs o for the siblings, as
and itz arcades roots. ke il i it feals ke & bit of 2
Bubhhis Spmphany (aka step backwards in terms
Bubbie Bobble 2 was of visuals and garmeplay

1

1 L
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Thie et T relepses i the
Behhia Brbhis franchise were Bubbie
Bohhie Revedation and Bubble Bobbie
Evalution, and bath ware dizappointing.
Released for the DS, Revniution
comtained & solid port of the original
garme as well as & now infamous Mew
Ao’ game - which wes 50 new age’ i
coukdr't actualky be finished. A bug that
waen't detectad in the Maorth Amercan
wergion before it ghipped made it
impassible o beat the 3ith stage in the
garne due to & missng boss Thas it
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recenved a bit of a battering by fans and
critics = and righthy s

The mext relesss, Bvolution, brasedy
expadmented with the core gameplay,
but 1o forgettable effect. Carndng Bile
resambdance o the classic Swbbis
Bohhia structure, it saw playvers fit
contral bebessan Bub and Baob. ks
peculiar phot sees the pair split up and
banished 1o twio separate prison towers.,
To escape, the brothers heve ta fip
swsiches and sohee puzeles that will grant
themn accees to an elevator to teke them
1o the next level, where they then repest
the: process, Oddly, the boys dan't work
Together = the actions of one brother

1o the rio's bubble attacks. Though
itwas an onginal idea, i practice the
control prossed fiddhy, snd went against
the wonderful simplicty of the onginal,
50 critical reception to i was kikewanmn,
The e most recant Bubive Sobhia
gamies wera digital releasas, pnd offarad
decert remnakes of the ariginad gams.
The WikVare release Bubhis Bobble
Fluz! offersed & spruced-up verson
of the anginal with & couple of new
modes, including an arrangs maoda that
supportad up to fourplever co-op. A
wirfualhy idercsl XBLA version wes later
released for the X360 the same yeer,
ackling map packs via DLE and grven

&£ Many players challenged the
game by teaming up. Also, couples
were seen playing together 77

have no effect on the other's situation
= gl therefore the e falls flat. Boss
batthes ard snowtalling povwes-ups ane
a nice touch, but ultirmatehy it stamds as
le=s an evolution and more an entinshy
different game. Oh, and it dosan't even
Testure cooperative g

A D5 sequel 1 Revelulion was
retzazed in 2007 called Bubibie Sobble:
Dipuble Shot Teking a strange, almost
karugash approach to the traditional
Qameplay, it sow players switching
corel an the iy Betansen three bubible
dinozawrs - Bub, Bob and some random
nens guny narmed Bubu, who each fined
different coloured bubbles — to venquish
enemies with a colour-specific weakness

1Up HIGH SCORE
114710 114710
S EEEEE ceeeEe §

the suffix Neo!—we can only suspect
likehy chue 1o some mysterious Bubble
Botabe custorm that stipulates &8 games
must hinae a fithe that is confussng and’
ar miskeading.

#And =0 closes this look back &t
the Bubie Bohbie series. An often
pucding seres we hope weve heipod
1o untangle, its hestory shenes the
difficuities standing before developsrs
when tnying to breathe maw life into
popular franchises. Nevertheless, Taito
oo be spplauded for cresting one
af the longast-standing francheses in
vickeogames and a recognised and
iovable deo of heroes, and for teking us
all an ane fEntagte Rumes

+ |Anzde] Buldiie Bodedos cotatir, Fakia Miitai, aks worosdl o e it Lo Sea S Sivwnd Spoakot oid Ll
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HE DIDH'T HAVE
SPACE TO INCLUDE
THEM ALL IN THE
HAIM FEATURE: 50
HERE'S TNFO DOMN
EYERY Mo JDR
BUBBLE BOBEBLE GAME
EVER RELEASEL

THE

BUEBELE
BOEBEBELE

: = 4. Rannbowe
™ Islamels Extra L

Multi | 1988
A hardened version of |
Rainfaw islands that
featured |detical level
B structure but pmbled
aneny placement,

B
N GomeBoy| 193
Single-pleyer oy,

this shares liltle in
CorrETian wath the

classic gameplay,

9

O
&

O

) e

@ - | 2o »
Game Boy Colour
@ [ 1999
i Yot anodber poor GB
@ effart thal keeps the A

B ‘MoonWater" staryfrom [

| fi a Bubhia Babbla jumior
54
U H [
a .
Sl [ .
m N B
16. Bubbie Bobble
Revolutian
05 | 2005

A disappainting sequsel
lealuring & decenl port ol
the-arignal and a broken

I updaiewilth levels smilar
to 1he Garme Boy fitlles.

20, Bubible Bobhbie
Daoubile Shat
D5 | 200s
Unsucosss]il atlermpl
1 o something cleser
with (e B8 lormula sees

B vouswapping control
belween three dragons. B8
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THE STORY OF BUBBLE BOBBLE

-

m o - - =
k I 2. Bubbbe Bobble l 3. Rainbwow lslands
I .ﬂm;'.u‘]ﬂ |'1m3 . I ?'EI..:Hl Bublhi= Bohbie Arcade | 1987
A spiritual ancestor Arcade | 1986 A superh sequel that taok
I ol soris, Chack s Pap F Buhibie Gohhis bacame eyerything hat was gresi
featured & nurmbar of one of the mest popular about Buwbhie Bebhie and
snermy charachers 1hal g | are iconic platfarrn then samehere mode il
B wddlm:rrreapman . l arcade games of even batter 15 a irue
| Suhbie Sobbie : = the Eighties, . limeleas dassic
L] L 1
4 i . L&
III ]
|
5. Bubihle Bobihnlk I T. Bubll=
Garme Boy | 1991 Mt | 1597 Bobble Part2
A ropey single-player A greal sequel, il looks MNES | 1993
arcads cofmwersian and plays like & perfect an excellent seouel M
wilh horrible serolling rmarriage of Subble that introducsd & rew
stages, but notable for Babie and Ratmbaw generatian of hernes:
inroeducing & new Boon sl || al=a swaps degeandants o Bubs ]
Water” story rainbuws for brallies. and Bk,
_ B
. - —_— L]
-_- | i | | &
8, Bubbb: Bobble & 0. Bubkyle Memaornses 11, Bubibde
Syrnmhaomy Arcade | 1995 I
Mt | 1584 This disappointing final | RN d
Bub and Bab-retun in “ arcade release appesrs Muti | 1296
this anriversary reboat 1 play things closer b A port of Bubble Bobble
Joined by Twe rew faces, Lhe original — henos the i with an enbanced
It supports four-player ‘mermanies” in the N | H:"*E"" '5"-5'-f"|1'5":3f5
-1 lithe, parbops. = rety mentianed oo
i N = W thebon
[ - |
2 .

13. Reinboes |slands
Fuitty's Farty

GamoBoy Coour [}

Wonder Swan | 2000 | 200
An add Rainbow islands ‘ A =trange versian with I
nevelty game fesluring - harizaréal scralling
similar louels but making {arghhl), which allaws astraight port and ore
T e l. you to play the firstsix [l with enhanced visuals,
ml.vn-nlumm. ] islands in amy order. :_.-: Seraling? Vil et b -
— | I . [
- - = [
. | | B .E
 lsla I 12. Bubble Bobii 1. Rainbow bslands
I utian Evoiution
F'EF" | 2006 PSP | 2007
Hﬂn‘mﬂlmlﬂﬁ Rainbow Strange sequed that Bub and Bob fight an
tslars gameplay bul inlroduces a pointless evil record cormpany
| alliores yiodd 1 dravw your character swap wiith & rabot assistan
- oren rainbories using (he rmechanic and boring and lre rain bows Lsing I
stylus Mot greal, switch puzzl.a samathing called a
g ] *h !
- - m urdy-gurdy’.
- _ -
_- - =] _ .- N N -
u ] Foii] ] al
21. Rainbow slands: 22, Bubbis z
Tosnkirics Ik Sk . _ LB eoobierus M l
Wi {Wilare) | 2009 ' s Wi (WilWare) | 2009 Ko 360 (XBLA] i
Cliasale prechasics, bt an i l’ A decentupcste withs | | 2009
unflattering Wii paintjioh . r nice selaction of opdians, Feaiures redemwn wasls,
Thiee rrmey beerels [lovs well ,"'.'..- — b fevels and mpdes - and various options and |
Bt the action is broken R p— among them a four-player modes similar L tkose e [
up with bass fighls. T Arrange mode. Bubhie Bobive Piust
|
i C - "

1 1
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HOWM TO WIM
AND CHEAQT aT ﬂ_ﬂ
BUBELE BOBBLE

With a wealth of sacrets and useful tachriques waiting to be exploited, we thought we'd dedicate two pages to geing you the B
wery bagt tips and advice. If you're strugoling to ses pest level 24, the true ending is stll evading your grasp, or Wan Blubbs is Tup
prening & real von bugger, gently place these two pages across vour troubled browe. . sfter reading them, of course! TEWHIE”EE

Experienced players have discovered

sarrree Lsell bubble techragques ta help
them get around and che out more secrets
Lard points. Here are our favsuribes. y

O

TAITO

TAITD CORFPMEATION L1988
MLL ATGHTE RERRRVED

‘HOM TO KILL
A VYVON BLUBBA =
Thawgh dolrg 20 sasts sormeane @ life, it is
possible ta kill a Yen Blubba {aka Skel) when
playing eo-op with anather glayer I you bath

take foa bang te finish a level then bwoe Skels
willl appesar — ane for each brather. IF one

brether is caught and killed, when they'reput |8 : TAITO

back inta the garme it 13 pessible far them 1o = - O TATTO CORPORTION 996

smash inta and kil their opponent’s Slool while -4 - MLl HIGHTH HELERED
k_un'numﬂ',' invincible, e o ¥

‘KISSING 5

This is the acl of blowing o bublble when
an enarmy i & mere cat's whisker away,
Though an incredibly rishy stral=gy as you
e B birmse i st rigit, it wall encase and
[ap an enerrny in ane guick mmidee — thus
giwing the irnpression you've kissed it ta
dealh. This iz a great bechnigue lor clearing
screens full of rapid, emralic manskers,

122 | RETRO GAMER COLLECTION
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‘BUBBLE h
CLIMBING

& slight adaption of the bubble-riding
Technique, climbing 2ees players basically
blmwang and jumping onto bubhles at the
zama lime, ta effectvely create makeahifl
bubble scaffelding which can be used to
reach high areas mare guickly.

——pppp—r LT TTIT ™,
£ 25 nq-'rl:l-l LY
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‘FREE
POINTS

Each bubbil= pop swards you l=n points, so
1o e3n some fres points smply stand by &
wall and Blaw bubbles agans! il This trick
can ha used to manipulate the end score of
araund. Firishing a roorm with a pair of like
100 and 10 digits dfor instance: 5THE0 will
=ae lhe remaning bubbles el on-soresn
turn inta F00-paoink bonus fems.

THE SPECIALIST

We speak to the current Bubble Bobble high score champ, Olly Cotton. ..

Tedl us a bit about your relationship
with thie Bubwbile Bohils coin-of. ..

| first plesved Bubhls Bobbls sround
1988, | think, | gresss up with a grest
arcade two rminuties from iy howse
wehich had it. | found that | was good
encugh to make oy 20p lest half 2n
hugsur o mnipee, and oould get alimost

a dey's waorth of play for 8 qusd. The
arcade kept the Subbe Bobble cab rght
up umtl it closed, 12 or 50 years ago,
and | tried o buey it from themn but was
too late sadby:

After weatching King OF Kong & feaw
vears ago | thowght Fd heve a look and
see what the official high score was. It
turned cat my old scores veeran't far
off the record so | locked for an arcade
cabanet and fourd one kcalky withouwt
miuch trouble. However, once | started
Inoking for the ongiral PCB | discovered
it wees actually quete rare and expansie,
Adtar a few months, | finally tracked one
dicvunt in thie US for a good price and it
arrived the deay befare nmy wedding last
wear, 50 1S easy 1o rermemier,

Hiover bong did it take you to reach your
cumrrent high score of 6,060, 7307

| started practicng propery in

Pusqust [ast vear, and figured out
hevy to safehy beat each of the levels
waathaut chying. Aftar a few manths |
wias able to loop the game and gst
wery close to the record, | was

sigiting the Arcade Bam in Exeter last
Mgk and the guys thene wanted
to sea all the levels dona - it turnead
out to be ny best game ever and |
unespectedhy endad up beating the
recard. | knew then | cowld do it, and
started to record every game | playved
| finalhy managed o beal it on a guiat
raimy aftarnoon in February,

THE STORY OF BUBBLE BOBBLE

Tom Gault’s record had stood for
several years. Why do you think it took
soienne so long to beat it?

I found there is a kind of score ‘cut-off
poirt wivene its Taidy easy 10 get the
fwst thres ar four million but oegh to
go shivee that, as you are usualty an the
Later levels where dying means losing
all your porver-ups where you really
e e, Pve onby actualby Besten
theat scone twice, and never bettersd

my rescord. It can gat wvary intensa

wihen you get that far in to the geme,
a5 the spedal itemns diseppesar almost
immedistely g the enemies come out
al the bubdles quickh

Howw and where did youw register yous

high score

I have a cabinomy home office (much

Ty weile's disguist]) so could get in a
gamne most dayvs, which is where | get

the record. Onee | had the recording of

WWW PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

the score | sent it off o Twan Galaoes
and it was verified about a week later.

How good ang you at the arcads
sicglels - Hanmbow Ishwads, Subbie
Swvmphony; and Swbbde Memores?

| hadn't heard of Spmphony or
MNemaries untd | started trving to find
the Buhhblz Bobive PCE, 3o mede sure
1o grab thesn when | saw the pair come
up for sale. Skormphony s a fantastc
game, bat Ime nat actualby wvary good

at it aa some of the mechanica have
chenged from the argingl game
Ratrhow alands was next to Bubhbla
Babsble i iy sl ancade for 2 whele,
g0 | got prethy good at that ane too,

| can get to the end on a credit with

mry current best score being about 15
o, &nd 'm semning fior the ‘perfect
game’ (all disrnonds in the rght order
e eneEny Bsland, no Invas lostl but
henven't managed it yet!
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rcade games that never made it home

) SRS

T

T O P 17604270
SCORE 2420170

UL

CREDITS B

JUMP = L ke

TEEEEEE

Ir D'&P TR

¥ Daring Thae pursui, hese blue arks inscoribed with
the iy J wil ppear o e nasd - pick thesn up
[ fop up your jump FREETAE

1 Thie k= your avatar, and yod hayve twn poves a0waur
disposal; a nrbo boost to rear-and and shunt enesrry
drraers alf the road, and 2 Emitied jumping abding

H The gameplay is Besicaly spit s o pas: ke out
thia geng) reimhers and $en bagh the atuffing outof
thatir lesader, Bath must b dane in a sirct time limil

A.B. COP

B Developer: Sega W Year: 1990 W Genre: Racing

B Fans of Chase HO. should most certainly set
time aside this month to Investigate Seqa’s 4. 8.
Cop: an unconverted action racer that plays like a
blend of Hang-On and Taito's cop-chaser classic.

Sat in tha future, you assuma tha role of a
mysaterious trafiic-cop-with-no-name who rides
an gir bike and is tasked the thrilling jok of hurtling
dewn sprite-scaling roads at breakneck speeds
to hunt down a band of mtargalactc criminals
and their biker gang pals. Before the start of sach
mission, a cinematic flashes up to show you who
it is you're chasing and why, the list of crimingls
including an escaped blomechanical mongter that
breaks fres from its lab, & drug dealing samurai,
and a kinky kidnapper who likes to imprison
undervwear models and dress up like a clown.

In wihat can only be described as a pretty lazy
and unsatisfying finale, the lest missson sees all
the crirmingls that vau'we just investied yvour hard-
earmed cash impriscning escape from the chink and
wou henwing to recapiune them all oaver again. This
bizamrely leads to a final fight against a goofy alien
who attacks by throwing sprites of himssif at you.

T

Agoweell being able to bank left or right, the cop
has two tricks up his sleeves: an unlimited speed
boost, which doesn't last long before it needs to
replanish, and a limited jump ability, while using
them together {turbo-ing towards an anamy and
thien preasing jump to smash into its chast) proves
& good technigque 1o drain energy from the bosses.

There really isn't & hell of a lot to A.8. Cop, bat
you'd struggle to find a8 more satishnnghy shallow
arcade experience The levels are fairly easy to
complete; the bosses and enemies are easentially
palette swaps; the rosds ere dregsed wath hardly
gy detail... or even traffic until you reach the last
fewer roisssons. And the garmeplay is as simple as it
comes = smash mio a requisite numbear af bikers
befare the timer reaches zero, and then repsatedhy
amagh into the stege boss wntil it explodes — but
that's part of its charm,

Displaying all the pleasant and comfortabde
trappings of a Nineties action arcade racer, 4.8
Copis perfect for an amusement arcade setting,
but had it received a home console conversion
wie'd irnagine vou'd be fealing quite short-changed

PDOFMAGAZINES. ORG
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CHASEH.Q. 155

AR, Copis clesrdy Seqa’s stab ot replicating
the success of Chase MO, but with the
action dropped inta & future setling with
motorbikes, [t dossn’t guite match Chasa's
cheracter, wisuals or owersll guality, but it's
atill neddhy good fun newverthelass.

50000+ DIGITAL MAGAZINES



I

ROLLERGAMES

B Developer: Konami Il Year: 1991 W Genre: Beat-'em-up

B Konami produced a load

of licensed coin-apa in the
Nineties, and a number wears
uncamverted titles that have
fegtured on these pages in the
past. Rollergarnes is one of

its most ohscure, and that's
becawss it was based on 3
short-lived US TV show of the
game name thet ambitiousy
triesd ta da for the sport of
Roller Dartry what the WWE
did for grown-up play-fighting.
Aumgway, the show never took
off, anhy lasting & single season, but enough potential was seen in it to put &n
arcade game inta production, and this was the result, Rolergarmes can best
e described as an on-rails side-scrolling beat-erme-up, 1 sees you select vour
team from the six on offer and compate in four rocunds, tveo with the mean
and twao with the women, to comgplets a oyele of the treck and basically rack
up a5 mamny knock-downs asyou can in four rounds, When the rece is over,
an unnecessary and embarrassing-looking ane-an-one fight breaks out wath
twver mioves: punch and kick, With no dilference in the tracks vou race other
than the background graphics, the game a clear butten-basher, and with all
the teams sharing the same mowve repartoire, Rollergames is fun in short
bursts bat gets repetitive guite quickhy. While Rollergsmes was relegsed for
the NES & vear hefore the coin-op, it's dramaticalby different.

CURVERTED ALTERMHETIVE
DJ BOY 1989

Featuring forced scrolling stages ancd
roller skates, Kaneko's DU Boy sees 8
cartoonish rolker dearby fightar taking the
sport of skate combat onto the streats,
Clearlky designed to tap into the hip

hap culture of Americe, the game was
exclusively comerted to the Ganesis.

o [Bacade] Veusly Koramivess claarky trpng for somsthing along the
T o F Sl Flasoas st Sissie Sisbais

|
e

THE UNCONUERTED

CUNVERTED ALTERNATIVE

GUNBIRD 19%4

L | “le gTRART

We opted for this fun and entartaining
shooter by Psikyo, which was released
the same vear as Elght Forges, features
& large roster of quirky characters, and
also starts the player off an a random
stage too. It weas ported to the Saturn
angd PlayStatian.

£
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EIGHT FORCES

B Devaloper: Tecmo M Year: 1994 B Genre: Shoot-'am-up

# [Armaadn] A ough one o recommind, Byt Foroesis a
denent shooter, but by heok is & blondy herd going

W This uncomvertad shootar is
guarantesd to provide a warkout
for mare dextrous shoot-"am-up
playvers aut there, Tecma's Elght
Foreesis & greelling vertical
ghoaoter that boasts & couple of
rether nice twists — the firat of

which sees playver one and player
T givern their ocwn unigue
selection of four ships 1o choose
from at the start of the game,
Player ona is given the choice of a
guartet made up of craft piloted by
biomechanical characters that laok
like they were lifted from moody
looking anime shows iplus an odd
wing-swilling chap with a horse's
head], while the second player's
fleet comprises four colourful and
slighthy less menacing-loaking
quirky cutesy ships, With a simple
weapon |levalling up system, and
gach ship having their own unigue
spread bomb secondary attack,
the other notable aspect of Eight
Forces is that the game seems 1o
start vou off on a random lawvel
with each lead-up - we started and
regtarted the game several imes
to check this theory. %5 a goodd
idea though, as the game is so0
bloady nails that it's the probabilby
tha onhy way you'd evar get to sea
more than one stage.

£ TUIE C Szialni ocof {Npei PREES S
= NS NIMIN = MR P i e TRy
. "'.lf*'-'z | R o J
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NINJA CLOWNS el e d
2 4 . -
| | ! 4 ]
B Developer: Strata M Year: 1991 M Genre: Beat-'am-up @ e i ,"rl,r'
- 3 9
B Developed by the people that brought about two aggressive clowns who take . ﬂ | s ,l'?- 1,5' e
us the Goelden Tee Golf series (those to the streets to indiscriminately beat . W | S 3 | R K:I '“'_‘{._‘,1,-?1 | L5
trackball golf games wou only ever up — using & mixture of ninja moves o Y ~ gl &,

seem to see in pubs), Ninag Clowris is
one the developer's more forgettable
titles. Thowgh we will admit it does
heve a certain offbeat charm, there is
litthe doubt we shauld all be thamkiul
for the fact we were mercifully spared
a homea convarsion. ¥YWea couldn't
determine amy real plot propping up

I its gameplay; it simply appears to be

and chown equipment = whatever and
whoevar they come across, ba they
league bowlers, businessmen, vomiting
bearded ladies, Elvis impersonators, or a
freakish leggy buxam chicken/lady that
bends owver and launches eggs from her
part arse. As wa said, it has moments of
offbesat chamm. Not terrible, but certainkby
nat great either
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Danger me
missing €

ets a sense of hum
heerleader and a

| to make it in the music biz. These are just
some of the ingredients of one of the best adventure games

* ever made. Stuart Hunt speaks to Ron Gilbert and
» ) - Gary Winnick to learn more
i
m'™ BT gy |
mmum @1 g ;
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» PUBLESHER: LUCASELM GaMES
i DEVELOPER: IN-HOMZE

= RELE ASEI: 1737

= PLATFORM; AFFPLE . Cod
PCAMIGA, A1ER STLNES

» GEMRE: ADVENTURE

*

orget for one mament

its hilarious script and

saminal SCUMM angine.

Maniac Mansion proved
that videogames could capture
the essence of an entirely different
medium and openad our eyes to
the wonderful things that happened
when they placed their interactive
stamp on them.

For the: benefit of those wha heve
rger plineed Maniae Mansion before,
it's 8 comedy adventure game with
& story thiet takes place inside a big,
creey house ocoupesd by & famiby of
camplete pddbglls The famdy's odd
bghenaour started 20 vears ago when a
Etrangse, sentient meteonts crashed near
their homne Due to the peculiar mind-

controlling properties of this

strangs slab of space rock, the
patriarch of the farmiby, Or Fred Edison,
sperds a lange portion of s evenings
sucking the braing from poor humans
for use in bizarre scientific experiments.
This behaviour is accepted and
peasitivehy encouraged by his wile Edna
and sor Weird Ed, but also hasn't gane
artiredy unnciicad ey one outsider.

When pretty cheerdeader Sandy
Partz mwstenoushy disappears without
& trace, her boyfriend, Deve Miller,
irmenedianehy suspects that the rmaed
dactar 1s responsibla, and wath the hedp
of two friends phots & daring missson to
beeak into the mansion and rescss her
e it's too [ate.

WWW PDFMAGAZINES.ORG

THE MAKING OF: MANIAC MANSION

It%s a stony that seeks to emulate
those countless cheasy harror films
inwhich a growup of teenagers
enter a crespy-looking housa and
are gracusly, and gruesomely,
resmened frarm the piciure ane
by one. Of course, what made
Marwas Mangion's version of that
wel-told tale so spedial is that
wiou got to ool the shots.

A ides concehved by D
rrien, programimes Ron Gilbsert
and graphic artist Gary Winnick,
Mamiac Mension became a
kandmigd title in 1987 thanks to its
improves] point-gnd-click interface,
which hedped change the way
the advaniure game was pleged,
That it encompassad both grest
gamegiay and innowvation comes as
it surprise when we gsked Ron to
esplaan when 1w that he descovered
an inengst i videngames

“Why intarest in wdeogames
squaredy revobved arcund meking and
programiming them,” he sevs “One of
rry close fiends had an Atari 2600 and
wie'd spend howrs playving Pac-Mar and
hasie Cormmand, and |'d wondar how
the hell they veere programmed.”

That fascination would see Ron
kam W progrem on his father’s
prograrmmable calcul ator, and |ater
hane hes skills wnting his frst games
an a Commedore 6. 1t also a2 i
et his break in the industny nat off the
back of & computer game but a graphic

*
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manipulation extension he wrote for the

CHFs custom BASIC language, It was .
this that landed ben a job a1 Californian

software developanipublisher Hurman

Enginesred Softeare (HESware) and,

through & colleague &t work, later ke

ta & termporany contract 81 a Nedcging

Lucasfilrm Garmies.

At the tme, game designear Moah
Felstein {oo-designer of the classic
Willizmns shooter Sinistar wes leading
the deselopment for the Lucesiilnn gamss
Kovovws At and alfered Fon a three-
rmeanth contracting job to do the CG4
programming on the gane. |t was during
the project that Ron met Gany and &
gigraficant friendship wes struck,



The Making Of ass
MANIAC MANSION

*

“Ran and | started hanging around
with each other while he was working
on the C&d port of Koronis R
remembers Gany, | believe | wes
warkeg on Latwaiarfy | think we both
ware working later in the evening at
the tirne, We discovared we sharad &
gimiler sansibility for the same twisted
hurmour, enjoved the same monees
aindd tedenision programimes.”

Shorthy afteresards, Ron wis taken
an full-time at Lucasflm Games, and
his and Gery's chats soon tumed o
discussions of warking togethes on &
grephic acheure game,

“Ron had been pliving some Sierra
graphic achantura games and showed
me Kings Ouest and Space Quesst”™
recalls Gery. "We started toying with
the kdes of doing our oam grephic
acheriture. | thenk we had watched
sormse ndiculous teen hormor e,

I realy can't remamber the e, but

it weas one of those plots where a
group of teensgers end up in a creepy
house ard get daughtensd ane after
anather, and of course No one ever
thinks of geting the hell cust of there,
We continued discussing the movie
and simmalar anes we had seen — Fiday
The 13th, A Nightmare On Eim Street,
et - and talking abowt all the sirmifar

haorror movie cliches. VW kapt noadling
the idea, and some time |ater | drew 8
gheich of & creepy housa with a sign
ot frant: Trespassers will be harribly
rendtilartet, Also, garke o owe came
up with the idea of a derangad mad
ecientistidoctor tvpe whao lived there thet
eventualy evobved inte Dr Fred ™

The kles of AManise Mansian came
aboist f= & resalt of Ron's intensst in
acheeriure games, the pair's rutual
love for bad harmor flicks, and a strong
desire o meald the tao. Which movies
in parscular helped inspire and inform
Manize Msvgion's look and design,
though? st about evenythang
carmnpy,” answars Ron, “Gary and |

££ Little Shop Of Horrors had just

Cassette
d » Me

come out, so that’s where we
stole the big man-eating plant 77

lowascl Re-Animator, and Litlle Shop OF
Hovrors bad just carme out, so that'’s
wwhere we stole.. | mean paid homsgs
o' the big men-eating plant.”

Bt whilie vou could argues that
Manize Mangion’s story wasn't whaolly
criggal, ghaen that it was rmainky

o HERZ" TR WEZUNRES

[P ] I th Faminam versien, the kds ok compicassy diflerem, b sk leaties Blok-somoes somlisg, and some

Beckg mand gaphcs and mess s oisEeg
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concerved a5 a colage of idess from a
rarge of harror flm sources, it did bhang
a numibar of mpovative concepts and
idess to the adventure genre.

A5 wiell s providing the birthing
room for the famous SCUMM (Soript
Creation Litkty for Adaniae Manson)
enging, Manac Mansion was afso
niteble fior being ome of the first
computer games 1o have proper”
sernative endings, cnematic cut-seenss
that effered plingers subtle visusl dues 1o
help sabe puzdes, hendish brameasers
that affered morm than one solution, and
& waried cast of pleyeble characters theat

each adwbited & differsnt combination of

charscteristics and skills.

b cast of seven adolescernts ranged
fram the gesky in baspactaclad Barmard,
wihose specisliby wae fixing electronic
denvices, o the eday with New Weve
rriussacin S, whio wore shades and
& dhark skiney sult |0 fact, pretty rmuch
o the sterectypical high schoal chques

waare present and incuded - the jod, the

nerd, and even the photographer for the
school newspaper.
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EHPERT Fasl
OPINION

CHARLES CECIL
co-foumnder of Revalubon Studsas,
deweloper ol Braken Sword and
Beneath A Steel Sky

1 am dewphy ashamed to admit that

| rrizaed Mamioe Mangion first bene
arnund. In the late Eighties | was head

af developrment at Acthazion, which was
publishing Serra adveriure gamies, so

I weas rsre in Lune with the King's uesd
and Lavsume Swd Larry adventures. And
1hen, B3 Revalulion was B canceied,
the big title=s from Lucasaris were
Knhar e Ang The Lizst Crusagte and,
af course, Morday island, | do rabe AMamoc
Marsian's geguel, Doy OF The Terocfe,
which came a couple of years Later, as
are of the bost adveniures ever”
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GEE, I*'H HUNGEY!

g,

While popular dlass prasidential
candhdate Dawe Millerwes a compalaony
memiber of the: rescue party, players had
the freseckorm 1o sehect two of his chamss
0 accomparny hem o the mansion,
and picking which teso characters fo
teke was appealing for mamy gamers. |
alboesed therm to tador their expenence,
expennant with thelr selections and
repaleny the garme over wath ciffanant
combinatans, sometimes revealing rew
everts in the story bt abvays eking
mare lomgevity from the game.

Marwiar Mansdon could be comgpleted
L arny combsration of characters, but
your selection allected o you would
hinve to go about sohang the puedes, In
shart, your chioice would influence the
gtorvine and make the mission essier o
mmare challenging. t had & hesding an the
ending too, of which thene were mulbple
outcommes = both good and bad

Considering how inmportant & part
the chosce of multiple characters would
plary in Adadae Mansions desiqn and
populanty, we were especially interested
ta find out how Ron and Gary salected
thes mermaorable cast, Wer they basad
on armybody then knew? Their own
school friends, perhaps?

HE HASN‘T SLEPT IN 5 YEARS..

.
ir;
Ir;
1]
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« [MES] Cai-scenss nocaskanally amsmpr the gamesdry. They non enly drve the sieny bl slse abersehele

clums i hovy bo sadve corten pues

“eah, they and all the characters ane
based on real people,” answers Ron,
“bast | can't siny who becausa Fd get in a
kot of troubde. | have heard eome people
sany NWurse Edna was based on oy
rriceny, which s cormpletely false, There
s @ bat of back and forth on the kids
and who thesy weane, Wia cama wp wath
& lot of ideas and eventualhy namowesd it
dimaen to the seven that vou pleyed with,
The final list was chosen based an who
st Turemy el iTvee carme up with good
puzztes for them.”

And the angins of the kooky BEdison
clan? "l believe it was a combination of
movie characters,” (ary Bnewers, “Also,
fer oo, @ it of & toist an EC Horar
comes books and Warren magadne
mascot charactars, and a bit of a few
peaple we knesw throswn in g2 well”

Wl Mdaviiac MMansion’s varied cast
Ccontinues 1o 58t it apert from other
acheeriture ghrmes todmy, perhaps the
most impartant elament of the game'’s
design was the mansion itsedf. The thing
that dreaws and holds all the characters,
gegs and ideas fogether, it was crucial
it had a sense of both grandeur and
creepingss, To achieve this, and to
alzo imject a real sanse of architectural
guthenticity into its walls, it's rumoured
that Gany used the mein howse on

Skoywalker Ranch & the man inspeation
when coming up with the look of the
Edison’s eena abode.

“That's true. [ locked at the main
houss for the exterion” confinms Gary,
“I glso based the library, including
the spiral staincase, on the Skyawalker
Ebrary, Trust me, if you weare actualby
there and designing a rembling
rnansion, it was & great place to
research. Maost of the rest of the layvout
i oy inspired by = not really based on
as ary atourate reprasantation”

Working on Maniac Mansion was
a closs-kmit o that comprised Rion,
Gary and prograrmmer Denvid Fox
{erestor of Rescue On Fractalus),
whie also cortributed 1o the
dialagua in the gamse, while
their colleaogues Anc
Wikrnunder and Brad
Tendor weaiuld keter pitch e
i 10 Akt oo the PO
port af the SCUMM
enging. With Maniac
Mangion being the
first tithe om which
bath Rion and
Gary evar worked
as project leads,
hovesseer, you might
have expected
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MANIAC
TELEVISION

WITH 115 CAS | of quirky characlers,
and a premise thal slofled quite
corrfartably mita the Land of Broadeast
televimon, Lucashlm saw the ideal
poporiunily ta unn sankas Monson
intn a micam. Ard that's mactly whal
it ehel. The shersd was a eollactive affer
between Lucashlm, Atlants FBlmrs and
Thee Farmily Chanme, wher it srsd in
the Stakes. B was also broadcast on YTV
im Camnada, The sk wias well received
by oritics, Lasting for thres seasons, and
& episades vwera filrmed, Crested by
Eugene Lewy (Amenican P, Spimsh, the
stary fecused an the Edison family, whao
inbierit Ehe manson and then momes in,
unasara that a myskarious meleorile
with supernatural properiies lies nearty,
“That was a 2urmesl exparience,”
remermibers Ronwhen we ask him
abaul his ang E-&l“:.‘ﬁ ripuUl inka the 2how,
*Gary and | didn'®t have angy immbeement
1 11, Bk waee e il by it [l ore
of our games was going 1o be made
intoa 1% =how, I started oul bedng
wery much likee the game, but as time
weeril on, swe'd et thesa rsrnos frem
the productiaon arm of Lucashim, and
each ane pantalned same elament of
the game that would no longer be in the
W sherey. Murse Edmawall rea langer be
called Murse Edna.’ It became a jake at
spdre paint.”
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DEVELOPER
HGHLIGHTS

MANIAC MANSION: DAY
OF THE TENTACLE ipicrusso;
SYSTEM: PC, MAT

YEAR: 1597

THE SECRET OF

MONKEY ISLAND

SYSTEM: AMIGA, 5T, PC, MAL,
MEGA-CD, FM TOWHS MARTY
YEAR: 1590

INDIANA JONES AND

THE FATE OF ATLANTIS *
SYSTEM: AMIGA, PT, MAC, FM

TOWNS MARTY e
YEAR: 1572

EHPERT "
OPINION 3

DAVE GROSSMAN

Crealar af The Secrel Of Mankey fsiand
and Doy OF The Tenfocle

“feonioc flonsion is nod merely a

great, hilarious, compleys garms that
revalutianised a genre. | also somehsmes
it inba B4R which, in iy apinlen,
qualifies it a5 penuine magic. & oven

has anescellent sourdirads! Yes, and i
wasnt casy 1o wrile music that scunded
gied carming out of the nominsl sudio
hardware that was built in to PCs in those
derys. More mage”

130 RETAD GAMER COLLECTIDN
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& [P SCUNM mally sxls you on adder adweiiires
iz i (e bl B Bt B Dz

Lucasfm manasgement to hinve been
keseping & very close eve on its progress
and content, espacially an sorme of s
moee risgue humourn. But, in achual fack,
quite the oppasite was Tue,

Wi had very Bile oversight, which
ks arve of the things | credit for Lucashim
comang out with 50 mamy classac garmes
back then,” explaine Ron. “We did what
wias fum and funmy. One thing we had
tio et that | cleary remember wes ona
of the apening lines. Deve savs: Tont
ba a tuna head” This was onginaly
‘Dot be & shit head', but we were tokd
to changs it Ve argued with the head
of [Luicasfimn Garmes], and Frn gune we
talked abxout cur ‘artistic vissan' and other
stulf, In the end o boss wold Gary and
mia 1o go s and think abaut wing we
waamted to evvear. [fwe came heck with
& good reagon, we could keep it But we
couldr't. It reslly taught mie an Bnportant
lesson about witing and has and win
vou choose the words vou do. Bs one

WWW. PDFMAGAZINES.ORG

of the rmasn reasons you won' see
sweaning in a game | da®

It might akso surpnsa mamy fans to
learn that lithe of Adamiae Mansicns
dlesagn and scpt was sctually planned
from the outser. Like the best comiecdy,
the whole devssaprment process was
largehy orgarmec and based arcand

pocl
G IUE

CE FLAYER

eib8e Gl
o

TD READR

ThEw 4R
TUEHW OFF

designed especially for the game and
that would go o to power some
classcs of the genre Intrgued o find
out exacthy how thes semimal control
imerface camea abouwt, we asked Ron 1o
expdain ita origing and where it fits into
the Adanlac Marsion story.

“Thie verts interface came about
because of my frustration with pliing
King's Quest” he reveals. 1 hated
plending this gerne called ‘gusss the
parser’ —wes thet “a plent’, s weed, ‘s
bursh'? Soowe wondered if it woulkdn't
be betier o just paent at sormething.
Ty to guess the nama of sormething

££ The interface came about
because of my frustration with
King's Quest. | hated playing
‘guess the parser’ 77

samphy seaing what weorked, “Wery Iittla
wias wiitten down,” reveals Ran. "Gary
and | just talked snd laughed a lof, and
oot it came."”
OF course, it's impossible o descuss
the impact of MWamae Mamsion watheout
talk tuming to it legendary

SCLBM system
— the engine and
sCnpbeg language

20000+ DIGITAL MAGAZINES

weasn't the garme, in our minds. Oncs
thie nowns wers qons, it made perfect
senge o get rid of the verbs ag well and
rmake the whole thing point-and-chck,

| started 1o program the gameplng in
GE02 assermibhy language, but it oueckhy
became apparent that this wean't going
o weark for & game this complicatecd.
One of the other programeners &t
Lucasfilm, Chip Momingstar, suggested




*

BMM (BEFORE MANIAC mHhEIUNl

KORONIS RIFT

Sysbems; Atar 8-l Corrrmaciore &4, Apgle |l

¥ Spectrum, CPC, MEX, TRS-E0
Year: 1¥83

Uising the same fractal graphics technology used in
Hesous On Srockalie!, oroms W seed yol controling

a rower wehicle ba collect, analyse, sell and make wse of
recorvered modules froen the surface of & hastile allen
planet, with the ultimate goal being to use the materials
b deatrgy & alien base Gangworked a5 8 l;l'ﬁlﬂ"ll-i artigl
on the gamee, while Fon programimeed 1he CE£L wersion.

| make & scripting language, which
sounded Bke & fun idea, Chipowrotes the
firgt pass of the compler sl | focussed
o the rurtinee engine. A good chunk
of the first six or nine months wes

just mea buiding the SCUMM svstam,
while Gary end | comtinwed to wark an
the design and he started on the art.
Seeing the SCURMM engine execute

its first opoode [a simple commancd
that the language compiles imo] was a
great moonent. was abowt tao inthe
rmearning &nd I wasn't going to leswve
uniil this thing wearked, and | chesred
e it happened”

As v know, the SCLIMM syetam
proved instrumental in helping to maks
athventure games more user-friendhy,
fun amd popular for 8 wider pudience.
By rermsoving the inhenent frustratons
and uncertaintes of presious ‘guess the
parsar” imterfacas, hawving an imarface
thiet combined verb promypts with &n
irtwuitive poirt-gnd-cick comimand
gyatemn allowed users o snply get
o and ey the Schcn witheout &8 the
incansistancy and biind gueassing, And
thie simplicity it brought to the tehle
wold help to push sdventure games
irtn ney lesvels of acoessibility, and
evertually popatanty 100,

*
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Though Ron and Gary don't
remnember exactly how long Maniac
Mansion took 1o create, they tald us it
wias sarmewhene batween 18 and 24
months it was Gnally rddeased i the
winter of 1987 for the Commodore 64
and Apple I, sppeaning on the PC the
fellcring vear, s has since graced the
ST and Armega

A mifarnows sardised port was also
rebeasad for the Mintendo Entertassmant
System. Notable for being the first NES
title puit out by Lusceshlng, the conscle
corversion, which wes publshed by
JalEco, wees heanly censoned 1o make
it micre suitabds for a younger audienca
andd adhere o Mintendo’s strict fanmik-
friendly policy at the dme.

Programimess Dougles Crockford
voluriteersd to comgple the ob as the
mansgement in Lucasim's games
diasion were “overoaded, and the
project was slipping betaesn the
cracks”, The saniligation process was
famoushy documented in his online
merricer, The Expurgation CF Marrac
fanson’, In i, Crockiord went into
hilemious detail aboat the trials and
tribwdations of trying to intenpret the
MES Gene Standerd Policy, With

*

HABITAT

Syslerms: Commodare 4L

Year: 1984

Honial 1= widely seen A5 [he progenitor of both the mocenn
MUMORPG ard Second Life A secial onfine role-playing
game, 1 was relessed in & beta stabe im 1 ¥ES across the
online Céd service, Quambum Link:, Following a twoe=yaar
esl run, Hoddol reappeared on The Servce In Y5 a2 Club
Combe, and the technology was lcensed and eventually
2old ko Fujitau Gary worked an graphics and animation
whibe Rian created the C&L object mempry manager.

THE MAKING OF: MANIAC MANSION
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by both Ron Gilbert and Gary Winnick

Mintendo requinng that all sexualky
sugpestne contant, dapictions of
exooeagive vinlenos and even religious
referenoes be amitesd, he lists &

-I’ﬂlﬂhm”mm

The earlier Lucasfilm games worked on

¥ e

EHP

mumber af instances where oontent

b 1o b sltered 1o get i past Nintendo
of Amenca’s censorshp people. Suffice

to &y, it makes for & very entertaining

and withy read,
Maniae Mansion garnered
Envourable reviews From the gaming

T e

EIF'INIEIN

KEN WILLIAMS

Co-founder of Sierra On-Line

“Raberta and | never really played

Mok Monson, or, al leasl, nejther ol
us rermermiens i, We were iy phabic
abaul playing or studying cam pefiloes!

products. | refused 1o hire srpone
wha had worked &t a competior, and

really did't want our team focused on
campelilors” products. Serra abaays
tried to consider oursebees &= lesders,
ard wanked 1o lorge aur own path inlo
the wenrld, | chdn't want ta tall inko the frap
ol walching wheat competilors did, and

then releasing a 'me oo’ product a year
later. That's a farmula lor disasier”
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prass upan s raleass, Popular
Commedare magaane Crash awardad
it 83%:, branding it “an innovative and
polshed arcade echventure that shouldn't
b migsed”, while multifernat magadne
Mean Mzchines, reviewing the NES port,
claszed it ag “a highby oniginal and very
addictive adventure that no Nintendo
canmier shuoi | be it ™.
Congidesing the amount of critical love
for Marvac Mansion, coupled with the

LE It wasn't until

today and assume that's the way it
was from the baginning, but it wasn't
honikey island got good reviews, but
Sherra wias kiling us in sales When |
bt Luscesesfiben, Mok fslava wis st &
gama, It wasn't untl several vears later
that | started to reakse that it had taken
o this cult following. That stuff tekee
time and it's unpredictalle.”

But with the interest in point-and-cick
garmes gronving throughout the Mineties,

years later that |

realised that it had taken on this
cult following. That stuff takes
time and it's unpredictable 77

imgartant thangs it did for the schermure
ganre, it is hard to imagine it being
amything kess than a hit upon its release.
But as s0 often tends to be the way with
ot classics, the populanty it sew was
slove i coming,

“Wou know, it was well recaned
at the timme, bt it wasn't a huge hit,”
remembers Aon. “The same is true of
Adovikey islandd People look back on
thvese two garnes and their cult stames

RG'S
BUILDING
AWARRDS

we lift the roof off o
favourite videogame b

i

Winner; Shanemue

There's a small minorily of people who
niever finished Shenmue, not due 1o

it being hall-finshed hul because al
reaching the arcade sibuated on the main
=freet in Dobuila and lorgelting all abaut
renvenge and the Phoenic Mrror. Spoce
Harrier is [ar mane mmportani.

ildings

Special thanks ba Ron Gilbert and Gary Wennsch for thelr precioud teme and Mal Allen lor acamning the lovely cover art.
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andd the rerarreed Lucasarts becomeng
a dominant force in the genra thanks to
& steady stream of guality advertures,
including the exquisite Adaniac Mansion
sequel Day OF The Tentacde, is first
amemnpt became a cult hit as garmers
looked to axpenence for themsahves the
arigine of a genne that they held so dear.
Soll discovered and retumed to by
gamers todey, Maniac Marsion is an
enduring pece of softveare that capturad

HEE
nEm

---'I.-\...
¥ a

2
| Lk

‘Winner: Donkey Kang

Surprisingly the re waant rmuch
comipetitian far this category,
Hummenn' Horry was the strangast
contender, buk in the end owr love for
DOandey Hong, cormbined with the iconie
skatus of its first stage, sealed it. "Fiaf’
ol ey well oy, W don't care,

T el

Ls

Winner: Skool Dage

Capluring 5o accuralely (he drudge
and roncéary of schoed life bt using
il Lo =uch great eflect as 1o creake a
brilliant computer game. Skood Dezeis
ihe clear winner in this caleganc We
did mark it down a few points for poor
spelling, thaugh.

*

the spirit of its time, even if it didn't
find its auckence immediatehy:

On wiwy his game was and
continues 1w be such & popular
getaey for so maey gamers, Ron
puts much of it down to his actors.
"Each one spoke 1o someons in
some wey,” he told us. “Playvers
could build thess ‘dream teams’ of
cheractars to go it the mansion
with, They could personaise the
game in a way they had not seen
befors. | also thenk it's & chaming
game, gnd thank God | didn't say

TEoRk PoLlc
VY PURT

3

....__ ey

T |[IIIII
||IIIII!
*
GEII: e EﬁgﬁEttEafﬁh’Tﬁﬂ Hew Kid Turn on
Pyl l Close Pick up Unlock Turn ofd
ive Eead Hhat i Use Fix
aasrsmcmem
2 “ | ""'ﬂ'ﬁ“
A aallag A Sy *

Winner: Elevator Acticn

Sk ysirapers ranely fastune in
videigames. Mas| seem to cangregake
around Lve Hord adaptationg. This ore,
though, could be the firsl. We use the
word ‘coubd’ as we're nol sure iLisn'l just
a fairly tall affice blnck.... although. isnl
that basically what & skyacraper 27

e

BEST PUB dvisar

|

Winnar; Tapper

Thousg b we do question the comman
sersae af the manager of & busy watering
heake ‘wilh numeraus bars all manned

by a single mermbsr of staff, interms of
lighlring service lew establishimenls can
miakch the speed of this one. Watdh out for
the ones that only sell rool beer, though

0000+ DIGITAL MAGAZINES
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‘Winnier: Resident Bl

Wl the abrvio s wirmer had to

b Marviec Morsion, hot wee Telt an
homaurable mentionwas desarved for
Resdent Bal It's a menacing locale with
lands of areas o explore and oemibe
squatiers, and the GameCube remakie
o 21l Friake us mess gursehes

Winner: Cactlevania:
Syrnphony 0 The Might
& wasn't the first time we'd explored
Dracula's casile, bid il had never lell so
abve = or undead = as hare, The kicker
carme when you hinished the game, anly
1o fired thee castle had irverted, gring
youl a whole new layoul o explore.
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Over the last few generations, gaming _
platforms have come and gone, and T i, A '
some have made a great impact; others e :
perhaps less so. We look at hidden gems . ‘
available on some of the less mainstream '
systems, and cult games on some of the ALDYN E s
maore WE[[—kHDWﬂ. - W SYSTEM: SUPERGRAFY B DEVELOPER: HUDSOM SOFT B YEAR: 1991

B The surprising fact about MEC's begms grd bullets ping all gwver
overpriced SuperGrafy - a console the shop, scores of enemies and
that was only released in Japan, explosions fiill the screen, and the
flopped spectacularky after a year, game remaing sofid and largeky ficker-
and had a mere five gameas released free. From a technical standpint, it's
for it - 15 that three of jts titles are rrightily impressive,
- actually rather good, The first bwo Graphical niceties aside, Aldvioes
g : arg Capoom’s excellent arcade i an intense, high-guality shooter,
T A e -~ P, conversians of 1347 and Ghowls "N which shiculd come as na surprise
it % ';_h‘ '_: - e Ghosts. Aldynes is the third, given Hudson's pedigree with the
T Y o N Hudson Soft’s scrolling shoot- likes of Super Star Saldier and Sokdier
I W e, ‘em-up plays to the strengths of the Gfade. In fact, Aldyres was developed
: TR g superGralx system, which sl far the company by an autiit called
| = - . e - wias nevear a huge step up from Prodwce, formed in 1990 by a group
=y :||- T o= {‘ |':_ f = : E= the original PC Engine, Mult-levar of former rem employvess. Indeed,
: " : ¥ . 1 i parallax scrolling, sprite-scaling and gamegplay-wise it owes a lot to the
r - L ~,1-‘ J T targe multi-part bosses ara the order A-Tvpe schoal of progressive oplion-
of the day, the former typified by based shmupping, vour uber-seek
Bk S el witret the irnpus?ng first lawvel guan:lian.. a spacacraft I:!ein-g sccompaniad by up
- f“ i frﬁ rﬂ' & S0 el I=TE]E fﬂ' - ::::::ﬂ:l_rrmng mu}'ﬂf;?lwl 'I;uatimuld ;rucf:udr _Flu.ahng dn:rnea that can be
= Al i i - giwen amy of Michasl Bay's pcked into formation arpund your
¥ [Saperfirat] Thetramsiormaton of Abynes” it boss s oa of e game's mass impes s somei creationg a good thumping. Lager ship ar gent off 1o scour the screen,

-

il s
;- SR

i}.ﬁ e

'I-“- F

» SEEK & DESTROY

W SYSTER: AMIGA CO3Y W DEVELDPER: MINOSCAPE
WISION SOFTWARE B YEAR: 1793

» THUNDER CASTLE » GUN NAC

B SYSTEM: BNTELLIVISION B SYSTEM: MES
B DEVELDPFER: MATTEL B YEAR: TPRS N DEVELDPER: NEXSOFTOO0MPILE W YEAR: Y70

B A Pac-Marn-atyle ¢
sething, Thumcher
batting dragons,

E=E ] af rysterious, ever-changing

trying

.. and your
extrevagant payload of haming missiles, napaém and
airstrikes adds to the fun enhanced versa
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MINORITY REPORT

w |50 peiGra e} Canpie W bairityiog appasiancs. The bo s nishorne 2 | Sogter o 1) Thve v bbs il o 1 ba oo ek, gl & eitlisg duck /__“
e R T R S =]
i X { XX ( MX 5.'”.;'1_-_" RS e b e
; 9 X¢m
S -
— i 2 F -, : » ABOUT THE 5YSTEM
. — B "l:,__- n _' __:'_._-.,_ L S i o . ' -
— e s 24 ' 4! 'L-. e B The SuperGraly was a modified
fx g [ i T L] ], Sl P Engine-wilh enhanced
- K ; Tes N, . e TP graphics, crignally herlded s
o . : | / * . { F % i MEC = arwer (o Ihe 18-bil Megn

v - 1, i - Do ard Super Famicam

1 "" - i I -2 e A I Ol it g st s sl iria f

"_.‘ T A e e :_:_*,'_.:j“xi H"" I;.::';'.; q . speaficaly for the sysferm: %47
/ s > 7 i, o ;. » - Counler :ﬂ.l'.'-u:.’n, L',u.'mu.mnrr.l.'r;.'
.. ""j#“"' 1'?' { " " T_ # % o’ % LY oW -: " L it = ._':.:a‘hm.-,: ;:'_.::I:-'-:j_ -ETﬂ.:‘._:,I':lcllr.'F
-!l-i-!—'-!..!,.l..‘ L .;"i_.‘!'_ ,h"_".;____"___‘__;'-' “.,.. Far’ ...‘-‘: - o’ o WL - A arvd Moot b D
destroving ensmies of their own the fire button aliows you to charge o . - ; R
accord = a gystemn similar 1o that seen 8 shield, which can be used 1o ram e : * |l g
in the later A-Type Delfa: Alternatively,  anything ahead of you. Add to this _L =" ﬁ'i § o R E L
holding down the second button thie blue lightming bokts thet wvour e 'I'ﬂ..' e AT " A I, -
causas wour dronas to encircla your dromes spit out in ‘free roam’ mode g r. ﬁﬁ._l 1 Tid A
craft defensively, & tactic that proves and you've got & pretty intimideting - . 'i" - % : o
Indispensable on later levels, arsenal a1 vour disposal, | by M T

And, of course, there are plenty The seven stages are vaned and W ——— - £ - " 1 S

of waapon power-ups o keep you distinctive, ranging from open outdoaor 1L Kl e Ve
happy, our fewourite being the ong areas to ight corndor sections where '*" ' F 7 W
we've dubbed the Curly Wurly the mavement and firing pattems give = g < - e
Laser™, This little beauty emits big you precious e room for survival, =i o e
blue loops of death along the edges some stages also scroll upand down, _— : 4 -‘-._-I_j* —
of the screen to devastating affect, giving wou a bit mora breathing space. -“J:E ﬂ; ; ﬂ: : i. : i‘t 1 'i
although admittedly it's less useful if Although towgher than old boots . =F t M{t .h-l'l\i L]
there's something nesty nghtin front in pleces, Aldyries is nonetheless 5 #-I Tl H_“____-_ g = “;_l,,ﬂ_; &
of you. Other goodies on offer include  must-play for the discerning shooter iWFﬁﬁrFl T R R R
Gradivs-style forward and diagonal fan, Incidentally, the garme’s full Tithe A i R (e RN ] fqi g i, ) F :f
lasers, and a spread-shot weapon is Aldynas: The Mission Code For "y g n i e il a
that fires spherical green munitions, Rage Crisis, which is an adorable bit R -~ hS L 2= - ' S 1 SCCREES
all of whiich can be upgraded to inflict af Engrieh that someone really ehould i s i N "T.'n I". SLELALV UL el T

raximum damage. Holding down

» VENTURE

make & T-ghirt af ...

* ATARI 5200

» ZENJI

W SYSTEM: COLECEVISION B SYSTEM: ATAR 50
B DEVELOPER: COLECQUEXIDY B YEAR: 1987 B DEVELDFER: ACTIVISION B YEAR 1764

B Exidy's arcade adventura |

in the role of

|"|
a grid of he
attermnptin

vour goal. darp requires A certain amount of foresard
thinkimg under pressure dus o the tight time limit,
ard ifs un confusing st

e
» HAG

o .| A ™
NG BEAST
W SYSTEM: Cid
W DEVELOPER: FIREBIRDVIAWK B YEAR: 1785

B Also known as
8 100 G =i = ik HatK

an ol e cont
of the matador, = In wwhich the pre

|orig enolagh Waving your s
you'll get the chance to pna wreath on Fes bonce and
ame, but there's a legher chance of ending
after h i
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w Featired System:
Gamelube

¥ Year Reloased: 2003

% Publisher: Nintenda

# Developer: Ratro Studios

i W Piaple:

B i._".:jlrl:l:"- (e [ T

Keller |lead artist|

b0 UEEFER

o Gonpleting evarything
enlooks a galleny, whaere
you it to e Samus's
Fsuman faoe in concepl

@ Early developmenl soreens
imdizate it gof reasonably
Lar i i -person — yoii
can e Sammus wandering
arsund Chods Ruins.

METROID PRIME

Nintendo’s
seemingly odd
choice of developer
fora3Dreturnto
Metroid resulted

in one of the

most perfectly
constructed
games of the last

|

THE BALKEROLEL

Mrtendo faied to get 8 Medond garme off the ground
on MEd, finding nedher the nght ideas nor deseloper
o take Serem into 30, Mesnwhile, Texas-based
Mintencly  affliste developer Retro Studios, partly
corposad of former Twok wam members from
hguana, was set up In 19588 and began work on 2
number of titkes for the GameCube. After & wvisit from
Shigend Miyamoto inowhich Retro demonstrated the
projecis it had, the Mano creator wasn't impressed
Howewer, Desed on the siength of one feams
action-adventuns prototype with 2 female lead, Retng
was handed the Mefrond lcence and et to work,
Mivarnato suggesting thet Prme was swiiched fram
a third-person 1o 8 first-person viswpaint.

In 2002, Wintendo purchesed the mEjority shanss
of Retro Stumos, wath founder Jeff Spangenbeng
ousted and managerment changng hands. Arcund
this time, the other projects &t Betro (@ footbal title
and  promising-kboking BPG Azwan Bilsde, among
othens) were scrapped, with much of the studio staff

laid off, The remaining tearm crunched o comphete
Metrond’ Prire = the first finished tife to come out
of this turbulent development culture = which would
ulimatety egtablish the studio's reputation.

e BRETIE

Metrond Prmie regresents the periect transiton o
a videogame from 20 %o 2D, essentigly recreating
Super Metroid in @ 30D space. Even tholgh the
game did pessionately camy over the puzziefachenture
complexity of its SNES fergtion, putting Samus Aran
into first-oeerson was a fascnating new wiay to play, and
the foocus on learming the intrcacies of each level fram
this perspective woulkd be wital to success. It weouldn't
hewe been engugh to only put 8 SMES game in 8
modem videogame templae — Retro expanmantsd
with erwironrreental design in & way that revaistionised
what Metrond represented in the games nodustny,

The gargantean, comples word of Talon IV can anby
be conguered by understanding Samus’s strengths
ardd limitetions. That's akeays transfarming from holr

generation
e e e
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Re-Primed on Wii

Brome wes bundied with s teo
seouels ko a Wi package that
enabled wou to pley using  roton
cantiole. 11 the indispersable
versinn Tor series veterans.

Go West

Retro's nput 0 mager frenchisss for
Blindendo has  Become  sagnilcant
stice Pana's rebagsa, most eocenthy
wiortking on Conksy Kong Cownfny
Rosums ard tracks for Adsmo Karr £

Frostly reception

fdarrosd Prvme was  approachad
catioushy upon tha fmnoUnoement
that it wiould be & first-parsom garma

it waasn unlil kards-on demnos hat
Critacs startad to praise the dagision,

FUTURE CLASSIC: METROID PRIME

Balls awa

Thirdparsan komph Befling  weas
Also weslcomae, &5 iL shiftad the foal
of Adstnaed Prioee into something a
Btk Ighier = and resufed n Some
fariestic phyeics puzdas.

Samus link-up

Primneboasted whal was arguabby the
best Gamelube-GEA cormeciivily,
whan lnked with Aerrosd Frsion
the Fusion skin for Samus, as wel a5
tha onginal MES game

ik

w | GC] Ther vamous crostores froquenty
rispawm, an irtabng heng mear fom

a
r
'
=
-
K

1 1|.|.'J::-|_"-
]
S

% |G0] Priae's Liels 2re denssly
Ypacked, clegerdy desgned b prosoke he
player's nternst using tho scamning wisor.

‘“.“. ﬂ r

WHY W15 A AUTURE CLRASSIC

Metrod Fome s the lind of game that we doubt
wdey's casuabaware Nintenda woukd make — it's
copkex without pendenng ta the playes requinng
patence before the true inteligence of &s design
bacomes cear. Metod's move nio 30 was as
craatwely signifcant as Jelda’s had been fie years

rminubae about [alon W that

creates a more inferactve

gproach o the namative

At a tme when wice-
acted, expostional  oul-
SCEnes  wera  becoming
prominent, making the bk
of the story something that wou
have T uncower wes a fonwand-
thinking decson. Graphicaly,
it alsg helped that Samuss
character model was the
most mmnressive visugl peatis
had seen on the Gameliioe

to howr, as the player urfocks diterent
armnour sats, wicors and beams, nome of
wiich are incansequential, Each ponver is
designed w0 halp in some smal Bsheon, with
that gradud process of discowerng ibems
provoking leteral thenkng when you backirack
to ansas and see wihat extra potential Bes withn
thern. It's a rewarding, open structure that
goain harks back 1o Super Mbatroid r
Every arnaranment tels its own story, 1oo, i
frormn the 1oy landscapes of Phendrana Dintis '
to the veguety scary Phazon Mines. AMetrond
FPrivme largely takes plece in enclosed
spaces and [abyrinthine funned [evouls, but

earlier, and stood as & demonstration that the
rmeachenics faid out in the MES and SMNES-ere Mefrodd
tithes v bt 1o a5t on future platforms,

What Hetro brought to the senes, though, was the
understanding of how the smalest details of a 30
emaranmnent should affect the plaver's expenence,
el that lending eachs facet of @ wordd some kind of

¢

the stunning fidelty of the art direction {l | 1o olake, hiclden meaning wauld hesghiten our fascnation with
rakes for a unigue fesling of exploration on Whatewer  players  discowes the garma,
falon |V, as these vasthy different locatons about the planet, lalon IV Mintendo's toutng of Frme as a ‘hratpesson

adventune’ rather than an FFS may have smacked of
corparate nonsense &t the tme, but the: description
vas absoiately spot-an. Shooting is simply @ means 1o
& e, st A singlhe mechanic along thewy in figuing
out hioww to move forward in an immense, ursetting
vl Ndafroid Pria was nevar imitated, and it ranks
dongsade HaleLifie 2in its scope of what a first-parson
WICIEOIAIE Can POMTEY

remnains  enigrnatic, and woul'ne
ghagys explring it with & sense
of trepidation. Mothing is o as it
seens, and it's that comibination of
eere audio design = which ricedy recals
past Mefrosd garnes, too — and visual
imagination that realy made
Ndafron! Porne a entical dading

gwerlap with each other in & harmonious
way. This is another regson why the decision
to meke the game in first-persan peid off — there
really are so few videogarmes that populate 30
cpaces as compellingy as this.

The planet & the stony in Mafoid Bime. The
scanming mechanic, enablimg the player to examing
glmeost every object and enamy, gives backgrouwnd

=
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Ir’S THE LONGEST-RUNNING DEBATE IN UK GAMING, AFTER 30 YEARS,
ERAINED TO FINALLY PUT THE DEBATE
AK TO THE EXPERTS, SURVEY
NS DE EACH SYSTEM

AND IRETRO GAMER 1S DET
10 REST AFTER ALL THIS TINE. WE SPE

DUPR READERS AND EXAAMNE THE PRR0S AND CD

TO DEFINITIVELY ANSWER THE RQUESTION:

WHICH 1S BEST: COMANDODORE G4 DR SPECTRUM

¥ GRAPHICS

Lat’s he honest, right from the start. it"s baen 30
years since both of these venerable COMPULBRS Were
launched, ard neither of them ia looking |ike a
spring anickan, If you'll allow us 1o put noslakgis
azide for a moament, neither computer can boast
the best-looking graphics in videogame history. But
whiat's interesting is that both have thelr own
destinct atyia.

The Commodore 64 suffers from.a very Blocky
look: You can sea avery pixel that bas goana inlo
building up the imege, and whila there's & cartain
leved of artistry Lo this, there's no danying that
the overall loak is a little lika an impressiontsic
painting put together with Lego bricks. And in 3
strange palétie of pastel tolours, no less.

The Spectrum, on the others hand, suffered from
its onwn set of problams, not least the infamous
colour clash, which saw sprites of differant coleurs
change to an unintended hue whenéver they
passad over sach other, The general solution to
this was tor randar each acreen in &-single colour
to avaid elash, but this, of course, (ave Spacirum
games & morcchrome loak that contradictad the
name of tha syetem and cartainly looked a little
primitive next 1o ather B-bet systems.

Chatles Cecil, craator of Broken Sword, weorked
for both US Gold and Activision towsard the paak

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

of the 8-bil computer ¢ra and had exiensive
expenience with both titans of the Eighties.

While the Commadore 84 was tachnically more
powerful, the hardware sprite limitations made
the games feal lose exciling,” Cocil savs, "The
Spectrurmn may have been prone 1o attribute
problems, but it could fill the serean with vilrant
cirlours. Developers ke Uhimate Play The Game
pushed the Spectrum lo the limit-with: their visual
as well a5 gameplay, masterpheces.” ot

Ste Pickford, one half of the Pickford brothers
and co-cragtor of B-bit tithes like Zub ard Eewd
lends 10 agree with Cecil. “As & graphic artizt,

! peeferred the Spectrum’s crisp, clear, brightly
coldured pixels over the Commodore G4's
smuciged, fet, murky browns and greys, despite
the colour knitations of the Speactrum,” he says,

“before drawing upon a fittingly retro analogy.

1 always wented 1o be a comic artist, and grew
up on Ad-sized black-and-white British comics
Anything fram Whizzer Arid Chips ta 2000 AEI;.
o !-"!ar".-m LIK's black-and-white Soider-Man
TERFiS - which kmuch preferred over importad
US comics, which ware smallar, with smudged,
blurry colours and printed on toilet paper. In my
head, the Spactrum was fike a brilliant fzaue of
Eﬂ'ﬂﬂ..dﬂ, whereas tha CE4 was ke a nablish
Amorican comic. My preferred drawing style was
black-and-white line drawing, so making

RO GRINEH COLLECTION ©| - 139



“ DOK AT A GARNE AND YOU CAN TELL

WHICH YOU RE LOOKING AT. CAN YOU

SAY THAT ABOUT THE

Spectrum graphics, using just one pixel colour
at & tima, sulted me much better than the o
palnterly style feguired for CE4 graphics.” ;
Allowing nostalgla back into-the conversalion,
wiz have to admit that one of the best things
about both computers’ graphical stylesis
that they were Instantly identifiable with their
host platform. Look at a screanshot of a garmie
devaloped specifically for the CB4 or Spactrum
and you dor't peed a caption to tell you wihich
system you're looking at, Can you say that about
the *hox 360 or PlayStation 37 We doubt even
their craators could, L
So which is best? Aside from expert opinion,
perhaps tha faireat way is 1o look at the way
multiformat gamées compara 10 sach other. While
games made specifically for each system play
1o their strengths and look fantastic in their
awn right, they fare difterantly when ported
across to the othes systam, A lat of Spactrum
games remainad largely the same whan ported
to the CE4, making for some lazy=lookmg
eonversions like Head Over Heels, which retained
the Speccy’s monochrome graphics. Yot whian
CH4 games were translated to the Spectrum,
they oftan had 1o ba redrawn completaly and
therefore got & chance to 1ake bettar advantaga
of thalr new home. The Last Minja, for axample,
arguably looks aven better whan ported 1o the
Spectrury by sacrificing colour in exchange for
a greater level of datail. -

WINNEIRR: ZX SPECTRUM

Though technically mferiar, the Spectram’s
wisuals prove more popular with the experts
and handle multiformat developmeant with

More grace.

*x SOUND

There really is no contest hare. While the ZX
Spectrum certainhy emitted sound, h:ard!u,.' any
of it constiiited music or sound effects inthe
eonventional senses of the wards. Rather than
putputting sound to the lelevisian, the arlginel

GO oR PS3?

= |t | Frug N
TRl pakeis l!d.h:-: 2

-

43!{ J:n-:u:lal af the Speccy used a chean speaker
built inta the machine itself, Though capable of
prodiscing ten separate octaves, it did so
through just one channel and the results were
about as musical as a Gelger counter, Mo matter
how mauch talant a programmer had, YOu
weren’l going to get anything to whistle along
to fromithia. :

The Commoddre 64, by contrast, must have
seemed likc a full symphony orchestra in your
_Imlnq room. The much-celebreted SID chip sitting
inside every Commodere 64 had much maore in
commen with the inner workings of & synthesizer
tﬁan any comparable home computer of the
time, gnd it basicelly lunctioned a5 such. Capalile
of creating one of five waveforms across three
distinct outputs at once, the SID was & mare
complex Beast than yvou could aver rigghthy expect
at the lime and allowed talented musicians o
créate some of the true audio masterpieces of
the eardy medium,

: If you care to mention. apy of the great
videogarme musicians of the home Compiiter
age, almost afl of them came from the Ce4,
Marnes like Rob Hubbard, David Whittaker and
Marlr_n Galway Bre as synonymaus with the
CB4, if nol mare 5o, than any programmer or
artist of the time. Great games like Bambo: First
Blood Part I, Wizhall or International Kerale weare
made even graater by their memaorable scores.
CB4 garne music was so good, In faet, thet it
iranslatas brilligntly 1o real instruments, m gking
for enjoyable lve performances, but can also be
eroyed in its onginal format. Downloads of the
ariginal SID files are prolific on the intermat, and
thers's even an IPhone app called 51D Playver that
atlows users to download and listen 1o practically
every Sl tune ever created.

"My lirst love wag alwaya the SID chip,” says
Jonathan Dunn, the composer behind such CB4
games as Operatian Woll Ranbo I and Tha MNeaw
Loaland S0y “The possibilities seemed andless
and | was always finding new things vou could do
with it The AY chip on the Spectrum weas uselass,
Unlese you really loved the sound of sguara
waves.” Mike Dailly, creator of the CB4's Bailistiv
and Slood Money, adds simply: “The sound was
i a class of its own

Itwaen't just games that benafited from the
SJEI chip gither. The little chip soon took on & life
of its own as C84 enthusiasts fell in love with its
sounds, which werd az unigue and identifisble a2z
the Commodore 64's graphics, The Ocean toading
theme, for example, which played as an Ocean

SPELL BOOK
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CouLD HAVE BEEN A CONTENDER

The 8-bit computers that dont even factor into our argument

ATAIZ] 8-BIT

In the wake of the videogames
crash of 1983, Atan wisshy
branched out from console games
into the world of computers with
itz range of 8-bit, programmable
systoms, Though virtualby unknown
in the UK, these systemris were
fairty popular inthe US and had
their fair share of decent-titles,
Sadhy, they nevar got-naar’ the
phenomenal popularity of the C64
25 a games maching or Apple’s
bugingss-oriented computers gither,

ARMSTRAD CPC

Arguably the closest system o
third place in the UK, the OPC aat
somewhere between the Céd and
Spectrum in terma of capability and
appesred 10 embrace the games
imcustry more than the Sinclair. It
garnered strong support in the UK,
and some of ts conversions are
the superior iterations, Lilumatehy
lat dewen by a camparative lack

of original titles and international
suppart, the CPC was nevertheless

ANSX

This earhy attempt a1 8 standard
format was popular in Japan as
weell ‘ga the Netherlands and parts
of South Amence, It's perhaps best
known far great Konami games like
Metal Gaar, Vampire Killer, Penguin
Acveniure and Parodius, but these
CAricge gaimes Wens expensne.
Tape games were abso available bat
wara mostly half-hearted Spactrum
ports. Despite ita brief popularity,
the MSX was ultimately uridone by
& lack of coherem business,

L

BBC. ANICR0

Created by Acotm in conpunchion
with the BBC, this found its way
into nearhy every schoal and
became a part of every kid's

life a3 & consequence. Beyvond
aducaticnal software, it had ome ar
two clagsics to call its cwn, notably
Elita The Micro's dowvenfall is that

it elida't manage to get imto many
homes. Its status as an educational
maching just wasn't cool enough,
thowgh it can take cradit for training

adorad by its passonate Tan base

i

game streamed in from the tape drive, is ona of
the best compositions of the B-bit age, complataly
divarced of assaciation from any spealic game,
And it didn't stop there. A demo scana gquickly
sprang up around the SIDwithin the lifetime

of the C&d, encouraging budding elecironic
musicians o creata their own tracks and enter
them into competitions in computing magaznss
ofthe time. Into tha Nineties, the strangth and
personality of the SID sound led the C64 to
become ane of the most prominent features of
the burgeoning chipture movemant, And the
humble Commodore chip even foundits way mid
popular cufture as chart musicians sampled old
game tunes or even created their own new tracks
on custom-built 510 synthesizers,

Sothers vou have it, The Commodora B4's
intredible SID chip was rasponsible for somea of
the bast-sounding gamas of the 8-kt ags and
was go-good that it has outlived its host
maching and even an association with gaming
altagether. 30 vears after its creauon, people
are walking around ligtening to C64 music on
thieir fancy Apple phones or.avan :raaﬁr‘lﬂ Lal
Commodore music af theair gam. Tha
Spectrum’s tinny littla speaker, meanwhile, is
left complately forgottan.

WINNER: COMMODORE 64

A brilliant piece of hardware design led to some
af the mast memorable videngama tunes of the
Eighues and was arguably responsible for 8 whole
new genre of music. There's just no bealing the
aound of & C&4,

* DEVELOPRAENT

You don't need to pry open the casings of either
computer to see that the Commaodaore 64 was the
technically superior piece of hardware, But does
that rmean that it was tha best of the two 1o develop
for? Mot necessarily. Sie Pickford explains his
reasons why nat...

“Oince | started working at a large
develapment studia, making Spectrum and Chd
games together in the ame open-plan EHIFE.
the playgrourd argument carriad on but with
an added technisal dimension. The hardware
sprites and scrolling of tha C64 meant that it was
possible, without that much skill or talent, to get
a sprite moving on 8 serolling hauhﬂmund,_ and
as a consequence there were a lot of rubbish CB4
programmers about back then, Thera ware plenty

& generation of programmers,

w JL] The graghics on display
n Croctrves Fchowd wiel b
Comnadon B wis capalib
ofl in e hands o 3wl e
T Tan

i

of amazing CB4 programming geniuses as well,
But it was a mixed bag, The Spectrum’s less-
helpful hardware - more or less just a processor
-#nd some oddly laid-out VRAM = mesnt that to
Bven get & sprite moving around on the screan
vou had to be a pretty decent programmer, so #s
a consequence gll the Spectrum guys were sharp
andl clever, o they wouldn’t have got the ioh.
This turmed the platform argument intg one aboul
good programaners versus bad programmers,
with pokes aboul C64 games with panels on

the right-hand side of the streen because the
programimiers couldn’t handle the MSE.”

Have & look at a few screenshols and it's sasy

1o seo what Pickford is getting at. In the wrong
hends, the C64 produced sorme truby harrifying
results. Take US Gold's conversion of Steat
Fighter Il for example. The mess of coloured
blobs seemingly thrown on top of sach ather
made it Took 25 though the C84 had threwn up

afl of the comtants of its metaphaorical stomach

at once, while the buggy, haphazard gameplay
certainhy lends credence o the idea that the low
barrier to entry for C84 development atiracied
techrically unskiled talent,

Yet the opposite is akso true. Maich up 1afentéd

coders and artists with the power of the 084 and

RETRI GAIMER COULECTION | QML
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the results wiere spectacular, Masterpieces — and
W mean indsterpieces - ke \nlamational Kargie
or Maniae Mansion ran briliantly and looked
more atiractive then just shout anything else tut
there. Including; it could be arquead, afything on
consoles ke the NES or Macster Syatern, And
toweards the end of the CE4's life, & rew wave of
games, like the unbelievably pretly Creatures 2
demonstrated just how far the system could be
pushed in the right hands,

“l prefer the C64 for coding because it had
kots of hardware to play with and produced silky
smooth gaming,” says Mike Dailly, "The Speccy
wias a grest bul simple machine to siart learning
with, but the CB4 was the ong vou realiy wanm':l:
fots ¢f RAM, lots of toys; and great games, which
sounded amazing,"

Thet's nol Lo say that the Spectrum couldn’t
be made 1o do unexpecied things, though. Far
from it. As Ste Picklord suggests, the restricticns
of the Spectrum hardware — which was pryjuably
Ll-tzs.igned more as a hobbyist's compuiter than
one intended for mass-produced, cormmercial
aoftware - forced developers to be more creative
#nd led thermn 1o explore technical avenyues
unnecesgary an other Matlorms. Another
Pickford, Ste's brother John, clerifies: “The C84
wes clearly more capabile graphically and better
designed as a videogames machine, From a
coding point of view, the Spectrum was simpler
and the lack of any hardware-assisted sprites or
scrolling meant vou had to get crestive and work
out howe to do those things in software with vary
limited CPU power. By the lime you've worked
aut how I drag a sprite across the screen yvou've
learned a hafl of a lot compared. o daing the
same on the B4. 50 veah, | quess the 64 was the
bretter maching, but I'm glad | leamed my trade
om the Spectrum.” .

_-Both Pickfords touch on an exiremaly
impartant point. Since the Spectrum’s Bmited

L - e
Lt b e RO i o

WMM

hardware forced coders to get creative, the
eyalem was the besl teacher you could hope

for and made genduses out of #n entire nalion

of bedroom programmers. The Spectrum, more
80 than eny other system, is the crucible of the
British games incluslry, and withaut it such great
Uk studios as Rare, Bliz or Codemasters may
mEvar hawe existed.

WINNER: ZX SPECTRUM

!Eaaa of development may be conslidarad a must
in the madern age, but in the farmative WEErS

of the games industry it was Ihe foibles of the
primitive Spectrum thel sorted the wheat from
the chaff and allowed great progremmens o rise
ta the top. [ts legacy - the UK garmes industry of
#0172 - cannot be overlooked

& SUPPORT

How important is support to the success of a
games system? It's easy 1o averioak this factor, but
without the support of games developers,

a gonsole or computer is just an expensive slab
of plastic that competas with yoor TV fof all the
disst in the rigom, .

Both the Commodore 64 and the Spettrum
anjoyed incredible support from game
developers, but in vastly differenl ways. And the
key dif farentistor between the two should be
obvious fo anyone who wis paying sttention:
the Specirum had Incredible British support,
wherese the Commodare 84 was a truly
international computar

Perhaps this was inevitable, Sintlair was a
redatively tiny UK-based cormpany that started
off selling kit-built chrmputers by mail order and
never reglly progressed too far beyvond those
humble griging, Commodore, or Commaodore
Business Machines, to give it its full title, was

» [ Epecimim] Host Dy Mok

staried sl as & Spectem gams
gl lhwseel pro s Plared graphically
i sz 16 e D545 o s
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THE b RNOST WNPORTANT

JET SET Wiy
Made by a TF-vear-ald
rockstar programimearn, about
a-millionaire miner with a
hangover, and so broken

it eouldn’t be completed
without cheat sodes, Jat
Sat Wity ia the prototypical
Spectrum game. An
experience ke this could
only have bean made in the
Eightigs and on the Spscoy.

A4 1 HETRD WAIMES LOLLEC TR

HEAD
OVER HEELS

This inganious adventure
game combined more
wacky Britigh humour with
a wmgue gameplay concept
that has yvet to be bettered.
Head Over Hasls proves
that imagination and talent
count so much marg than
beahy system specs

<xo0L DAZE

A game without & genre,
Skodl Daze took a satting
that almaost every Spectrum
cwner must hieve loathed
and gave thern the power
1o make schood fun: This
wias a game all about play
for the sake af play snd
another example of the free
imagination made poseible
by bedroom programming.

TIZASHRNAN ;
Many gamaes put the pliner
im contred of an aspiratsonal
herg — soldier, cop, ninja

or sparisman — but on the
Spectrum it seemed like
arpang could be a harm -
even a binman. Trashman
chid little to sex up the
profession, though yoo
could find an.old Specoy in
the bin if you weere fucky.
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DEus EX
ANACHINA

This adventura got around
the limitgtions of the
hardwire by including a
saparate soundtrack tapa,
festuring woiceower from
Jon Pertwes; Frankis
Howward and lar Dy, A
sequal 150 the waorks,
featuring the vooal talents
af‘Sir Christopher Lea.




INTERNATIONAL
KARATE

IK features everything
that's great about C64
gaming. Stunrmng visuals,

a brilliant sourdtrack and
gamegplay sa fun wou could
play it over Bigd ower again,
That Archer Maclean made
a fighting game work with a
atick and one button is /1K'
arestest achievemeant,

et mrwivess inday thraogh Be

- —
o
—h”r B
; a titan by comparison, The Amencan campany

aasily rivalled its conternpataries lika Apple Of
Atari for its deap potkets, marketing elout and

R T 1 P ——— vision. Its combined resources and ambition
ol PR L maary 1-ba hmanchsss, wih oo made it virtually unstoppable, at lsast for a few

o both sy, and ifs one VEAFS AT WY,

Commadore really had its 8cl wogethar when
it came to support of the CB4, particularly for
gamas, The Commodore-branded “Datasette
recatder allowed softwara 16 load much more
reliably than the pernickety Spaatrum, maaririg
there wag no fiddling around with voluma
controls ar sacrificing a pet to Satan in the :'.rain
hope of getting 2 game to loed here, Likewisa,
the 1541 disk drive, for those who could afford

mcer G el

+ E.!?_r T ¢
| IR
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ane, brought even graater usabiity and was
particularty instrumental |p the Amencan home
computer boom, leading to major playars like
Elactronie Arts and LucasFilm Games landing
thair conslderable weaight 1o the CE4 library.
It's possible that the Spectrum could have
enjoved such support too, but Sinclair's head,
Sir Clive Sinclair, appesred o havelitte intarest
in supporting videogames, despite the boost
they abvioushy geve the computing business, _
and the compary showed little sign of atlempting
to gat games devalopers on board. Only the huge
LK installed base, craated by the Spectrum’a
. wrilliantly atfordable price point, encouraged
independant UK games publishars to gat
involved vaith the system. But the support of

THE 5 ANOST MAPORTANT COMMODORE G4 GAMES

COMMODORE BY US ZH SPECTRUM

the burgaaring Amarican games industry was
severaly lacking.

To get some idea of tha non-impact the
Spectrum had in tha US, Retro Gamer spoke 10
‘Shane R Monroe, host of Retro Gamirg Radio,
who was & young men during the CB4's heyday.
“Commaodore had a huge presence evarywhere
- you couldn't turn around without running into
a Commodare display,” Monroe says of tha
Elghties American retail landscape. “Unlike the
Amigs, which'got zero advertising, the CBa was in
gvery departmeant store — including thern-popular
shopping destinatons ke JCPenney and Sears,
| bedieve, for a period of time, even Toys Al Us
carrind Commodare product. During the holidays,

“THE SPECTRUAN HAD INCREDIBLE
BRITISH SUPPORT, WHEREAS THE CE
WAS AN INTERNATIONAL COMPUTER

o4

you couldn’t turn the channal without landing
on a CB4 ad, complate with the Bach theme that
berame a howsehold tane, The USA is all about
what's on TV, even mare then than now, Without
tha internet to gulde peopla, TV is what you had.
*The Spectrum simply wasn't 1o be found. No
demao machines. No TV commercials, No mn:l_nf
maath. Tha alitist fights then were ‘Ch4 va Atari’
or "CA4 va Apple’. Spectrom wasn't even part o
the aguation. Betwasn Commodare’s rampant
acvertising, Atar's hardeore name récognition
anel geming background, and Apple’s insassant
prodluct dumping Into the school syatam, there
just wasn't room for the Specey.” :
UK-based Retra Gamer readers might think that
the LS fata of the Spactrum was irrelevant o

AAANIAC
ARANSION

Bedroom programming is
all weell gl goad, bast look
what happened when huge
companigs got thedr hands
an the Cadl AManisc Mansion

ATER EGO

Madie by & pevichologist
rather than & game designer,
Alter Ego saw wou play

out an aentire life from
conception to death -

n ' wigs filled with ambisous
ez I s o rs
B o g e e - PEOPE

Made near the end of

the Cad's life, Aayhan in
Monsterdand exploded with
colaur, baaking as good as
& Japaness platform game
and plaving equalhy well, A§ [
armyane accuses the CG4 of -
featuring Lega-style visials,
just show them this.

whether by netural cauges or
otherwise. 1is series of moral
dilammas and phitcsophical

debut of SCUMM, the engine One of the most ingenious C_IUEE'LH:' ng treated t|_1e player
that redefined adventures. uses of the Roppy disk, tis like a mature adult.

David Crane production gave
you a housa on a disk, and a
fittle man who sepemed o live
inside your TV The level of
ilusian on display s nothing
short of remarkable for the
time and paved the way far
leter wiorks like The Sims

HETRL GAMER COLLECTOR © o 1M3
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tham, but- it couldn't have besn more irnpaortant,
while the Gommodaora 84 receivad axtellant UK

Spectrumn, Amstrad or BBC games, its LIS
origing meant that if got a whaole wealth of othr
classics that itz rival gystems missed out on. Tha

gaemed half-ampty,

WINNER: COMAODORE 64

Officially supported two years longer than the
Spectrum, showered with superior hardwara, and
attracting the cream of the US gamas Industry,
the Commmodors 64 had the best aupport ¥ou
could aver realisticalty hope for.

support and conversions of most of the sigrificant

Spectrum’s catalogue of saftware, by compariann,

nnn

LEN ]| r.'.
i | 1]
Ll

era and mada the Eighties a fantastie time to get
into videogamaeas.

We could o on and on about the best games
on each computer, and have done elsewhere in
this feature, but for now let's allow the exparns o
have thelr say.

"For ma, this is an easy question with an
aasy pnawer,” says Sensible Softwara’s Jon
Hare. “Mot onby was the Commodore 64 a betier
machine in nearly all respects, it was also ek
hettar for our games, Parallax, Wizball, Shoat-
"Em-Up Construction Kit, MicroPross Soccer and
Intarnational 3D Tennis,.. So C64 all the way for
me.” Hare may be a little biased, sure, but there's
ne denying that is one great list of games.

“PEAL GAMERS JUST WANT DECENT

GARMNES TO PLAY, REGARDLESS OF
WHAT THEY PLAY THEAN ON

x GARNES

Ratro Gamer interviewed a fair few garme
developers in the hope of settling this age-old
argument, but some simply refused to plck sides.
Much to aur surptise, ane of the most veherment
fence-aittars was none other than Gary Penn, gx-
aditar of Commadare 64 magazine Z:ap164. “Thers
were some groundbreaking, seminal works on both
spectrum and CE4,” says the level-headed Penn, ;
*It'd be ignorant toignaore that fact Real gamers
just want decent games to play, regardless of what
thay play ihem on.”

Well, if it's grast games you're after then
amyone reading this magazine khows that the
CE4 and Spectrum could mateh each othar Blow-
farblow. For every Wizball there's a Sabre Wulf,
far evary Skool Daze a Paradreid. Each system
has its fair share of tithes that definad the B-bit

20000+ DIGITAL MAGAZINES

Charles Cecil, meanwhila, credits a single
geme for swinging his vote: "With the relaasa
of Impossibie Mission in 1984, a magnificently
impressive game, the Commadore B4 finally
surges ahead, remaining forever out of reach
of the Speciram.”

Vool support for the Specoy’s catalogue of
games is harder to come by, but Ste Fickfard
chimes ir to reming ws of some greats. “In thae
and. | think the Spectrism wins because ultimately
the difficult hardware = the lack of a ‘path of
|aaat regigtanes’ to scrodling-backgrownd sprite
games.— meant that thera was mare creativity snd
originality in tha Spectrum software catalogue,”
he says. “We got mora odd and unusual garmes
ke Knight Lore, Taw Catl, Ant Atfack, Avalon, TLL
and Deus Ex Maching, even if we did miss out an
emooth, BOfps acralling shoot-em-ups.” .

Pickford |s certainky nght abaut the Spectrum’s
quirkiness. Mo other gamas machine outside



Japan can list such a bonkers line-up of software.
Milliongire minars, handhag-carrying dogs,
scrounding binmen and criminal babies were
perfectly commaonplace an the Spectrum, and
gave the systern a weird British fealing thal was
part surrealisl comedy, part acid trip. You can't
mot love a system for that, But, well,

A lat of those guirky games wers evaniually
ported ta the Commodore 684, which also
happenad to-have its fair share of unidue
claseics on lop. While the Specirum was
defined by its quirky British games, some fing
arcade conversions and the tremendous support
ol Uttimate Play The Game, the CB4 had a
catalogue that grew upand avolved alongside
the machine, With sach passi Mg vaar, ils grestost
developers outdid themselves 1o produce ever
maora briliant experiences ~ particularly in the
cruciel US market. Back when Electronic Arts
was best known for 15 designer.driven cregtions,
i chumed out classic after classic — Racing
Destruction Sel, M.ULE The Bards Tale and
Legacy Of The Ancients to pame just a few.
Then there's LucasFilim Games and, particularly,
Mariac Mansion, » game s good it praciically
spawned a genre and paved the way for
incredible works like The Secret OF Monkey fsiand
Civer in tha LIK, the kes of Systerm 2 and Sensible
Software made the CB4 sing with Intermational
Karats, impossible Mission and Wiztnall, arnong
others. Even'in the computer's twilight years, new

READERS VIEW

- WE ASKED RETIRD GAMER'S FORUM TO CHOOSE
. BETWEEN THE U4 AND SPECCY. TURNS DUT
THEY DISAGREE WITH US. BUT DMLY JUST.

SPECTRUM ~ 5] 7%

developers pushed the system further, Could YL
have imagined gemee like Creatures or Mayvhem
in Morstedand running on the CB4 back in 19827
You couldn’t, but the hardwere was the same.
The onby thing that changed was the industry’s
undarstanding of it.

The Commodore B4 remained in production
for a staggering 12 yvears and was constantly
supportad by .an evar-evolving catalogue of
gamea. Only the demise of Commodors in 1994
brought the systemn 1o & halt. Who knows where
it would have gome if the compaty had survived,
The Spectrum, meanwhile, was discontinued by
1952, though its shelf life, and the hreadth of fts
software, srguably dried up long before that.

WINNER: COnmoDORE 64

While both systems matched epch other for
sorme time, the C64 just aboul wing out dise to
shear lastability. It kept going and going for years,
outlasting its rival and improving on itself with
every refaase. The CB4a's vast catalogue of dassics
marrowhy gives it the edge.

* CONCLUSION

Obwviously the most advanced and powerful piece
of hardware, you'd think that the Commodore 64
would stamp all over the Spectrum, but, certainly
in the UK, the competition was no walk in the

“CE4 purely hetause
wour characier didn't
become tha same colour
a5 whatever background
WO WETE passmg over”

ANOOTOWN

“The Spectrum was betler,
Sy what vou want about S0
chipa and 'better’ graphics,
but the Spectrum definitely
had less-blocky graphics, ard
thegound was fwesome on
the 128K machines. And better
games for the most part; too.”

SMURPH

COMMODORE 64 - 49 %,

COMIMODORE BY WS ZH SPECTRUM

park. The Specey's affordability utterky crazy and
witimataly endeanng satologus of games.and its
inportancs tothe UK games industry make it a
supramely spedal gyatem. But the Commodore 64
i just that litthe bil superior.

With tha poweer of Commiadare behind i, and
the backing of the international geames industry,
the Cod enjoyed a lang life with well owver a
decade’s worth of incredible games produced.

~ The technical prowess of the maching, as well as

the added Mlexibility of the disk drive, led 10 the
craation of scime amazing games for thair tima,
and while the Pickford brothers may be right
that the C64 encoureged lazy developers, it also
attractad mamy of the best, Not 1o mentian the
best musicians, who mpped over themselves
to play with the S0 chip and create musical
masterpieces that have taken on a life of their
own outside the games.

Speccy fans — don't get vour knickersin a
twast, We love the rubber-keyved wunderkind
as much as yvou, But the simple fact is that the
Cammodaore 64 15 & greater machina, with bigger,
arguably mare important games. Especially
gince they're so much easier to load and don't
get confused by more than ane colour) The
Commodore 64 is the best B bil com puler,

Argurrent owver.

"With the C64; once vou get pagt
the better.quality shooters there's not
a lat thara to match tha Spadtrum’s
impressive array of arcade sdventures
end platformers. The Spectrum algo
canesthe Co4 for text sdventures,
wehich is impartant for md. The fact that
Ultimste's cutput on the Speccy wttary
trounges whit they put gut on the C64
15 probably enodgh reason an 1s own
to ralegate the CE4to second place.”™

CPUNCHY

‘| vored Speccy. In all honesty, it's hecause
I trvmed Gné, but | will say, when it came
to going o friends’ houses, it was tha
Speccy that eeemed to have the Tjew drop’
mioments that made others jealous. Best |
remember was when | helped a Triend fire
up his first computer, which was a secand-
hand Spectram +2. | loaded up Starstrike
and even the CE4 boys were drocding!”

by THULSADOOMA
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RTHE-CLASSIC GAME

lite leick-
started my
Carger S0
it meant

a huge amount to ;

me at the time, but - — | e -' | " R .

it was also a great S . | p— ' r~ B - ——— , N —

thmee anyway, B

& Cambridge University student,
Brakan juggled his natural sclances
dagras with programmang, finishing
the gamea pre-graduation — a magr
achigvemant all reund

Acorthsoft

ACORNSEFT

“Tharn EMI weanted a score, thrag
ez, and o play tme of ‘around ten
minutas a go'. Thankfully wea want
weith Acarnsoft instead,” says Dawd,

Ian Bell

Thorn EMI

Robert.
Holdstock

caded arour studhing mathematics,

Eoth ha and Braben firmly beliaved in

prowing that 30 weas possibla. Hera ig “The best part af the wider stony,
one of Bel's sketches, walh ldgi e ar least, wias that d :
Thaen EMI turned down the game as m"_ = T
a
itwas ‘tao ditferant’,” says David. Eﬂ'ﬁfﬂ”’""
By i B e, mes s pns LSO
L Braben and Bell loved science fiction,
5 and Elfewas very much influsnced
by the Travelar APG as wall as Tha
5 Tha authar of the nowvalla, The Dark — T —— fﬂr.::l';-.':rke.r'a Guide T’?I_FEG“"E"H
Whea thatwas includad with Efite Ha T  m . e -, 2001: A Space Mdyssey amd, of
I_I saw it as B good chance to gat hack e T L L L L - P BT
into sei-fi weiting and recalled b i = = = = A
T : . - ol - .
T B- = - - .ﬂ
- - _— .. - 1 o I . . - N . . I B = - Il . - - IS E B I B B B O e = - __ H'-
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WHY IT'S A CLASSIC
BEST MOVE?

Elitewas groundhrasking. Inteking gaming into the third dimansion, ‘With Eiite, itwas possibde to do all menner of cood things, spending
David Braben and lan Beld created a truly compelling mastarpiece hawrs flying areund in space, exploning the eiverse and all of itz
Despte taking up just 22K of code, itreached oo the minds of fascinatinns, “But there’s not really @ mave in the Tekken sense,”
plavers, allowed thair imagnatsns to fum Hoet and inspined many says David, "ITis satishing firmg a missle at point Bank into
games that resonate today, not for notheng did the praducer of Srmng a ship, theugh, by fhang strasght at ¢ and launching tha missile
Thedft Avto dub it "Efite in tha city”. For all of that, Dewid ramains at tha last momant. That way it doesn't gat ECMed |elactronic
rather moedest: “It's nat really for me to saywhy Site is a clasaic caunter-measures, which causas all primad missiles in range to
game! | suppose it has stond thea test of time and is a0l fondby auta-tetonata] oo, IFyou aim slighthy shove it, then you donT slam
remembered, indluding By me, all thase vears Bater : nra army barrels that are launsbed ioma the debns.”

IN TH= HNOW

PLATFOR, BEC MICTE ADDRM
ELECTTOM, MaROUS PORTS
PUBLESHER: ALORNEIFT
DEVELDRER:

D) BRABER AL AN BELL
RELEASED- 1584

GENRE SPACE TRADINDG

What the
press said...
ages ago

Load Hew Commander (YoHIT
_{B} Aocornsof t 1931_

STANDOUT MOMENT?
MOST MEANINGFUL PART?

A= Ll I‘i'!, frivm planet to planet amd trsde it goads, steal and 1y Thiere: & 0o dauhnng that Elteweas a STl PR cE I_'If[lrl'_l!:rill!lllﬂilu

to bat away pirates, wou soon realiza that thera 15 no particular The epen-andad natura and tha wiretrame graphics ensurad its

aim weith Efde other than trying 1o achesve the tap rank. And yat place inthe heart of evenpane who played it, and made it & reference
that doesn’t mean there aren't any standout moments, some of paint fior mang develspers since |6 is difficult not to admine the

thiemn just barme aut of smple exdhausnan and the need 1o gt advanced game engne and all of ITS nuances and camplaxing Thaze
sanie fext, as Dovil explaing: “The standourt soment for me is spacaships certainly stk in David's mnd. “Tha 30 spaceshps,
probabdy the reliaf wehen you dock at an ‘anarchy” atter a tncky, azpecially the Cobra, mean a lot to me. & lot of lowe want mko them,
awdaaty-palms journey, and wou finalhy get to save. ltfalt like a burt alsa, it is what averyans ramembers about the game. | supposa
raal achievemant.” thie seeny thee winrkls were genarated makes it very meaningful toa,”

raoc Bawy
stem

lse Lasers
am Lasers
ops

THE

DA R K W H E E L "5"r-'||_|u|_||l|l the best part

od the in-game stary
wa s winy thea first faw
thousand copies of
the game didn't heve
VIEFY Ay .'-|$[|,.'-r-'.|||,15."
says Dawd, "It weas al
because of the novella
by thie excellant but
e siadlly deceased
Rat Haldsmck, He

iz lil st & mentien

of people callad ‘rack
hermits’ — paopla wha
livesd i gtRrmils,
mining them. We alzo
U I & P arher rare
evants, but thase ware

BEST SHIP ENHANCEMENT?

e
S
£
S
£
E

Braben's chivce of ship eshancement is very clear. “Galactic
Hyperspacel 1Twas best inthe sanse it took abaut s bytes o
mplament, nctuding The text for the mammse., T o0k quite & Dme
make ream far six axtra bytes,” he says. Cartainhy, though, thara
whare manmy ways 1 enhance a ship, usually coming as pods. Fuel

pads, seheage pods. .. They all combingd to make pour craft battar really hard to test, sowe
able to cambat the enemy in missions and achiees yaur pim as the temiparaniby turmed the asteroid craaton rate right dewwn 1o test these
hest nangatar in the whole damn univarse, Withaut them, you'd be ather features. Due to an almighty mess-ug, it was the version with
stardust for sura. feaw asterauls thar waent to duplication.”
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THE COLLECTOR'S GUIDE: SEGA GAIME GERRA

It may have been outsold by the Game
Boy, but the Game Gear can in no way be
considered a flop - it survived for seven

years and over 11 million systems were
sold. Matt Gander hopes to move your
Game Gear knowledge up a gear

i Manufacturen Segz 1 Models: Sega/Majesco B Launched: 1990 Clapan, 1991 (LS, Europel ¥ Country of Origin: Japen
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WHY IT’S COLLECTABLE

Released in Japan in 1990 and discontinued
im 1857, with the last game being the US-only
Jurassic Park: The Lost World, the Game Gear
certainly lived a long life. It wesn't all smooth
sailing fior the system, though, with many Japanese
dewsiopens amd puklisrers choamng o support tha
incredbdy popular Garme Boy instead, meaning the
Garne Gear's refesse schedule wwas staggered at best
In Eurape anby 196 games were released for the
battery-draining device, The mejonty of these were
relegsed in 1983 and 1994 when the Systerm was in
its prime, but 85 you can imagine, with onby a relativeby
gmall rumber of games released for 1t the system
newer received the same prass coversge as the
hester System ar Mega Drve, Mast megsaines of

the ara anby densotied i oF Thies pages o it per Ssue,

25 & typecal mondt 58w d couple of neswy releases al
moat. The dosest it ewer giot to a dedicated magazne
was a pul-out section titled 'G-Forca” in the short-ived
Sega Master Forea

13l | FETH) GATIEH COLLEL TOF

" o Tha s i beteis
and mioer ol of Japanesa
Garne Beaw qemes can
I e sl

s

o

)

o A S A G

Sege did a good job of keeping the Game Gear
in the pubic's eve by releasing five exclusve Sornig
titles: Sornve Taple Irowhis, Sonic Labyriethy, Sorve Dl
Sorvc Blastand the spin-oft JTans Achentue There
wias 3 steady sleww of high-guality Disney titles
1o, wehibe after Master Systern support fizzhed out
revane Mlega Drive cormmrsians aooeared like Rstar
tarthvworrm Jvn and Dhmarmke Hedody:

Codemasters armed &Bte to the Game Gear
party, but it showed up with a bang, bringing Adico
Machings, Dhzey, G Elsphant and more 10 the
handheld. Acciaim, which pubished wnder the Fhing
Edge labed aarly on in the Garme Gear's e, also
cittered heawy support and supplied the System wath
its more mature titles, such as Morta! Kombat, Aban 3
Judae Dreod ardd Robolop larsus The Temimaron

Dwer in the LIS, 233 titles were released, snd
the kst of games that never maoe o to Eurape aften
raises eyebrovwes. YWere not just taking about LIS
sparts tittes here, but rather the big-name Ikes of
tlaga Man, Shining Fovpa, Siar Tiek, Finball Direaims,

"‘\-.\,'\,,1 T T T e "‘\-.\,\"-\."-\. "‘:\C\ w

P o o o o A o o o

R A R A R

e

Choplfiar I Jungle Siike and g wealth of Mareel
corrs book te-ins, Oddhy, althowgh three different
Fac-Man games were refeased on the format, mot
ang of them made it to Bwrope.

Purely by concidence, 196 is also the number of
emes refeased inJapan, Sege’s homelend didn' just
have it own excusie tiles, indudng dosens of RPGs
ke Nagic Krwght Hasarth and numerous Puyo Puve
garmes, but also a range of different coloured systams
The most desrable of these is a white Game Gear,
which came wath & matching TV fuener el stylish
white carry case. Eurape wis never treated 10 any
colouren systerns othar than the onging! black model,
while Armenca recesved pust one: a fetching blue
riumber, which came bundled ngt with Sonic, as you
migy have expectad, Dut with Tha Lion King

Uttimatehy, it's the Game Geer's region-fres natune
that o the igoest draw 0 collectors, alowing maiant
access o the many games denied a Buropean release
Compared to 5ome SyEtems 11s an mexpense
forrnat to start cofecting — the majarity of titles
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u Linbauiad (a miwes cam bi iy
hidif 10 aazguing 10ed @y, sraking
tuilding a Bhwary fawrly econcmical

DID YOU KNOW?
.- |' L':l.:"-:":l-. FiLimy

Jas cebwin el

1 iWusaan and

teatured chiarackers fram e Jy
ke clamssic romp, -_I - E 5
ricludieg Merahel Sewinon o

M parres hored - 1
Mini- garmes featuned b I:.-'I-l
apaare | 2bey 14 e L LT
Furape-anky SegoGame Aok

£4-k1-1, ML) 350 s Gane

nwhchSonc s Heumpine. B

s s e hirsl Ganme Do
garme in fealure the blue bl
teEhing Sovic Dhe Hodashog |
laparese shop shehaes iy jus

OvEr BFMann

will anly 521 you back a few pounds each if they'ne
unbomed, IFyou're going 1o g0 for & full et of boxeo
tities, though, you'll need both Bime and money, as
some of the later European releases are incredioby
ccarce, with copies aopeaning on eBay anby ance or
DuvicE B year

A s usually the case, Japanese box art s maorg
alluring than the Western efforts, and games came In
much smaber bowes. Later US releases were branded
with garish purple borders, bt this fortunately wwasn't
the case for Buope, Indeed, it would seem that
Seqa had no pratocols for thing-party packeging other
than the fact that the box hiad 1o display the Sega
Garme Gear logo somewhere. [ his allpaed for some
incredibsy diverse packaging.

The Game Boy many have savagehy beaten the
Game Gear when it came to safes fipenes, but 3ega’s
syilerm md have a Boothe) soene thal was & wihohe
lat more interesting. Althowgh Game Boy bootleg
cartridoes did exist, they would ondy contain a handiul
of Game Boy gamnes and sametimes hacks of

¥

YA ETTT 00

i T T e e
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i
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exisling ones. Game Gear bootleg cartridges, on the
other hard, would often include Master Systen and
Japanese SG H5ega Mark | games, thanks to the fact
that the Game Gear had veny srdfar hardwara, The
bootlengers of the dey must hawe had their fingers

on the puise, &5 they often chose w pirate Master
Syatem garmes that wenen't svadable on the Game
Gear, such as Wiohaal Jackson s Moomaalker, Alerad
Bagst, After Bumnarand Alex Kigd In fdvacie Wordl
Cartridges featuring Korean games have slso been
fourd gver the vears, some of which contain a clone
of Super Mano Bros known as Super Boy Il Don't get
o0 e, tnough = 1he SCraen moses So anabcally
that It's not much tun to play.

There aren't many systems that get a second
chence, butin 2007 the Germe Gear managed 1o ges
just that, Majesco reteased a news moded in the LS
akangenke a domen re-released games, inciudng
FPac-"dan,. Sonic The Hadgetiog 2 Sorc Chacs, The
Lo Kamg and The Jungle Book The re-relezsed
pames are very easy to find, often appearing an

u ndiestamdably, btsod géiimi in
qgead £ ra o arm ronk collas el
st savene lenar vk, prodiicad in
Frmited nussher s, baing extremeh ram.

aBay 5l sealed in shenkawran, In fact, mnany of thess
warg spatted in pound shops up and dawn LK high
streats just a fen years ago. Tha rewver moded of the
hardware 15 somewhat tougher to find bt s worth
the effort to track diovwn; althaugh the owversll build
opility is poarer then thet of the griging, the soreen i
orighter ard lass prane 1o bluring, Majesoo systems
are easy 1o spot doe o hawng a darker casing and
monochrome Game Gear logo on the left ot the
sgresn instead of a coloured ane.

Mever mind tracking down a Majesco system —
fdly working Game Gears of any description can
e el fficult w find. The majority of SyStems ang o
suffering from screen and sound problems due o
the cepacitors inside dying. Fortunastehy, spare
capacitors gre chaap to buy and can be replaced
redatively easily using a soldering iron. i wour
soldering skifs are lacking, then we can’t think of a
Detter reaton to master the art tham to rewie an
oid Game Gear and play the many B-bit hits it has
to affer

HETHD GAMER COLLECTRN | Lal
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THE PERIPHERALS

MASTER GEAR

By purchasing one of these, the Game Gear's
library of games doublad in an instant - it allowed
the Master System's back catalogue to be
played. If vou already owned & Masier Sysiem priar
ta purchasing a Game Gear, thes was pratty mush an
essantal accessory. as the gamses you already owned
could nowy be playved while on the move

Ewen if you didn't owwn & Master System, it was
51ill essential, as many of the consae’s best games
never made it ta the Game Gear, The entine At Kol
seres, Rarmodoe Astevs, Psviohio Fox, Wondsr Bow Il
Ghosthustens. . We could go on for a long time yet.

ks easy to forget how appealing the Master Gear
wauld have been for American Game Gear ownears
o0, Inthe LIS, the Master Systermn wes Bibed off in
1851, wths the last garme being Sone The Heopehon
the emstence of this penpheral alloeed therm to
plary the countless Macter Systern games that were
unrelezsed in the UE.

lad | FETHD GAMEH COLLEL TN

= 'Wwhiat’s neede? Non miseh - g
thiedwsen kael and 3 veamanty
cord. structizns for e e
jvivnls] om B vensmn i ol e boal

A feor gernes were renderad unpleyabie by fexd
being oo hard to read on the Game Gear's smaler
scraen, and m soma shoot-"em-ups bulets becarme
too hard to see. Sadly. the former Eswe prethy much
ruled aut playirg any of the Master Systemn's AP Gs
on the Game Gesr, Fhantasy Srarwas a wtal no go,
a5 it had compaubilty ssues thal stepoed certan
sprites tiom appearing. DuitRun was another game
that suffered from: sprtes varsshing, but that wasm't
too much of & blow as the Game Gear had its own
rencition of Sega’s classic coin-on

M fer Sega magerines featured a bowout dering
thieir Master Systemn reviews whene hey'd repart
howy the game in Question played wsng the comvertor,
In ohe instance, Saga Pro cleimed that the Master
System version of the Castevanig-alike Mastar OF
Darkress plaved betier using it

Originaly retaiing at around £14.95 (malf the price of
rreost Garme (ear gamesl, it was a very inespensive
purchase and conseguentiy none very Common to
find. & fenw different models exist — Sega released

» I =iay bk Bulky, bin s bght
anamiag e hEraly s The weaghl
ol the haredhald o phgged

the Master Gear and Master Geer 2, but there wes
ittle o ne difference betwean the tao I has since
been reporied, though, that the Master Gear 2 works
periectly on the newer Maesco Game Gear, whereas
the origingl Master Gear refuses to.

The Beeshy Gear Master thisd-party corvertor
hacl the advantage of plaving Codemasters’ lage:
shaped Game Gear cartndiges without problems,
while the Muby comvestor had a cartdge slot that
faced hormomtaly rather than verticaly. it wes a
hizarre design chaice, &8s i1 didn't take much more
than a itthe knock 1o dislodge a certridge, Sege’s
affacial comaarton was the clear winner in terms of
design = it had a farge plastc screwy an the back that
Rl the device firmmdy in place

& Game Gear comeertor for the Mege Diive —
similer to the SWES's Super Game Boy —was
regartadhy in devaloprent sarky in the Game Gear's
ifa. It was never offically spoken of, howewes, 0
chanpes ara the story was litie more than washtu
thinking fromn the MNimeties gaming prass.
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01. TV Tuner

B ‘b the analogue signels ame
swiiched off, this device wort be quile
amuseless ggyoumey think - thene's an
£ part on the top that, via anexiracable,
CEm e Lisad bo hesd other npats mia tha
Garme Gear: Usng it as armaniter o play
anmher conssle s anovely, Fnothing
o5, The aeral was comically long, with
a1 prane (o breaong. Halso camewih
asand i heldihe Game Gear uprighi
Witk mo 1Y buner aval sble for either the
Garme By ar Lyre, &bt of Garme Gears
e S0k o e ek ot this pen pheral 5
exisienor. Linbl & few vears age, they
were stll warth guie abi of money.

...AND THE REST

SEGA
[Eal E%}ﬁfill =

02. Master Link

B Ths wirtualyunbseard of pece of
cabling allowind the use of Master Sysiem
ard Mega Or e oypads. R oowld alsa be
used by a second person when plineng
atwo-pleyer Masher Systern gemeva
thie Masier Goar, The UmnECESEary 5o
habes an ke jovDad port Sugoest il was
madhe using 'of the shelf’ parts

03. Car Adaptor

B If this was refparsed inthis day and age
of zealous healih and safety wamngs, 7
witld ma doubbwarnnot toplay onyour
Garme Gear winile onvng. Back mihe
Mineties, thaugh, § was seemingly ineto
oo thait. Wl |ohos, of course,

04, Cleaning Gear

B Maishare from your reaihaould
apmane nty CaLE conrasnn on cartndge
COmtacis ower Trme b much s aler way 1o
cheanyour Garme Gear was iy using this
card, which fit resily ro the cartridge
slot, The plastic casing opened up bo
reseal enira deanng pads, Dotton buds
ardl cleaning fluid worked just as well, bl
thisdid shot inka the Garme Gear nioshy.

D5. Action Replay/

Game Genie

B Cpdernasiters Game Genve cheal
denvice wias buge, bul the smilar dclion
Replay was awhole lof smaller, making
il easer 1o carmy whiks oul and shoul
The Garre Gervedid have ahandy
compar imery! b slore e dheal code
Baunke, Mol Wi

0&. Super Wide Gear

W Dessigreed o magnify the Gamme Gear's
soressen, Ui afficial Super Wide Gear coubd
a0 beusedmoonpanction wilh the TV
Luner. Winen buying, i0s agoed des 1o
check for soraldhes and rarks. UnoScizl
rriadels e, b they d o | EL he Garre
Gear as snghy as the Wide Gear,

07. Carry Case

B This offical hold-all reglhy did hold i@

Al - rine garmes, e handheld ilsell, PSU
battery pack and the Wide Gear. ifyou
whartled o take your collecion wilhyvou,
this iswhat youneeded Good luch irying
Lafit third -party perpharals, though - 1he
comparinments were designed for the

o cisl procucts.

FE TR GRMES LULLELTINN | l:d
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TOP FIVE GAMES TO PLAY

# # ¥ Shinobi

W O v lor Lhis garne wiss shingm in issue 92 of
Fetro Gamer, Levels could be tackled n sy order
vl lancy, and Lhe 12l Thal some saene eisier La linish
clepending chvwhichof the free rempes wou poked
Scheded etlr i replay vl

# # ¥ Sonic The Hedgehog

B Thiz = the bar high lor Game Gear
corversians. Rather than simply portit, Sega
adapled the garme (o lhe smalksr soreen and
redrersy Sonic, greng hinnthe comrect cakour
braresrs, e ke fhe o ones n e 5SS wersen

# 7 # Castle Of lllusion

Starring Mickey Mouse

B Unbl Spme showsedup, tes was the Garme
Gearspremier platiarmern. Dwssnlredesgred
for the small screen. bt vou'd berazyioburn
Ao Lhe chance 1o batlle a giant chocolale ber
and goswimmng na huge oup of tea

# # # Defenders Of Oasis

B An RPG wath an Eqyplian sheme, althoughyou
ol ] b abde 50 Sl that norn the bow ar - the
man character looks likehe's jumped off the
sLage ol Sverommcs, Battles were rancam and
wurn-hased, grang i aFna! Fanfesyiee]. Crpsial
Hirmors = alsowortha look ifyauire an PG fan

# # ¥ The Excellent Dizzy Collection
B Wi dan't knoey wity Dy wes dressed like a

e oo The over, Bl we do knois that thes offersa
rmare varirty hamRantos bc Ognedue o containing
thiree games: LEZy The Adveniurer, o Lizay &
(n Py God, Codemasters svwen found roomoaon
hecarngge far sonme speech sannples.

111 L=
Eo T

Penge

B This block-pushing action game was
alaurch title in sl three ternibar i, and
like thie majar iy of earky Game Gear
names, it's a1 incredibly cormman fird.
1ty mecst look: as pretty & thie other
pames on this page, bul when Ecameno
ack cteer qualities 1’5 vory hard o beat
T Wesherr werson had diferent music
2 the Japanese wersion.

1°M | R TR GAMER COULEL T

Streets Of Rage 2

B Thie frst Sireets OF Roge was missng
& character from the Master System
verson, ieaing just Aol and Blaze,
Thet problenswias resolved here with
thiree characiers b pick from instesd of
P, | s sl bty ezrsier than the Mega
Dirive versinn buk no less enjeyable, with
fadthful rendibons of the 14-0R werson's
e helosnd musical soore,

B 'Well, youcan 't daerm that ths puzder
bt ma ke e mast of the Garme
Gear's colour soreen, creabing agamae
et wiould struggle on the Garme Boy
Lun essential part of any collectionas s
& puzer thal's synormous with the
systerm, ust like Tekrs is with the Game:
By A bizle-known sequel called Super
oo was alsorefessed

B |ts amazing how diferently the
Fonder By parmes plaved from one
another they're slrost onreched by
namealang, This 15 ofen refemed 1o
&= Wonder Boy's career ughlight, with
Large, open kasks, a distingt wisual shie
anid the chance o change miodifereni
creatures with thair cen shalls

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

B The final partof Mickesy Mowse's
Wsnn serms and also a Game Gear
s Ag soon s wou started it you
whanted io play ¢ through o the end
Mt fobe confused with the LS-onby
ickey's Livrmete Chollenge, whichwas
adire gpenence oty rmade ug-of
TVni=ames



TOP FIVE IMPORT GAMES

# # # Ronald McDonald

In The Magical Warld

B A solid, coloustul and mstantly
playable platlormmes developed oy
Treasure E's alitle strange thal i@ never
Sav & rslease oulskde fapen - ils nol like
the licenice didn't ol dworkdwaide appeal

# # # Gunstar Heroes

B The system's limitalionsveere chear - soribes
flicker badly and alkevel from fheMega Drive werson
1% Migsng — bl il was SHEan rrpressive comeersion.
Treasurewas even able Iobring over some of the
sperigl ellasts, ke lhe boss rmade ol robsting cubes

## # Coca-Cola Kid
B Mt only did this use the same enging
&= Sonve Chaas, but & alseresycled some
afthe sound effects. The wersionihat
carmewiihibe lapear-only Coca-Cola
Garme Grar came on ared cartricge

B A wrll a5 e o buicus Bene i oeer B Bl & camsersen of the MES orgnad
e Game By version, which festured bt & nesmis of ey e o and MiEga
patterms nstead of colours, the Game fehan 5. Capom passed the poriing
Gear verson dsohad s link-lead opbion batan awer 1o LS Gold for thes one.
forbwin players. [t wms knownas ez and although i's unfarty lugh in
Hohblen Jagan enclredeased a5 part places, it wes good encgh tomeke
af the Kid's Grar sers - arange of up for the disasier that was Sinader
sipnpler titkes for younger gamers that e Whorth & pretty penny. even i
carme inlarger boees b the standard, s Lo,
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# 7 # The Berlin Wall
B A early sngle-screen platformer withmuch
Mo th BLbhlke Bohdve, Fogsbly den e
a Eurapean release due to cubiural sens bty
although Sega could have eas by chenged the
rarme = & has nothing to.do with Berlinat all

i i 86 o imils

Shining Foree:
The swmﬂml-lqp

# # # Puzzle & Action: Tant-R
B Long belore Wonollore there was Tand-R,
Brrer-game collection Slarmng characiers
that Iocloed suspiciousky like the Bonanza
Brothers. The minegameslasked around a
minine pach. Great for nstant grabfcation

B A frsi-person garme on the Game B F Defenders O Dass was the Game
W B v s Shimag Fovce Gaden 2 in Gear? Baliese i, Surpranighy vared, Cmar’s arewer to Pl Fondsythen
Lapan, fhis vias the onby Game Gear withsome lrvels tersleng youwith fhis s s counterpart 1o Jada, walh
Shvrang Foree to get 8 LS release & escaning from amaze and others avery smdar v styletod Lk

{um-based affair with ahighrumbsrof  beng more focused on combat. The
Friai characher —a floatng vellow
smuley face = had arechargeable

characiers on soreenal pRoe. Certan
magis attadks were more porvserful

Tz The Post and real -brme combat
el ke by i v sk the Langusge
barrier wasn’ an is=e, but those

theey Imihe Lapanese versioniomakeit  shishd beating the Masher Chief o f by tannilar with the genre shouldm't

easir for Westorn gamers. sraeral Wars

shtruggle oo much

HETHO BAMER LOLLELTMON - Las



TOP 5 RAREST EUROPEAN GAMES

## # Monster Truck Wars

B While the IS wrsion = quile sornmon, The
Eurcpean wersionaf this iop-doen racer from
A clarm e seldom seen. |was grograrmmed by
Gremlinand is one of dslesser-known games,
e b, Bl Super OF R wis b bery

# 7 ¥ Sega Game Pack 4-In-1

B The cartridge ksel isn't rare, as itwas bundled
winhvihe mzjonity of systems. Retailers vwre
aresurmably flonded with second -hand copies
anclconsequently didn’ orcer any Py booed
wersipns o sel, making this one hard tofind

GET THESE NEXT

#7 7 Galaga 2

B Caiope P ook s tme coming o Europe. So
ek spihal Segahad [ chenge he nameio
(rofoge 2, a5 fdidn't make il outursl 1993, Super
S00re MWGIETS 5.8 CNe a0 8 hd more Comiman
altemainee for these locldng for samietheng similar.

## F The Smurfs Travel The Warld
B Thie Master Spsiemvwerion iS50 rare that ils
exisEnce was unknewn uriil one collec bor found
acopy N lbe Cosch Regublic in 2000 The Garme
Gearversion =n't quile as scarce, mor indieed as
walubde bl s sl harder 1Io0nd han sameonse
whi enjmved the recenl SmiafEmove

## # Bugs Bunny In Double Trouble
B This platiormier was released im 159% = aowhele
e attes hee laumeh of 1he St ard | ﬂa-,ﬂa:m

and a5 such most people had tumed their backs
antheGameGearn Hiwas such a late reaass tha
the oy art wesrendernd m 06

e ==
Power Drive Tarzan: Lord Of The Jungle  Sonic Blast Sonic 2-In-1
B | kos mary of the game s on this B The Garme Bory wersion 5 easy 1o B Engen as G 5one n Japan, Sone B Analther Sone game? Bizamely, ves
page, relly racer Fower Onviewas a B 'Wihachoice of three characiers i, bt sagnbincys of thes Garre Gear Aot hiad sorre of the best wsuels the This teo-game collection didn't feature
late release far the sysiem, Vs wery andsame slick Lighisaber animations edition on the cellector'smarkel Gamne Gear hadio afierthanksipsome  Sanc The Hedgeheg and Sone £ as
e o look: b and the ormetric wihen playing as Luke, the weas a ane pften ronihs apart. R wes ons DOonkey Mooy Cooning-style compufer-  youmey expect bt ralher Sone 2 and
perspecive made it sland cul from wprisnghypelished romp. Atthcugh afthe-frst games from Eurocom, asmistedrendering Aswe all knoe, Sane Spinboll Games were chosen
the likes of CuiRun, Chose (A0 and theGameGear recered garmesbased  sahich is still around today, and Lo though, good graphics dont make a il ia armeni but by perieer eycling
Super Monaco GF which all used an A Maw Hope and feem Of The e @ be hanest & really did lockoand play gaed gamie, Th levels were worfully the hancheld. The bwowere far from
seny simnllar sorolling techrapes to never Say & garme besedon The Emare ble somebedy's first stvemnpt al short and that elushe Son vibe was the grealest of the 'hog's handhedd
one amotbeer, ke Bock, whidhis slighthy odd miaking a platiormer sorely missing. atwernures, making them odd choices
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THE JEWEL IN THE CROWN

Both the Master Systerm and Game Gear received Power Strike Il,
but they were entirely different games. Both were excellent,
though, showing off what the respective systems could do

3 s E
Ll T -

povin g

W

7 .. - GAME GEAR

OWER \ TRIKE
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PRESS STRRT

i1 85853 S SOy &

What makes it so special?

B G5 Adesle: Gafvanis Gunner Aleskewas Japan-
anby, bl T secqued, G5 Al & Lonee Birg, wias
granked & Eurcpean relesse a5 Fower Sinke N Hput
1he= syl Lhroush ils pace with busy backdraps
and analluning special effect wihen using a smari
Bomh. 1S ane of the hardest garmes (o track down.

Why is it so expensive?

B s easily The best earnple of thegenre for the
Game Gear, and as eeery retn garmer worth thir
sall lerarys, s of 20 shoot-Em-ugs ere quite
willing iopayvasi sums insatsfy ther kchyeirigger
firvgers. The fact that itwas aever relecsed n the LS
als0 makes it desirable o LS colleciors.,

What makes it hard to find?

W By 1953 (e sty v <tariing Lo appesl

mizra ba the YOURQEr JEMDGrapiic AS such,

et A lers rrodr e San Ry chose 1o =tock colaurful
platformiers and licensed gammes nstead IUshard 1o
rragne achidbuying Powar Sk Daver any of the
negy iy promigled Sonic The Redpehad games
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\4 THE COMPLETE CHECK LIST OF PAL GAME GEAR GAMES

Donald Duck: Desp Duck Trouks

Jnie Mormtana Football

15

Monsier Truck ‘Wars

Mortsl Kembat 3

AEEEE EEOEEEE

e
fadfsnasfians

Chiuck Rack

LEIEIE

| i
|

The Incredble Hulk

R CHEEERIE
[BEEEBEEEEE

18 | HE TR GATIEH COULEL TR

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES



EXTREMELY RARE VERY RARE
Garn e Pt howe Lives than a few ey hard to come by, Espesct o sew
(R o) nprbes vl e, oty acouple ol fopies e ar,

Collector

Ornar Cornut s he founder of SMS Power, a
wehsite dedicated Io preserving Sega’s B-hit systems

Whan ol you gtart SHS Power and Wy

even luially rry coll
library and be arch

AE RRRRRRRRR

Wizard Pinball A4, an : h

wing marry Iree carts |

= sort of fale | can't escape from

i |
E I Hevs? miaey gamias ara in your GG callalion?
| |
I |
per Star Wars: Ruturn OF The Jedi )

chiresnpls Auteur De Monde, Les

. R
I Tarzan; Lord Of The Jung

Simpsons: The Bchy & Scratchy Game, The

EE . |
BT |

Sonic Blast

egigred 1o he

Any advice 1o new Game Gear colleciors?

|
S | B

I I O 3

|
|
[ |

E
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HEDGEHOG

A powerful new l6-bit games console, continued
pressure from a portly plumber, and a company flring on all
culinders led to one of Segas finest hours in June 1991 Discover how
K a little blue hedgehog became the face of Sega

] L s
F . S “m e |
3 I & 1

IN THE BNOLW

» PUBLISHER: 5504
& DEVELOPER: SELA SONC TEAM

&= RELEASED: 1771
= PLATFORM) MEGADRYE
& GENRE: FLAT-0AM

= ¥ L F Y = = S

160 | PR TRFGATIERTCOMECTI0f

efora Sonic span onto

the scene in a dazzling

blur of cobalt blus, Sega’s

previous attempts to
crgate a company mascot had
bessty unsuccesstul, Their prisnary
intent was to capture hearts in tha
sama way that Mario had done for
Mintendo, but nothing seamed to fit
Fantasy Zone's ovoid spaceship
Opa-Opa is often referred 10 25 the
vary first mascot, briafly holding
on to the honour wntil a tracksuit:
weaaring, rock-smashing prince
named Alex Kidd came along and
took his paper crowm,

But when creating Alax, it's
debatable that Sega had hit upon
the key ingredients that would
give themn a character to match
the might of Mario, Younger and
micre athistic than Mintendo's tubkny
talisman, trained in a martial art
and able to drive an assartrment of
sebliciBe; dlex exhibited many of

: e ghargee is r :thar Sega

o

weould imbaa into Alax’s spimy
successor. For connacting with a
yvoung awdience, Alex cartainly had a
It gaing for hion. Unfortunateby, he
had & towgh time competing ageinst
Minterdas all-congquering NES,
wehich at ane time could be fawnd in
1in 4 American houssholds.

Tweo years after the 1385 release
of the Genesis in Morth America,
Sega lfound itsell in a fady strong
position stateside. lts arcadse
machines Space Harrier, OutRun and
Shinobiwere proving popular coin-
guzzlers, and its powerful new 16-bit
successor to the Master System
weis also selling wall thanks to its
impressive viswals and early librany
of arcade tie-ing. But conscious that
Nintendo was prepaning to release
its 16-bit successor to the NES any
day now, Sega knew 1 needed o
find steelf a Manao, and fast,

Sq it wees that Sega of Japan
famously set its best designers the
task of coming up with a bramd e
hero 1o represent the company and
its neny consaba, During the initial
ideas stage many designs were
gtghed and considered; rabhbits,

1ﬁﬂgﬁnﬁ_
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armadillog, even human characters,
bat in the end it was a teal-caloured
hedgehog that was finally selactad,
put forward by artist Naoto Oshima,
wha had previoushy worked ag a
designer on the lirst two Phantasy
Slar gamas,

Originally dubbed Mr
MNeedlemouse, Oshima's creation
weent through a number of changes
before becorning the Sppy Blue
hadgahog we know today. Early
concepts for tha character, which
weere dropped 85 a result of a

makeover by Sege of America, "\‘ﬂ
had him playing in a rock band, his .
mowth drawn with fangs, andin a '3‘1}'

refationship wath a Bende human girl d
named Madonna. m

For obvious reasons Sonic's
colour was altered to Sega blue,
wehile Oshirma has revealed that
SONC's iIconic rad power sneakars
weere ingpired by a combination of
the belt-strapped boots thet Michael
Jackson wore an the cover of his
album Bad and the cobour of Santa
Claus, whom Oshima regarded
gt the time as the most ‘famous
character in the waorld." Blending



DEVELDOPER
HGHLIGHTS

PHANTASY STAR imcTuRED)
SYSTEM: Sks
!Eﬂ! %A

SONIC THE HEDGEHOG 2
SYSTEM: MEGS DRIVE
YEAR; 1557

SPACE HARRIER

EYSTEM: ARCADE
YEAR: 1585

all these visual elements together,
Saga hopead that it had the perfect
charecter that would appeal to an
Arnerican market, All Oshima needed
Ao wWwans @ strking game to show
his creation off, and it was here
that Saga bosses turned to 8
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the iImpressive processing speed

of the Mega Dreve. An important

cornerstone fior the game, Yuji Naka

explaing how it was Super Mario

Brog. that inspired him 1o create the
fastest platformer the world had

EnVEr sean.

talented programimer namied ?u. e "Ewvery time | pleyed tha

Yuji Naka. L] 'Y firststage | wondered why
Meka hed become - w , | lcouldn't clear it faster,

reriowned in the campanmy I the better | got plaving

for his imprassne
programming skills thanks
to his work on Phantasy
Star He had also proven his
skill for tackling the platform genre,
with an imprasenve Mega Drive
canversion of Ghow's's Ghosts, And
50 Sege asked Maka and Hirokazu
Yasuhara, Sonics game plannerevel
designer, to help Qshims bring
Sonic 1o [ife and become the driving
force in a team of AME developers.
They were leter famously renamed
Sonic Team,

When work on the project began,
Maks was adamant the game showld
b fast and exchilarating to show off

i
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I " Maka explains. "This
fesling must heve been the
beginning of the ides of Somic,
&5 you get good &t playing you
can run through the stage really
fast. | think Sonic itself turnad out
to ba a tatally defferant concapt to
Super Mario Bros. But | do feel it
wag a geme that affected me wvery
posithvely. There is & part in Somic T
where Sonc swims in the water and
aats bubbdas to take hig breath to go
on. | was wery happy when Super

'l"l'l'l'l'l'l'l

toEn,

e[Mbega Drrwe] Gempn il Zone, ..- %
imall ity eps-raring glery, weml
o1 [ B g0 ol Thae ieer -

rocegrisabie ket in vidnagames. B |

mrr

.
£
1 s [Whega Drive] Mok heeks That
Seper Mo Bros. and Sanic hath
( EBERE influssscssd nach othar

Mario Bros, later used a similar
systam in one s seguels, becausa |
felt we were inspiring each aother.”
Mesarmwhile, Yasahura's approach
1o Sonic's leved design was 1o creale
thesn in such & way that they would
appeal to both casual and hardcors
gamers. He aet about achisving this
by mixing fun level elements with
challenging obstacles and mawving
parts, Of the seven 2ones in the
game, Sonic’s opaning stage Grean
Hill Zane bacame the most iconic.
Aovibrant place featuring blue skies,
lugh green grass, chequerboard
tunrels and loap the locps; the
perfect plavground for Somic 1o
showcase all his abilities. It was
& brillianthy attention-grabhing
introduction for gamers, and for
thase who had never cwned a
consale. 5o where did inspiration fer
this iconic stage come from?
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THE
ANTHRO
ALSO-RAN

OF ALl THE CHARACTER
designs pul forward for
cansideralion o Sega basces and were

drogped in frvaur of Sanic, it was the
character of Migh rrnadillo that
recenved the m riticn, Fodlowing
ihe surces= of Sorve fhe Hedoshog,
Sapga decided to resdsit and polish up

ke chara or an appearance in Lhe
Sanic con-og Segasonic The Hedgehag,
In Ihe mamelric Irackball-cankrolled
cain=ap, Mighty worked alongside Sonic
and another anthrapormarphic B
narmed Ray the Flying Squirmed to escape
Irarm Robetnik s hooby-irapped island
tl.,.-_,;- M.;hh,' l-muluj I.,J;;-r appearin 32X

first ewer videngame sppearance, as
rmirror arnament. Ry
was seerninghy deserted by Sega,
but cansidering that be's an orange,
long-tailed flying squirrel, we suspect
lhe reasen could be because he played
a hig part in the design and character of
Sanic's popular sidekdick Tails. Either that
or Sega simply deerned the characlers
1o bee o =irmilar and <o they prompily
showed Ray the exit

Zecashie
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Breczaren s popular staghs of B kenchise, N <* tachmical
" capability
_a weBsn' T enough
- 1o allow the garne 1o

OTHER
SONIC 1

ba complated with this
feature. When we began
waork on Sonic 2 we teated this
first to engure that a two-plaver
game system was achieved before
properly starting the project,

el

0830

P e o WS
al. i featured a new

a lapanese developer managed by
revered Seqa composer Tuzo Kashino,
Maturally then

far the game, vetach

of tunes imspined by

and brand new cormpasitions. Oeerall,
the B-hi chagis a fine
aiandalons Sonic game, rather than a
watered doven part,

[Mega Durhoe ] Green Hil Darses g vibeant leod
weis lesprred by the work of acclaimed Japenese

M MrnEiin Suni - ' !

“Green Hill Zone was inspired by
California,” Maka answars simply.
“Also we were aiming to show the
latest computer graphics at that time,
which were using polygon and ray
tracing, through pixel art 1o rmake it
lcok wary neve. With regards to the
colours, | balieve they wers inspined
by & pécture dreawn by Eizin Suzuki”

Eizin Suzuki’s wark frequenthy
featuras SWNNING Pop Gty
illustrations that loock evary bit the
kind of artweork we'd hawe expected
to s2e up an the walls inside Sega
&t that time. Often depicting bright
realism with & vivid surresl edge, one
piEce in particular instanthy catches
our attention. [t shows a classic red
apen-top sports car perked beside
& welcoming beach-gide restaurant.
With itz deap blus skies and
engagingly expressve colours, the
cannection is clear.

From a technical

perspective, Naka
savs that the biggest
challenge in getling
tha Mega Drive

to accommodate

Sonic came from the
B procesging speed of
its hardware, And with

Sonic pushing the

Meaga Drive in

a way that no

game had dane !

before, there -

weng several

features that

Maka and his

team wanted

o incorporae

ko the game,

but with space and

time constraints were

unable to. Interestingly,

ane of these omitted features would

later provide the starting point for the

seguel, while anather inadvertently

give riss to &8 popular Sega motif,
"There were two featuras that we

were not able to put into Sonic 1"

Maka explaing, “The first one was

1o SUpport two plavers playing at

tha sama tima. At the last point of

developing Sonic we were doing

tests with splitscresn in arder 1o

allowes tevo players to play &t the same

"Wa alzo tried to prepare a
sound select ecreen, with pictures
of Sonig’s bard, and Sonic singing

and bresk-dancing, The pictures
weere mosthy completed but we
couldn’t make this feature fully
completed on echedule, s0 it was
rejected. But the storage on the
ROM to put this feature in was
available because of this, so
we added the “Sega” voice
an tha part whera we
showead the Sega logo.
In the emd, | think this
WAS @
good dea,”™
Fram the initial
concept for Sonic
that saw him playing
in a rock band to
the: revelation of &
sound salact screan
that had to be droppead,
it's clear that Naka and his t2am
glways intended far music to play
an important part of the game.
Wa waera therefore kean to find
out how much plannimg went into
that particular aspect, and how tha
team ensured it would enhance the
overall experience for plavers as
successhully a5 it did,

"It was just around the time whean
music in games was firat getting
exciting, so we asked Magato
Makamura, a member of Dresms
Come True [a famous pop band in
Japan| to make the music for each
stage sound like it was based on
each stage's image. Sonig alao put
& lot of pressure on us nat anly in
regards to the music but the sound

T e
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FX and jingles. We fixed these guite
A lot 1o allow them 1o make players
feal good while they play the game.”
Initially Sega of America had
doubts about Sonic’s American
appesl, concerned that Americans
wouldn't know what a hedgehog
was, However, following a few
tweaks by SOA to soften up the
character for Western gamers, a
change that &t first didn't go
dowm too well wath the
members of
Somic Team,
Sonic the
Hedgatung was
finalhy finished
and released in 1931,
Looking more
coin-op than conaale
game, Sonic the Headgehog
helped ta bridge the gap between
those two markets maone

suceagafully than amy Megs Drive
fitle previausly released, and bacame
an mstant classic as a result. And
when Mintendo finalky released the
Super MES in North America later
that year, it led to one of the biggest
and rmost memorable consale wars
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Sonic’s contribution to Sega’s
success certainly cannot be
underplayed, But leoking back on
this most importent of Sega success
stories, which aspect of Sonic the
Hedgehog is Maka maost proud of?

I think the fact the game is

i gaming history, designed to be very fast but can also
Followang a rather aggressive be controlled, and allow you to Zip
marketing campaign by S04, through the game nicely, ia the part
Sonic quickly become which | am most proud of, Thanks
synomymows with Sega, And when to Sonic Tearm members for putting
Sega of Japan gave in to great effort into this part. | am also
w its initial reluctance to proud of Sonic being plaved by so
offer the game as a pack many peaple around the world.
in with Genesis Thank you so mwch.”
||. congoles, Sonic went
h on 10 play an even
begger rola in
helping Sega take LS -
majority share of the  —
Morth Amencen games market e
iy Trom Mintendo.




Lulnlalntsirin:

Once upon a time, he
was a poster child for
the NES and climbed
to the lofty status of
mascot. Now, Mega
Man is a footnote, only
loved by a hardcore fan
base. We return

to the original
adventures and relive
some happy memories
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» THE BACKGROUND

The Mega Man series is an Interesting one,
It has spawned over 100 games and spin-offs,
had 115 title characters elevated to mascot
status at Capcom, and has sald ower 289 million
units waorldwide. And ywet today, Mega Man is
samewhat of a fargotten hero, with new games
agetting cancelled, and some not even making it
ta UK shares. When be does appesar in a
garmee, it's usualby in the torm of a cameso
or playable character, or in a digital
release, like the enjovable Mega
San 8 and 10 for Wirtual Consala
Dinee upon A time, thowgh, 1t was
a completely different story, and
it’s that perigd that we will now be
focusing am.

Known as Rockman in Jepan, the
firnt Adoraa Adar garmee weas releases

OO0Z500
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an the Mintendo Famicom n 1587, Interastinghy,
while he is often credited ac the greator of the icanic
ohte herg, Keiji Ingfene was actualy @ co-creator,
whash he reveabed at the Tokyo Game Shaw in 2007,
Drocurmented by Gamespot, he sad: "l'm often calked
thee father of Mega Man, but actuslly, his design was
dlready created when | jined Capoom. Wy mentar,
wha wias the desgner of the arigingl Mega Man, had a
Desic concept, 50 | ondy did helf the job in creeting him,™
It’s an honest adiresson, but hardy surprsng from
Inafune, who, before leaving Caocom in 20010, wasn't
gfraid to sy how he felt sbout the compamy and
the Jepanese gemes industry in general
Back i 1587 thowgh, Inafune was a 22-year-
old aspring ibustrator, who pemped at the
charce to have more control on & project,
hanving started s & graphic designer an the
arsgnal Street fghter Rockman's eariest
rarme stems fram the team’s love of rock
Mugs ardl @ rock-paper-Scissons approach
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to the bass battles, which stll holds e in later
games. Limited by the Famicom's colour paletie, and
inspired by numerous mangas, Aockman had a cute,
cartoony ok and structure that ked many ta think tha
the chargcter was Capoom's answer o Mentenda's
hdaro, who had already cemented his suocass on the
Farnicom thanks to Super Mdano Bros.

This wzs far from the case, as benesth Aockman’s
sLgery sweet extenion wes a difficulty that many
garmers strugaled with, The series woulkd go on to
g @ reputation for being extremedy unfargning, 8
trait that rermains wath it o thes day, And wet this
difficulty didn’t seem to matter to gamers, with
Capeom rekegsing no fewer then sik games for
Menterclo's console over 3 Six-yeer pericd,

> THE GAMES

_I_dr:jr- Aan ff‘f}-j‘i-l._-'f}
% The arginal Meoa Man marked a

huge departure for Capoom, a5 it was
thie frst trre that it had fooused on a
homne conscle relesse. i had previousty
wiorker exdusively on arcade titkes and
parts of its garmes, which rmay explan
wiw Mega Mar's aifficulty 15 5o high
It's e Capoorn forgot that it wasn'tmaking & coin-op
game amd swanted you to showes in a5 many credits a5
wious could, o that cresting arcade games was 50 deeply
ingreined that it never considerad anything else

Infarmous for its high difficulty and abaminatie
Westarn box art, Mega Man 15 actualy an excephionaly
weel-designed garme whemn wou sit down and dissect
it, which is something it often isn't given credit for.
Mega Man allows wou 1o tackle its first six stages in
arny archer yous ke, & rovel 2ppncach a1 e e and
somathing that stayed wath the senes throwghout all s
MES sequels, and it's a credit to Inatune and the rest of
hie five-man teamn that they were able to creste a gams
with such an oper-anded gporaach

Mega Man = alsa famous for its inventive boss
fighits, which reauire both & good eye and great co-
ordination 1o beat, but rewsard yoa wath the boss's
veespan when you finaly defeated him. Unlike Meaga
Mer's armn cannian, these more powerful weapens
were limited in uses, with Meags Man neading to fop
them up on & regular Dasis. Once all six bosses had
been tackled, Maga Man’s final staogs = a mash-up
of four previous levels = and the s bosses had to be
batthed again, & steple that has featured in later Maga
fdan titles a5 wel ag gther Capeam franchises

Despite acdaim upon its release, Meags Man wasn't
a partoufarty high sefier, which, m fodiny's market,
would hawe been the death of the franchise. Capoom
saw its patental, howewver, and gawe Inafune and his
tegm another crack. .,

Mega Man. 2 (1oK%)

— I'hat carme in the form of Mega Mars

+ excellent sequel, but it also came with

a pranvasa fromn Cepcoorm, Wiile Inafune
and his team were alowed o work on g
sequel, they had 1o do it in Boderm with
other projects, mearmng MWaga idan 2
had semething of a stilted development,
with the team often waorking in thesr own trne. Been
50, Mema Man 2 was a resoundingly good game,
effortlesshy budding or the DA of the onginal game,

EXPERT OPINION

Retro Gamer reader lan Barlow is a huge Mega Man
fan, who has been collecting memorabilia for years.
Here’s his insight into Capcom’s long-running franchise

RG: Why do you think Mega
Man struck such a chord with
gamers on its release?

lan Barlow: | he non-linearty
wias a real eyve-opener for me
- being able 1o choose what
orcder o fackle the levels was
extrarmely uriseal for a game
at the trme. Stuck on one
lewel or boss? Simphy tackle

a different lewel instead and
oo back 5o it later,

Bl 1o that hey Maega
Man's ability 1o gain his foe's
wieapons after defeating them
raart orly ensbied you to acoess
secref aregs ang atamate
rousbes i lewals but also Melped
rmiake some ot the game's
rmore noborous boss fights
easier o handle.

RG: Why are speed runs s
populat for this seres?

1B: o e, 1E's rrainhy diowm o
wiorking out the guickest ander
1z teckle the bosses, working
ot ey 10 shave a fews extra
seconas off your trvee by
properhy utiksing the ditfessnt
WEARoNS At your disposal.

RG: What important changes
did the Mega Man X sedes
bring to the franchise?

IB: The miroduecton of Jero as

a second playable character

in Mage Man X3 was a big
change for the series, as up until
thus poirt wou onby ever piayed
as Mega Man. Capcom then

u [NES| The series. v dilTicalty wes o porbasier barioryelll the gama
itk izl pegcasivh. Raning Beckoapwasivt bl 4 il Lies ha shaeie.

SIGNATURE SERIES: MEGA MAN

expanded on this concept by
giving Zera his oan stony and
urncpe play style in X4 onwands,
and eventualy also mirodeced
Ao in X7 and X8

Then there gre the vanous
uparades you could collect
during sach game. While there
vware the odd secret itams here
and there in the classic series,
the X series made a bigoer deal
of itern, weapon and armour
upgrades for X Each game
inchaded hidden upgrades that
vl ld FTiprove X5 varcLes
abilties, inchading a better
chenged shot, air-dashing, and
even the ability 0 keam Ryu and
Fen's Fireball and Dragon Punch
moves from: Streat Fghtar

RG: Mega Manhas a
hardeore follpwsing. What is
the community planning for
his 25th anniversary?

iB: Mo doubs the community
will b= doing migrathons and
speed runs of the gemsg

o comrucide with s 25th
annarsary, As well a5 that,
we can ook foreard to some
nice soundtracks and remixes
fror the vanous games in the
SEres 1 cormemonaie the
aecasian. Hopefully Capaom
thermsalves wil #so be planning
something nice 1o cefsbrate
the anrrversany!

RG: How many total games
are there in the franchise?
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IB: It's hard 0 53y for gertainl
There ane around 128 titles
in the Mdpga Mdan series so
tar, but this 1n't talang into
gccount the meny weird and
wonderfid tithes redessed in
Asia, such as the PC games
Rockman Stategy Rockman
A Math Tornado, eto, or
some of the excallent doujin
games such as Aockmen B
end Aosenkrauziniarne

RG: We hear you're something
of a collector. |5 this truea?

IB: You could say that! 've
been senously collecting the
senes for Several yesrs now,

25 1l has ahaiinys reemiErsd g
favourite game sares ewver

=0 far I've managed to colect
aver 35( different games,
inclucing regional and oover
variarts, from the seres, but

| am abaryys discovering newy
variants on my travels, so | don't
think I'll ever manags o actualy
‘complese’ my collection!

RG: Why do you think the
Mega Man saries ramains so
loved by fams?

IB: It's 3 sedes that has aged
reglly well and remaing just as
challenging o plavable, even
today. Fiss wath the recent
rakeases of Adega Man 8and
{0, rany people have been
renigating the previous entries
in the seres o e whens it
all began

& [NES] lnshorm wers snbupy with Moger Men 3 ol the e of its minea, hasing
b P ) o Bl o D I v Tl
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££Mega Man 2 was
a massive success
for Capcom, selling
over 1.5 million
copies worldwideJ)

Also
appeared on..

EGA hAN PROVED popular and b

ber of Adeetal onores and
et N Uil Gh Ao dllU

even IF the core struciure was largely the sarme. For
many, it rermains the best eafy Mega Man garme, and
it's not hand 10 see why

The structure of Aags Aan 2 leroely faloaws Mega
fdan, bBut on a grander scale. There ane now aight
bosses to defeat, and the lesvels themsehees are mora
dosaly linked to the bosses that reside there. Maga
hzn stil gains wespons fram defested bosses, Dut
he now Ras access 1o new items, such as handy
floating platforms that elow hin 10 reach othersise
ngcneasinke aneas on prevosshy completed staoes,
and the Enargy lank, which lets hen retl his precious
energy bar at amy time.

Far many gemers, though, the passwaord system
wias oy far the biggest improvement 5o the series, as it
finaly allwed more gamers 1o make decent Feacheay,
Codes appeared whenever 4 boss was defeated,
gllwing for completion in bite-sized chunks. The
pameplay wes also a ittle easier in genersl, and while
hega Man siill coudn’t crouch, manmy of the ensmy
pattenns wene far easier o predict, meaning thene
were fawer frsstrating deaths than = the oniginal

Perhaps most importanthy, though, Adega Mae 2
WES 3 Massive sucoess for Capoom, selling aver 1.5
milbon copies worlchedde, Small fry when companed
ta Super Mano Bros' 40 rmilkan talky, But a buge oeal
far Capeorm, énd rightfiud vindication for a triumatant
Imafune, who immedately set o waork on a sequel that
weoukd appear less than a yesr later

Mega Man. 3 (1990)

: Mega Man's thind outing arfved
mine manths atter Mdaga han 2 and
continued o buid upan the cora
gameolay mechanics that had served
the series 5o wall, By far the iggest
adoition ta the senes was Mega Man's
ruzsy anlity to shde dash, which both
allwed acoess to new areas and also rmade awoiding
EOMTIE wWeapons essier. Equaly important was the
podition of Rush, & new robofic cenine companion for
aur herg, whao had a number of usefid gblities that
fangea frcarmy Feandy Rush l::l;_'li. wtuch ket "u.-'lr_'-;;,a
han jurmo higher, to tha Bush Manne that allewed

hirm to traved undereater. [hese new anhancemeants
cantrued to ensure that Mega Man's third adventure
remaired fresh and exciting, even if the difficulty was
&5 high g5 ever,

Mega Man 3 also introduced Protoman, a mini-boss
wiho wouid continualy tuin wp and battie Mega Man
thraughout his lengthy quest. Matable for bis red gerb
and flowing scarf, Pratornan became the first new
chgracter that Ingfune himself desigred from scratch,
aned e gl regulary shows up in laser games in the
Sees, esentuslly Gong on 1 30DeaT 45 a0 uriackable
character in Mega Man Fowered Up for the PSR
Mega Man's sister, Roll, zlso appears. Whhile she pops
W in the first game, it's nohit gt the end. This is whera
she gets named

Ancther inberesting aspect of Megs Man 3is that
Capcom finalby realised that it maght be a good idea to
ensure that the hano on the cover aciualy looked like
the ane in the game. As a result, the box artwas a
higee improsement ouwer previous work, capturing the
arwre koak that Inafune had always inended

Mega Man & (1991)

“egs Man's fourth gamne marked 2
transdticn for many fans, who felt that
P Quests weng becormg a iile oo
prediciable. Wihle there's a cartain
truth to this, 1t's nonetheless a wallk
crafted garme, which continesd to
introcece subte improvements to the
genes. The most notable of these s Mega Man's
aniity to charge hes Mega Buster, the arm cannon
that he's used throughout his adwentures. It adds
greathy to the game, making many sections easier,
but thic caused some to state that the senes was
starting 0 become unbalanced. Frotorman and Rush
ago retumed, and Rush once again featured al s
original skills. Interestinghy, Inatune decided not to
inciude the dnll attack that had bean first plarmed

far Rush during his original creation in AMegs Man 3
Thers ware adoitional support items in the fom of
wirg and baloon adaptors, but unlike other items,
which were avwardes after complebing cerlain stages,
they ware nstead fedden

THE FURTHER ADVENTURES OF MEGA MAN

MEGA MEN HAD six adventures on the
NES, but that wesn't to be the end of the
‘classic’ Megs Man series, as it's now
knowm. Mega Man 7 appeared an the Super
Mintendo and, while graphically superncr,
featured similar gameplay mechanics o the

1bg | FETR) GATIEH COLLEL TO

earfier MES games. Rush could now sa &
Rush Search, which alloveed Femn 1o dio up
objects, and only four enermy bosses ware
intally sefectable. There was also a new shop
— first featured in the Game Boy games — that
could be issed to buy items and posver-ups.
Mega Man 7was the only 16-bit outing for
the core classic seres, a5 Mega Man 8 made
its debut on PlayStation ard Saturn in 1996

It largedy followred the template of Adega

Mdan 7 bt Mega Man could now combine
wespors, which added 1o Adegs Aan B
overall strategy. The core series would

then Be dormant for a further 12 yeas, untl
Capcomn refeased Aega Man Jin 2008 and
Mega Mar 1000 2000, Baoth tiles were digital
relesses and eschewed rodem day wvisuals in
favorir of the origingl look of the NES games.
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B START YOLUR ARST game of Maga
Adan and you're greeted by thes sereen
A5 5000 a5 you Start oyckng throwgh
the six bosses, you're bowded ower by
the sheer amaunt of choice available

E B MEGA BMAN'S FUSIDN with Rush
i MG 15 & nice touch, Simply select
the powar-up amd Fush zppears,
transforms, and then bolis himsalf on
o his befoved master, Awesone

Mage Man 4 zlsa marked the artistic debist of
designer Hayato Egji, who came up with the ides
of Mega Man's chargesble Mega Buster and waoukd
a0 an o owerses many later Wega Man games, I
rmarked the first time in the senes that the bosses
weren't achually created by the designers thermsalwes
Instead, a comipetiton went cut 1o the gaming pubic,
which resulted in aver 20,000 submissions, The
warners not orly had thes creations browght o e, but
were given exclusve golden cartidges. Nesdless to
say, those eaght carts are now worth nsane amwounts
of rroney 1o collectors

*L'L{E.l"-' Man 5 (1992)

s By Maga Maris fifth instalment, it was
beginning %o becorne atrdous that the
framchise was running aut of ideas.
Imafune wasn't as imsled in Adens
Adan 5 as he was in past games, end i
shenaes i its peneral lack of creativity
A new propect bead was called o, and
while Hayeto Kaji slso helped out, he's gone on record
to S8y that it wasn't the easiest titke to work on,

This i partiy because Megs Man 5 doesn’t realhy
feature army of the creathvty found in earlker games
A pey animal friend armved in the form of Beat, a
berd who would attack on-screen enemnies, provided
you found the circuit boards that were scattered
throuahaut the esgnt wiords, while the Mega Buster
nadl aso been greatly poveensd up. Bven the addton

B AMEGA MAN 2'E gpening rernaing
e, You'ne given a brief infro before
the screen pans skywarnd, finaly resting
on Mega Man, who stands heraicalby,
his hair bigving in the breese.

B THERE ARE & huge nurrbser of
bosses in the senes, but the ellow
Devil 5 one of the most memorable.
He's abscistely huge and has same
fienddshly tricky attack pattenns

af flermne at won, Ouch.

of nena Miega Tanks, which fully rechanged Megs
Man's hegth, and stages with reversed oraity o
vericles couldn™ hide the fact that the series was
becarring W run ot af sleam

= :
Wega Man 6 (1993)

Congidening that Mega Man &was
peing worked an simultanepusiy with
the ferst spin-off garme, Mega Man X it
didn't e out too badhy at all. Inafune
wias once again heaaby invohed and
was determmined that Megs Man's

fingl NES outing would see himm gaing
aut with a bang. Mega hMan coud noer fuse together
with Fush wid & pair of Fush Adaptors, and doing so
granted himn the abifty to either punch through lange
blocks ar fiy and hover for a Ermited amount of tme.
Garmepley was kept balanced by ensuring that Mega
Pl weasn't oo powerful in these new forms. Far
meamgle, vou can't use the charged shot in pet form,
and it's mpossble o use Mega Mar's shide attack in
either farmn. Bosses continued to be designed by fans,
with submissions tatalling over 200,000 - further proof
of Mena Mad's enduing populenty — but Inafune was
Bacarming o hind the |_1r|_|'r|::|_‘:|_ enalhanoging, wath rrsarmg
designs having fo be constantdy altered to keep his
superiars happy. Thene was dso the ssue of Knight
flan and Wind Man being created very late in the
game’s developmeant, due to thene being a separate
campettion far Amercan gamers, which put sdditanal

B THE FIRST THIMG that strikes wou
about Hot Dog is his sheer size, It's
an apt narme as well, as it's not long
bafore he belches gut a searing sheet

W RUSH I3 INTRODUCED & a
toucheng scene durng Mega Adan 3
zrd proves to be an extremehy useiul
gly. He's as faithfid as 2y narmal
doa, but doesn’t mesd feeding

SIGNATURE SERIES: MEGA MAN

B CERTAIN STAGES FEATURE light-
carmang enemies. Shoot them and
you'll plunge the screen into darkress,
wheare it will stay until you find amother
light scosrce. & wery neat touch.

Spirmim Rinin

W AFTER FIGHTING WITH just 2
wiaedy arm cannon in three adventures,
the Mega Buster is a miassive
improvement. Unfortunatehy, it led to an
onver-relignce on it in later games,

stran on Inafure and his team. All the hard waork wasn't
i wein, thouah, as AMeoa Man & 8 g waorthy ending 1o
ane of the NES's longest-running franchises, thanks

b chalercrg leve! design, mafe Weapons and Samia
exceflent powar-ups. Maga Man & rmay have been
Megz Man's last NES advenbure, but it certanby wasn't
the end of the frenchise, That, however, & a stany we'll
save for angther fime

Spacial thanks ta lan Barlow for his help wath this articls.

mE.

i [NES] Mg Maw i wee releas ] sacreeely baie i the NES s He: hefiing three years
#lier tha Lagnch of the Soper Minimds.
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HOLY MOLY.
THE S5TORY OF

CRAIG GRANNELL CHARTS THE
PROGRESS OF EVERYONE'S
FAVOURITE VIDEOGAME

MOLE: FROM COAL THIEF TO
SUPERHERO: HWITH THE HELP OF
CO-CREATORS PETE HARRAP AND
TONY CROWTHER: EX-COMMODORE

CODER JASON PERKINS: AND SID

CHIP VIRTUDSO ROB HUBBARD M
]
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an Stewrart, managing
director at Gremilin
Graphics, was once into
doubla letters for initials,
remembers Tony Crowther: " Theare
had been Potty Figeon in 1584, and
then he came wp with the names
Maonty Maole and asked me to write
a game using the character.” At the
timna, Tomy was fixated on creating
scrolling games on the C84, such as
San Of Blegger, and he thouwght he
could do something better with the
knowledge he'd since gained,
Through expenmentation, Tomy got
a larger and faster scroling platform
game wiorking: “Getting the tech right
wigs @ big chellenge, but | hed a crude
sprite running around the map, and
imegrated & randomby generated mase,
which at the time | was fascinated
with.” Once the Moty Mols name
wiss decided, the game was moulded
to suit. Tarmy recalls that wath the garme
beng desagned on a big map, armedieng
that didn't fit was dispersed with, and
he samnied to include as much variety
as he could. 1 did hawe issues with the
migxirmum number of sprites, with anhy
eight alloveed on the sarme me,” he
adds. 5o the desgn worked arcund
the rumber of availabls speites, and

also maticn: [eamtsd to make &3 many
mving perts as possible, with comvever

bedts g crushers™
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HOLY MOLY: THE STORY OF MONTY MOLE

In a curipus cass of parallsl
developmernt, Tamy's game wasn't the -
ey ane in the works, Pete Harrap was
given thae same loose briaf, but s targst
platform was the ZX Spectrum. With
the Speccy lacking the hardware tricks
necesasry for full-screen serolling, Pete
UnsUnpiginghy came up with something
wery different, mepired by Aanic AMinge z
*That was the type of game | anjoyed
back then — & mix of humour, simgliciby |
and o do | get up there before | run
out of ime?” puzes.” he savs. [

DOHN THE PIT
In Peta's hands, Momty's Spectrum debut =

TR R rOr I

also took on a politicel bent. Pete placed
Moty in & coal mine, making a daning .
raid o grab erough fee to see hnsell
through a long, cold winter, This was

plaved out against a backdrop of .

foa g un g an 4
+
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real-ywarkd industrial actian n the LIK,
waith coal meners strikang, wrged on by
Mational Unicn of Mineworkers leader
Aothwer Seargill, who makes a brief
appearance in the game, in cancalure
fomn, Thasa elaments rewarded Pate’s
gama with & television appaarance
gnd led to promisas by Gremlin to
make a donation to 8 miners’ charity,
"The miners’ strike angle wes
because iy dad was a coal-face
worker, annoyed that ha mewar got
& wote on the strike," exqdaine Pete.
"Miners used to be very demacratic,
and it wesn't fair for ey ded to be
rrace 10 strike o satesly the ambitions
of Scargill, mo mattar howr nght he was
about mine dosures. He treated tha
miners as thowgh they were stupid
e couldnT decide for themsshees,”
This being the Bghties, Pete dkdn't
create o tvpacal mine for Monty 1o
explane, Althowgh it mcludad a tap
an & mane cart, dangerous falling
debris and, of course, coal, it wes also
poputated by a8 manner of surmeal and
dangercus foes, inchiding demons
and leaping sharks. “The wvizwals wera
fun, based on itemns thet could be
usad in 2 mine, scere yvou, or make
vou laugh,” he savs. “Ny favourite
wias the dnpping cande, although you
woukdn't gat a raked flame n a rsal
mire!” it was alsn decided thet the
Spectrum versson should be a flick-
screen achventure rather than aping
Manie Miner's single-soreen approach,
o “allones the plaser more choice an
wiheara 10 go net”, Henang started
with what later became the ganne’s
SECOnd SCTesn, & MINg eIranoe,
Pete warked up maps and figueed
out hene thesy linked together, whsch
datermaned the bypas of platforme that
weere required. The game was very
reguidhy put together, taking about thres
micevthes in gl

o [J01E) Al Morey o ther Sory an the CI6. s acnaly
sarprisinghy pood
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VICTOUS STREAK
Although Toery s Pete masthy worked
in isolatson = Tomy recalls that his game
weils pratty mach done by the time the
Spectrum version was started, but Peta
says the first he knew about the Cid
veErsion was when his game was almost
finished - there was still trme before
shipping to swap a fiew Keas

According to Pete, & couple of
changes were demanded by lan, who
considered the Spectram version to
be “lacking & htte comph”, Pete duby
pilfered Tomy's coal-crushears and addead
them 1o his game, then made them
miare viciows: | wes the one who mads
thesr mcveiment i the Spectrum versian
rardam, .. guiityl”

Snoe Pate had decided on the
gam=s hero stesliing coal, that
componernt was added to Tomy's game
Adlditionglly, lan fet both games nesded
some kind of opening screen, and o
Pate devised 8 scene winsne Moty
sneaks up to a miner’s housa and grabs

i coal buckss, before meaking & beeak
for the mine, pursued by an angry menes
and dodging massivie acoms dropped
by & crazed sguirrel. A variant was
added to the Chd version, but Pete took
the added step of meking &l the coal
in the Spectrum game irmdsible if vou
chdn't first collect the bucket, I guess
I'm a bt crusd,”™ he lasghs. "But | falt it
wias obwviows. How can you collect coal
wathout & bucket?™

With Wviarsted: Movaly Mole complete,
Pete was sitisfied, and while he'd hine
liked more screens and spotas - he
expleins that he newer found & suitable
gt fior a digital wersion of his head - no
grand plans sere cut. “Fn hindsight,
I grve wou & bat al warning o the
crushers and clues abouwt what meght
kil yow — | wwes too cruel somestimes,”
b= musss. “But | rememniber standing in
WHSmith, locking at mony hard work on
& shesf, when a ninevesr-old walksd up
and said, 1 want that ane,” wisch was
a proud marmant.” And on tha vanang
versions that ended up baing produced?
"Torny's gamne wes excellent, making
full e of the CB4% hardware, and, if
Frry horest, i wiordoed better than rmine
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would have if directhy portsd. But mina
was bast, F'm biased |

GOING IT ALOMNE
With a second games starnng Maonty
hinang fasbad to trouks the charts {sea
‘Bdonty Is Innocent’), Pete wes asked to
degic & secpued e in kesping with
his ariginal. "Since el eqceped prisan,
Marity was o the run,” he s of the
bagic comcept and name of the follow-un,
Aoty On The Aun But whils Pete wes
keen to retain the stde of Wanted, he
weas Bolemant that it shouldn't just be
the same game with more screens. “Td
bean disappoentad with Jet Sat Wil
o that score,” he says. "It lost & lot of
ditzil when comnpared to Manic Miney;
presumabiby 1o migks the extra screens
fit. | thoasght Aarus Miner was the betier
garme = more creatrve and fun,”

With a mantra that adding screans
at the cost of creativity was the wrang
direction, Pete et his imagination dive
Mority O The Rurfs development.
Thee: rrap, while still broadhy linesr,
cifterad mare scope for exploration,
Mews festures were added, including
teleporters, 8 somersauting Maonty, and
lifts: — ore of whach abrupthy crashes,
crushing the hero, Addtionally, atttaugh
mast of the game rmained a traditional
platfiommer, teao sections were veny
different: one found Monty pikating a
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Etpack; the cthar had him driving a
5 “Tha samarsault was bacauss |
e Impossibie Aission on the C64
el wondered how it would koak if |
borrowed that far Movn:™ sdmets Pete,
Burt ather nenw map-onentad featuras
ware to force gamars to eqobore: * The
‘porters are there becauss I'm a Trekkie,
but | a0 warnted to create short outs
around the rmap, and aness wou could
onhy et indo one wene and then hee o
escapa frome As for the brokan Bt the
firat one wes to discourene you from
taking a perfecthy good shoet cut kater
an, Did | nestion | wes cruel?™

Pete remembiers when lan bought a
5, explaining its presence: | thowght:
'Mice, awashang maching wath whesals
—| can use thet!’ | wanted to meks it do
wiheelies, but couldn't fit the animations
in, 50 | vwis stuck with it penping” The
[Etpack, rearmade, was & tbute 1o
Litimate. “Flus | thought strapping a
Etpack to & mole would give you a fun
ey cortrol methad tio get usad to right
it thie rmddle of the game.™

Manry On The

Aun sometimes o :..
fsstrated —there B
waare abrupt

deaths and a pre-
gamie Fresdom
Kat’ that made
Ereas impassable

if wou'd selected the

T T T Ce—_—.

TORY OF MONTY MOLE

gl e —————————
S 1 ' 1 I 1
—~t 1
A 1 1 1 1 1 | | | ‘¢S

££ The broken lift discouraged you
from taking a short cut later on.
Did | mention | was cruel?J)

vurong Eemn. 'l loved throwing spanmers
back then,” chuckles Pete, noting that kit
iteims were specifically chosen o appear
wseful But the game was nonetheless
far mora playable and balanced than
Wianted “it's my fevourite, because | feed
I gt st everything right,” affinms
Pete. "It plaved exacthy how | wiarmed,
with juest the rght amount of hurmow:”

CONMVERSION CAPERS
Thisg tirme, ingsead of a wildhy different
CEd verdon, it largehy matched the
Spectrurn’s, which Pete recalls was
dosam to fan demands and salas fagures:
“The CG4 game didnt do as well as the
Spectrum release, 5o lan decided 1o
miake the garmes mone similar”

Also, Tormy had lelt Gremlin, lemang
Pata antiredy in control of the gama’s
directian, which was defimed by the
Spectrum's capabdities. BEven so, the
carmees dick't e out iclentical,

e 1o the C64% masteriul Aok
Hubbard soundtrack (ses TNumber-
o soore’| and some graphecal
additions, which Pete save wene
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“abechutaby what I'd have chosen
mwself™ and made the comersion “the
better of the two On The Runs™

The cormeension was done by Micro
Prajects Limited, set up by Jason
Parkins (now director of Curve Studios),
Tarmy Clarke and Mark Rogera. Jeson
remembers how Pete gave the tsam
leved dlesigng and artwork, induding
priouts of Spectrum gontes, which
werg matculoushy re-created on the
CB4, pad by piesd, Data dumips wens
provided for hackground tiks sets, bt
these neaded asmending, & Jason
explaing: “0One adventage the (54 had
ovr i Specoy was its 40-character
dizpley, compared to 22 an the Sindair
machine This meant a straight port
would have left blank areas at the side
of the screen” The sohuion was mosthy
0 centre the Z2-character screens af the
Spectrum version and fill the remaining
gpace with addional artwork. “WWe
alsc made a numier of oniginal abjects
- plant pots, wine bottles, traffic cones
= that v couled place armywhers on the
screen to halp disquese areas whena
the dupbcation of rows lockad a bit
obvious,” he adds.

This approsch might seem a bit
are minimurm’, but Jason remembbers
that Grermiin had gnen Micro Projects
anhy four weeks 1o complate the
comversion. Alen, the decision to go
wiith high-res Spectrum-styds graphics
came after experimentaton,

Wl triesc] wesing the CEA's Tywin-pooel
multicolowred mode, but it was difficult
to get amything beoking good, and the
deadins meant redoing all of the art
wiasn't really &n option,” says Jason.
Although the tearm had the CEd's
Etra memony i lacked tme, and so
ambitious plans to code a full-scrolling
5 section had to be abandoned. *But,
1o be honest, the Spectrm game wag in
such good shape when we got invohed
that it vwes & By straightfonssand
devvaloprment to get it up and running
on the Commodore,” considers Jason.
“And wewene very happy with the
fimished game, which wes reflected in
the rendenes, W ke i was good,”

MINI MOLE

Jason also worked on angther On The
Ry, this tirne for the C16. “That coukd
heve besn a great home computsr,

but Commodore released it without
hardhware sprites. Amd with the hardware
flopping in the US, the compary
dumpe! itin Europe, meaning there
warg loads of uats around,” grumbles

SCORE: 81199
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Jagan, who tells us that Comenodane
sent hinn, out of the biue, & free
riachune and disk drive, hoping he'd
denvelop garmes for it Ten C16 tites
weere sold to Gresmilin by Micro Projects,
bast the company closad by the time
the On The Run order arived, and so
dason teamed with Terny Liowd, who
he remembers was “a big fan of the
Moty Mals series and a grest graghics
artist and lewvel designer”,

With no hardware sprites and onby
16 of RAM mailabde, the game had
o be stripped back, without losing
its essenca, Ve astablished that we
could anby have four moving spntes
o the sorean at once, ncluding
Miaity, 0 went to work filleting the
edsting levels snd rechcing the overall
content,” explains Jason. “We falt
as bang as we kept the main control
syetem for Moy, maintained the
frartic dodging of moving chiects
and kept the crushers, the cormerson
weauld b possible”

The tsam wsed the same tnick as
weith the C6d wersion, stretching the
edges of the map 1o fill the 40-character
screer, sithough major redesgns
pertaps made that lass necessany;
alsenuarg, cther than Momty, it was
digtermnined that &l maning objects
wwoild anhy travel horizontalby or
vertically. *Hwes a simple process to
pre-pixekscroll the moving chamsciers
at the start of each screan,” says Jason,

Although sinnpler then the other
B-hit versionsg, the G168 cormersion
was |auded by the press, with
Commodors Lisar swarding it &
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Screan Star and declanng it tha
“definitive T8 platiorm gamea". Jeson
remaing heappy with the comvearsion,
which was completed on time, in just a
fewy weeks. Mare impartanthy, it captured
the key gameplay elements of the Monne
Mole sanes: “The C16 cormmunity

was heppy as, for once, a publisher

was taking the maching sericwshy and

&€ Where else can you

£t beast, it rated highly, but Zzapfed
slammeed the CB4 comersion, anguing
that “eseen the mast ardant of Maonty fans
is filahy to be disappointed”,

Pete isn't quick to defend his oreatinn.
"We cvenaorked it,” he admits. “We
tried 1o do a lot more with Al and guite
& lot of it worked, but there wene not
enough ganunahy new ideas and they
felt & kit forced.” He recalls enjoving
cregting the map — "We gat & lot mare
screeng in, with a moe representation of
real Burcpean locatkans” — and Rked the
shcky platforms that Manty could walk
an, upside dowen. But the drunk mode?
“Weah, that was contrived. .. The entire
game wes a bit Bee how Jer Sef Wil felt
T e = it bost & bt of fun and orginality
in trying to add too much”

S5, Pate at least ganve Monty some
breskdencing lessona. “That was dss o
Ben [Daglish] daing such a popping tune.

do

somersaults as a fat, one-eyed
mole with a coal fixation? J

developing a well-respectad franchiss for
it, rather than relessing a pile of odd crap
T migke & quick buck.”

GOODEBYE:» MOMNTY

Beck an the Spectrum, the final

o rmercially relessed Monnye Mok tithe
Pete worked o wasg Auf Wiedersehen
Moty presumnathy intended, ghen its
trtle, to be the characier's swan song.
The game ook the basic blueprint from
Moty On The Rur, but tasked Monty
with exploning Europe, his aim being

1o eam enough cash to by an idand,
Thas was achieved by picking up momey
caralesshy laft hing about, along wath
pilferng abjects and seling them on. The
opeoue puzzles combined with iritating
rieny features = an annowing in-game
arcade seguence whers you attack a
bapdane with yvour craft's propeders;
contral-resersing wine pick-ups; icy areas
whiere Moty randomiy slicdes about —
resultad] in a game that lost the purity
of its predecessar, On the Spectrum,

. I .. o

HENEREN

| losked at the graphics we'd done and
thought they coukd be strung togethss
inta & danee. When | tried that, | couldn’t
stap ughing, so they staved” He savs
garme devsaprnent can be Be that, and
you should never ba afraid to devista
fronn the plan and try somiething for the
fun of it. "One reason | stopped coding
e vears B0 wes the reginictions placed
on us by ‘producers’, one beang ‘thou
shalt not desaate from the schedule’”
Should Auf Wedersshen Moy henve
perhaps hed mare devistions? “Wel,
mendbe mare tne. 1E% not & game too
far, but & garme too earky” considers Pete,
"It pacied longer before we crested it,
far it to be maore anginal, But then | aleo
gtend by the principle that appears &3
true fior games as films: never watch the
third of & logy, becawese all the best stull
wias used m the first bao! ™

THMOLE
Bar &n appearance on a Covenmount (see
Mol Chasdrrvas’) and & Core-desigred

HOLY MOLY: THE

outing o 8t oodds with other Moy
Aol garmes that i barehy qualifies &s an
entry in the seres |\ Impossamole’), our
bug-chompeng chum has been slant for
o decades, but Pete plans to resumact
the character. 1 heve two Moty games
in iy hepd. One i a full-on odginal, with
all-rew content. The other is a tribute

o ey fenvowrite = On The Run = with
towaaka to omnit things that moes imritate
me,” he reveals, Some chenges are o
be minor — ditching the doud §ft in the
second screen, for example - but others
should prova vary interesting: "There
will be achieverments and different ways
af playing the eame map, including
training rmaps and & multiplaver mods
that rreght inchede Thang O A Spang:
shyle slippers™

The game s slated for a 2012 release
on BG |see hamapnet for progress
reportsl, and Pete's experimenting with
control methods to ensure that Apple's
buttonless device doesn't bead 1o rmyriad
dead males: "Imaging touching Moty
and sketching where ha goes, tapping
to make him jump. Ancther method
imvolves gesture-hased pwipes and
Micks, Both are intended to be infuitive”
And, as vou might expect, this s a
labour of loee fior the weteren games
designer: “I'm doing it becawse | enjoy
it. It wenn't eost rnuch, and hopsfulb i@l
bring & srrde o plnsers, old and nea:
My grandson keeps asking when it be
redchy, and he's anby fowr!”

Ta close, we ask winy Pate thinks
Monty's 50 fondly rememibened,
especialy consdenng how frustrating
sorme of the soreens in bis garmes are, 1
hope it's bacausa they wera fum to pling™
he begina, “but, for me, it's beceuse
where else can you do somerseults B8 8
fat, ome-eved maale with & coal fixation?
M, where's me jetpack?”

'I-'u"-'u'l.-'u PDFMAGAZINES.ORG 50000+ DIGITAL MAL'-"-A..-'_IHEH

STORY OF IT'II]I'IT'T' MOULE =

Tue Upvimate Corerisnce

= [CHAITE awnbe! In s jetpeach! 5 billon limos boiler than

ﬁ
" "m e "
ﬁ

¥
iont
2
i :
!.g'.';:; i
Lf ErFeEL il

- .
SR8 .o o

= [ jwat L] B vt cifuwings Tani g D EiTd Toawer
v talleer Hhsn o bt gt ol .

R

l I ;"{L
. ,H.f

R W




~ THE.

rcade games thatnevérmanb it home //

)

ILJHI\IHI:!IEIHI\I'IIEIEEiFiF1!’2!51!1,4?447’
_ [T

wx 4
il
1
1 The gameplay of Major Havoe s divided inio thres
ditferen sectiane: o chooter part, & landisg bit smd a
; side-ceroding platformer ctaga
L B

b The naminals waeen Taidy ariginal. You steer Havan and
the Lacestralighner wsing & werncal rackbisl Dallowing anly
¥-AME IPabamant)

¥ Between SDhges, yau el to pley & Arestauratye
mirigjame: that enablkes you o win axira ives and even
warp o Rater sl s

MAJOR HAVOC

M Developer: Atari M Year: 1983 B Genre: Shoot-am-up

B Designed and programmed by Owen Rubin,
with conmtributions from Mark Cerny, Major Havoe
is an epic multipart space mission presented in
striking vactor visuals,

A couragepus leader and skilled pilot, haro
Havoc has bean cloned by scientists, end he and
his posse of doppelgingers have to stamp out the
last of a nefanous robot race that has enslaved
mankind. The mission is split into threse sections,
Thae first takes the form of a vartical shooter that
aees vou having to take dowen & phalanx of enemy
ships from inside Havoss ship, the sworryinghy
named Catastrofighier

Thes mext part invalves you having o carefully
dock the ship an the anamy base, And the final
section takes place inside enemy ships, and sees
the Hawvoe wsing his shield and agility to traverse
their maze-like insides, awaiding enemy dranes,
lasers and gun turrets to reach the ship’s reactor
and sat it to salf destruct.

With his chjective complete, Hawoc miust then
dash back to his ship before the enemy ship blows
up. It's pretty rowsing stuff, and having the action

T

divided into multiple sections ensures it never gets
clull and glso holds wider appesl,

One of the best aspects of Major Havocis its
impressive prasantation. Far a haro made up of
black space and simple lines, Havoo comveyed
gn impressive amount of character thanks to
Rubin giving him some humorous animations —
impatenty tapping his feet or taking a rest an the
reactor if laft passive for too lang.

Major Havoe is one of the most entartaining
vector arcade games ever crested, so it's amazing
that it never received & bame comeersion. The
causge of this most likely lies in the fact that it
spparently didnT do buge numbers on its release,
Released m 1983, cnly a few hundrad units wara
ever shipped by Atan, and the reason far this is
gaic to be because gt the ime arcade operators
weerg starting o tire of the inconvenience and cost
of vector machine’s breaking down,

I you o weant to expearience this vector gam,
though, it was later included in Atz Anthology far
the Xbox, P52 and PC, and was also released on
Microsoft's Game Room serice

S

2 -

CUMERTED ALTERNRTIVE

WIZARD OF WOR 19

it's a tricky one because Major Havar is truly
arne al & kind, It a tenuous link But we're
recammending Michwin's superb dungeon-
based two-playar actian tithe Wizard OF War,
purely fior ite tense gamepley and maze-style
plaving field.
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RIOT //

W Developer: NMEK B Year: 1992 B Genre: Shoot-"am-up

5. EENRZNRITEAEEST PEPRr W Riotcan be seen as the
‘**&tt’.z.‘&&ﬁ o | insang, hyperactive, bastard

child of Contra and Cabal
This on-rails shooter sees
two Bill and Lance copycats
Trying 1o thnaart an army that
raliee on spacial waapons and
sorcery to do its evil bidding.
With gameplay more Cahal
than Coniva, plavers are
basically in the middle of 2
danger sandwich, surrcunded
by enemies occupying the
foreground and background.
Thankfulky the contrals are
kept nice and simple - one
button 1o fire in one direction,
a second for the othar = and the sidelong road to wictary is pawved with planty
of things that can be used for cover. With the action teking place inside places
such as a department store and an amusement park, and bosses that include
an evil Yodda and a giant gorifla in a leather waistcoat, Riol defimtel has
its tangue firmby i its cheek, and a1 times almost feels ke a parady of the
shooter ganre. It also has a strange chsession with saaing its two haroas fall
through the air, and opens with the mast nonssnsical arcade attract screens
we've even s2en. it shows Player One's saldier blowing up a helicopter with
rmachine gun fire, That's it. Mo explanation, just that bizarre scens,

CUNVERTED ALTERMATIVE

o | Bacadn| Wes thal & RabaCop impalis] o6 4 sgla. Yep, Rl s 1o
Tk in beeing visaind

NAM-1975 1790) "
Ript shares common ground with SNK's =
MARS-T975, green its scralling levels, e

insang boesas and bwo-player action
[with the heroas hare called Siker and C ¥
Browen ). It wias released in arcades as well g
83 Neo Geo and Nea Geo CD. = =S I = S———

MAD CRASHER

// THE UNCONUERTED

CORVERTED ALTERNAT lILE

MIMJA COMMANDO 1952

This top down fighter'shooter from

Alpha Denshi is basicalby Darkrrist wath
ninas. .. three of them, to be exget i

too features a vaned assortment af

Weapans, a smattering of bosses and

was released for the Meo Geo COU

E:FT*.'.*'H-M-M UsH START

THE LOST CASTLE
IN DARKMIST

B Developer: Taito M Year: 13586 B Genre: Snrnllngflghter

W This forced vertical scralling
fighter sees you assume the role

of a lone knight on a mission (we
assume in enalysis of the titde, as
there is no in-game story expaining
his actions) to find & castle that's
been misplaced in a place called
Darkmist. As the camera scrolls up
hordes of monsters and magical
creatures march dowen, poised ta
attack our gallant knight and stop
him in his quest. This is broken up
by a large helping of boss fights.
Or knight can slay his enemies
using his eword, or with a projectile
attack. And by nipping guickly

into shops, visgiting wvllages, and
speedily smashing open treasure
chests dropped by dead anamies
[aa the camera dosan’t wait], he can
also pick new swords o increase
hiz sttack poveer and alternative
spell attacks, none of which are

B Developer: SNK W Year: 13984 W Genre: Shooter

B This isocmetric racing shooter festures
& furious death race in what looks a
little like & super-charged Sinclair C6,
The gameplay is pretty strasghtforawand.
Simphy survive for as leng as you can
an & treacherous bit of floating track in

& mundane-looking emvironiment. You
have to share the road with rival cars
and as the slightest prang will cause
wour car to explode into a ball of nothing;
wou muet thersfore evade or blast away

these wehicles with your front-mounted fralic free on home systems.

gumns o stay alive. As well g5 deadly
matarists, you must alsa look out for
bresks in the track, which vou can clear
with 2 well-tirned jump, and also make
sure to run over speed boosts that allow
you to shumt the cther cars without the
fear af dying instenthy. Lacking amy resl
gense of speed and excitement, and
disappaintingly Bland visusls, this is an
unremarkable title in tha SNK stable that
wee're not surprised was never allowed to

w [ Areaded Thire's natmuch m Do ' @ simpla hack
and shoot atfaic ' bettes than fas Crasharthough

particularly satisfying ta wisld, With
bland level design - there was ong
instance where the camera sat stll
for a minute and we had to find

our wey aut of 8 dungeon meaze —
Darkrnist is & forgettable attemipt at
fuging the BPG and scrolling fighter
gernres together.
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oA
< rpeniTs

o

WWW.PDFMAGAZINES.ORG

50000+ DIGITAL MAGAZINES

f



When Sega unieashed

Space Harrier in 18985,

i dehivered a8 uniqgue gamirig
eExperience ehae was 85 EXCiEing

|

r t0 piay 8s it was exhilaracing eo
waech. Oarran Jones heads back ko

e Faneasy Zone For one last. Diast

178 | RETRO GAMER COLLECTION
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t's sometimes easy to forget
just how big a deal S pace
Harrler was when it was first
released in arcades at the end
of 1986, While the shoot-'em-up
genra was doing wary weall thanks
to the likes of R-Type and Gradius,
gamers ware left wanting mora
exciting variatians.,

Drevelopear Yu Suzuki answerad this
call with Space Harder, an absolutehy
rnasmensing shooter that not anly
helpad apawn & brand new sub-
genre — the on-rails shooter — but
also improved an the excellent sprite
technology that Suzuki had first
introducad in Hang-{n,

The technology in guastion was
called Super Scaler, and Space Harner
was the second of many Sega games
1o wtilise it, Space Harmer was already




an imprassiva-looking gamea thanks
to the Syatam 16 board that powared
it, but the Super Scaler tach allowed
Suzuki to create some impressive and
imaginative visuals that still impress
today. I an intarview at GOC 2017, Yu
Suzuki revealed that ha wasn't pleasad
with the spead of polygons at the time
of Space Hamier's release and was
looking for a way to make his game
as frantic and Tast as possible. Super
Scaler technolegy allewead him to do
just that.

Sipace Harmier put the player in
the shoes of the tindar charascter, &
hardened Arnie clone who boasted
the ability to fly and could also handla
8 huge laser cannen under his arm as
easily as a child holds & pancil. Set in
the Fantasy Lone, the same world that
had appeared in Sega’s earlier arcade

L] i
I!- = I '.':1
|
|
- praject
'. ' when the
'-- team wasn't getting
shoot- - anywehere with the game’s
‘B 100-page design document.

Fantasy Zane, the core gameplay
consisted of your Harrier thundening
along and blasting sway any enemy
that gets in his way.

The most mtaresting aspect of
Space Harmar, though, is that it started
off &5 & completely differant games
under the lepd of another developear.
Suzuki ended up taking over the

WA PDFMAEAIEMEE ORG ED-DDCH- DIGITAL MAEAIIHEE‘-

*“Originally, the game was sat
im & realistic setting with a jet that
shot missiles into the foreground,”
revealed Suzuki in 1LEcom’s The
Disappearanca OF Yu Suzuki’ interview
im 2010, "With a jet airplane, a game
requires & lot of pattern change data
to move back and forth across the
serean, 5ol had 1o simplify

I
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the airplane to the charactar we
uitirnately wsed.” Sunsks also
mentioned in hia GO inteniew
that the size of the plane would
sametimes obscure engrmy light
pattarms, meaning they neadad
something amaller far the main
character. Thankfully, he mansgead
ta find & solution in tirme for the Tog
Gurinspined After Burnas, which
appeared in 1987,

Suzuks also ravealed that arcade
tasting was anather reazson why the
jet was replaced with a far hippar
flying space man. When Space
Harrier was first tested in arcades, it
did poorly, and Suzuki found himsalf
back at the drawing board. Eventually,
Space Harner's inapiration came from
twn very unusual sources: the filon
adaptation of The NeverEnding Story,
and a Japanese manga called Cobra,
which featured a charactar whose
anm couldd fum into a gun.

Syzuki started anewe, and, inspired
by the fantasy art of Roger Dean,
bagan creating the fantastical waorld
that would eventually become tha
Fantasy Zone. It's also worth noting
that the technology of the ime was
anather reason for Space Harrar's
distinctively surreal look. “The
hardwara mamony was vary limited,
a0 something like a huge mushroom
WS wery appropriate because it
didn't use up oo much memony,”
continued Suzuki in his GDC
interviaw, “Fram that parspactiva,
wie simply bagan wtilising lass
mermnary-intenaive iterms and tha
game hegan like that.”

Despite numerous good ideas,
getting Space Harier of [ the ground
wiasn't an aasy process, mainly
because Saga was sdamant thet a 30
game saimgly wouldn't sell, as no 30
shooter had ever succeeded before.
Suzuki was adamant, howewer, and
decided to get to the cora of the
resaarch to find out how he could
improve his project's chances, *l
asked [market research] winy the
other games didn't succeed and they
told me it was bacause the targat
iz too small,” he axplainad in his
intervienw with 1UP. “Based on that,
my conclusion was that | basically
had to make sura the player could
hit the target, So, | made a homeng
systam that guarantaed that the
target could be hit. When the target
was close, it would ahweays hit, but
when the target was in the distance,
the player would miss, So the result
of whather the player would hit the
targat or not was detarmimad the
sacond the plever took the shot”

i could be sald that Space Hardar
is & ridiculously simple shooter, but

ABd | RETRD LAMEN COLLECTION

there's emough challenge u S . |
to ansura that it never gets T i
baring. This, in part, is dua -
nurmerous large m——
ohjacts that cannot ﬂ;
ba shot and - ] =
Reehdne. Sme L tﬁ i"'l"lP .J
the imaginative " - NN §
brosses that I.]_:-.-. it

e
the and of 16 of
purg adrenaling rush that never
lets up for o second, and requines &
steady aya and fantastic reactions
weas the fact thet Space Harmer
looked simphy incredible, thanks
o some outlandish aliens and
actually fhoved.
Suzuki revaaled in

hig GDIC interview that
fan of Roger Dean's
distinctive artwork,
aspacially his albwm
progressive rock band
e, and iU's easy 10
s that influenca
addition to the wark
of Roger Dean,

B the memorable

to clever attack waves,

50 must be 2 .-

anseail wou at

Space Hamer's leveals. It's a

to master it. Then, of courss, there
the sheer pace at which it

he was a massive

corvers for tha English

in Space Harmar In

enamies and

o [Areadin] sl a5 2 Drgsm s pot, Flanad Hamist v
rarnamred he gotting a relaase on Nintondo's Gamediba.

w [Bivada| Saece Mo s homes stag b @ threct ialenanca m
T Pesartrackog vy @t Yo Suzski had enjoyed ot the i
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\ I | bosses of Space Harner
F w 'l came from a variety of other

solrces, maost notshly
Chinese dragons,
which feature
a5 bossas in
savera| of the
gama's levels.
Besvomd
Ioking
gorgecus,
Space Hamear
was also
frst. The
poveerful System 16 board enabled
the game to throw sround a large
numbar of sprites at insana
speads, which looked even faster
thanks o the chaguerboard
floar design that was fownd
; on edch stage, Extremely

smcoth and blindinghy
fast = |latar lewals can look
: impossible to onlookers
A — Space Harrar was
the arcade eguivalent
= of a Hollywood
blockbuster, Thera
wasn't a lot going
on beneath its

surface, bt it was
an urdorgatiable
SXpAariance,
sapecially if you

wiere lucky E:unugh
o play the version
L] fitted in & huge
hwdraulic chair,
u ]
i e
| K
:
5 ) q‘
Np——

Flights oF
FancasL)

THIS WOULDN'T BE a complete guide o Spoce Homier if we
it preention these twa addties, g Seoce Horrer was
released in 2002 and was extremety similar in concnpt 1o Sega's
farraLaly hilzarre The Baig Gf (e Dead, wihech had beer
reieased threr years carlion

only ervailable in lapan and confined bo Windows PCa, 1| plays
almaest idenkicatly to The Typing OF e Oead Waves ol enemies
ard boases appsar glong with Sentenons, sl vl Pt ety
them as quickly as possible by typing oul the words as simply
A3 poasible in rermafl it starts off masly enoudgh providng you
understand Japanese, bul bigger cremmies require you to bype n
wvpn agger wirds and sentences o defest tham,

Equally mieresting. and far mare playable, is Space Fondosy
e, wihich wias originally golng to be released for the PC
Engire Supor CO-ROM. Created by MEC Sreriun, it sucoessiulhy

marrins the ultra-cute viswals of Farfesy fone (o Somce Harmier's
triesd-and-tesied gameplay mechanics, and ks Sanhnsy Jone's
Opa-Opa taking down waves and waves: of enemies, taken fram
bath Fonbagy S snd Seade Horrern

iz with Floner Mormers, downed erermies drop cains, which
can be spent in.a weapon shop called Weaponalds, snd there'a g
large: selection of different power-ups o chaose fram, ncluding
ahibetd baaats, b welghts snd even the ability ta gtop time for
escaping stidy situabons,

The serolling isn parficularly srraoth and the lack of differerl-
szed spritns makes 1t harder (o udpe destances betwesn
eneriies, bul fhe gorgecud veainla and socellert remived b
= agairy, barrowsed from both Saace Horrier and Santiesy Jone =
ensure that Spoce Flzsy Zore 15 definitaly worth experiendng,
H's just 8 sharme that it never rocefved an official release.
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THE HISTORY OF: SPACE HARRIER

As your Harner zoomed around
the screen = bullets would hame in
an your last position, forcing you to
constantly stay an the move - the
hyelraulic chair would shift around
with him, defivaring an axciting
expariance that dafinitely ansurad
that you got your monay's warth
fresene each play. This, along with its
true analogua flight controller, mads
Space Harder an arcade experience
that weould ba virtually imposssbia to
re-creata in the homea.

That didn't stop developers fram
trying, thowgh, with numerows efforts
appearing on everything from the
Commodore 64 to Nintanda's MES.
Many of the ports varied in guality, as
home systema strugglad to emulate
Space Harder's Super Scaling
hardware. Speed was often the main
killer for most versians, with the
hiorme B-bit computers and consoles
friling to capture the same sensation
of movement that made the arcade
game sa exciting 1o play, Although
decent ports = mast notably the
Amiga wersion = do axist, it woubdn't
be until the 32X that Speos Hamiar
wiould recsiva sn arcade-parfect port

Interestingly, while Space Hamiar
was a big sutcess, it was 15 wears
befora it recernad an arcade follow-
up. Instead, it would be Sega's homa
consoles thet continuead the Harrier's
pdventures in the Fantasy Zone.

The first Space Harrier sequel
turned up an the Most surprising
consola of all: S5aga's Master System.
This was someathing of a stranga
choice, bacause while the Mastar
System version of Space Harder
hadn't been a complate travesty of a
part = it, along with the Gama Gear
warants, was parfectly accaptahls
congidering the hardware — it didn't
really come across as the best
system to show off the lechnology
that had made the original such a joy
to play in the arcades,

The big drew of Saga's Master
Svatam sequel was that it was ong
of several games on the console to
be in 20 something that Saga was
pushing guite aggrassively at the
time of Spece Harrier 3003 releass.
Mamy befieve Spacs Harmiar 3010
he a simple port of the original
arcade game with girmmicky 30,
but this is far from the case, as it’s
s comnpletely different gamea to ita
arcade predecessar,

It featuras new enemias and
bosses, more ndestructible objects
to navigate past, and also intreduces
dangerous newy elements such as
phallic towers that grow in size at the
wery [asT moment, giving wou very
little time or space to ManoeUwre

AETAD GRAMEA TOLLECTION 14l
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aut of their weay, While it starts off
with tha same iconic tuna that graced
Space Harrer, it includes & numbear
of additonal compositions, Thay're
not as catchy as the theme from the
ariginal, but they do suit the hectic
QN-5CPERN actian.

Thare's an sftogeather darker tona
to Spaca Harrer 30, with it largely
ignaring the brght pastel hues of
the original game in favour of [ar
darkar, more ominous codours. [his
aombranass is maost likehy down
to the new plot that has the titular
Harrier trying to rescus Wriah, the
dragon you occasionalby rode in
Space Harmer's bonus stages,

Space Hamier 30 was designed
to highlight the Master Systam's
30 Glasses, and for the most part it
succeeds admirably, The effect was
handled very well, and like mamy

o [llE] Space Hamar's mos moant outing
v s 2 port of Space Hemear ¥ o illE,

Super scalers

games that used the devica, Space
Harmer 20 featurad a nice level of
depth, useful for avoiding incoming
objects. Less useful, however, was
the jerky scrolling, an wnfortunate
side affect of the 30 - and tha high
difficulty of the gama. It rermains

an enjoyable addition to the serias,
though, awven if it did daliver little over
the origingl game.

Space Harrier's second sedqueel
cama lass than a vear after Space
Hammier 30 in the shapsa of Space
Harrier il Quite & big stir was creatad
at the time af its release hacauss it
wis 1o be a launch title for Sega’s
Mega Crive. Released alongsida
Super Thunder Blads when the Maga
Drrive made its Japanese debut in
October 1988, it was Sega’s way of
telling peopde that the only wany to
get an arcade-like experience was 1o
buny its mew maching

Space Harrier I, like Spacs Hariar
30 before it, played things safe and
stuck very closely to the fiormat that
had worked sowell for Space Harrier,
Althaugh it was s possible to
choose which of Space Harmier 1's 12
lewels wou started an, &ll 12 had to be
comgleted before yvou could battle a
lirel gauntlet of bosses,

YWhile tha Mega Drive couldn’t
compete with Super Scaler hardware,
Space Harrar was nonethelass an
impressive release, featuring well-
detaled sprites and & last pace that

There were lots of Sega games that featured impressive
sprite-scaling technology. Here are a few of our favourites

- < ERE

ZFALE =EA

A Hang-On
Year Released: 1785
Hang-0n was the frst ol Sega's games la

nal remains an
egirming kar

1B | BFETRY GAMIEH COLEL

S T

Yoar Raleased: 1784

Uinlike Mo rdiro [focer has you
raoing A, i dh A
rmore dan: an the smaoth
tarmmas of Yu Suzuki rlier game, In
addilion (o dadging ather rider

had ta keep an eye ot far

logs thal would litter the cour

additionally pull back an the handiehars
approaching logs (o send your bike sparing
satisyingly irdo the air

wias a world away from tha
skhower Master System gameas.
The enamies and sprites wars
far mvore imaginative than those
found in Space Harrar 20, although
theay still lacked the bizarre factor of
Space Harner's waird and wondarful
creations, and it proved besond
fuestion that Sega's congals was
an arcade fan's deasm. Uimeatelky,
howesvern, 11 was busmess as usual,
and it would be another 11
wvears before a new gama
was sdded 1o the Space
Harriar canom,

That game took
tha shape of Fiamar
Harriers, a two-player
arcade game that Sega
released in 2000. It was a
massive shot in the arm for the
(ranchise, delivering plenty of new
gamaplay mechanics. By far the best
addition was the excellant lock-on
syatem, which greathy chamged the
wiay Planet Hamiers played compared
10 past games in the Sanes as an
altarnative to a more traditsonal
rapid-fire gun. The new weapon was
represented by a lock-an fuel bar,
which enabled you to lock on to a
set number of anemies belore
baing depleted. It delnvarad a
pleasing level of strategy to
procesdings, as you could
nen pick and choose the best
wiaves 1o lock on ta, There

TR s

Hieaige S5 g

i

Year Released: 1987
After failing 1o get a jel &
Harmag

Year Released: 1984

For marey, (urfun, along with Shenmue,
FEqnes |

Inspired

= ST [

rises. Mok 26

a driwing expi

WOUT ST - = @ lantastic game that
helped cement Yu Suweula’s reputation as the
hing of 1he arcades.

better garme tharks
ttack p
gy Greal mrusie & wisll
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Year Released: 1988
The biggest draw of Powver

iro epcirmbs |

lun o Fac= araund. Foer

o would get

ol the clevarly

ware also four distinct characters to
chooss from at the start of the game
that range from a sexy nurse to a
hasekall star, Lives are na longer
used aither, with your Harner now
heving a spacific number of hearts,
which are depletad whanawvar wou
qat hit by Planet Harriars mnany
enemias. Characters are alsa blessed
with & handy boost attack, wsaful for
n;'ll:‘;q_‘lgirbg i|1|_'.-|_1r|'“|irbg BTy B,

Lovwned anemies drop gold, which
can ba collected and usad in the Star
Shops fownd during and at tha end
of Planet Harrgrs' five stages. These
handy stores not only provide a briel
respite from the truby hectic action
thet takea place outside them, but
also give you access to & number of
wseful power-ups that range from
the ability 1o restore vour health 1o
increasing the siee of vour leck-on
fusl and heart bars.

Crasigned for one o tao players,
ane particulary nice element of
Plarnet Harmars was that it was
possible to share energy between
playars, or increasa the siza of sach
ather's life bara. This sharing element
vwas handy, as Planet Harriars
wiag & tough gamsa
i that featured some
| outrageous bosses.

Year Released: 1788
Thie super blaster |skes the best elemeni=
ar and After Burner bo oreahe
1% beg) shoolers. 15 shawer pace
makes it & Lol easier o play than s peers,

1 Iram the planed s
ameplay mechanics
¢ depleling energy bar and
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THE HISTORY OF: SPACE HARRIER

There's a massive hydra that belches
out huge gouts of flams, an evil
giant eye with a devastating range of
wigapaney, and the aminoushy named
Star Eater, an immense, many-
tentacled beast with same nasty
attack pattarns to mastar,

Alanet Hamiers wae also &
grunninghy heautiful game, with an
irmpresaive vanaty of emdironments
crarmamed inta its bevels, One was
ramimiscant of the Speader Bike chasa
in Raturn OF The Jedi and had wou
tearing through an autumnal forest

and ancther had you flying through
dangerous volcanic caverms, while tha
apening stage featurad AIGHTS-styla
pastures and blue skies, Powered by
Sega’s Hikaru arcade board, it was
anmounced for the Dreameast but
nawvar received a port
And that sadly ends the Space
Harrier saga for the tima being.
Sega has certainby toyed with the
franchise in a number of ways in
the intervening years, but not o amy
great degres. Space Harrer sppeaarad
on the P52 courtesy of Sega’s Sega
Ages rangs, and, unlike similar
Sega updates, was prefiy
good, The sprites becarme
pohygons, and new
peorvvar-ups — including
amart bombs, a wsaful
shield and & lnck-an
laser — weere also added.
Caught halfwey batwesn
a port and an sll-gut
remake, its a nonetheless
interesting game, and tha
UK carmpilation on which it
features can be found relatively
aasily. A sacond Sega Ages

Qo'

" e e

Y B 0 R, R,

o [Pasier Sysiem)| The enemees in Spaca Mamer 3l
aren't a8 imaginatin as s arcode predes mser
We're quassing Saga Bees Sor W

compilation was released in 2005
and featuras reasonabhy atcurate
parts of Space Harmier, Space Hamer
20 and Space Hamier I while other
standalone ports, most notably the
original arcade garme and Space
Harrer ¥, have appeared on the Wii's
Virtual Console and #05S.

Space Harrigr's simplicity and
accessibility is arguably one of
its biggest strengths, but it's also
passibly the reason why Saga
has basn reluctant to retum to
the franchiss in amy maaningful
wiay, a5 its core garmeplay woukd
lack substance for today's more
discarning garmar. Wa'ra still hopatul
for tha franchisa, thowgh, and with
Sega ssamingly intent on dalivaring
ganuinely excallant digital contant
like Daptona USA, Guardian Heroas
and After Burmar Climax, we're hoping
that Space Harmar recanas the ainng
it 80 obwiously deserves.

Special thanks ta Kurt Kalata and Hardcore
Eau'mu 100 fear Felp with this article
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became an

ingredibly
successiul franchise for e
the Japanese developer, TWINBEE '. L
going on to spawn TwinBee was already a fairly establshed Konami character " |:_ p

! onami's shoot-
} ! em-up Gradius

numerous sequels over thanks to his appearance in the TiwmBee arcade game that had -
the years and remaining been refpased in 1985. The anthropomorphic spacecraft with a = ="
a firm favourits with penchant for punching enemias with his fists perfectly suits the
::ﬂ”{“::h":;l’ '“'r':'r erazy atmasphare and boasts a nice range of powwer-ups. '
0CTOPUS
b e This cute Etle octopus wasn't based on a pravious
Konami character, having been created exclussvely for
] o the franchise. Rumours, howevar, point to bs nspiraton
rmade its appearance _ coming from the huge cartoon octopuses that would be

an the underated MSxX ' ' found outside Japanese restaurants. All we know is that
""' | _ the: little fella is adorable.
ancade i, it sugatcoats LI

g farriliar satting with . L, - *

.‘:l L& e
- Ay

PENTAROU

z Pentarou is the son of Penta, whe appeared in

Konami's Antarctic Aoventure in 1983, Massively

popular in the Eighties (he was often usad with his

tather as Konamis mascot) the absurdity of a fhying

penguin makes him a perfect fit for Konami's
nutty franchese

VIC VIPER
Fest making his appaarance n Gradius, this i a naw,
slighthy podgeer but much cuter versson of the iwonic arcade
spacecrafi. Despite his newfound cuteness, Vic Viper still
packs a formidable punch, having all the power-up strengths
and weaknesses of his alternate Gradius varsion. You
certainty don't want to mess with hm.

= - k== — | = =i
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Parpaius (ar Parodis Oa as it is al=o knownoin Japan) is a classic
game because it not anby meneges to build on its 8-kt predecessor,
but also respacts its spurce matarial Everything sbout Parodius is
menital, from its fast-paced renditions of classical music to its tongue-
in-cheak refarences 1 past Gradkrs enemies, bozses and levels, And
vel, benaath the gavdy visuals, keoky bossas and futty anemies lies a
shaot-"em-up that's just s gaod, if not better, than the gama it mocks.
The juxteposition between hardoare shaoter and flutfy adversaries
makes far an enticing cocktad that still manages 1o impress

BEST PARODY

While the M5SX argmal was wendarful, the improved Yisuals that
Konami’s new TMMNT2 board offered made its insane world coma

1o life, Lampoaning is great when it's done waell, and Konami has
alwrays been on fire with its Parocios senes, Many of the bosses from
GFravdivs games can be found thraughout the series (the American
Eagla in leval 2 15 a dead nnger for the Phaonix found m Gradies 1
wehile the Yeges showgirl {owr fevourite| features the same attack
patterns as Gradivs 25 mechanical spider. fond yet, for all its silly
tampoanmng, the core mechanics of Gradis remain as good ag awer,

"

uhy
=

-

33
"EI

BEST CONVERSION

I weare hanest, all the consohk conversions of Parediis are of an
mcredibhy high standard. Tha NES and Gama Boy outings in particular
are wery goad wwhen you consider the limitations of the hardware,
wehiliz thie PG Engine and Sharp X63000 ports are also beautully
reproducad, IFwe were forced into a corner, we'd probably semle for
the gzcallant SMES canversion. Eomamiwas at the top of its game
during the t6-bit era, and worked same amazing magic on Mintenda's
16-bit consale, In additien to featuring all the levels and music of the
arc e (e, Kanam akso mansged 1o squecie in anaddmional leel

BEST STAGE

BEST BOSS

>
:
&£
-
i
(]

Thara ara plenty of superh stagas n Parookius, butwea'll confess

to lawing the first stage of Kaonami's blastar the most. t's brillanthy
pacad, and sets the standard for the crazinass to come. Everything
starts off innocenthy, weith the typical black space of Gradis, Than
thee blackmess Bsdes pveay, replaced by gaudy greens and sparkling
bluas. Panquins attack en masse, plump kilar whales leap through
tha waters, and overszed genaratars spitout swerms of baes. [t
gets crazier with & mid-lavel boss that takeas tha form of a pirate cat/
balloen, and & final encounter against an overszed pirata pengain,

-

ad

BSLH 1 % 5 AL 6

What the
press said...
ages ago

While mary of Parodivs’s boszas look barmy, they'ne all incredibly
tough to teke dowen. One of the mast challenging, and also cne of
the bastinthe game, i3 the mid-lesel boss found on stage 5. Mot
anly i hi @ direct parody of the buge mathership taund on sEage 3
af lrem's revered shaat-"gm-ip, bt be's Slse pst s wugih, reguring
a huga amaunt of skl to bypass, He's immediately follwoed up by a
huge female Easter |sland head, which constantly assaults you weith
additinal heads that it spits out of its mouth., 115 a relativeby shor
stage, to be sure, bt it's sasiby ane of the toughiest in the jama

Alltour characters of Parodivs have planty of povwar-ups at ther
dispo=al, ranging fram ripole lasaras to bombs and tha ability to

shaot backwards, Jur favaurite pewer-ups are the hells scatterad
throughaut sach stage. First featured in Kanami's TainBee seriss,
they came i ddterent calaurs, sach pssediated with & speciic
pmwer-up. One causas yawr ship te expand 1o four tmes its size, while
athiers grant you honus pomnts or 8 smart bomb. Tha funniast is tha
wehite ball, which hestowes your charecter with 8 megaphans that
shouts ot all sarts af silly monsense, destroying anything it its path,

HETHO AMER COLLELTEN 185
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—RIC CHAEHA

With Another World now more than 20

years old and recently released on

I0S, we met up with its creator, Eric Chahi, to chat about his career and future

ambitions, discovering just
publishers

there won't be a sequel to the game and why
ould cross him at their peril

A KEEN PHOTOGRAPHER, ERIC CHAHI became
a videogame developer in 1983 when he produced
Frog for the Oric-1, following it up with Camaval Le
Sceptre D'Anubis and Doggy: Although his break
came with Loriciels, it was not until he moved to
Delphine Software in 1989 that his true success

began. He came up with the idea for Another

Wonld and made the project his own, writing the
game, producing the graphics, and even drawing
the box art. So successful was the game that even
Metal Gear creator Hideo Kojima cited it as one of
the five games that most influenced him

What
games inspired you whan
YO WeTe grovwing up?

Videooarmes or
garmes in genesal? |kink i we ane
taking abaut all of the different types
of garmes thern | would sy Lego. |
spent so mary hours playing with it
when | wes 3 child It was a wonderfy
oy, Very cregtive

Did you play many
videogames in your early years?

T fers videonsme | pleved was
a Peio-piayer game that imvohlved a ster
arvdd @ shupy, An wou a0 aesinoy
each othar. It was cabed Soscewar!
I think, and | wwiowdd plary this in the
arcade, putting in lots of rnoney and
redly fowing it 1T was like the sere

186 | RETAO GRMER COULECTION
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technology that was used in Astaroids,

but it was out bafore then

Did that get you into gaming?

| wwioniied sany e big shift far ma
came ;i 1980 or 1887, Suddanty
there wens all of these colowrfu
ancade stations with some amazing
aarmeas, and | anjoed plandng them
all, | remamber spendng ages wath
Fac-han, Halawan, Sattlezons, (ran
and Galaga. Each summer we went
1o the opast and we played with
migny of these tvpes of gemes, |
il an | say | was ahways very good
at themn. Sometimes they weare
wary hard to play and | would have
problerns with them

What was it that caught
your imagination?

| thenk it wwas the feslng that
| had when | pressed a button and
| cowddl s2e 3 ship or 8 chearacter
micving. | coudd explore and shoot
and feel like | was in sorme sort of
control. [t was a pleasure to niteract
with & creature an the screen. | wes
watching these televsion soreens
and seaing such colourful pictunes
L wvas iy ey ard b was a
rescubon for me.

Did you pester your parents
for a computer?

| didn’t reafise that wou could uss
a computer to create a game wntil |
T O @ PROOFANmIng course at
schood. Tres miaths teacher erpoyved
cormputing and she put lessons on
evary lunchhme onoa JXB1. That was
the first machine | ever programmed
an, but Dwrgte more Sefous
software than gaming. | captured my
MagrALon. At that trme a frimricd of
rmy parents had bought a computer, an
Oric-1. | realizad that you could create
good games with this compuster and
so when | wes 16— this was in 1983
= | boweght iy tven One campister in
trez surmmer. | had same sawngs that
| had accurmuiated for a kang trme and
t was &l spent on this computer. My
perents bought me & smal television

Did you write your first game
on thea Orie-17

| did. | producad a gamne in
BASKS, 1 wes the fiest piece of
progrernrning | did on the Oric and
L ook mre Do waeeks, 1was caled
Frog and the plger had to eat insects.
The frog hiad a large tongue and ha
ned 1o leunch it 1o catch the flies but
Nt e wasps, Decause they wiolld
kil the trog. He woukd agiooke, |1 was
VERY SITioie.

Your next game was made
shortly afterwards, wasn't it?



ERIC CHAHI

“| started to lose confidence.
| felt uncomfortable with my
ability to create a game alone”

HETHD AMEH COLLELTEIN 18/
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Ty veaeks fater | made 2
garme calied Camavar it was a clone
af ancther garme cabed Carmneay. A
fraerd of rry parents was workng for
a publishing compamy, which made
oooks ghout Baming French, and
i unchersiood publishing He sqid
showuld show iy game o a publisher
for games and that | showdd try the
mporter of the Cric computer. Maybe
thesy wignt to publish it, | went with
iy parents with my t@pe and showeed
trezrm, and eny callea me P days
ater. | hey said they played the games
and they liked thermn. | could be paid in
mipniey o with herchesars ke a prnter
and a jowpad. | seid | wani the printer
and the pnyoad

You must have
been proud that
Enur games had

een released...

| did not even
get a copy of the
game when it
was published. |
remember it had no
cover, just a tape. |
went to a fair a few
vears later and one
of the prizes on cne
of the stalls was my
game. [laughs] They
probably got some
cheap copies of it to
give away.

So you caught the
programming bug?

| produced & few maore gemes
In TAE4 1 wrote Doooy and Le Soenine
Xdnubes, an Egyplian adventune
garma. The player woukl gxplone an
Eqypuian pyramid and they would
have to type In st | wanted Loricials
to publish the game, wiich | wrate
n BASIC, bt when | ook i o them
ey chidd ot waant ol Larnciels was 2
big pubksher at the teme = the iggest
n France — and | realy wanted them
to take the gamne. But there was a
prablem. Another adventune game
came gt on the day | went 1o see
Loriciels called Cdagle DFOr and it
wias much better than rmene. Loncels
anhy wented a game that coudd beat
tand | couicn't, by garme was teken
o MWlicro Frogremmnes 5, Loncels
publishes Dagene though

Was that a relief?

Yes, it was. | had written the
germe in BRI assembler arnd it

R TR LAMEH LOWLEL TIE

HVe TO PLRY

ANOTHER WORLLD
i - '

HAWING NOT CREATED a by angral garna
sinee 1986 = bes last barng La Facte, heforn

P mant b wek A & graphes dnsigrar.on
Javrney Ta Tha Candar O Tha Earth, Joan &
Arcand Brtoee 1Wivs = Chahi had a burning
oasire 1o -orate his oeen projact. Takan aback
by thea aremmation and graphics of Oragan’s Lo
Fi dacidied 0 diesr Upon his iose of scieron
fiction, prodicing a side-scraling adeantura
LEing an Armiga SO0, a camoordar fo creata
the animations for tha rotasceping, and Daluxe
Painmt for tha art. The resul vas a misch=posted
rnastspiace that, despine not hetrg had tha
berafit of astars, quickly panad ol statas

m spen of B5 quitks. Gamans fell i love weith
an aminitious, cinermatic, soylsh garma that
cormiinmd. cLA=S0n s wWith a Sirong ruerainen
thart [t the péser intha ralka of anacear, which
WS 8 MMARY inrcasring achmarmant. Longar
ard roee palshad varsions surfaced on tha
P, hdac, SMES, Maga Dinve, 300, bage-CD
ard seoem tha GBA, albest some 13 yaves

lrter 2rd unafficialby Tha game weas recanthy
rabaasad for tha dpnka {05 Sormat.

A5 THE FIRST garrad e aval wiobd, S0 was cartainky o hosk’

18 wodes werirten 0 BASIC for tha Oric ard the prarrise was srmpls
AnGug i plavens. Fad 10 Galch 88 reary et AR pors ble usirg Hie
Froey s fiaga pongas, kg cars 1o s thes weanpe vtk pioved
Fatnl ¥ ewadiorewsad, IF wad & rase sgainal Tire — or, /1 1P vary B,

A Loy sreangy Bval Ag oo gl aspect, the graphica veens fens
A vt ke garnapbey shenwad @ oo bl of irvenlneanass, with a
girrpba corinal syEtam in which yoo weseed varically and beereranad
il srnacs bl 1w eccegh for Chahi b b e hasd of 8 plin e,
ardd that e ofF & chain of everds that led 1o hie carasr i {arming

HERRT OF DRRHNESS

ALBREADY EXHAUSTED FROM Ferdng misda Anamsar Wik Chaki
el s ideraa] Taking Fies Caraar ina Tresh discsion il e daccac
W [R88 abasd with The game that Decarms HeerT CF Banawss His
crgana appnach T making Ancehar Wionld continied weh This naws
garra, raking thie develepiment a kg, draser-out a8, Anathee
Wikt had bean rakaasad In 1981, b [T was ancHher saven yaars. il
Haa OF Davkrais amae The Bght ot desy, Fl’Fl’|.||'-‘|‘|' hEbrya, A lisEnasrm
raRCOnSa Born leawals and ganesl hedness of gameng lad Chahi o
fon s o s ooher pesskons of mavel and phoography, ard ek a
Wy g biaak from gaming

LEPRCTE

i__

PACWING A FROM producing simple gamas, Chahi wemed o
Inckn arnobon N A pensarn, ard b o s peroocerg Le Facde Hi
sy i owes insperad by Tha Arminasia Haoror, and it cortaindy hae a
torancding, chiling ar o 1. Tha taxt irsarface didn't woek as wal as
b i i ogied, and et the garme hat somes et ciuchas, rot
lnast tha spitius! séanoas and drsams that fommeed $hs gearren: i,
ard the comoept of taidng phalogrephs in cedes o SD0eR O deemanin
AISANDE T A BPOCET. I'-'ar.-u'.gnr.l roan al-block be, this game s

rmur bating suffenad bacavse = Gidn't hewn any scrapreshobs on tha
back, afthodgh thas wes lates ractifisd with tha 1se of soma sbickars.

FROM DUST

AT E3 2010, Feorm D wwamn anncianeasd by Lhsott. Bie Chahd waas
iralan a6 tha meathae desigran Frash fioem his Travess, Chani

Feirl e insndtad ard ha staned To creeea 8 sirailsan woleans,
kaar bualding an armra garra amand B Fam Dustasla as it it has
bemefited from Chahl's years awery fiom e indusTry. His tsval
FpaTianGa Someas Thicigh in the vy thie gama caebiasas and
plares an the graat oundoors, 115 & nanal god s That LEes U &
kot of e RATHENG R TN R eing chaniging 180 e an T
rcrserEnn. Haing brean val-ranased and wath good ssias, it
anfaars Tthat This deaaloper (5 Back on Tha ganing map.
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was & good game, It had honzonta
soroling and | rixed sedefined st
characters with pure bibmans. | had
been learmerg] assermohy languags,
Loriceds took my next game too:

Le Facte, |1t wes another adveniure
game and it was the first time | teed
to praducs a mood in the garme. You
had to investigate a house and what
is happening, taking an object and
finding spints. This gamne was wany
spacial for me

What influsnced you when
making Le Pacta?

Armitpalle, the mowie, | realy
wanied to express emation and there
s 8 ot of atrmosanang o the gams
It had a brmited choics of a verband a
naun. The player had to choose from
two fists. | thirk thers were too many
wearchs, | oid ke my idea of having the
playar wilh @ Camara and your Gould
take 8 pichere of & spint. You could
laak at the phatograpt and check it
the spirt was a demon, and you could
then try and destroy it, | 8lso wsed
the algorthms from Game OF Life
Loricmss was realy exciten about the
gama. The b was ke a blackbaard
with blood on it, and they fried o do
samething different. But therne wwere
no phosos on the back of the package
20 the plaver did not know b it
looked. The publisher reaksad it was
nat 3 good idea, soit made some
stickers with screenshats 2nd out it
on the beck, The game did wel, bt it
WwWias ral wary successhul

You weare 18 years old when
you made Le Pacte. Did you feel
you wete then old enough to go
into ereating games full-time?

It s cluring e e | eas
makng Le Facta that | decidad |
wanted to stop my studies and
produce videogarmes. | was time for
mie arkd | was eaming Some moneay
| weas nol @arming 2 lot of monesy,
but | thought it could be anowgh 1o
e an. | mads the choics 1o leava
sheching when | wes 18, [t disturbed
my parenis because | stopped before |
Tl 1o uriversity. That was a shame
far them, but | had to provs 1o therm
that | could make morey with rmy
creations. When you are 18, you can
make those kinds of gecisions, | think
back and | cen see that | had been
weaiting untd then o awaid confict. it
WES Y decision

After Le Pacte, wera you
given more freadom to choose
YOUT Next gamer?

I moved on to a wery ambitious
praject. | wanted to create a gams
generatar, so the user would say they
wWiaried gn arcade game with a cartain

fun wgriant and the generatar wollld
create 3 game, | started w0 eork on
aranging, bt it was oo big éod |
dhan't have enough skif o create a
oropect ke that After a year | decided
to cencel it But | stared o ose
confdence, | falt uncomiortabl with
rry bty b creats a game alang.

You then mads the move into
16-bit computing. Was that a big
jurmip fior youw, then?

| created art for Jeaone DA and
Viyvage Au Cantre Da La Teme. They
wiere published by & compamy caled
Chip, | wes contacted by some people
whao wirked at Loriciels and they
WARE: DROdUGIng 8 newy gare, They
wianted me to wark as a prograrmemer
but | sapd no. | wantad o do graphacs
and theny szid that was okay, so that's
what | did for & yegr with Chip, | had 1o
eeipi, thaugh, Dessause the compsany
was hianang firancal difficules and
thny wers ot paning peopie. | didn't
ike the waork | was doing either 5o |

k& | would prefer the Amiga,
looking back at different
computers. It was so nice 77

aft. But | realised that the Amiga 500

wias @ windkarful computasn, and it had

a0 mary sakours, | enjoved cresting ad
e tran | iy OOrarmng

What if

games hadn't
existed? Do you
think you'd have
become an artist?

Today, if | was
not in games, | would
do animations. | had
another ambition
as a teenager to
create stop-motion
animaticn films. |
would sometimes
create movies, If
videogames didn't
exist, | would probably
be doing that.

S0 where did you go next?
Therz was & Nz Company
calked Delptine Sofaans, wihich had
pest published a mess game by Pau
Cuissat caled Sip Chalenge. Pau
wias looking for & graphic animatar

for his next game, which was Fuiwe
Wars, ao | went 10 Dalphing. It was
A Bey cOMmpany — & racandl Company
ey publishesd a lot of easy stermg
clagsical muesie and they had a bat o
maney, but they had decidad to go
iritey garveng and they wented 1o find
some taiant. | noticed straight away
that they trustad peopie who worked
for tharm tog. Bwu Chalenge had besn
& great success and they had high
expectations for Fuee Was

What was your meeting with
Paul Cuisset like?

e fiest tima | it Paul, he
WES unsure about me. He was nat
sare about ey wiork, On the femiga |
had setouched imanes that had been
scanned, but ha wanted o 5e8 more
50 | worked hard for twao or three
weeks to creste the hest piciures
I could do &t the time, and than |
creatad &y animaton with 8 smal
character maning toesands a ship. And
he said he wanad to work wath rme.
That was the begnning of a new era
for me. The success of Funme 1sns
WES VEFY NIicS, and it géve me some
T B0 Crodte Sormethring on m e
withaut amy prassure,

Was it hard leaving the 8-hit
generation well and truly bahind?
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Whell, after the Onc, when | got
rrey first ot of money | bought an
Apple 1, 1 kama mgeny pople wilh
t and they lowed the computer. |
playad mary games on it Thans was
a good diversity of gamnes — arcade,
acheeniure, puzde gnd 5o on, Games
ke Karataka and Lode Aunner realy
rspred . 1L was an mramie
computar for gaming far ma.

It wasn't the most popular
machine in France, though, was it?

Mo, The Spectrum and
Cormrmodors were popular in thea
UE, but m Francs it vas the Cnc and
Amstrad CPC. | loved that machine
out | preferred the Mosorole processor
ta the Z&0, which | felt was too
complex It didn't haws the sama
elkegance. The Amiga had Motorolz. |
would prefer the Commodore Armiga,
aoking back at different computers. i
WS S0 NICE

What did you do at the time,
other than play and create games?

Vell, | was fasanated Dy science
fiction and the unfverse, e Blaays
oeen intEested in thase. | Sae SiEr
Wears wian | was t|n vears old and
it inspired me. [wes totalky Blown
awey by this movie. Before this [ wes
rnteregted in sdence fiction, but Star

RETAD GAMER COLLECTION
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1,000,000: The
nurmber of copies sold
of Another World

20: The number of
years that have passed
since Anather World

made its debut

18: The age at which
Chahi left education

?: The number of
games he originated

13: The number of years
between the release of
Heart Of Darkness and
From Dust

1: The number of games
he says were easy to
make: Future Wars

7: The number of years
From Oust had been in
the works, Chahi having
started the design in 2004

1: Lovecraft-inspired RPG,
later abandoned

HET RO GAMER COLLECTION

dars showved me it was possioke

1 make imaginary but believable
uninerses. 5o | foowsed on this mowie
and sciance hebon for many yaars. |
wias tatzlly passionate about fentasy
ilhistration and creation,

And 50 to tha big ona:
Another World, or Out OF This
Warld as it was called in America
Your defining moment.

It's & messive game, These is
i SCore. |6 es wsusl and oA has a lange

urisesrses; i was unique in that respect.

At the time it wwas traditional to have
& score, There i a cinemati; feelng
o the geme, gnd players felf they
warg beaving treer life and becoming
inwchvad in a story, Ing the He of this
other person or charagier. Another
Vovid had good storyteding.

There were a lot of
groundbreaking features in the
game. How did they come about?

Arraga hiad something celled genlack,
which: hat e produce rotosooDed
anirnations using pobygons.

So it's fair to say that Karateka
inspired you greathy?

I leweed it on the Apoie I The
narrat e was Sirmpss but effectie,
ard wary neny at the ame. it had an
incredible cinematc feeing. Dagon's
Lair glzo repired me. It nfluenced me
ta use polygonal technology. It had a
bigger charactar, and i1 shoneaaa e
that polygons could do the sarme as
pixels wath less memary. They didn't
use pahvoons in Cvagon's Lavr— they
used compressed bitmaps — but it
gl i il ched and | thought | could
axtend their use to the gaeme itself,

You modelled Lester on
yourself in the game, but you felt
disturbed by it, didn't you?

s, it wias strange haning
sormathing that was supposed o kbak

k& It was strange having
something that was supposed
to look like me in the game, so |
changed the hair to red 99

It wias @ chance for me oty
some nice echnigues, One of tham
wias ratascoping, which worked ke
in Kavaieka. | used mysalf for the
animation work and it mada the
rmain character moee [felike, | put
& bt of effort into the lock of the
g, | o thie grapiee andging
in assambhy language widle the
pobygons tool was coded in GRA
BASIC. | decded 1o use pobgons
because it gllowed me to greate
large graphics in & smal amount of
rrsemory. | got a good frame rate
of arcund 20 frames a sesond, The

WA calioo sketch of Amaier Wivik!by Eric Chali,
shraven] 7 hes i skl 1 the s

ke mie in the game, 3o chenoad
the Fair ta fed, Read hae was alsa
irtesesting to rrake the hero pop out
Fram the Dackarourd.

Iz it true that you had & fax
war with Delphing’s Amearican
publisher, Interplay?

I ddd. Intarplay wanted to change
the introduction music to the game.
| s very gngry and | wanied to
keep noy v migsis, S0 we had a
bit af a fight, We wane exchangng
famas and i was this big fght by e |
thought rmy music was fine, so | sant
gn infinite fax, which is a long strip of
paper whene the begnning is stuck 1o
the end wang an aohesnag Step, such
that it kaops around the fax maching
andlesshy. It kapt repaatng the words
'keep the ongnal intro miusic’. OFf
cowrse, | sent this when it was night
Los Angeles, 50 wau can imagne their
surprse wihen they anived atwork in
the morming and foursd reams of paper
repaating this message. This didn’t
help, and they didn't chanos their
rrind wniil Delphine got irvobved and
said that legaly ey had no gt o
mposa ther choics of music

Howe did you produce
Apother World?
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hainhy an scresn, The whole
QM creation was chromaiogical, It
WS BN MO SETON DRODRSS Wi
the stary and the game wasra built
prograssivehy. At the end of each level,
| clidn’t knanar howar it woould continges
pefore gomg 1L T main idea was w
cormmunicate the pacing of a mowve
to the plaver arnd irmmessa hirm in
a believing universe without extra
nformation lee acore on soeen, It is
spimetiing that Anather Wliodd has
i comran with Heart OF Darkngss
Far Aricther Wiovd, it was more of a
orocess where | started fo create
the tod and the enqing 1o drawe it and
o pay it, and then | used this engine
and tha wihohd gans MmeEchanic was
DUt prograssivahy.

The game was even ported
to consoles, Was that exciting at
the time?

When vl on consaks, that
wias samething moredbis for me

So were
you pleased with
the response to
Another World?

Another World
was a big commercial
success and it was
a great time for me.
But | have to say
that when someone
has success, it is
disturbing. People
want to meet you and
some people want
to create with you. |
didn’t know what |
wanted to do, but |
had a lot of pressure
to create something
else, so | decided |
should take a break.
And so it's like being
on a train that was
going faster. It was
not easy because |
had a feeling | wasn't
controlling things.

Did you become torn betweean
staying in gaming or leaving?

| did. I chol't Enoww whether |
sheuld g inta illustiatian ar remain
o games. But | was comancad that
gamimg vwias where ny fuiure was.,
| knoked at the suctess of Aralfer
Wi, and S0 we went to Hager OF
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B | Ori- 1] Gl vezs one of Chahi's eanbest gzmes, prodeced when ha vas a teeneger fnding his fest in idaogaming.

Cardnaszs, But it tock & long time
o rrakd, and atter all thess yaars |
wantad to take a break

Would you ever go back and
produce an up-to-date version of
Another World or a sequel?

| preter o keep the game as it
iz and focus an new game creations.
Anathar WWord came ot 20 pesrs ago
and | want to preseree it as it s, Mow
| want 1o wark on more systematio
games, & a remake veousd take up a
lot of energy.

Iz there anything you would
change about Another World?

5 @ tncky gquestion. Yes, |
vwould bee to change the difficulty, o
examphe. But on the other hand,
piece of Mineties gaming. | don't want
w0 chanoe it too mmuc

How is the new Jaguar
varsion progressing and have you
seen it since granting permission?

ft's such a crazy thino I should
b released soan, | hope, They want

w3 o it e 2 real cartndge anal the
u'r-azr'-.jn thing is that there are people
wh ane 50 passionate to do this. |
met them teo or three years a00 and
they asked if wwe oo cka it | e
yes, yes, They can't do it fulktime so
they are doing it sporad _d| v, One day
recently they contacied me again and
szid it was finished. | sad of course
they could distabaste it, They want to
gt e agaen, We didn't make a
JEcaEAr version, So1s nice o See

Heart Of Darkness was a bit
of a nightmare project for you in
terris of the length of time it took
to make. Why was that?

e garmenlay pest ook a long
time. The stony, characters and
cremais approach were gimast done
in 1955, The level desion was done
e at that trrne, Dut the gamepiay
wis nob cooed wet, Indead, we had
the first lewe! produced around 19893,
but &l that wwes was a charagter an

a8 bag l'l'“l':nl"ll"' Vie ed al the e
engne fof grapiecs and ar coll
detection and character anmations,
burt it wasn't garmeplay. Coding in C
wwas diffi n:u'; to0. | was hoping the
Wwie game ool be programmed
in C, which | didn't do wath Angithe
Feord | traught © would be betler,
bast it posed probiems, especialy
with comnpiing time. 5o we created
a scrpting lar .g..-ue_-  the sane way

as in Anorher Wld, to iterate quckiy
Orce v Rad the nght oo, we
finalised the game n about a year

:L:l"

Following Heart OF Darkness"
release In 19498, you decided to
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leave gaming and concentrate on
photography and painting, Were
vou just fed up?
| needed a braak. | wanited o

da sgmething different. But then, in

2004, the desire o create a gamse

came back, the mdustry Was staring
1o change positively wath the internet,
and | had mary ideas waiting iy

noteboaks that | wented 1o become
real, 've started to waork on These, At
the spmie time, the nlag came in 2008
I produce & rmabde phore varson ol
Arncther Wrord and so | worked wath
Magic Productions on that. In 20086
| contacted Ubisoft fo present them
wiith Frorn ChsT

How differant was it working
on From Dust? Has the industry
moved on a lot?

Winrking with g 1eam is different
rorm creatng a garme akane, IS
prmerhal, Dul | Pave to adagt 1o ths
You have o make swre that the team
understand whiane you want to go
and it st become their project
oo, Dormebenes | pieher @ abandon
SO idaa i favour of & eam oes
o make sure they put thesr soul in it
Ihe Frant Dust team was fantasiic in

miany aspects far this. It was different
in cther ways too, Working with a
big pudisher Drings exina pressura,

alhy about marketing, and
you hzve to convince people all the
time. There is amother big difference
:'|_:!|__;:|r-'iir--'_| ri'\:n .-'||:h "1:"‘v1~' et ifge alt
From Dust is highly systemic, IUs
A sirmidatian, There i 8 ol mone
treedom for the playver; !rldl. was
wery nens and esciting. It is 2 kind
of gamepdany totelhy --‘h— rant fram
in Angthar Warkd which waag war W
serptad, In Feorrn Dust | eared a ol
1o crieate a game with emengance
the game system.

What is your proudest
mament in gamlnﬂ?
3 B 1rHg TP Ggarnse
Dadastonn an the Amaga

A5 8 garer, |

Do you have any regreis?
Mat raaly. 'l Deen wery lucey
miayvbe the length of e
aevaloprment of Heart OF Darknass,
wwhich could hawve been sharter by
taking the right decisions sooner.

What do you hope to do next?

It &5 too soon 1o talk precsely
abgist it. It will be a garme more in the
sy | did it in the Minstes
regarding the development process —
b alone, folkow iy feelng ana be m
a taghit It|rahon between design and
code. [ he subgct will be different; I'm
veny exdted o create 3 systemac
game agan!
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD

DOMARK

Which company took a well-known quiz-
based board game and turned it into a hit
videogame? For Dominic Wheatley and
Mark Strachan the answer Is rather easy.
We look back at Domark, one of the UK's
most successful publlshers

ere’s a guestion: which gama
prompted two marketing people
with no videogaming experience
Lo enter an industry they knew nothing
about with a hunch that they could
make a lot of money? [ he answeer s The
Heroes OF Kann an the Commodane 64
And a5 unbkely a5 that may appear,
it waas encusgh for Dominic Wheathey
and Mlark Strachan o quit ther jobs anad
farm Damark in 1984, 2 Sampany whose
success vwould not onhy dabght a host of B-
and 16-bit gamess but zlso hefp to give birth
o are af the most prominent Woeageme
characters of a8 fime
It all started wiven Domimed watched
his brother play The Heroes OF Karr in
December 1983, “I'd gone homse at
Christrnas and | saw that my brother had
bought a Commadore 64, he says. "1
Ineked at tes mackine and | ought,

194 HEF ] LAMER DOLLEL 100

'Oh, that looks absolutaby amazing. | can't
balieve he's playing an adventune garme o
whatewer it is.” At that moment | wes really
impressed. As far as | was concerned,
Computers Bad been Strg o the aesks
of accowntants and finance directors and
not ordnany people. Suddendy | realised that
ardinary pecpbe were tzking these things on
grd | just knesw this was going 1o be bugs”
In the ree pear, Daminic went Dack
b wark 45 & o Aceount meculhe
at a smal advertsing agency n Londaon
called Garden. He told his cofleague,
hderk Sirachan, about his discowveny, and
hie floateg the idea of leawing the agency
ari & |_.I,‘|||g_'| up A publisfng company 1o
matket thrd-party games. Mark's head was
turned wihen he took a stroll down the high
street "There were “we have sold out of
Spectrurs” stickers an retailers” sandos,
W just felt that people would want

L] INSTANT EXPERT

Foseiibers Daimon i Whiiathig oo

Flar i Spachan ok pants ot thes
MEreEE 0 o e branil Dok
Domines i the: grandson of

gohor Do 'Whestfey, ard

etk hasd good connamtinns with
Whithremad Bressery

Duyiwi e gradaaned frem Sencfoorss in

1978 anil ssrsen] A CorrEression i
thia litsh G

e et Mack when worong ot an
ach nmng agency it London

Tha pairsaw tha ponendal of

GOrT e Garas Gl i CEd
gEne Tha Hamas O Kar

Thizy apprasched thes Siend mrnoe
el Games: Wiorkshop founder

lon Livingsrons, tnowiiin & g
Livmlnl vas T ansish

Thovsends of pausds a5 spent Gn
i st g — inchudling £25,000 e
the Rral peasan o finish il

Domark sweatually becamae Eide

which cenind Core Diasign
drveloping Tomt Ay
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games, he sad. 1L was an epiphassy far the
piar, who took parts af their narmes w fam
tha brand name, Domark. Pernaps that 1s
wihiy it was sg fitting that they shauld name
their first game Euinsks/

Dorninag higd the idea of an ackeeniune
garme B wrch plapess ran araund, ndsg
clues, as part of a treasure hunt. And, beng
marketing people, they wanted to find 3
wigy of petling peaple 1o play the game
They decided 1o create & competition: woon
cornpletion of the game, a secrat telephone
nurrtber would be revealed, and the tirst
person to cal would wan £25 000

The pair began raising some cash to get
bioth the game and the competition aff the
graund. e weent ol walh Gur plan ang
our sdeas to generate Imvestment,” Says
Dominic. " That was, of course,. difficutt
in 1584, Dut we went around friends and
farrdy, perers and vanous peapke we
burnped o, and we eventuely mustenaed
up £160,000, winch was more than
encugh to do the project. We found some
pragrammers in Hungary caled Andromedia
grudd v started cur markesing plans. Ve
leunched it to great fantene, lots of PR and
lats of press and stuff fke that, and i g all
right. i oidn't knock one out ot the park, but
it chdl sufficenthy wed for us to make a litthe
bit of roney and be siill in business."

The gemne was wriitien by lan Livingsione
arvdd the marketng was handied by 2



££ There were ‘sold out’ stickers
on shop windows. We felt that

people would

PSR STRACHMAN O HIS MOTRAT

e

want games 77

QR FOR FORMIMNG DOBMARK

compary they set up cabed Concept
Marketing, lan, who had fourded Gares
Vilorkshap and had weitten the Faghting
Fartiasy books, was so impressed by
Dominic and hMark that he became one of
Domark's invesiors

"Domninic and Mark were awsne of the
sucness of Games Workshop and Fiohibing
Farttasy” recalls lan, "It was 1984 and
Deathirap Durigaon was number onea in
the chddren’s charts. |t was getting a lot
of publicity, =0 we had a meeting and
trey Bsked me 1o desian

thesr game. A1 the time

0 BY THE NUMBERS b, *™ ™Y~

24 The agas of Mark Sirachan
and Diominic Wheatley whan
thay set up Domark

E£25,000 The arnaunt offersd
e the first person o finksh
Evrrekal and bt Domark know

15,000 Tha numbsar of tapas
that Eumgkal sold

T ——
""" T RODOT MONSTERS &

WwAth prizes weere 3l the rage, not mone so
than the search for the golden hare from
Wasouevada, the imfamous Kt Wiliams
book. Domirec amd Bark wented to do the
sgme with & comouter game.”

Althedsgh lan befiesad in the comparm
and was Rapsy ba by inta 1L Dormark was
unsure what to do rext. " [he other side of
Christmas was tncky,” says Dominic. "We
waonderad what the hell else we were going
o do,” B was then that the founding par
began 1o explone keences

"W realby starbed to expand Domark
whan we hit on the dea of taking on
licences,” says Mark. "The time we had
with Evieka! was somse ricke, and it had
aGne okay. Ve wens nesy koS an e Dok
and | remember Les Ginty of Miciodealar
oid an exclusive weth us at the PCW Show
We felt vwe had neally armived. | was only 24
at the time, and it was pst 50 esciing”

[rormireg: gl Mark had & contact wathin
thir [an Flerming estate, and so they

53 Percentage scored by | 23 The number of nvestorns 13 Menzies refusad 1o sell
Domark's Tea Povseitgame | in the company Frday The 13th because tha
in Sz £10.000 The amount i cover had a hlnnd-m'.'-l_!rad
4 Nurnber af didsans in irvested by lan Livingetane hockey mask with a knife
Championsihip Manager 5 i I pigrcing tha ava hola

: | £280,000 The royalty. £11,000,000 The value of
£160,000 Cash raised chague wattan for Atari S v e it Fldkiesrie G
from famity and friends | foblcwing tha success of the “.g‘g i | 1954
1o start Domark | Srar Wars trilogy i bl L 202
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appragched him with an kea of producing
a dames Band game. It was agreed that
they vwould be allowed to secure the
righte, and =oan A Ve To A K had

been commissicned, et things didn't go
sengathby, Dominic seid they allowed the
pragrammens o mclate the deachon of
the garme and ook what they said at

face value. The planned game became
unfegsible, and it shpped very lete. But it
wias 51ill the first James Bond videogame
ever reade, and Daminic contends that it
wids "actualy guite successhul”, "We sort
of burched in and out of success in the first
couple of yeers,” he said. “Building the
COMTIpETyY Wasn'y easy.”

hdak rng Inenoes, hoseees, Was, Ve
didn't hawe amy rvals,” says hark. “Wie
veere great ends with competitors. Mo
ane had the Bond icence other than us, so
v wvere fiends with svenyone,”

Bait it wegsn't the Sond beence that
created Domark’s fortuna; that fed to Tl
Fursmt “We had a lucky break” says
Daominic. "There was a company called
Leisure Genius, whach had done exdiremely
vzl with Sorsbbile ard boerd games that
hiad Besen comvertad mo compuber games
il Povswet had become a realty hot board
game 2 couple of Chistmases befare. It
wias an extrermely wel-known and big, big
praperty, &nd | went 0 see these guys and
| got the nights to i |

HE THO GRNEH LOLLEL TN LS



BHDOT FIREESLLS

- RAY POHER =

Charna ik, and veas o Brssid by e saquaks

| Urknowm to Dorrens, the guys at Lesung

D LUHEHE FIHE THELTJ NDLLI—;' : Genius were sceptical that the game would

aciualy work an 2 computer, 2nd so they

i Dominic I I 26 the ot ﬁ.erej*:mre t'-!a-,r,:r.heln!:? : _!!E.-'-. D? Tark 1o
| Aftar a short whis | board rrermier R LA T, e LTI IR S ST
| withaut a project of hs | oo so. He theny i vizry fustul that By d newve
i owm, Daminic hooked becane he thought of produceng a Trasal Purswet gamse,
i wath an okl friend COmEany' s ard they admitted they couldn't see howy it
. frorn Dameark: and product could be done successfuly an a compter,”
i pursued an idsa for BCQUIBITION he recalls. "But we had all sorts of ideas
| produeng nleractve S idiragcton, As el S0Ut Fow vou could See & rmap with
[ 10 Wiich inclucscl - Teed AG AATHES and had i S5y witat a cerlan
Thovmas The Tank | | the Tormd i :
| Ravisr parod country was, o wou coud hear some music
[nu coant ik and try to name the sang — that sort of
§ i Tk Ravkar thing. You pressed a button, and if wou aat i
F Anniersarny in right yiou mowved an.”
E——— 20 21, i e . i "
which rarted 2nd 5oid | 2009, when Squara I:qtzr"‘ ot '_““h“‘d[l*'“. ol L"'G;'“:“ ti”'
Carmes o fhe irngemel Enix bought Eidas prses, but .::-‘1:-1"-&_ and Mark became
Hi soid it in 2002 when | Interactive. kan becama heszly inwahed. "We spent @ kot of time
he became CEQ of the | the company™s Tife on it ourselves,” rememibers Dominic
Entertanmant Softwees | presidert’. He doas a “Howes ane of the few times Pee soent
Charty, rakirg rmomey ket of weok werhen tha aciualy helping ta aevelop & game, ana it
farthe dLcation of gaming indusiry ared did extrermely well; we sold about 2 million
SNHC PR C KEs e TV SRt units. [t was what you could call our fonbedar
Ghikirgn, Theen yoars to act & the UK's skils Bafis m o T L
aner 1y becare the champion by B Vaizey, aits moment — wou knoey, the thing that
nar-ewscutivi: cheerrman | the mirister for culiLrs, oot Bransen oging. 1t was exectly the
i Engwieand Bob The of Indames Lig, and sommunicaians and same g, L gat us going. Ve gat a 1on
| Bealerard was takan n 2006 ha funded et indisines. cf money and lots of wark. We mowed to
i on by Bandai. Later Prsln Activitios, which smart offices and got new pecple, and we
i ha came acnoss Al cperateg I the Aps j just kicked off "
i Haliday and St Aftar Domark, | wert The keences continued 1o roll aut anad
i Hardman in Shoredach, | 90 te be charman Cromark surmed it atenton 1o coin-ops
i London, who wers | of ELSPA and had OmMark IUMed 5 gienio _ 10 cain-ops
| produsng sodal 1he grest prvikege of There was 8 flirtaean wath anin-house gey
| netwaning softwane chrmibing Kilrmanan team = “hdainly we used outside teams, but
i The company is now thres times for chanty we did set up our aan called The Kremlin,
| knownas SocialGo), with my great fnend which had mixed success,” says Mark - but
. and DD"-’III’I;-EEIE I3 "-"nﬂ:l' I:Iﬂ'l"""'!\- Fe S I:l.ll:“li!'-" ] WES the f'flﬁ-..-?-.-
j =secutve charman Fiusie me i P nar
g e e
i Mark Strachan lan stavad with T o X

turning arcada machine ttles imo successiul
hom=e computer garmes. Dominic flewy fa
Las Vepes in 1987 for his wery first CES
anpeatance, and ne remembens 4 packed

i Four yesrs 8fte leang | DomarnkyBdos. In 2006,
i Domark in 1995, Mark | Bdos was Taken ouer
i sat up Gameglay PLC by SO, but kan remainad R

= |

1896 HMEFR] LAMER CILLEL TIDN

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

[ ] 1 i
(=]
L
g uw r-:h-""?;
. = i oL o
o E = o
o = 2 i
Pl us 3 = 5
15 + 1
Sz EE Pod
oL el -
il %o =y Eu..l'
L e £ Lo
E2h E T
< Z = &
ot = i — Lad =
S x - x [ii]
: b - 1 Eo=

hal with lots of estaaished Arnencan
COITI GRS, (TIAry af whieh Enew each
gther. Domineg, howewer, was on his own
and Dornark was stll 2 smal business,
despite its successes

| rernemibes sitting wery sadby in my
kitthe rocen at Caesars Palace, wandering
who an earth | was going W meet” he
saps. " was wandenmg around the show,
laoking faidy gormiless, and then | bumped
inta this guy celled hManio Allegra, He was
a sort al agent représentng peophks o
FOMAm, Wwiich was dorg coin-ofs, and, of
course, Atan and rramy other big com-op
manufaciurers. He was the guy who wes
doing the deals betwsen the big guys,
Dcean and LIS Gold. And because thase
guys v alreachy much Digger Han us
because they'd started a it earker than us,
they were paying quite big maonsy far the
newe, b, hot coin-op oroperties, and we
conlkdn't compete.”

So Derumic invited Alegra o s hotel
roan far 4 meaetng | rerE s Sl ]
in rrry litthe room weth Adanko, hawang a
meating, and he was trying to bully me
inita taking on all of these games, he heo
grdd | weas sBying, "Ma, ng, no, iTs 100 much
money, | Can't posstty, " FE was Saang
vee needed to get in the game, and | was
teling hirm we coddn’t afford it and that we
anhky had £25, 000 to spend, &t which point
b bnoked at me wath desper, thinking hoa
penry prching | was anad el me hat we
rieeaed o have wskan and think g

Hard
o i
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1987

Allegre began ta ook doam his list and
started to reel off names that he said were
at the bottom of the barrel. He mentioned
Star Yars, "l weant, What, what, what?'™
lzghis Daminic. " 1'm like, "Hold on, 've
pleyed thet game. It's an absalutely brilkant
garre. | lewe it It was one of the great
car-op gamnes. | offesed kem £26.000 for

tha tilogy, he went off to Atan and it was all

akayed. Wie got the rights to Star ars”

Ancther contact, an hearng that Domnerk
had acquired the Siar Wars rignits, phamed
Darminic o teld him that there was a
German prograrmmer whao had aready
corverted the game to the Amiga. The
developer had been touting the game
gronmd, grd he was put in towech with
Darninic. "Wie ook hirm out of Germary,
brought him ower, put him up, and he pest
basically programmed the Amiga, the 5T,
gll the conwersions, and he was brlliant. I'd
rerely COMEE A0TOSS As 000d 3 programmes
a5 this guy. And these games wene a huge
sucenss, They went straight ta the top of
the charts. VWie sald bucketinans.”

The first ravalty chagws Domark sent to
Atan taas months later was for £280,000,
Atan immediately set up a mesting. s
peopde wiere anpressed By the guslity of
the games and the marketng betend them.
Telling Dominic that they were fed up of
warking with lots of different companies,
they struck a deal, Aten gsked Domark to
be its soke comversion ompany, Ve e
bke, ‘Cool,” says Dominic, lasghing.
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It was a major deal for Domark
Althougt Atar was devekaping conversions
of its coin-ops under 115 o lengen
brand, Domark had scooped up &l of the
hame computer rights. Home computers
weane stll very big in Europe but nos quite
20 poguiar in America, whese the cansoles
wWEe Besgreerg o lake hald,

Jomark redlised this and so s5et about
trying 1o gain a foothold in consokes foo.
Dorinic’s ol fiend Mick Alesander
WAS MUNTIg Segd, 50 he went song 1o
see hirm, Securing 4 Sega licence in the
process. “Wie started making great Sega
games, ke 7 which vwas a huge hit, and
shuff like that,” says Dominic. “0F course,
Atgr then distributed cur congsole games
for s i the LIS Wie veene bBuiding up
a huge, long relabonship wath Atan, and
it wwas &t & time of growth and fun, We
made kts of maney and had kots of lowsly
expenses and hotels and 5o on. It was
absolutaby Bartaste

During this spel, Domadk published a
great marmy games mcluding APE Dvagon
Spint, Vindicators, Hard Dnvin’ and Toobiin’
It office in Putney, south London, was
cverrun with grcede mechines from
Tergen, mied in vath the 20 stalf that
warked thare. Domark was not one to
rest gn its laurels, though, and in 1992 it
was realised that it needed an office in
Ameenca, Daminic mowed with his wife
ardl T chilcren to Armeca, whene e
Couid et lols more people and manage

CHELZEA
CHEL TEMHRAM
CHESTEE
CHEETEERFLD
CHORL EY
CHEETER
ENTRY
CREHE
DEREL TNGTOM
CEREY
ICASTER
HEETER
DDOVEER. TOKH
EMFIELD
EVERTON
EXETER
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£€ | called a modelling agen
and they got some rggllyge i
rough-looking actor 77

DOMIMICWHEATLEY ON THE CHOICE FOR THE CHAMBPICMSHIP MANAGER COVER

the camparys redationsha with Aten
Gt its v doorstep. Based in Shcon
Valley, Dominic got down to waork. Chne
of the scoops was a distribution desl with
Spectrum Holobyte, which was notable for
its fight sirlatons.

Ore of thwe g successes for Domark
came soon after. o fads = Paul and

[] LAN LIVINGSTONE'S
MEMORIES

°| rnaated

i kAl
after MRENG
Dvarminic and
Pk in 1584,
at | hehirn
Eumbai weuid b sicnessfl.
Aifter ==lineg rmy emaining nterest
in G Wiar Esbsop in 1881, 1
rreresne] rves i Dok owath &
san on their board and becama
deputy charman m 1832,
Oeaber 1205, wen rrat the
chipcnons of Bdos Tachnolagan
and, Inng story shott, wa maegnd
fosr compenes it when hamme
Bt Interactn, which wa
Seamad on Tha London Sk
Exchange. | bacame chainman ot
thes neey grosp 'Wi'E tooks condral
arel larehad Toont Aoctlein
Mormimber TREG | was an
TR Sucness tar besennd
Ay thing wen'd hopesd for, The

e Wiy fneciling fireal™ £5l
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L1 SIH OF THE BEST
Championship Manager [192)

Whlitten by Eveitton-miad brothads Faul and
Qiver Codtyar, this managament 5im dm

place as the firast game i i ganre. Evarton
laber L the brothes' Fosinl Marager 1o
Ralp ool Tar i plieers,

Trivial Pursuit [1984]

Afthough Letsura Genivs couldn't saa how a
compuser version of its papular board game
ool make & wossdgarme, Damark did. ik
playars wara sila fo gt rwohad with the
tun that twrnad Domark info a gent pulslisher

almast ovesmight.

Hard Drivin’ [198%]

Puitlished as part of & deal struck with Azan,
Fare! O’ wias a 30 1real, pulting plagers
Behind the whssl o perfarnm all mannas of
siunis, the hardest part of which was staving
an the frack. i wwas a bold corversion that
dezarvad artenban.

3D Construction Kit [1991]
Incentae Software produced the Amiga and
Spectrum versiors but Domark hardied the
rest. Tha resul was an acclaimed andegsour
that scored highly for s abéty 1o let peopie
produce their own 20 words, i was smple
and & was expansive, but it was effectve

Eureka! [1984]

WAnitten by lan Liengstona, Eueial was
Damark's first releass, it aumed kan's [kemry
talenit grean Tt T Wwas 4 baxi advarniure,
acoompanied by ancade game versons.
Best of al, 1ha first person & fimsh it wona
£375,000 cash prie.

Prince Of Persia [1990]

A deal with Bapderbend msant Domark wias
able 1o publish one ol 1he best platformens
cver b was ported 10 every patiom

undlar the daget sun and was vel anothear
succeseiul desl by a cormpary that was Temly
estankshed as & major player.

O] TWO TO AVOID -
Friday The 13th [1784]

This was Domank s videogame nasty, nol
1 Lhe sEnse that & was liked veth gorne
b Becauss il wias sich a dreadiud armes
that i was scany il ever got 4 redeass, i
drawr inspiratan nerm e im and was
pretry mutch 8 cash-in, and & 1erile,

fary cne af that. S5, Domank coulkd
nevar have basn accused ol not Indag
and 50 i wwas hat the game aamed itsell 4 Cresh oo, wihich gatheared
complaints, ard its PR pecple went into oeerdrive, with disdaimess warning
e RGLS Bamers 1o Beware of pliving the game, soms blood capguias garsn
oy, and a compettion chuckad inloe I;ll,':ll'.'ll:l i [~ 7

AViewTo A [1985]
Dormatk saturad the loancs b lames
San garmes, & eal mathy coup thal helped
it % astablish itsell as one of the premis
pubslshers. A Ve To A ik was the frst
garme io be based on the Tamous Britsh
sy characies, and & revoled aiound
1hea aclion sequencas, fs relsase
coincding with The drema apening,
telMtng o compamy that hat much rmaketing kronv-how The crids
graphics could be lorgvan, but the garme faled 16 caplue the excitament
o Foad and 2 was aisn mariad By the fact thal vou couldn'T e kilsd. i
reviewead rathar well ot the time bl i's ternbby dated sodey.

L AHEFIH RO E

198 © HETHD RAMER COLLEL TR
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heaaly on shair novded ge and queckby fook 1ts

B |CFC]APEhad all the theils of the arcada,
turt the graphics didnt matbchithe embiition

P Oliver Coliver — had produced a foothal
management game, whigh they pitched o
Dromark, Dornineg wasn't mterested wntl
ane of Fis staff said they had been playing
the garme and couldn’t stop, Domark felt
there were Do many management games
and bekeved it didn't hawe the expertise o

v pull it off in @ crovvded market, but some
riervibiars of staft wee 50 entfusashe that
the campary decided ta make the Cobvers
an otter of £5.000. They snapped it up

"The idea wwas brought o0 me a5 | sat
in my cher in Lacy Road in Putney,” savs
Pdark. "I went ta see the brothers in a
puty in Brightan to chat, anad that was tha
start of it. |t was the begnning of a great
relztionshio that benefited ewerpone”

And benefit evengone it certaniy did.

"I called @ modelling agengy and they

oot ol redlly reugi-iooking actor, ook

a pratograph and put it on the frant of

the box, and we called it Champonsuyn
Nanagar” said Daminic. "We auickly

sabdl the first few thousand units and then
v Started getting rearders, and mione
rearders, snd mane, Seddenby iU daing 20,
50,000 units. I'm like, "Hey, thes 5 bloody
good.” And, sure engudh, the boys comne
dewan gfter Christmes and we gave them
a chegue for £75,000 and they fall off their
chairs, | seern to recal a couple of menths
later they came back down agan dnving
brand mener GTES. And that was it We sad:
‘Listen, you're going to do Championshio
hlanagar 2 right? ' And wee pommissioned
ther right there an the speL”

I'he sequel sold buckedoads, but 1t
cortained bugs, and gamers were
disapponted. Domatk issued patches
but it did't hefn, 50t put out CALZ
which was much snproved and
S0 @ Ccounle of thousand s
in thie frst weakend. The
framchiss went on and on
&l bacame the bigoest
foctha® management
game, making the
dewedopers milions ot
pounds in the process

"It was a wake-ap moment far
ez " savs Dominic, " The game’s
aghne was: ‘Made for football fans

by footbal fans’ And i was true. These
bimys wwere absokrtely obsessed. You'd ask
them about their rather and they'd say
sarrmathing ke, ‘Mother's great because
Chilses wan an Saturday” They couldn’t
not talk about footbal, and they ware so
passianate. I've found cut in Fe that people
who are passiongte hout their business ar
theeir subject tend w0 be successiul, and they
fust need business people aound tham
to take care of the dirby bits = vou know,
publishimg. If your back them then you'll b
successful and bask im their reflegted dory.”
Such entrugiasm was not Blweys
spnarenl He confesses that his Jarmes
Haond games were under par because the
tearns weare mot guite right. In hindsight, he
cays, they wioudd have found James Band
fanatics to develop it “That wasnt the case
far, say. Star Wiars on the Arrega,” he acdds
“Wie had someone passionate on that”
Sioon after. Domark becarne a public
cormpary. Daminic and Mark met a
rman negmed Chedes Comwell, who had
founded a frn called Eidos. It was a smell
cormipary ermploning st thiee peopls,
creating wideo cormpression echnology
particularhy for the Acom Aschimedes, bt
it had no sales. It was, howewer, floated
on the London Stock Exchange, and it hed
rased £7 mibon, Comweall was Imking for
sorrathing better to atiach his campary o
and, during the course of a corversation
with the Domark pair, an agreement was
struck 1o corporately reverse Domark
inta it Tres enabbed the pubBsher b grab
soime cash and go on to raise anothear
£6.5 million through oty imvestors, made
possible by its neww ksted company
status As part of this desl, hawever,
Cromark had ta change its name, i
I pEcame known 25 Eidos
"The market was hot in 1955
so we got &l gur money and
we got it wery easily” savs
Daaminic. "In fact, it was
vl owrsubsenbed, and
the share pnce moved from
around £3.20, if mamory
serves, and by the evening it was
floating &1 just under £6 par sharg, 50
there was a kat of exsitement and lots




crns 00 1,57 (2

| CPC] Pty was par
anzther baard gamepublshedhy
Domark, elongsde Tiva! Puvsist

Vo I e (] e (v (] e (e [ | Do (o [ mem [ o (Do [ Boenm | ovrm

of rock and roll. Wa had all this monay to
go and do things, and | toddled off back
to Califomia. | then gaot 3 call from Chares,
gsking what | knesy sbout US Godd.”

U5 Godd was & company founded by
Gealf Brown, Based in Birrmingharm, it had
built a sclid reputatson, masmiy for its con-op
ports. It had floated on the stock exchanoge
3 year eatier, but in 1996 Edos spied an
opportunity and acquired CentraGald, which
irclused Bath US Goid and CentreSaft, The
latter, which was the distribution arm of the
comparty, was sold back im an MELCL And
white Eidos also snapped up Simis and
Big Red Saftwere, it was the move for
LIS Gald that wwould kead to the apening of
& brand mew, lucratve chapber Tor Domark
in S new form.

"Along with US Gold came the
dewslopment studio Core Design,” explaing
DCarminic, " was nen by Jerermy Heath-
E.'1'|il_'1I arvd | knewy bim vy vl L_r:ki'nlr
fior s, they were worling on a gamse
called Formb Hamer wihich at the time
was just ane of the mamy products on
g list of things they were doing. 1'was a
hit dublous about Tamb Racker because
it sounded vary much ke Inovans Jones
and that worred me, but wihen | later did

% |CPC] 50 Constevctios £% aloveed peopleto producatheir
furei Bhrae - darsanes il srfvaaik end mows aroondin

-

a presentation of the garme at B3, the
reception was amazng. | knew then that
viee wuare on 1o something huge.”

With Somy and Sega wying for the rights,
Eickos was on a ral, and it guickiy naned
a reputation for being a party company,
it empioyed kots of young, good4ooking
Armenican men and wamen, and they wene
having & ball "The parties were amazing,”
says Daminic. "We slways had & party at
E3 and previous CESs, and it was great fun
Cine might wee bad taken aver 8 nighichel
housrg 1,000 peoobke. It was packed
to the rafters. Thers was a big country
anad weestern band, and | wes Bee a king
Euwendbody was coming up 0 me goindg,
"Oh ey, Tamd Rader s gong o be hoge '
And, sure enough, it was, and the rest s
history.. . 40 milion copies latar.™

Folloving this major sugcess, Dominic’s
career was at 8 persangl Crossroans,
|"—'|I,|"|r_:-|_|;j" hie v hasarg a ot af fur and
he had been n Califorrea for e wears, his
chilaren had been brought up as entraby
Amencan and wene none S and sevan
years old. His wife wanted them to be
braught up and educated e Britain, 1
agreed we'd go back o the UK, says
Corminic. "1 iowed Cabformia and my tearm

& |Spectium] & worderfulvanztonon 2n othenvess familiar
Thearvw., Baacimishe e & Ballai ol & gasia
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e |Spactium] Sadenrwes anmisesting izke on
he bt ‘asi-up ganee, helng sat in Rostan tees.

FROM THE ARCHIUES: DOMARH

a Hol et

250 N BT BURE aEiieRY
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££ | was sitting in my room at
Caesars Palace, wonderin
who | was going to meet

DOMBICWHEATLEY S FIRST COMSUMER ELECTROMICS SHOW

[l HOW DOMARK
NEARLY WENT BUST

Markn's begir Foothad naarty kilied
Crormawic. Afrer rmuch moresy hesd
hesn spent on the gare, the k=ad
pincram o b1 and de Ol
medns wene askad w tinish it Thesy
renarsiucted the garme, but Al of
Hhr P! i e o gt Lot

Winres, hosaweed, The LK sales
T iR 001 COH] £ ke
wwhich hed o ke pad for up fromt
remting £2 miian

“Saga and Nirnanck cerrsndad
ths paryrner o can mickoes: un front
=0 T graaier SUncRRs of a gama,
ths greeyis pevhy you nesdead.”
madadis Blank, "R of 1 rdion
rear ks, vl BOET AN
E1{m, ard wery fewr UK compeanes
had Tt lpacdty 11 wasr't gooe”

"1 g5F A phihi call b iy
finarca diemon whils | vaes bing
i bl i Cabfoenis ot Tam,” s
Dominic. “) chimbed nut of bed,
GOt el B T kAn, Bndl Waas an
the naxT plana baek 1o London sl
shaght to thiy banic.

One of ths bank msnagers
verriied i bl thes Ganiparey. 7l
il Lok, thesa's tha beys yoi
W I, W s i Wi e going
o get nothing back, Yau'e gong
et gheoknaly fusang niothing.”
I than addan], TV gem o s
£330 0410 frur cassh o on 1o o
what wnum mimn 2nd |l make
Fanges on e ranagarmenl’”

Hi showend tha oo
manager e cash floes fomoes:
and product schedhdes, Tha
TBGErRny iransger sgreed Bhortly
atmr, Domark wees rranged
with Eidos and the compamry s
fortunes wers sscumed

aut thera so much, so it wes hard. A lot
af stuff had changed in the UK affice
ton pecause Chades was runrng i, ano
a ot of peophe that | hadn't hired = wou
ko, leneeyers and pecpie = and | didn't
rezlby know were there. Eidos also had a
kot of politics &t board bevel and that kind
af thing because it was groving o fast
The shane price was 2ooming and | was
thinking to ryself, "Hight, | want to et
back, but I'm not sure | would necascariby
wiant o o an wirking for the compary in
the K" | deqded then that it was mission
aocamplished for me. Peopie who had put
£5.000 or £190,000 into Diomark e 1984
carme out wath [as much as] £15 midlion.”

Dhominig announced 1o lan — who had
himgedf invessed £10,0060 — that he was
goine, Tellowing Mark, who keflin 1998
and founded a company called Gamenlay
four years later. "My fevouribe garmes in all
that time were S5oif Parsonalibes an the
Ced and S1ar Wars an the Amiga,” Mark
sanys. Mike MeGareey became the CEQ of
Birkos Interactive

“That vwes the end of rry deakrgs with
the company,” says Dominic. *| just started
irvesting in different things like property,
| heve & house in France and a restaurant
myer there sormemahene, énd | have 8 few
non-exenstive dreciorships of mobile
phone companies. | eventualy wanted my
owen gig and today | run 2 company caled
2ociala 0, One thing's for sure, though: |
had & ball helping nen Dorrark:,” S8
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ook beyond the most iconic systems
and more widely celebrated titles of
gaming, and what you find are many
lesser mentioned games offering
equally memorable experiences. We
track some of them down...

B The Commuodore 16 was proposed
in 1983 in order to address a number
of concemns. It would be Commaodore’s
neyy budget eysteam, replacing the
ageing VIC-30, and would compete mot
andy againgt computers imminently
expected from Japan, but also the
cheaper systermns of CBM's nvals

= Sanclair in Eurape, and Texas
Instruments in the States. YWhen the
system launched the followsing year,
thaugh, T1 had left the computer
market, Sinclair had dropped its
pricas, and the Japarness mvasion

had plateased.

With no budget opposition
siateside, &nd & chepper syatam
alresdy entrenched in Europe, the
C16 lacked purpoes and was s8en as
a risk by many publishera. However,
Gremlin Graphics, among others, took
their chances, ofien releasing high-

SGURE DEFTN RSIRAL

_I"-;:"|:"'|'.'|.|"\; :|-;, 1]

» DOGGY » STAR PARODIA

B There can be f=w betier ways of commemaorating

af Ancther ! vou ol A lost dog g 10 o e Sae ﬂiﬂﬂ-ﬁir'l 1 of H rdn oy pu I_'_ir'|!:| GENT
rome. This s achslly a very chesrful game, wer
colourful cartoon: graphics and an enthusi

made it so great. Genre-ywise, we're in wertical shoot-
? The hMoad pleyis i 5

SWORD OF DESTINY

B SYSTEM: Cid B DEYELOPER: MICRD PROJECTS B YEAR: 1985

quality fare such as Micro Projects’
Sweard OF Desting

Defeatad and slain by the avil
wearlock Xorphaa, his heart torn
brutally from his chest, the spint of the
legendary warrior Kelok, 8 wandenng
soul with no chance af respite, now
faces an etemity of rarment, With
hope all bat lost, and only the magical
Sweord of Dastiny to protect himeelf,
Kelok ventures into the heartland of
his eramy, & place so vile that it is
anly mentioned in whispers: the
Akwess of Death. Somewhare in the
depths of this hellish lsbyrinth lies the
wearrior's heart, withouwt which Kelok
CEN Never restin pesce.

Death’s guardians haunt the path
ta his sahwation: ghosthy apparitsons,
the yellowed skults of the damned,
creatures of the night and their
familiars, all of which draln vital astral

B SYSTEM: ORIC-1 B SYSTEM: PC ENGENE CD B SYSTEM: SATURM
B OEWVELOPER: EREC CHAHI B YEAR: 1984 N DEVELGFER- HLUTSOM SOFT B YEAR: 1992 B DEVEL OPER: SEGA ENTERPRISES B YEAR: 1943

B Beautiful hand-drawn hackor:

parelax

:'_:.-;'_'.I'I_I"i-"ll;_]_ surreal charachers a Iy

quaity trme Into this celebration of evarything that plathorming weren't enough to ensure success fo

this eardy Saturn effort, as 20 gaming had falen out
f oen, The role af f &

heracter i thet of &

1 GAREf iy FEEn

Mightmarsh creabures stand in your weny, but moves

ar leapt peer. Collisions drain an enengy bar, and an fitbed in. The diff
On-SCreen meter meas z

J00 | RETAD GRMER COLLECTION
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peorever wihien they atteck, but restore
it it vangquished, Falls from height
and Kalok’s usea of his sword also
deplete this essential energy source,
which iz no emall matter, as it serves
to animate his spint, and therefore
his Mlight from purgatary depends on
maintaining this ethereal Iife force,
Hiz journay 1s anby made hardar by
the incamtations cast on each of the
chambers in the shadowy laic These
trap hirm within unless he can locate a
dimly glowing artefact that rystically
rencaals the way aut. As thase often
lie deep within each chamber, Kelok
must meks good wse of the hat air
flues found in the sbyss to make his
weiny back up from the depths, a5 when
jumped wpon, their updraft will launch
the warrior skywand.
The C16 has its fair ehare of action
achventures, but Sword OF Destiny

B Equipped with anly a fe

at reasure, yo

zvoiding their bl
that the frantc act

hag to be oneof the most attractive,
with large, smoathly animated sprites
and detailed backgrounds that make
gxcellent use af the system’s colour
palette. The audio, slthcugh Fmited

to sound-effects, sarves its purpase,
and the title's central mechamics of
fight and avoid alongside collecting
and platforming ara a wall-worked
combination. At 100 flick screens,

the gaming area s also pretty vast
considering the host machine's
mamory imitations. Most importantly,
thiese differant aspacts of the title have
been lovingly pieced together, with
slick presentation throwghout.

Of course, the failing of many
garmes is rmisjedged gameplay, but
thankfully this doesn't apphy 1o Sword
CH Dhastings 1ts difficulty level is near-
perfect, it seldom feels unfair, and you
ahwans want 1o have jUst ong more gao.
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B The Cté replaced the ageing
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NI European, American
and Japieiege budgel renels

B LS devmand lar cheap

COTIIL B Wiarssd, i afsnse
srgnris plateaned, and key

ELF gpesan mamulaclurer Srclse
dropped ilsprices, lemvngtho
Cla wilhaul & miarket

g

P R
i

P
mm——
-

il!;llﬂl. POKER

¥
. T‘JM‘-" il .l"l'ql?.-

ia...

AETAO GAMEA COLLECTIN




FUIUIE
Liass)

Madgr;: games you'll still be playing in years to come
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o Faatured System:

Pl STano
% Ypar Rebeased: 2001
o Puldisher: Sony
o Developer:
Maughey (g

Mutato Muzka
[Composear)

B0 UEEFER

W0 Heitima thoes (amons wrlihh &l
W1 Prrarer Cells unlocks ;
a cut-gcemns of Daxier "

m=es JAK AND DAXTER:

Fuman form.

¥ b peaparation fnr making
i Arve! Datar Maughey
Dy baadl ey kits for momths
before sny ober developes
caiside of Japan, with the
encafiion of EA.

THE BRACHEROLND

Followamg the close of the PlayStstion ers, the
compstian of Crash Team Racing end the sale of
the Crash Bandicoor icence, the successful Somy-
owned dev Maughty Dog set itself the goal of
creatirg a newy fctional world that was completehy
seamless on the incoming P52 hardware, Maughty
Dog asked its artists to emision what the warld of
their ness game might ook Be — Alsddin would be
counted a5 one of its stronger sources of inspiration
Jak And Daxter had high-end animation for an
earhy P22 tithe, part of the studios drive to master
the hardware in @ way that no other deweloper
had, which also entailed creating a whale rangs of
in-house custom tools for the project

Mario 64 was a huge sfluence on the staff, oo
| Instead of collecting a lot of randam elements into
| one unruly world, creating a sense of confindity
betwean anvironments and objectives was really
imperiant for Maughty Dog, and this is reflected
i the way that there's a maniatune Story o evary
side-gquest across the game. Some members of
staff at Naughty Dog felt they had brought a title
with elerments rormalky associated with Mintendo
o tha PEZ, Ultimately, The FPrecivsor Legacy wes

T

= YN Undoubtedly
atribute to the
Nintendo 64 era of

the 3D adventure
platformer,

Naughty Dog’s Jak
AndDaxterisa
fantastic example

of agenre now
missing in action

Al | RETHD DRTEH COULEL TIDN

THE PRECURSOR LEGACY &

a cnbical and commercial hit, spawning segquels
that were salidly mede, yet lacking the same
spark in guard| design

THE ERITNE

At the time of release, members of the press
often declared that Jak And Daxter was a
mixtare between Cragh Bandicoot and one of
g few Wintendo games — Jeddas and Mario 64
Being the most prominent exampbes. That was
high prase for The Precuwrsor Legacy wwhich
wery maich had the same accessible interface
and lighter tone of & typical Mintendo fitle,
adhering fo the rule that the main chargcter
simply has to feel setisfying 1o pley 85 vou
rmanoeuyre them thrawgh amge ;;i'.'r_:r' vl Whale
Crash was a structured platform atfar, Jak And
Daxter encompassed a wide range of different
enwvirenmeants gnd challenges, yvet arounded it all
in the same constant expernence,

The ultimate objectwe in Jak And Daxler is
tx gather 1071 Power Cells = read: stars = but
the quests to attain all of them are exquisiteky
diverse, challenging the player to explare, race,
fish, ogs plants, desiray fiving elephants, heard
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No Load Screens!

in tha game

Jak And Daxter, MIA

The cut-scenas are & bit talky, ARhough tha two herces are  As per sadeogame Tadrion, Jak i The Jaé Colscnon released by Sory  Maughty Dog took a nsk i kaving
bt Ak And Damdgr uses them o going 1o oiop Up 0 Somy's Srmash @ slend hero i the tirst game, with  this year colects the fiest Thiee gemess . Crash Banoiooo? behind, & Saries
bede [oeding screens completely  Sros egumdant it tha near futare,  Dexter filing most of the silences  mtha senes ogethar, end it's anothar  wwhich sold cver 20 millicn inunder a

Silent hero

Abandoning Crash

a huge mechreal  Maughty Dog decided nat to pursue wAlh arnoving gueps, In the second . T Inbuie S0 a Bygone oollection of  decade. It has since done [he same

breakthrough at the time, and ehe  a new Jak game same fime ago,  instiiment, dak gets a voice, but @ games — cerEindy the best way 1o with Jak, choosng 1o leave & behind
tha rosalty anhanced the gamepiy

creatures and loads maore, justifying these
bizarre scenarios with amusing cut-scenes
featuring the world’s many residents. The range
of objectives wes nothing extragrdnary in the
wake of Mario G4, but there's such a passion
in the way they dovetail with the creative gama
‘wirld, which subverts a lot of the clichés that
dogged 3D platformers during the previous
g generations, due to the amount of detail
imvestad in this backdrog

Like Mawghty Dog's range of Crash games
an the PSone, the developer infused Jak And
Drawter with its o identity, and 2 kind of
irreverencs in the cut-scenes-that wou wauldn's
nosnally see in oa Mintendo ke, Dexter 15 4
typically annoying sigekck, troe, yet there is
something endearing about the parng of him
with Jak, thanks to the occasionz! funmy bit of
dialogue and enthusiestic wicg-aciing

Yetit's the artformof busding an action-
adventune workd that s on display
here = Maughty Dog deliberately
cat out to make something moreish,
gnd they succseded, filling ewvery
pocket of the waorld with Power

""»_‘

pUrting the Series on higies

i [P52] The whole word s searlpssly doran

Addanhs-shyde ooy b awikcanic soeedviry.

dossn't acdd anything 10 the Siory [y e oy,

=

\@ 3%

tnguthir - it contains murgthing from 2n

Cels that demanded a combination of persistence,
precision and 2 little logic. As aresult, it's still 2 chear
higilight of the genre, gnd in its updated HE foom,
has been contemparnised for
today's garmers, One of Jak
And Daxtar's fnest features
i5 that the pace is set by
the player; no matter how
geep inta the game world
wou gel, every abjectve
resmains waae open at . all
times, which makes Jak
a compulsive game 1o
rewisit, angther smart way
that Maughty Dog
manages 1o
replicate the
l‘. Mintendo
affect,

x |P52] Sentingl Bagch requires a
sat il Latar al thinking ba fygure oul hove
ol peduoms I R My surdag

» [PEI[S0me of the Blue Eo chellngas
= ard a night fudidy He sdache 58 sive

whan SLaring wih the PR

GamePro
Reonre: S0
"I

WHY WS A FUTURE CLASSIC

In The Precursor Legsacy, Meughty Dog created

a high-end pastiche of different gameplay idess,
some of which it pioneered, and gthers that were
chvicusly Mintendo-inspired, Far fram a rehash,
howevar, 1t's one of the strongest platformers
ever made.

Taday, when this type of game sadly no longer
seems 1o have a place in the shooter-heawy
industry, it remains exactly as distinctive as it
oid in 2001, Jak I would absorb a trenoser opsen-
wioeld carjacking template, which would create
@ more mongtonous rinse-and-repeat mission
stvle, devigting from the mindset that made
Jak the collision of different genre ideas that
Wi e

Jak's advantage 15 1ts anti-repetton; the waorld
is built far the perpose of wariety, whether the
player bomnbs throwgh it or pores over every detail
Maughty Dog & one of the strongest brancds
associated with FlayStation hardwane, and Jak And
Daxter caemented that reputation beyvond the much
szfer Crash Bandicoot titles. That sy ambition
with the P52 technology brought the wery best aut
of the dewvelopear
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or something that reached such lofty
helghts as the 2600 did, 1t should ba
understood that there were no great
aspirations in mind when the synapses
fired that led to it Mlickering into
congciouanass. it began a5 & limble idea; a simple,
Al ineitghle fext sien — haugn ang that wiould
S0l Lake doing samething neser done betone T
Arehiteciung Wwas prethy obvious 1o ewrybook.” sad
project leader Al Aloorn; ther head of consumer
engineering. " The business swas dedicated game
chips, and cbwigushy i wou coubd get 3
mircprocessor and a game 7 ROM, that was e
chea (At had egs oo
What becarme the Atan 2600 began when
Stewa Maver and Bon Miner wiere coming
nack from ane of the mamy tnips back and
fortt beteesen their Cyen Engnesdng
rEackuar e n Grass Waileyr and
Az Irc base of operaton:
1 Los Gatos. Grass Val Eh

b e e e R
WWEE SEi 25 A0S

R&D group for
all its meiid
COr-0ns
and refated
projecis, @
relatignshep that
started in 1973
Chvan bad been
tounded by Mayes and
APy Emimeons = two
weers formedy of Srnpex’s

eng

Videatile ivision, [he Samse STomipemg

TN e |

i co-founcers E"\-IL::."' Buskmed

aunds a5 Al
led Datney, Az the coin-op videogarme fisld
began to guickhy grow wath competitors, Bushnell

knew e needed 1o stay ahesd of- e competion

I NEWY OEMes, g

AUt proguchan wersions of e games, Chole offe

ey WWere Dreaking mew groumd i ther gesgns. BE

THE ATARI 2600 IS PERHAPS THE MOST ICONIC CONSOLE
IN EARLY VIDEOGAME HISTORY, AND SO SYNONYMOUS
WITH THE ATARI BRAND THAT IT’S OFTEN SIMPLY
REFERRED TO AS ‘THE ATARI. MARTY GOLDBERG TAKES
YOU BEHIND THE SCENES OF THE DEVELOPMENT OF THIS
INDUSTRY-DEFINING CONSOLE
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It was during the summer of 1875 that Cyan
waould kit on s mast important coniribution, thanks
i Maver and Milwer The geestion they had been
asking thiamsshes on the o Dack wibs wheties
or ot they could leverage mecropocessons to
creste a game. consoe that could support multipss
imerchanoeable games. The reason 1§ wes on thesr
YOS WS Detause i Seweral months Stan was
pesen o enter the consurmer gectianics markat for
the frst fime. Fongwas set fonvade the home wia a
relabonship with retaler Sears

Thie mowe was made possible due to Atar
engnesr Harold Lee, wing mangged o cram Al
BAlrom's entne angeral Porg arcade oessgn into a
sirgle dedicated chip. Now, together wath Sears
consumer electranics industry gusdance and 2

Knowledge Bank

14 October 1977

ey manufactunng plant peed for by imeestor Don £199
Valerming, the Sears Tele-Games-brended home Fong 358.78 x 234,95 x 65.25cm

would Begn a new chapber m Atan's history. The £52g
COMpany was alreadhy pREnning flloa-uh consoles
based on the same innowatve technology, looking
to expand with home relegsas of the mamy Pong
sequels’ thet it had gt out in the arcade

This & precigely whgt led to Milner and Meayer
pandarey tha use of micraprocessars tor & fulune
consobe. [here was an obwious ceiling on the use
of the 'Fong-on-g~chip’ technology: wou neaded an
entirehy nes custom chip each time you wented 3
newy ot of gernas, Lising @ micraprocessar meant
Vau Cauld Srmahy wese the same man ehnpand load
riewy garme Softwane any e you wanted o play a
aiffarant game

As it turns out, management had also been
pondering the idea but warted 1o fake i a step
furthes, “Nolan, Jos [Kesnan, Atar presioent] and
| sat arcurd a5 a tedm and detided we nesded a
cartradge-based game systermn,” said Al With Alcom
awing the go-ahead o Milner and Mayer to being
the resesnch, upan returning & the Cyan facilties
the cha began investigeting what micronrocessors
warre invadable on the fedgling market o start
basing thesr proot of concept around

MOS Signetics 6507
{rurining at 1.18MHE)
128 bytas
Between 256 and 320 pixels per
ling, and 192 to 240 lines per screen
128 NTSC, 104 PAL

Atar Age,

Atari Club, Atari Owner’s Cluh, Ataran

a Ard nbed wsere the teaa sackers 0 the

o B LR R B,

ascent microprocessor industry, which began four
:

with the introduction of Intel’s 4004

chip and was ngw maturing through Intals 8080
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HOW IT WORKS

AGUIDETO THEKEY INTERNAL COMPONENTS THAT MAKE UP THE LAUNCH ATARI 2600

CARTRIDGE PORT

Besides baing the location
where game carmidges ara
plugged in, it alsa funotans
s an axpansion part of sorts.
Later rams like kevboards
and extra RAK uzed the
cartridge part to Alerface
with the 2800°s intarnals.

crU

Tha 3600 microprocessar is the
G507, an alvered wargion of the
venershle 6502, Missing somae of
the signal and intesrupt linas from
the 6502, it can address up to K
miemary natively — though later
develnpers got around this with a

technique called bank-switching, This

micraprocessor was also used as a
floppy dizk controder in Atar’s |aber
B-bit computer line,

EETAD GRMER COLLECTION

COMNTROLLER PFORT

Twra DB-5 ports used far
plugging in & varieny of
controlers and periphersls,
Thair mnovative use allowad
thea 2600 to have & mukituda of
potential controdlers at a time
wihen controls wiere normaly

CONTROL SWITCHES

Housad on a separate PCE that's joinad by & ribban cable ta tha main
bizard, these are the icanic confrol swatcheas used in the early madels
of thie 2600, These are (left to right) the power switch, TV type
[colour or black and white), left ditficulty, right dfficulty, game selact
[for cycling through the many game variations provided in a cartridge)
and reget. In 19680 the difficutty swatches weare dropped from the front
and moved 10 the back near the joystick ports, By the later launch of

hardwired to the consale,

Sy |.‘|-:-|.
LT Y 11 R
i

tha 2600 Jr, all the switches wera raplaced by plastic shders,

A
Stending for television interface
adaptar and orginally kiown as
A Srolla, this s the gurs of the 2600
graphics and saund.
RIOT
An geronym for RARM- : 4
|/ D-tiemer, It wWas more SPEAKER RISER
farmaily called the MOS Lata in the design of the 2600, it was decided
Tech 6532. It inchuides tha 1o awntch from intarmally mountad speakers
sole RAM an the 2600 — a3 in ather mid-Seventies consoles to sending
128 bytas worth, The chip the audio out directly to the television set, The
glzo reads the ports and spankear risers presant in the launch madel
the six control switches ghenwr the decizion came too late to change the
far the eonsoke, maukding of the case.
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R/F MODULATOR

The pleture generated by
tha TIA is passed to the
modulator for display on
WHF channet 3. Theugh o
miake it mare campbeated
for caollectors, soma
versions of the launch
modlel also have a channel
seletor switch for
channels 3 amd 4, or just
tha hole for ona in tha case
with mir aciual switeh,




and Motorola's BE0D. With mdustry stalwarts Fairchdd
Semiconductor and Texas Instruments not far behind,
sogrces for the technology seemed to be abundant.

Raon arnd Steve proceeded 10 plt Tooethes
several oifferant wish BSts for vanous exoerimien 1
microprocessor-basad game consoles, even going 5o
far a5 1o contact Motorola an pricing. The concept of
the conscle itself went thwoegh 2 series of revisions at
tres time, ncluding the possibilty of producing sewesnal
"ohericated” wversions, wath a group of ganes bl in 1o
wach through ROMS;

The problarm for an engineer dasigning a new
games conaole, tholgh, wes that the microprocessaors
clarenily an the market were stll oo expensie
argund 100 1o 300 each, A tip fo the 1875
ehectronics industry cormaention, Wescon, that
Septembear would soon chanpge that,

The Western Electronica Show and Conwention
{Wescon), at this time, was the premier electronics
inchistry rade sho incthe LS 1F you were &n
angineer in the electronics feld, it was your E3
Miner ang Mayer just 5o happened to be dong their
resgarch shorthy before the 24th annual Wescon,
wiich wias eking place in San Frangsco that year
They decided to make the g afier recsving a lethar
fromm & rew, unheasd of compary. imating them ta
corme lake & kaak at £ reee rcroprocessor, They
were 5000 to dscover that the company was a

the desvslopment on b own. BEvantualdy partnering
with ary obd busness acquamtance, John Paanen,
Peddle brought ks project to John's company,
PGS Technolomy. MOS had besn dying in the
erevamied caledator madket, and the ure of 3 low-cast
micranrooessar proved too great to pass up. ho, as
Miotorola was debiuting te BBO0 for 300 m August
1974, Pedde and seven coworkers veere lesving 10
begn designs on i1 ka-cost competitar

Their goal was 1o sl the new chip in the 320050
$25 e, and offer 8 series of micfapiooessors
and support chips. They decded o name the sernas
‘6B, to directly associate it with Maotorola's BE00.
The BROZ veowfidd be the main migroprocessor in the
senes, which gso inchded & seres of sipport chips 1o
glovy connactian ta various perpherals, just as Peddle
had pioneered at Motorola

I he upcomeng Wescon was ther target for the
introduction and initial sales, and that August MOS
Technoiooy begen placing ads in incusiny magaznes,
offering to sell a full microprocessar for $75 mght thene
on the Wescon show flaor, Whils the first half of the
oiter caught the public's eye, It was the latter that
infuriated the Wescon organisers when they heard
ebout it Wesoon was an industry rade shaw:, not 2
flea rearket. Upan armiving to set up in their stand at
thie mxpo, Padde and the MOS Technology peopie
vueie prompthy todd that under no cecumstances

Microprocessors meant you could load
new software to play a different game

WioLaNg upstart in recroprocessars, in an industry that
wias itself very voung, and was poised 1o rock the
feumdatior. That upstart? MOS Technology, which
waas led by Chuck Pedale

Seddle was a former Motorola emploves,
joiring the cormpanty in- 1573 to finish its fledding
microprocessor proect, besed in Mese, Anizona
After fising flaes in Motoralas indtial desion for itg
first chip, the GBOD, and designing the crucal support
chip mesded for 115 connechon o penpheral desnces,
Peddle wanted to move on o do 3 second-generation,
coat-rechiced verssan, Unforfunatedy Mosorols wasn't
nierestad in develoning 8y MONS MKICENOCEsS0rs
At the tirre, 5o, undaunted, Peddie decsded to pursue

Tha s of becoaming a prgud csvnas o This BLATR-CEFa-arT Garming
gyt during the holday season of BT One of Jos Deouir's
fervourite moments was waniching kids e this olsy fvs creaton at a
slirs chgpley during tha lanch

would they be seling thedr chips at the show wheng
eueryore in Silicon Valey would be comeng 10 see it —
INchEdrsg T guvs i Iﬁ_.',.'arl

Being auick-thinking, Peddie came up with ancther
salution. [hens was notreng prohibiong them from
esdling away from the show floor, nor mentioning
whene 10 go 1o by the chips, 5o they used their boaoth
for the standard presantgtion bt directed peaple %o
therr hodel suabe 15 achsalhy purchase the Ranraase
Peddla stationed res wife jest outside the suite wath
a barel of mecroprocessors and a stack of manuals.
Peaple waould busy the chip and accomparmning
diocumentation from her, and then enter the suite
S the full Senes and support chips aemonstirated by
Peddla and comparny on Uy funchoreg rainers iTIxA
and KIW-1], which they had also designed

It wesn't long before a large line of hopeful
engneers started develoging, inching a young man
Incking ta build & personal computer, Steve Wazrak
Alsg among the throngs of engeesars wera Wilner and
Mlayer, who ware both just 25 mpressed wath the
barred of microprocessors as the others in ling weare,
Litthe did they koo, thaugh, that only the sop half of
the barmel oontained working chips

Aftar getting their 502 with gocurmentation,
the vz headed m to See Pedde and hes people
dernanstrating the trainers. They met and talked
for @oout an hour-and 8 half, finally neqaotiating with
Peddie w0 come owarto Tyt the next day 1o discuss
plars for using MOS's 6502 and support chio i their
proposed garme System)

Fedde and hs team headed ower to Cyan, wihere
they met and negotiated over the neat tano days.

THE CHANGING
OF THE 2600

1 hae lauine:h werson of B 2500 Teatunes & besn®y duty hhck
plastic casng with characienstic ourved edgas, only sean
an this modlal In 1478 tha lock wees changed to & much
thirmer and beoder style, Likewase the launch version ndudes
SN FAATERNES T cormndl T pirnr, Solalinissck and wibe,
eft dificulty, night dithculkty, game sekect and game resat
settings. Also present inthe 1913 modal, in later versions of
thee 2600 the dificuty switchas were mowed to the hack

iy the 260 was to have all sound theeugh intermal
spesiers, but this was changed to go throwgh the TV
SEEEAETS AT T case modkls bad been dote, B8 2eh, e
speaker hokes nthae 2800 top hat and the speaker nsers in
the hottom half ars =0l prasant. Soma aarly rensans of the
fighrt 1978 model also have these prasentin verous degrees.

Thee lairizh version of the 200 i calied the Heasey St
Ery codiechorg, Bus Set R, o oot e nanme froi thie heaey
matal shakling maant 1o bock tha aectronic merlerance
ganarated by the 2600 The FOC {Fedaral Communications
Cormmiszion, the goverming body in te LS for regulating
bircestleasnrg | had not creaned its special class for dedces
ie this yat, so tha shielding was addad to meat tha current
stamdandzs. The P78 moded kft cut the hamny shisking, and
mgetharwith its coametic chanoes B sometimes refamed
tm asthe Light Sixer, It's a cormman emyth that anby Hesy
Sivers were made in Sunrmawale, butthe sary nuns of the
Light Seprs wena made there aswsl.

The motharboand of the 2500 & actualby quia small and
besides the rithon cable o the swich boand and the
ey porT, aontans thest man chips. (LT o rght The
E507 CPU, the NIDS BIOT chip and tha TIA graphics chip
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10 GAMES THAT DEFINED

YEAR RELEASED: 1974

Warran Robnatt's
o Adeantere wWes 8

massively defining game and
nat just far the A 2600, In
addtaon ta being ane af tha
garligst examplas of &
developer sneaking hiz name
intn & game, it slso allewed
players to stash tems and
want on to popularise tha
adiventure genre, which has
sinoe been championed by
ewarything from Hacrlfed Howse
ta The Lagand ¥ Zeida. |t went
o1 b sell 1 million units, which
isiT bl for & gatne ingpired by
i faxt adwantura,

EL
YEAR RELEASED: 1952

Howard Scott

Warshaw's £.T. halped
dafines the 2600 a3 well, but for
all thi werong reasans,
Originally anwnsoanad by
Wershawr as an innowvative
comgaman pecs o the film,
late negotiatians for the rights
maant that he had just five
weeeks to gat tha game ready
far Chrsmmas, Although it sald
oser 1.5 million units, Aari ing
actualhy ardared 4 million, amsd
a5 @ result had to send surplus
copies hack, with rumars
sugjgesting that the canrdges
weare used as landfill,

YARS' REVENGE
YEAR RELEASED: 1382

J Ir tha samie year that be

craated his most
moforinus game, Warshaw also
shipped his best. Starting off &z
a port af Cinematronics’ S
Lastle, Warshaw remauldad
thia game inta samething
complately ariginal. The e
Fresull s an amazinghy
innovatsa shooter that bacame
so popular it even spevwnad its
pyen theme sang and & radin
drama based around the comic
book that featured the original
gtnery. It waant an to bacome the
bestzalling onginal title far
Atari's consale

SPACE INVADERS
YEAR RELEASED: 1380

There are fow gaimes a5

dafining at Atari’s part
of Space Imwdars. It was the
first icensed arcade game,
became the first consele
Vidaogame o sall over a milkan
unita — it eventually sold awear 2
mvifionin its first vear — and
definad the term ‘killer app’
wehan its shear popularity saw
the 2600's sales quadrupla
after the game was released,
Mot bad far a machine that was
alraady thres years ald at the
fima. Although not wery arcads
Berurate, it sported 112

{lifferant gamepley varatons,

THE ATARI 2600

COMBAT
YEAR RELEASED: 1577

Cambarwas inspired by

Tank but mproved on
tha orignal ercede game by
effering 27 differant gameplay
i s that were also inspired
by othar arcada games.
fvailahle as ona of the Atan
2600 mine [sunch titles, its
remembered by virsally eaery
2600 cemier, die o being tha
game that was actually
packaged with the congole
steve Maver, Jog Deculr, Larry
Wagner and Larry Kaplan
craatad one of the earliast
examples of & two-player
game on the machine,

Motorola sued Peddle and MOS
Technology for theft of engineering
drawings and trade secrets

Steve and Ron's previcus dream specs were
chsoussed, a5 well 45 needs, posstde Bodod demigns,
and tmancial argets. In the and, Cyan decided to
sign on with MOE Technology's chip, but not the
GR0Z. Because it was targeted for & mess-produced
gemre systemn, cost was an issye and the proposed
G507 was more in line o meet that goal, With the
GROT and the support chp, they'd just need to
design a processor for graphics and sound support

MOE had a refationship with another enginesning
firrn by the name of Microcomputer Associates,
which had develapend the debugoing software
for WIS s traening Systems and had s owrn
derveloprment Systam that was being publichy sofd the
fodlowing meanthy, complete with a tesminal interface
and badt-in debiusaning software, Celled the Jolt it
was deadsd to use ths gs the miein board of the
consale during cewlopment of the oestom chip

Cne last hurdle remamed. Both MOS amd Atan)
Cwan wented to saf up a second manufaciuring
souree for the chins. MIODS wanted it because setiing
UD 8 second sounce woucl give it mane credibility
v e rnCRODrocaSsor Mmarkel, Stan wankad it as 8
backup mocase MO went out of busness, which
wodd inot be that uncommon. Atan also wanted o
deal with someone on the West Coast, instead of

RETHO GATER COLLECTION

ot east wihere MOS was located. It twurned out bath
cormpanies had someons in mind, and both ware
thinking of tha same company: Synertek,

Peddle had waorked with the Syneriek president
and co-founder, Bob Schreiner, during their tsnure
at GE. He also knew Schreiner wanked fo get
N MICRFooEES0rs 4nd Wwab rang han Rapoy
fo hedpy s oldl friend out, Atan wanted o work
with Synertek because they alieady had a working
relgtionship — Synertek was the company doing the
"‘Pongran-g-chip’ 1C lavout and manufachaning

With everything settled by the next month,
*ilner and Mayer notihiad the other microorocessor
rmanufactarers that they ware no longes miterested
in their products end swere going with MOS instead.
That wis fine for most of the manufegiurers, singe
the Cyvan contract was not consioered the big
rareny dedl they were looking for. Fine, that is, for
all except one.

hatarala, which had keot an eye on Pedde, sued
hirr and MMOS Technology far theft of engnesang
grawings and trade secrets exactly oneg week gfter
the annourstement, Lising the short termarcund troe
betwssen Peddia's departure and the production nen
as evidence, and the fact that the B0 model was
pin-compatible with Mozorola’s 6200, it filed =it on
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3 Nowernber 1575, Here was the exact reason winy
Atar wanied & second sourca, with the possdlity

of an inunction preventing MOS from doing anmy
ranufacturing. Mobonoia everualhy won e st
though not against the 6502, The terms called for the
destruction of all 65015 and & payment of $300,000
for the legal feas. Thoah it weadd end up meking the
BE07 & very collectable chip for computer enthusiasts
oy, 1L was of lithe concenn to Atan and Cyan 81 the
tirme. Thay had thes second source, &n extrarmely
cost-effective base design, and the telent to begin
thair next-generation gaming console.

By December 1875, Minegr and Mayes were able &
get a working althowgh bugoy, prosotype o play a
homne wversion of ManfFee's hit arcade game, Tank
I lsing the BEOZUCT setup eang with the beginnings
ot A cestom graphics chip, the Deo had even
appropnated the actud joysticks from a fank
cain-op for the prmondal systern's conftrols

At thet paint, & yoursg engineear was hired by Aloorm
0 help dehug the project end bring it beck from Cygn
o Bian for its next stage, working &5 a brdoe of S0t
Joe Decur was a graduate of the kocal LG Berkaley
and wearking it medizal instementaton design, and
looking far & way ot “We veene using expensive mew
BopapmEnt o iy haraikcally 1o sawe peonhs i g lhy aerd
ha revegied, "Most of tham — 91 per cent —
died @ ther way, Eeas kind of aemorassng.

Afnend of Decurs, Bd DeWath, had known: Milnar
and recommendsd Decsr for Cyan. Decuir actualhy
WESN'E sure sbout going indo games, bt luckdy for all

5
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SOME OF THE MOST IMPORTANT AND INFAMOUS TITLES
TO BE RELEASED ON ATARI'S POPULAR HOME CONSOLE

PITFALLI
YEAR RELEASED: 1382

Pitfalll wias & massive

daal on the 2E600. it sald
orver 4 million units, becoming
the sacaml bastzelling game on
the system after Pac-Man The
game had its own carfoon
shiows and halpad establish
Aptivision &k & plblishing force
to be reckoned with, [t's also
oni of the garliest examplas of
& scralling platformer — games
bafore it were sTans,
sinfile-soreen #ffairs - and
whils Pitfall Harry whasn't an
official Atari mazoot, manmy
gamers instantly associated
Iwim wetth the 2600 console.

RIVER RAID
YEAR RELEASED: 1382

Created by ex-Atar

coder Caral Shaw, and
besad on Afari's 1978 coin-ap
Sky Raidar, River Raid wag
anather hit for the fledghng
Activision and became the
tenth bagtealling gama on the
gystem, with sales of auer 1
milllion. Like mary Acovision
games (t'5 an incredibhy shck
piece of coding that pushad tha
michine in ways that were
rarely soen on the system,
Fiver Baldwas an infaresting
shonter fasturing refing
tereain that was dynamicalhy
generated during play.

MISSILE COMMAND
YEAR RELEASED: 1950

A the graphically

dzappainting Space
invaders, Mizels Command
proved that T was possible
creste an extremely goad
raproductan of a hit arcade
qeme an Atar’s console. Theara
weare ohyinushy compromises
made 10 the game = iU's missmg
the planes and UFDs, for
axampla — but it's sl 8n
extremely fun game. It proved
1o be an euslly big hiton the
Arari 2600, eventually going an
ta gall over 2.5 milion wnits,
making it the system’s fourth
bestselling game,

THE EMPIRE STRIKES BACK
YEAR RELEASED: 1982

Adthough The Empiee

Shkes Back wasn'k the
first videogame to be based on
a film ar TV licence, it was the
first ta proue that it was
pos=ile to capture the
excitemant of the ariginal
pradist, The first ever game to
be based an the Srar bias
tranchise saw You Zoaming
araund in a Snowsspaeder
whiba taking doven Imperial
AT-ATs. Extremely papular at
the time amd later canvertad to
the Inteltision, it started a rich
gaming franchisa that
conTEILesS o this day,

PAC-MAN
YEAR RELEASED: 1382

When Pac-Aan wias

being creatad by Tad
Frye, ftari was sa sure of its
success that it simphy assumed
10 mdlian 2E00 owners wiild
rush out and buny it Mot anby
that, bt it thought mare paopha
wianld by the maching to phay
it (ivwas a pack-in titlel, leading
Star to ordar 12 milkan units on
tha assumption that pradicted
sales wiald reach 3500 million,
The: plan backfired, amd while it
shifted T milan units, it created
a mezssive number of unsold
carts, which marmy attribute to
Bitari Inc's el fate,

of us he was comdnced by his father ard anothes
fand. "My father said, Pk the job that teaches
o mere,” and Cyanf&tan had the potantial o wach
chip design. MWy friend Greg said: "You can do good
for the world with games. Most paople are sick by
thair owwn hand — smaoking, bad esting. et — and are
lonesame and bored, Go gheed and entertain tham,™
Decuir immediately 581 about debuaging the
dermo svetarn, and ong of the first things he had
o0 do was hénve an account created an the DEC
POP-11 timeshering system the groun was usang for
cross-gssembling the dema game code. Needing &
pagsword, he chose the name of his favaurite: bike,
Stella, which he stll cwns and noes 1o this day.
The mame wousd stick and eventually becoma the
code name for the 2600's custom graphics dhep,
but in the meantime Decuir’s goal was getting tha
Tank garme further akang in time for 8 Febnsary 1876
demanstration to Bushnel, Keenan and &lcom. The
prototype s architecture at that trme was inflwenced
by the corm-op &vcade game gesign that Cyan hao
giso dome for Atan. That waoudd certainky meke sense,
given thet the gosl of the 2600 was to pley &l Atan's
earty and mid-Sevanties coin-op oames

I essence, it wes a minimaist version of the
features present in Atan's coin-ops, Evenytieng was
syrced to the scan ines of the wlevision asplay
What was to be gisplayed on the streen was then
supported by separate hardware regstess for the
sgrean elements that swere themselves split up. A
separgtely genergted background fled with “stamped’
graphic tems was termmed &5 the ‘playfield’ — a
e Domowed from pinkall. The objects that wene
player-controfied of besa ctve wene termed player!
missle objects and used ceparate herdvwane object
genergtion kncam foday as ‘sprites’. In this case,
each object ta be displayed would be generated
separately by Isading the indvidual pivel desonptions
tor each o seweral hardware registers. Both the
playfield and plaver reqisters could be reused by the
programmer per each scen fne, meaning you could
have multiple pleyer objects — a concept done 1o
keep costs down but that would ultimatedy lead to 8
vary flexbée spstem that alowed graphics capabdites
far beyond what was cngrally erwisioned.

Wihen Febnsany roled arolnd, also on the agenda
for that dey wias. a demonsiration of 4 prototype
videoghone systerm thet Cyvan had desaned.

o e e g o
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T it b el this 5503, Chwick Packlie ales bl s oi
tha proeod of conost for tha 2600 amd find a seoond souncs B0
rmarLscture his ohips for Atae

Howewer, only one of the two would make i past
approvel stage far full product design down at Atan,
g5 Bushnel hiariously dismissed the videophone by
roening the t=am throuah it
Mo thatl the propect wias aparosed 10 mows on
and corme dowam from . Cyan o Atan, Atan knave it
Wwas gaing o have 1o bring someone on board 1o
desior the full custam graphics chip, Mone of the
engineers in the con dvision woukd be o to the
task of the advanced oustom chip laoul design
caled VLS [very-large-scale integraton|.
Uikewese, Harold Lee, who had
designed the custom
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REVISIONS,
REVISIONS...
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‘Forgeon-a=chip’ that [auncned &tans consumer
dwision, didn't fesl he was up o the task either. “You
coidd pack a lot more legic in when dynamic kogic
became availebie,” Pa explained. "I'd never designed
a chig like that bebare, 5o | dide’t want & do that, and
that's when | brought Jay hiner to do it singa hea'd
already had experience in designing those chips.”

dore an the onginal prototype and began producng

a gate-ieval version, which would be the exact one
that carried geer into chip forme By the time: it wss
finished and maowed into its earhy chip fofmat, swheans it
wias renamed TIA (ehnasion inesface adastor), sovseral
mar ocourrences hanpened that would attect 1t both
in the immediate and long tenm.

THE 2600 WENT THROUGH
SEVERAL REVISIONS
DURING ITS TIME ON THE
MARKET, AS WELL AS
HAVING ALTERNATIVE
VERSIONS AVAILABLE
THROUGH SEARS UNDER
ITS TELE-GAMES LABEL

Alcom and Les had known about Miner because of
hig previous work on helping thesn with the “Pomg-
an-g-chip” kyout 8t Synertak. Mow, after setting up
Syrarek 85 2 macd secondany sourca for the 6502
chip, ‘wiuch was fast gareng popularty, Alcorm used
that as leweraoe for onding Miner awsy. Pramising
large chig orders in the near futune, a5 Afari was
beginning 0 use the BEOY in coin-ops &5 well, he
wias able o get Miner under an Aten badge
Decwr had already bean nofifed atter the Februasy
demonatration that he was moving down to Atari,
and wath Miner on board, he'd be apprenticing
direcihy under the man Akom described as being

Everything in the V(S pointed to a high-
end piece of entertainment equipment

called the Yickso Computer Systenm = was crucial. As
such, it didn't make an appearance at the Consurmes
Eectronics Showw until after the deadine

Last was the release of Fairchdd's pam
micraprocessor-aased system in August of 1976
With Fairchdd in the area and sewveral engineers at
Aiar being friends wath the systerm's designer, Jeity
Lawson, they knew the console was coming. Jemy
WwES esen able 1o solve the issue on Bis consobe that
had been plaguing Atari’s desagn team, which was
guarding against statie dscharge whan rermoving
carticges — an answer that Atari quickly employed. But
nick, with Faerchild hitting the market trst, it was cleas
where the future of home consobes ey, fnd 85 far as
Maneny Gerand, the newsy overgaer of Atan for Wamer,
wWES concemned, the futune of Aten was the PG00
Warmer had that much faith n it

By the tme it was finaly showsn off in June 1977,
the 2600 had taker an the charactenstics af the
flagstap product Wanner demanded and Atari wanited
A ik of heavy, styksed plastic snd faus woodgrain
desigrad by Doug Hardy and Fred Thompson, i
s medant o it wsw@lhe in amone’s entertamment

First and foremost was the sale of Atari Ino o
Wamer Cammumications, compéeted in Ootober 1976
Aran nad been in oirg straits finarcially and had bear
lacking for pecple toinvest and inject much-neeced
cash to alowy the comparmy to comtinue to growe. \When
that didn't wark, Bushnell and Keeman begen looking
for someone o sell the company 1o outrght, and
Wamer came knocking with its desp pockets,

Second o happen was Alad's settherment with
Magnawox in the beginning of June 1976 ower patent
levsuits. Agreeing 1o pay a lange sum and give free
access o any Atari echnology slready produced ar
in prochection untl June 1977, hiding the: 2600 — nowy

HEAVY SINER

The ariginal 1977 moded with its six
corsohe levars, thick moulded plastic,
heswy intemal shislding, e woodgrain
&l deluoe controllers, Notable for beang
marnufactured in Sunryvale,

LIGHT SIXER
Relessed betwesan 1978 and 1980, Cogt-
reduced exterior and joysticks

2600-A

Faursavitch mocdsl, difficulty switches
moved T the back. Last model with
woodgrain effect.

R

-
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“thes st chip laout ooy on the planet”, Together
they wrould be beading the transton from the Cyan
proof of concept to a fully produced game console,
cormplete with the first-of-its-kind custom graphics
chip Lamy Weoner was alsa aodded &s head of
softwsane development, and he woud sventualy be
ri change of hiring the programmess who dad the first
tery launch games — many of whom wosdd go an to
fiormn Activisaon.

Most of the engneedng for the corsumer diision,
Gince b vas sbll st & small group of peophe, was
fakeng place amend har coin-on dvsan coleagues
After all, Atan had just started ite foray into the
consumer arenz, and its mzin bread and butter at that
fire wias still arcade games, Aleom knew that Atar
reseded 1o keep the rewolitionany consoks & secnst
freen cormpetitars, but #sa, rhae impodtanthe, froen 8
ot af managermeant: "My job was to keep the hourds
away from these guys, to keep awey the corporate
pepn counters gnd just let them do their job, which
wag about B per cent of my fime.”

He rented a secret location far away on Division
Sireet to let the expended tean do their work, That

;
;

k]

2600

Faurswitch all-black mods called the
Drarth Vader® by collectors, Fest actual
uge of 2600 a5 the name of the console
mstead of its modal number, mamby
because of the simulteneous releasa of
thez Atari B30 im 1982

ATARI 2800

. Retesmed 1963, Rare Japanese verson
ol the 2600, Relaased in the US a5 the
Sears Video Ancade I,

e e

260008
Relessed in 1985, The fins revisian,
extrermiehs cost reduced,

didn't last long, as without teling bm, head of coin-op
engineering Steve Bristow rented the buliding right
next coar for Aten’s nesw pinball apergtions

Urler hiner's leadersfap, the 2600°s anchitectuns
was formizlised, restruchuning the internal memony
mep end planned hendvware ragisters, and making
Sur@ the Syrchronisation Detwesn e GEO7 a0d the
custam graphics onip was so tghl that there was less
marnory needed. BAM was costhy Tor the tme, 50 the
consale would have to make do with the 128 byvies on
the 2E00Fs thirdd chip, cabed REOT IRAM-LIO-Timer
The custam graphics chip had now been renamed
Stella by Mlinier after seeing Decuir's s of 11, and
oo Meiner s boss, Bob Browwn, used it for the name
af the entiee prosect. In the mesntme, Miner and
Crecuir took the bare-bones graphics processing

centre. It also teatured a par of defuxe arcade-styie
controfiees o fulfil the requirements of playving the bulk
of Agari's early arcecke gamies — dioital jovsticks and
analogue paddies = designed by Gerald Aarmath and
John Haysshi, Also of mobe to those who saee 1t at
the show was that, unlike Fairchild's console or anmy of
the mamy Fong machines on the market, the 2600's
sound was caming directhy throwgh the televizion’s
spegkers nsiead of an intemal speaker, With the
rch chearer Sound outiut ard the oeerall productan
wilue, evenything pomted to a high-end piece of
entertainmeant egipment.

Cebuting in stores on 14 Ocsober 1577 wath 3 set
price of $198, Atani had immedistely sold out of its
erine iritsal A00,000-unit- proguctan run 1o retslers
for that Christmas season, The consumes age at At
had begen, and for milkons of homes # was soon 1o
be the Atar age
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/N INSIDE THE ATARI 2600

DISSECTING THE ATARI 2600 JOYSTICK

IT'S ONE OF THE MOST ICONIC CONTROLLERS ARODUND AND IS ARGUABLY AS ASSOCIATED WITH ATARI AS
THE 2600 ITSELF. JOIN US, THEN, AS WE LOOK AT ONE OF THE MOST RECOGNISABLE JOYSTICKS OF ALLTIME

-y — Tha deluxa nature of

lj"'

the CX-10 iz readiby
| Pl ! B apparent with the use of
I haay springs for all four
directionel contacts and

the fire button to prowvide

‘ ‘ an arcade-live floatng feel
to the stick.

Thie 2600 joysticks, symonymous
with Atari whan you think of game
contrallers, were inzpired by Atarif
Fes Games” hit 1574 arcade game,
Tk With the arinal proof of
concept of the 2600 based around
plaving a homa varsion of the game,
anvil weith Tamk includad with the unit
o The pack-in carmidge, Combas
the need to do 5o wWas obvious.

Al IIJLJ r' n r_ iF h' S H et of

= -"ﬂ

'\.;;

e

1 Most fans are not aware that the launch
version of the 2600 included a special

|eyanick only Sean with his modal,
Desynated the CX-10, a5 with tha conzole
caga, this model is & deluxe varsion. Sean
hiera an the left compared o the mare
common CX-40 joysuck on the right, the
immediata ditfarsmce 15 tha presence of a
heanry-duty rubber grip, completa with inlaid
Atar logo. Also note the absance of the “top’
desynation Added to the CX-40 to help out
confusad first-tima users.
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{in tha insida, the shapas
of the controfar PCE
also differ in looks and
laeit, wath the CX-10':
=X connactars spht thrae
by threa.

- —

The CX-40 matead ges & hard plasne dise

1o make contact with the cantroller FCB, -—
ging it its more characternistic stiff feshing. -
The fira button stll includes a sprng, but -

it's a much lighter spring, providing less ® i
feedhack than thase on the CX-10

ATARI AS ITS OWN COMPETITOR

NOT KNOWN BY MANY, ATARI ACTUALLY WORKED ON TWO ALTERNATIVE

SYSTEMS TO THE 2600

The first wias a system that never saw
regular production, called the Atan
Game Braim, Meant as an atemative
1o the 2800 microprocessor-hasad
architechere, each cartridge containg
o the: circustry for each gamie

The console itself i almost amipty;
containing onhy waning for the contnols
and hookups.

At lwst glance, the Garne Brain
locks like an attempt to cram every
single control achems in Atan's
ereade games onto the suriece of the

WWW PDFMAGAZINES.ORG

console, with four direction buttons in-— §n the US and the SD-050 by

lhema of forsticks, bn fact, & Rolodex:
etyvle stack of cards was provided to
show which butions were used for
epch of the fve initid games: Vioko
Music, Ui Fovig, Super Pong, Stunt
Cyoie and Video Firbatl
Althouch it was cancslled,
consoles with the same concept
of full dhedicated corsole hardware
insicke removeble cartridges found
thesr way ot the market in the
formm of the Coleco Telstar Arcade

20000+ DIGITAL MAGAZINES
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Harimex in Europe,

Atan alse hedged its bets on the
future of the maket with a dedicated
hormie vergion of its Tank coif-op
ealled Tarik i The console lestuned
harchedred varsoos of the same
joysticks planned for the 2600 and wes
actusly showen glongside the 2500 at
T June 1977 CES, When it was clesr
that the 2600 was in demmand for the
upcoming Christmes season, Tank
Wi Uinberenmanioushy durmged.
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\THE CLASSIC GAME
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his cult follows-

up to Julian

Gollop's highly VampfrEE

regarded Chaos Vampires can take e

[ -
]
BAGIIARY S o flight to avoid growund "
a hybrid, taking aspects attacks but must fight .
of his egually well ;
considered Laser Sguad 5 B on terra firma. am™
and merging them |
with its predecessor, :
..... o ol II|'|.|'|. ..
=] ]
Your Wizard Opposing P -
1zards
You can chooza spalls, Gi : "
attributes, and & name for The thres margas you battle tant 5p;der5 I B
vour character using the are named lorquemada, These are one of the =
Wizard Designer. Elbo Smogg, and Ragaril. most powerful land- Pixies =
TN A Pixies are invisible to e
enemies, making them .
the perfact spy. o
f ]
I § q. =m >
| ]
= [ ]
Unicoms &
Unicorns are a good i
choice to ride into .
hattle, as they have -
BN ERAREL, Magic Fire -
» Gryphons This is a powertful ]
n Grm'u:rﬁwill capabl Golden Dragon spell but can spread Gooey Blob ""w
- it Thess mythical beasts Thecas read B -
fiy vou across the breethe firs but e out of contral, 158 )
. hattlafield, N W E T magic fire and harm ]
™ difficult to conjure up. il e o
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u [ ]
u ]
& Cauldrons mu"
[ Thesa are used to mix -
[ ] magical potions, -
- E_ n
- "
L] Vials - Treasure -
o Vials hold beneficial Keys Chests o
[ ] R p— K.eys open doors and Aside from treasure, Scrolls ]
(] @ rﬁ' 1 t :_'.E:_' cl'ls[rg'@[h_ treasure chasts, these chests can cantain Scrolls can reveal vital, - ]
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WHY IT'S A CLASSIC
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BEST STAGE

Gaming clessics often trenscend their genra to become celebrated
a5 g great game, rather than just a great game of their nype. Lovas
O Chaves i a fine example of this; a title hard to pigeanhale n

amy comdentional genre, which s also (ust acoessible enaugh ta
attract attention beyond that of its natural audiance. That being
said, it caters equelly weall to devotess of strategy-based gaming by
prowiding satisfying, slow-bum gameplay. Addiionally, the game's
clean design and aftractive visuals make itone of the hest-leoking
strategy titles on the Spectrum

~
4.

y

O the thres wizards you do bartle with, Elbo Smags, the ruler of the
Slayer's ungaon, i= the most challenging to dafaat in hand -to-hand
combet, and therafora tha most memarabls mage. Grantad, the
wiizard Ragaril is technically harder to get the better of, but thisis
mmare down [o the many puzzles and traps be senswittan bis doman,
rathar than his proveass in armad spall-casting. Smogy’s tactics

are o canjura up a vertable aromy of creaturas, capabla of tackling
amy you might have managed to summan yourself, bafora toszing a
biarrage of his favourte spalls inyour drection,

The gamea's first scenaria, The Many Calourad Lan, alloss yai to
hone your skills, while its second, Slayer's Dungeon, i5 & Stern est
af evarything you've learnad. However, tha third scenama, Raganl's
Domain, halds challenges of a slightly dittarent type. The wizard
Raganil, unii&a hig predecessors, rules his domain through guia
rather than hrute magical force, and sends craatures to fight his
hiatthas for him, This woukl make reaching Ragaril and defeating him
Bietare ha escapas hard enough, burwhbe tegetatng the maze o
his lar wou also have to avall his traps and solve his devious puzzles

L
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BEST SPELL
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There's no shartege of candidetas for this category, as the gama
features an extengive, eclectic mix of creatures sourced from myths,
lagends and the natural world, And while riding an elephant inta
batthe, Fhing a fhargy aver the plafield, or setting & vampire an yeur
appasite numbsar ara all kgh points of the gama, the most practcal
and relighle choice weould have to ba tha giant spider. Admittedhy,
large arachnids lack wowe factor, but since they can hald ther mam
against almast amy other creature, they should be your first choice
wehen conjuring up soldiers, or guards for weaker creatures,

Do IN THE HNOU
o i PUBLISHER FLATE S THATE
v -

#r

T wle
3 g

What the
press said...
ages ago

T ———

OF the game’s spedls that aren't used 10 SUMMON Creatures, you
weaukl imajing the most uzaful woukl be one usad 1o attack the
anemy ar defend yourself and your forces. In actual fact, the one
piece of magic that nowazand should be wathout is the telepormatan
spell, Let's face it even the most brillisng tactician can get i wrarny,
arl the most rekabla of attacks can go awry, leawnng you on tha
kising skla with Itte energy laft in rasara. Inthe unennabla
pasition, tha safety net of your tele portation spell is the o yau
wwan T have lafTin wour Brmaury.

i

i
Y
y

we think

What

It's hard to pick ane mament in & game af incremental progression,
whizre wou can lose yourself for hours o0 a tme; instead, iU's probably
mare usaful to kghlyght a coupla of achievemeants that provide

graat satistacton. Dne early memarabla memant is wanguishing the
wezard Torguemada for the first ime in the gama’s opening scenario,
having first endured what seems like enidless defeats at his hands,

B much later mibastone, reached after axlensne plsy, © canjuring

up the legendaey golden dragon, & feat requinng healthy reserves of
magical anargy, a cauldron, amd same axtramely rara dragen harb,
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ANDR=W BRAYDBROOH

Andrew Braybrook created some of the greatest Commodore 64 games
of all time, including Paradroid and Uridium, before disappearing. Now, in a
Retro Gamer exclusive, he reveals the methods behind his game creation,

his interest in music, and why he'll always love programming

LIKE HIS FRIEND Steve Tumer, Andrew

was working on computers long before he
programmed his first game. Several meetings
with Steve saw Andrew joining his comparny,
Graftgold, and his innovative games and slick
coding soon earned accolades from reviewers
and gamers alike. After creating many memorable
games for the C64, Braybrook turned his talents
to the Amiga, and continued to deliver the same
innovative and imaginative games. Graftgold
struggled in the PlayStation era and eventually
folded, and Andrew vanished as well, Urtil now. ..

VWhat did
you want to do when you
were still at school?
| ikt
have much idea of what | wanted 10
do when | was at schodl. My dad said
arline pikat o bank manager wete
the best jobs. I'd have been happy
drivireg a JGB, The grammsar school |
Wl 10 wes university-onented. The
careers afficoe just had brochures for
the universites. By the end of Adevels
I'd hiad oy fill of education and wes
kean 1o eam SOMe maney 0 buy a
nice bass guiten | went to the cereers
of fice and asked abaut jobs. They
said: Just apphy o some urrversties
arvd theyll help you when you've
gredusted.” Computers hadn't neally
rrsade @0 impact at thet time, They

414 | HETHOGAME#R COLLECTON

kad 2 desk that contained a 1K RAM
computes with 3 card reader and 2
prrier. Thare was no video scraen,
50 | mever pangoed the impartancs

oof that, Thie Elestronies Club had a
Cammadone PE |, but | wasn'tom it sa
that passed me Dy oo

So what was your
intreduction to videogames?

It weas probably the guys |
wiorked with at GEC Marconi —
Rabert, Richard and Kedth —in my
Terst jol, who infrochsced me 1o
Attack OF The Mutant Camels on the
Cammadone 64, We'd rmeet up at the
wieakends and play comouter garmes
Rabert had a VIC-20 as wel. lt wasn't
il soere years lgter when | met
Jeff Minter that | realised some of the
tncks e had to do to get that complex
a pragram whtten in 3K of BAM, wath
all the graphics and sounds too. My
smafest gemne ran o abot 24K

I it true that you're a big
shoot-'am-up fan?

We definitely oot our money's
wirth ot of Jeff Minter's earky
acames. Ye plaved Ve, Artack
OF Tha Murant Carrals, Revarige OF
The Mutant Canals. . At that stage |
stil hadn't got amy armbebicn to werte
an rrecros, out | was playing the
arcade games of the day: Sraskolt,

WWW. PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

Space nvadars, Astaroids, Battlezome,
Galaxian and Fao-Man. Each pub had
a differant ganne, so we wolkd tour
foand treem all an a Frll_l".j'y' EAEEG
o piay Bach garme, Ve were qute
campatitve and ahaengs anded up in
the chip shan olaying Asteroids. We
ked the chalengs and the speed of
[T GBS

What was the first computer
you owned?

It wes quite a kot later when |
pought & compiter, it wes my dad
wia Baught @ ZXB0, then a Z¥A87, and
a Dragan 32, | started writing garmes
n BASIC on those to start wath. |
vwas also staying fate at Marconi and
wariting oames in COBOL by that time,
Sa the first computer | cemed, . that
wiouid have besn a Commodore G4
that | bosght about frve years later,

Up until then | had ony used the
Commodore 64 at Graftgold and | was
still wisiting the guys fram GEC

How did you learn computer
code? Were you salf-taught?

Stewve Turmer wes waiting for the
Z¥ Spectnam in 18683 in machine code
= oL e assemoler at that irme; he
waas writing code in hexadecimal. We
must have taked abaut me onng
hirn seriting games a fewe times., Ve
decided that | shoukd



ekends were
___..:an inconvenience
because | couldn’t
'go to the office™-.

Firu&lml: rist 1
Special Edit *
Uridium 2 1083
Virocop 1995

g |
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a cfifferent platform and
cited the Dragon 37 a8 the second
mast popular machine. 5o | Bought a
book on GB0E assemibler and started
o write some simple routines o
riterface 1o BASIC. It was shoe going
pecause | didnt haee a0 assamider
aitrer. | wrode a plot routne to displny
a spaceship on the screen; | was
wioeking in hesadecimal too. That was
tosar mach like hang swork 50 1 bolsgt
an assembdler for the Dragon 32 Thag
rade vie & 1ot aasr. | had leant the
power of assembler tram the Marconi
technical sppart team. Assembler
was so much faster than COBOL, but
fresy ghvays o the assembler books
s | owsenl o owisit thern, | hadl a
rather ideaiste aporoach, thowgh; it
takes 2 while to get & gip on howy

tle wou could dio B0 times 3 second
an thase compuiers

What do you
enjoy about coding?

Coding is an
almost endless repeat
cycle of finding and
fixing problems, and
they are self-created!
Only at the very end
does It work without
any problems. If
we could just write
error-free code then
there wouldn't ever
be any problems to
solve. | do get a great
deal of satisfaction
from fixing problerms,
thDUﬁh, as It brings
out the detective
in me. The creative
side can be a bind
too when you can't
think of sc:mething
interesting to do, but
it is rewarding trying
to impress people.
The best bit for me,
though, was the
variety of the work
because every day
Is solving something
different or creating
something new.
Taking a qame right
from initial design
through to promating
and dermoing the final

R TR LAMEH LOLLEL TIE
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FPRRADROID

PLAY

BACK [N IS5LIE 98, raadarns Witan
FPareioid a5 The basT CR4 garma of

eradrod.

al tirra, '8 a szatamant wia fing
FrpraEsibia to 0 sagees wigh, Passsd
wiees Arcdrens's sacond game for 1ha
CR4 annl 15 easiby s finest reamer,
Taking corirol of & wesdker pHOTOTYRA
droid called the Influenca Descs, wodd
1 (531 DAvBraR & hisge, midt-tieran ship
and Teke panl sl the cthar chicents that
nhater it Whka thesa rrachancids s
far muare porees 1Ll Tharn Your characiarn,
wonidd croed haes: thd alkaling 1 Takia cuar
SIronger Mechings, gainng aocass
thair graarar asrnoie and frapmssar,
wiaa naat Bl mere-gana, FPaadmid’
affariiasshy blands hadsora shooting
wathy & haalthy doaie of sratagy o
e ona of 1ha CF4'S micess un s
and armeraining Tides. Braghmiok
e 10 thi e of Faacdes
rweine, TireT weith a ressakad Lpdase in
1888 s Heaasy Adatal Favaavun) annl
than wesh a Tul-bkeam Armiga saeal,
Harvnoed X in TBE0; | he griginal wall
abarys b our fasonss, Thaigh,
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ANDREW WAS & hugs Tan ol ahaos-"srre-uia, S0 mary of R
garmas g ltad e lites he s to pley o vaniols pute and
chip ahaps, Ok weas sashy one oF his B el corrbinmg Bepaicaly
chdrsa pockng with solied gamapley that was polebed B garfecion
Taders] coetedl of 1Fea hanta Class gpsca fighier, wou muss T

emeai e af 15 huge dissdraughes, e keg o instellataonsg ard
defprding ships. Survee sodugh veess & ool gar o Ead wou
Tighiar, aaim 4 bal fase than moes o0 e the na dissdroug e
I8 & srepla garree, 10 bé sura, bt one 15T, Sean ey i85
Armudinghy axhilsrating 55 play thnough,

EETEEE T 3 ECLEETTT
N R A ¥ ey
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FAMETY GLANDS IS quite sroghy o ol 1he Fneet arcads
SOFRETEIGOE N the Arviga, sven if @ s missng a Tee ik sfsrments
e A thene, Ancidsy wal oncs sgain an cockng dutss; whils
Jobm Cimering wecrkad an the Iighrfulby auibsntic visusls, Sksrsd
g S TUiner's musing rancicn af the angns Tham s Tuns,
Ravibicrs (el vweas & fesairding succass e Srabigakd arsd
Grimad just hoes gocnd tha Amiga was st arrulting bl &icacks
garres of tha timea. Whats reasl mtersating sbhout Ravabowy lstanas
i& thal s Graligolds anhy arcade sorvdnaion, Irragine & i had gol
e Furos on somea of tha pahar popular srcads gasnes af 1ha tira,

GRICELY'S DRY OUT
-. .3_11_‘_..'

AMOBEEWS FIRST ORHEIMAL gama onctha CEA ramaing a hiighly
Areartarang e and anoghes rafeshing rmishmash of germas. Taking
soranl of the Tinular Gribichy, v mUss eplona Figa crserms and
recesid 1ha (BT ks grinkiats from & salacnon of nasny arandas Ckaar
garmandsy machanics, aspecally The swoking anarmean, Guve an

rdication of tha brlllanee thar wodld coena in Ardnaa's lser garmrsan,

whila tha siley smoath seraling and begar-Than-ifa graph s provad
that b wens i slonis bowdhar B carrs 10 coing. Thian thera's Gnbinky
rimnpall, wha's full aof charactar. taaming wwhan Things go his way
aninl noRieaably unaan wahan Thety gat on 1o of him

HRE & ICE

GRASTGEOLD FRODLMED TWO sacpusla and ona aicada
comaraken foo tha Asmiga, Tha rast of B8 four rakanges for tha
rrscdiing weeda al omiginal idaas, Fis & koa s ara auch saanplka,
and whila ite laad sharasted Cool Coass, baks a inda e Sega's
Sonis, Fee & s doesnT fasd ke a simpls Soaie clona, Unkks
similar placformnars that arabla you e dispateh aramiag with a

hit ar tha Faad, Fia & ica recunes ywed o esga crirees dirss, Tha
ugsa af fraezing bacomes qlita imenthve on Brar frages, whila tha
rASMDrSEE cormobs and gorgsoas visuals ata raminiecans of many
cninanha platfoarrans of tha thne, Veny impressss
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game gives you an
insight into a lot of

different aspects of
the business.

Was there a particular
language you praferrad using?

We ahways used azsembbker
on 8-bit, except where Steve didn't
hewe & Spectrum assembler thes he
Bked, 50 he was writing @ meching
cocke, Assembler s assembled’ into
machine code, 50 thay ane the sarme,
but one is mixch easier to read! We
glzo wigte in assembler an 16-bit
gl oty crossed over to O when we
gt to the PC, PlayStation and Sega
satrn. By that ume even writing
in assemiler was getting diffcult
because the CPU wes reading morns
then one instruction at a time, | did
wite: & mosae display function for
our last PC game in BOBE assembser
because we resdad raww speed, but
mosthy © geve good encugh results,
Wiriting in assemialer is very iov-eve,
but it was the fastest & computer chip
oo get the job dore = the no-fat
approach. Yue'd stedy cur scrolling
routines to tny 1o make them just one
cycle faster. One technigue we used
was 1o chenge the backoround colour
betwean functans 20 we'd get a
constant dsplay on screan at the sides
to showw wihena all the time was being
used. The idea was to get everything
micwed swithin one TV frame, & Bth
of & second, S0 wou needed 10 ke
b D tirese was baing soent,

Like Stewe, your initial
programiming skills weran't In
gaming. How did this help with
game design? Did it make you
mre methodical?

I'd had & good, thorough training
gt GEC Marcor and knesy howw 1o
wark independantyy and with ather
tzarny mermbers, | think e both
had good methodical approaches
i solving problems. | have come 1o
kearn that IT is &l ebout getting things
wiang Wil the very last change when
you fnally get it mght and the program
15 done. Don't stop until yau're Sure
wouve got to that point. With games,
once it was rebeased it had to be right;
vou suddenly hawe a kot of peapie
testing the code and wou gan's fix i
if thesy find & fauft, Maybe nowadays
that dossn't apphy wath the hatfeess
that ane available. Of course, the code
i miach bigoer and more cormpkex 50
there's bound o be mistakes. Coding
rnld GOl auicker DBCAUSE Fe GarTes
got bigger, and ewan thaugh we
reussd oid code, we aways added
more. Grbbiy's Dey Ouit took about
three months o write, and | oid the

graphics and bevel design in that fime
o, dndevsity ook nivke months 1o
write and design. Uedhiorn 2 taak 18
months o code wath probabhy about
the sarne tme spent on graphics,
and that's just such a long ime 1o be
wierking an ane tile

Tall us a little ahout Assassin,

This was rmy first multipleyer
agime, weittan in COBOL. It was sat
& ruft-level dungeon and the last
plangesr Al wers, | asanted i 0 be i
redl-trmig, which meant getting a bt of
hefo from: Tech Services to allow one
comonter to montor the gene and
collect information about &l the players
as they mose and firg, There were
daoraays betwesn the lavels and
plappers coukd only see other plavers by
ine of sight It was & top-down view,
s certainly @ prototype for Paadnoid

Wb Al £ias: e rodznia e wath Steva Turmer as om of Th mas) influamial o by e

££ | think it's rare that you meet
someone that has such an
important effect on your life 33

Wi adoked cormpuberrun Assasens’
that walked around the level and were
quite adeps 2t Klling the players. So
we tended o have to gang up on the
assassing before teking each ather
aut. Corme frve odock we'd accupy
miost of the terminals and set up a
sassion. One player, Splodges, warked
aut a technigues for rapid firing that |
Fadn't anticipated, He was winning
every geme untl HR showed us howw
e wias aoing it Orel wae all krew
the trick it evaned things wp a brt. |
wias ghways impressed with his laterel-
thinking akility.

How did your friendship with
Steve Turner form?

| first saw Steve when our
guitarist, who worked with Stewve
and is g5 called Stewe, got him an
audition with anather band in our
tereutl. WE weent along to watch. He
gat the job and plaped wath thern for
some time. There was a fair amount
of equipment-ending n those dayvs
and Steve T lent us some gear far
A i we werng doing, l's difficult to
sermamber now, but we bath had an
nterest in the early arcade games
and usad o tour the lacal hostelrias
1o play the different games an offer
Wiz also liked similar musie and gat
nierested in the horme computers of
the diny. At sormie point Stews | joined
Steve B and | in o band: No Class
W than decioed e think up a new

band name. | don't think we aver dig
finalise a mew name, though Muoch
later we recorded a couple of demio
tapes and naturaly put Mo Class on
the lebed, | think it's rare that you mest
sarmeors hat fas such an important
affact ar your ke = maybe onby four
or five paaple na whale fetime. |
oeve 3 great deal to both Steves, 25
penpke who influenced me a bt in my
life choices. We all 35l keap in towch
ard we ke that of v ever naeded
same help then we'd all be there tar
each other. | don't suppose we'll ever
have & Blues Brathers mament and try
o get the band back together, but we
al love music

What sort of music did you
play, and how serious were you?

| wsad 1o work the sound
desk, then the bassist had to leave
to concentrate om his Studying, 5o
they auditioned & couple of people,
and then someoane said that as |
had kang hair | shoukd have a go, |
lmared & couple of songs and oot
the job. We started off plaang rock
covers: Hankwind, Deep Purple,
Black Sabbath. We did play some
ofiging songs oo, | think it was quite
ingtrumenta — pen intencsd —in
me wanting b get a job to pay for
eqaprmant rathar tharm goirg oft
o university. Ivby Tirst gig was in 2
margues in & field. YWe got comglaints
about the noise from one and a half
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mikes deay, and drang out of the fedd
caused my car's exbaust to fall off.
We usad to rehearse once 2 week,
wiich is not often enouoh. We did
take it semoushy AN Everyne wants
ta be a rock st bt itwas just a fun
treng for me o do. | never expeciad it

to be ry day job

Do you still jam
with Steve now
Steve comes
over and my guitars
et played properly
rom time to time.
We'd need a
drummer 1o keep the
beat, though. Actually
Steve's the improviser;
| tend to want to
know exactly what all
the notes are before
| start. | must make
more time to figure
out how to play guitar
E;clperly now that |
Ve some six-strings.
I've started a small
collection of guitars
and basses. People
say they come to my
house to die, but I'll
get there.

Like Steve, you started off as
a commercial programmer. Why
did you move into games?

There was & fzrhy hostile
tekeover of the computer centre
awenerne | worked, fuelled by a
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wvendetta between
upper manegament. The whoe place
ot redgansed and it Decame clas
AT e wird going 0 get shut down;
SVEryONE wWas unnapoy, 5o | was
oaking for another job. Steve had a
similar experience at his plece, and kft
o start wriling 4 garme. At a couple
of manths, S found a pubksher
and wees an his thed garme. He had
started eaming roeyalties but wes
finding it baring working an his owen.
| didn's hgwe to think twace sbout the
chanos 1o write a game for a hame
computar. | had written some BASIC
games on the Dragon 32 and was
keen to try some assembler. Writing
Qermes is part creativity and par
ORBQFAMTINING, Wwiich Suibed us both

Did you play any of Stava’s
early gameas?

iy first germes wera
comwergions of Sewe’s, so the games
et deady Brgely designed. They
already workad. Writing them certainby
runhwed a fair amount of playtesting. |
puat hed to make my versaons pley Bs
wiedl g5 his. | got o pleytest Stewve’s
et GREa BonS o0, wich were Sualan
and Dragontorc. | spent gata a while
plnying thase. .,

What was it
like having one of
your best friends as
your boss?

| never really
thought of it as a
boss/employee
situation. We worked
ON our owWn games,
but it was always
Steve's business
and my job. It
was a pretty good
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democracy, and as
we had both worked
in big companies
we kept working a
normal nine-to-five
day. WWe usually
both went off to the
ublisher together.

e worked In Steve's

dining reom and just
got on with the job.
When the royalty
statements came

In we were quite
competitive about

Soectram an ther cown. Undiie and
Al waere written there, | got a trp
o Chicago ta gat a corversion starbed,
and we started winning some awards
in the mizgazines. 1t was a really good
time beceuse we had total desian
fresedom and were not on advances,
Just rvalties. | earned enough to put a
deposit on oy first house, so it realy
got mie started

Where did the idea for
Uridieirm originate?

I'd just treshad Paadrowd and
was keen to write & game that ran
&1 B frames per second, & groade
games ran at thet sart of speed and |
Condhd easly o that soroling quakly
wals beaingg lost. | wanted 8 game that
scrolled quickhy, and that anly looks
good if the scresn i being updated at
the same speed &5 the TV monitor

And how does it feel knowing
ocur readers woted Paradroid as
their favourite C64 game?

That's certainty @ great hanour,
It's tre garme that put Grafgold on the
CEd map, armd I'm impressed that it
has endured

Some of your best work was
an the Ce4. What is It you like
about the system?

e QB4 had a lat of fexibilty,
by first CE4 game used its bitmap
mode, and | ket not mamy games
did. That was like the Spectrum and
Dragory 32, The dever guys, thowugh,

k£ | get a lot of satisfaction from
fixing problems, as 1t brings out
the detective inme 27

who sold the most
tapes that month.

What was it like in the early
days of Graftgold?

Things were gaing guite well
50 Steve decided 1o create a Emited
compary. We changed frorm ST
Softwane 1 Grafigold, There were
Just the te of us and StEve meved
house, sa | had to drive a couple of
rmedes to get there. He did up a room
out the back of his garage and we
pist & couple of desks in thana, Ve
got PCs to write the garmes on and
used proper develooment kits. It
was getling more professionad than
just using the Commodore 64 and
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wich allweed Srmoath soaling, ano
ther sprites. Cnaractar rmades also

et us animats the backgrounds and
change large arsas quickly. 12 [hetter]
mgtchad the arcede games of the
irewe, 2o el had plenty of matens

to pbsarve and draney from. ttowas
quick to dewelon idess on. One of
iy feauribe things was designing
fowvts, Jaff Minter glwens liked to do
cifferant fonts and it oot & bt limitng
shicking o Bx8 preel biocks, espedcially
when theé letters have to be draswn

n Fu7 pivels to lesve gaps. So for
Gribbbs | et lange and did Bx16
and T6x16 pisead letiers, Thers gre twao
editens of Gobbies Doy Out, each
wath a different font and 16 diferent
evels. Paradhoid and Uindum used 2
similer systemn, By the time 1 oot 1o
fdorphews | had 24x16 forts, Mainty,
thugh, the game desgns had o be
G00d and Wil veirien | irving o migks
thimgs too cormphbcated.

So what did the Céd affer over
its 8-bit peers?

The C654 just had a good balance
af sprites and colour modes and was
professional enough that the chios
Wwere easy o use, and Commodore
il a disk dive and a developmiant
kit early on, [After] seeng the hassles
Steve had waith gettng colour anta the
soresn on the Spectrum, | was guite
rappy with what | kad. | did snocker
ryself a bit at ane point because
Soeme COURs wiare sharsd SCross
all the sprikes and | wanted 0 use 2
couphs of partcular colours that mada
t difficult for me to drens the graohics
and make them lock rice. Sometimes
1 takes some other people’s input 1o
sy Try it thes way instead.’

So it"s a learning process?
You never stop leaming; these's
ahways something new 1o fny, Thers



NUMBER
CHUNCHNG

89 average Alleykct,
Gnbbly's Special Day
Out, Intensity, Morpheus,
Paradroid and Unidiurm
scored in Zzapibs

18 months was how long
it took Andrew to complete
Uridiurm 2 on the Amiga

1983 was the year
when Andrew decided to
start working with friend
Steve Turner

Porodroid scored 97%
in ZZapis4, It rermains
one of the highest-
scoring games in the
magazine’s history

Gribbly's Day Cut took 3
months to finish. intensity
took a total of  months
to complete

Andrew’s excellent
conversion of Taito's
Rainbow slands was
released in 1990

A total of 5 people
worked on Fre & fee

Atotal of 15
dreadnoughts must be
defeated in Unidiurm

£2.99 was the budget
price of Heavy Metal
Paradroidin 1989

8 people were invobved
with Virocop on the Amiga

waas @ naturel progression throuoh the
garres that | da where | was keaming
Ryt do things. Probabhy 1'd not
Rave Inserted what becamse knoawn
as a sprite multiplexer an e o
Thet wes & method of reusing the
et hardhawane sortes 10 ged mone
than eight objects on sorean at once.
U= games pragrammers met up from
timne to time and dscussed coding,
geeks that we are, and we were keen
to shiow off ideas to esch ather

Oz ol kenomw Sormetimg can
ba done, It's just a case ot deciding
honee o do it | had designed games
with more than eght pleecis in the
geme areng, but anly eight an screen
At army irm, and | haan 't thowgnt hiow
to get moane than enght on screen at
ance. It's ondy later when you start o
understand what the graphics chips
are doing that you see how 1o hamess
that It also sometimes takes seeing
Py pher Campubir hardheans wirks
o make a breakthraugh. That gava the
game designs a new lease an life, and
Some gneat arcace conversions were
darm ugang mdtipleser wohndues, ke
Tera Cresta

Why do you only have a single
Spectrum credit? Did you not like
the machine?

| think resy anby irnecbsarmiesnt sath
Astroclana was as chiaf playtaster,
| think Stewe was at least using a
oroper assermblker by this tirne rather
than pragrannrming in machine code,
kimang stirngs of Resdecenal inla
fibes. | vy bearmed 280 code, as
ugad on the Soectrum and Amistrad,
thaough | was ervious of the number
of registers available on the chip - the
6502 chip just hed three. We used 1o
shiane o roubles and iy to halp sadh
ather wath codng 1sswes, so | picked
un the basics. Conwerting Stewe’s
earty games had 1o be done mainby at
a high bevel, and | reverose the gemes
oy camang the concets. To ry W
copy cocke line by line from 2 ot of
regsters to a fewy would result in vary
nefficient code; you heve to redesign
cooke 1o fit wihgt wou hawe. At least
that way | gat 10 lesm hone gamas
work rather than ust conwert code.

Why didn't
u code for the
mstrad CPC?
The Amstrad
came along a bit
late. Steve did
SOMe Conversions
of his games, as

the Spectrum and
Amstrad had the

same Z80 chip; it
meant he could reuse
a lot of the game
code. By that time |
had my heart set on
learning 68000 for the
Amiga and ST. Steve
enjoys a challenge,
like ‘convert those
20,000 lines of code
in a fortnight’, but |
prefer to start afresh.

Did you make any C64 games
that never saw the light of day?

| wsas warking on another
game atter iidansty and had a title
scraen and a game scresn demao.
I was getting boosed down with
colour choices agan and was eghty
ke 1 gt §o ek an the 16-bit
resactenes. Finalk we gal the go-
anead from the publishear, so snce
I was still playing with formats amd
digr't hgve & oame design ngiled
dieram, e put thet one ey | hag
ransgad D design a garmeplay anaa
made out of hesmgons, =0 | wanted
Siy=winy mcvermsent rather than four
I had cells growving egas
and there were going
0 De mulabons
Possibhy sl got a
disk scemewhiane wath
a demo. That's all it
WES. Thane's no i
with gamies that dide’t
ke it Theng vare
plenty af design changss
and graphica! looks that
veeren'T quite nght, ul we
aharays adapied. W oid
Frian 201 GAFTY Wargion
o Fva & foewith a
Grinbhy-sbyle bouncing
character, but that wes
consicensd too radical
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How do you feel about the
Ci4 hitting its 30th annivergary?

It's quite extraordingry that we
can shll play thase games, albet
SOMBLTNES 0N BIMUBors runming
an PCs. Actually that in itself says
sometiing, One complter has
enough ime and Specsd o prabend o
oe another computer and oo all the
work of all the chips. The CBd could
da & third af & milicn instnections per
sacond; now PCs can do gbout 1,000
milicr instructions per second, and
e graphics chips can oo S0 much
more. 50 | actuay woukdn't mind
tryirug 1o put together a retro gama
an tha PC with few limitations.
Haoresewer, what made the 054 and
Al e ol B-0iL cCompubers speds
wias that it vas relatively easy for
arwane ta cheaphy get started and
quickhy put & game tooether. We ran
ait af R 50 we hiad 1o finish the
gemel it was a special e and | fesl
ucky 1or the opporturely 1o get nin
witing games, s it was the best job
in the word. Mow there is a kot of
commencial pressure and you nessd
a lzrge team to put a germe topether,
<0 s nat 50 easy, We get the
acsanonal etier and See peodie just
starting university wantng o weite a
30 Paradnoid variznt, but we haven't
seen aryone finish ane, | think
the amount of weark irvolved
does cvarwhelm peoolke.

Do you have a
favourite C64 game?
There hewe cartginly been
& ot Three of ry fawourites
stared on different platiorms: B,
Dropzone and Manic Ainer, and the
COMWEMSIONS wenen't quite as good
on the CE4, 50 they shouldn't
count | evan Dought an Atan
E00XL just o play Drioosone
| certainty played a lot of
Sheep v Space, =0 that's
probably the one far me
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s Graftgold grew, did
wvou find yourself having a more
managetial rola?

We had been a two-man
team for three years or 50 when we
grarted ta fnd ather programimens.
Gary Foreman was the first and
re started aft working fram hame.
When Doménic [Robinson| and
Johm [Cumnming] joined we knews
wie neaded a bigger office. At that
time v were all 8-bit programmers
and gererally worked on our oan
graphics, though John started to do
e graphecal work. 11 was when we
started 16-bit work with mare colours
and graphics resolution that we had
o ervpkny mong graphics arists and
drade up into teams. YWe had Jason
[Page] doing progrannming and writing
musag and the sound and music
players, so Dypically there woud be
ane programimer, with one 1o thres
graphics arsts working together, The
sound and music was usualky added
quite late con, &5 it wes best to design
all the sound effects wgether and get
trwe whioie sound working once all the
Qarma events that wosd cause Sounds
waere Sy weell defined. Everpone an
the tearm got imvolved in the game
designs and made suggestons
The graghics arists beceme more
responsible for leved Iavouts and
avarall look, and there wasn't oo
rmuch change. it helps to be diplormatic
and flexible. Stewe weas the manager
and wes progremnming too, Wie had
very self-motivated staff, so | was able
1o |UsSt Concantratd on programming

Howwr difficult was the
trangition from 2D gaming to 307

Sitaong weas our first game that
reealhy used 30 plattrg, We had done
‘pretemd 30 in the earhy deangs. Wile
dresey different sized images of the
same cbject and carefully manageo
whal was ooing On n-Sereen,
Drarnireg did all the maths and Simolens
wias plotting evenything poel Dy pixel
an the birmap. Mo fancy graphics
cards there. He was really keen 1o be
at the forefront of getting the code
a5 fast as posable and werk out all
the tricks. Steve pcked that game up
and finished it wath halp = beteesn
and had keamed all the maths too.
| got mvaheesd in the genneplay anby,
and weas siill daing "pratend 300
walh Pavradvoed S0 and Linghum 2
representing depth wath shadowes
out still rendeding with pre-draem
graphics, The maths got & BT much
for mia, Steve seemed 1o enjoy it ard
oot proper textuned Qrapmecs working
for Adofo=X. Ve had a PlayStation
varson that used hardware fo render,
k= graphics boards do on PCs now,
out we had 1o write render routings to
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do the work o PCs waithout 30 cards
PC hardhwane werd through a massee
Irarsition &5 Doands waeng Irmproeed
and DwrectX was beng desmeloped.

So it was a challenge?

I% Fast like plasing catch-up all tha
ume. By that ime the whole compary
wit swarking on one gama with
specialists an the different wersions
and pletforrs. | was locking after the
syster code that was shared across
all the platforms and halping aut with
algarithms and gameplay elaments.

gl that delayed our developrmant,
Steve fad been working all hours and
vl s it wworrt doe, He hiad 1o
stop in the end. We didn’t cwve any
money but wee weren't making any.
At the elswenth hour we oot @ visi
frarm Perfect Ertertainment and they
offered to bary inta Grattgold, tool us
up weth Better tachnology and give s
acpees to their publishers.

That sounds perfact.
I sounded like a good dea, ana
wea had warked with them betore

BE53680

10 [Armigal Wmons was typically Geaftgokd Stonning 12 look 1 ond-led with iwension.

| alzo rermemnber doing the PC sound
routines and building in doppler-shified
frequencies so that planes flying
owvarhesad wiowdd sound reslistic, and
wias batancing scunds in starag,

ard tryrigy 1 add a bit of randarm
frequersy change because the sama
sound effect, howewver good, gets
manotonous after 3 whie. That was 2
litte trick shown 10 us by an Australan
prograrnes in about 1985, He did

& puzzke gartse ana tunead the sounsd
eHects to a scale and varied the
effects using musical pitches to make
it pleasant o listen to. He was & very
clever guy and had also developed

a fast technique for daing collision
detection that we wsed in all of our

20 games from Lndwrre an. | hope he
picked up some tips from us too.

When did you see the writing
on the wall for Graftgokd?

In 1956 things carme to & hat
when we just couldn’t get a publisher
i sign amything un. Renegade had
decided W push a kot of investment
0 Sensible Software, and thiat left
us kaaking for other publishers. We
couldn't place amything and our
developments came o &én end, We
had maneaged 1o do some canversions
bt it wias getbng aifficult. We had
lany same people o, which wes realby
hard. We had a Japanese publisher on
board who were realy good 1o work
with, but they changed their plans

a1 BT, Sa we set about doing 2 tank
game, with them doing the graphics
and paying the weges. We had
everybody working on the ohe game,
which made us very vulneradle o
ary Ssues with that. It was difficult
arvd paics started W play a part. I
Just didnt work out The worst bt
eeermis to be having lost the rights o
the games. Ampone sterting out for
themsehes shoud look at protecting
the descr nghils i a Separate
cormpary fram the ane wering the
games. That wey o keep ownership
if armything goes wrong.

What do you do now and how
does it compare to making games?

| mowed into prograrmiming for a
busimess software house. Fortunztely
thieny wuere necruiting hegvily and knesy
Qamias ROQrammers ane 4 reasonabby
bright sort. My sary experence at
GEC locked goad on the old TV oo,
| needed a bit of stzhility after going
far a couple of maonths without amyg
wages, like gl the other Grafigold
people. Farunatedy things went pretty
weed there and | persuaded Steve to
join e, 5o we worked fogether for
gnathar 12 years or so until he retired
g1 the end of 2070,

Doesn't it get dull making
business softwara?

Thera's not 3 kot of creativity in
INgUrance progranmeeng, it has 1o be
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gadd, MEBRING VidROOEMTSG WES The
oest ok in the world; the weekends
WRTE A INCOrMerencE bacauss |
couldn't go o the otfice. Untartunatshy
the reality of paying the bils everny
rnonth means that somefimes we
can't dowhat wae want amy moee, 'm
apien o suggestians, thaughl

Many 8-bit
developers like Jeff
Minter and Peter
Harrap are starting
to make a name for
themselves on i0S.
Is this something
you've considered?

Jeff's fabulously
adaptable; there
doesn't seem to
be any platform he
can't leam quw:klr.
I'm a lot slower, It
takes me a couple of
games to get used
to the hardware. |
haven't locked at
other systems, but |
am now thinking that
| would like to work
for myself again and
do something more
creative. | don't need
the fame, but | would
mmare cﬁatwrw.

e mobile apps
are what | should be
looking at. ..

What's your best memaory of
being in the games industry?

v wwarrked with Some wery
talented people at Grattoodd and other
compzenies, like The Bitmap Brothers.
All through the Eighties and the first
nalf of the Nineties it was the best job
eviar, Wi got to oo e shoes, awand
cararmorees; | went to Gemmany;
France, the U% and got 1o mest
rnany ather programmers. Second
place wiodd be spending & night in &
naunted inn in Dideot Defore a trip w0
Ludicne; | fielt that thene was someones
dusting in ey room 0 the eardy hours,
and Steve reckons he saw a ghostly
mgid in hig roome The best mamony,
thaugh, stll hes to be the job intardbes
aree Frclay evening = August 1983
"Dy fansy coming and warking for
mie vaniting games?’ “esh, all right.’
"Dkay, let’s go down the pub,’
Cluickest job infervew | ever didl
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Andrew reveals the story behind
the creation of his highest-sconng
Commodore 64 game

Retro Gamet: Paradroid kit ervaother, (b hered out that | coukd
successfully combines two distinet  get it running smicother even on a
genres. Did you purposely try to Commuodaore B4 and | really liked the
create something different? nesw grephacal ook, sowe gid 3 nes

Andrew Braybrook: | ahways
followed ry nose, trying b design

a game that | would engry pliving,

| 'was more interested in usng the
technology to do something nese. |
wionddl start with building the scrolling
system and see what dropoed aut,
This game was designed almost
avarnight &5 | walked home. | wrote
down all the ideas | wanted 1o
incorporate on ane sheet of peper
and gl of those ideas wenlin, One
came out again at the last minute. 85
it had a difficult-to=usie firing systern.
Just as well, realby!

RG: Where did Paradroid’s
drold-swapping originate?
AB: | think the idea germinated from
an arcade gemne we used 1o play
wihene wou played a commando who
could leap into & tank and use it
When it got et wou had a couple of
saconds to leap vut before it blew
up, and then you could go and find
another tank: | 'guite liked the two
differant states and that you were
protected by the wok. Having decided
an e radarsshde displny for the
rabots, | could save all the cormplex
graphical images for &ll the directions
of mevemant. [T also allowed a areater
wanety of weapons, though iTwasn't
emprassed fully until Farsdod 50 |
understand that a number of games
have used a similar systern since, 20 it
miust be guite sppeeling.

RG: What was the reasoning
behind Heavy Metal Paradroid?
AB: | wes wiiting Aomphaus and
had a curved mewa!’ grephocal look
that | had concocted ina graphics
edditor, It was earky days for the garme
ana | Giar't have a game System
to expariment with, o | decided o
substitute the Faadrkd background
graphics with the Momhaus ones, |
hadl taken delivery of a Commaodons
128, and one of the features was that
wou caukd switch the CPL into double-
spead mode whils the rester was off
the spresn, which: bowoht about 30
par cent more procassing tme, Sal
wanted o get Paradwid’s serolling a
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Tk loader and re-released Faradvpid

RG: What was it like working
with Dominic Robinson on
Paradroid's sequel?

AB: Dominic was busy wiiting &
game operating systam for the

Btan 5T with a view o being able

fo run the same game almsast
unchanged on the Amiga, which

Was seen as the safest — but mone
unpapuler = wiy of producng a gare
o botty platforms. e was writrsg his
oW gam e, Simwicras and we bath
used the operating systemn that he had
writien. I 1 had & tricky routine that |
needed then Dominig wouk] be able
0 wiite it Everything worked pretty
smoothhy. | hedpad ben aut wath some
game ahgarithms (oo

RG: Why do you think Faradroid
remaing so popular with gamaers?
AB: | guess that everyone gets
samething different from a game.
Maybe thats it Faadmoid is a very
dymamic game; even though each
ghip i 581 up brogdly the same, it 5
unning everyiheng on each deck as
Yol Arrnee 50 it plays diffesenty evary
time. As a player, you also have a
great deal of freedam a3 1o how o
tackle the ship 85 @ whole and each
deck individoady,

aipeecial thanks: 1o Andrew Tor his imeihiable e,
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Batman: The Videogame




u The ultimate
llection zz:=:-
videogaming

* This offer entitles new UK direct debit subscribers to receive their first 3 issues for £5. After these issues, subscribers will then pay £22.50 every &
issues. Subscribers can cancel this subscription at any time. Mew subscriptions will start from the next available issue. Offer code ZGGEIM rmust be
guaoted to receive this special subscriptions price. Direct debit guarantee available on request.

** This is a U5 subscription offer, The USA issue rate is based on an annual subscription price of £65 for 13 issues which is equivalent to $98 at the
tirne of writing cormpared with the newsstand price of $9.99 for 13 issues being $129.87. Your subscription will start from the next available issue.
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The only UK magazine
dedicated to retro games

B8 Unmissable interviews
L Every issue is full of one-on-one exclusive
- interviews with the original developers
In-depth articles
' B Exhaustive guides dedicated to all of the greatest
== gaming franchises

Nostalgia overload
N Get those nostalgia glands going thanks to
excellent articles that cover the good old days
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bscribersto...

Try 3issues for £5 in the UK*
or just $7.54 per issue in the USA**
(saving 25% off the newsstand price)

For amazing offers please visit

www.imaginesubs.co.uk /et

Quote code ZGGZIN
Or telephone UK 0844 848 8412 overseas 01795 592 872
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Discover more with the Book series’ expert, accessible tutorials for
iIPad, iPhone, Mac, Android, Photoshop, Windows and more

BUY YOUR COPY TODAY

Print edition available at www.imagineshop.co.uk
Digital edition available at www.greatdigitalmags.com

e
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The indispensable guide to classic games

- Collection

VOLUME 7

- E A RPN
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aradiRans

A selection of the most comprehensive articles
featuring classic games and hardware

AMSTARD | commoDoRE | SEGA | NINTENDD | ATARI | SINCLAIR | NED-GED | SONY | CON-OF | MOBILE

HARDWARE HISTORY CLASSICS REVISITED  DEVELOPER INSIGHT MAHING-0F STORIES
% Finally deciding on a winner: # 100 classic gaming moments % Defining the early games # The making of Double Dragon,
Commodore 64 or Spectrum to make you smile industry, Atari is uncovered Computer Space and more

¥ Sega Game Gear and Nintendo ¥ Featuring favourite retro ¥ In-depth interviews with Eric ¥ The creation of a masterpiece:
Entertainment System games such as Back To Skool Chahi and Andrew Braybrook Final Fantasy VI

T Y

c - PRAGES OF CLASSIC - e

o - P - RETRO GAMING INSIDE . i « i
] . Ua DigrtalEdition e 4
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