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Technological advancement and great gaming experiences go hand in hand, and this book
details the extensive variety of videogame machinery from between 1977 to 1999, from
iconic classics that set the standard for consoles to come, to the handhelds that pushed
the envelope when it came to portable gaming. This period became an era of children
growing up with videogames that would become timeless classics. Explore the science

behind these twenty years of entertainment as we take you through the greatest consoles,
the revolutionary computers and the most popular portables that dominated the market.
As if that wasn't enough, we've included insightful features, from the best British game
development has had to offer over the years to the thinking behind creating the best
controls for a game. All of this comes together to form the essential companion piece to
any videogame enthusiast or budding retro collector. There’s something for every type of
gamer in this book, whatever your preferences. Enjoy the book.
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30 years.
3 million sales.
There is no doubt
the CPC range of
computers was
a success for
Amstrad, even if
it trailed behind
Its competitors.
We take a look
back at why we
should learn to
love Lord Sugar’s
plucky little
underdog
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hese days, a new product
is a failure unless it attracts
a queue around the block
a week before it arrives
in the shops. It is common to see
bedraggled shoppers wrapped
up in sleeping bags, carriers filled
with nibbles and anxious fingers
drumming on warm cups of
takeaway coffee.,

It would be nice to say the same
happened for the Amstrad CPC 464.
It didn’t — or it certainly didn't to the
same degree. Some 60 shoppers
waited outside retailer Rumbelows
in London’s Edgware Square for an
hour when the 464 launched on 21
June 1984, although they “rushed
forward” when the doors opened at
9.30am, according to Amstrad CPC
464 User magazine. By 10.30am 100
computers had been sold, but that
kind of thing was deemed a success.

After all, this was only the
beginning and similar stories were
being told up and down the country.
In competing on convenience
(Amstrad made much noise about
having a green screen or colour
monitor bundled in the same
package as the keyboard/computer)

AMSTRAD CPC

and price (the 464 cost as little as
£239, the price dropping to £199
months later), the CPC became,
what the London Evening Standard
had called the “People’s computer”,
a machine that consumers were
willing to hire rather than fire. By
the end of 1984, 200,000 units had
been sold.

But the story started in 1983
when Sugar — or Lord Sugar as he is
known today — was in rather bullish
mood, buoyed by considerable
sales of his range of hi-fis. These all-
in-one units did away with having
to buy separate record players,
tape decks and radio receivers and
it was this allied with the Apple Il
clones that Amstrad was repeatedly
offered for rebadging on its
purchasing trips to the Far East that
got the London entrepreneur’s brain
whirring. Lord Sugar felt there was a
gap in the market that he could fill.

“So many computers were being
aimed at people in technology but
the market for the CPC was the lorry
driver and his mate,” says former
group technical manager Roland
Perry. “The idea was that the CPC
should be a complete ready-to-
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LORD ALAN SUGAR

Lord Alan $u?ar is not
known for his orgwlnq,
sentimental nature but,

exactly 30 years after he
launched the CPC 464, he
took to Twitter to profess:
“11 Apr 1984 was a proud

day for me”. It led to a
number of fellow users

pointing out that Amstrad
is no more today but Lord

Sugar hit back. “Many

asking "Where is Amstrad

now?"”, he wrote. “| sold
Amstrad to Sky for £125m
in 2007”. We briefly caught

up with him about the time

in between

Why did you decide to enter the
home computer market?

| spotted that this was a massive
growth market and it had suppliers
that tried to make 1t sound like
they were offering something
special where hardware was
concerned. They weren't. We

took what we knew in consumer
electronics and recognised that we
could make them easily and add
features and value to make the
unit look like a computer and not a
pregnant calculator.

Did you have a strong idea
about what you wanted the
computer to be?

A value-for-money unit that offered
a fully integrated system of monitor
and data recorder so that you didn't
have to plug i1t into a television.

Was it important for the
Amstrad CPC 464 to be an
all-rounder?

We made the computer look like
a computer and that is what the
consumer warmed to as it was

» Amstrad snapped up Sinclair,
thereby swallowing its closest
British rival — angering Speccy
fans in the process.
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not only a good product but it
showed true value for money and
[consumer's felt] they were buying
a real good lump of hardware.

Were you surprised at its take-
up, especially in France?

The computer took off well In
France as it was a serious looking
machine. It became one of our
biggest markets.

Why did you buy Sinclair?

We bought Sinclair for its name
but also to transform the unit with
an integrated data recorder and to
make it a proper computer. That's
why we sold millions of them and
followed on in other markets with
the Sinclair success of branding.

It allowed Amstrad to move on to
more serious computing.

30 years on and people are still
writing games for the CPC - did
you ever expect that?

It is absolutely fascinating to see
that the CPC still has a following 30
years on.
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» A big thanks to www.consolepassion.co.uk
for kindly lending us a machine for hardware
shots. Thanks guys.
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go machine; that you shouldn't
have to roll around the floor
plugging and unplugging things.”

With this in mind, the CPC team
aimed for simplicity. Lord Sugar
had no experience of making
computers so he assembled a team
that could. Key players were Roland
and his childhood friend, William
Poel, both of whom were interested
in computing and had lots of
electronics experience. They took
inspiration from the ZX Spectrum
and C64, pitching a machine into
the same bracket with similar
specifications, and by the end of
1983 a prototype was ready.

“We had a prototype at Insight
Software in St Helens,” says
programmer Paul Hughes. “It was
pretty much of the final form factor
when we got it, bar some bits
Dremeled out where the mouldings
didn't quite fit. If | remember
correctly, there were some extra

components and wires soldered on
to the PCB to fix teething problems
before final manufacture but, all in
all, it was pretty much there.”

The CPC 464 was unveiled in
Westminster School, London,
on 10 and 11 April. It had an
Integrated tape deck and 64K
of RAM, expandable to 512K -
dK'Tronics sold memory packs
but no games took advantage.
It allowed for 27 colours in three
different resolutions: 160x200
with the use of 16 colours on the
screen at once, 320x200 with four
colours and 640x200 with two
colours (more commonly known
as modes 0, 1 and 2). It ran with a
4MHz Z80 processor (in line with the
Spectrum) running at 3.3MHz due
to tech restrictions created to avoid
display snowing. It had an AY-3-
8912 sound chip that was nowhere
near as good as the celebrated SID
chip of the Commodore 64, but
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GENRE: Arcade adventure
RELEASED: 1985

W Sorcerywas good; Sorcery+was
better. In adding new screens and
developing an extra chapter, Virgin
put together a gripping, smooth
and addictive disk-only sorcerer
adventure that beat the original in

every way possible. It combined the
CPC's low-res Mode 0 with a higher-
res Mode 1 making for absolutely
perfect presentation.

The CPC also came with a
welcome tape which I wrote with
my fair hands

headphones could be plugged in for
stereo sound. There were colourful
keys on the dark grey keyboard. The
CPC would output PAL-frequency
analogue RGB to the boxy, 14-inch
monitor via a 6-pin DIN connector.
The monitor also contained the
power supply. Later, a bundled TV
receiver peripheral was released
that allowed the monitor to tune into
analogue television signals. “The
CPC also came with a welcome tape
which | wrote with my fair hands,”
recalls Roland. “You'd insert that,
press Play and it would load and
you'd see whizzy rays of sun. It
looked like it was doing something
straight away.”

oftware was important

for Amstrad, the company

figuring that the CPC needed

a good range of readily
available titles from day one. The
CPC 464 came with 12 titles that
the company claimed was worth
more than £100. They included
Roland In The Caves and Roland
On The Ropes - two titles from a
series named after Roland Perry -
as well as Bridge-It, Oh Mummy,
Harrier Attack, The Galactic Plague,

Sultan’s Maze, Fruit Machine and
Xanagrams. It also came with the
word processor, Easi-Amsword.
“We distributed between 40 and

50 prototypes to developers and
they busily converted Spectrum
and C64 games,” continues Roland.
Amstrad founded a publisher called
Amsoft to sell titles for the CPC

464 and it helped stoke the fires of
competition. Indeed, when Acorn
took out ads that quoted reports
about the unreliability of Spectrums,
much to Sir Clive Sinclair’s ire,
Amsoft commissioned a game
called Business Is War to parody the
fight between the two. Programmer
Marcus Altman of Alligata had a
disaster and lost the source code

so it was never released but lots

of other games were. “One of

the objectives was to launch the
computer with 50 games available,”
says Roland. “You couldn't just
launch a computer and say there
would be lots of games along for it
real soon — you had to produce the
whole package.”

Spectrum ports were not to
everyone's taste, though. Games
converted directly from Sinclair’s
machines to the Amstrad were
often slower and had fewer colours.

KEY EXCLUSIVES F_i}re fantastic games

that helped define the CPC range

AMSTRAD CPC

The similarity between the two
machines was one of the reasons
why developers ported but time and
cost were the overriding factors.
Porting marred games such as
Strider, Hard Drivin’ and Vendetta,
but without it such games may
never have seen the light of day
on the Amstrad. The CPC was

the subservient machine in terms
of sales in the UK and it wasn't
always easy to produce Amstrad
versions. “l found creating loading
screens on the Amstrad a bit harder
than making something on the
Speccy,” says graphic artist Mark
Jones who produced the Mag Max
loading screen for the CPC. “Not
only did | have to work in colour,
which | hadn’t done before, | had
about three days to do it. Simon
Butler gave me a crash course on
anti-aliasing, where you put colour
between two touching colours to
make the lines less jagged, and
away | went. You never had to
anti-alias with the Speccy.” It was
notable that in Spain and France
where the Amstrad dominated,
porting was far less common.
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GET DEXTER MEGA BLASTERS BURNIN' RUBBER ZAP'T'BALLS
PUBLISHER: ERE Informatique | PUBLISHER: Radical Software | PUBLISHER: OceanSoftware | PUBLISHER: Elmsoft
GENRE: Graphic adventure GENRE: Action GENRE: Driving RELEASED: 1990 GENRE: Arcade RELEASED: 1992
RELEASED: 1986 RELEASED: 1988 B Amstrad needed a title that B Pang was released solely on

W Made in France, the CPC's primary
market - and where this game was
known as Crafton & Xunk - Get
Dexter was an isometric, puzzle-
solving adventure exclusive to the
CPC for around a year. Well-loved,

its intricate nature stood it out:
destroy a robot, for example, and it
exploded with a splash, making the
_ floor mightily slippy for poor Dexter. L

900K of data, it was

W Sold towards the end of the CPC's
life via mail order, Mega Blasters

- a clone of Super Bomberman -
became so highly regarded, it was
named the best Amstrad game of all
time by members of the CPC Wiki.
It's a mega game in every sense,

it was spread over 90 levels and it
took in 11 worlds. Given it took up

and Plus range of computers
and it found it in Burnin’ Rubber.
Graphically head-turning but

unleash its creativity to produce

disk-only. L had a distinct 16-bit feel.

could be bundled with the GX4000

sonically ear bending, it was made
by Ocean. The dev team seemed to

best-looking Amstrad game at the
time. It boasted subtle shading and

cartridge when the ball-popping
game finally surfaced on the
Amstrad so Elmsoft stepped forward
with a CPC version that looked
anything but normal. With experience
in the boundary-pushing demo

the scene, Elmar Krieger gave the game
a graphical flourish, yet the gameplay
was criticised in the UK - much to the

L annoyance of European CPCers.
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Amstrad did try and encourage
original games, though. Lord Sugar
invited the top software publishers
to his offices in Brentwood, Essex.
He took them to a warehouse where
he showed them the CPC 464 hoping
to persuade them to develop but
although many were impressed,
even by March 1985, games for the
CPC were hard to come by, making
Amsoft even more crucial. One of
those in attendance at that meeting
was Geoff Brown, founder of US
Gold. “I had never met Alan Sugar
before then but | had heard about his
blunt speaking reputation,” he says.
“It was obvious he knew nothing
about computers, except selling
them, and nothing about the games
industry or its game fans.” Geoff
told Lord Sugar about the coin-op
conversion of OutRun which had
zoomed to the top of the charts for
other formats. He told the Amstrad
boss he would go back to Sega and

1THE

CPC

RANGE

I had never met Alan Sugar

before then but I had heard about

his blunt reputation

ask for extra permission to port the
game to the CPC 464. “He snarled
back, ‘bloody driving game; we can
easily get one of those written, no
problem’,” says Geoff. “He told me
he didn’t need coin-op conversions
or licences.” The big games did
eventually come in droves, though.
Indeed, OutRun became one of the
biggest successes on the Amstrad
in 1987. Sadly, it was an awful
conversion with a slow pace and
ugly sound effects.

By this time, the CPC had evolved
into a small family. The CPC 664 was

CPC 464

® From the early white prototypes came the
dark grey 464. Boasting a Z80A processor, 64K
RAM, 27 colours, three screen modes ranging
from 160x200 to 640x200 and support for up to
two joysticks, buyers had a choice of colour or
green monitor. And gamers cried if their parents
AL got the latter.

Photo courtesy of Bill Bertram

identical to the 464 except it came
with a disc drive instead of tape (and
was incredibly ugly with light blue
keys). It was ditched within months
to make way for the 128K CPC 6128.
Other than the extra memory and
the disk drive, it retained the core of
the 464's tech complete with monitor
and it retailed for £299 (green
screen) and £399 (colour). It also
had a tape port so that a cassette
deck could be plugged in. Gamers
could enjoy the likes of Doors Of
Doom, Hunchback | and /I, Roland

In Time, Nomad, Supertest — Day 1

‘Wﬁ

CPC 664

W The 664 was an ugly, 3-inch disc drive version
of its cassette-based sister with some lurid blue

keys and the same 64K of memory. It remained
on the shelves for just five months and sold
10,000 units. But it introduced AMSDOS and

came with CP/M 2.2, and it allowed games to

L run faster.
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and Day 2, Quabbalah, Tubaruba,
World Series Baseball, Monopoly,
Cluedo, Scalextric, Scrabble and
Trivial Pursuit, a rather solid selection
of games that proved to be a
reasonably good introduction to
the CPC.

Both the 464 and 6128 proved
to be an eventual hit for software
developers. Ocean Software’s David
Ward said the Amstrad user base
was newer and more active than
those of other machines. “They
buy more software,” he said. Most
games were released on both tape
and disc in the UK but in France
discs were more popular so many
of their releases did not get an
airing on tape and they tended to be
128K-only.

There was a feeling at times
that the CPC was a money-making
machine first and foremost, though.
Lord Sugar was never interested in
producing a cutting edge computer
(“It doesn’t put money in the bank,”
he told Amstrad Action) and he
wasn't particularly interested in
market share even though, by 1985,
the Amstrad CPC had 25 per cent
of the market (“l could have 100
per cent of the market in thimble
holders but it wouldnt make me any
money, would it?” he said). Neither,
it seems, was Lord Sugar all that
interested in powering up the blue
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CPC 6128

M A slimmer and more stylish computer than the
664, the 6128 doubled the memory and removed
the colourful keys, making for a more serious-
looking offering. “It's definitely not a Mickey
Mouse machine,” Lord Sugar said at the time. It
became the computer of choice in France with

_ some great, disc-only exclusives being made.



screen himself. Roland says Lord
Sugar did not have a 464 on his desk
but that he never expected him to.
“Does the MD of a bicycle factory
have to ride a bike to work?” Roland
asks. “He can afford a Jaguar with

a chauffeur. Alan was not the target
market for the computer and he was
building machines for other people,
not himself.”

But for those who used the
machine, it opened up creative
possibilities thanks to Amstrad
wanting to have as open a system
as possible. “We wanted people to
use the machine and not feel that
what was happening inside it was
mysterious,” says Roland. It worked
well. “The CPC sat nicely in the
midst of the computers that came
out in the Eighties,” says developer
Philip Oliver. “It was cheaper and
more accessible than a BBC Micro,
with a better keyboard and graphics
than a Spectrum. It was more British
(and better) than the Commodore
64. We used the CPC to develop
Super Robin Hood and we led on
the CPC for all our games after
that.” To foster loyalty to the CPC
and lend a helping hand, Amstrad
formed an Amstrad User Club. It
included a subscription to Amstrad
Computer User magazine, which
encouraged people to program
(“We pay well,” said an
editorial in issue 10). “We
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464 PLUS

M In 1990, Amstrad replaced the CPC range with
the restyled Plus machines. The 464 Plus looked
Amiga-esque and it had a slot for cartridge
games as well as a tape deck. It came with a
game controller paddle, the game Burnin’ Rubber
and a monitor. The Plus features allowed the use
of a palette of 4,096 colours.

paid a lot of attention to making

a computer that people could
program themselves,” said Roland.
“The manual wasn't just about
telling you where to plug things - it
had a lot of stuff about Locomotive
BASIC and it had tutorials.
Programming was important to us.”

S==

he main independent
publication, Amstrad Action,
was also instrumental in
building support but former
editor Rod Lawton was acutely
aware that the CPC was often given
a rough ride. “We got on pretty well
with the Spectrum community, even
though we thought the computers
(and the users) were a bit weird,”
he says. “lt seemed all right for
geeks and home programmers, but
we thought the CPC was more of
a finished product. The C64 was
a different kettle of fish. It was an
American import, it was used by
gaming fans who thought they were
a cut above the rest of the 8-bit

[ L
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6128 PLUS

B Like the 464 Plus, the 6128 Plus was basically
the old CPC 6128 in a new style with a cartridge
slot. The extra capabilities were supposed to be
for cartridge games only but programmers were
able to get around that. The 6128 Plus did not
have a tape deck port, which persuaded a fair

| few against upgrading.
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community, and we

kept our distance. They

were like, ‘yveah, obviously, the C64
is much better for games,” and we
were like, ‘yeah, whatever".”

By 1990, six years after the CPC
464 had launched and five years
after the 6128, Amstrad took the
range in a new direction. Noticing
the console market was growing,
it redesigned the casing of the two
machines and added a cartridge slot.
The computers were relaunched
as the 464 Plus and the 6128 Plus
and there was a standalone console
called the GX4000 that was styled
like a spaceship. Suddenly, Amstrad
wanted something more cutting
edge — except it failed to deliver.

“All kinds of people were trying
to adapt their general purpose
computer designs to compete with
games consoles so we tried the
same,” says Roland. “l think, in
hindsight, that the only thing to do
was design a console from scratch

Blours were garish, but having a
was extremely useful.

Itwas surprsingly hardy as well

GX4000

B Amstrad's 8-bit console had a Z80A processor
running at 4MHz - identical to the CPC - but it
had a Direct Memory Access controller so music
could be played without burdening the processor.
With 18 hardware sprites, 4,096 colours (32
displayable at once) and smooth scrolling, it
would have been a hit - five years earlier.

Photo courtesy of Evan Amos

e

and not try to bolt
functionality to what we had.”

The computers ran into problems
straight away. A handful of existing
games were not compatible which
deterred a few potential upgraders.
The 6128 Plus did not have a cassette
deck port. But the instant loading
cartridge slot, the 4,096-colour
palette and the 16 hardware sprites,
hardware scrolling, programmable
interrupts and DMA for the AY
soundchip certainly pushed the
new CPCs closer to the Atari ST and
Amiga. The bundled game, Burnin’
Rubber, looked delicious.

It wasn't enough. Poor sales of
the computers and the console -
which was being discounted by £30
within six months — ensured there
were too few games (and those that
were released tended to be ports).
The CPC was no more and Amstrad
moved on. Developers found a way
of harnessing the Plus capabilities
with disc and tape-based games
which ensured buyers hadn’t wasted
their money (benefiting from Space
Gun, Fluffand Prehistorik 2 among
others) but it was clear the 8-bit era
had come to a close.

During the Eighties, though, the
CPC had become France’s best-
selling computer. The range had
swallowed up 50 per cent of the
market, selling 650,000 machines. In
total, the CPC sold 3 million across
the world and while that was fewer
than the 17 million C64s and 5
million Spectrums, it was enough
to ensure it was the third 8-bit
machine and enough to declare it a
resounding success.

- Y “_ E ' E—--
CPC 472

M It claimed to have 72K of RAM but it only
allowed 64K to be accessed and it was designed
to get around Spanish import tax laws. It said the
extra memory supported BASIC. It didn't. The 474
did include the CPC 664 ROM with Locomotive
BASIC 1.1, though. And Spanish keyboard
versions added a statutory ‘tilde’ key.
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Put aside your preconceptions for a

second. Though each of its games
featured the love-or-hate-them
Pokemon, Nintendo’s Pokemon Mini
handheld has as much right to appear
within these pages as any other
system, as we explain

eleased in 2001 and based around a
brand very much aimed at today’s
children, the Pokémon Mini is a
gaming system that arguably has no
business appearing within the pages
of Retro Gamer. But take a second look at this
obscure part of Nintendo history and you might
be surprised by how interesting, and how retro, it
actually is.

The first and most important point to make about
the Pokémon Mini i1s that it isn't a virtual pet device,
it isn't a pedometer and it isn't a Game & Watch-
style system with only one game built in. Such
assumptions are understandable given the wide range
of such Pokémon-branded items that have been
released to date, but the Mini is actually a fully fledged
handheld gaming system, just like a Game Boy:. It
uses interchangeable cartridges and plays simple
dot matrix, monochrome games that have more In
common with the technology of 1989 than 2001.

The great contradiction of the Pokémon Mini is that
although it plays very simple videogames that use
even simpler visuals, the interactive capabllities of the
hardware did things the Game Boy Advance (released
In the same year) could only dream of and were surely
part of Nintendo’s momentum toward the eventual
creation of the DS and Wii. Hardware features include
an internal real-time clock, an infra-red transmitter
for multiplayer gaming and data transfer with up to
five other players at once, in-bullt vibration for force
feedback and a shock detector for very rudimentary
motion control. All of which are crammed into a
tiny 74mm x 58mm x 23mm casing, the smallest
handheld ever to be produced by Nintendo.



» Sadly, this isn't a fully playable version of Efite. It's just a demo mock-up.

So why is the Pokémon Mini so undocumented?
Undoubtedly it's because of the association with
the Pokémon brand. Every single one of the ten
commercial games released for the system used the
Pokémon licence, positioning the handheld as more of
a kids' toy than a hardcore gaming system. The Mini
was only ever sold In toy stores rather than dedicated
game shops and although the price tag of £40 was
attractive for a new console, £20 per cartridge was
very steep for games that offered only a fraction of
the entertainment available on other systems of the
time. And with the GBA and cheaper Game Boy Color
both offering their own fair share of Pokémon fun in
addition to a wide range of other games, it's easy to
see why even parents would think twice
about buying a Mini for their children.

Following its 14 November 2001 —
release in the US, the Pokémon Mini
made its way to Japan and Europe and
enjoyed a regular stream of games
— about one per month — until its final
release Pokémon Breeder exclusively hit
Japanese shelves in December 2002.
The one-year shelf life 1s about twice
the lifespan of Nintendo's highest-profile
failure, the Virtual Boy, but with about
half the number of commercial games
released, the Pokémon Mini can easily
be considered Nintendo’s least relevant
games console and would have slipped
into total obscurity were it not for a
strange twist of fate spurred on by
a quirky feature in one of Nintendo's
GameCube games.

Pokémon min;

» The Pokémon Mini was released in
a number of colour vanations, each
named after a different Pokemon.

POREMON mint

“The interactive
capabilities of the
hardware did things

= the GBA could only
4 dream of”

i

» Pokémon Breederis one of the highlights of the limited Pokémon Mini library.

2003's Pokemon Channel was a relatively

forgettable virtual pet game for GameCube, except for

the fact that it included a simulated software version
of the Pokémon Mini, complete with demos of some
games as well as a full exclusive game of its own,
called Snorlax’s Lunchtime. This official emulator was
instrumental in helping a handful of Pokémon Mini
enthusiasts reverse engineer the handheld, develop
an emulator of their own and begin to produce their
own tech demos and homebrew games. And it is
these dedicated few who are best equipped to tell us
about the inner workings of the Mini and how it might
have developed had Nintendo offered more support.

Detlef Hastik is founder of Team Pokémé, a demo
group that spent a year developing
their debut Mini production, a
homebrew cart tech demo called
SHIzZLE that shows off a number
of gobsmacking visual techniques
previously thought impossible on
the hardware, including high-res
title screens, 3D text, multiple
layered sprites, fractal landscapes,
shading, light sourcing, reflective
spherical surfaces, sprite rotation
and scaling, blocky Starfox-style
3D environments and even
digitised video.

“"When | discovered the
Pokémon Mini in a sale-out box
of a local games store in 2004, |
first thought ‘eek! Pokemon! What
crap’,” says Hastik. “But the price
of just five euros made me look a

» Some of the games
are quite valuable.

Pokemon min; ...
The Euro release of ==

— k1
Shock Tetrisproving | Wl 7 -
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Only ten commercial games
were ever released for the

Pokemon Mini. But which, if
any, were worth playing?

01 Pichu Bros. Mini

B DEVELOPER: DENYUSHA

B Mini-game collections were in abundance on Pokemon Mini...
much as you can have an abundance on a system with just ten games.
This one stars Pichu, the cutesy pre-evolved version of Pikachu, in a
series of small challenges including a nice little skateboarding sim.

02 Pokemon Pinball Mini

B DEVELOPER: JUPITER

B Pokémon Pinball on Game Boy Color is one of the
greatest videogame pinballs ever created. Pokemon
Pinball Mini, sadly, is not. You simply control a Diglett
who's used like a bumper to launch the ball toward a
number of hole targets. It's nothing like pinball at all.

ds

r " =
03 Pokemon Breeder Mini
B DEVELOPER: JUPITER
M The last game to be released for Pokemon Mini is
also one of the best. It enables you to raise one of three
pocket monsters in a nice little virtual pet game that’s big
on physical interaction with the ‘mon and features some
nice interactive environments.

04 Pokemon Party Mini

B DEVELOPER: DENYUSHA

W Pokemon Party came bundled with the Miniand is a
mini-game collection. Of the eight games on the cartridge,
the best are Slowking's Judge, a tennis game where you
have to declare if a ball lands in or out and Bellossom's
Dance, a very simple Simon Says dancing game.

r =
05 Pokémon Puzzle Collection
B DEVELOPER: JUPITER
B A collection of jigsaw and maze-style puzzles,
completion of which fills up a *"Mini Pokédex” directory
of monsters. Finish that and you unlock a bonus puzzle

called Power On, a nice little Pipe Mania clone where you

arrange a circuit to connect Pikachu to a lightbulb.
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08 Pokemon Shock Tetris

B DEVELOPER: NINTENDO

B Without doubt the best game on the system and the
main reason that many people seek out a Pokemon Mini
at all. Shock Tetris delivers a classic Telris experience
with a couple of twists, including the ability to capture a
random monster every time you clear four lines at once.

16

06 Pokémon Puzzle Collection 2
B DEVELOPER: DENYUSHA

M The only sequel to appear on the Pokemon Mini was
also never released outside of Japan. This was more

of the same, really, offering 80 new puzzles over four
different game types that are very similar to those of
the first.

r
09 Pokemon Zany Cards
B DEVELOPER: DENYUSHA
B A series of four card games featuring a variety of
Pokémon characters on the cards as well as various
human characters from the main Pokemon games as
the players. It can take a while to learn how the games
function, but once you do they're a nice distraction.

’ « =
07 Pokemon Race Mini
W DEVELOPER: JUPITER
M One of the true jewels of the Pokémon Mini, Pokémon
Race asks you to compete against a second monster or
another player in a side-scrolling marathon. Obstacles
and multiple routes keep the races interesting, add replay
value and enough depth to make things unpredictable.

i Tl I Lt
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10 Togepi’s Great Adventure -

W DEVELOPER: JUPITER

B Another highlight, Togepi's Great Adventure asks
you to roll the ovoid pocket monster through a series
of 300 mazes of escalating challenge. As enemies and
bottomless pits start to appear, things really become
tough but ultimately rewarding.

Pokémon mi
L

» A few of the PM games
were Japan-exclusive,
Mostimport retailers still
stock them, though.



POREMON mint

All of the playable homebrew
games currently available for
the Pokémon Mini from www.
Pokemon-Mini.net

ittle closer and | discovered that tiny cartridge sitting
in the top-right corner of the box. My immediate

idea was: ‘It has cartridges, the data can be dumped
and disassembled and it must be possible to code

an emulator’. At this time | thought the Mini had a
z80-based CPU, which turned out to be a big mistake.
Nintendo designed a custom CPU and used custom
maskROMs for its cartridge, but the motivation to
hack this portable game console was unbreakable.”

"Besides the fact that the Pokémon Mini is like
a retro system with monochrome graphics, low
resolutions and monophonic sounds — it was more
or less unknown and ‘untouched’,” continues Hastik.
“The scene had not taken notice of this handheld
at the time. No development kits or programming
manuals were available, no emulators or homebrew
hacks were made. In fact, it was a crazy idea creating
something like a scene milestone with this low-end
hardware. We never expected SHizZLE to be referred
to as the ‘mother of all hacks' in the end.”

Hastik describes the process of developing
SHIzZLE as “very complex and intense”, particularly
because of the undocumented nature of the
hardware. “As a Nintendo system everything Is
custom made: CPU, ROM chips and so on. | tried
getting some information on the ROM from Macronix,
the maker of the chips. They were very informative
until they recognised the internal markup ‘top secret’
in their database. So | started out with a logic analyser
at a friend’s company lab and modified the code of
my ancient EPROM programmer to dump a cartridge.
It took some weeks until | got the first good byte
combination. Afterwards, Darkfader [another member
of Team Pokémé] figured out the banking thing and
did the first complete dump using an FPGA. It was

,f- » Look atthat! The cute little

handheld is even smaller
than the game packaging.

shocking: the bytes we got did not make sense in any
disassembler available — we were stuck again. Then
Nintendo released Pokémon Channel and opened the
door. Using Parasyte's realtime GameCube debugger
we worked ourselves through the code of the game
and figured out which registers were modified by
which byte combinations and then created our

own instructions set — a mix of z80, 68k and other
assembly languages.”

Team Pokémé's demos have managed to make
the Pokémon Mini sing in ways that were never
apparently possible during the hardware’'s brief
commercial existence and, more importantly, the
growing number of playable homebrew games have
expanded the range of available software beyond
the limited potential of the Pokémon branding. “With
4MHz the CPU is quite fast, and because the display
Is very fast 100, it is possible to do great stuff with it,”
says Hastik.

Of the homebrew games currently available, most
are very simple programs that cover the same old
bases as many other initial homebrew projects — Pong
simulations and Sokoban clones, for example. But
there are other developments, albeit incomplete, that
hint at a much more ambitious future for the Pokémon
Mini; a tamiliar-looking scrolling shooter called P-Type,
a rolling demo of a Final Fight clone and a playable
demo that does a rather convincing impression of The
Legend Of Zelda: Link’s Awakening.

“Zelda Miniis the most ambitious demo,” says
Hastik. “To finish a game in this dimension you need
an excellent team to work on it. We've published
all the stuff we did on Pokémon-Mini.net and are
always waiting for people to continue this project.
| have to admit that having some kind of adventure
framework and a C compiler would make things a lot
easier. But the Pokémon Mini community Is just as
small as the system itself. As a niche It is really cool
and a nice experience for anyone who is willing to try
coding assembly language.”

Hastik is keen for more people to get involved
with the Mini scene and help bring projects like Zelda
Mini to fruition. “You can find everything you need
on Pokemon-Mini.net”, where the team'’s emulator/
debugger is available alongside a good range of
homebrew downloads, source code and a supportive
community IRC channel to help get you started.

For everyone else who's just curious to try out
the Mini for themselves, the unit Is now available
cheaply and easily. And while some of the games are
a little harder to come by, as our accompanying guide
shows, some of them are well worth tracking down.
Team Pokéme also sells flashcards at Pokémon-Mini.
net, so that the various homebrew games and tech
demos can be enjoyed on the hardware they're
supposed to be played on. So even If the sight of
Pikachu and friends makes you a little queasy, you still
might find something to enjoy on this unusual slice of
Nintendo hardware history.

01 Cortex

B A block-pushing puzzler in which
you have to clear the screen by
pushing together three blocks of the
same type. With 40 levels, Cortex

is one of the most complete-feeling
homebrew games available.

02 Galactix

B A solid vertically scrolling shooter
that, despite the name, doesn't have
that much in common with Galaga.
In a nice touch the developers have
included a number of cheat codes,
which can be found at the website.

03 Lights Out

B A classic puzzle game that works
particularly well on a monochrome
screen. This Pokemon Mini version
adds virtually nothing to original
game which, if we're honest, has
never been that entertaining anyway.

04 P-Type

B Displaying some of most refined
pixel art in a Pokérmon Mini game, P-
Type does its best R-Type impression,
except without the Force or masterful
level design. But that would be
expecting a bit much now, wouldn't it?

05 PokeSnake

B If Snake could run on the mobile
phones of the mid-Nineties then it
can run on the Pokémon Mini too.
This is nothing special, but it plays as
well as you'd expect and works well
within the confines of the Mini.

06 PokeSonic

B Though PokéSonicis playable, it
only lets you run left or right and jump
up and down in an enemy-free area.
There’s little fun to be had here, but
the promise of a decent Sonictribute
isn't outside the realms of plausibility.

07 Pongémon

B It's Pong but on the Pokemon Mini.
There's not much else to say really,
so let's move along.

08 Sokomini

B Sokoban, the game where you
push blocks through a maze while
trying not to push one into a dead
end, is a classic puzzle game that's
well suited to handhelds. And it
works wonderfully on the Mini.

09 Zelda Mini

B An impressive tech demo, Zelda
Mini replicates the graphics of Link’s
Awakening and allows you to move
Link around a small playable area. If
this is ever expanded into even a small
game it'll be an incredible feat.

1/
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Modem Wars

Sega dabbled in modem usage
for the Mega Drive. Nagumo-san
explained, "It was called Mega-
Modem, whose sales date was
Movember 3, 1990, Itis a modem
unit for Mega Drive that enabled
online game communication.

It used analogue lines and its
connection speed was 1,200bps.
The service named 'Game
Toshokan' enabled downloading
of games, delivery of Sega-related
news and online matches.”
Hecords vary wildly on how many
games utilised online play (one
source stating six).

We only found solid confirmation
regarding TEL TEL Mah-Jong and
Stadium titles. More interestingly
was the ‘Game Toshokan', which
allowed downloading of games
like Phantasy Star text adventures,
Pyramid Magic and Flicky to a
special cartridge. Closing in 1993,
fans worried the online-only games
would be forever lost. Luckily in
1994 there were two Mega-CD
compilations, Sega Games Can
Vol 1 and 2, which included nearly
all-available titles. Prized among
Phantasy Star collectors, these are
incredibly rare.

- ESSENCE O

intendo’s fate has often been intertwined
with the Mega Drive system. It has long had
a history of benefiting from Sega in one form
or another, often due to the direct competitive
challenge it posed. The SNES would have
been nothing without the VID; the reverse Is
also true. It was the Mega Drive that pushed
Nintendo's into updating its aged NES
hardware, and it was also the Mega Drive that changed the market
forever, cutting a trail towards the situation today. It is undeniably

one of the most important pieces of hardware in gaming history. So

it should have come as no surprise to find that MD games would
support Nintendo’s soon-to-be-released Wii system. In a moment of
rony, it must be noted that Sega had already dabbled in downloadable
MD games with The Sega Channel, making its announcement quite
apt. The decision was obvious. Later Sega systems would prove
difficult, technically, and also the MD was far more successful than the
Master System. As will be shown, the MD can be credited for many
things — it was a magical high Sega never again reached.

The Japanese debut was October 29, 1988. The widespread
American release was less than a year later in 1989, while the
United Kingdom had to wait roughly another year before it arrived in
November 1990. To fully understand the importance of the Mega
Drive’s launch, you need to know what the international climate was
ke during the decadent Eighties.

Sega had already entered the console fray previously, with the
successive releases of its SG-1000 Mark I, [l and Ill systems in Japan
(1981-1985), the 3rd model of which was redesigned as the Master
System for Western countries. To be bluntly honest, despite it being
technically superior to the Famicom/NES, it was a commercial failure
that never gained more than a 5% market share. Only in Brazil was it
able to officially eclipse Nintendo's 8-bit hardware. Throughout the mid-
to-late Eighties Japan's console market was controlled almost entirely
by the Famicom, which was popular beyond description. America was
gripped by the NES, again with near total market dominance. The NES
was also available in Europe and the UK, though Britannia was more
enamoured with 8-bit micros than high-priced consoles.

In 1987 Hudson Soft and NEC jointly released the PC-Engine
against the Famicom, two years later redesigning and releasing it in
America as the TurboGrafx 16. When Sega decided to position its
MD as a third competitor, the odds must have seemed impossibly
high. According to David Sheff, Hiroshi Yamauchi dismissed Sega as
not being a threat. Yamauchi was more concerned with NEC, which
was investing roughly $3.7 billion into R&D, an amount greater than
Nintendo's then annual sales. Sega meanwhile was only a $700 million
company, and one founded by an American. As an underdog scrapping
against NEC for second place, Sega and its MD was underestimated,

- WHAT IT ALL MEANT




SEGA MEGA DRIUE

Year Released: Japan: 1988 USA: 1989 UK: 1990
Original Price: Japan: 21,000 Yen USA: $189.99 UK: £189.99

Buy it now for: £10+ with games

Associated Magazines: Beep! Megadrive, Mega Drive Fan, GameFan,
Mean Machines, Sega Visions Magazine

Why the Mega Drive was great... The Mega Drive ushered in the 16-bit era; some

say the last golden era of gaming. It was a special kind of scene to be a part of. No
explanation, no mix of words or screenshots or memories can ever touch
that sense of knowing, that you were there, playing those great
games during that point in tme. Though this age has sadly
passed, newcomers still need to understand.
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» Above and right: For ultimate collectors and those wanting to use the Mega Drive for online banking: the Sega Mega Anser (sic)

"ATARI WAS OFFERED THE GENESIS AND JACK
TRAMIEL TURNED IT DOWN. JACK THOUGHT THE
DEAL WAS TOO EXPENSIVE" MICHAEL KATZ

Hybrid Children
A sign of the Mega Drive's popularity

is the number of variations that exist.
Beyond your standard models, there
was the JVC Wondermega (Xeve in
America), which combined MD and
Mega-CD. Then there was the much
smaller combined Multi-Mega (CDX
in America), doubling as a portable
CD player. Following this musical
theme, there was the Aiwa CSD-
GM1, combining the MD/MCD with
a portable "Boom Box" radio. From
CD to LD, Sega’s champion was also
included with Pioneer’s Laseractive.
MSX fans will be interested to know
it was integrated into the AX-330 and
AX-9390 models, for Arabic distribution
in Kuiwait and Yemen. Computer

implementation didn't end there, since

it was also hybridised into the Sega

TeraDrive, a Japanese home computer.

Meanwhile, the Western equivalent

was the Amstrad Mega PC (see buyer's

guide). Then there was the portable

Nomad, and the Mega Jet, which was

used by Japan Airlines. And the above
doesn't even take into account the
many bootleg clones about!

20

viewed by the industry itself as the weaker of the two. Retro Gamer
spoke with Mr. Nagumo, the “Team Manager of SOJ CS Product
PR", and asked many, many questions, few of them answered. VWhen
asked if, due to the impossible odds stacked against them, Sega
had considered becoming a developer for either the Famicom or PC
Engine, his answer was blunt. “No, we didn't.”

Even so, Sega staff were curious about the Famicom. In two
separate interviews (GameWeek and TNL) Yuj Naka admitted
to making Famicom games run on the MD. His comments,
amalgamated, were, “Oh my. [laughs] How do you people know about
that one? Well yeah, actually | did. | once made a Famicom emulator
for the Mega Drive. It was something fun to amuse myself with at the
time. | couldn’t play every game with it. But it was fun to call people
over and show them Mario running around on a Mega Drive.”

ORIGINS OF GENESIS

Sega's main source of profit during the Eighties was its hugely popular
arcade games, like Yu Suzuki's Space Harner and Hang On. To beat
the competition the head of Sega, Hayao Nakayama, decided to create
the first true arcade home system. He worked in secret with Hideki

MEGA JET

» Most Mega Jets being sold come from an initial shipment hijacked by Indonesian sea-pirates. Their distnbution was organised by

underground collectors
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Sato, modifying Sega's System-16 hardware — the same hardwvare
that powered arcade versions of Shinobi and Altered Beast. This
would have allowed superior visuals and audio, leagues ahead of the
competition. It would also allow for easier, more accurate arcade ports
(which gamers would be familiar with), and therefore plenty of games.

The new console had to be scaled down from the System-16, in
terms of processor speed and available on-screen colours, but Hideki
Sato planned ahead and included some extras. It was backwards-
compatible with the Master System (using the Power Base Converter),
and 1t was also designed with the future potential to use a mouse,
keyboard, 2-inch floppy disk drive, modem, graphics tablet, and printer.
He even considered the possibility of someday attaching a CD drive.

Beep!, a multiformat Japanese mag, first announced the system
in June 1988 alongside an early prototype drawing, tentatively calling
it the Sega Mark V (following on from previous names). The internal
project meanwhile was called Mk-1601, but Sega wanted something
stronger for the launch. It went through 300 different proposals, before
finally settling on Mega Drive.

Disappointingly the Japanese launch was very understated. Their
penchant for lengthy, mind-boggling queuing in Akihabara had been
forgotten; there were no such queues for the MD! Supply and publicity
had been well organised, but the machine was overshadowed by
Super Mario Bros 3, released just one week earlier. Luckily magazines

¥
pi

» A young Hideki Sato working on a prototype Mega Drive; he
was the main designer behind it
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» There are countless unlicensed Chinese (and Korean) games, like Barver Battle Saga— The Space Fighter. |t was renamed Final Fantasy when translated into Russian

ike Famitsu and Beep! gave it positive coverage, and so a small but
loyal following began. Reportedly 400,000 units were shipped in the
first year,

Despite the low uptake in Japan, Sega went on to pursue highly
risky and quite odd endeavours — bad for profits, great for collectors.
Along with a gaming modem (see box-out), Sega created an
online banking system for Nagoya Bank. The result was the Mega
Anser (sic), complete with modem, numerical keypad, and grossly
overpriced ‘Mega Printer’. Sega also adapted the \MD for arcade use,
despite it already being based on the System-16 architecture. The
results were the System C-2 board, and also the timed Megalech and
then MegaPlay systems; roughly, these three had a combined total of
80 games developed. Japan also received the rarest version of Tetris
ever, and some sublime exclusive RPGs like Rent-A-Hero and King
Colossus (both fan-translated).

But Japan was never what the Mega Drive was about. Success
lay in the USA and Europe. Sega had the fight of its life ahead, and
it would take not only gutsy determination to succeed, but also a
damned excellent roster of games, and luck. Sega clearly had just
enough of these, since It nearly conquered the industry.

GLOBALLY GAMED

To bolster the inside information available to Retro Gamer, Ken
Horowitz of Sega-16.com kindly donated interviews he conducted
with industry figures. One such individual was Michael Katz, former
head of Sega’s American branch, who presided over the Genesis’
initial sales year. Katz explained the early days. “| arrived one month
after Genesis launched. The company was small (under 50 people).
They had gone through 2-3 Presidents (Gene Lipkin, Bruce Lowery)

in the “Master System” days. Dave Rosen — Vice Chairman of Sega
(and original founder), was overseeing the running of the company.

| reported to him and Nakayama in Japan. Sega was basically a
distribution company in the US. Hardware and software development
came from Japan. | initially had to deal with keeping employees happy,
determining the quality of the staff and getting into the job of buillding
the Sega vs Nintendo juggernaut.” Arriving after the American launch,
Katz wasn't aware of the details surrounding the name change from
Mega Drive to Genesis. Consensus states it was due to a trademark
dispute. The facts are blurred, but point possibly to a US manufacturer
of storage devices called Mega Drive Systems Inc.

We also guestioned Katz ourselves, and he revealed a fascinating
anecdote from before the Genesis launch. "I will tell you that Atari was
offered the Genesis (when | was President of Atari Games Division)
and Jack Tramiel turned it down. It would have gotten Atari back in
the game with a 16-Bit system. | attended the meeting at Atan, when
Dave Rosen (Sega Chairman) visited us (Jack and |} and made the
offer. Jack thought the deal was too expensive, and he was more

interested in the Atari ST computer project.” The system filtering into
America and Europe raises an important question for importers. VWhy
the deplorable need for regional lockout? Katz admitted he had no
control over 1t In America, “Lockout decisions were made in Japan.
The Sega Japan International VP handled international sales and
marketing.” Never knowing when to quit, Retro Gamer pushed Japan's
PR man into a corner until he commented. As Nagumo puts it, “VWe
implemented the security regionally to prevent game software being
imported due to gaps of sales time between regions.” As he wipes
the sweat from his brow, we jovially comment that thankfully it wasn't
successful. Enterprising young hackers soon bypassed the security
with special contraptions, and later, easy methods tor moditying the
hardware were devised.

SEGA MEGA DRIUE

» Above and below: By using the Power
Base Converter, the Mega Drive could
play Sega’s back-catalogue of Master
System games

» The rarest most expensive version of
Tetnis. Ever. You need underground
contacts and plenty of money to join this
elite ‘owners club’

IF FORCED TO SUMMARISE WHY THE MD ISSUCH A
BLOODY FANTASTICSLAB OF BLACK PLASTIC, IT'S
BECAUSE IT'S ALL THINGS TO ALL GAMERS
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» Japan's “Hyper Exciting Visual Game Magazine — Mega Drive Fan” was

CHANNEL

& General Instrument

Channel Control

The Mega Drive has so many unusual
anecdotes you need a hundred box-
outs like this. With the announcement
of downloadable MD games for Wi,
we're highlighting the revolutionary
Sega Channel.

speaking with Nagumo-san again,

we hoped for a pride filled statement
that championed this pioneernng
achieverment. His answer was
somewhat subdued, "It was a cable
television service in the US from which
videogames could be downloaded.

We started the service in cooperation
with Telecommunications, Inc. One
could play his favourite games as much
as he liked at a fixed amount every
month. We also had the same services
in cooperation with regional cable
televisions in Japan.”

From 1993 games were made
available for download (divided by
genre), at a cost of $12.95 per month.
Games were rotated every few weeks,
encompassing nearly the entire

library, plus a few unreleased ftitles

and imports! They could be played
indefinitely, but lasted only while the
system was turned on.

» With an unprecedented comic book styling,
Comix Zone was one of many exclusive
titles that made the MD worth owning. An
astoundingly good brawler
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SEGA MEGA DRIUE

IT WAS A SYSTEM WHERE THE ALLURE WAS BORN
NOT ONLY OF THE HARDWARE AND GAMES, BUT THE
MAGAZINES, PLAYGROUND ARGUMENTS, CLIMATE, AND

POLITICS OF THE TIME

Underground importing certainly didn’t harm international sales. The
MD is officially Sega’s highest selling system. International figures are
estimated to be between 30 and 35 million units, of which only 10%
s attributed to Japan. Sega was determined to achieve those higher
sales abroad; it demanded the American branch chant the Japanese
word "HYAKUMANDAI" (that's “one-million™ in English), in order to
encourage sales. Katz elaborated, “The ‘one million units’ chant was
representative of a goal set by Sega Japan. Did they just pluck the
number out of thin air? | don't know. | think they thought that if we
sold a million units in the first year that would make a big statement.
They disregarded Nintendo's position and the fact that all key retailers
would have to come on board immediately to hit the number, and also
the need for a substantial software library from the get-go.” Despite
the daily chanting, sales only reached halfway. Katz went on, “\We
sold about 500K units — which | considered damn good — because
Genesis was new, didn't have a large software library initially, and the
Nintendo franchise was hard to crack.”

In America it seemed Nintendo was unstoppable, and that was
indeed its intention. It used some very unorthodox methods to
maintain superiority. Stores were bullied into not carrying Sega
products, and developers were forced to sign strict licensing
agreements stating they'd only develop for Nintendo. But everyone
loves seeing a tyrant deposed and a colossus fall, and so various
developers began thinking of the Mega Drive as a serious, more
profitable alternative. Popular companies like Namco changed
allegiance, while EA reverse-engineered the system before developing
high quality exclusives. This all helped make Sega a tempting
alternative for consumers.

But as Katz explained, Sega wasn't too pleased with EA. "Sega
was unhappy about EA reverse-engineering Genesis. We were in
the process of giving EA/Trip a 'sweetheart’ deal, then we needed a
Joe Montana game in a hurry (the game being developed for us by
Media Genic was way behind schedule), so | asked Trip for a back up
Madden football game. He gave us one and that assured him a low/

#3750

RE7PLAY
HAVISIR

[
I+ appears that they have made

the basement their headquarters.

» Top and bottom: The anime influenced Phantasy Starsenes
reached its peak with number 4. Few RPGs even come close to
such magnificence

royalty free deal on Genesis software. The first Montana game being a
‘Madden back up’ from EA Is a little known fact.”

The MD'’s huge success, of course, came with the arrival of Sonic
The Hedgehog, a phenomenal mascot that endures to this day. But the
question that has to be pondered is what If Sonic had not been a hit
and never had the success that it did? When asked, Nagumo playfully
hinted at the possibility that Sega had other titles, besides Sonic,
with which to take on Nintendo and Mario. “\We had the marketing
and promotion strategies using various titles at that time. Sonic was
one of them that led to a big hit.” Katz saw things differently. When
asked about SOA's initial dislike of the Sonic character, “| certainly
underestimated the potential of Sonic. Thank God there was good
and sustained gameplay (critical in any game success). | know that |
thought it was nuts, when we were going for targeted and widespread
awareness In everything we did, for the Japanese to develop a game
based on a type of character — a hedgehog — that no kid in the
American 6-16 year-old demographic would have any familiarity with.
We knew we needed a great "character action” game to put in the line
up. We were hoping for a Donkey Kong type hit. When Sonic was so
hot, it was decided to bundle it with Genesis (just as ColecoVision was
bundled with Donkey Kong in 1981). If Sega didn't have Sonic, Genesis
sales would probably have been less, but it's hard to say. | don't know
if Sega Japan had a back up — | think not. Sega Japan was responsible
for developing the character action genre. \We were responsible in the
US for developing sports games.”

Despite his great effort and the success he achieved in those
early years, Katz was replaced by Tom Kalinske in 1990. Most agree
that any successes were a result of combined team etforts, but that
Katz is often unfairly overlooked in favour ot his successor. In past
interviews, Kalinske explained how Sonic became the pack-in title.
“After my first month as CEQ, | told Mr. Nakayama, “You have to get
rid of Altered Beast, the title that's bundled with Genesis. It sounds
like devil worship. We have to get the price down to $149, and we
have to develop more American software.” The board spoke for two

IRE!
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» Above and left:
Smooth like liquid
napalm, Ranger X by
Gau Entertainment
Is a franetic blaster,
with audio and
visuals that'd melt
the brain of those
unaccustomed to
such splendour
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hours In Japanese and | was just sitting there, not
understanding a word. Finally Mr. Nakayama said,
‘No one here agrees with anything you've said.’ |
thought mine was going to be the shortest career in
the business. But as | was walking out, he said, ‘But
| hired you to make the decisions for Europe and the
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Americas, so go ahead and do it.™ D e e T St o - .
| Sega gventuallv ar!mhﬂated the TurboGrafx 16_, and 5 lHEI:E-L - - 0 k.1 % TED e & | M STAGE S-
it was doing well against the NES, but the sleeping -45‘3%'- 11 P A U e e SO 3 REST O

glant had awakened, and in 1990 Nintendo launched
the SNES. The ultimate grudge match began, which
even today, remains fresh in peoples’ hearts and
minds. Nintendo had on its side Japanese stalwarts
Square and Enix, which made Sega'’s conquest of
Japan nigh-on impossible, but it had already proven
itself to be hip and cool in the West, and this is
where it succeeded. Sega was out earlier, priced
cheaply, and provided both what people wanted, and
what 1ts rivals weren't supplying.

Everyone deep down knew the MD couldn't
outperform the SNES; it was the underdog In

terms of graphical and audio power (it had a faster » Top and Mnum:EI Viento and Alisia Dragoon are two very similar, very fun, and very nTuF anald bottom: Konami krlmw hmr_l.rtu Iwe‘ MFIuwnErs: In‘sanEt hyper-exaggerated
Japanesey action-platformers action in Contra, and classic vampire hunting in Castlevania

processor though). Developers had to work harder

to get great results. This extra effort, and dare it be

said, love, that went into the games, was very apparent — when they to-play arcade thrills provided. Children

came up wth a graphical trick, or something unigque, it showed. The were also catered for, with both licensed

Genesis had more mature software and was also advertised on adult and new IPs (Quackshot and Togjam &

TV like Saturday Night Live, further cementing its reputation as "doing Earl). When the kids were tranquilised

what Nintendon't.” But the big tipping of scales was Mortal Kombat. and asleep in bed, parents could indulge

Sega's version had blood and included all arcade fatalities; Nintendo's in a plethora of sports titles (Madden

version didn't. The atmosphere at the time was electric, and Mortal etc), violent brawlers (Cyborg Justice), or

Kombat was a deciding factor for many people’s purchases. cerebral games like Ecco.
By 1992 Sega had 55% control of the market (up from around It was a system where much of the

8%), and by 1993 it had more than quadrupled its net worth (up to atmosphere and allure was born not

$3.6 billion). Sega had reached its peak. But over the coming years it only of the hardware and games, but

became like a leper, withering as its valuable bits fell off. The golden the magazines, playground arguments,

era ended, but if you look with the right kind of eyes, you can almost climate, and politics of the time. One of

see the high water mark, where that glorious wave broke, and finally the most notable Amerncan magazines

rolled back. covering the system was GameFan, » Every kid wants to rip his best friend’s
If forced to summarise why the MD is such a bloody fantastic slab which, despite being multiformat, loved the Genesis. Its founder, Dave R e e

of black plastic, it's because it's all things to all gamers. It appealed Halverson, understood, appreciated, and helped generate a lot buzz SNES popularity

to hardcore elitist collectors, since it was great to import for. Plenty for Treasure too. GamekFan praised their games, rightfully hyped up

of action games (like Alien Soldier, and the explosively magnificent Gunstar Heroes to encourage sales, and were one of the very first

Ranger X), with sturdy boxes protecting beautiful Japanese cover-art. English language magazines to conduct an interview with Treasure.

When SNES-owning friends had updates of Konami classics like Of course, not every multiformat magazine had quite the same views,

Contra and Castlevania, MD owners were blessed with their own which 1s why Edge infamously only gave Gunstar Heroes a halt-page

exclusive updates. They were no mere ports, but were designed from 6 out of 10 review. If you were an MD fan back in the early 1990s, agfyeib;?jﬂfsi Lﬁw

scratch, taking into account the hardware’s imitations. And they were Halverson's GamelFan was the magazine you wanted to be reading! sega-16.com, the best unofficial

all the better because of this. There was no relying on vast colours or a We've not even yet mentioned subjects like the VR headset, Mega Drive site online, for donating

custom Sony music chip; the gameplay had to be strong. Menacer Gun, Activator peripheral, Virtua Racing's 3D graphics, pirate ';;:;f 'fﬂftﬁzgfﬁ;ii‘:;:gf?’rii'nift
Importantly, it tapped in the mass market and appealed to families flash carts, Brazilian rock band Megadriver, Boris Vallejo, or the million- also to www.segagagadomain.

with low incomes. In impoverished areas in the USA it was popular and-one related subjects. But it doesn’t matter. Experiencing the gﬁg"wgrfgzggiiﬂh:;Zﬁ;ﬂjﬁfﬂgn )

among Black and Hispanic youths, who enjoyed the affordable easy- system will tell you more than these words ever could. Sega's PR departments! |

Arthur: If anyone discovers I'm :

'I'I'JE'!'I'II':IF?_ I‘I-'l [ -h—ili [:II:'I_L'I'II-"

the l;rl_u.ﬂllrqu tock of Mercator!

» There was certainly no shortage of exclusive, epic, and utterly essential action-RPGs: Beyond Oasis (1), Soleil(2), and Landstalker{3) are all must-haves!
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SEGA MEGA DRIUE

PERFECT TEN GAMES

Sega’s most successtul console is home to dozens of great title, but here are ten of the very best. Obviously, you may disagree
with some of the entries, or perhaps with some of the omissions, and if you do let us know at the usual address. Then we can
politely explain to you why we're right and you're wrong. Enjoy

! SCORE
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SONIC THE HEDGEHOG 2

RELEASED: 1992

=

PUBLISHED BY: SEGA

b

CREATED BY: SONICTEAM

=

» BY THE SAME DEVELOPER: SONIC THE HEDGEHOG

0 After the success of the original Sonic The
Hedgehog, it came as no surprise to see the
lovable scamp returning a year later in a brand new
adventure. With a refined engine, the addition of Miles

“Tails" Prowler, a greatly enhanced bonus stage and an

excellent two-player mode, Sonic The Hedgehog 2 is easily
one of the hedgehog’'s most memorable 16-bit outings.
VWhile the core gameplay is little different to that seen in
the original, Sonic Team threw in plenty of new touches

to ensure that gamers wouldn't feel short-changed. The
end result is not only one of the Mega Drive’s greatest
platformers, but quite possibly the hedgehog's finest hours
on any system.

GUNSTAR HEROES

» RELEASED: 1993

» PUBLISHED BY: SEGA

» CREATED BY: TREASURE

» BY THE SAME DEVELOPER: DYNAMITE HEADDY

O Outrageously good platformer/shooter that
features dazzling graphics, a crazy relentless
pace and dozens of fantastic boss encounters. Created
by a bunch of ex Konami staffers (you should all know the

story by now) Gunstar Heroes does tricks with the Mega
Dnve’s hardware that many thought impossible, and even
today it has a freshness that belies its 13-year-old roots.
While special mention must obviously go to the game’s
astounding visuals, Treasure also ensured that the gameplay
was Just as special and injected all manner of interesting
play mechanics to ensure that every level remains as fresh
as a proverbial daisy. If you're after a frenetic blaster then
look no further. This is run-'n-gun heaven.

DEVIL CRASH

RELEASED: 1991

-

PUBLISHED BY: TECHNO SOFT

e

CREATED BY: IN-HOUSE

BY THE SAME DEVELOPER:
THUNDER FORCEI

0 There's a few pinball games

on Sega’s Mega Drive but
this superb 1991 offering from
Techno Soft remains a firm
favourite. \While it only features one
main table, it's well designed and
boasts all manner of different bonuses
that lead you to several smaller, mini-
tables. While Techno Soft's previous
pinball title Alien Crush featured an
alien theme, Dewl Crash has chortling
knights, chanting monks and dragons
occupying its tables. Released in the
UK as Dragon’s Fury, Devil Crashis a
superb pinball game that should last
you forever. Oh, and it's got one of
the most rocking soundtracks we've
ever heard.
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STREETS OF RAGE 2

» RELEASED: 1993

» PUBLISHED BY: SEGA

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
STREETSOFRAGE

As with Sonic The

Hedgehog 2, Sega took
everything that made the onginal
Streets Of Rage so fun to play
and turned it up to 11. The visuals
have had an overhaul with all the
heroes and enemies being beefed up
and boasting greatly improved detail.
Yuzo Koshiro is back with another
thumping soundtrack and the game’'s
many bosses are tougher than ever.
Each character now has a selection
of special moves and there are four
different protagonists to choose
from: Axel and Blaze from the onginal
game and new boys Skate and Max.
A magnificent scrolling fighter that's
crying out for a next-gen remake.

STRIDER

RELEASED: 1991
» PUBLISHED BY: SEGA
» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
AFTER BURNER

0 Oh come on, did you really
think we'd do a Mega Drive
top ten and not feature Strider?
Despite Darran's obsessive love for
Capcom’s purple clad ninja (it's a
long sad story) Strider's addition is
easily justified, as it's quite simply the
strongest arcade port on Sega’s 16-
bit console. Not only does it capture
all the character of the coin-op classic,
it goes one step further and delivers
a stunning soundtrack that actually
manages to improve on the arcade
original. Sure there's a fair amount of
flickering here and there but as far as
capturing the essence of the original
game goes no other Mega Drnive
conversion comes close. Essential.




DESERT STRIKE:
RETURN TO
THE GULF

» RELEASED: 1992

» PUBLISHED BY: ELECTRONICARTS

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
JUNGLE STRIKE

Set a year after the events in

the Gulf War, Desert Strike
sees you climbing into an Apache
and using it to stop a despotin
the Middle East from starting
World War lll. Utilising an isometric
viewpoint, EA’s blaster saw you
storming into armed bases to rescue
POWs, whilst using your firepower
to take out anything that stood in
your way. Despite the destruction
you can cause, Desert Stnke is quite
a cerebral affair, with many of the
later levels requiring a fair amount of
strategy to complete. The thinking
man's shoot-"em-up.

THUNDER FORCE IV

» RELEASED: 1793

SHINOBIlll: RETURN OF
THE NINJAMASTER

» RELEASED: 1993
» PUBLISHED BY: SEGA
» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
THE REVENGE OF SHINOBI

07 Despite a lengthy
development period,
Shinobi lifs four-year wait was
worth it. Not only has the pace
been increased, your ninja now
knows a selection of new skills.
Flying-kicks, a running dash and
using your hands to swing across
ceilings are just a few of the new
abilities you can use and all have
been perfectly integrated into the
game. There are even sections
where you can ride horses or surf
along the crest of a wave, dispensing
bad guys as you go. If only the
later games showed a tenth of the
imagination of Shinobi Ill...

ECCO THE DOLPHIN

» RELEASED: 1973

» PUBLISHED BY: SEGA

» CREATED BY:
NOVOTRADE INTERNATIONAL

» BY THE SAME DEVELOPER:
JAWSUNLEASHED

Delightful underwater

adventure that sees you
trying to rescue your dolphin
friends when they all get sucked
up by a mysterious hurricane.
With its focus on exploring the
expansive stages and 1its many
devious puzzles, Ecco The Dolphin
was quite unlike any other game at
the time and instantly caught the
public’s attention. The underwater
environments are full of detail and
bursting with all sorts of exotic
undersea creatures. Our only real
complaints with Ecco i1s that some
of the sections can be difficult to
negotiate, ruining the otherwise
tranquil atmosphere.

SHINING FORCE |l

» RELEASED: 1994

» PUBLISHED BY: SEGA

» PUBLISHED BY: SEGA
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While Thunder Force llf was never released in the

UK, Sega atoned by releasing its superb sequel
in 1993. Techno Soft's fourth Thunder Force title (and
the third to appear on the Mega Drive) boasted amazing
visuals, over-the-top weaponry and a stunning soundtrack
that perfectly complemented the frenetic on-screen action.
As with Thunder Force Il the first four levels could be
approached in any order, but the stages themselves were
far larger in scope and featured both vertical and horizontal
sections. Throw in some insanely tough bosses, plenty of
exotic locations and those stunning visuals and you have one
of the Mega Drive's classiest shooters.

i)
‘I 0 While it essentially features the same combat
system and gameplay mechanics as the original
Shining Force, Sega's sequel is generally considered
by many to be a far superior RPG. Take the combat for
example: it's a lot quicker now, making fights far less of a
chore than before, and the new counter-attacks add a great
degree of spice to the proceedings. The interaction of items
is also better integrated with little touches like automatically
passing a picked up item to another character when your
main hero’s pockets are full, and being able to view an item'’s
stats before you buy them means that everything flows
along rather nicely. A superb RPG that shouldn't be missed
under any circumstances.
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Year released: Japan: October 1980 (639,800 Yen), US: May 1981 ($299.99), UK: September 1981 (£199.99)
Buy it now for: £10-15 —

Associated magazines: \/ic Computing, Commodore User and C&VG g— _"'__...-~ ———

Specifications: MOS 6502A processor running at approximately TMHz; 5K RAM as standard (3.5K — —
available tor programming) that could be expanded further via memory cartridges; Tape e —

and disk interfaces as standard, one joystick port, one user port; Four :

sound channels in mono provided by the VIC chip itself: —
three melodic, one noise ' -

|
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VIDEOGAME HISTORY

he VIC-20 was such a success in the
West that it led to the creation of the
Commodore 64 and then the purchase
and production of the Amiga. Of course
what happened to the company several
years down the line is now a major

part of computing history, but we're getting ahead of
ourselves here. Let’s go back to the start, indeed before
there was any thought of the computer itself.

One of Commodore’s most stunningly brilliant pieces of
acquisition had been to buy MOS Technology, creators of the
6502 CPU used in many electronics tor the next ten years, in
1976. Two vyears later, in 1978, the VIC (Video Interface Chip)
was designed by Alan Charpentier for third-party sales to arcade

manufacturers. Although it could produce both graphics and
sound, no one was interested. Their loss. It was kept in-house,
awaiting some project to come up that it could be used in.
Although the VIC-20 had many notable people working on it, the
most prominent and the person to whom a lot of credit should go
Is Mike Tomczyk. Hired in Aprl 1980 as Jack Tramiel’s assistant, within
a month of joining he had managed to visit both Germany and Japan,
fired the entire marketing division and come up with the outline to the
machine that would eventually turn into the VIC-20. He would become
known as the "VIC Czar'.

His first day at work would be one that defined the rest of his
career, due to his attendance at the now infamous meeting just outside
| ondon. Tramiel outlined his vision, possibly inspired by Sinclair, of
producing a low-cost colour computer to complement the existing PET
series. Most present were in favour of continuing the high-end business
ine, questioning whether such a move was economically feasible. Only
a few supported the idea, including Tomczyk himself, Kit Spencer (head
of Commodore UK) and Tony Tokal {head of Commodore Japan).

“The Japanese are coming, so we will become the Japanese.” He

had reason to worry, however. \While Commodore was number one in
Furope, it lagged behind Apple and Radio Shack in the US, and Texas
Instruments was gradually nudging out its calculator business. Tramiel
was worried that the wave of subsidised mid-priced computers in
Japan could arrive in the US and do the same to his computer business.
And so, he planned a pre-emptive strike to counter this threat.

As was the case when later designing the Commodore 64, the
company was not averse to examining the competition and ‘borrowing’
good ideas from them. Tomczyk's visit to Japan proved fruitful, the
function keys of the NEC line, for example, ending up on the VIC-20
but vertically instead. By the end of the month he had typed a 30 page

,VIC-20

ACCORDING TO NEIL HARRIS, WHO JOINED IN EARLY
1981 AS PART OF THE AMERICAN PRODUCT LAUNCH
TEAM, COMMODORE WAS A $50 MILLION PER YEAR
COMPANY WITH BARELY ANY PRESENCE
THE VIC-20 COMPUTER WAS ABOUT TO CHANGE ALL
THAT. WE TAKE A LOOK AT THE MACHINE DESTINED
TO LEAVE COMMODORE'S FIRST FOOTPRINT ON

Tramiel listened to the arguments, pounded the table and announced,

UIC-20

N THE US.

INSTANT EXPERT

The working title for the VIC-20
was Vixen,

However both "VIC® and "Vixen’
sound like swear words in German,
s0 it was called the VC-20 (or
Volkscomputer) there. Commodore
had considered this title for use
worldwide but decided against it.
The VIC-20 was designed and
launched to stem off potential
Japanese competition 1o
Commodore’s computer business,
going as far as launching in Japan
first {as the VIC-1001).

It was the first home computer

to sell one million units worldwide,
beating the Apple Il by a couple

of months.

Jeff Minter's career arguably

took off with a little game called
Gridrunner when published in the
US, and Satoru Iwata (now head of
Nintendo) converted Galaxian (aka
Star Battle) in his formative years
with HAL Labs.

William Shatner was hired to
promote the computer just before
he signed on to play TJ Hooker as
his fees were quite low at the time.
During its peak Commodore was
manufacturing 9,000 units per day
to cope with demand.

Memory expansions were
available officially in 3K, 8K and
16K sizes, and although some third-
parties produced bigger than this,
no game ever needed more.
Commodore released a disk drive
for the VIC-20 called the 1540, but
it was hardly supported and no
games were written (at the time)
to take advantage of the format.
Although production of the
VIC-20 was halted in late 1984,
software companies continued
programming and publishing
commercial games well into 1985.

2/



OTHERVERSION
VIC-1001

The original hardware is

not very different from that
released in the West. Aside
from the foil and Japanese
symbols on the keys, the only
other extra Is the Japanese
ROM inside. In addition to the
three standard character sets,
by holding Shift and the 'C=’
key together on power-up

it would instead switch to
'katakana’ mode.

Those ‘banned’ games?
Much has been theorised regarding
the fate of two of Commodore’s
titles, but in light of some recent
new information, here's the most
likely senes of events. Commodore
actually had the licence from Namco
to convert FPac-Man, Galaxian

and Rally-X 1o the VIC-20, these
cartridges do indeed exist. However
because Namco had licensed the
arcades for distnbution in the West
to other companies, this deal solely
applied to Japan,

Mot one to let a minor triviality such
as this get in the way of profit,
Commodcre released Galaxian as
Star Battle, and transformed Rally-X
into Radar Rat Race by way of
altering the graphics. While the latter
appeared to avoid the gaze of Bally
Midway, the former did not and

its sale ended up being restricted.
Most likely as a way of placating
Bally in this situation, Commodore
set up a deal to officially convert
some of its other arcades including
Seawolf Gorf and Wizard Of Wor.
Moaore was to follow for FPac-Man,
now called Jefly Monsters, as the
home licence was owned by Atan
and it directly tock out an injunction
against the game. Curiously
enough this was levelled against
Commaodore UK rather than the
parent company; either Atari felt

it better to use legal means in this
country or the origin of the game
was European (there is a rumour it
was written by Handic

not HAL Labs).

Regardless of all the actions taken
out against Commodore neither is
that hard to find, certainly a lot less
rare than many people make

them out to be,
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» Most machines got a version of Space Panic, and this was no exception {but no apples in sight).

memo to Tramiel outlining everything that needed to be done to
turn the idea into an actual computer. Tramiel's sole response was
to tell him to “make sure all this gets done”, effectively making him
head of the project.

In response, two teams at Commmodore began work on
producing a prototype utilising the VIC produced earlier. Within MOS
Technology itselt Robert Yannes, who would go on to design the
SID chip, cobbled together one prototype from spare PET parts and
a desktop-calculator casing. His aim was to promote it as a games
machine, a concept that was carried forward to fruition.

The other prototype was constructed by Bill Seiler and John
Feagans, literally from hacking bits of other machines together.

on its own: he felt it needed a number afterwards. Tomczyk doesn’t
know why Tony Tokai chose the "1001" number for the Japanese
launch, but he chose 20" because it sounded friendly. This was a
theme he was to pioneer.

The VIC-1001 debuted at the Seibu Department store in Japan in
September 1980, taking over 100 orders by the end of the month
and officially launching in October. While Tomczyk calculated that
NEC and other Japanese companies would take a few months to
digest this new offering, it would give his team time to prepare
for the US launch and hopefully arrive before the competition tried
to conguer America. Having worked for two years in Asia he was
familiar with their business practices. It was a tactic that worked.

Tomczyk's prime directive to marketers and developers at
Commodore was to promote the VIC-20 as a “user-friendly
computer”, going as far as to trademark the phrase “the friendly
computer.” Part of this push was to make the VIC-20 available at
general retall outlets instead of specialist dealers, putting it on a
competitive front with consoles. As it turned out the VIC-20 was
advertised positively, comparing its features to consoles as there
were no computers available in the same price bracket.

The aim was that if an ‘ordinary’ person bought the computer,
then it should be simple enough for them to understand. Tomczyk
himself was responsible for a number of features including the
use of symbols and the name of each colour of the front of the
keys. The team attempted to make the user manual as friendly and
uncomplicated as possible for new computer users, leaving the
technical nitty-gritty to the Programmer’'s Reference Guide.

"FIFTEEN YEARS BEFORE SEGA KILLED OFF ITS OWN HARDWARE

(THE SATURN), COMMODORE DID THE SAME BY RELEASING THE

COMMODORE 64 IN AUGUST 1982

The graphics half of the PET motherboard was removed and
replaced with the VIC, and then a 9-pin joystick port and cartridge
slot (& la Atari 2600) was added. Seiler felt the machine should be
a computer, not just a games machine and insisted on having a
BASIC language installed for programming. In the end, the finished
prototype was a mixture of ideas from both teams.

With the machine receiving overwhelmingly positive feedback
at the June 1980 CES, the PET engineers were corralled together
to complete the final design in under a month. Although the cost
of the computer could be kept low due to Commodore’s vertical
Integration, only 5K of RAM could be installed per machine to keep
it below Tomczyk's proposed $300 price point (and leave enough
margin). While the design was being finished, the team in Japan
were busy putting together the first set of software titles for launch.
The machine was truly a combined effort and would not have

succeeded without either. All that was left was to decide on a name.

At the beginning it didn't have one except MicroPET, probably
because It was created from hacked parts. Many people dubbed it
the 'Vixen' as an extension of the VIC name, Tomczyk going as far
as doodling little fox logos. In the end though he decided to name
It after the primary chip inside. However, "VIC' sounded incomplete

Helping Tomczyk for the American launch were some new
recruits including Andy Finkel, Neil Harris (his eventual second-
iIn-command) and Englishman Paul Higginbottom. They were
responsible for preparing manuals, fixing the Japanese software for
Western launch and getting new games ready. To assist, Tomczyk
hired a group of 'hackers’ dubbed the 'VIC Commandos’ who
wrote the initial batch of 12 tape games to complement the higher-
priced cartridges. Finkel later wrote a number of games for the VIC
and C64, while Higginbottom became one of the main product
managers overseeing the computer's success.

Come the launch of the VIC-20 in the US and Europe during
1981, everything seemingly fell into place. The computer was a
huge hit with the public and garnered mainly positive reviews from
the specialist press. Promotion of the VIC-20 as a ‘user-friendly’
computer had struck a chord, helped by the use of a familiar face
(William Shatner) in prominent TV and magazine adverts. Most
major retail chains had their own VIC-20 demonstration display for
potential customers to try out. Commodore really was operating at
full throttle to promote the computer.

People saw the VIC-20 not only as a games machine, but a
device that could help in everyday life by way of the available
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» Many new games are still being developed today as evidenced above by Dragonwing, Frogger 07 and Jewels Deluxe.



COMMUNITY - THE BEST VIC-20 WEBSITES

Denial Cosine Systems
http://sleepingelephant.com/ www.cosine.org.uk
denial/ Although it's not Commodore

VIC-20 specific, Cosine has been
responsible for a number of
high-quality demos and games
In recent years, all available to
download for free from its site.
On top of this, the site also
features a great links list and
C64 downloads.

Denial may seem a strange
name (it's an anagram of the site
owner's surname) but it definitely
s the focal point of most VIC-20
activity today, especially the
forum where details, reports

and developments of everything
current and past can be found.

= —

A lot of work documenting and
archiving everything VIC-20
related was undertaken by Ward
Shrake and his team during the
Nineties. Now retired from the
retro scene, this is a record of
everything that is still (mostly)
relevant today.

Digital Archaeology VIC-20 Online
www.digitpress.com/the_digs/ www.eskimo.com/~areed/vic/
vic20/ VIC-20 Online is a new site,

with mostly personal related
material featured, but there are
a lot of really interesting and
detailed scans from magazines
and publications from the early
Eighties relevant to the VIC-20.
There are also reviews of a
number of VIC-20 accessories.

Vil
Online

X

software (or by creating their own programs). Programming was no
longer confined to the hobbyist or professional as computing was
brought into the homes of a wider demographic. As the Spectrum
was about to do in the UK, the VIC-20 became a starting point for
many people who would later go on to greater things.

Assisting Commodore’s profit margins was the assertion by
Tomczyk that each unit captured at least another $1,000 worth
of accessories and additional hardware. One of these was the
VICModem, the first modem to retail at under $100 and responsible
for being the first footsteps of many home owners in going online.
With the creation of the Commodore Information Network to take
some of the strain off telephone customer support, it is no surprise
Commodore claimed this board accounted for the largest amount of
traffic on CompuServe in 1982.

Indeed, 1982 saw Commodore’s fortunes go from good to
spectacular, the VIC-20 recording approximately 800,000 units
sold and revenue of $300 million on the back of a peak production
rate of 9,000 units per day. Tomczyk still expected the Japanese
companies to launch their computers in the US and they did, but
restricted themselves to the high-end market only. With 1983 In its
infancy it became the first home computer to achieve a million sales
worldwide. What could possibly halt the success of the VIC-20
now? Well, Commodore itself as it turned out.

Fifteen years before Sega killed off its own hardware (the
Saturn), Commodore did the same by releasing the Commodore
64 in August 1982. It had always been part of the overall scheme
of resisting the potential Japanese invasion that another computer
would be released, but in such a short time frame it meant the VIC-
20 would die before it had been able to live. It can be argued that
it was ‘sacrificed’ for the future of Commodore and just two years

=L ORE- OO O D

» The closest that the VIC-20 ever got to Wizard Of Wor. Explore the caves, shoot
the monsters and collect all of the treasure.

after its launch was priced at a mere $200 (in the US) or £100 {in
the UK), but still targeted as an entry-level machine.

Curiously enough such a fate was not to befall the C64 once the
Amiga arrived a few vyears after, nor did it apply to the Spectrum.
Both carried on into the Nineties with commercial software releases,
leaving their predecessors choking on what might have been. By the
end of 1984 the last VIC-20 had rolled off the production line and in
early 1985 the last computers left the shops, although software was
still available. Roughly 2.5 million VIC-20s had been sold; cementing
Commodore’s standing and defining its future.

And that Is really the computer’s legacy. Not only did the
C64 carry on the look and style, but most of the peripherals and
accessories that worked with the VIC-20, such as joystick, datasette,
disk drive and printer worked with the new computer. Upgrading
was suddenly a lot less painful than it used to be, and it was all part
of the design, though it did cause some speed issues.

In its wake it left a host of quality titles that hark back to the
simpler arcade days of the time and evoke bygone memories when
they are fired up to play. It is a pity many of them are very hard to
find, so in these cases emulation 1s something to be grateful for. It
proves that the situation then is the same as now, in that sometimes
excellent games don't sell. Today there is a small but dedicated
group of programmers writing new games and demos; there
may not be much quantity but there is always quality about each
production. They are the ones keeping the spirit alive in the same
way Tom Griner and Jeff Minter did more than 25 years ago.

The VIC-20 may have been eclipsed by its big brother C64 in the
end, but it deserves to emerge from the shadow and stand on its
own as a machine to be reckoned with.

How to make the best

home computerin the worle
even better:
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» Japanese launch advertising for the VIC-1001.  » A range of accessories for the VIC-20.
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Turning down Nintendo
In today's climate that would be a
rather foolish move to make. Back
then though it was an entirely
different world, one in which
American companies mainly ruled
the waves. According to Tomczyk,
shortly after the release of the
VIC-20 in the Wast, he was able to
begin negotiations with Nintendo
regarding converting some of its
arcade titles, including Donkey Kong,
to home formats. Such a deal would
have been a coup but as Tomczyk
was about to sign, Tramiel told him
to cancel the agreement.

Tomczyk believes that because of
his enthusiasm in general for home
formats, Nintendo decided to have

a go itself. The timing would seem
logical, as development on the
Famicom began in August 1981 and
the first wave of arcade conversions
of Bally Midway titles (see ‘'Those
‘banned’ games’ boxout) appeared
on the VIC-20 in early 1982.
Tomczyk believes Tramiel snubbed
Mintendo due to the agreement now
in place with Bally.

Atari ended up with the licence to
convert Nintendo's arcades to home
format, although it wasn't immune
to later following suit and screwing
up royally on a potential deal...

» Some examples of Tom Griner’s ability:
Black Hole (top) and Astroblitz.

WG 1)1 R

» The six-port cartridge expander module.
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PERFECT TEN GAMES

't may have only survived for five short years (four in the West) but Commodore’s VIC-20 still had a healthy range of
games avallable on it. So join us as we look back at ten of the machine's best games. If you're planning on entering
the world of the VIC, then these are the games that you can't possibly do without
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JELLY MONSTERS

» RELEASED: 1981
» PUBLISHED BY: COMMODORE

OMEGA RACE

» RELEASED: 1782

» PUBLISHED BY: COMMODORE

» CREATED BY: HAL LABS

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER: SUPER SMASHBROS

» BY THE SAME DEVELOPER: DRAGON'S DEN

0 With hindsight it may have been more than just 0 Including another arcade conversion in the list

a breach of licence that caused Atarisoft to be so
keen to have this game removed from the shelves. The
other reason strikes you soon after you start playing. This is
actually an incredibly playable and fun version of Pac-Man,
far more so than the effort Atarisoft itself later released
on the VIC-20. Part of the attraction is the amazingly large
software sprites representing the yellow marvel and his foes,
as they waltz around the maze after one another. It may not
be totally accurate, but then again it was a lot closer than a

certain Atari release for the 2600.

PIRATE COVE
ADVENTURE

RELEASED: 1981

» PUBLISHED BY: COMMODORE
» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
VOODOO CASTLE

0 While the adventures
themselves were Scott (or
Alexis) Adams’ creations, the five
licensed to Commodore were
programmed by Andy Finkel,
who squeezed the originals
into 16K each without any loss
of substance. Compression aside
Pirate Cove Adventure is accepted
as one of the best text adventures
available, a two-word command
assault upon the high seas to solve
problems, acquire treasure and
return it to the safety of your living
room. Most of the puzzles are fairly
logical and this will certainly present a
challenge to all who attempt it.

may seem strange, for VIC-20 usually only went
so far to reproduce the machines. There are always
exceptions. The expertly programmed Omega Race by
Andy Finkel is one such exception. Omega Race was
Midway's only vector arcade game, and he managed to
retain the complete look, feel, control and playability of the
original. Even under the joystick the ship never feels out
of control, and the fast-paced nature of the action makes
It a greater draw than Asteroids. We'd go as far to say this

edition was better than the later C64 conversion.

MATRIX

» RELEASED: 1783

» PUBLISHED BY: LLAMASORT

» CREATED BY: JEFF MINTER

» BY THE SAME DEVELOPER:
SPACE GIRAFFE

Although Gridrunner

started Jeff Minter along
the path to worldwide notability,
its sequel Matrix (aka Attack
Of The Mutant Camels in the
US) is the better game overall.
It's harder, more varied, can often
throw up a few surprises, and fixes
some issues from the onginal (most
notably the ability to ‘camp’ in the
lett-hand column to avoid the vertical
zapper). The Score Panic mode of
the camel waves raises the tempo,
and the snitch character at the top
keeps you from staying still too long.
And we haven't mentioned the shot
deflectors yet... one of the VIC's
greatest blasters.

SWORD OF FARGOAL

RELEASED: 1982

» PUBLISHED BY: EPYX

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
TEMPLE OF APSHAI

Epyx had already begun the

Temple Of Apshai trilogy
when Sword Of Fargoal was
released. This was an arcade-like,
pared-down version of the dungeon
crawler. Your task was to descend
through many randomly generated
levels in search of the legendary
sword, returning to the surface intact.
With the ability only to see where
you've already explored, it made the
game a tense, calculating affair as
you decide when to fight, when to
run and when to grab all that treasure
lying about. Each level was confined
to the visible screen, making it feel
more claustrophobic in nature. More
playable than its C64 cousin.
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DEMON ATTACK

» RELEASED: 1983
» PUBLISHED BY: IMAGIC

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
ATLANTIS

0 6 “You not good enough for
Demon Attack!” screamed
the alien in the commercial.
As it transpires, however, the
VIC-20 versions of Imagic’s Atari
2600 games were good enough,
especially this Phoenix clone
(allegedly). Take control of the lone
fighter battling through 84 waves
of demon birds that have various
different behaviour patterns and
quite often split in halt when shot.
Given the liberal fire that is raining
down upon you, this is no easy
task after a few waves have been
cleared. Demon Attack maintains
the look and feel of the original
game, and, needless to say, it
retains the difficulty level as well.

ASTRO NELL

» RELEASED: 2004
» PUBLISHED BY: COSINE
» CREATED BY: MAT T SIMMONDS

KEY QUEST

» RELEASED: 1783
» PUBLISHED BY: TYMAC

» CREATED BY: COMPUTER
APPLICATIONS INC

» BY THE SAME DEVELOPER:
N/A
0 There's only one real
downside to this game:
there’s only one known copy.
Thankfully it's been archived and
made available for those who wish 1o
try it out in emulation. It’s just a pity
it wasn't more widely available at the
time as it's a very good game. Much
in the style of Tutankham you control
an intrepid explorer through lots of
different mazes collecting treasure,
and despatching the continually
multiplying enemies though you
can only shoot left or right. Gaining
12 treasures in each maze opens
the door to the next. Fast paced,
challenging and addictive, Key Quest
well worth checking out.

LASER ZONE

» RELEASED: 1983
» PUBLISHED BY: LLAMASOFT

» CREATED BY: JEFFMINTER

» BY THE SAME DEVELOPER:
TEMPEST 2000

Rest assured that Llamasoft

barely ever released a dud
for the VIC-20, which is why
another of Jeff's games features
in the list. Controlling two guns at
once, you must defend the outpost
against the invading Zzyax aliens.
While the C64 version allowed for
simultaneous two-player action, the
VIC-20 original is again arguably the
better and more playable title. It
s certainly harder by way of the
smaller graphics, requinng more
precise aiming especially if one of the
nasties manages to land on a gun
axis. At higher levels it needs total
concentration, almost putting yourself

“Iin the zone", a state quite often

achieved with Llamasoft titles.

GAME THEORY

» RELEASED: 2007

» PUBLISHED BY: DENIAL
» CREATED BY: JEFF DANIELS

» BY THE SAME DEVELOPER: VICOLUMN

0 Software Project’s Perils Of Willy somehow ‘I
managed to squeeze in 33 screens of action

using the 16K memory expansion. Astro Nell on

the other hand, provides the VIC-20 with a Jet Set

Willy multi-screen experience stuffed into... well, no

expanded memory whatsoever. If you can see beyond the

astonishment and wonderment of how this is all possible,

you also discover that it is just as tricky, nasty and polished

as the game it imrtates. This is old-school gaming requinng

accurate jumps, paper on which to map out the rooms, and

a plan to collect all of the tems. So much for concessions

based on age.

» BY THE SAME DEVELOPER: ZOMBIE YARD

WarioWare is a fairly new concept but it has
already spawned a few imitators. But would
you ever believe that one would appear on the
VIC-20? While made simpler to control by requinng only
the press (or presses) of the button as opposed to also
moving the joystick, it doesn’t mean that there i1s a loss of
difficulty. Far from it, many of them are no pushover. Jeff
Daniels has also managed to cram a surprising number of
different mini-games into just 3.5K, making it a varied and
non-repetitive experience. It he carries through his plan for
a sequel using the 8K expansion, it should be something

worth looking forward to.
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PCENGINE GT

PC-ENGINE

T MAY HAVE FAILED TO SELL IN THE NUMBERS EXPECTED BUT THE PC-ENGINE GT
REMAINS ONE OF THE MOST DESIRABLE PIECES OF CONSOLE HARDWARE EVER
PRODUCED. WE STOCK UP ON AA BATTERIES AND LOOK BACK ON THE MACHINE
THAT DELIVERED PORTABLE GAMING IN A CLASS OF ITS OWN

Year released: 1990 (Japan)

Original price: $299 (around £150)

Buy it now for: £50-£100

Associated magazines: TurboPlay (USA), Go! (UK, C&VG supplement),
PCE Freak (Japan)

Why the PC-Engine GT was great... Being able to play cutting-edge HuCard
software on the move made you an instant hero among like-minded gamers, and the
cutting-edge LCD screen made rivals like the Lynx and Game Gear look decidedly
dodgy In comparison.

omfortably sitting here in 2008 it’s hard to fully appreciate

the impact the PC-Engine GT had when it was released

nearly 20 years ago. To give this momentous hardware

launch a touch of perspective, if it were to happen today it

- would be the equivalent of Sony releasing a portable PS3.

Bearing this in mind it’s relatively easy to see why this
eminently desirable slab of plastic retains such an avid following nowadays;
it is arguably the most elite portable console of its time, comfortably putting
contemporary rivals in the shade and costing lucky owners an arm and a leg
in the process.

To trace the genesis of the GT it's worth taking a look at the gaming landscape
back in the late-Eighties. Looking to crack the rapidly expanding console market,
Japanese companies NEC and Hudson Soft had entered into a deal whereby
the former would provide capital and production facilities and the latter would
contribute its newly developed chipset and a wealth of industry experience. The
result was a console that took Japan by storm: the PC-Engine. With Nintendo's
legendary stranglehold in Japan successfully broken, it's easy to see why NEC and
partner Hudson Soft felt they could do no wrong. The ebullient cohorts turned their
attention to another sector of the market dominated by Nintendo - the portable
arena — and set about planning their conquest.

The monochrome Game Boy had built on Nintendo’s experience with its seminal
LCD Game & Watch range and had unsurprisingly sold by the bucket load. The
triumphant performance of the PC-Engine bestowed its creators with a fair degree
of confidence and buoyed by this success they evidently felt they could permit their
R&D departments to go a little crazy. Not only did this productive union result in
the console industry's first CD-ROM attachment in 1988, it also sired the stillborn
SuperGrafx, an augmented version of the PC-Engine that was intended to take on
Sega's Mega Drive, but failed miserably. The portable GT was yet another project to
spring from the overactive minds of NEC and Hudson Soft's talented engineers.

Rather than follow Nintendo's lead and craft a console that was both highly
portable and cheap to produce, so it could retail for a reasonable price, the decision
was made to construct a product that would harness the very best technology the
domestic market could offer and miniaturise it. Astonishingly, the GT was identical
to NEC's home hardware, boasting the same HuC6280 processor technology and
impressive sprite-handling capabilities of the custom HuC6270 16-bit graphics chip.
Granted, Sega took a similar route with the Game Gear, basing it on the trusty
8-bit Master System hardware, but in terms of raw power there was little point in
comparing the two. The PC-Engine was In a different league to Sega’s machine.

As well as giving the GT technical parity with the phenomenally successful
home hardware, the new console also utilised the same HuCard (or TurboChip if
yvou were of the American persuasion) storage method for games. The ability to
play your home console collection on the move cannot be understated; it's also
important to keep in mind the uniqueness of the PC-Engine carts at the time. The
credit card-sized HuCards were compact, highly portable and surprisingly sturdy, all

» A rather happy looking fellow helps
promote the GT in this Japanese advert.

INSTANT EXPERT
Although the GT and its parent
console the PC-Engine are often
compared to machines like the NES
and SMS thanks to their 8-bit CPUs,
the graphics chip is in fact 16-bit.
Like the PC-Engine, the PC-E GT
featured some rather handy
auto-fire switches.

The appeal of NEC's hardware
was expandability, but sadly the GT
couldn’t be hooked up to any of the
PC-Engine CD-ROM add-ons.

The TurboGrafx port of flight
simulator Falcon featured a
dedicated two-player dogfight mode
that could only be unlocked using
the TurboLink.

Because you couldn’t hook up
the TurboBooster Plus memory
backup device to the GT, games that
required you 1o save in-between
sessions were impractical,

A dedicated adaptor was
produced to avercome region lock-
out problems, which was handy for
TurboExpress owners as very few
guality games actually made it the
United States.

As well as appearing in Enemy Of
The Stats, the T also cropped up
in the lamentable 3 Ninjas movie,
as well as an episode of TV show
Doogie Howser, MD.

The TurboVision TV tuner
showcased additional audio and
video inputs, which meant you could
use your TurboExpress as a (very
small) monitor.

Towards the end of the
TurboExpress's life, the price was
dropped and a four-game bundle
pack was introduced to boost sales
— neither tactic worked,

If you purchase a GT and find

the sound is particularly low, you'll
need to crack that baby open and
get the soldenng iron out, because
the capacitors are faulty — an
unfortunately common problem with
NEC's portable.
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PC-ENGINE

C'MON GUYS
ACCESSORISE

With every portable console

there seems 1o be a tidal wave of
additional accessories to purchase,
and the GT was no exception to this
rule. “The most common accessory
for the GT is the TV Tuner, known
as the TurboVision in the States,”
says Nanto. “The TV tuner allowed
you to watch broadcast TV on your
GT similar to what Sega did later
with the Game Gear.” It's prudent
to bear in mind that this penpheral
arrived a fair while before Sega's did.
"The other accessories were pretty
standard fare,” continues Nanto.
"The Car Adapter allowed you to
operate your GT from a car charger,
which was ideal for long jourmeys,
the AC Adapter powered the
console from an ordinary household
outlet and the TurboLink allowed
two consoles to play

head to head on games that
supported the feature.”

» The US packaging boasted of 16-bit
colour visuals — something the Game Boy
couldn't offer.
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WHEN ONE MACHINE ISN'T ENOUGH

TurboDuo

A PC-Engine and CD-ROM
attachment, the Duo was meant to
compete with the SNES. For NEC
addicts, this is the only machine
worth owning as you can play
HuCard and CD-ROM games. The
Duo-R and Duo-BX followed, but
with only cosmetic alterations.

PC-Engine

Heleased in 1987, this Is the machine
upon which the GT is based.
Diminutive and showcasing one

of the most attractive designs in
videogame history, it quickly became
a bestseller in Japan. The CoreGrafx
and CoreGrafx |l soon followed, but
both were essentially the same.

of which tied in perfectly with the core ethos of the GT. It could be
argued that Sega's Game Gear also offered the same connectivity,
but it required an additional (and unofficial) adaptor in order to play
Master System games and wasn't constructed with the implicit aim
of enabling fans to carry their entire videogame library around with
them. However, arguably the most instantly appealing aspect of the
GT was the breathtaking 2.6" LCD screen, which stood apart from
rival portables because it didn't suffer from washed-out colours or
crippling motion blur. Taking all of these points into account it's little
wonder that the GT was crowned by the gaming press as the 'Rolls
Royce’ of handheld consoles.

Unsurprisingly, such opulence came at a lofty price. When the
GT was launched in the US (renamed TurboExpress) it retailed for
a wallet-punishing $299.99 (although some stores briefly sold it for
$50 less), which was nearly $200 more than the market-leading
Game Boy and around $100 more than the TurboGrafx-16 — which
was essentially the same system but without portability. Although

this premium cost was necessitated by the cutting-edge technology
inside the unit, it nevertheless proved to be a fatal mistake on the
part of NEC as it placed the machine firmly outside the reach of
most gamers, rendering

it uncompetitive In
commercial terms. “The
GT is still one of the most
expensive portable game
systems ever made,”

says NEC expert and
PCEngineFX.com founder
Aaron Nanto. “With the
Game Boy, Game Gear and
Lynx all being substantially
lower priced at the time,
the GT had no chance to
sell better than those other
systems. If NEC had priced

PC-Engine LT

An enhancement of the GT concept,
this exclusive machine featured

a superior screen and improved
connectivity {it could link to the CD-
ROM unit). It also cost the earth and
wasn't that portable, nevertheless

it still remains a highly sought-after
entry in the NEC catalogue.

PC-Engine Shuttle

One of the most pointless releases

in NEC's history, this was essentially
a re-styled PC-Engine, but lacked the
ability to link to the CD-ROM unit. It
was aimed at children but the new
casing design didn't find many fans,
regardless of age. Nevertheless, it
remains highly collectable these days.
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» Given the nature of the screen, shooters tended to be the best choice for GT owners — thankfully
the PC-Engine has more than its fair share of these.

the unit competitively with the Game Boy or even the Game Gear
from the start, things probably would have been a bit different.”

To add to the issues the towering retall price presented, there
were other niggles with the actual hardware itself. The LCD screen
may have been better than anything previously seen on a portable
console, but it wasn't perfect. It actually ran at a lower resolution
than 1ts domestic counterpart, which naturally caused headaches.
“Since the resolution of the GT was so low, any game with text
was almost impossible to read so the unit was only really suitable
for games in the action/shooter genres, such as Soldier Blade and
Bonk's Adventure,” explains Nanto. This sadly meant that text-based
adventures were practically unplayable on the machine.

Problems with the display didn’t end there. The term ‘dead pixel’
may be commonplace these days, but back in the early Nineties
consumers were less familiar with this issue; when several early
adopters discovered that their newly purchased (and very expensive)
GTs were missing pixels, the ensuing negative press did a lot to
hurt the image of the fledgling portable. Another problem was
encountered with the sound, which often came through very weakly
or not at all; this issue was traced to faulty capacitors. The seemingly
careless level of quality control displayed by NEC only added to the
rather downbeat public perception of the console — which, it has to
be remembered, was retailing for nearly three times the price of the
market-leading (and very dependable) Game Boy.

Even the distinctive advantage of being compatible with PC-
Engine software presented a rather strange situation for NEC
when it came to promoting the machine. “The marketing strategy
focused on the fact you could take the exact same game from



» The PC-Engine GT packaging was typically understated and made the machine even more
desirable for anybody with money to burn.

the home console and play it on the portable,” recalls Nanto. It
was an undeniably unigue selling point, but the business model
was critically flawed from the outset. Traditionally speaking,
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» US magazine VideoGames & Computer Entertainment broke the news of
the PC-Engine GT with this rather disturbing cover.

batteries were commonplace, such ravenous demand for power
made owning a GT exceedingly costly.
Although compatibility with PC-Engine software ensured that

PCENGINE GT

TAKING YOU TO
THE MOVIES

It may well be common knowledge
now but we couldn't do a feature

on the GT without mentioning what
Is arguably the console’s defining
moment — appearing in its American
TurboExpress guise in the 1998
Hollywood blockbuster Enemy Of
The State alongside Will Smith and
Gene Hackman. The TurboExpress
s used to conceal a memory card
containing footage of a murder,

and 1s eventually planted on Will
smith's character, which triggers

a series of unfortunate events that
transpire to make Smith a threat

to national security. Although the
TurboExpress isn't actually shown in
action (unsurprisingly, flash memaory
cards aren't compatible with the
machine) it nevertheless gets some
iImprassive screen time. It's a shame
that by the time the movie was
released, both the TurboExpress
and American distributor TTI were
both dead and buried — this kind of
media attention would have been a
massive boost in the dark days of

manufacturers expect to lose out financially on hardware but make the eaily, Mingtos

profit on software. NEC's plan seemed to ignore the fact that it
was essentially preaching to the converted and in selling the GT to
existing owners it would fail to benefit from the additional software
sales that new customers would bring, as established PC-Engine
fans would be unlikely to purchase any additional software purely
because they owned the GT. As it turned out, the prohibitive price
point dissuaded even these hardcore devotees from purchasing the
console, and NEC's already flimsy strategy fell to pieces.

Perhaps the most debilitating issue with the machine was power
consumption. As was the case with other colour portable machines
of that era, the GT was a supremely hungry beast; approximately
two hours of play was the best you could expect to get out of a
fresh set of six AA batteries. Needless to say this severely limited
the portability of the console and In an era before rechargeable

those gamers brave enough to pick up the machine were at least
kept happy for a few years, the GT ceased to be a commercial force
fairly swiftly and was steadily reduced in price until it was eventually
discontinued. Getting trustworthy sales data from nearly two
decades ago isn't easy, but it's believed that the machine shifted a
disappointing 1.5 million units worldwide — well short of what NEC
and Hudson Soft expected after the success of the PC-Engine.

The GT may have failed to seriously challenge the might of
the Game Boy, but today it enjoys plenty of attention from keen
gaming enthusiasts and despite its faults takes pride of place in any
right-minded retro fan's collection. While second-hand machines
still manage to maintain their exclusive allure and similarly inflated
price points, 1t's not that hard to track down a console for a semi-
reasonable sum. “The GT is fairly easy to obtain these days,” Nanto 1
says. " The unit isn't rare by any means, so it you wanted to buy one
't would be an easy process. Units vary wildly in price, but you can
expect to pay around $100 (£50) to $200 (about £100), depending
on condition and whether it's a US or Japanese unit.” Strictly
speaking, the Eastern variant 1s the most appealing (and the most
costly) as it grants access to a much wider range of software; like its
domestic counterpart, the GT utilises region protection so US games
will only work on a US TurboExpress, and vice versa.

The GT may have some serious niggles but it still makes a
convincing argument for being one of the finest portable consoles
ever produced; remembering the context of its release, it really was
a revelation. The ability to take what was still a cutting-edge machine
and play it on the move (albeit for short periods of time) was enough
to make many hardcore gamers fall helplessly in love with the GT
— thankfully that adoration is still alive and well today.
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PC-ENGINE SITES TO WATCH
TurboGrafx-16.com

This site documents the history of NEC
consoles with a variety of documents
and nostalgic musings. It also has a
compreheansive ‘Tricknology’ archive
packed with cheats for many titles.
Some parts are still under development,
but it's a worthwhile visit nonetheless.

TurboPlay

The PC-Engine Software
Magazine Archwes

Bible

If you're looking to buy PC-E software
then this is the site for you. It has almost
every release for the machine and gives

PC-Engine FX

The domain of NEC expert and all-round
nice guy Aaron Nanto, this slick and
highly professional site should be your
first port of call if you're new to the
world of NEC. It contains news, videos,
FAOs and even a store that sells brand
new TG-16 software. Essential.

ThIS sate was set up to document all
references to the TG-16/PC-E in printed
media. It's pretty incredible, with loads

of high-quality scans. Magazines such as  a rating out of five. The reviews are short
EGM, TurboForce and GamefFan are all
represented here.,

and sweet, so you'll know pretty quickly
if a game’s worth bothering with or not.
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PCENGINE GT

PERFECT TEN GAMES

Okay, so we're obviously cheating here, as we've already published a perfect ten PC-Engine games in a previous
issue. Still, due to the small screen and impossible-to-read text you have to be a little more careful when choosing
your games. Pick any of the ten below and you'll be off to a perfect start
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AIR ZONK/PC DENJIN

» RELEASED: 1992

» PUBLISHED BY: HUDSON SOFT

» CREATED BY: RED/HUDSON SOFT

» BY THE SAME DEVELOPER: BONK'S ADVENTURE

0 A side-scrolling shooter featuring a futuristic
version of Hudson Soft's mascot Bonk (or PC
Genjin as he was known to his Japanese fans), Air
Zonk is one of the most visually accomplished games
to be released on NEC’s 8-bit wonder. Showcasing
incredible mult-layer scrolling and some absolutely massive
spntes, the game really does push the PC-Engine GT's
hardware to the absolute limit. A CD version of Air Zonk
was also released, but ironically it isn't quite as good as the
HuCard variant — the two games are actually rather different
in terms of structure. Given the stature of the game it should
come as no surprise to learn that Air Zonk currently fetches a

SOLDIER BLADE

» RELEASED: 1992

» PUBLISHED BY: HUDSON SOFT

» CREATED BY: RED/HUDSON SOFT

» BY THE SAME DEVELOPER: SUPER STAR SOLDIER

0 Part of the influential Star Soldier lineage, Soldier

Blade was the final game in the series to be
released on the PC-Engine and remains a solid fan
favourite. Graphically it remains impressive even today,
featunng plenty of fast-moving and well-detailed sprites
dashing around some sumptuous, eye-catching backgrounds.
Debate still rages as to which is the finest shoot-'em-up on
the format, but this certainly makes a very strong claim to
that crown. Soldier Blade also looks absolutely gorgeous on
the PC-Engine GT's 2.6-inch LCD screen, which effortlessly
deals with the rapid nature of the gameplay. Second-hand
prices are high, but still affordable, and an American release
Is also available.

fair few bob on eBay these days.

SUPER ADVENTURE
ISLAND

» RELEASED: 1992

» PUBLISHED BY: HUDSON SOFT
» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
ADVENTUREISLAND

0 3 A very likeable offshoot
of the Wonder Boy series,
Super Adventure Island takes
the core gameplay of the Sega
original and adds some neat
touches. The player takes control
of Takahashi Meijin, who is based
on a Hudson Soft employee.
Visually it's a joy, with bold colourful
sprites and wonderfully expressive
characters. The light-hearted nature
of the gameplay makes it an ideal
companion for those trips into the
outside world. To confuse matters,
the previous PC-Engine Adventure
Island title is a retooled version of
Wonder Boy lli: The Dragon’s Trap.

DON DOKO DON

» RELEASED: 1590

» PUBLISHED BY: TAITO

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
NEW ZEALAND STORY

This hugely underrated

platform romp is often
ignored thanks to its similanty
to fellow Taito classic Bubble
Bobble. While it certainly looks like
Its stable mate, Don Doko Don s
very different in terms of gameplay.
Instead of blowing bubbles, the
player hurls mallets in the general
direction of hostiles, stunning them
on contact. They can then be picked
up and thrown at other baddies. As
Is the case in Bubble Bobble and
Rainbowv Islands, defeated enemies
leave behind fruit that can be gobbled
In order to gain even more points. It's
a brillantly enjoyable title, and this is
shown by its high second-hand value.

GCAME OUVER

AERO BLASTERS

RELEASED: 1990
» PUBLISHED BY: HUDSON S0FT
» CREATED BY: INTER STATE/KANEKO

» BY THE SAME DEVELOPER:
DJBOY

0 The Mega Drive version

is arguably superior but
this remains a fine conversion of
a criminally ignored horizontal
shooter. Tremendously close to its
arcade parent visually, there are some
minor changes that stop it being as
faithful as it could possibly be, but
they don't seriously impede on the
abundance of enjoyment that is on
offer. Aero Blasters (also known as
Air Busten is colourful, challenging
and incredibly chaotic — everything
you want from a decent blaster. It
won't cost you the earth to locate a
copy, and it even had the privilege
of getting a US release — albeit with
ternble box art.




GALAGA 88

» RELEASED: 1788

» PUBLISHED BY: NAMCO

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
WONDER-MOMO

0 The oldest game to be

featured in our perfect ten
GT games, Galaga ‘88is pure
shooter brilliance. A sequel of the
wonderful arcade classic Galaxian
the game contains some suitably
hectic gameplay and becomes
deliriously addictive after absolutely
no time at all. The sparse visuals
actually work in its favour when
played on the GT's LCD screen, with
the black background making it easy
to see what's going on. Combined
with the pick-up-and-play quality of
the gameplay, it makes Galaga ‘88
the ideal cohort for NEC's portable
hardware. The TG-16 variant is
confusingly called Galaga 90 due to it
having a later release date.

1943 KA

DEVIL CRASH

» RELEASED: 1770

» PUBLISHED BY: NAXAT

» CREATED BY: IN-HOUSE

» BYTHE SAME DEVELOPER:
ALIEN CRUSH

0 Alien Crush was a fantastic
simulation of pinball that
contains lots of gruesome looking

xenomorphs, but Devil Crash
manages to better it in pretty
much every way. Visually this is a
real classic of the era, with distinctive
2D graphics that still look wonderfully
repugnant even today. Like all truly
great pinball simulations, the ball
physics are absolutely spot-on (ironic
given the supernatural nature of the
tables) and the additional rooms

add immeasurably to the overall
experience. Rounded off with some
excellent tunes and sound effects,
this is an unforgettable experience
that is deserving of any gamer's
undivided attention.

JACKIE CHAN

» RELEASED: 1991

» PUBLISHED BY: HUDSON S0OFT

» CREATED BY: IN-HOUSE

» BY THE SAME DEVELOPER:
THEKUNGFU

Everyone loves Jackie Chan,

don’t they? The seemingly
indestructible martal artist I1s so
likeable it's hardly surprising to
discover that this platform action
title is jolly good fun, too. Featuring
amusing cartoon sprites and some
seriously entertaining gameplay, this
remains one of the finest examples
of the genre available on the
PC-Engine. As well as running and
leaping through a series of oriental
levels, Jackie 1s also able to dish out
his own brand of slapstick violence
via a senes of punches, kicks and
special moves, the latter being
accessed by picking up special items
dotted throughout the stages. A
must-have for all GT owners.

MAGICAL CHASE

PERFECT 10

» RELEASED: 1771

» PUBLISHED BY: NAXAT SOFT
» CREATED BY: NAXAT/CAPCOM

» BY THE SAME DEVELOPER: NAXATOPEN

0 An absolutely brilliant conversion of Capcom's
much-loved arcade title, this PC-Engine port
actually features two different versions of the game.
The Arcade version is a faithful copy of its coin-op parent,
but the real attraction here is the Original mode, which is
a suitably enhanced update with improved graphics, some
slightly different levels and a wonderful soundtrack. One

has to wonder just how Naxat Soft managed to do it,

considering the generally average quality of its other games.

Although many other shooters boast far more complex
game mechanics and superior visuals, 1943 Kar has bags of
gameplay and is extremely worthy of a place in our perfect
ten and is definitely worth a purchase, too.

» RELEASED: 1991

» PUBLISHED BY: PALSOFT

» CREATED BY: QUEST

» BY THE SAME DEVELOPER: OGRE BATTLE

‘l This is an extremely sought-after ‘cute-'em-up’
game in the same vein as the Cotton franchise.
The player assumes the role of a kind-hearted witch, called
Ripple, and must safely guide her through several horizontally
scrolling levels, taking on hordes of wonderfully coloured
foes in the process. It certainly looks harmless enough but
the sickly sweet visuals belie the fantastic shooter action
that is contained within. Magical Chase was lucky enough
to get an American release, although for some inexplicable
reason several sprites and some of the backgrounds were .
altered — the first level in particular looks very different in the el
US edition of the game. Both the Japanese and American 4571 0/pts!
versions carry a hefty price tag these days. 10
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BEST OF BRITISH

BES (OIF [BIRNNISIR

THE EARLY EIGHTIES WITNESSED AN EXPLOSION IN THE UK COMPUTER MARKET, WITH
MANUFACTURERS FALLING OVER THEMSELVES TO GRAB A SLICE OF THE ACTION. BUT WITH NO
CLEAR STANDARDS AND LITTLE IDEA OF WHAT USERS REALLY WANTED, THE MARKET QUICKLY
BECAME A MINEFIELD FOR THOSE LOOKING TO BUY THEIR FIRST MICRO. WE LOOK BACK AT THE
BEST OF THESE BRITISH MACHINES AND ASK THREE QUESTIONS OF EACH ONE: WAS IT ANY
GOOD? HOW DID IT FARE? AND, CRUCIALLY, COULD YOU PLAY MANIC MINER ON [T7

hen it comes to developing and adopting new
technology the UK has generally lagged behind
the US by a good couple of years. By the time
Clive Sinclair released the MK14 kit computer
in June 1978, the States had already seen the
launch of the Apple ll, the Tandy TRS-80 and
the Commodore PET. These pioneering machines were complete
integrated computers, where as the MK14 was little more than a
fancy calculator with a hex keyboard and LED display. Obviously it
would be unfair to compare a £40 kit with much more expensive
machines (at the time of the MK14's launch an imported Apple
Il would cost a cool grand), but it highlights the maturity of the
US market compared to the UK at the time. Sir Clive was well
aware of the advances being made over the pond - he'd seen
it for himself at an electronics fair in San Francisco in 1977.
» Although Oric ran into difficulties in 1984, Branching off into the micro market was an experiment that
the Oric-1 was followed by the Atmos and ] _
Telestrat The latter was notreleased  Paid off — more than 50,000 MK14s were sold, and it paved the
inthe UK. way for Sinclair’s next machine, the ZX80.
Released in February 1980, the ZX80 offered much more than

the MK14. It had an alphanumeric keyboard, a cassette interface

Tomorrow’s micro...today!

Probably the fastest microcomputer and a modulator for TV output. It had 1K of RAM, built-in BASIC,
il e and at its heart was the popular low-cost Z80 microprocessor. It
’_h_"_ﬂp{m ACE “:":'f“ was heady stuff. By far its most attractive feature was the price
o wse=e  —Just £79 in kit form or £99 pre-built, making it the first ready-
xsif2. - .| assembled computer to be available for under £100. Compare
“*:E:!"-‘""- === this to the TRS-80 or the PET, both of which would set you

back five times that amount, a price your average punter was
» Despite the title the Jupiter ACEwas 1Ot Prepared to pay. The ZX80 was affordable and accessible
anything but. Releasing amonochrome ~ t0 the man on the street. It was the perfect entry-level
computerin 1983 was commercial suicide.  achine for someone wishing to learn about computers.
With sales reaching over 100,000 in less than 18 months
(of which a reported 60 per cent were sold overseas), the
ZX80 was yet another Sinclair success story. But it was just
the beginning. The ZX81, released in March 1981, clocked
up sales of 400,000 in a single year. This new model
introduced better BASIC and high-resolution graphics
among a number of other improvements, but Sinclair v SHIET
actually sold the ZX81 for less money than the ZX80 (£49
for the kit, and £69 for the pre-built model). This was
mainly due to a more efficient internal design, which
reduced the number of chips, making it cheaper to
manufacture. The price was right, and within two years
of release the ZX81 rocketed past the magical 1 million
sales mark. Home computing in the UK was no longer
a niche.
A cottage industry sprang up to support the ZX81.
The machine was better suited to running games than
the ZX80, so the floodgates opened with a large volume

"THE PRICE WAS RIGHT, AND WITHIN TWO YEARS OF RELEASE THE
/X381 ROCKETED PAST THE MAGICAL 1 MILLION SALES MARK. HOME
COMPUTING IN THE UK WAS NO LONGER A NICHE”

Ye
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BEST OF BRITISH

EMULATOR RECOMMENDATOR

AH, THE JOY OF EMULATION. ALL OF THE COMPUTERS MENTIONED IN THE FEATURE CAN

BE EMULATED ON A WINDOWS PC (AND QUITE POSSIBLY A MAC, TOO). HERE'S OUR LIST OF
RECOMMENDED FREEWARE EMULATORS AND WHERE TO GET THEM:

computer with a pleasingly chunky case and a

MACHINE EMULATOR HOMEPAGE : .
finger-pleasing full travel keyboard. As was the norm
Acorn Atom Atom Emulator www.stairwaytohell.com/atom/wouterras back then, it came as a kit or pre-assembled, and
7X80/81 X Tender? www delhez demon nl with 2K RAM and 8K ROM as standard. VWhat made
: . . . the Atom special was that it was designed with
BBC Micro BRabEm wLmIs=aUk CE- pIpEXCOm bechemyascntm) expandability in mind. The RAM and ROM could be
Spectrum ZX Spin www.worldofspectrum.org/emulators.htmi upped internally to 12K each (with more memory
Dragon 32 Roar AR B i GRS Taa S bolted on externally, if reqmred} and vanqus expansion
cards could be slotted in place. Perhaps its greatest
D[’E{:-'I Euphﬂrlﬂ htﬁ].I'r.l'r':'“{:|fraﬁﬂeCﬂm}fl:]ﬂ[:ﬂﬁde:{_englﬁhhtml asse-t' hmwequrer' came at no added Cmst ﬁtom
Camputers Lynx PALE http://heraclion.users btopenworld.com/palelynx.htm |  BASIC was generally regarded as the best in the
_ _ _ business, being much more powerful and intuitive
Jupiter ACE EightyOne Seiit hadilian S I Al than Sinclair's flavour.

Grundy NewBrain NewBrain Emulator http://newbrain.50webs.org At launch, a pre-assembled Atom with 12K RAM
and ROM retailed for £330. At this price It attracted

Memotech MTX500 Mt Xemu http://mtxemu.classicgaming.gamespy.com _ ,

the more serious user, although games were available
Sinclair QL QL2K http://www.jadiam.org/QL/index.php from familiar names such as Quicksilva, Bug-Byte
Amstrad CPC Caprice32 www.caprice32 cybercube com (no Manic Miner though!) and, of course, Acornsoft.

Perhaps its biggest claim to fame was that both
of cassette-based software sold via mail order and through specialist David Braben and lan Bell began coding games for the machine

dealers (after all, the ZX81's membrane keyboard didn’t exactly before collaborating to create the awesome Elite for the Atom’s
lend itself to programming your own arcade clones). Sinclair's next successor, the Proton. As you'll no doubt already know, the Proton
machine, the ZX Spectrum, became even more synonymous with was released in late 1981 under the name BBC Micro after Acorn

gaming thanks to the addition of colour graphics, sound support and was chosen by the broadcaster to provide a machine to feature in a
extra memory. We won't dwell on the all-conquering Spectrum here  television series about the exciting new world of micro computing.

as it's been covered in detall before, but its importance in the UK The 'Beeb’ was a clear successor to the Atom, taking the basic
computing market cannot be overstated enough. We'd also like to 6502 setup and offering more memory (16 or 32K, depending on
reiterate the fact that iconic British platformer Manic Miner began the model), a larger 32K ROM which held an enhanced version of

life on the Speccy before being ported to just about every other 8-bit ~ Atom BASIC (dubbed BBC BASIC), and a whole host of expansion
_ computer around. Some years later a guy named Ales Martinik even ports for connecting stuff. The Beeb really was feature rich, and
» We love Spectrum Man, if only because . : . ; .
he somehow has the powerto makethe ~ Managed to shoehorn an amazingly faithful version of the game onto  you had to be rich to afford one. The premium Model B launched
Speccy display an orange background.  the ZX81. at £335, later nising to £399 to cover increased production costs.
Still, more than 1.5 million Beebs were sold in total, mainly to the

OTHER BRITISH MICROS JOINED THE FRAY  ctcetin merit wtom a0 per ot atachoce choss e,
|N ]983 |NCLU DING TH E CAM PUTERS LYNX, Beeb a stuffy image, a large library of gami.ﬂg software was written
for the machine, including classics like Elite, Repton, Revs and Exile.
MEJhLAJ SJI-I-EECRI_lAI\(A:-IE)'(Glﬁ g “ ED KCNI-EI Ig\/BERDAlANNéw?'IEEE Manic Mmderl f.wasl pDL:tEIed to thelmalchiﬂef too. Just Iin case you )
, were wondering.
NE AR THE S AME LEVEL OF M ARKET The Beeb occupies an important place in the history of British
computing, but it was the Spectrum that really kicked things into
PEN ETRAT'ON AS THE SPECTRUM" Drerdrl-ilvle; buiILlj:iirlwgu;n the mﬂmenL’lEum of the §K8|1. Insth; Iattler half
of 1983, having reduced the 16K model to just £99, Sinclair was
The downside of success for Sinclair was competition from shifting 50,500 ur‘lit; a month and 3’[rt.1c_:1gﬁnj-;':;J to meet é:lem;;;
rival manufacturers. This was nothing new, however, as Sinclair These numbers were
o Sl by i had been competing with fellow Cambridge company Acorn unprecedented, and other
Sinclair's ﬁ;'m?cr;g;"ﬁumi pawn;ﬁ: Computing for years. Chris Curry left Sinclair in 1978 to establish manufacturers were

way for the hugely successful ZX range. ~ Acorn and released the System 1 in January 1979, a kit computer attracted to the consumer
that shared many similarities end of this growing market

From Science of Cambridge: the newMK 14. with the MK14. This was not like moths to a flame. And
Simplest,most advanced, most flexible simple mimicry, however, as yes, many of them burnt
microcomputer -in kit form. the System 1 was the firstin a their wings.

series of 6502-based machines Let's look at some of

N =gty - aimed at serious enthusiasts. the main contenders.

taranan G When it came to catering for There was the Dragon 32,
-\ .. 39 the consumer market, Acorn forged in Port Talbot and

developed the Atom, a computer unofficially based on the

that had more in common with Tandy Color Computer.

£ the established US machines than This versatile 32K micro
the cheap, cheerful and relatively launched in August 1982
toy-like ZX80. at £175 (the same price

Released a few months after the as a 48K Spectrum) to

. » Sir Clive at the Sinclair QLs launch. We're guessing he :
e o ZX80, the Atom looked like a proper wasn't as chuffed when he checked the order book. encouraging sales (40,000

4y
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» The many faces of Manic Miner. The versions from top to bottom:; ZX81, Spectrum, Oric-1 and SAM Coupé.

units sold in the first six months), but its unusual 6809 processor
meant that it was difficult to port software across from the more
popular Z80 and 6502 machines (Software Projects managed to
release Manic Miner for it, of course, even throwing in a couple

of bonus screens for good measure). Sales soon began to tail off
and constant delays to the launch of the bigger memory Dragon
64 didn't help matters. Dragon Data was declared bankrupt in July
1984, and six months later Oric went the same way.

Oric’s bold but slightly stupid plan was to try to steal a march
on Sinclair by offering more machine for less money. It got things
half right, as the Oric-1 was slightly ahead of the Speccy in terms
of hardware (built-in Microsoft BASIC, better sound, more ports,
less colour clash), but when it came to pricing Oric was unable
to undercut Sinclair. In fact, Oric was unable to get the damned
machine to market due to manufacturing problems, and when units
did start to trickle through in early 1983, it was revealed that the
ROM and the cassette loading system were bugged. At least there
was uplifting news on Manic Miner front. The game was released
for the Oric-1, complete with 12 extra screens, but even the magical
influence of Miner Willy could not reverse Oric’s fading fortunes.

Other British microcomputers that joined the fray in 1983
included the Camputers Lynx, a relatively advanced computer
available with 48, 96 or 128K RAM: the Jupiter ACE, a
monochrome machine famous for including FORTH rather than
BASIC as its built-in
language; the brilliantly
named Grundy
NewBrain, an odd little
micro with a built-in
16-character display; and
the Memotech MTX
series of computers
that were similar to
the MSX standard.
These machines were
all Z80-based, just like
the Spectrum, and
each boasted their own
unique features, but
none of them achieved
anywhere near the
same level of market
penetration as the
Speccy. We'd suggest
It was because you

A rae gpeCEE 0 B0 IO e sC e Faion

= e ol

» Magnetic Scrolls’ The Pawn was written for the OL
before finding greater success on other platforms.

4
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E

couldn't play Manic Miner on any of them, but that
would make us sound slightly mad.

Seemingly no one could stop Sinclair at the time,
so when Sir Clive turned his attention to business
machines it was widely predicted that he would
aggressively corner this lucrative market. The
Sinclair QL (Quantum Leap, no less) was launched
in January 1984, but things didn’t exactly go to
plan. On paper the QL looked formidable — a 32-bit
machine with 128K RAM (easily expandable to
640K), bullt-in mass storage, a multitasking OS and
a bundled office suite, all for £399. However, to hit
this bargain price point compromises were made at
almost every stage of development. The powerful
Motorola 68000-series processor was hamstrung
by an 8-bit databus that limited performance. For
storage, Sinclair's clever but unreliable Microdrive
cartridge system was chosen over a floppy drive.
And then there was the low-cost keyboard that
was far too unresponsive for business users.
Production problems and buggy system software
sealed the QL's fate, resulting in an expensive and
high-profile failure for Sinclair. The machine did
receive decent software support, mainly business
software as you'd expect, but also some games. While there was
no Manic Miner port it was home to a great little homage called
QL Cavem.

Thankfully the most significant event of 1984 was not the failure
of the QL but the successful arrival of a British Z80-based machine
that didn't fall by the wayside like all the others. The Amstrad CPC
464 [about time — Ed] was a machine aimed at the electronics-
buying masses. It was a complete package, consisting of a 64K
colour computer with integrated cassette deck and bundled monitor
(erther green-screen or colour). It really was plug in and play, and the
green-screen monitor bundle retailed for a very reasonable £200.
Amstrad’s confidence in the machine (it committed to 100,000
units prior to launch) paid off when the 464 went on to rack up
sales of 2 million in the UK and Europe. It may not have reached
Spectrum numbers but it at least grabbed significant market share.
CPC software was plentiful — even if a lot of games were ported
directly from the Spectrum, Manic Miner included, naturally — and
as we moved to the latter half of the Eighties, the CPC, Spectrum
and Commodore 64 emerged as the big three for 8-bit publishers.
Serious challenge soon arrived in the shape of the Atarl ST,
Commodore Amiga and PC, but that's another tale for another time.

Looking back, the UK computer scene in the early Eighties was
a crazy mess, with very little direction and dozens of different
machines all vying for attention. It was a tme of innovation,
expernmentation and risk. For many computer owners It was also an
incredibly exciting time; one that has never been bettered.
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» To stay ahead, publishers had to release their games for as many systems as possible.
Here's Durell’s popular Harmer Attack running on the Oric-1.
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ABOVE AND BEYOND

Our feature covers the first half
of the Eighties, but obviously the
development of UK computers did
not stop with the release of the
Amstrad CPC in 1984. Buoyed by
the success of the CPC, Amstrad
launched the PCW range in 1985.
The PCW was designed as a
dedicated word processor and was
very succeassful as such, although
other office apps and games were
released for it. After Amstrad bought
out Sinclair in 1986, Sir Clive set up
Cambridge Computers and released
the Z88 portable the following year.
This portable was a typically sleek
Sinclair product.

Acorn shifted things up a gear
in 1987 with the release of its first
Archimedes desktop. Featuring
32-bit RISC processor architecture,
Acorn's range of RISC machines
built up an enthusiastic following and
really deserve more coverage than
the cursory mention offered here.
The same can be said about the
SAM Coupé, the 8-bit Spectrum-
compatible computer that arrived
in 1989 when just about everyone
was shifting to 16-bit computers,
Mo doubt this intriguing machine
will be given the full Retroinspection
treatment in a future Retro Gamer.

» With it's small screen the Z88 certainly
wasn't designed for gaming, but
nonetheless games were written for it.
Including, you gotit, Manic Mined
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» Personal Computer World magazine, which
15 currently enjoying its 30th anniversary,
was launched in 1978 largely as a result of
user interest in the MK14,

» The wide-eyed owl, perched on the
top-right-hand corner of the BBC Micro
keyboard, was the symbol for the BBC
Computer Literacy Project.

43



PLAYSTATION




PlayStation

THE NAME PLAYSTATION HAS BECOME SYNONYMOUS WITH

VIDEOGAMING,
ANYTHING BUT ST

BUT SONY'S ROUTE

NTO

THE INDUSTRY WAS

RAIGHTFORWARD. JOIN US AS WE CHART

THE HISTORY OF WHAT IS ARGUABLY ONE OF THE MOST
IMPORTANT CONSOLES OF ALL TIME

t's almost impossible to conceive
it now, but prior to the 32-bit
PlayStation’'s launch in 1994 there
were real doubts in the media
over its chances. Over 100 million
hardware sales later, such pessimism
seems woefully misplaced, but it’s
easy to forget just how many hurdles
Sony had to overcome to make a
success of its first piece of videogames
hardware — and media scepticism was the

least of those problems.
The PlayStation concept
actually has its roots way back
even before the 16-bit generation had
hit the marketplace — 1988, to be precise.
Always thinking a few steps ahead of
its rivals, Nintendo was actively courting
manufacturers to create some kind of
expanded storage device for its Super NES
console, which was in development and
due to hit the market in just over a year.
Sony — in conjunction with Dutch
electronics giant Philips — was working
on a new format called CD-ROM/XA, a
new type of compact disc that allowed
simultaneous access to audio, visual
and computer data, making it thoroughly
compatible with the medium of interactive
entertainment. Because Sony was
already being contracted to produce the
SPC-700 sound processor for the SNES,
Nintendo decided to enlist the electronics
manufacturer’s assistance in producing a
CD-ROM add-on for its 16-bit console.
For Sony, it was a dream come true.
Having been instrumental in the production
of the ill-fated MSX computer format,

the firm never hid its desire to become a key player in the

burgeoning videogame business. Therefore,

what was unquestionably the biggest and most famous name
in the industry would not only help elevate Sony's standing; it
would also enable the company to set the wheels in motion
for its ultmate plan: to put its consumer electronics experience

SPECIFICATIONS BOX

Year released:
1994 (Japan), 1995 (US/Europe)

Original price: ¥39,800 (Japan),
$299.99 (US), £299.99 (UK)

Buy it now for: £10+

Associated magazines:
PlayStation Plus, Official
PlayStation Magazine, Play

Why the PlayStation was great...
Some would argue that the
videogame industry in the mid-
Nineties was in dire need of a
boot up the backside, and the
PlayStation delivered this kick.
Technologically groundbreaking
and supported by a wide range
of third-party developers, the
machine 1s home to countless
classic titles. While some of these
games have aged badly, most
remain just as essential today as
they were over a decade ago.

an alliance with

to good use and produce its own videogame hardware. The
industry was growing at an alarming rate thanks largely to
Nintendo's hugely successful NES and Game Boy systems,
and Sony was keen to obtain a foothold.

The initial agreement between the two firms was that Sony
would produce a CD-ROM expansion for the existing SNES
hardware and would have licence to produce games for that
system. Later, it was supposed, Sony would be permitted
to produce its own all-in-one machine — dubbed PlayStation
— which would play both SNES carts and CD-ROM games. The
format used by the SNES-based version of the PlayStation was

called ‘Super Disc’, and Sony made sure
that it held the sole international rights — In
other words, it would profit handsomely
from every single SNES CD-ROM title that
was sold. It was a match made in heaven:
Sony would instantly gain a potentially
massive installed base of users overnight as
the SNES was a dead cert to sell millions
of units. SNES users would upgrade to the
new CD-ROM add-on when they knew
that Nintendo’s cutting-edge games would
be coming to it, and Sony would make
money on each software sale. VWWhat's
more, once the all-in-one PlayStation was
launched, Sony would gain even more in
the way of profits and become a key player
in the videogame industry. The man behind
this audacious scheme was Ken Kutaragi,
the engineer also responsible for producing
the aforementioned SNES sound chip.
However, behind the scenes Nintendo
was predictably far from happy with
the proposed arrangement. It was very
protective of its licensing structure, which
allowed it to extract massive royalties
from third-party publishers. Allowing
Sony leverage in this sector would only

damage Nintendo's profitability: the Kyoto-based veteran
reasoned that it should be making the majority of the profit
on SNES CD sales, not Sony. The plan — if it came to fruition
— would ultimately benefit Sony far more than Nintendo: the
tormer would merely be using the latter as a way ot getting
a ready-made market share and would eventually become

PLAYSTATION

INSTANT EXPERT

MW The Sony PlayStation is the first
videogames console to sell over
100 million units worldwide

B Gran Turismo is the system’s
bestselling title, with 10.85 million
copies sold

M The PlayStation can generate
360,000 flat-shaded polygons
per second

W With only 2MB of main RAM,
the PlayStation struggled with
2D titles that required lots of
animation frames, while its rival
the Saturn fared better thanks
to the fact that it had twice the
amount of memory and could
be expanded still further with a
separate cartridge

W Approximately 7,900
different games were produced
for the PlayStation during its
11-year lifespan

W Cumulatively-speaking,
PlayStation software sales stand
at an astonishing 962 million
units worldwide

M Each Sony Memory Card came
with 128KB of storage for save
game data. Higher capacity third-
party cards were also available

M The console’s impressive sound
processor can handle 24 channels
of audio

M Early versions of the machine
were afflicted with skipping FMV
and sound, thanks to the poorly
designed nature of the CD drive.
Later models rectified this issue,
but early adopters still shudder
at the memory of having to place
their beloved consoles upside
down in order to get them to
work properly

M Early UK adverts for the
machine featured SAPS -the
Society Against PlayStation

— a fictional organisation that
was committed to preventing
the console from ensnaring the
country’s youngsters

4/



a determined rival as a result.

Nintendo president Hiroshi Yamauchi
was famous for being particularly
ruthless in his business practices, but
what happened next is one of the most
infamous double-crosses in the history
of the videogame industry.

It was at the 1991 Consumer
Electronics Show that Nintendo dropped
the bombshell. Sony went to the event
full of enthusiasm and on the first day
proudly announced the details of its
new alliance with Nintendo, as well as
news of the Super Disc format and the
impending development
of the SNES-compatible
PlayStation. Sony had less
than 24 hours to soak
up the palpable level of
excitement generated
by this press conference
before Nintendo confirmed
that it was, in fact, working
with Philips on the SNES
CD-ROM drive. Yamauchi
had gone behind Sony's
back at the last minute
to broker a deal with
the Dutch company —a
deal that was predictably
skewed in Nintendo’s
favour — leaving Sony
publicly humiliated at the
very moment it had expected to usher
IN @ Nnew era as a serious contender In
the videogaming arena. At the time,
Yarmauchi and the rest of Nintendo’s
top brass were suitably pleased with
their skulduggery; such swift action had
prevented Sony from taking a sizeable
bite out of the company’s profits. As it
happened, the planned Nintendo-Philips
alliance resulted in little more than a
handful of risible Nintendo licences on
the CD-1, and the abject failure of Sega’s
Mega-CD seemed to lend credence to
the viewpoint that expanding existing
consoles was a mistake, so while
Nintendo had protected Its best interests
by leaving Sony at the altar in such
degrading fashion, it actually gained little
else of note — aside from a dogged rival.

7 PLAYSTATION

» Although SNK's Neo Geo
system had used the same
concept some years beforehand,
Sony’s decision to go with
removable data storage for save
game files was regarded by many
as truly groundbreaking.

Sony had, by this point, poured a
significant amount of cash into the
proposed PlayStation concept. It had
even moved as far as the prototype
phase, with PC CD-ROM titles such as
Trilobyte's The 7th Guest being mooted
as possible launch games. Despite the
tumultuous events of the 1991 CES,

a deal was signed between Nintendo
and Sony that would allow the latter

to make its machine compatible with
SNES CD-ROM titles — with the proviso
that Nintendo would retain all software
royalties. Although it was nothing more
than a clever stalling tactic
by Nintendo to keep Sony
from entering the market
on its own, this proposed
alliance nevertheless kept
the increasingly frustrated
Kutaragi and his team
busy. However, by 1992
It had become clear that
such a union was going
nowhere. Sony cut off
communication with
Nintendo and the company
was painfully close to
withdrawing from the
arena for good.

Only Kutaragi's intense
resolve and determination
prevented the PlayStation
dream from ending in 1992. During
a meeting with Sony president Norio
Ohga in order to decide the future of
the project, Kutaragi made bold claims
about the kind of machine he had been
developing. He argued that the 16-bit
PlayStation, with its reliance on a union
with the incumbent — not to mention
untrustworthy — Nintendo, was a dead
end. The only option was to go it
alone and create a brand new piece of
hardware capable of shifting 3D graphics
at a hitherto unprecedented rate. When
Kutaragi’s ambitious proposal was
greeted with derision from the Sony
president, he presented another side to
his argument: could Sony's pride allow it
to simply walk away when Nintendo had
so blatantly abused its trust? By making

VARIANTS PLAYSTATION'S MANY EACES

SNES PlayStation

its Japanese headquarters.

W The fruit of Sony and Nintendo's
ill-fated union, this machine would
have played SNES carts and SNES
CD-ROM software. Although it was
never officially released, it formed
the basis of the 32-bit machine.
Legend has itthat Sony still has

200 prototype units secreted within

Sony PlayStation

! The groundbreaking original. This
piece of hardware kick-started an
era of Sony-led market dominance
that would last for the best part of

a decade. Early units suffered from
skipping FMV and CD audio thanks
to their entirely plastic CO-ROM
mechanism; later versions had metal
parts that fixed the issue

Net Yaroze

PSone

W Aimed at bedroom coders, the W Released in 2000, this revised
Net Yaroze came with development machine was smaller than its

tools that allowed users to create their  predecessor, clocking in at a

own games, some of which turned up minuscule 38x193x144mm. An

on official demo discs. It also had no official LCD screen accessory could
regional lockout, so games from any be attached to make this the first
part of the world could be played on portable PlayStation, albeit without
it. Naturally, it was far more expensive an official battery. It outsold the PS2
than the standard PlayStation In its first year on sale

» UK gamers were treated to the amusing
‘Society Against PlayStation’ advertising
campaign, complete with its dorky spokesman.
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the PlayStation project a success,

the company would experience the
sweet taste of revenge at the expense
of its one-time ally.

Kutaragi's speech hit a nerve, and
early in 1994 Sony confirmed that it
was entering the videogame arena
with its own console, and even formed
subsidiary Sony Computer Entertainment
in order to oversee the new venture.
Keen to differentiate this new project
from its previous namesake, Sony
branded it the "PlayStation-X' — this gave
rise to the abbreviation 'PSX’, which
s still used even today, even though
the 'X' was later dropped when the
console was officially launched. Early
reports were impressive, with some
developers confidently proclaiming that
Sony'’s console would blow away the
competition. Despite the company’s
wide entertainment portfolio — which
included music label CBS Records and
Hollywood studio Columbia Tri-Star
— Sony boldly decided not to focus on
the multimedia market, as its rival Philips,
with its CD-1 and 3DO, had done, to its
great cost. Instead, the PlayStation was
unashamedly proclaimed as a dedicated
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COMMUNITY THE BEST PLAYSTATION RESOURCES ON THE WEB

The PlayStation
Museum
playstationmuseum.com
™ Atruly amazing site thatis

dedicated to preserving the
history of Sony’s machine.

PlayStation
DataCenter
psxdata.snesorama.us

™ A mustfor collectors, the

PlayStation DataCenter has
listings for almost every game

Push Square

www.pushsquare.com

W While it's not strictly aimed
atthe PSone, Push Square is
nevertheless one of the net's
leading Sony sites. It covers

Absolute PlayStation
absolute-playstation.com

W Another site that covers

the entire PlayStation brand,
Absolute PlayStation is packed
with reviews, guides, blogs

PlayStation.

Here you will find reviews and
features, as well as lots of data
relating to unreleased titles or
prototypes. Well worth a visit if
yvou have a few hours to spare.

released on the format. It
even has high-quality cover
scans to download. A real
gold mine of information for
dedicated PlayStation fans.
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» [FlayStation] PaRappa The Rapperwas one of the
first music action titles and helped kick-start the
recent explosion in rhythm-based gaming.

gaming machine, with SCE’s director
Akira Sato confidently stating that: “If
It's not real-time, It's not a game” —a
thinly velled criticism of other CD-based
consoles and their reliance on FMV
titles that featured live actors but little
interaction. The sheer power of the
new system shocked other players in
the industry; Sega of Japan president
Hayao Nakayama was reportedly so
furious when he read the specs for the
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retro-related news items
as well as the PlayStation’s
offspring. If you're a Sony
fanboy, then you should
bookmark this site for sure.

and even a chat forum. It's
also regularly updated with
the latest and greatest Sony
games, so if Sony is your
passion, this is the place to be.
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\When you take into account Sony's
position as one of the world’s foremost
electronics manufacturers, i1t's hardly
surprisingly that the original PlayStation
was a highly desirable piece of kit.
Unmistakably a games console but
showcasing a hint of mature design,
the machine seemed to speak to those
gamers who had cut their teeth on the
likes of the NES, Mega Drive and SNES
and were now ready to progress to

L& By making it a success, Sony
would experience revenge at the
expense of its one-time ally 77

PlayStation that he personally visited
Sega's hardware division and gave them
a stern talking to. His tirade would result
In the Saturn, Sega’s entrant in the 32-bit
console war, getting an additional video
processor to boost its graphical muscle,
but this would make the system harder
to program for — an issue that had severe
ramifications in the future.

an entirely different level of challenge.
Everything from the two-pronged
joypads to the removable Memory

Card storage system seemed to drip
sophistication. Sony later revealed the
numerous hardware designs that had
been considered before the final version
was decided upon:; this was the work of
a company that was taking its entry into

» [PlayStation] Final Fantasy Vifwas one of the PlayStation's
most significant releases, not justin commercial terms but
from a critical viewpoint as well. It became the first JRPG
to gain truly international acceptance.

the videogames market very seriously
iIndeed. Kutaragl — and the entire project
In general — had come under fire from
high-level Sony executives who argued
that videogames were toys for children,
and therefore, one of the PlayStation’s
key aims was to challenge that view. As
a result, the final design for the machine
was sleek and serious, mimicking the
appearance of a top-end piece of audio-
visual equipment rather than a games-
playing device.

However, while this posturing caught
the attention of gamers, some industry
experts were less enthused, citing
Sony's poor track record in the industry
up to that point. The company’s software
publishing arm - Sony Imagesoft — had
so far failed to generate any titles of
note, pushing half-baked movie licences
such as Cliffhanger and Last Action Hero
onto store shelves to the complete
indifference of the games-buying public.
Indeed, software was one area in which
Sony was at a distinct disadvantage, as
Sega and Nintendo had highly talented
Internal development teams that
traditionally produced the best software
for their respective consoles. Sony
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Developer Viewpoint

Robert Troughton (programmer, Destruction Derby)

B “IT WAS LATE in 1994 that Sony — and myself — were launching

into the console games business. Straight out of university, | wasn't
really sure what to expect. Reflections, a game developer based in the
North East, were just beginning work on a new genre of racing game:
Destruction Derby. The premise was simple: a racing game which you
win not by coming first — although that helped - but by smashing your
competitors’ cars to a pulp. From starting in January '95, we had only
nine months to complete the project, with a team consisting of just
three programmers and one artist. The PlayStation was technically
leagues ahead of the competition, with amazing 3D graphics and CD-
ROM technology. | can't remember whether any of us saw daylight for
those nine months, but I'm not sure that any of us cared all that much.
Sony loved us for how fast we were creating the game - they gave us
a release date that would tie in with the PlayStation's US and European
launch — the press were all over us and it was clear that the game was
going to be a success. Destruction Derby went on to sell millions. The
PlayStation sold many times more, and |'ve stayed in the industry ever
since, still doing what | was doing back then: hacking away at code and
trying to squeeze every last bit of juice out of whatever platform I'm
working on — and thankful to Sony for giving me this opportunity.”
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Station to Station

pr— B RELEASED LATE IN the machine’s lifespan, the
PocketStation was a self-contained handheld
similar in design to Sega’s Dreamcast Visual
Memory Unit. Its announcement caused a
surprising degree of excitement, and many
industry insiders confidently predicted that
this miniature console was Sony’s attempt
to crack Nintendo's stranglehold on the
handheld market. Dubbed a “personal digital
assistant”, it stored save game data just
like a typical PlayStation Memory Card but
could also play crude games on its 32x32 dot
matrix LCD display, although, predictably,
the quality of these titles was well below
what could be experienced on Nintendo’s Game Boy. An infrared
connection was also included so users could exchange data without
having to connect their PocketStations to their main console. Launched
in 1999, it was only supported by a handful of titles and sadly never
saw release outside Japan — although a release was obviously on the
drawing board at some juncture as several Western games came with
PocketStation functionality.

—
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lacked this key teature, although it
was at least attempting to rectify

the issue by courting highly rated UK
code shop Psygnosis, which would go
on to publish vital launch titles such as
WipEout and Destruction Derby: Still,
there was an overwhelming feeling that
although Sony was perceived to be
doing everything right, it would ultimately
fall at the final hurdle; Sega and Nintendo
would continue to fight it out, just as
they had done during the previous
format war. ‘Sony doesn’t know games,’
the critics cried. Thankfully, the firm
managed to secure the assistance of a
company that certainly
did know something
about the industry:
Japanese arcade
veteran Namco.

Pac-Man creator
Namco was
undergoing something
of a resurgence thanks
to the incredible
impact made by its 3D
coin-op Ridge Racer.
A texture-mapped tour
de force, the game
was unguestionably a
cutting-edge piece of
programming and had given its parent
company the ability to leapfrog persistent
rival Sega in arcades. VWhen Namco
revealed that it was porting its hugely
successful racer to the PlayStation,
It caused quite a stir. The notion that
Sony'’s new console could replicate
an arcade title that cost thousands of
pounds created astonishing levels of
expectation, and this only increased
when the first shots of PSX-based
Ridge Racer were released to the
public. Coded in an incredible six
months, the game might not have
been arcade-perfect, but it did enough
to cement Sony's position as a key
player, purely because it made Sega's
heavily delayed in-house conversion of
its Daytona USA coin-op look decidedly
second-rate by comparison. Elsewhere,
the PlayStation’s visual prowess was
demonstrated by exquisite third-party
titles such as Jumping Flash and Battle
Arena Toshinden, the former being a
groundbreaking, if shallow, 3D platformer
and the latter a likeable, it uninspired,
one-on-one brawler. Toshinden couldn’t
hold a candle to Sega'’s Virtua Fighter
port when it came to gameplay, but it
was nevertheless a fundamental game in
Sony's arsenal because it looked far, far
better. From screenshots alone, it was
clear that the PlayStation had the edge In
terms of raw power.

The Japanese launch took place on
3 December 1994 - a handtul of days
after Sega had shifted 200,000 Saturn
consoles on Its first day of sale. Priced at

GRAND THEFTAUTO

PlayStation

» DMA's controversial Grand Theft Auto started
its console life as a PlayStation release and
made several appearances on the machine,

¥39,800 (around £250 in today’s money)
the PlayStation sold strongly, although
the Japanese public seemed to gravitate
towards Sega’s console more, possibly
because Virtua Fighter, despite the
slightly unimpressive Saturn conversion,
was the country’'s number one arcade
title at the time. Both formats started out
fairly evenly, but as the months rolled by
Sony was able to deliver on its promises
thanks to sterling releases from Namco,
Konami and Capcom, while Sega’s in-
house projects stalled. Ironically, Sony's
reliance on third-party developers proved
to be in its favour. Because it needed
outside assistance,

the company had

made great efforts to
get software support,
A oo

argued that Sega was
less active in courting
developers. Sony had
made the PlayStation
as accessible as
possible, and It was
paying dividends.

The technological
gulf didn’t do the
PlayStation any harm,
either; titles such
as WipEout looked gorgeous, with
transparent textures and eye-popping
flare effects. Sega's machine lacked both
of these embellishments, and, thanks
to its complex dual-CPU setup, required
the best coders to really get the most
out of it. Meanwhile, third-party studios
were getting stuck in to PlayStation
game production, and a string of classic
titles began to emerge. Tomb Raider
— rronically a Saturn title originally — along
with Tekken 2 Soul Blade, Ridge
Racer Revolution and Resident Ewvil all
contributed to the PlayStation’s wide and
varied catalogue of titles.

» [PlayStation] WipEout came to define the
PlayStation’s approach to gaming and is
a staple of Sony's first-party lineup.




» Norio Ohga was Sony president during the genesis of the
PlayStation project. He saw off apathy within the company
to ensure that Kutaragi's dream came to fruition.

» Fraternising with the enemy: Nintendo’s Shigeru Miyamoto
samples Crash Bandicoot during the 1996 E3 show.
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The Western launches were
equally successful, with Sony
managing to undercut the retall price of
Sega’s Saturn in both North America
and Europe. In Europe, especially,

Sony displayed a masterly grasp of
how to market a games machine to a
more mature audience. The company
knew that those gamers who had
grown up with the 8-bit and 16-bit
consoles were gradually reaching
adulthood and would therefore require
more ‘grown-up’ gaming experiences.
While Sega and Nintendo focused

on building recognisable mascots to
appeal to youngsters, Sony released the
PlayStation with a range of software
that was unashamedly adult in tone:
the aforementioned WipEout featured a
soundtrack that showcased the talents
of real recording artists, such as The
Chemical Brothers and Lefttield, while
visceral top-down shooter Loaded

not only featured excessive gore and
allusions to transvestism but also
enrolled the assistance of grebo-rock
outfit Pop Will Eat Itself. One thing was
clear: Sony wasn't aiming for the Mario

and Sonic audience with the PlayStation.

Sega's challenge soon began to
falter, and so Nintendo became Sony's
next opponent. The firm responsible for
such classics as Super Mario Bros and
The Legend Of Zelda had been making
confident noises about its cartridge-
based Ultra 64 (later Nintendo 64)
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console for some time, and
although it wouldn't be ready until
1996, Nintendo went to great lengths
to encourage gamers to hold off on
buying a 32-bit machine. Sadly, the
decision to stick with the expensive
cartridge format would cost the firm
the support of one of its most prized
third-party publishers: Squaresoft.
Although the highly anticipated Final
Fantasy VIl had been confirmed as an
N64 release, Square eventually switched
development over to Sony's machine,
citing the imited storage and high unit
cost of cartridges. Final Fantasy VlI
was going to be the most epic game
vet conceived, and it needed as much
storage space as possible. Only CD-
ROM could offer this, Square argued.
Nintendo’s loss was, of course, Sony's
massive gain; published in 1997, Final
Fantasy VIl was a worldwide smash,
selling 10 million copies in the process.
This success established the console
as the leading platform of its generation
and subsequent system exclusives
such as Konami's Metal Gear Solid and
Polyphony Digital’'s seminal Gran Turismo
cemented this lofty status even further.
With both Sega and Nintendo
subdued, Sony’s dominance was
assured. So tight was the company'’s
grip on the marketplace that even the
launch of Sega's technically superior
128-bit Dreamcast in 1999 was unable
to upset the status quo. With millions

PLAYSTATION

» Sony Europe’s Phil Harmson was instrumental in attracting
quality developers to the machine and would eventually
rise to the top of the company.

of units sold and
a more powerful
successor — the
PlayStation 2 — waiting in
the wings, 2000 saw Sony
release a new iteration

of its 32-bit console In the
form of the PSone. Smaller,
sleeker and sexier, 1t boasted enhanced
functionally that allowed it to link to
mobile phones and even supported a
fold-down LCD display, giving it a small
degree of portability. The revision was a
triumph and enabled the ageing machine
to remain relevant in a marketplace

that was gradually leaving it behind in
technological terms.

Sony ceased manufacturing the
PlayStation in 2006, giving the console
an impressive production lifespan of 11
years. During that time it redefined the
world of videogames, granting gamers
a taste of 3D visuals and making the
oft-derided hobby a cool and relevant
pastime. Of course, such activity earned
Sony — and, by association, its console
— a farr degree of scorn also, but few
would have the temerity to debate
the PlayStation’s incredible influence
on modern interactive entertainment.
Without it, the gaming landscape today
would be near-unrecognisable.
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TOMB RAIDER

» RELEASE: 1996

» PUBLISHER: EIDOS INTERACTIVE

» CREATOR: CORE DESIGN

BY THE SAME DEVELOPER: FIGHTING FORCE
0 Although her star has waned a little over

1 the past few years, there's no denying that
Lara Croft remains one of videogaming’s most
enduring icons. Her 1996 debut was actually on the
Saturn, as developer Core Design had traditionally
supported Sega’s consoles. However, it was the
PlayStation version — released shortly afterwards — that
was truly responsible for firing the delectable Miss
Croft into the realms of global superstardom. Sequels
followed as it firmly became a PlayStation series and
arguably improved on the template, but the original
game retains a near-legendary status.

GRAN TURISMO 2

» RELEASE: 1999

» PUBLISHER: SONY COMPUTER ENTERTAINMENT

» CREATOR: POLYPHONY DIGITAL

» BY THE SAME DEVELOPER: OMEGA BOOST
0 The first Gran Turismo was possibly the
most technically groundbreaking release
of the 32-bit era, and this sequel beefed up
the already considerable experience by adding
more cars, more tracks and even a rally mode.
The title’s visuals — already pretty mind-blowing in
the original release — pushed the 32-bit hardware to
the absolute limit, with Polyphony Digital’s unique
development software eking out every last drop of
power from the PlayStation in its final years. Spanning
two discs, Gran Turismo 2 is arguably the definitive
racing title of that era and still plays great today.

FINAL FANTASY
TACTICS

» RELEASE: 1997
» PUBLISHER: SQUARE

» CREATOR: IN-HOUSE
» BY THE SAME DEVELOPER: DEW PRISM
0 With a limited release,
this strategy RPG arrived
around the same time as Final
Fantasy VI, which caused
some confusion when gamers
discovered that they actually
had very little in common.
Developed by the team behind
Tactics Ogre — Square snapped up
studio Quest prior to producing
the game - Final Fantasy Tactics
showcases gorgeous visuals,
breathtaking music and a
surprisingly mature and complex
plot. It was recently released on the
PSP in a slightly enhanced form.

METAL GEAR SOLID

» RELEASE: 1998

» PUBLISHER: KONAMI
» CREATOR: IN-HOUSE

» BY THE SAME DEVELOPER:
INTERNATIONAL SUPERSTAR SOCCER
PRO

Hideo Kojima's magnum
opus set a new high
watermark for storytelling

in videogames, as well as

introducing a generation to

the stealth sub-genre. Solid

Snake has gone on to become a

household name, starring in more

technically impressive sequels

on the P52 and PS3 consoles.

However, hardcore fans maintain

that this instalment remains the

best, thanks largely to its tight
plotting, memorable characters and
judicious use of the host hardware.

RESIDENT EVIL 2

» RELEASE: 1998

» PUBLISHER: CAPCOM
» CREATOR: IN-HOUSE

» BY THE SAME DEVELOPER: DINO CRISIS
05 The first title established
Capcom'’s reputation as
master of the ‘survival horror’
genre, but it was the second
game in the series that truly
confirmed the company’s god-
like status. Offering the ability to
play the story with two different
characters — one to each of the
game’s two discs, with differences
depending on which you play first

— Resi 2 mixed relentless zombie

slaughter with intriguing puzzles
and some of the best visuals seen
on the PlayStation up to that point.
It's unsurprising that series fans
hold this entry in the utmost regard.



The original PlayStation brought us a massive number of franchises
that have become part of the gaming landscape today. Just take a

look at the list below...

TEKKEN 3

» RELEASE: 1998
» PUBLISHER: NAMCO
» CREATOR: IN-HOUSE

» BYTHESAME DEVELOPER: SOULEBLADE
O Tekken 2 had proven that

6 Namco was more than
capable of taking on Sega’s
illustrious Virtua Fighter, but
it was the third game that
dazzled the most. Sceptics had
feared that it would never appear
on the 32-bit console, but Namco’s
expert coders managed to squeeze
in every aspect of the coin-op to
create a fitting pugilistic swansong
for the ageing PlayStation. While
the Tekken Force and Tekken Ball
modes were superfluous additions
to the domestic port, all of the
important features were present
and correct.

CASTLEVANIA:

SYMPHONY OF THE NIGHT

» RELEASE: 1997

EINHANDER

» RELEASE: 1997

» PUBLISHER: SQUARE
» CREATOR: IN-HOUSE

» BY THE SAME DEVELOPER:
BRAVE FENCER MUSASHI
07 Famous for being
Square’s only entry in
the shooter genre, Einhander
is an incredible achievement.
The team involved had no previous
experience with this type of
game, yet it managed to create a
classic that is still talked about in
hushed, reverent tones even today.
Featuring a unigque weapon system
based on grabbing the ordnance
of fallen enemies, Einhander's
brilliance is made even more
remarkable when you consider

that Square hasn't ventured to the
genre since its release.

FI NAL FANTASY Vi

RELEASE: 1997

» PUBLISHER: SCE
» CREATOR: 5QUARE

» BY THE SAME DEVELOPER:
SAGA FRONTIER
Having sold over 10

million copies worldwide,

Final Fantasy VIl needs no
introduction. Cited as the game
that sold the Japanese RPG to the
Western mainstream, this three-
disc epic made the most of the
PlayStation’s technical capabilities
to deliver hours of turn-based
entertainment. It remains arguably
the most popular entry in Square’s
evergreen franchise and has
recently spawned several spin-off
games and other projects, such

as Crisis Core on the PSP and the
Advent Children CGl movie.

VAGRANT STORY

» RELEASE: 2000

» PUBLISHER: SQUARE

» PUBLISHER: KONAMI

» CREATOR: IN-HOUSE

» CREATOR: IN-HOUSE

» BY THE SAME DEVELOPER: FRONT MISSION 2

» BY THE SAME DEVELOPER: PROJECT OVERKILL 'l

09 The PlayStation has a reputation for being
something of a duffer when it comes to 2D

titles, and to a certain extent, this is true. The

One of the most ambitious role-playing
games of the 32-bit era, Vagrant Story is
epic in every sense of the word. Produced by
the same team responsible for Final Fantasy Tactics,

console had only 2MB of RAM compared to the
Saturn’s 4MB, and this resulted in some lacklustre
conversions. However, titles like Symphony Of The
Night - coded with Sony's hardware in mind — were
mind-blowing. Fusing 2D and 3D effects, Konami’s
designers created one of the most mesmerising titles
of the generation. Look out for the limited edition
European version, complete with art book and CD.

the game featured a deep and sometimes disturbing
storyline, and lead character Ashley Riot has to rank as
one of the most hard-edged protagonists in videogame
history. Vagrant Story was recently re-released on
Sony’s PlayStation Network and can be purchased and

downloaded for play on both the PlayStation 3 and PSP,

and it even lives on through its shared universe with
the Final Fantasy Tactics series and Final Fantasy XII.
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AMIGA 500

Year released: 1987
Original price: £599
Buy it now for: £20

Associated magazines: Amiga World, Amiga Format, CU Amiga, Amiga Power, Amiga
Action, Amiga Computing, Amiga Force, Amiga Mania, The One

Why the Amiga 500 was great... \Why wasn't the Amiga great? During its early years, the
AB00 was the most desirable games machine on the planet thanks to several games that
just wouldn't have been possible anywhere other than the arcades. As the years passed, its
graphics became less relevant but the ease of development meant that there were hundreds
of programmers pumping out classic after classic on a seemingly weekly basis.
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or a home computer that's so inextricably associated with
the history and fate of Commodore, it's perhaps a little
surprising that the Amiga’s genesis can be tracked all the
way back to Commodore’s biggest rival: Atari. Jay Miner,

a talented designer of integrated circuits had joined Atari during
the boom period of the late Seventies and was responsible

for designing the display hardware in the Atari 2600. With this
achievement alone, Miner’s place in the videogame history books
would be assured, but it was what he planned to create next that would really
elevate him into the halls of fame. While at Atari, Miner had envisioned a new type
of games machine that would make use of Motorola’s powerful 68000 processor.
Atari, which was then under the control of Warner Communications, had little
interest in the 68000, however, and was much maore interested in continuing to
exploit the cheaper 6502 processors found in its 8-bit machines.

Disenchanted with the way Atari had been handled in the post-Bushnell
organisation, Miner left the company in 1980 and, for a short time, he worked
In the medical industry designing pacemakers. Two years later, however, Miner
received a phone call that would rocket him back into the computer industry and
change the history of gaming forever. On the end of the line was Larry Kaplan,
another ex-Atari employee who had left to found Activision. Kaplan was keen to
start a new videogame company and was looking for funding. Miner suggested a
handful of dentist friends who were happy to invest in new projects and, before he
knew it, he found himself working at a new company called Hi-Toro with Kaplan
and a group of highly talented ex-Atari engineers.

In order to keep money rolling in, Hi-Toro was split into two divisions. The first
would work on peripherals for games consoles like the 2600 and Colecovision
whilst a second much more secretive division would experiment with the 68000
processor to create a killer 16-bit games machine. The computer was codenamed
| orraine (after the wife of Hi-Toro's chief executive) and was designed to be as
open a development system as possible so that anyone could make a game
if they wanted to: the strategy had worked wonders for the hugely successful
C64 so it made sense for Hi-Toro to follow suit. It was also decided that, to take
strain from the processor and ensure arcade-quality graphics, Lorraine would use
custom-designed chips rather than off-the-shelf components. This meant that the
computer would be more expensive to produce than its nearest rivals but the end
results would be far better.

1983 was something of a turning point for Hi-Toro and Lorraine. While the rest of

" THE NOSTALGIA GLANDS FLOWING LIKE AMIGA" AND 500 TO HEARIT IS
=RTED BACK TO A TIME WHEN NEW 2D VISUALS STILL HAD THE ABILITY TO

N UK DEVELOPERS PRODUCED THE BEST COMPUTER GAMES IN THE ENTIRE
WORLD. BUT HOW DID THE MUCH-LOVED HOME COMPUTER COME TO BE? WE REVEAL ALL...

Amiga 2600
Although some may know that
the Amiga company (aka Hi-Toro)
started out developing for the Atari
2600, few have actually played
the games, mostly because they
were developed for an obscure
controller and released in limited
quantities. Amiga’s Joyboard was
an Atari 2600 controller on which
the player had to stand and control
its games by moving from side to
side. Three games were released
for the Joyboard: Mogul Mania,

a skiing game; the unreleased
surfing game, Surf’s Up; and

a Simon Says clone called Off
Your Rocker. Technically finished

in 1983, Off Your Rocker never
actually had an official release as
Amiga couldn't afford to pay for
the cartridges to be labelled. The
labelling company held onto the

cartridges and eventually sold them
to Pleasant Valley Video, years later,
who then sold them on to the 2600
community with homermade labels.

the Western videogaming world recoiled in horror from the disastrous videogames
crash, Hi-Toro cunningly rethought its organisation in order to survive the harsh
consumer climate. The peripherals division, now made redundant by the failure of
the console market, was abolished whilst Lorraine was redesigned to be as much
a computer as it was a games machine. A keyboard, mouse and expansion options
were fitted as standard whilst new staff were hired to work on a fully fledged

"THE COMPUTER WOULD BE MORE EXPENSIVE TO
PRODUCE THAN ITS NEAREST RIVALS”
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» An original promo shot for the hugely
succsfull ‘Bat Pack’.

» Below: The original Kickstart came
on floppy disk but by the time of the
AB00 it was a ROM chip on the Amiga
motherboard.
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» Left: The Amiga 600 was basically an A500+ in a smaller case. Above: The
original Amiga 1000 complete with handy keyboard garage.

operating system called Intuition. It is also around this time that
Hi-Toro was renamed as Amiga. The Toro name had already been

IN use by a Japanese gardening technologies firm so it was thought
that a new name was needed to avoid confusion. Amiga, a Spanish
word meaning ‘female friend’, was picked for its non-threatening
nature. Finally, In September 1983, Lorraine’s three main custom
chips (later known as Agnus, Denise and Paula) were completed but

were far too big to be used inside a working home computer — each
was the size of a large circuit board.

By 1984, Amiga was ready to showv off its top secret project and,
on 4 January, Lorraine was unveiled at the Consumer Electronics
Show in Chicago. The machine itself didn't look that impressive — as
it was still in the prototype stage and was made up of several circuit
‘breadboards’ joined together — but it was how the computer looked
on-screen that really wowed the CES attendees. RJ Mical, one of
the coders behind Inturtion, had programmed the now legendary
'‘Boing Ball’ demo. Boing Ball was demonstrated at the CES in an
attempt to showcase Lorraine’s graphical capabilities and did not
disappoint. The red and white chequered ball, now an official logo
for the Amiga, would bounce around the screen and alternate the
direction of its rotations, all while an Intuition window functioned at
100% speed in the background.

The amazing graphical demo was enough to convince one
company that Lorraine was worth investing in and, ironically enough,
that company was Jay Miner's old employer, Atari. Interested in the
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custom chips, rather than the computer itself, Atari offered to buy
one million shares in Amiga for $3 each and even loaned the firm
$500,000 to keep it afloat while the paperwork was finalised. The
deal soon began to turn sour, however. Atari knew that Amiga could
not afford to pay off its $500,000 loan and so delayed paperwork on
the buyout and, in the meantime, reduced its offer to 98 cents per
share. Things were looking grim for Amiga. Atari was gearing up to
buy the company at a bargain price and didn’t even plan to finish the
computer that Miner had dreamed of for the past four years. Just
before the Atar deal could be finalised, however, Amiga managed
to find another enterprising computer company which was both
willing to pay a fair price for Lorraine and help develop it into the
machine that Miner and company had intended. That company was,
of course, Commodore, which swooped in at the last minute to buy
Amiga<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>