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DARRAN JONES

I'm going for Pitfalll. Even
now it's an amazingly
addictive game that always
manages to pull me back for
one more game.
Expertise:

Juggling a beautiful wife,
two gorgeous girls and an
award-winning magazine
Currently playing:

Legend Of Grimrock
Favourite game of all time:
Strider

JASON KELK

Vanguard comes a close
second, but the 2600 game
I've had most enjoyment
from over the years has to
be Yars’ Revenge.
Expertise:

Being a homebrew hero
Currently playing:

Killer Cobra (Amstrad CPC)
Favourite game of all time:
lo

RICHARD BURTON

River Raid. As well as being
technically brilliant, it's also a

massive amount of fun to play.

Expertise:

Stuff and nonsense
Currently playing:

Robin Of The Wood
Favourite game of all time:
Manic Miner

STUART HUNT

Easy one for me:

Yars’ Revenge. The impressive
things it got the 2600 to do stil

amaze me today.
Expertise:

Games with flying bits in them

Currently playing:

Kurushi

Favourite game of all time:
Kurushi

PAUL DRURY

H.E.R.O. if I'm on my own
and Warlords if there are
mates around. Though they
may not be mates by the end
of the game...

Expertise:

Death metal

Currently playing:

Unit 13

Favourite game of all time:
Sheep In Space

PAUL DAVIES

We were obsessed with
Phoenix in the arcade. Demon

Attack, from what | remember,

was a lot like it. It had a
metallic silver box too, which
made it feel really cool.
Expertise:

Repeatedly banging my head
against a brick wall.
Currently playing:

Gears Of War 3

Favourite game of all time:
Ghouls ‘N Ghosts

IAIN LEE

Pitfall! without a shadow of

a doubt.

Expertise:

Pretending to be an American
on Xbox Live

Currently playing:

Halo: Reach

Favourite game of all time:
Elite (BBC Model B version)

LOADING

f recent issues of Retro Gamer have
taught me one thing, it’s that I'm
getting older. | can distinctly remember
the first time | played on an Atari 2600.
I'd visited my friend Andrew Bacon’s
house after Cubs, as my parents weren’t
in. “You're going to be amazed by this,”
he said, and put on Space Invaders. It
might not have been as good as the
arcade version | played in pubs while
my dad gigged, but | was transfixed.
Pac-Man, Pitfall! and an hour session on
Combat followed, and that was it — | was
hooked. | can remember that like it was
yesterday, but it happened 30 years ago.
Like I said, I'm getting older.

And yet despite my age, I'm still
learning new things about older consoles
and games. People often ask me why
Retro Gamer is still going strong when
other gaming magazines are declining,
and | really do believe it's down to
our content, which you just can't find
anywhere else, even online.

This month is no different, with an
exhaustive behind-the-scenes look at
Atari's most important home console,
and a world exclusive on the making of
Double Dragon, easily one of the most
important scrolling

fighters ever made. 6
There's much more, but

don't take it from me.

Find out for yourself. //
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Stuart Hunt is a glutton for
punishment. We know because he's
always playing rubbish like this

Everyone loves Thunder Force IV,
but Technosoft's third outing is just
as good. Dare we say better...

We go behind the scenes of one
of the most popular adventures to
appear on the BBC Micro

Collectors reveal how they're trying
to preserve gaming's rich history

All you need to know about the
quirky PC and PSone strategy game

As the third game makes its long-
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Inside The
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The co-founder of Bluepoint Games We speak to the talented engineers that created Atari's

talks to us about rebuilding Samus . .
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Cobra

More licensed shenanigans from Stuart Hunt.
This time it's a classic from Jonathan Smith

work, but rather on videogames for over two
hear it. The talented decades. Here he speaks
composer discusses | - to us about his involvement
his involvement on the “ on Metroid Prime and
ambitious Outcast. mastering HD remasters.
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GIVE US TWD MINUTES AME WE'LL GIVE Y0OU

>lt's.a
bittersweet
month this
issue. On
the one
hand, Kickstarter has
helped breathe fresh
new life into long
forgotten franchises like
Wasteland, but we've
also lost Jack Tramiel,
arguably one of gaming's
most important icons
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A LEGEND st
PASSES

WE PAY TRIBUTE TO THE MAN WHO
SHAPED COMMODORE AND ATARI CORP

ack Tramiel was a
complicated man with
many facets, each of
which touched people in
unique ways. To Americans he was
the epitome of the American dream,
an immigrant coming from nothing to
become a captain of industry, a self-
made success. To many across the
world he was the man responsible
for putting affordable computers
under their fingers, launching entire
generations of programmers,
scientists, and engineers. In the
eyes of his competitors he was a
man to be feared, a tough-as-nails
businessman who would often
devastate his opponents and skilfully
manipulate the odds in his company's
favour. More importantly, to his family
he was ‘Dad’ and ‘Grandpa’, providing
for the next generation of Tramiels
and ensuring them a better life than
he himself had.

Jack was born Idek Tramiel on 13
December 1928 in Lodz, Poland. At
the age of ten he became witness to
the worst of mankind, as the Nazis
invaded Poland and began their
rounding up and eventual liquidation
of the Jewish communities. Jack's
family was initially sent to the Lodz

ghetto. However, soon the

order came to clear out the

ghetto and the Tramiels

were herded into railcars

to move to the infamous

Auschwitz concentration

camp, where Jack was

inspected by the maniacal

Dr Josef Mengele, known

as the Angel of Death.

Though a child, he was

considered healthy enough to be

valuable for forced labour. He and his

father were split off from the rest of

the family and sent to Ahlem in the

heart of Nazi Germany. His father was

soon taken from him as well, dying in

seemingly suspicious circumstances

and leaving the young Jack alone.
Salvation came in the form of

liberation by American troops, when

the 84th Infantry Division crossed

the Rhine in early April 1945 and

liberated Jack and the others left

alive in the camp. Wandering around

Europe, working odd jobs to survive,

Jack returned to Lodz and made

the amazing discovery that his

mother and other family members

had survived. Trying to form some

semblance of a stable life, he married

a fellow concentration camp survivor,

£ Going into business for himself, he would
turn his own small typewriter shop into an
international powerhouse 77

» Jack Tramiel's very first business was founded in
typewriters. He soon moved to calculators and computers.

» Jack in 1982 with assistant secretary of the US Department
of Education. Commodore had just donated 656 educational
computer programs.

CELEBRATING 1 MILLIUN
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» Jack with Commodore VIC-20 product manager, Michael
Tomczyk, celebrating the millionth VIC-20 sold.




Jack with Commodore 128 creator Bil Herd discussing Brian Bagnall's Commodore
history book at the 25th anniversary celebration of the Commodore 64

Helen Goldgrub.
In his later years, Jack
and his wife would be major donors
to the US Holocaust museum, and
Jack would give talks to schools and
fundraisers on the subject. “When

| do one of those talks, | shake for a
week,” Jack once said.

The land of the people who
liberated him, America, soon became
his goal. After the horrors of the
Holocaust, “I figured | could handle
just about anything,” he said in a
1998 Forbes article honouring five
Holocaust survivors who came to
America penniless and rose to live
the American dream. Leaving his
young bride behind, he came to
America and worked as a repairman
while learning English from watching
movies. He then joined the US Army
and brought Helen over, starting a
family when his son, Sam, was born,
followed by Leonard and Gary over
the coming years.

Jack turned his experience
repairing office equipment in the
Army into a career by going to work
for a typewriter repair shop. He soon
showed his entrepreneurial side by
negotiating a lucrative repair contract,
using his Army connections, for
several thousand machines. Not
receiving a dime from the owner,
Jack quit in the no-nonsense and

RETRORADAR:

brash fashion he'd become legendary
for in the years to come. “l have no
intention of working for people who
have no brains,” he told the owner.

Going into business for himself,
he would turn his own small
typewriter shop into an international
powerhouse. He named his company
Commodore, because he “wanted
a name with a military name, and
higher ranks like Admiral were
already taken". Jack took on financial
partner Irving Gould and moved the
business to Silicon Valley. Entering
the calculator industry and in heated
competition with the Japanese, he
soon had the rug pulled out from
under him when his chip supplier,
Texas Instruments, decided to enter
the market as well, selling far below
his cost.

Jack vowed he'd never again
be at the mercy of a supplier, and
when deciding to enter the new
personal computer market in the
mid-Seventies, he purchased
microprocessor manufacturer
MOS Technology outright. Jack’s
Commodore released a string of
successful computers that followed
Jack’s vision of low-cost “computers

for the masses and not the classes”
—the PET, the VIC-20 and the
Commodore 64.

After a clash with Gould, Jack
resigned from the company he
founded in early 1984. Years later he
would state he wanted to grow the
company and Gould didn't. Initially
retiring and taking a world trip, he
decided to return to the computer
industry after hearing more and more
reports that the Japanese were going
to enter the market.

Eventually buying Atari Inc’s
consumer division from the struggling
Warner Communications, Jack created
Atari Corporation to market his next-
generation computer, the Atari ST. He
managed the heroic feat of wiping
Atari’s staggering debt off the books
by 1987, retiring from the company
the following year but remaining
as chairman of its board. When his
son, Sam, had a heart attack, Jack
returned to oversee a reverse merger
with disk drive manufacturer JTS
before retiring permanently.

Jack died of heart failure on 8
April 2012, surrounded by his wife,
sons and daughters-in-law, and five
grandchildren. ¢

Tribute to
Tramiel

“| sat my son down and explained
who JT was, what he did for
people with home computers, how
he made himself, how he was a
survivor, and how my identity as
an engineer and entrepreneur is
intertwined with the business that
he built. The best way | could think
to honour him was to make sure
the next generation knew."”- Bil
Herd, former Commodore employee
and creator of the Commodore 128

“At the funeral the Rabbi said he
had seen a collection of Holocaust
survivor oral histories called By
Myself I'm A Book. My dad was a
set of volumes.” = Leonard Tramiel

“Jack’s passing released a
stampede of memories from when
we worked together. I'm thankful to
him for giving me that shot so early
in my career.” - Arnold Waldstein,
former Atari Corp employee and
current marketing consultant, business
advisor and entrepreneur

“Jack was a true mentor and friend
to me. | will miss him.” - Richard
Bernhardt, former director of legal
and governmental affairs for Atari
Corp and currently president and COO
of Silicon Valley Investment Group

“Jack was truly one of a kind. I'm
really glad | had a chance to work
for him.” — John Skruch, last man out
at Atari Corporation

“Much of the world is feeling Jack’s
loss. It's astonishing to think how
much buying my first computer, a
PET, changed the direction of my
life.” = Brad Templeton, chairman of
the Electronic Frontier Foundation and
software design consultant at Google

TO HAVE YOUR SAY RETRO GAMER | 7
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KICKSTARTED

HOW KICKSTARTER IS BREATHING LIFE INTO CLASSIC FRANCHISES

t all started with Tim Schafer. On 8
February, he revealed that he was planning
to team up with Monkey Island co-creator
Ron Gilbert to make a new point-and-click
adventure game. All fans had to do was vote
with their wallets to help raise the $400,000
needed to make the game. After the 35-day
period, the project, ably backed by over 87,000
people, didn’t just reach its target, but utterly
smashed it, finishing with an astonishing
$3.45 million once all contributions were
totalled. It was an amazing achievement, but
that was only the start of it. Schafer’s brilliant
idea of using Kickstarter, traditionally used to

» Like many other developers, inXile is keeping up interest by regularly releasing » A steady stream of Wasteland 2 concept art has whetted the appetites
fund everything from indie movies to board new info about its upcoming game. of fans and supporters.
games, to pay for a game saw a whole wave of
other developers following suit. announcing that it would be moving its remake of the It's a valid point, as virtually every retro project that
One of the most exciting came when Brian original Leisure Suit Larry to Kickstarter; Harebrained has been announced through Kickstarter has reached
Fargo announced that he was planning to release Schemes' Shadowrun Returns, which hit its $400,000 its target, suggesting that there is plenty of interest in
a sequel to his massively popular 1988 RPG, goal in just 28 hours and added a further $1,436,447 for  genres that have long since been thought dead by
Wiasteland. Initially it started off with a goal of extra development; and an interesting music project by current publishers. Of course, the real test now is going
$900,000, but clever marketing and incentive Chris Huelsbeck, who plans to release a lavish Turrican to be whether the games themselves come up to the
schemes from Fargo, the biggest being the soundtrack anthology after hitting his $75,000 target. high standards that the fans will be expecting. After all,
revelation that Chris Avellone and Obsidian Sierra veteran Jane Jensen is also planning to launch a Tim Schafer and Brian Fargo have created tremendous
Entertainment would become involved if the new game through Kickstarter. buzz about their new games, and while both men are
funding hit $2.1 million, saw the project eventually Al Lowe, the creator of Leisure Suit Larry, is giving constant updates, it's going to prove impossible
raise $2,933,252. The good news for retro fans particularly happy with the service, telling us: “I think to keep everyone happy. Nevertheless, it's certainly an
kept coming, however, with Replay Games it's the greatest advancement in gaming in years! | interesting time for the industry, with some developers
think in the future this will be known as the Kickstarter suggesting — and many gamers hoping — that this will
Double Fine Adventure Spring.” He also explained how moving to Kickstarter, be the start of even bigger and more ambitious projects.
X g e or starting a game through the site, is working so Imagine, for example, if Sega announced a brand new
=S :-nn::n well. “It's to avoid the clutches of big game publishers Panzer Dragoon Saga, or Shenmue Ill. Kickstarter has
whose goals seem to be to produce yet another copy helped the chances of long-dead brands getting
of whatever game sold best last month. On Kickstarter, resurrected, and it appears ideal for making the games
we can reach out directly to our fans and let them that the original fans want to play — something that
decide themselves which games they want to play, recent Shadowrun and Syndicate revivals, for example,
instead of letting some bean-counter assume he failed to capitalise on. Let's just hope the end products
knows what they want.” will be able to make good on all their promises.

| |
What’s Comln The retro franchises getting
a new airing on Kickstarter
» A series of amusing videos ensured that Double Fine had gamers’

atattions for the geti. Double Fine Adventure Wasteland 2

Developer: Double Fine Developer: inXile Entertainment
Original target: $400,000 Original target: $900,000

Final amount: $3,336,371 Final amount: $2,933,252

Double Fine's game
effortlessly sailed past

its initial funding target

in under 24 hours, thanks
to the double-whammy
pairing of point-and-click
kings Tim Schafer and
Ron Gilbert. The additional

inXile's game has the
potential to amaze.

Its development team
consists of several

who worked on the
original, along with
Chris Avellone tweaking
the script, and music

funds will go towards improving production and composed by Mark Morgan (Fallout and Fallout 2). It
» Al Lowe is on the Leisure St Lany project and released a fun video ensuring releases on a number of formats, including will be co-developed by Obsidian Entertainment, and
looking back atthe franchise’s rich history. Windows, Mac and iOS. It's due early in 2013. the team is aiming for an October 2013 release.

8 | RETRO GRMER
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Shadowrun Returns
Developer: Harebrained Schemes
Original target: $400,000

Final amount: $1,836,447

Harebrained
Schemes’ latest
project is further
proof that gamers
are still hungry for
traditional Western
RPGs, even in these
days of free-roaming
adventures. It easily
sailed past its initial pledge target and ended up
crossing the finish line with over 30,000 backers. The
project itself sounds extremely exciting, with the
promised level editor effectively allowing gamers to
make their own scenarios for others to play in. Colour
us excited about this one.

¢

Turrican Soundtrack Anthology
Developer: Chris Huelsbeck

Original target: $75,000

Final amount: TBC ($115,329 at time of writing)

This is particularly
interesting, as it's not
a game, but rather
a CD soundtrack
collection. Chris
Huelsbeck, who
worked on the
soundtrack for the
original three Turrican
games, is aiming to revisit the music from the classic
trilogy with the help of a live orchestra. It will be
based on the acclaimed soundtrack he released in
1993, and will feature nearly every piece of music
from the three games, as well as brand new Turrican
artwork, all in a nice-looking special edition package.

VISIT RETROGAMER.NET/FORUM TO HAVE YOUR SAY

RETRORADAR: HICHSTARTED

WE SPEAK TO HAIRBRAINED
SCHEMES' JORDAN WEISMAN
ABOUT SHADOWRUN RETURNS

Retro Gamer: Why
choose Kickstarter?
JW: Shadowrun Retums is too
large for us to do ourselves

- and too small for publishers
to be interested in. Without
Kickstarter and the game's

generous fans, it would not have come to be.

RG: Will you be copying the original 16-bit
adventures in terms of style and approach?
JW: While the 16-bit games are inspirational,
especially the SNES, Shadowrun Returns will
be a very different game, offering the player
more depth, such as more character choices,
more development options, much richer multi-
character tactical combat, and, of course, more
stories, including the ones created by players
using the editor that we will release.

RG: Did the response surprise you?

JW: We knew there were still fans out there
but have been blown away by how many there
are and their passion for Shadowrun and the
financial support to make Shadowrun Retumns.

RG: How much responsibility do you feel,
knowing that fans have directly funded

the project?

JW: It is a responsibility that we take extremely
seriously, as the fans have illustrated not only
their funding support but also hopes and
dreams for the game. There is no way that this
game can be every fans’ dream game, because
those games are as unique as the people they
came from, so our job is to stay focused on

the concepts that the fans have responded so
strongly to and hope that this common core
meets or exceeds their expectations.

Leisure Suit Larry
Developer: Replay Games
Original target: $500,000

Final amount: $655,182

The remake of the
first Leisure Suit
Larry adventure has
provoked controversy
from some corners
compared to other
projects, as it’s not
an original title, and
it didn’t start off its
development on Kickstarter. This wasn’t enough
to stop it hitting its funding target, though. We're
not fussed about its origins anyway, as the original
Leisure Suit Larry was great fun, and we can only
imagine what full speech and updated graphics will
bring to the overall experience.

RETRO GAMER
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Airport entertainment

. Hi there. My name'’s lain Lee. You

' might remnember me from Thumb
Bandits and The 11 O'Clock Show,
but now I'm here to confess my
love for retro gaming

Here’s the bio...

lain Lee is a freelance broadcaster who loves gaming, particularly retro gaming. He
used to present the 11 0’Clock Show, but please don‘t hold that against him. You can
find more information about lain at www.iainlee.com

-
EE:QELECTIONS WITH CELEE IRIN LEE

"ve just spent four days in Amsterdam.

1 know what you’'re thinking; everybody

thinks it when | tell them about my trip

to the naughtiest city in Europe: ‘Ooh,
you lucky sod.”

Well, you are wrong. | am not a lucky sod. |
have been working, and I've been working long
days so | haven’t had a chance to indulge in
any of the naughtiness this godless place has
to offer. Also, | wouldn’t WANT to indulge, as |
don’t drink, | don't take drugs and | don‘t sleep
with prostitutes. Any more. (Those last two
words are a joke. Sort of.)

I'm at the airport, where it's just been
announced my flight is going to be two hours
late, meaning | now won't get home until Tam. In
the great scheme of things, this isn’t so bad.

What is bad is that | am bored. I've finished
my Andrew Collins book from Oxfam and the
battery on my Vita has run down. So now | am
stuck here, without internet, lurking behind my
laptop, hiding from the twat in the book shop
who is wearing an ‘| heart marijuana’ T-shirt and
staring at me with the glazed eyes of an idiot
who has smoked too much weed, wondering
why Ralf Little is at Amsterdam Airport.

There is literally nothing to do. | can’t even
find a rudimentary arcade to slide my soon-to-
be-useless euro coins into. Surely airports still
have arcades? To entertain myself, | have been
trying to remember the film that featured two
kids in an airport playing a hologram game with
two monsters beating the crap out of each other.
Any ideas? It wasn’t Total Recall, was it? Maybe
it was Airplane II? Whatever it was, why isn’t that
machine here? Now?

Fuen If you do get luchy, |

| recently spent much longer at a
motorway service station than | ever
wanted to. Let's be honest: five minutes
is too long in those places, where they
can literally make up prices on a
whim. Bottle of water? Let’s make
it £5.29 today. Boom! Tiny
Pringles? £12. What struck me
was the sad little arcade section.
| remember these places being
havens from the adult world, an oasis
among all things grown up and dull.

But this one was pitiful. It primarily
consisted of one-armed bandits and
one of those things where you put
tuppence into a slot, in the vain hope
that a load more tuppences will fall
down a chute into your grubby mitts.
They very rarely do, and even if you do
get lucky, what have you got? A load of
tuppences. Big wow.

The only thing you could actually
describe as a game was a battered
Out Run. (Ooh, is it one word? OutRun?
Aaaarghh! I'm a charlatan! | don’t
know my classic games...) It's a
superb game, but when was the last
time that was actually used? Why
don't service stations and airports have
a 360 room? Or a PS3 room? Charge
everyone £2 for ten minutes. That
would work, wouldn't it?

It would certainly work
now. With nothing better
to do, | would spend a
bloody fortune in there.

what have you got? A load |

of tUEEences. Big wow'

10 | RETRO GAMER




RETRORADAR: HIRB YOUR ENT

KIRB YOUR ENTHUSIASM

NINTENDO PREPARES KIRBY CELEBRATION

ink, Donkey Kong and
Mario get all the loving, but
Nintendo is ensuring that
the same thing will happen
when Kirby celebrates his 20th
anniversary later this year. Nintendo
recently confirmed that a brand
new compilation of classic
Kirby games would be
_ released to celebrate
Q % two decades of the
- popular pink blob.
! First created
by Masahiro
Sakurai, Kirby

He had his own TV show

Kirby: Right Back At Ya! ran for 100 episodes
and was described by the director as a

‘life drama’. Selected episodes were made
available to watch on the Wii.

He’s a mean fighter

Kirby has appeared in the Super Smash Bros
franchise since it made its debut on the N64.
He's a firm favourite with fans thanks to his
insane special moves.

Y’.‘.\

”‘%ﬁm

- his name is rumoured to be based
on either the Kirby Company, which
manufactures vacuum cleaners, or
Nintendo lawyer John Kirby — made
his debut in the Game Boy exclusive
Kirby’s Dream Land, and instantly
caught the imagination of gamers
thanks to his distinctive appearance
and innovative ability to suck up
enemies in order to use their abilities.
Numerous games followed, and
like Mario before him, Kirby began to
appear in various offshoots that
ranged from mini-games to crazy golf
and pinball, while still finding time for

(NEW,YEAR

IRBY APVENTURES |8

regular appearances in the Super
Smash Bros series. Nintendo is
remaining tight-lipped about what will
be appearing on the compilation, but
we're betting that, like Super Mario
All-Stars 25th Anniversary Edition, it
will be a selection of NES and SNES
releases. While Nintendo has revealed
that the pack will definitely be
appearing on the Wi, it's unclear if a
version of Kirby's portable hits will be
released for the 3DS. Needless to
say, whatever ends up being released,
you can expect a definitive review
later on in the year. ¥

He's dwnhﬁ ures

Klrby’s popularity should not be underestimated.

His games have sold over 30 million units,

outselling the likes of Mortal Kombat, Mega Man,

Castlevania, Lemmings, Froggerand Diablo.
He’s versatile

Kirby doesn't just stick to platformers, and has
appeared in numerous spin-offs. Kirby’s Block
Ball was a take on Breakout, while Kirby Tilt ‘N
Tumble made use of motion sensors.

s
, ¥ W

s

He's nothing to do with Miyamoto
Unlike many of Nintendo's other mascots,
Kirby wasn't the creation of Shigeru
Miyamoto. Masahiro Sakurai was working at
HAL Laboratory when he came up with the
iconic Kirby design.

'MORE MARIO

NINTENDO UNVEILS NEW SUPER MARIO BROS 2

fter a shaky start, things are finally
looking good for Nintendo’s 3DS.
Both Mario Kart 7 and Super Mario
3D Land have been huge hitters
for the console, achieving both commercial
and critical success, and now Nintendo has
announced that a brand new platformer
will be released later on in the year.
New Super Mario Bros 2 is set for release
during the summer months and will be
a direct sequel to the massively popular
Nintendo DS original, which ended up selling
over 19 million units.
One of the biggest reveals, and the one
generating most excitement around fans, is

the return of the Super Leaf. Unlike its use
in Super Mario 3D Land, this variant will be
more like the version found in the all-time
classic that is Super Mario Bros 3, giving
Mario the ability to fly through the air and
no doubt uncover a wealth of secrets. Little
other information has been revealed about
gameplay so far, but Nintendo has confirmed
that Luigi will once again be available as a
playable character. Whether it will utilise the
3DS's wireless functions to introduce the
multiplayer mode featured in New Super
Mario Bros Wiiremains to be seen.
Nintendo is currently aiming for a

»[3DS] Yep, it definitely looks like . 1
worldwide release in August. %*

" asequel to New Super Mario Bros.

VISIT RET IMTOHAVEYOURSAY  RETRO GAMER | 11
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~) PFlUL DHUIES GIVES HIS WIEWS ON

Jachines Sega and Nintendo Magazine System. In 1995
e C&VG website from 1998 until Christmas 2000,

- design manager at Criterion Games. | returned to
‘'ve been running my own company, Unlikely Hero.

Hello, retro gamers. My name

is Paul Davies. | used to be the
editor of C&/G and have also
worked on a number of classic
gaming magazines over the years

Alas, poor Gilius!

id anyone here read the Golden Axe

That said...

The game fans we're going to talk
about this month are ones that wished they
were born with a cartridge slot for a mouth
and a SCART lead for a todger. It may even be
likely that some of these people have had the
operation: “l was born a Mega Drive.”

1993 is fairly recent retro history, a period
that made most people | knew feel like the cats
that got all the cream. Games were awesome,
way beyond Manic Miner and - snigger — Gorf.
It was time to invent transmedia: phone-in tips
lines, VHS game guides, and the videogame
novella. Oh, man.

I’'m going to get slammed by Retro Gamer
readers for not ever having glanced beyond the
back page of cover-mounted books that arrived
with Sega Power. It was bad enough trying to
imagine what went on inside Golden Axe: A
Novel Based On The Best Selling Sega Game.

“’Peace to the land is my duty!’ bellowed
Gilius. He charged into battle, clobbering
lavender-clad enemies that flashed before
vanishing. ‘Go!’ said the arrow above his head.”

Apparently it was the same hero within books
based on Road Rash, Super Monaco GP and

12 | RETRO GAMER

novel? | haven't, nor do | ever intend to.

Desert Strike. Again, and | am honestly sorry, |
didn't read them so | cannot say whether or not
this was a saga of a war veteran trying his hand
at racing, or a driver that adapted surprisingly
well to flying Apache helicopters. This is one
dream that | did not get the chance to share.

Oh, | didn’t mean Gilius the dwarf at the wheel;
probably some other made-up dude. Sorry
about the confusion... I'm writing in a bit of a
hurry. Got something urgent | need to get back
to. Could've been Gilius, though. He might have
time-travelled. Yeah, wow...

Anyway, the Mean Machines gang passed
many evenings guffawing into Guinness and
choking on cheesy chips, quoting directly
from gaming novellas that had eventually
spread to Sega Force. But now | feel ashamed.
What a rotten bigot.

See, | flippin’ love videogame novels now.
Admittedly they're being written by Greg Bear
and Karen Traviss instead of staff writers barely

out of short pants surviving off Jelly Belly jelly
beans and cola. But | don't care how many times
Master Chief enters a hatch, spies a few Grunts,
and tosses a plasma grenade before leaping
over a Commando Elite class to blow its legs
off. I'm in there.

Okay, the Library bit in Halo: The Flood was
an exercise in pulp fiction déja vu - props to
Bill Dietz for transforming one of the shittiest
sequences in gaming into some kind of drama.
But listen, kids: the Drew Karpyshyn stuff
expanding on Mass Effect and Karen Traviss’
Gears Of War tales are awesome.

These new books could use a few game-
solving hints and tips, though. They definitely
got that part right at Sega Power Towers. “"How
on Sera did you evade that 'nade, sir?’ squealed
the rookie, clearly impressed. ‘I have my look
sensitivity set to 12, instead of default. You
should try it some time. Might save your life,’
glowered Fenix. ‘Now get back to your post.””

The [Tlean [Tachines qgan 5

evenings quoting aaming novelles




ou can’t keep a good mouse

down. Epic Mickey might

not have received the critical

acclaim that Disney and
creator Warren Spector were hoping
for, but it did do the business at retail.
As a result, Disney has announced
two brand new Mickey Mouse
games, which will be released later
on in the year.

The first is Epic Mickey 2: The Power
Of Two, which, for the first time, will
allow you to play as either Mickey or
Oswald the Lucky Rabbit, who was
an important character in the first
game. Following on from the original
adventure, The Power Of Two once
again sees Mickey adventuring in the
Wiasteland, the alternate universe
comprising 80 years of forgotten
Disney characters. It's also being
dubbed the first videogame musical,
something we're not sure whether to
be scared or excited about.

While we're a little cautious about
The Power Of Two, we're practically
giddy with excitement about Disney's
other Mickey Mouse game, mainly
because it's being trumpeted as the
spiritual successor to Castle Of lllusion,
arguably the greatest Mickey Mouse
game ever made.

AN EPIC RETUR

HIT MEGA DRIVE GAME TO RECEIVE A VIDEOGAME TRIBUTE

Epic Mickey: Power Of lllusion will
be released on the 3DS. It focuses on
the Castle of lllusion from the original
Mega Drive game, but it has fallen into
chaos since Mizrabel, the evil witch,
was trapped there.

“The original Castle Of lllusion
changed the face of videogaming by
allowing players to play as Mickey
Mouse in a side-scrolling adventure full
of dynamic environments,” said Warren
Spector, vice president and creative
director at Junction Point. “We're
honoured to be able to pay tribute to

Metal Slug

The 2D Outing

An utterly frenetic gung-ho blaster that
was packed with humour, exciting
gunplay and stunning animation.

The 3D Outing

Ugly, super-deformed characters; dull,
plodding level design; and murky-
looking visuals had fans screaming for
another 2D adventure.

2D Good, 3D Bad

The videogame franchises that faltered when entering the third dimension

Earthworm Jim

The 2D Outing

Beautiful graphics, a great central
character and highly imaginative level
design saw Jim launching cows and
fighting crows.

The 3D Outing

Jim'’s transition to 3D was not a good
one thanks to sluggish animation,
uninspired levels and glitchy controls.

» [Wii] The original Epic Mickey played like an old-school N64
platformer. It will be interesting to see if the sequel follows suit.

this classic videogame by creating a
title that truly takes advantage of the
unique capabilities of the Nintendo
3DS, putting the magic of Disney and
the historic Castle Of lllusion in the

palm of your hands.”

While Power Of lllusion looks
more like one of Mickey's older SNES
adventures, we're still extremely
keen to get our hands on it due to
the involvement of DreamRift, which
created Monster Tale and has roots in
the rather excellent Henry Hatsworth In

he Puzzling Adventure. ¥¢

Final Fight
The 2D Outing
Capcom’s mighty beat-'em-up

effortlessly built on the success of
Double Dragon and remains a stone-

cold classic to this day.
The 3D Outing

Final Fight: Streetwise was an absolute
travesty whose memory needs to be

wiped off the face of the earth.

Pearance of Scrooge McDuck wi
rumours of a new DuckTales g:vnllltla.

TO HAVE YOUR SAY

p] YOU COULD
meane ALSO TRY.

Retro Revolution
New wauys to read about old games
etro Retro Gameris
(ERUU =28 the world's only
award-winning
magazine dedicated
exclusivelytothe
joys of yesteryear.
To ensure we reach the widest
possible audience, we've created
numerous ways for you to read your
favourite magazine. Retro Gamer
is now available in a number of
digital forms and can be purchased
monthly or via a subscription from
iTunes, Apple Newsstand, Android
and Zinio. Retro Gamerisfilled
with monthly world exclusives that
can'tbe found anywhere else, even
online. So nowthere’s no excuse to
miss a single issue.

games™
. Issue 122 of games™
reveals God Of War:
Ascension, the latest
gamein Sony’s
popular series. It

— alsointerviews Sid
Meier, finds outhow Tim Schafer’s
Kickstarter projectis getting
onand has a massive, in-depth
feature on Resident Evil6and its
impacton Capcom'’s long-running
survival horror franchise.

How It Works

2% Thismonth
How It Works
'y w energiseswitha

=y specialfeature on
atoms, detailing
everything about
themfromtheir structure to
howwe can splitthem. In
addition, we bustten ofthe most
commonly held space myths,
delve into the next generation

of tank technology and go
swimming with killerwhales.

Apps Magazine

; Issue 20 of Apps
Magazine offers
M. 7 uptheGreatest
Smartphone Apps
Ever, collecting the
LT =3 essential apps you
need inyour pocket. Elsewhere
you'llalsofind reviews of flight
combat sim Sky Gamblers: Air
Supremacy, Temple Run, Crytek's
Fibble HDand the very best
murder mystery games.

M
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M RRP: $189.99 (approx £118)
M Buy it from: www.namcobandaigames.com

This month’s treasure is sure to grab the

attention of hardcore fighting fans out there.

These stylish black Namco PS3 fight sticks from

Mad Catz are a limited edition of just 1,000 units,

making them rather collectable. Each stick is individually numbered and
constructed from authentic Japanese-style Sanwa Denshi components.
Its eight-button layout features turbo functionality, lockout switches

to prevent accidental button-hitting, and a 13-foot USB cable, among
other features. The build quality and styling of the sticks do look
superb, which explains why they aren’t cheap, but there’s no better
way to experience your favourite fighting games.

Pac-Man Wall Clock Shao Khalvin T-shirt

= RRP:£7.99 ™ RRP: $24 (approx £15)
¥ Buy it from: www.amazon.co.uk W Buy it from: www.meatbun.us

Pac-Man doesn't really require a clock. We're picking up a strong whiff of irony from this shirt, which gives
In a life spent mostly on the run, he's far two of the gruffest bosses from one of the most violent fighting
too busy looking over his round yellow games a cutesy cartoon makeover. Depicting a youthful Shao Kahn
shoulder for even a cursory glance to see and his feline bodyguard Kintaro as a cuddly stuffed animal, this is
what the big and small hands are doing. how Mortal Kombat would have looked if it had been created by
This timepiece thus serves as a reminder Calvin And Hobbes creator Bill Watterson.

that time is short and you must make the

most of it. Carpe diem, as Bicentennial

Man once said in that movie.

Mortal Kombat Game Canvas Art Print SimCity T-shirt

® RRP:£34.99 m RRP:£15.95
¥ Buy it from: www.amazon.co.uk W Buy it from: www.retrogt.com

Our Mortal Kombat love train chugs along for one more stop this month Never in our lifetimes did we believe this day would come. Yes, your
with this piece of wall art. It shows Sub-Zero and Kano in the Courtyard eyes don't lie: this is a SimCity T-shirt. The epitome of geek retro
stage of the first Mortal Kombat, preparing to tear each other’s throats gaming T-shirt chic, it's like getting a tattoo of a scientific calculator
out the second the word ‘fight' scarpers. Though a bit pricey, we like the on your inside bottom lip, but less painful. Emblazoned with a SimCity
concept enough to want to see more fighting stages made into oblong- Electric Co logo, it's a subtle homage that in certain parts of the world
shaped canvas art. could actually pass as a trendy non-videogame shirt.
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GIVE US TWO MINUTES AND WE’'LL GIVE YOU THE RETRO

A HMOHMEMT LIITH. ..

Lennie

Moore

The composer on the cult hit Outcast, a title that
showcased his impressive musical talent, talks
his work and game music with Denis Murphy

Who is Lennie Moore?

First exploding onto the gaming scene in
1999 with his score for Outcast, Lennie
Moore is an accomplished composer,
conductor and orchestrator. Initially
composing for TV, Lennie has moved into
games, working on such titles as Sonic
And The Black Knight, Halo: Anniversary
and Star Wars: The Old Republic.

Retro Gamer: When growing up, were
you a gamer yourself?

Lennie Moore: \When | was a kid, it was
the days of coin-op arcades. We're talking
Pong, Missile Command, Space Invaders,
Asteroids, and yes, | blew a lot of quarters!

| remmember when Galaga came out; that
was one of the first games | saw where
you could see a technology bump with
smoother animations on a colour screen. |
was amazed and infatuated with computers
and technology, and still am.

RG: How did you get the Outcast job?
LM: Appeal [developer of Outcast] posted
a notice on a newsgroup saying they were
looking for a Hollywood composer to do
an orchestral score for their videogame. |
was interested and sent them some really
dark atom bomb music | had recorded with
a live orchestra. They chose me, for which
I'm forever grateful.

RG: Take us through the creative
process you underwent for Outcast.
LM: | wanted a central theme that tied the
whole experience together. For me, the
game was about adventure, and my main
motif was centred around this thought.

| developed this theme and intertwined

it with themes | created for each region

in the game. | also chose a specific
harmonic language that would be followed
throughout the entire score, thus giving

the player a sense of connectivity between
locations travelled within the game.

RG: Do you think a full orchestra was
vital for Outcast?

LM: People forget orchestral samples
sounded like junk compared to how they
sound now, which is still not near what a
live orchestra can do with the same notes. |
believe the timing of that score being done
with a live ensemble was vital to the game
industry and the charm of Outcast.

RG: What instruments did you utilise?
LM: An 81-piece symphony orchestra,
24-voice choair, plus Armenian duduk, udu
drum, Egyptian tambourine, talking drum
and dumbek.

RG: Were you hired for the cancelled
sequel, Outcast 2: Lost Paradise?

LM: | talked with my friends at Appeal
about it while they were still in pre-
production. We had discussed working
together and | was coming up with ideas
on how to approach this next chapter, but
[it] was cancelled way before it would have
been time to bring me into the project.

RG: Do you feel that videogame scores
are starting to rival film scores?

LM: | hate making comparisons to

film because it makes it seem that
videogames are the bastard child of the
entertainment industry. | think some of
the most compelling modern music

is being created for games. There are
exceptional composers in this industry
doing amazing work, and they should be
recognised as some of the top artists of
our time. If anything, I'd agree that the
production quality is beginning to rival
film, and that's surprising because we
don't get film composer money! I'm
looking forward to that day. %*

£L There are composers in this
industry that should be recognised as
some of the top artists of our time /'’

16 | RETRO GAMER

» [PC] Lennie’s music adds massively to Outcast's

overall atmosphere, giving it a huge, epic scope.

» [Xbox 360] Lennie’s most recent videogame work was
the soundtrack for Halo: Combat Evolved Anniversary.



26 May 1904

. M The refreshingly
oddball ClayFighter
isreleased on the:
SNES in Europe and
introduces us to
Bad Mr Frosty and
Ickybod Clay.

W Flagman, the
second in Nintendo’s
new Game & Watch
series of handheld
games, is released.

5t7 June 2012
M The Electronic
Entertainment Expo
{E3)is being held
atthe Los Angeles
Convention Center.

B Cool Spot, the

own game on the

in Europe.

19-June-2612+4
M Konami will be
releasing its Metal
Gear Solid HD
Callection on Vita. It
won'tinclude Metal
Gear Solid: Peace
Walkerthaugh.

t4rJune 2603

' mascot for the soft |
drink 7 Up, gets his

Mega Drive, which
(isinitially released. |

1y

retrodia

>> A month of retro events both past and present

80 May 2003
M Resident Evil 2,
Capcom's atmospheric

released in Europe on

- M The first
Applell

6 June 1975

anTiamcnaer | W Oneof Atari's

earlierarcade
games; Anti-Aircraft;
isreleased. Blow
planes out of the
sky with your great
big cannon. Nice.

Htune2004
* M Alsoreleased
- _in Europe by
" Rockstar is Red
/ Dead Revolver for
4 the PS2 and Xbox,
the firstin the
Red Dead series,

19-dtine-1983
M Dragon's Lair, the
LaserDisc coin-op,
hits the arcades.
Jaw-dropping
graphics were
tempered by yawn-
inducing gameplay.

RETRORADAR: PLANNER

25 May — 21 June

survival horror game, is-

Nintendo’s GameCube. |

5Jdune1977

camputers go on
salein America.

&'i' N Pg 10 June 2005
4L

MD 20-June:2003+
- .. M Nintendo and

1 June 1983

M Two plumbers,
two moustaches and
awhole lot of pest
\extermination feature
with the arrival of

owners. Japan
haditalmosta
whole year earlier.

il 8 June 1981
: 17| m Atarireleases
v thelinsect-blasting
i, | coin-op, Centipede,
e 2. .into.arcades. The
fast-paced, trackball-
- .| controlled game is a
. . massive hit.

W Rockstar Games
releases-Grand—
Theft Auto: San

and,

Treasure team
upto release
Wario World
~in Europe on
the GameCube.

VISIT RETROGAMER.NET/FORUM TO HAVE YOUR SAY

age of arcade
videogaming
has begun...

1{June 2001
- W 18 Wheeler,
Sega’s trucking
game, comes out
|_on the Dreamcast
inthe UK. Youre

L & 3 Mario Bros, the inmyway,
e % arcade coin-op. - greenhorn!
4-June-1992 2-June1978
M Irem releases M Taito releases
Super R-Type for Space Invaders into
European SNES arcades. The golden

9 June 2000
W Zombie Revenge,
a spin-off game to
the House Of The
Dead series, is
released in the UK
on the Dreamcast.

- 10-dune-1992
(é B Capcom’s much-
_anticipated Street
Fighter [l makes its
= SNES debutjn Japan,

Andreas an the ! .

Xbox and PC = becummg_the flrs_t

across Europe. 16-megabit cartridge
—t for the system.

21 June
2012

M New issue of
Retro Gamer hits
the streets
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» [Arcade] Breakout meets Pong in
a four-player head-to-head castle-
bashing exercise. Fantastic stuff.

NOVEMBER
1981 - C&VG,
EG and CGW
debut, Sinclair
goes thermal,
D&D goes small
screen, and The
Quest For The
Rings throws
down the
Gauntlet while
Bug-Byte shows
heart. Richard
Burton wants
to be kinged in
Backgammon...

20 | RETRO GRMER

[Intellivision] Mattel’s tie-in deal with TSR ensured a ;i:ﬂ)le

of D&D videogames and, strangely, a D&D tabletop gafhe.
)

THE LATEST NEWS

NOV 1981 - .DERS
ACORN ATOM —
Space Invaders (Bug-Byte)
Polecat (A & F Software)

3D Asteroids (Program Power)
UFO Bomber (Bug-Byte)
Lunar Lander (Program Power)

G h WIN=

FROM NOVEMBER 1981

t was the early, pioneering days of

the UK home computer market, and

to complement the burgeoning

interest in gaming and computing,
EMAP published its debut issue of what
would become a staple magazine for
many gamers for the foreseeable future.
Computer & Video Games issue 1 had
hit the newsstands.

Although top-heavy with type-in listings,
it was essential reading for the latest
news and product information and quickly
became a must-have purchase for gamers
and computer kit builders alike. Early
indications estimated the readership for
the debut issue to be around 60,000.

Over in America, an equally influential
magazine was also making its first
appearance. Electronic Games, founded
by Bill Kunkel and Frank Laney Jr, was a
glossy explosion of colour covering all the
big gaming systems of the time as well
as handheld and tabletop games. It was a
breath of fresh air, being the first dedicated
videogaming magazine in the US, where
until then the subject had been restricted to
columns in other magazines.

In fact, Electronic Games began in such
a way, with a regular column called ‘Arcade
Alley” written by Kunkel and Laney for
Video magazine. Thankfully, they took the
decision to break away and publish their
own periodical and never looked back.

In quite a month for videogames
publishing, another title was debuting, once
again in America: Computer Gaming World.
The bimonthly magazine covered popular
home computer systems at that time.
Despite being very text-heavy with little
colour and no screenshots, the magazine's
coverage of games for the TRS-80, Atari
400 and Apple Il ensured strong sales.

» The firstissue of Computer & Video Games. Computer and
console gaming finally got a magazine dedicated to the cause...

%*_! | game, Rox.

Jeff Minter, the hairiest man this side of
Nepal and founder of Llamasoft, made his
gaming breakthrough. Having purchased
a ZX80 and later upgraded it to a ZX81,
the Yak developed three games for the
ZX80/81: Deflex, 3D3D and Centipede.

The first ZX Microfair, a gathering of
Sinclair computer enthusiasts and traders
alike, took place on 26 September 1981. A
few hundred people were expected, but
around 5,000 turned up. Jeff Minter was
one visitor to the show that day and went
along armed with a tape demoing his work.
At the DK'Tronics stand, a chat with the
owner led to the Yak reaching for his tape,
and an immediate interest in purchasing
these games followed. DK"Tronics would
also publish Jeff's first
Commaodore VIC-20

electroni

» The giants of US gaming magazines, Computer Gaming World
and Electronic Games, were hoth launched this month.




QS Defender (Quicksilva)

Castle Wolfenstein (Muse)

Under Pressure (Queen & David Bowie)

1
Star Trek (Silversoft) 2
Space Intruders (Macronics) 3
Planet Lander (Hewson Consultants) 4
Air Traffic Control (C Tech) 5

G h WIN =

29 November saw the death of
Hollywood actress Natalie WWood. Born
Natalia Nikolaevna Zakharenko, she was
best known for her roles in Miracle On
34th Street, West Side
Story and Rebel Without A
Cause. She fell overboard
and drowned on a boating
trip with husband Robert
Wagner and friend
Christopher Walken. How
she fell into the water was
never uncovered, although
she had taken alcohol,
painkillers and a seasickness remedy,
which may have made the effects of
alcohol more pronounced. She was also
covered in bruises and had injuries to
her face and arms when retrieved. The
coroner ruled that Wood had died due to
accidental drowning.

On 6 November, the British fantasy
movie Time Bandits premiered in

DK'Tronics wasted no time in getting
the three games published, and they were
advertised in C&VG issue 1. Although
Llamasoft hadn’t officially been formed, the
Yak's first games were on sale and the path
to software developer legend had begun...

Sinclair finally released the fire hazard
known as the Sinclair Printer for the ZX81
in time for Christmas, presumably with the
potential to roast your chestnuts as well as
printing some ZX81 listings. This thermal
printer used rolls of aluminised paper that
turned black when heat was applied to its
surface and could be yours for just £49.95.

Mattel announced that it had procured
a licensing deal with TSR Hobbies to
release Dungeons & Dragons games on
its Intellivision console. Two Advanced
Dungeons & Dragons titles would follow
in the new year: Cloudy Mountain and
Treasure Of Tarmin. Both were arcade-style
quest games, with Treasure Of Tarmin more
detailed graphically but less playable than
Cloudy Mountain. However, both sold well.

The Magnavox Odyssey 2 (or Videopac

Alien Typhoon (Star Craft)

» Time Bandits did very well at the US
box office, earning $40 million.

G7000 in Europe when released) was also

Gorgon (Sirius) 2
Raster Blaster (BudgeCo)

Space Eggs (Sirius Software)

America. It tells the story of the 11-year-
old Kevin and six dwarves, who he
meets after they find a hole in time in
his bedroom. The dwarves have the
only map of these holes
and find themselves being
pursued by the Supreme
Being, who wants it back.

They meet Robin
Hood (John Cleese) and
King Agamemnon (Sean
Connery), but the Fortress
of Ultimate Darkness and
the ‘Most Fabulous Object
in the World" beckon. Oh, and Evil lives
there too... and he wants the map...

4 November brought the US TV
premiere of The Fall Guy, starring Lee
Majors as the stuntman/bounty hunter
Colt Seavers in an action-adventure
series. Majors also ‘sang’ the theme
tune, Unknown Stuntman. The Fall Guy
ran for 113 episodes over five seasons.

delving into fighting fantasy gaming with
the release of The Quest For The Rings.
This unusual board game/videogame hybrid
arrived in lavish packaging complete with
tokens, counters, game board, keyboard
overlay and cartridge. Your task was to find
ten rings hidden deep inside the mazes,
but first you must choose your character
from a selection of four: Wizard, Warrior,
Changeling or Phantom. It was also a
co-operative game, so selecting the right
character combination for your quest would
be important given that they had various
unique qualities.

Then there was the Ringmaster... This
player controlled the board game element
and attempted to prevent you from finding
the rings. With a defined number of turns
to uncover them and your Ringmaster
friend generally causing you much grief, the
game promised much.

Sadly, in board game mode it was
a long, tiresome affair. However you
could dispense with the board and your
Ringmaster — presumably relegated to
fetching tea and custard creams — and play

Begin The Beguine (Volva A Empezar)
(Julio Iglesias)

3 Every Little Thing She Does Is Magic (Police)
4 Happy Birthday (Altered Images)
5 It's My Party (Dave Stewart with Barbara Gaskin)

» [Odyssey 2] The Quest For The Rings was an ambitious and
interesting project that only partly worked.

a co-operative arcade quest, which also
kept individual scores.

The Quest For The Rings never set the
world on fire, but it contained several
elements that fans of Gauntlet, which was
four years away, would appreciate.

Hitting the arcades of the UK was
Warlords, a Breakout variant that allowed
simultaneous four-player gaming. Each
corner of the screen housed a castle. Your
task was to demolish your opponent'’s
stronghold brick by brick and then hit the
warlord inside. Fireballs could be deflected
or caught and flung at an opposing castle.
Warlords was representative of all that was
good with early arcade gaming, offering
simplistic graphics but outstanding four-
player gameplay.

A sad but heartening story concerned
Bug-Byte's release of Backgammon for the
VIC-20. The programmer was 16-year-old
Kevan Earl, who wrote the game while
he was receiving treatment for leukaemia.
Once completed, Kevan approached Bug-
Byte with a view to marketing it, which
it accepted and an agreement was signed.
Three days later, Kevan died.

Kevan's father requested that his son's
20 per cent royalties be sent to a leukaemia
research charity. Bug-Byte agreed, but
upped Kevan’s cut to 50 per cent. Nice.

on Atari's VCS head-on with

graphical comparisons between
similar games. Comparing soccer
games, the Intellivision text stated:
"Notice the Intellivision players.
They've got arms and legs like real
players.” That would indeed be a

plus point...

YOUR COMPUTER

YC reviewed the relaunched

TI-99/4 computer and loathed it.
The first sentence of the review
called it “a computer which seems
to have missed its market” and
discouraged readers from buying

it for being “appallingly slow”,

prophesising that it “wouldn’t make
an impact on the British computer

scene”. Bang on.

THRM

COMPUTER &
VIDEO GAMES

C&VG kindly offered some

electronic gaming gift ideas for the
forthcoming Christmas. There was
a look at Super Simon, a deluxe
two-player version of the colour
and sound matching game, CGL's
tabletop game Earth Invaders, the
latest Game & Watch games, and
an electronic version of the peg

game Mastermind.
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THISMONTHIN...
ELECTRONIC GAMES

With the Intellivision new on the
scene, Mattel's advertising took



» [PC] Dungeon
Master was brilliant,
atmospheric and
original. Dungeon

Master [l wasn't...

[PC] Star Wars meets Doomin a
very playable first-person shooter. |
The Force is strong with this one. .. & | "

-

ﬂ
R.B

S

FEBRUARY
1995 — Super
Mario 64 hopes,
PC Dark Forces
arrive, Ridge
Racer takes

out Gale Racer,
and Rayman is
ray of platform
sunshine while
Dungeon Master
and Skidmarks
retumn for second
helpings. Richard
Burton has his
own Super
Skidmarks...
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THE LATEST NEWS
FROM FEBRUARY 1995

ith the finer details of
Nintendo’s new console,
the Ultra 64, still clouded
by rumour, conjecture
and hyperbole, the big news was that
videogame designer Shigeru Miyamoto
was to head the team for the rumoured
Ultra 64 launch title, Super Mario 64.
Miyamoto, who created such franchises
as Donkey Kong and Star Fox, had hinted at
potentially making a 3D Mario game on the
SNES, utilising the Super FX chip. This idea
was dismissed, as his vision would have
been impossible on the 16-bit machine.
The Ultra 64 - or Nintendo 64, as it
eventually became — would be a different
kettle of pixels, with its much more
powerful specs suited to the free-roaming
3D game that was envisaged. Being a

#7 NINTENDOS*

‘ PAL VERSION

launch title, a lot was depending on it being
something special...

PC-owning Star Wars fans with a
penchant for Doomr-style first-person action
were set for a treat with the release of Star
Wars: Dark Forces from LucasArts. The
plot would see you play the mercenary
and Rebel Alliance sympathiser Kyle Katarn
during his escapades in destroying the
Empire’s Dark Trooper project.

Although similar to Doom, Dark Forces
would enhance the FPS experience with
multi-floored levels and the ability to look up
and down, with LucasArts having written
the Jedi Engine specifically for Dark Forces
and future FPS titles.

[t was a tale of two newly released
racing games on the two newest consoles.
Sony's PlayStation had Namco's Ridge

» [N64] If the rumours were true, Shigeru Miyamoto was
taking the first steps towards creating a Mario masterpiece.
Pingu guest starred...

Racer; while the Satumn had Gale Racer
(Rad Mobile in its original coin-op form).

The difference between the two games
was distinctly obvious from the outset:
Ridge Racer had some terrific graphics and,
despite having only one track to race around,
the feel of the game and the atmosphere
created made it more of a car simulation
than an out-and-out arcade racer.

Meanwhile, Gale Racer was hoping to
set the Saturn world alight with its fast-
moving graphics (which weren't), wonderful
collision detection (which wasn't) and
outstanding track design (which stunk).
Sega wanted a top-notch racing game, but
in a head-to-head with Ridge Racer, there
was no comparison. While Ridge Racer
was an Aston Martin DB9, Gale Racer was
a Thundersley Invacar.

Gaming Factoid #731: Sonic The
Hedgehog made his first videogaming
appearance in the Rad Mobile coin-op,
where he was an ornament hanging in the
rear-view mirror.

Coming to a PlayStation near you soon,
with Atari Jaguar and Sega Saturn versions
not far behind, was Rayman. The limbless
character soon became a fan favourite, with
his game boasting slick graphics, beautifully
designed backgrounds and great gameplay.
Yes, it was another scrolling platform game,
but Rayman was infinitely more playable
than most of the tosh being churned out,




» It's Donald Pleasence as Doctor
Evil playing Blofeld as Donald
Pleasence... or something...

going on to reportedly become the biggest-
selling PlayStation game in the UK, with
5 million units sold.

So what's better than Skidmarks? Super
Skidmarks, that's what. Having had a big hit
with the original, Acid Software released a
sequel chock full of enhancements. Super
Skidmarks was similar in style to Micro
Machines and had a host of new features,
with several new vehicles to drive, including
caravans and a cow on wheels.

We're not sure how cows handle around
a tight hairpin bend or whether udder drag
is a consideration when entering a corner,
but it certainly added to the fun. Throw in
12 new tracks on top of the original dozen
and an eight-player mode, and you have
yourself one splendid night of racing.

There was more sequel loveliness
with the long-awaited return of Dungeon
Miaster. In production for the best part of
eight years, hopes were high that Dungeon
Master Il: The Legend Of Skullkeep would
be everything we were hoping for...

Developed once again by FTL and
produced by Interplay, there was something
exceedingly disappointing about the game.
Released first on the PC, with Amiga and

» [Amiga] After Skidmarks came Super Skidmarks, complete
with novel cow-racing option. Milky milky!

FEBRUARY 1995 NEWS

On 9 February, the first British-born male astronaut, Michael Foale, walked in space. On
going out into the open cargo bay of the Space Shuttle Discovery to test modified space
suits. Mr Foale’s first words were typically English: “Gosh, it's high, isn't it?”

26 February saw the collapse of the oldest merchant banking company in England,
the 233-year-old Barings Bank. It was brought to its knees by one trader, Nick Leeson,
who lost $1.4 billion trading on the Singapore Monetary Exchange. Leeson later wrote
his autobiography about the collapse and his part in it, which was subsequently made
into the movie Rogue Trader, starring Ewan McGregor as Leeson.

A British acting great, Donald Pleasence, died at the age of 75 on 2 February after
suffering complications from heart failure following surgery.
Pleasence is often remembered for his appearances in the
Halloween movies as Dr Loomis, but other memorable
performances include the Bond villain Ernst Stavro Blofeld
in You Only Live Twice and the American president in
Escape From New York.

2 February also saw an English sporting hero die:
the tennis player Fred Perry. He famously won a trio of
Wimbledon titles between 1934 and 1936, the last time a
British male tennis player won a Wimbledon singles title.
He died at 85 after breaking his ribs in a fall.

» It's a Sega Saturn
but built by
Victor/JVC —the
memorably named
V-Saturn RG-JX1!

Mega Drive versions arriving early in 1996,
the dungeon-exploring RPG had addressed
criticisms of the excellent first game.

You could now escape the dungeon and
venture out into the great outdoors, visiting
temples, foraging through forests and going
to the shops in the surrounding villages.
Weather effects also come into play now
that you're outside. With the familiar puzzle
elements and enhanced real-time battles,
Dungeon Master Il really should have been
something quite excellent.

Instead, it seemed to miss the mark,
leaving many fans of the first game
cold; the atmosphere just wasn't there.
Unfortunately, Dungeon Master Il was
merely adequate, and for any fan of the
original that was not good enough.

There were new games aplenty being
announced for the Saturn, the pick of which
looked to be Shinobi Legions (Shinobi X
in Europe), the one and only outing of the
classic side-scroller on the console. With
nine levels of sword-slashing mayhem,
some nicely produced live-action cutaways
and, for the first time in any Shinobi game,
blood splatters, Legions would be a superb
addition to the Saturn’s growing library.

The Saturn may have been a new
console, but it hadn't taken long for Sega to
license its hardware partners to create their
own. First was Victor/JVC with the V-Saturn
RG-JX1. Functionally, it was the same as
Sega’s, although the casing was arguably
more attractive. Hitachi and Samsung also
went on to produce their own variants.

THISMONTHIN...
SUPER PLAY

Nintendo's Virtual
4 Boy was previewed
from the Shoshinkai
convention. The
atmosphere at the

“* show, such was

1 the reception of the
V|rtua| Boy was of disbelief. Nintendo
wanted to sell 3 million in the first
year. It was discontinued after six
months with 750,000 sold.

the Virtual Boy's 3D
effect, UFG said

¥ that they began
suffering headaches after playing.

All sounds a bit familiar... Other
comments Nintendo hoped not to
hear included “many were disturbed
by the Virtual Boy” and “jaws
dropped for aII the wrong reasons”.

There was
undiluted
exciternent over
the import review
I of Virtua Fighter on
| the Satum, scoring
8l 96%. “Yes! That's
a playablllty orgasm if you didn't
know. This stains the lily white sheets
of combat gameplay forever.” Tissue?

Sensible World Of
Soccer (Renegade)
Theme Park

(Bullfrog)

Cannon Fodder 2 gad
(Virgin Games)

Mortal Kombat Il
(Acclaim)

Premier Manager 2
(Gremlin Interactive)

Donkey Kong
Country
(Nintendo)

Street Racer
(Ubisoft)

3 Starwing (Nintendo)

FIFA International Soccer
(Electronic Arts)

The Lion King
(Virgin Games)

Doom Il
(Virgin Games)
Dawn Patrol (Empire)

Rise Of The Robots -
(Mirage/Time Warner)

Transport Tycoon
(MicroProse)

Colonization
(MicroProse)

Think Twice
(Celine Dion)

Set Your Free (N-Trance)

I've Got A Little
Something For You
(MNB8)

No More | Love You's
(Annie Lennox)

Cotton Eye Joe (Rednex)
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» NAME: NATHAN WHITE

» LOCATIDN: CANADA
» OCCUPATION:
GRAPHIC DESIGNER

» NES
» TAITO
» 1988

Released for the Famicom on
Christmas Eve 1988, five months
after the Japanese release of the
groundbreaking movie on which it’s based, Akira
has garnered a distinct reputation in the West in
the ensuing years. That reputation, which suits

no other game quite as well, is that it’s a really
awesome game that you can’t play.

| suppose you could play it if you knew
Japanese, but |, like so many Famicom fanatics,
cannot read a word. Thus Akira, which is advertised
as a ‘psychic adventure game’ on the cover,
remains a total mystery... a tease, really.

There is a translation patch of the game
available, but don’t get your hopes up. The patch
only translates the intro of the game and nothing
else. Every couple of months | get my hopes up and

l
B Ty
.f

e sure to

» JOINED: 19 DECEMBER 201

» FAVE GAME SYSTEM; NEs

do a Google search, only to find out that no patch
has been released, or is even in the works.

Akira was developed and published by Taito,
and aside from having a really cool game intro, it
also has really cool packaging. Akira was released
in a plastic clamshell case. Namco(t) also released
many of its Famicom titles in plastic clamshell cases
- notably Star Wars and Splatterhouse: Wanpaku
Graffiti— but Taito’s case is of a different design, and
was a pretty novel idea all the same.

The game follows the story of the film rather
than the manga, and begins just after the street
fight with the Clown gang when Tetsuo sees the
Esper and crashes. From there | am pretty lost,
because you're confronted with a text-driven point-
and-click interface that is completely in Japanese.

| am a huge fan of the movie and manga, and an
even bigger fan of point-and-click adventure games,
so the fact that | can't play this is an extreme
bummer. But hey, at least the intro movie is pretty
awesome, right?

l Want to appear in the

=% Tl

d your classic profiles at www.retrogamer.net
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THE ATARI 2600 IS PERHAPS THE MOST ICONIC CONSOLE
IN EARLY VIDEOGAME HISTORY, AND SO SYNONYMOUS
WITH THE ATARI BRAND THAT IT’S OFTEN SIMPLY
REFERRED TO AS ‘THE ATARI'. MARTY GOLDBERG TAKES
YOU BEHIND THE SCENES OF THE DEVELOPMENT OF THIS
INDUSTRY-DEFINING CONSOLE

or something that reached such lofty
heights as the 2600 did, it should be
understood that there were no great
aspirations in mind when the synapses
fired that led to it flickering into
consciousness. It began as a humble idea; a
simple, and inevitable next step — though one
that would still take doing something never done
before. “The architecture was pretty obvious to
everybody,” said project leader Al Alcorn, then
head of consumer engineering. “The business
was dedicated game chips, and obviously if you
could get a microprocessor and a game in ROM,
that was an idea that had legs to it.”
What became the Atari 2600 began when
Steve Mayer and Ron Milner were coming
back from one of the many trips back and
forth between their Cyan Engineering
headquarters in Grass Valley and
Atari Inc's base of operations
in Los Gatos. Grass Valley
was serving as Atari's
R&D group for
all its new
coin-ops
and related
projects, a
relationship that
started in 1973.
Cyan had been
founded by Mayer and
Larry Emmons - two
engineers formerly of Ampex's
Videofile division, the same stomping
grounds as Atari co-founders Nolan Bushnell
and Ted Dabney. As the coin-op videogame field
began to quickly grow with competitors, Bushnell
knew he needed to stay ahead of the competition
by continually releasing new games. He soon struck
up a working relationship with his former Ampex
colleagues, and Cyan became an important part of his
strategy. Enough so that he soon bought it outright.
Cyan would build the wire-wrap prototypes for
Atari's early Seventies arcade games, which were
then sent down to Atari to be turned into the fully laid
out production versions of the games. Quite often
they were breaking new ground in their designs. As
Nolan put it, “Cyan was building the technical stuff
that people said couldn't be built.”

It was during the summer of 1975 that Cyan
would hit on its most important contribution, thanks
to Mayer and Milner. The question they had been
asking themselves on the trip back was whether
or not they could leverage microprocessors to
create a game console that could support multiple
interchangeable games. The reason it was on their
minds was because in several months Atari was
poised to enter the consumer electronics market for
the first time. Pong was set to invade the home via a
relationship with retailer Sears.

The move was made possible due to Atari
engineer Harold Lee, who managed to cram Al
Alcorn’s entire original Pong arcade design into a
single dedicated chip. Now, together with Sears’
consumer electronics industry guidance and a
new manufacturing plant paid for by investor Don
Valentine, the Sears Tele-Games-branded home Pong
would begin a new chapter in Atari's history. The
company was already planning follow-up consoles
based on the same innovative technology, looking
to expand with home releases of the many Pong
‘sequels’ that it had put out in the arcade.

This is precisely what led to Milner and Mayer
pondering the use of microprocessors for a future
console. There was an obvious ceiling on the use
of the ‘Pong-on-a-chip’ technology: you needed an
entirely new custom chip each time you wanted a
new set of games. Using a microprocessor meant
you could simply use the same main chip and load
new game software any time you wanted to play a
different game.

As it turns out, management had also been
pondering the idea but wanted to take it a step
further. “Nolan, Joe [Keenan, Atari president] and
| sat around as a team and decided we needed a
cartridge-based game system,” said Al. With Alcorn
giving the go-ahead to Milner and Mayer to being
the research, upon returning to the Cyan facilities
the duo began investigating what microprocessors
were available on the fledgling market to start
basing their proof of concept around.

Knowledge Bank

14 October 1977
$199
358.78 x 234.95 x 65.25cm
552g
MOS/Signetics 6507
(running at 1.19MHz)
128 bytes
Between 256 and 320 pixels per
line, and 192 to 240 lines per screen
128 NTSC, 104 PAL
Atari Age,
Atari Club, Atari Owner’s Club, Atarian

Motorola and Intel were the two leaders in the
nascent microprocessor industry, which began four
years earlier with the introduction of Intel’s 4004
chip and was now maturing through Intel’s 8080
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HOW IT WORKS

AGUIDETO THEKEY INTERNAL COMPONENTS THAT MAKE UP THE LAUNCH ATARI 2600

CARTRIDGE PORT

Besides being the location
where game cartridges are
plugged in, it also functions
as an expansion port of sorts.

CONTROLLER PORT

Two DB-9 ports used for
plugging in a variety of
controllers and peripherals.
Their innovative use allowed

CONTROL SWITCHES

Housed on a separate PCB that's joined by a ribbon cable to the main
board, these are the iconic control switches used in the early models
of the 2600. These are (left to right) the power switch, TV type
(colour or black and white), left difficulty, right difficulty, game select

the 2600 to have a multitude of
potential controllers at a time
when controls were normally
hardwired to the console.

Later items like keyboards
and extra RAM used the
cartridge port to interface
with the 2600's internals.

(for cycling through the many game variations provided in a cartridge)
and reset. In 1980 the difficulty switches were dropped from the front
and moved to the back near the joystick ports. By the later launch of
the 2600 Jr, all the switches were replaced by plastic sliders.

TIA L
Standing for television interface

Al adaptor and originally known as
CPU Stella, this is the guts of the 2600s
The 2600’s microprocessor is the graphics and sound.

6507, an altered version of the RIOT

venerable 6502. Missing some of An acronym for RAM- L
the signal and interrupt lines from 1/0-timer, it was more SPEAKER RISER

the 6502, it can address up to 8K formally called the MOS Late in the design of the 2600, it was decided
memory natively — though later Tech 6532. It includes the to switch from internally mounted speakers
developers got around this with a sole RAM on the 2600 — as in other mid-Seventies consoles to sending
technique called bank-switching. This 128 bytes waorth. The chip the audio out directly to the television set. The
microprocessor was also used as a also reads the ports and speaker risers present in the launch model
floppy disk controller in Atari’s later the six control switches show the decision came too late to change the
8-bit computer line. for the console. moulding of the case.

R/F MODULATOR

The picture generated by
the TIA is passed to the
modulator for display on
VHF channel 3. Though to
make it more complicated
for collectors, some
versions of the launch
model also have a channel
selector switch for
channels 3 and 4, or just
the hole for one in the case
with no actual switch.
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and Motorola's 6800. With industry stalwarts Fairchild
Semiconductor and Texas Instruments not far behind,
sources for the technology seemed to be abundant.

Ron and Steve proceeded to put together
several different wish lists for various experimental
microprocessor-based game consoles, even going so
far as to contact Motorola on pricing. The concept of
the console itself went through a series of revisions at
this time, including the possibility of producing several
‘dedicated’ versions, with a group of games built in to
each through ROMs.

The problem for an engineer designing a new
games console, though, was that the microprocessors
currently on the market were still too expensive:
around $100 to $300 each. A trip to the 1975
electronics industry convention, \WWescon, that
September would soon change that.

The Western Electronics Show and Convention
(Wescon), at this time, was the premier electronics
industry trade show in the US. If you were an
engineer in the electronics field, it was your E3.
Milner and Mayer just so happened to be doing their
research shortly before the 24th annual Wescon,
which was taking place in San Francisco that year.
They decided to make the trip after receiving a letter
from a new, unheard of company, inviting them to
come take a look at its new microprocessor. They
were soon to discover that the company was a

the development on his own. Eventually partnering
with an old business acquaintance, John Pavinen,
Peddle brought his project to John's company,

MOS Technology. MOS had been dying in the
crowded calculator market, and the lure of a low-cost
microprocessor proved too great to pass up. So, as
Motorola was debuting its 6800 for $300 in August
1974, Peddle and seven co-workers were leaving to
begin designs on its low-cost competitor.

Their goal was to sell the new chip in the $20 to
$25 range, and offer a series of microprocessors
and support chips. They decided to name the series
‘6500, to directly associate it with Motorola's 6800.
The 6502 would be the main microprocessor in the
series, which also included a series of support chips to
allow connection to various peripherals, just as Peddle
had pioneered at Motorola.

The upcoming Wescon was their target for the
introduction and initial sales, and that August MOS
Technology began placing ads in industry magazines,
offering to sell a full microprocessor for $25 right there
on the Wescon show floor. While the first half of the
offer caught the public's eye, it was the latter that
infuriated the Wescon organisers when they heard
about it. Wescon was an industry trade show, not a
flea market. Upon arriving to set up in their stand at
the expo, Peddle and the MOS Technology people
were promptly told that under no circumstances

Microprocessors meant you could load
new software to play a different game

young upstart in microprocessors, in an industry that
was itself very young, and was poised to rock the
foundation. That upstart? MOS Technology, which
was led by Chuck Peddle.

Peddle was a former Motorola employee,
joining the company in 1973 to finish its fledgling
microprocessor project, based in Mesa, Arizona.
After fixing flaws in Motorola's initial design for its
first chip, the 6800, and designing the crucial support
chip needed for its connection to peripheral devices,
Peddle wanted to move on to do a second-generation,
cost-reduced version. Unfortunately, Motorola wasn't
interested in developing any more microprocessors
at the time, so, undaunted, Peddle decided to pursue

The joy of becoming a proud owner of this state-of-the-art gaming
system during the holiday season of 1977. One of Joe Decuir's
favourite moments was watching kids like this play his creation at a
store display during the launch.

would they be selling their chips at the show where
everyone in Silicon Valley would be coming to see it —
including the guys from Cyan.

Being quick-thinking, Peddle came up with another
solution. There was nothing prohibiting them from
selling away from the show floor, nor mentioning
where to go to buy the chips, so they used their booth
for the standard presentation but directed people to
their hotel suite to actually purchase the hardware.
Peddle stationed his wife just outside the suite with
a barrel of microprocessors and a stack of manuals.
People would buy the chip and accompanying
documentation from her, and then enter the suite to
see the full series and support chips demonstrated by
Peddle and company on fully functioning trainers (TIM
and KIM-1), which they had also designed.

It wasn't long before a large line of hopeful
engineers started developing, including a young man
looking to build a personal computer, Steve \Wozniak.
Also among the throngs of engineers were Milner and
Mayer, who were both just as impressed with the
barrel of microprocessors as the others in line were.
Little did they know, though, that only the top half of
the barrel contained working chips.

After getting their 6502 with documentation,
the two headed in to see Peddle and his people
demonstrating the trainers. They met and talked
for about an hour and a half, finally negotiating with
Peddle to come over to Cyan the next day to discuss
plans for using MOS's 6502 and support chip in their
proposed game system.

Peddle and his team headed over to Cyan, where
they met and negotiated over the next two days.

THE CHANGING
OF THE 2600

\ The launch version of the 2600 features a heavy duty thick

plastic casing with characteristic curved edges, only seen
on this model. In 1978 the look was changed to a much
thinner and boxier style. Likewise the launch version includes
six switches to control the powver, colour/black and white,
|eft difficulty, right difficulty, game select and game reset
settings. Also present in the 1978 model, in later versions of
the 2600 the difficulty switches were moved to the back.

Initially the 2600 was to have all sound through internal
speakers, but this was changed to go through the TV
speakers after the case moulds had been done. As such, the
speaker holes in the 2600's top half and the speaker risers in
the bottom half are still present. Some early revisions of the
light 1978 model also have these present to various degrees.

The launch version of the 2600 is called the ‘Heavy Sixer’
by collectors. As seen here, it gets its name from the heavy
metal shielding meant to block the electronic interference
generated by the 2600. The FCC (Federal Communications

| Commission, the governing body in the US for regulating

broadcasting) had not created its special class for devices
like this yet, so the shielding was added to meetthe current
standards. The 1978 model left out the heavy shielding, and
together with its cosmetic changes is sometimes referred
to as the 'Light Sixer". It's a common myth that only Heavy
Sixers were made in Sunnyvale, butthe early runs of the
Light Sixers were made there as well.
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The motherboard of the 2600 is actually quite small, and
besides the ribbon cable to the switch board and the
cartridge port, it contains three main chips. (Left to right) The
6507 CPU, the MOS RIOT chip and the TIA graphics chip.
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ADVENTURE
YEAR RELEASED: 1979

Warren Robnett's

Adventure was a
massively defining game and
not just for the Atari 2600. In
addition to being one of the
earliest examples of a
developer sneaking his name
into a game, it also allowed
players to stash items and
went on to popularise the
adventure genre, which has
since been championed by
everything from Haunted House
to The Legend Of Zelda. It went
on to sell 1 million units, which
isn‘t bad for a game inspired by
a text adventure.

ET.
YEAR RELEASED: 1982

Howard Scott

« Warshaw's E.T. helped
define the 2600 as well, but for
all the wrong reasons.
Originally envisioned by
Warshaw as an innovative
companion piece to the film,
late negotiations for the rights
meant that he had just five
weeks to get the game ready
for Christmas. Although it sold
over 1.5 million units, Atari Inc
actually ordered 4 million, and
as a result had to send surplus
copies back, with rumours
suggesting that the cartridges
were used as landfill.

NG

GAMES THAT DEFINED THE ATARI 2600

A T A P e WA B R A

YARS’ REVENGE
YEAR RELEASED: 1982

Jg In the same year that he
» created his most
notorious game, Warshaw also
shipped his best. Starting off as
a port of Cinematronics” Star
Castle, Warshaw remoulded

the game into something
completely original. The end
result was an amazingly
innovative shooter that became
so popular it even spawned its
own theme song and a radio
drama based around the comic
book that featured the original
story. It went on to become the
bestselling original title for
Atari's console.

|

SPACE INVADERS
YEAR RELEASED: 1980

}E There are few games as
defining at Atari’s port
of Space Invaders. It was the
first licensed arcade game,
became the first console
videogame to sell over a million
units — it eventually sold over 2
million in its first year — and
defined the term ‘killer app’
when its sheer popularity saw
the 2600°s sales quadruple
after the game was released.
Not bad for a machine that was
already three years old at the
time. Although not very arcade
accurate, it sported 112

- different gameplay variations.

COMBAT
YEAR RELEASED: 1977

lik Combatwas inspired by
7 Tank, but improved on
the original arcade game by
offering 27 different gameplay
modes that were also inspired
by other arcade games.
Available as one of the Atari
2600's nine launch titles, it's
remembered by virtually every
2600 owner, due to being the
game that was actually
packaged with the console.
Steve Mayer, Joe Decuir, Larry
Wagner and Larry Kaplan
created one of the earliest
examples of a two-player
game on the machine.

"Motorola sued Peddle and MOS
Technology for theft of engineering
drawings and trade secrets

Steve and Ron'’s previous dream specs were
discussed, as well as needs, possible board designs,
and financial targets. In the end, Cyan decided to
sign on with MOS Technology’s chip, but not the
6502. Because it was targeted for a mass-produced
game system, cost was an issue and the proposed
6507 was more in line to meet that goal. With the
6507 and the support chip, they'd just need to
design a processor for graphics and sound support.
MOS had a relationship with another engineering
firm by the name of Microcomputer Associates,
which had developed the debugging software
for MOS's training systems and had its own
development system that was being publicly sold the
following month, complete with a terminal interface
and built-in debugging software. Called the Jolt, it
was decided to use this as the main board of the
console during development of the custom chip.
One last hurdle remained. Both MOS and Atari/
Cyan wanted to set up a second manufacturing
source for the chips. MOS wanted it because setting
up a second source would give it more credibility
in the microprocessor market; Atari wanted it as a
backup in case MOS went out of business, which
would not be that uncommon. Atari also wanted to
deal with someone on the West Coast, instead of

0 | RETRO GAMER

out east where MOS was located. It turned out both
companies had someone in mind, and both were
thinking of the same company: Synertek.

Peddle had worked with the Synertek president
and co-founder, Bob Schreiner, during their tenure
at GE. He also knew Schreiner wanted to get
into microprocessors and was more than happy
to help his old friend out. Atari wanted to work
with Synertek because they already had a working
relationship — Synertek was the company doing the
'Pong-on-a-chip’ IC layout and manufacturing.

With everything settled by the next month,
Milner and Mayer notified the other microprocessor
manufacturers that they were no longer interested
in their products and were going with MOS instead.
That was fine for most of the manufacturers, since
the Cyan contract was not considered the ‘big
money’ deal they were looking for. Fine, that is, for
all except one.

Motorola, which had kept an eye on Peddle, sued
him and MOS Technology for theft of engineering
drawings and trade secrets exactly one week after
the announcement. Using the short turnaround time
between Peddle’s departure and the production run
as evidence, and the fact that the 6501 model was
pin-compatible with Motorola’s 6800, it filed suit on

3 November 1975. Here was the exact reason why
Atari wanted a second source, with the possibility

of an injunction preventing MOS from doing any
manufacturing. Motorola eventually won the suit,
though not against the 6502. The terms called for the
destruction of all 6501s and a payment of $300,000
for the legal fees. Though it would end up making the
6501 a very collectable chip for computer enthusiasts
today, it was of little concern to Atari and Cyan at the
time. They had their second source, an extremely
cost-effective base design, and the talent to begin
their next-generation gaming console.

By December 1975, Milner and Mayer were able to
get a working, although buggy, prototype to play a
home version of Atari/Kee's hit arcade game, Tank.
Using the 6502/Jolt setup along with the beginnings
of a custom graphics chip, the two had even
appropriated the actual joysticks from a Tank
coin-op for the primordial system’s controls.

At that point, a young engineer was hired by Alcorn
to help debug the project and bring it back from Cyan
to Atari for its next stage, working as a bridge of sorts.
Joe Decuir was a graduate of the local UC Berkeley
and working in medical instrumentation design, and
looking for a way out. “We were using expensive new
equipment to try heroically to save people in really bad
shape,” he revealed. "Most of them — 91 per cent —
died either way. It was kind of demoralising.”

A friend of Decuir's, Ed DeWath, had known Milner
and recommended Decuir for Cyan. Decuir actually
wasn't sure about going into games, but luckily for all
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SOME OF THE MOST IMPORTANT AND INFAMOUS TITLES

TO BE RELEASED ON ATARI'S POPULAR HOME CON

PITFALL!
YEAR RELEASED: 1982

J Pitfall! was a massive

deal on the 2600. It sold
over 4 million units, becoming
the second bestselling game on
the system after Pac-Man. The
game had its own cartoon
show and helped establish
Activision as a publishing force
to be reckoned with. It’s also
one of the earliest examples of
a scrolling platformer — games
before it were static,
single-screen affairs — and
while Pitfall Harry wasn't an
official Atari mascot, many
gamers instantly associated
him with the 2600 console.

B

RIVER RAID
YEAR RELEASED: 1982

A Created by ex-Atari
coder Carol Shaw, and
based on Atari’s 1978 coin-op
Sky Raider, River Raid was
another hit for the fledgling
Activision and became the
tenth bestselling game on the
system, with sales of over 1
million. Like many Activision
games it's an incredibly slick
piece of coding that pushed the
machine in ways that were
rarely seen on the system.
River Raid was an interesting
shooter featuring rolling
terrain that was dynamically
generated during play.

MISSILE COMMAND
YEAR RELEASED: 1980

ﬂ After the graphically

disappointing Space
Invaders, Missile Command
proved that it was possible to
create an extremely good
reproduction of a hit arcade
game on Atari's console. There
were obviously compromises
made to the game — it's missing
the planes and UFQs, for
example — but it's still an
extremely fun game. It proved
to be an equally big hit on the
Atari 2600, eventually going on
to sell over 2.5 million units,
making it the system’s fourth
bestselling game.

OLE

THE EMPIRE STRIKES BACK
YEAR RELEASED: 1982

Although The Empire

+ Strikes Back wasn't the
first videogame to be based on
a film or TV licence, it was the
first to prove that it was
possible to capture the
excitement of the original
product. The first ever game to
be based on the Star Wars
franchise saw you zooming
around in a Snowspeeder
while taking down Imperial
AT-ATs. Extremely popular at
the time and later converted to
the Intellivision, it started a rich
gaming franchise that
continues to this day.

- PAC-MAN

YEAR RELEASED: 1982

When Pac-Man was

being created by Tod
Frye, Atari was so sure of its
success that it simply assumed
10 million 2600 owners would
rush out and buy it. Not only
that, but it thought more people
would buy the machine to play
it (it was a pack-in title), leading
Atari to order 12 million units on
the assumption that predicted
sales would reach $500 million.
The plan backfired, and while it
shifted 7 million units, it created
a massive number of unsold
carts, which many attribute to
Atari Inc's eventual fate.

of us he was convinced by his father and another
friend. “My father said, ‘Pick the job that teaches
you more,” and Cyan/Atari had the potential to teach
chip design. My friend Greg said: “You can do good
for the world with games. Most people are sick by
their own hand — smoking, bad eating, etc — and are
lonesome and bored. Go ahead and entertain them."”
Decuir immediately set about debugging the
demo system, and one of the first things he had
to do was have an account created on the DEC
PDP-11 timesharing system the group was using for
cross-assembling the demo game code. Needing a
password, he chose the name of his favourite bike,
Stella, which he still owns and rides to this day.
The name would stick and eventually become the
code name for the 2600's custom graphics chip,
but in the meantime Decuir's goal was getting the
Tank game further along in time for a February 1976
demonstration to Bushnell, Keenan and Alcorn. The
prototype’s architecture at that time was influenced
by the coin-op arcade game design that Cyan had
also done for Atari. That would certainly make sense,
given that the goal of the 2600 was to play all Atari's
early and mid-Seventies coin-op games.

In essence, it was a minimalist version of the
features present in Atari’s coin-ops. Everything was
synced to the scan lines of the television display.
What was to be displayed on the screen was then
supported by separate hardware registers for the
screen elements that were themselves split up. A
separately generated background filed with ‘stamped’
graphic items was termed as the ‘playfield’ — a
term borrowed from pinball. The objects that were
player-controlled or interactive were termed player/
missile objects and used separate hardware object
generation known today as ‘sprites”. In this case,
each object to be displayed would be generated
separately by loading the individual pixel descriptions
for each into several hardware registers. Both the
playfield and player registers could be reused by the
programmer per each scan line, meaning you could
have multiple player objects — a concept done to
keep costs down but that would ultimately lead to a
very flexible system that allowed graphics capabilities
far beyond what was originally envisioned.

When February rolled around, also on the agenda
for that day was a demonstration of a prototype
videophone system that Cyan had designed.

The man behind the 6502, Chuck Peddle also helped spec out
the proof of concept for the 2600 and find a second source to
manufacture his chips for Atari.

However, only one of the two would make it past
approval stage for full product design down at Atari,
as Bushnell hilariously dismissed the videophone by
mooning the team through it.

Now that the project was approved to move on
and come down from Cyan to Atari, Atari knew it
was going to have to bring someone on board to
design the full custom graphics chip. None of the
engineers in the coin division would be up to the
task of the advanced custom chip layout design
called VLSI (very-large-scale integration).
Likewise, Harold Lee, who had

designed the custom
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REVISIONS,

REVISIONS... X |
THE 2600 WENT THROUGH
SEVERAL REVISIONS
DURING ITS TIME ON THE
MARKET, AS WELL AS
HAVING ALTERNATIVE
VERSIONS AVAILABLE

THROUGH SEARS UNDER
ITS TELE-GAMES LABEL
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'Pong-on-a-chip’ that launched Atari’s consumer
division, didn‘t feel he was up to the task either. “You
could pack a lot more logic in when dynamic logic
became available,” he explained. “I'd never designed
a chip like that before, so | didn't want to do that, and
that's when | brought Jay Miner to do it since he'd
already had experience in designing those chips.”
Alcorn and Lee had known about Miner because of
his previous work on helping them with the ‘Pong-
on-a-chip’ layout at Synertek. Now, after setting up
Synertek as a major secondary source for the 6502
chip, which was fast gaining popularity, Alcorn used
that as leverage for prying Miner away. Promising
large chip orders in the near future, as Atari was
beginning to use the 6502 in coin-ops as well, he
was able to get Miner under an Atari badge.
Decuir had already been notified after the February
demonstration that he was moving down to Atari,
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done on the original prototype and began producing

a gate-level version, which would be the exact one
that carried over into chip form. By the time it was
finished and moved into its early chip format, where it
was renamed TIA (television interface adaptor), several
major occurrences happened that would affect it both
in the immediate and long term.

First and foremost was the sale of Atari Inc to
Warner Communications, completed in October 1976.
Atari had been in dire straits financially and had been
looking for people to invest and inject much-needed
cash to allow the company to continue to grow. \WWhen
that didn’t work, Bushnell and Keenan began looking
for someone to sell the company to outright, and
Warner came knocking with its deep pockets.

Second to happen was Atari's settlement with
Magnavox in the beginning of June 1976 over patent
lawsuits. Agreeing to pay a large sum and give free

HEAVY SIXER

The original 1977 model with its six
console levers, thick moulded plastic,
heavy internal shielding, faux woodgrain
and deluxe controllers. Notable for being
manufactured in Sunnyvale.

LIGHT SIXER
Released between 1978 and 1980. Cost-

and with Miner on board, he'd be apprenticing
directly under the man Alcorn described as being

Everything in the VCS pointed to a high-
end piece of entertainment equipment

access to any Atari technology already produced or
in production until June 1977, hiding the 2600 — now

reduced exterior and joysticks.

Four-switch model, difficulty switches
moved to the back. Last model with
woodgrain effect.

Four-switch all-black model called the
‘Darth Vader” by collectors. First actual
use of 2600 as the name of the console
instead of its model number, mainly
because of the simultaneous release of
the Atari 5200 in 1982.

. Released 1983. Rare Japanese version
of the 2600. Released in the US as the
Sears Video Arcade Il.

Released in 1985. The final revision,
extremely cost reduced.

“the best chip layout guy on the planet”. Together
they would be leading the transition from the Cyan
proof of concept to a fully produced game console,
complete with the first-of-its-kind custom graphics
chip. Larry Wagner was also added as head of
software development, and he would eventually be
in charge of hiring the programmers who did the first
ten launch games — many of whom would go on to
form Activision.

Most of the engineering for the consumer division,
since it was still just a small group of people, was
taking place among their coin-op division colleagues.
After all, Atari had just started its foray into the
consumer arena, and its main bread and butter at that
time was still arcade games. Alcorn knew that Atari
needed to keep the revolutionary console a secret
from competitors, but also, more importantly, from a
lot of management: “My job was to keep the hounds
away from these guys, to keep away the corporate
bean counters and just let them do their job, which
was about 50 per cent of my time.”

He rented a secret location far away on Division
Street to let the expanded team do their work. That
didn’t last long, as without telling him, head of coin-op.
engineering Steve Bristow rented the building right
next door for Atari's new pinball operations.

Under Miner's leadership, the 2600's architecture

was formalised, restructuring the internal memory
map and planned hardware registers, and making

sure the synchronisation between the 6507 and the
custom graphics chip was so tight that there was less
memory needed. RAM was costly for the time, so the
console would have to make do with the 128 bytes on
the 2600’s third chip, called RIOT (RAM-I/O-Timer).

called the Video Computer System — was crucial. As
such, it didn’t make an appearance at the Consumer
Electronics Show until after the deadline.

Last was the release of Fairchild’'s own
microprocessor-based system in August of 1976.
With Fairchild in the area and several engineers at
Atari being friends with the system’s designer, Jerry
Lawson, they knew the console was coming. Jerry
was even able to solve the issue on his console that
had been plaguing Atari’s design team, which was
guarding against static discharge when removing
cartridges — an answer that Atari quickly employed. But
now, with Fairchild hitting the market first, it was clear
where the future of home consoles lay. And as far as
Manny Gerard, the new overseer of Atari for Warner,
was concerned, the future of Atari was the 2600.
Warner had that much faith in it.

By the time it was finally shown off in June 1977,
the 2600 had taken on the characteristics of the
flagship product Warner demanded and Atari wanted.
A mix of heavy, stylised plastic and faux woodgrain
designed by Doug Hardy and Fred Thompson, it
was meant to fit visually in anyone'’s entertainment
centre. It also featured a pair of deluxe arcade-style
controllers to fulfil the requirements of playing the bulk
of Atari's early arcade games — digital joysticks and
analogue paddles — designed by Gerald Aamoth and
John Hayashi. Also of note to those who saw it at
the show was that, unlike Fairchild's console or any of
the many Pong machines on the market, the 2600°s
sound was coming directly through the television’s
speakers instead of an internal speaker. With the
much clearer sound output and the overall production
value, everything pointed to a high-end piece of
entertainment equipment.

Debuting in stores on 14 October 1977 with a set

Clockwise starting top right: Atari 2800, 2600-A The custom graphics chip had now been renamed price of $199, Atari had immediately sold out of its

d WW:‘“WWMNW“& Stella by Miner after seeing Decuir's use of it, and entire initial 400,000-unit production run to retailers
o :ﬁ;,vpe'\,,:zyn_ e 9 soon Miner's boss, Bob Brown, used it for the name for that Christmas season. The consumer age at Atari
“;5 of the entire project. In the meantime, Miner and had begun, and for millions of homes it was soon to
] Decuir took the bare-bones graphics processing be the Atari age. A
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X INSIDE THE ATARI 2600
DISSECTING THE ATARI 2600 JOYSTICK

IT'SONE OF THE MOST ICONIC CONTROLLERS AROUND AND IS ARGUABLY AS ASSOCIATED WITH ATARI AS
THE 2600 ITSELF. JOIN US, THEN, AS WE LOOK AT ONE OF THE MOST RECOGNISABLE JOYSTICKS OF ALLTIME

=, — The deluxe nature of 1 Most fans are not aware that the launch
3 | e ———. the CX-10 is readily o/ version of the 2600 included a special
|| % ‘ ! I '8 I apparentwith the use of joystick only seen with this model.
1 — l : ’ heavy springs for all four Designated the CX-10, as with the console
directional contacts and case, this model is a deluxe version. Seen
- the fire button to provide here on the left compared to the more

‘ ‘ an arcade-like floating feel common CX-40 joystick on the right, the
to the stick. immediate difference is the presence of a

heavy-duty rubber grip, complete with inlaid et
Atari logo. Also note the absence of the ‘top’ f’\i
pod ]

. designation added to the CX-40s to help out
g ) confused first-time users.
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The 2600 joysticks, synonymous

with Atari when you think of game
controllers, were inspired by Atari/
Kee Games' hit 1974 arcade game,

Tank. With the original proof of On the inside, the shapes

of the controller PCB

e

concept of the 2600 based around "
playing a home version of the game, also differ in looks and ;ﬁ"
and with Tankincluded with the unit layout, with the CX-10s EE S
on the pack-in cartridge, Combat, six connectors split three :

the need to do so was obvious. by three.

i

v 4 < — ™ Ty =
G iy SPENECE
- ]
e The CX-40 instead uses a hard plastic disc ‘::‘
X to make contact with the controller PCB, R “i,f;
: giving it its more characteristic stiff feeling. - e
. '\\ The fire button still includes a spring, but -
= it's a much lighter spring, providing less & g
-

S feedback than those on the CX-10.

ATARI AS ITS OWN COMPETITOR
NOT KNOWN BY MANY, ATARI ACTUALLY WORKED ON TWO ALTERNATIVE
SYSTEMS TO THE 2600

The first was a system that never saw  console, with four direction buttonsin - in the US and the SD-050 by

regular production, called the Atari lieu of joysticks. In fact, a Rolodex- Hanimex in Europe.

Game Brain. Meant as an alternative style stack of cards was provided to Atari also hedged its bets on the

to the 2600’s microprocessor-based show which buttons were used for future of the market with a dedicated

architecture, each cartridge contains each of the five initial games: Video = home version of its Tank coin-op

all the circuitry for each game. Music, Ultra Pong, Super Pong, Stunt ~ called Tank Il. The console featured

The console itself is almost empty, Cycle and Video Pinball. hardwired versions of the same

containing only wiring for the controls Although it was cancelled, joysticks planned for the 2600 and was

and hookups. consoles with the same concept actually shown alongside the 2600 at

At first glance, the Game Brain of full dedicated console hardware the June 1977 CES. When it was clear

looks like an attempt to cram every inside removable cartridges found that the 2600 was in demand for the
Al Alcorn in the early Seventies. By the time of . single control scheme in Atari's their way onto the market in the upcoming Christmas season, Tank /I
the 2600's design, Al was head of consumer arcade games onto the surface of the ~ form of the Coleco Telstar Arcade was unceremoniously dumped.

engineering and overseeing Atari’s expansion into
its successful home products.




 ATARI COMMERCIALS

A\ TODAY'’S VIDEOGAME ADVERTS are slick productions with
big budgets, celebrity appearances, renowned directors and !
recognisable music tracks, but of course Atari Inc was there first. &
Some of its first commercials featured celebrity appearances, '
from well-known sports stars to famous actors and comedians.
Atari also wasn't averse to throwing money at the games it
saw as having potential to be successful. This is evidenced by
its award-winning commercial for Yars” Revenge, a two-minute
short that brought together computer graphics and live-action
% film, and played in movie theatres.

14

AL ALCORN

ALLAN ALCORN IS an
important cog in the Atari
Inc wheel, as he was directly
involved in many of the
company'’s early successes. He
became its first ever design ‘
engineer and was directly 57
responsible for the creation of Pong, as well as Space
Race and Gotcha. He was also involved in the creation of the Atari
2600 and squeezing Pong onto a single chip for its home release.

THE ATARI 2600

A\ ONE OF THE most iconic game systems ever made, the
VCS/2600 wasn't the first games console, nor was it the first

to take cartridges, but it was instrumental in popularising
cartridge-based gaming. With the exception of dedicated Pong
consoles, it was Atari’s first proper stab at bringing the arcade
experience into people’s homes and also helped divide the
industry into two markets: domestic and coin-op. Released

in October 1977, and originally retailing for $199, the VCS

was packaged with Combat, and after a slow start, by 1980 it
became the new must-have console, thanks in no small part

to its Space Invaders port. Before being discontinued in the
early Nineties, it received a series of variations. The two most
distinctive models are the original six-switch woodgrain model,
dubbed the ‘Heavy
Sixer’, and a stylish
all-black version
nicknamed ‘Darth
Vader’, which
Atari Inc
rolled out as
the 2600.

It brought cartridge-based gaming to the
masses and was instrumental in establishing
the videogames industry. With the Atari
brand celebrating its 40th anniversary this
year, Retro Gamer looks at 40 ways it
helped shape and define gaming
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SCREEN CAMEOS AND PARAPHERNAUA

ATARI INC'S OWNERSHIP BY media giant Warner Communications
meant plenty of pioneering cross-marketing. Atari’s games and branding
were used to sell bed sheets, children’s costumes, storybooks, records, party
decorations and more. Warner also leveraged another of its subsidiaries,

DC Comics, for a number of comic book crossovers, including Atari’'s own
series called Atari Force. Likewise, Warner’s Hollywood connections were
able to get Atari and its products in major movies like Blade Runner, E.T., and
Airplane! (pictured), as well as TV shows such as ALFand The A-Team.

\

A ONE OF VIDEOGAMES' founding fathers, Nolan Bushnell was the
engineer and brilliant entrepreneur who co-founded Atari Inc with
Ted Dabney. After working with Nutting Associates to release the
Spacewarl-influenced coin-op Computer Space, both men left to set
up Atari in 1972. Following the success of Pong,
Warner Communications purchased Atari Inc
in 1976 and the following year helped it get the
VCS to market. Following an internal struggle
with Warner, Bushnell left Atari in 1978 and
launched a number of successful businesses.
In 2010 he made a surprise return to the brand
when he joined the board of directors at Atari SA
(formerly Infogrames Entertainment SA).
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40 REASONS WHY ATARI CHANGED GAMIN

‘THAT CONTROLLER

A AS THE COMPLEXITY of games has increased, so controllers
have had to evolve to keep up. Today’s pads can almost be described
as hand gyms, giving your extremities a complete workout across
pressure-sensitive face buttons, analogue nubs, D-pads and touch
pads. Back in their infancy, though, games were far simpler and virtual
heroes could navigate their worlds with accessible control schemes.
Though simple, the Atari 2600 controller was both functional and
clever; that its design was so straightforward meant it was perfect for
kids and novice gamers to grasp. Yes, it was far from perfect, and the
more common CX-40 models were stiff, but it still got the job done.

AL WITH THE 2600 becoming
a staple fixture inside many
American homes, companies
were keen to try to profit
from its large install base. At
the height of the machine’s
popularity, this caused
massive game saturation in
North America and a torrent
of shovelware to find its
way to game shelves. It also
resulted in a series of terrible
pornographic 2600 games
by adult movie company
Mystique. Clearly thinking
that sex sells — even ugly
digital sex — it released
Bachelor Party, a
Breakout clone where
the paddle is a
naked man and
the blocks naked
girls; Beat Em &
Eat ‘Em, which isn't a
scrambled egg making simulator;
and the controversial Custer’s Revenge.
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a new product
a new concepl
a4 new company

J\THE FIRST GAME Atari Inc ever released, Pong started life as a simple training

exercise that Bushnell assigned to the company’s first ever design engineer,
Allan Alcorn. The brief was to create a game with two paddles, a moving spot
and a scoreboard, and, working to this remit, unsurprisingly, Alcorn developed
a version of electronic tennis. After a series of tweaks, adding sound effects
and realistic return physics, the first prototype of Pong was installed in Andy
Capp’s Tavern in California. Within days of being installed, the prototype began
developing technical issues, and closer inspection revealed that the issue

stemmed from an overfeeding of quarters. Realising straight away the potential,

Atari decided to manufacture and ship the machines itself.

ATARI LYNX

J\ WE'VE SAID IT time and time again, but the Atari
Lynx, despite being large, expensive and a battery-
sucking monster, is a fantastic portable home to a
wealth of impressive arcade conversions, and some
enjoyable exclusive titles too. Developed with Epyx
Games, it was the first portable to feature a colour
display and an integrated backlight. Suffering from
a lack of third-party support, though, and sharing a
release year with the far cheaper and more pocket-
friendly Game Boy meant the Lynx sadly bombed
and was eventually forsaken by Atari Corporation
after an unsuccessful 1990 relaunch with the
redesigned Lynx Il.
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3 much in common W|th magazme covers. Atarisoft boxes for other

THE ATARI JAGUAR

FOLLOWING ITS ABANDONMENT of the Lynx, Atari
Corporation tried once again to regain a foothold in the home
videogame console market. It set about achieving this task with a
powerful new console to blow the competition out of the water.
Designed by the very same minds behind the never-released
Konix Multisystem, and released in November 1993, the Atari
Jaguar was the first 64-bit games machine. Despite its
impressive technical specs and an ambitious virtual reality
headset peripheral, though, the Jaguar was a commercial flop,
ultimately hurt by a lack of decent exclusive software and the
looming threat of upcoming hardware from Sega and Sony.
Despite its failings, today the Jaguar enjoys a relatively fruitful
homebrew scene and has garnered a loyal fan base.

formats were also colour-coded, and this again became a staple
—exampled by the orange, red and yellow flashes used to signify
CPC, C64 and Spectrum games respectively in the UK, and
the graph paper borders
used on the box covers

of Mega Drive and Master
System games.
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E.T.: THE EXTRA-TERRESTRIAL

ATARI IS A company as famous for its failures and
missteps as its wins and successes. When thinking of a list of
commercial videogame super flops, one title always springs to

people’s minds. Based on the popular Steven Spielberg

movie, E.T. was a rushed production, reputedly
developed in just five weeks. Trying to lure Spielberg
away from Universal, Warner Communications’ head,
/ Steve Ross, brokered his own deal with the director to
A / secure the licence for a considerable sum of money.
AT TS % § 2 The deal, in which one condition was that it would
_,/ be ready for the festive season, was forced on Atari Inc.

: T Knowing it would have to sell a lot of copies, it signed off on
an order for some 5 million cartridges. However, the game
went on to sell just over a fifth of that number, and of those
that did sell, a large number were promptly returned to Atari
with complaints that the game wasn't enjoyable. With Atari left
to stomach the loss and embarrassment, its reputation was
tarnished and its profits never recovered.

EASTER EGGS

ATARI INC WAS infamous for not
crediting its programmers for their
work. However, disgruntled coders got
around this by incorporating hidden
messages in their games. The first
well-known example of this happening
in a home videogame was in the VCS
game Adventure, the famous Easter
egg seeing its programmer, Warren

Robinett, credited for making the game. KEE GAMES

According to Robinett, it was Atari that
dubbed these secrets ‘Easter eggs’, A THOUGH INITIALLY THOUGHT
with the term relating to the fact that to be a competitor of Atari

players would hunt them out. Inc, Kee Games was actually
a subsidiary. Headed by Joe

Keenan, Bushnell’s next-door
neighbour, the company was

set up as a way for Atari to
circumvent the exclusivity terms
laid down by arcade distributors.
By Kee releasing a number of
Atari game clones, Atari could
profit from deals with multiple
distributors. When this canny
business manoeuvre was

STAR WARS discoverec.I in .1974 and Kee

5 started doing its own popular e |
ARCADE GAM Es games like Tank, Kee Games was LB
J\ BEING SUCH A dominant j folded into Atari a.nd Keenan was <
i promoted to president.

force in the videogame arena
enabled Atari Inc to secure many | b
movie licences, and by far the

most lucrative was Star Wars. K"_LER APPS g
Atari released two similar vector  § ’
i A i
shooters based on A New Hope ‘ ﬁrs/tiﬁ:r'r:EISSC;E;"ETIEroanpep?f/\}::n it 9 PIN JOYSTICK PORT ¢
and The Empire Strikes Back, i ISR S L A s 1 1T MIGHT SEEM throwaway, but the 9- -pin plug that Atari Inc g
and a horizontal raster shooter § . helped populanse through the 2600 made a huge impacton
; and released a home version for the s

based on Return Of The Jedi. : - the gaming industry. Vlrtually everythlng, from the Mega Drlve
Star W | din 1983 .~ 2600. Its success paved the way for a : e i

z;r ”ars v(\j/asI released in Biaatly steamial sreadetonverdons - tothe 3DO, supported it, meaning you could effectlvely plug a = Koy
and allowed players to re-enact on the console —many from Atari’s 2600 ]oystlck into your console and start_playmg It would be i
the Death Star assault from the ; ‘mahy years Iater before consoles and PCS started usuig the p

AN i own arcade catalogue but just as many ; 0%
fRavEsfinas eI e licensed from other developers too. : now-standard USB format. e
as one of the best vector games 7

L ol R St a e Probably the most infamous was the
! - g b P 2600 port of Pac-Man. Though it became
and music from the movie, . Ve
: the bestselling game on the 2600, it is
colourful vector graphics and, ; ol :
i 5 regarded as a disappointing version

thanks to that lavish sit-down %3

S s S Sl and was critically blasted. The map was
A 4 9 R simplified, the dots became wafers and
g the ghosts flickered like... well, ghosts.
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ATARI VIDEO MUSIC VECTOR GRAPHICS

: /A ATARI DIDN'T INVENT the use of vector graphics in arcade games that honour'goes -
A THANKFULLY NOT AN embarrassing to Cinematronics — but the slew of successful vector games it released throughout the
promotional music video starring the So Solid - Eighties certainly resonated most with gamers. With soaring hits like Asteroids, Tempest,
Atari Crew, but an audio visualisation unit released Battlezone and Star Wars, Atari’s vector output forms a large part of its most iconic and
by Atari in 1975. The brainchild of Bob Brown, popular arcade games, and not only helped to popularlse the graphic style but also
inventor of Home Pong, Atari Video Music could ‘cemented Atari’s promlnence in arcades.
be hooked up to a stereo and television, and by
adjusting a single colour and two contour dials, it
was possible to create trippy images on your telly

to impress your friends when you hosted cocktail ATARI 5200

parties. Coincidently, many years down the line . A £ cholyt
Jeff Minter created 4 similar concept with the AS A RIPOSTE to the boomlqg Personal _computer r_narket, in 1979 Atari released the Atari 8-bit
Virtual Light Machine program for the Jaguar CD, family of personal computers, kicking off with the Atari 400 and 800 models. Howt_ever, by t_he
which carms DTeaTatad intd ite hardware: early Eighties a slew of new games consoles had entered the market, and Atari quickly realised
that if lt was to protect its console market share it would have to release a successor to the 2600.

A\ BEFORE THE TALENTED graphic
chip designer became the founding
father of the Amiga Corporation, Jay
Miner was responsible for leading

»»" the design team of the television
mterface adaptor (TIA), the clever computer

chip inside the VCS that was responsible for

everything from its graphics, animation and

colours to sound and controller registers. At

the time when the VCS was in development,

RAM was expensive and the TIA's clever design,

which forced programmers to write their own

OS each time, offering amazing flexibility and g e

allowing Atari to keep the cost of the machine

affordable for consumers. Miner later developed
the concept with display lists for Atari's 8-bit
computers, and later still with the Amiga.
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COMICS

MORE CLEVER MARKETING saw Atari commission a series of comic books
to package with its VCS games. Several were themed on videogames, including
Centipede, Swordquest and Yars’ Revenge, and there was also a four-part comic
book series titled Atari Force, which starred a band of intergalactic hero types.
Packaged with the sci-fi games Defender, Star Raiders, Berzerk, Galaxian and Phoenix,
Atari Force was later spun into a full comic book series. A total of ten comics were
created for VCS games and all were published by DC Comics, a subsidiary of Warner.

RAY KASSAR

A KASSAR REIGNED FROM 1978 to 1983, first as president and later as
CEOQ, shifting the company away from game development to focus on sales
of Atari products. Although Kassar was responsible for Atari’s sales growth
from $75 million to $2.2 billion in three short years, he’s now infamous for
his resignation over allegations of insider trading and the indirect forming
of rival Activision. When David Crane, Larry Kaplan, Bob Whitehead and
Alan Miller asked for commission on their games, Kassar said: “You are no
more important to that game than the guy on the assembly line who puts it
together.” The group left to start Activision, the first third-party publisher.

YARS’ REVENGE

DEVELOPED BY HOWARD Scott Warshaw,
and starting out as a port of Star Castle,
Yars’ Revenge went on to become the 2600’s
bestselling original title after some inspired
design. Despite being played over a single
screen, it has deep gameplay and a detailed back
story, which got explained in a comic book that
came with the game. Telling the tale of a race of insect humanoids who
are trying to save their home from malevolent aliens, your mission is to
destroy an enemy mega-weapon. This is achieved by creating an opening
_ in the target'’s shield.and then firing a weapon that gradually moves up and
the screen, all the while avoiding attack from its
ssment from an invincible enemy drone. If
really capable of, boot up Yars’ Revenge.

LON VIA 2
I - J\ A COLD WAR nightmare led Dave Theurer
. to create Missile Command - a frantic and
challenging trackball-controlled shooter that
tasked players with protecting cities from
< ballistic missiles. One of the bleakest coin-ops
w of the age, the following year gamers were
flocking to play the more lighthearted likes of
Pac-Man, Donkey Kong and Frogger. Missile
DEMAKES Command has become synonymous with the
; Atari brand and had its popularity raised with
A\ LIKE MOST RETRO consoles, impressive conversions for the 2600 and 5200.
the 2600 enjoys a healthy : : 7
homebrew scene, made up
of passionate programmers
looking to continually eke more
from the console’s clever custom
computer chip. More recently,
though, the machine has become
a popular platform for demakes,
the art of re-creating current
games on older platforms.
You can play 2600 versions of
Portal (Super 3D Portal 6), Mega
Man and even Halo (Halo 2600)
on the machine.

e
HT
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CHUCK E CHEESE'S

A NOLAN BUSHNELL WAS a huge fan of amusement

parks and admirer of The Walt Disney Company. In -

 fact, after graduating from university, Bushnell sought

employment at Disney but was unsuccessful. To finally

scratch that itch, in 1977, while still working at Atari, he

set up Chuck E Cheese's Pizza Time Theatre, a pizza

restaurant chain fitted with various theme park-style ¢

attractions, including arcade and redemption ticket

machines, rides, and animatronics shows, all aimed at x

3 children as well as cleverly operating as a distribution
- outlet for Atari games. When Bushnell left Atari.in 1978,

he purchased the business from Warner Communications

- and grew it through the restaurant franchise model.

However, the speed at which the videogame industry

~was evolving put a considerable strain on the‘busi‘ness,
- and in 1983 the company filed for bankruptcy. Its assets =
- were then purchased by rival pizzeria chain Showbiz Pizza

Place. The chain still operates today, now under the name

Chuck E Cheese’s. =
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ATARI COMPUTER CAMP

FORMING PART OF Atari’s assault on the education
market, Atari Computer Camps were where parents
could cart off their kids for a few weeks each summer.
The camps took kids from between 10 and 16 years old,
and ran for two, four or eight-week sessions. In addition
to the traditional camp activities, the schedule included a
series of computer workshops, as well as lectures from
programmers working in the games business.

TED DABNEY

A VIRTUALLY EVERYONE

5 ASSOCIATES Atari with Nolan

- Bushnell, but that tells only half

the story. Atari Inc was actually
co-founded by Bushnell and partner Ted
Dabney, who had first set up Syzygy
Engineering together. While Bushnell
became the face and mouthpiece of Atari,
Dabney stayed in the shadows and has only
recently begun to recount his memories of
the fast-changing period.

I

NINTENDO ENTERTAINMENT SYSTEM

THIS IS A PARTICULARLY interesting nugget of information,
as it could have single-handedly defined Atari’s fortunes after the
videogame crash. Atari had already released several Nintendo games
on its Atari 2600, so Nintendo offered a one-sided OEM deal, which
saw Nintendo as the sole supplier of all parts and internals and Atari
being allowed to simply design the case and put its name on it. The =
only proviso? It had to be ready by Christmas '83. Unfortunately for
Atari, the loss of Ray

)4
1 ASTEROIDS
% X WHEN LYLE RAINS, Dominic Walsh and Ed Logg came up with
the idea for their vector-based shooter, little did they know that
it would go on to become Atari’s most successful arcade
game. Hailed as one of the most important games of
the famed ‘golden age’ of the arcades, it sold
over 700,000 units and influenced numerous
other games of the period.

ED LOGG

-’ A IFED LOGG had never
. decided to make games,
the arcades of the world
would have been much
sadder places, as he created some of Atari's
best games. There would have been no Asteroids,
Gauntlet, Centipede, Road Runner, Xybots, or many
other games. The talented programmer is still
around, having recently joined Innovative Leisure to
make iOS games with many other Atari alumni.

ST,



ATARI ST

THE ST WAS one of the earliest 16-bit
computers and the first to feature integrated
MIDI support. Created by Shiraz Shiviji, it
was released by Atari in 1985 and became
highly lauded for its excellent music
software, which would be used by
a number of musicians, including
White Town, The Berzerker, Luke
Vibert and Mike Oldfield. Its head
start on the Amiga also meant that it hosted a
number of excellent titles that weren't available on its
rival, like F-15 Strike Eagle, Get Dexter and Oids.

TENGEN

A WHEN WARNER COMMUNICATIONS retained the arcade division of
Atari Inc, resurrecting it as Atari Games, it was bound by an agreement with
Jack Tramiel that it would not encroach on the domestic videogame market
- using the Atari name. To get around this and try to profit from publishing
Atari arcade games on home consoles and computers, it set up a new label. THE ATARI NAME is said to have derived
| That label was Tengen, borrowing another term from go. Tengen had very
: close ties with Namco through Warner's selling of Atari Games to Namco in
1985, and Tengen was taken to court by Nintendo twice, once for releasing
unlicensed games for the NES and on another occasion over a copyright

. breach in Tetris. The label was disbanded in 1994 by Time, following Warner i 3 ;?gg
Communications’ merger with magazine publisher Time Inc.

from a ‘check mate’ term used in the
ancient Chinese draughts-style game, go.
The term means ‘to hit".

EI:IBEITA&JRH“Y JEFF MINTER

THE EARLY ATARI 8-bits originated bA JEFF MhINTER IlS‘an iTte;est_inhg qf;shoot of Atari’s rleach, -
from a chip that was supposed to ecause he wasn't involved with either company unti ACTITRIDN

i he worked for Atari Corporation. And yet Atari Inc is still
power Atari’s follow-up to the 2600. PITFALL HARRY

Ray Kassar had other ideas, however, important here, as many of its games influenced a lot of
THOUGH HE WASN'T a creation of Atari,

wanting to instead use the chip in a SLES SR lD S qaeer g e epIed
computer to combat Apple’s range e D I = DK o OR David Cranes Pitfall Harry was the closest
hing th

oF. mlcros T orlglnal systems A to the trippY Attack Of The Mutant Camels. It was Tempest,
though, which would ‘ .
impact greatly on i
Minter's life, as
aside from his own
variations — most
notably Space Giraffe
- he created the truly
sublime Tempest
2000, which was F
easily the best game &
to grace Atari’s ill-
fated Jaguar.

THE CRASH

J\ DESPITE WHAT YOU might think,
prior to the crash the domestic industry
hadn't been in decline. In fact, it had
never been in better health. The early
Eighties gave rise to more consoles,
more peripherals and more games
than ever. To stay at the top, Atari
spent big on the most attractive
licences and confident over-ordering
of stock. Rushing product out the
door to meet profitable holiday
seasons resulted in cancelled orders
from retailers and worthless assets
piling up in warehouses. Saturation,
overproduction, confused consumers
and poor product soon took their toll
on the company, and in a single year,
Atari’s profits went from $2 billion in
1982 to a loss of $539 million in 1983.
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EXPOSING THE RETRO GAMES THAT ARE BEST LEFT IN THE PAST

THE FLINTSTONES

he first rule of any game is that it
T has to be fun. It matters not what

fancy licence you dress a game
in. If a developer somehow managed to
work some licensing magic to pull off
the coup of a lifetime and make Indiana
Jones, James Bond And Star Wars’
Awesome Adventures In The Playboy
Mansion, but the gameplay tasked
players with helping Boba Fett scrub
dirty dishes and Indiana Jones sieve
leaves from the party swimming pool in
a series of dull mini-games, the concept
would fall soundly flat on its face.

The Flintstones is a terrible idea for

a game from start to finish, with its
four levels, which, yes, each take the
form of a terrible mini-game, looking
and playing like they were drawn and
programmed during the downtime on a
busy Christmas morning. The premise
is basically just a frustrating Saturday
in the life of everyone’s favourite short-
tempered prehistoric family man, Fred
Flintstone. With a day of bowling with
his best mate, Barney Rubble, planned,
a spanner is tossed into Fred's plans by
his badgering wife, Wilma, who reminds
him of his DIY duty to paint the wall in
their living room. A living room that,
incidentally, doesn’t have a ceiling —
surely this would be priority job number
one? Anyway, choosing to place his pot

» [SMS] This looks and plays like a budget CPC game. Even if it was, it would still be terrible. Remember, folks,

this was a 40 quid console release.

of paint a fair distance from the wall
and do the job in front of a mischievous
baby Pebbles, who keeps escaping her
playpen to scribble on the wall, Fred
doesn’t make the task easy for himself,
especially as he animates with all the
fluidity of a Sherman tank. Moving Fred
is agonising enough, but aiming his
paintbrush is just rage-inducing. And he
always seems to run out of time right
before finishing the job too, with failure
frustratingly resetting him back to the
start again. Argh!

If, by some stroke of luck, Fred
manages to finish the chore, he is finally
granted authorisation to leave the house.
But having wasted the morning painting
and babysitting, he’s forced to race to
the bowling alley in his foot-powered car
before it shuts. Unfortunately, though,
the road surface is in terrible condition,
strewn with rocks. Hitting one will cause
the car’s back wheel to ping off, leaving
Fred the chore of lifting his car using a
jack, reattaching the tyre and continuing
with his journey. Hardly what you would
class as high-octane stuff.

WEell, the next stage is the best of a bad
bunch: a rubbish bowling game with an
imprecise rolling system. Bowling against
Barney, you set the swing and speed of
Fred’s bowl, and then watch as the game
seems to ignore it and randomly decide

BAME INFO
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SYSTEM: MASTER SYSTEM
RELEASED: 1993
PUBLISHER: SEGA
DEVELOPER: GRANDSLAM
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IWHAT YOU SHOULD HAVE PLAYED

For a good Flintstones game, why not try this decent Mega Drive platformer by Taito? With
colourful cartoon graphics that really capture the feel of the show, some fun levels to tackle
and bosses to fight, and even a bit of humour, it's a great homage. Its premise even sees Fred
completing a series of errands for his friends and family, finding everything from Wilma's
necklace to Barney's fishing hook, so the whole job aspect of the naff Master System game
gets touched on too. This is a much better Flintstones game, though.

how many pins he knocks down — it

doesn’t help that every time the ball

Y2 | RETRO GAMER

hits the pins a ‘BAM’ graphic gets
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plastered over them. Though quite fun
initially, this section soon gets boring. It
also goes on forever, as you are forced
to watch Barney's turn, and there aren’t
many things in life as boring as watching
a computer character bowl.

ol .\1 -
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If you do manage to beat Barney, the
story then takes a turn for the strange,
with Fred thrown into a pathetic two-
minute platform sequence that sees
him trying to rescue Pebbles from a
T-shaped castle, complete with the
naffest enemies and stiffest controls
you'll ever witness. It’s a yabba dabba
doo crime.

» THE POINTLESS PARTS

DINO-SHITE

Theintro is this terrible re-creation of the
cartoon'’s opening sequence. It's yabba
dabba doo-doo!

TOO MUCH LIKE HARD WORK less

The horrible controls become evident
seconds into the first stage. Painting a wall
in real life is actually more enjoyable.

Enemies show a developer not making the
most of the licence. Giant nuts and bolts. ..
in a world populated by dinosaurs?
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rcade games are always
best played together. From
Pong to Bubble Bobble, the
most popular coin-op games
in history have allowed friends - or
sociable strangers - to insert their
cash, grab the controls and work
with or against each other until

the coffers vanish or the closing
credits roll. Multiplayer didn't just
bring a feeling of camaraderie or a
stronger sense of competition, but it
also changed the atmosphere inside

the virtual playground. For a perfect
example of this, you need only look to
Double Dragon. Played alone, it was a
robust beat-'em-up boasting detailed
visuals and plenty of variety, but when
played with a second player its brilliance
really shone.

As most beat-"em-up aficionados are
probably aware, Double Dragon's roots
can be traced back to Technos Japan’s
earlier arcade brawler, Nekketsu Koha
Kunio-Kun (Renegade in the West).
However, Double Dragon'’s relationship
with the seminal scrolling fighter runs
deeper than simply being its technical
successor. When the feuding Japanese
high school delinquents and comic
schoolyards of Kunio-Kun were replaced
with leather-clad gang members and
glum city streets to make it more
marketable in the US, Techno Japan’s
bosses quickly realised this reskinning
process was both time-consuming and
costly, and come sequel time a different
approach would be needed. Ultimately,
it was this that served as the trigger for
Double Dragon.

"

F
L

“Kunio-Kun was firstly for the
Japanese market only,” explains
Yoshihisa Kishimoto, the creator of
Kunio-Kun and Double Dragon. “But
when we decided to export it, we had
to spend a lot of time creating new
characters and backgrounds, and for
Technos Japan it was a very big waste
of time and money. So after Renegade,
when my boss, Kunio Taki, saw | was
working on Kunio-Kun 2, he told me
he wanted me to create a game that
would be accepted worldwide. So
the concept of the initial Kunio-Kun 2
became Double Dragon. The two-player
cooperative gameplay was an idea from
our marketing department. It's fun to play
together - to help each other to beat the
game - and it also allowed game centres
to potentially double their incomes.”

ONE OR THO PLAYERS

CREDIT 7




With the Kunio-Kun follow-up to feature
cooperative gameplay and aesthetics with
worldwide appeal, Kishimoto decided
to move away from the established
franchise. Looking for a new direction, he
found inspiration in the biggest martial
arts actor of all time: “When | was a
child, | saw the Bruce Lee movie Enter
The Dragon. | became his biggest fan. He
made the most incredible action movies
in the world. And | wanted to become like
him, and create the most incredible action
games in the world. So, because Bruce
is a worldwide famous actor, he inspired
me for my new game. It’s like an homage,
you know? His nickname is ‘little dragon’,
right? And because the concept of Kunio-
Kun 2 was a two-player game, | decided
to create the ‘Lee brothers’ and call my
game Double Dragon.”

With a new title and new heroes,
Double Dragon would naturally have to
tell its own story. For this Kishimoto used
the familiar damsel-in-distress scenario.
However, rather than forgettable street
punks, Double Dragon’s antagonists
were far more characteristic. Dubbed
the Black Warriors and headed by a
machine-gun-wielding bad guy called
Willy, its members comprised a small but
memorable bunch that included whip-
carrying Linda, henchmen Williams and
Roper, and hulking great man-monster
Abobo. Setting the scene brilliantly, the
Black Warriors also showed a capacity for
violence through a memorable in-game
introduction that showed them visiting the
Lee brothers’ turf, slugging their girlfriend
Marian square in the stomach, and then
carrying her off to their hideout.
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While gang numbers were massaged
using economical palette swaps, this
could be forgiven because of the quality
of Double Dragon’s sprite designs and
graphics. Double Dragon was a clear
visual step up from Kunio-Kun; its levels
looked more vibrant and detailed, and
were decorated with nice touches and
details that really brought its world to life.

“There are a lot of funny details in
Double Dragon,” muses Kishimoto.

“For example, did you notice the red
car in the first screen of the game inside
the garage? It's the car from my first
LaserDisc game, Road Blaster.”

As well as an attention-grabbing
introduction, Double Dragon ended in
style, with a memorable twist ending if
the game was played cooperatively. It saw
Billy and Jimmy forced to turn on each
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other for one final fight to win Marian’s
love after beating Willy. “Well, at first, we
had the idea of collaborative gameplay
for two players,” Kishimoto explains.
“So, playing Double Dragon with a friend
was like a fight between human players
against a computer. But when you reach
the last stage and defeat the last boss,
tough guys have to think: ‘Okay, we were
stronger than this machine, but now we
have to know who is the best between
us!” And to know the real winner of the
game, we had to make them fight each
other. | also wanted the game to have
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an unexpected ending. It was, | think, a
nice idea.”

In addition to its innovative cooperative
gameplay, Double Dragon introduced
a number of other ideas that became
staples of the genre throughout the next
decade. Chief among them was the fact
that the Lee brothers could pick up and
use an assortment of different melee
weapons to biff their enemies, from whips
and baseball bats to steel pipes and even
sticks of dynamite.

“At the end of the development of
Kunio-Kun, | noticed a funny graphic detail
on the screen: when you hit a guy with a
weapon and he falls down, his weapon
is on the floor, next to the enemy,” says

Kishimoto. “One day | just said to myself:
‘Hey, wouldn’t it be fun if the player could
take that weapon and use it against the
enemies?’ But because | was too late to
program such a new gameplay feature, |
decided to use it for Kunio-Kun 2.”

Add to the weapons a variety of
fighting moves, including hair pulls,
elbow strikes and flying kicks, and Double
Dragon boasted one of the most <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>