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ve played a lot of remakes lately, partly

for my job and partly for my own

personal enjoyment (who am | kidding?

They're the same thing). Readng numesous
reviews of garmes like Shadowrm Retums,
DuckTaies Remastered, Dungeons & Oragons:
Chroicias O Mystars and Fashbacs A0 and
seaing comments an the incoming Strider made
me realise that developers are continualty caught
betwwsan a rock and a hard placa when tacking
thase garmeas. And let's not even mention the
poor developars wiho get sadded with each new
SOMG Gamie.

It appears that everyone wants something
different frorm those updatas/remakes. Some
warnt complately overhauled meachanics; others
wamt brand new wisuals, while some want
the crigingl gameas 19 be included, or have the
game stick slavishly to the angnal verson, How
on earth do wou keep such a dverse selection
happy? Whike | don't create updates of games, |
do deal with an adectic audence, so | know the
difficutties faced in tnving 1o please everybiody.

Having said that, I'm as vocal as aryone and
I've already got a list of demands for the new
Strider game that are as long as my arm that I'm
sure won't appear. But as a gamer, I'm at keast

gratetul that publishers are f
|
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revisting these chssics, ]
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evan if | occasionally end
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as presenting the 2 Mour Lang Lats ASpht Rads Showeon A bhsaluts Redm &1 1 1pm.

I Here's the bio... '
r ﬁ ] | # lain Lep has Seen a fervent gamer scs he was oy Snd thelwas a boeg lime ago. s
| | ‘ ‘ betasssn playing compuler games antd collsctrsg craa from eBay, e has presented
J ] — I Charre] 4's Tive IT O Clock Show and Sse, s curently does Bits ol stand-up a8 well
IJ “'*--—I
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 Hithere, mynames lain Lee You | BATMAN VS SUPERMAN ZACK SNYDER GEEKS 0UT

might remember me from Thumb
Bandits, The 11 OClock Show and

Absolute Radio, but now Im here to
confess my love for retro
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Ouch! That Hurt

hat's the worst moment in your
gaming history? For me it was
probably when | made the decision to

buy my first PlayStation, | had been

50 blown sway by my nend'’s Sega Saturn that |l
knewr | hiad to get back inta gamas in a big way. |
trawled ell ower Landon {1 didn't hewe the internet
then! How mental is that?] going imto various
slores asking whether | shoubkd get & Satum or a
Flay Station, | did not want 1o 1% up like my dad
did in the Eighties when we andad up getting
g Betamax video. And to be honest, that was
wihet was putting me off getting & PlayStation
—thie fact that Sany had let me down 5o badly
in the past resulting im actual phwsical injury as |
canstanily gat my faca pummelled by tha rawgh
end cammon VHS owners.

I eventuslly settled on the PlayStation. it was
taugh, but most of the evidence was indicating
that the Saturn was possibly already on the turn

end there was a massive supply of games for
Sony's wonder meachine.,

The thing is, atthe time | had just left collegs,

had no work, was signing an and was skint,
Absolutely broke, | think the PlayStation was
araund E400, A lofof maonay, but | just had to
hawe ane. | knew thet, somehow, this mechine
wias Inpartant to me and that oy ife would
b tied to it and gaming in oneé way or anather,
All rigght, | didn't get that spinitual feelng, | just
wianted to play Wipfout,

Once I'd madea the choica, | then had to find
the best desl. | think | ended up getting it from
Daxons, which was offering some free games
with it | did something | had newer done belore
and bought it an the never never. Thare was no
wiay | could pay far it outright and | couldn®t ask
rmy mniun far the maoney! She would be furious.
| finally went in, datermined to make this life
changing purchase...

Gotit, took it home and played the shit gut
of it. As well 2a Wipfout | eleo got some game
weheare vou weere a jumping rabhbit and had 1o, you
knowy, jump and swll, | think you jumped onto
clouds, | don't remember. | remember even less
of tha third gama | got which was pony. But |
didm't care. | had my consale end | was happy.

That changed T deys later.

Literalhy & week 1o the day | walked past the
same shap | had made this extravagant purchase
from. | could not balieve my eves. The axpensve
bundla thet had cost me £400 was reduced ta an
earth-shatteringly low £25%. Shit. That hurt. | felt
betrayved and stapid. Why had | jumped into this
50 recklesshy 7 | hadn't, I'd spent three months
vegighing it all up, but still..,

We've zll been there, spent mare money
than we should'wa, felt betrayad by 8 decision a
company made.,, but | guess that's part of the
romance of videogames
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EVERYTHING THATS BEEN HAPPENING
IN THE WORLD OF RETRO THIS MONTH
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PLOK RETURNS

cORD O 0K

t's been a while since the Pickford
brothers' limb-flinging platform
haro buzz-sawed into action on
thie Super Nintendo and. despita

a camed boss” appearance in

Super Fighter Team's Lynx shooter

Zakui a few years ago, we've

missed the cuta little hoodie's

10 RETHO GRIMEA

flag-hunting antics. However, we
can happily inform you that Plok
is back in his own regular anlina
conmic-strip, Plok The Exploding
Man, wiitten and ereated by the
Pickfords themselves, \W

Pe:kfaid ma 5;[_';i|| thi bea

, Thus Tirst st o ¥
e T IR 2

i Tha Explpaing Man
froen e beng Ba- .

S AR walaill
character, and winy the
orothess decided the tme wask
righit for his return.

i

are proud of craatng. Y
should I:|-s| "nul"ing Tiare e -'-’r him

spare ime weould atso be a mce way
to put something out there more
reqpularty 5o wa'd get the

1-1-1:|I:|-'::F Dur pfan s 1o |:|u|:||-l' a nawy
sirip each time we finish dransing 2
‘ pirg] that™s @b,

tion o the project I1J'
strips have been posted as we go to
an great fun gettng in
st thens, and

RETRO GAMER
COASTERS
OUT NOW

.' E‘-ﬂi
ans of Retro Gamer h w
will love our il
excellent coasters. ;.
foalable in packs =
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w

our best covers from the past e
100 issues and are the perfect
accompaniment 1o our excelient ™
Retro Gamer mugs. Featuring %
high quality prints and a

strong cork backing, they'ne

caated with & lovely gloss

finish, making them extremeshy
durabhe, & pack of faur costs

Just E4.98 50 order a Set from
wisnw imanineshop.couk

heanng

strip,
50 ’r.u

site “amething is
possible...” But for mons, catch
up with Pk i

THE SOUL
STILL BURNS

amco Bandai has

announced that & new

HD update of SowlCalibur

i, with full enling
multiplayer suppart, is on its
way for Xbhox 260 and F53

ackirg fail iy
valanting an the
laoking forward to doirg it &l over

&g&in in pir-sharp resclution.

quare Enix have confirmaed
that a next-gan Tomb
Raider game is in tha
works, following the

recent reboot of the franchiss

that has now sold in excess of

3 millon copdes. |he cormpan
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new sculpture commemaorating DNMA
Design’s Lemmings has been unveiled
in Dundee, close to ﬂw company’s

L oy seulplor

city’s coundil in FErir‘EfEhiFl with Scottish Enterprise. It i;:ins-

E'unu:l'-=- 5 culiure — sesparate Dan and Minni i of J'.'1-=
{ -up b

I-r"lm '.u.'hut wel higar the waork has afready
sed quite a stir amnang the local populace
- .:|I'I|:| gisa around the waorld — amang fans of

Ahyman Loy pases vith her Lemmings
seulplure sl Zaalypas, Tundes,
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inthu Imagme Fublshing portiolo.
Aegardless ol yows inbarests, youll
charavar phamty ol BTk o suityour
reee 5. BRing you mstant accass
ta Zinia amd iTunesversians of
wiur Pewdri B m agaares, hs
reaEnE thal qating e lanest iesue
et rewer B pasinr, Head fo
preatdinital mags. com nms.
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! Hello, retro gamers. My name
s Paul Davies. | used to be the
editor of C&VG and have also
worked on a number of classic
gaming magazines over the years

e Wi ~ITH
R 5 TRBES BACK

agazines are better gaming
[ e] r.n'.'_l{irlh:ln;-: than wehsites I'm
now sure of it. Th

dean A
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-Septermoer
19E5

B Hameo releasns the
coFdop game Matas, in
i high waa mus? bumg
your erefrins off the
playdald, s sasentaly
dodgems in snace.

|7 Seqatermber
T3

T fireT32-Bit
corsole released

in El.lrl]f.'ﬂ ADNEETE,
the Amiga CO32.
i= alsn the firss o he
disconteuad

2F Spptember
U014

W Elagiromic Arts &
due o rel=ase FEA 14
cn PlayStation 3 and 4
aa waall =& X b 360

1T Seplember 2073
W Rackstar Hames” haty
ansicpased Grang Thnft
Auta Vis dua for relsass on

&3 and Xbox 360

B Micresoll scgures the
videogames deyeloper
Rane L, 1ormerks kboan

as imdate Play The Game.

Yours for st S375 million

— —

! [,'u.lf‘.'ur.;':- 2000
(Hate|]

& October 1950
B The Saga Game
Gear handield consoks
15 aHicaly launched,
starting with Japan

[ ]

g i v
M Tha Memotach
MTEG0D is released.
Big, black, bold and
DesuTiTul . . Waith very

litlle seltware sapporl

e el

aned Irrterplay
smokehps Bakior
Gefe i Shadowes
i Amwin Europe
far PL

SN OCtoljer (1587

W LuzssFibr relegas i
[Illll'll-arlﬂ-[-il:k graphic
pEvenura game Manks
Marsionan the Apple 1l
and Commodorg B4

2Septemiper O

H BinWare develans

etrocias V
>>A month of retro events both past and present

HETRORARDAR: PLANMNER

13 September — 10

3

October

i 20 Septembe
y? o 1962
= ﬂ; = B mimearcase
L o]
_|_-F' = - = coan-op Biue Fring,
- W || dssigned by Ashiy is
= : released by Jalsco
= F

i September

2001 .
B The wonderful ﬁ
EETON-BiveRiure =
fewis relpased on F ,
P52 by Soey F S

®

29 Seplember { i
il
B Flanat Moen

Studins"thard nrrsom
ehsoater hnlecradis
released on Sany's

Lal T -I.
LR L
e

PSP across Europa - o
g

f :\.'_-u-lnn-\n-lﬂr

195

W Enjmry fisticufis of
The Goin-0p wareny
wiith the arcade
redqase of SME's Art

L Hpineg.

[ Lule g

i released on PL By
G T Interactve,

4 Otober 2002

W Supar ffarin
Sunghang &
rebesad ACrdEs
Eurnpr on the
Nintendo Gamelyba

M The apsn- i
datlorm game Crash
Tuapsandy is unleashed
i Europe on the F52
oy Yraendi.

3

VISIT RETROGAMER MET/FORLIM TO HAYE YDUR S4Y

| October 2009

B 5oy relesses the
PP Go rendnekd
consile in Eutope and
fmerica, Ko DRAD drive
this time though

B Tarai Anndwlation, the
meal-time stratngy game,

r

HE TRD LAMER

B Hew ssue of
Reriro Do hiils
the sireels.
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n an interesting mowve by Atarl, it

announced that it would start

introducing a new size of arcadsa

coin-op cabinet called tha Cabarat,
which was a smaller version of a full-
gize upright maching,

Having & much amaller footpring than
vaur standand coir-op, the Cabaral was
targeting srmall businesses that struggled
with Emited floor space. Videogaming

JANUARY 1981 -
it's cabaret time
at Atan, Vtech
goes educational,
Dodge ‘Em arrives
on the 2600,
Pulsar vies for
your loose change
in coin-op land
and Atari goes
holoptic with the
Cosmos. Richard
Burton isn't here,
it's a hologram...

30 now even establishments with
mimirnal reom could reap the benefits of
the coin-op gaming boom... a5 would
Atar, presurmably.

The first games aveilable on the
Cabaret cabinet list were Sartiszone,
Misatle Cormrmarnd and Asteroidls

Viech, makers of LCD and LED
handheld games revealed that it was o
prewiesy its first tableton electronic toy
at the Mew York Toy Fair the following
mgnith. Lesson One wes a tabletop
versaan of s fiest ever aducational
game, the Computraon, a book-style
game that was influenced by Texas
Instrumeanis’ Soeak & Soall anothers
pooular educational handheld used for
ciaveloping basic spefing, maths and
weord recogration.

Lesson One sold extremely well, and
Viech went on 1o become a key player in
the educationgl electronic gaming markei

and arcede gaming meant huge business,

HE LATEST NEWS
FROM JANUARY 1981

Lazsan Onewas re-released in 1889 with
updated casang and soltvwans

Afan had some major hasdware
news that would have gamears parpeng
in their trousars with methane-fueliad
excitermant, Atan announcad that it would
b previeswing its [atest consobs, the Atar
Cosminsg, at e Mew Yeork Toy Fair

Ihe consola’s saling pont was the use
of holography in ite games. Unfortunately,
the games woukdn't be a inse 30
hedographic representation, more a senes
of mewvirg LED lights in & grid pattem
behind a transpasent holographic picture,

p—

JANUARY 1981

ARCADE
1 Pac-Man {MNamoo)

2 Missle Command (Atan)
3 Astergads (Atari)

& Batthezoms (Adanl

5

hoon Cresta (Mechibutsup

This picture acted mcne as a piece of
windonww dressing than srthireg wou aoetd
actually ivtesact wilh, Monetmeless, Atan
thought that i would add
more degth 1o the playing
field, giving the gense of
an anvironment rather
than the usual flal senes
of lights that tabletop
games all followed

The Ceamos
wis also relatively
powverful, It had taio
MIGAORIOGBSS0rs INSIcke

| Aard 36I0] Dot o vk | Bl & 98 BRDwIEN Pac-WUa s & divaing qeimie. 5mp b sttt bat & geeat Lk T -playar gama

GAME & WATCH
Fire (Minendol|
Melarbcde (Mirlendo
Verrnin (Mintendo)
Judge [Mirtenda)
I-Iagrrli-_'.n Mintando)

B B k| =

e B || b =

Adventure (Atan]

Circws Atan (Atan)

Dragaier WActivision)
Pele's Soccear (Atarip
Uthelo (Atan)

B B W M =

Irr'agrg Llahn Lennon]

drtrnusic Bdarm & The Anks)

Hapoy Xmas War 1s Chverd Lann & Yokol
Wormnam (Johin Lannan)

Stop The Cavalry [lona Leves|

its plastic underbelly; one 1o run the LEDs
and ancther accounting for the sownd,
which wias repartedhy wvery realistc and
crystal clear,

Eight games were 1o be released,
including titles such as Suparman,
Asteroids, Space Inveders and Road
Rurmar which werne Expecies] o be prced
at arourd ten dolars sach. The price was
kept 50 lowe due to the cartnidge being
little more than a big plastic key.

The Cosmos was pre-programmed
with all mght garmes, meanng that you
could buy the game pack comasing U
cartnidge case that allowed access to
the game, complete with the spprooriate
haolographic backdrop. It wwas something
af & unigue mose on Atan's part

The Cosmos was cewelopesd Dy Allan
Alcom, Boger Hector and Harry Jenkins,
amd their faith in the holoptics, as Atari
called it, was umaavering. Sadly, the
president of Atari, Rey Kessar, thought
atheresse, despebe Sormi strong
indications at the Toy Fair that the Cosmos

12 January sawe Armencan ieleviz:on ar
tha first episode of prime=-bime soap
opera Dynashy Featuring the wel-off
Carringion family, it was pitched as g
direct competitor 1o the other big soeD
opera af the tirme, Dallas, It starmed
John Forsythe as Blake
Carnngion, Linda Evans F
as his cument wife Krystle  [SENSN
and Joan Colling as his
miahcous 1o mer wile
Hlexis Carnington Colby,
It ran for ower esght years,
spanning an impressve 220
episodes. A spin-off series,
Tha Colbys, gired in 1986
Bt 1l mever retensgd the same acclam
as Dhynashy

14 January saw some schlocky
cirema action thanks 1o the world
prameare of David Cronenbeng's
e Scanoees, It stamed Michael

Ironside and Stephen Lack as the most

powerful scanmers, individuals who
could use peywchic powers 1o inflict

CAMNERS
L WL [k

e |Ancade] 4 racaried tha
Calapalcalbis il

wioidd sell well, Pre-orders for the congolke
st reen the cre e ing &t thee shioww
wErg reportedhy a5 high as 8,000 urls
Hizrwrg spent considesable time,
money and resgurces on the Cosmas,
with the project first starting way back
n 1978, the project wag cancelled within
euching distance of an ofhicial release
Despite several hundred ematy conschs
casings, packaging boxes and promotional
termns such as fhyers being produced for
ghowws and astnbutonal sehaes packs, the
Atan Hodaplics laboratory was clesed and
the Cosmos was shalved

paan and contrel an others. Irangide’s
character, Darryl Hewok, ran an
underground scanner organisation that
wanted 1o teke gver the warld, Buch
fighting arng plenty of head-poppng
actian ensued

15 January saw rmora
tedevision goodness armye in the
form of the super W Sireat
Bives. The figtional Arnercan
pralice drarma follovvad tre lvas
and work of a police precinct and
fast became essential television
wigwwing, with it picking up many
awards during its six year, seven
seres rum of 146 epsodes. A
mene ban years lates, Knsahs produced
a reasonably playable Amiga and Atan
ST game based on the show

21 Janugry sae mone crimsan
spllgges with the premiere of The
Hoswwlvag, admicn fedtered & communily
nhabsted by strange residents and a
forest full of werewaolves. [ starmed Des
Wallace and Patrick Macnees

Reasans for the Cosmos pull-out
varied, from reporis that Ray Kassar
thought the prosect to be too nsky and
that consurmers wouwldn't be ready for
such an inngvative product, to simphy that
the tabletop gaming market was showing
dowen dremnaticel by waith TV garmes and
consales becoming mane popular. Dthers
thoieght that the promese al hodographe
gamas was swch a e that, when it
became commmon knowledge that the
gemnes would prove 1o be fleshing LEDs
bebind a plastc ovarlay, Inlesas) wavered

In spite af three vears of devaloprment
there are very faw Instances of Atar
Cosmos items in general circulation
There are reportedly three emply tabletop
shels and anly teo working Cosmos
mcCels N exstence, bul vou would
expact o hawa to sefl 4 kidney and wour
first born child to fund the purchase.

The holographic game cverlays appear
infreuesnthy on intarmet awction sites and
can be snagged for up o £100 & pece

& cheapar garming attermatne from
Atar would'wve been the Atan 2600 game
Diodipa “Em. It was part maze game, part
driving, a5 vou swerved and negotiated
e vy around g four-lane maze
colactng dots wiile avoiding the olher
cars intent on crasheng into you. Once the
maze was cleared it was straight on to
the mext. Simple vet fun, you could play
agengt the compuier opponent or teke
on g frend and it was reazonably pnced
at £16.95

Pulsar was released in arcadas this
mornth. Produced by Sega and Gremilin
Inddustries, Fulsar wes a wop down maze
Qarme wwhech Savw you lake control of a
tank that had to acque'e keys to open
gatenways o the next level while awoiding
amy maze dwellng nasties, all before your
limited fusel supples ran out

Each key was a different colour and,
once collected, waur tank alsa changed
to that colour. You can then get more
points for shooting nasties of that same
colaur, Leter levels featune severg
kevs and mowving miazes, and although
sirmple 1o pick up and play, Pulssr did
hawe a nanve charm not unlike an earky
Singlzir Epectnemn game. Maybe the fact
that FPedsar ran on a Z80 processor had
sornething to do with it

THIS MONTH IN...
COIN CONNECTION

Coin Convechion fagiured a sma
artzhe an atan eland, the tasliny
in lipperary whara tha bulk of
European coin-cp machines wara
manufactured and distributed.
BlSO Mouched upon

i farthearming

redease of Red L
Haror, a World

Wiz 1l flight
simudation which

Lge The Sarme
{raphacs Sysler
a5 Battlezone.

ANALOG

t was 550 ane of Analoag,
running at a firmsy 46 pages.
In the news sectian it repgried
on the pragression of the Aten
Casrnos tabletop

console, 5 use diagog -
of holoptes and

the impending

releases of

Asteroins

and Mizsie

Cormumand on

thee trusty old —
Atari 2600 '

BYTE
Byte finglly reviewed Singlaic's
B0 eomputar, Originalby due
aut early 1280, it had arrived in
the autumn. By that time the
orice had dipped undsr 2200,
wibich Clive Sinclair
used A% 8 Selng
paint. Byte faund
the £XB0to ba
“high performance,
o Gt and best
used for kegrning
e concepls

af ;rchg'ur-urrurlg"_

|Avrcadall § eqaiGremiin's uncompl ik agd game of
ghiating anami i and uniock ng doors vl mana
Lesting than it loskad
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FROM JUL

JULY 1996 - Game Boy shrinks, N64
Turok delayed, Saturn NiGHTS Into
Dreams released, Sonic X-Treme sinks

and Phantasmagonia 2 stinks. Richard
Burton gets disembowelled yet again...

i you found the ariginal Nintendo

Game Boy a bit on the chunky side

thare was good naws, as a smaller,

thinner, lighter handheld was on
its way - the Game Boy Pocket. It had
a slightly larger screen that showed
graphics in true black and white and
required fawer batterias, unning on
just two AAAs rather than four Afs,
affering up to ten hours of gaming. Oh,
and all its games were still compatible
with its older, fatter brother, Japanese
consumers got first dibs with a LSAS
UK releass following later.

Caming soon to the neswly released
kintendo B4 was a promising game
fram Acdaim, nameby Took: Dinossur

Huter. |t atso had the homour of
being the first game for the ME4
denveloped by & thind party.

THE LATEST NEWS
1996

Howsever, developraent wasn't withaut
15 sticking paints, and the propesed
Septarnter [aunch of the titke: looked
unlikely. Atter plany tasteng, Acclarm decsded
that the game wasn't sufficienty plavable
and fell shart of what it had ermigaged
qualty-wise. Acclaim delaed the relesse o
tirikes with thee garmealay and polish oot the
rougher paris of tha gama, finaly lstiing it
ioose in Fabruang.

The extra fime spent proved woriehde,
with Turok eveniugly selling over 1.5
rewllign units, an impressive figue, 1S good
showang helped boost sales of the Mintendo
64 conscle but also kept Acclam's financal
wiges at bay, arguably saving the ailing
camnpary, Such wes the oritical response
to Turok that it became a long-running and
ucrative franchisa = which 15 nowy a it
rubkesh. O wall.

Jepanese Sega Setum cwners werg
positively theobbing in anticipatian with the
nesws that Segs were releasing MGHTS
it Dlreartys on G Juky,

The gem of this acton adventure gamss,
designed by the teamn behind Somic The
Hadgehaog, Wwas ta stop Wizeman The
Wicked from taking ldeva, the physica
larms al haman eresgees arnd personabby
reprasaented oy coloured crbbs. Wizeman
5 planning o usa their energy to leave his
domain amd enter our own word.

= [Bega Satum| An e usiva
A0 Sanio gam e just for tha
Eage Saburn? Nope —it's he=n
canceles Bub.

w The Game Boy Pockat
verses Bama Boy onginal The
LIS o 5 = Wit d o vou da
wau don't hasse ary pockats??

After choosing betweean ta children,
Claris or Bllict, wou hed 1o embark o a
A0 frea-roarming [ourney 1o callect their
bt ldeya. Along the way the par meet
the jester-esgue Mights who waorks for
Wizeman, but rebels and plats with the
children to defeat his former Doss,

Entening the ldeyva Palace near the start
of a lavel introduces the sde-scroling
thang segquance that MM TS has become
famous. for. Youw had to gather more Ideya
and fly thoough large airtomee ings while
batthng & selection of henchrman thraughout
each stage and a senes of Imagnative
bossss. It's worth noting that youe 1hying
tirme is imited, and cantact with an anammy
koses rare time, Evantualy you'll fal to the
grownd, retumming 1o vour chosen child

The graphics and soundtrack in MIGHTS
infa Dredrms wene both pretty cutstandeng.
The fiyimgfcollecting sequences featuring
Mights wisre remerkably good with
superbly designed graphics, all of which
ran fhuidhy and really comeyed the
sansaton af fhying. This was halpad in mo
small part by its regularly shifting cameara
anghes. The game itself was fast-paced,

THIS MONTH IN...
MEAN MACHINES SEGA

M frend becoming increasingly popular on
corsakes was the plentiful releases of et
QAMINg Cormpigrbons.
Forthooming wtkes nchuded
Soga Agas (Bega Saturn],
At Classics (Mega Diive)
and Vididams Ancecke E
Classis (PlayStation|. Rero | S5
gAmIng wias a5 populkar -
back in the Minaties asitis
N it Seam s

® [Sia Saturn] Sorange, heaun®ul, somesphanc and
anteemely payabia — MEHTE Lo drasms was sepeh

graphically and surally shenning and 2
pleasure to play.

Star Ocsan was another game t
be released first = Japan that sadly
remained a Japanese exclusve, dus to
the developing company, Enix, dosing
its Arnarican studio shorily before the
game’s development was compate, Thea
Supes Mindenda action robe-plasg game
used & tap-dawn perspechve and was
wall recaned by critics and gamears alika,
bacaming the first in 3 seven game Saries.

Star Oesan was also just one of teg
garnes — the ather being Stneet Cighfer
Alpha 2 = 10 use a special compnession
chap, the 5-00N, in its cartrdge o
compress gaming data. Ths was dus

f /
| L E o

JULY 1996 K%

y 'S
Na "B

"

1 Donkey Kong Country 2
Diddy's Rang Quest (Nintendal

Zillar Instimct (Mintando|
Yoshi's Island (Mimtendo|
FIFA Soccer 'B6 (EA]
PGA Tour Golf "96 MHO)

L - T

MAXIMUM

It was issue seven of the glkssy megezing
and, sadhy, it was also the last, Maximom
wold be “talang a break” bedore coming
back shimmaer, cheaper and
rrore 32-bit anentated.

M aximurtrals towched
o rEtra garming and
perboudarky amulation,
looking at ways of plying
aged Spectrum, CB4 and
Colecowision titles

® [ iriendo G4] Fred Dl Moy did vasnoars for
MNES and sbintor s desalapen et o mpainy Actlaim,

to the detailed graphics used on the
SHES and the extansive woice acting
implemnented thraughaut the gamealay,
The comaression chip alsa doubled as 2
copy protection Systerm, making games
that ernployed it far more difficult to copy
and emulate.

Cartroversial release of the month wes
Fhantasmagona 2: A Puzse OF Flesh by
Sierra Entartanmeant on PC, a sequal to the
contentious onginal. The interactne mowvie
game leant heawilly an the psycholooics
element of itg homor theme making the
point-and-click advanture a hamowing
jaurmey. The garme contaeed exliame
violanca and sexual contant and was sincthy
censared in several countries while being
banned in many others

You controlled the seermingly dull Curtis
Craig, an office waorker with a hidden past.
He had been instiiwtonaksad & year pnor
and was now suffering trom hallucnations
of horror and gore in his office envinoniment.
A po-warker was later found brutally

Stneat Fighter Alpha
Wingin Games)

=

Panzer Dragoon Deei (Sega)

Wirtua Cop (Sega)

1
2
3
Sega Hally [Sagal 4
5
MFL: Quarterback Cleb [Segal Ti

- BT T

Australien Rugty League (EA)

des Of Time (Segal

AMIGA POWER

Arricga Poveerran a numiDer of nferesting
features in Esue 63, I addition to explainng
vitwy flm licancas showld be strangled at birth,
there was also an excelant —..

arficle that explored the =
passible connection
betwasen Armigs ganmes
and hachael Caine.
hsappontmant of the
rmianth was the 20 per
cent sooning Vathatls 3

S

F e
- _1!-"I ]
e

murddered in his office cublcke, Mare gore
and murders tollovead, and it seamed that
thie compamy that youw weaork for is nked
to the mysterious Project Threshold and
Dirrengion ¥

Sadhy, the game was a clunky, linear
affair that eould be campleted quickly
I'he sheer amount of Full Motion Yideo
in the game meant that actual garmepley
and interactivity within the geme sufferad
greatly. The storgine was also criticised,
particularly for the amount of Sexua
content inharant in i, including mstances
of sadomasochism and rape. The cansors
also rmarked it doveen for use of the
F-weard and 8 dsemboveelment sceng
Cansars, reviewsers and garmers all gave
Fhantasmagona 2: A Puzsle OF Flash a
wide berth, and quite righthy so.

In addition to MIGHTS, Sega Saturn
cramiers were @50 kaking foresand 1o the
returr of Sowtic Tha Hedgehog, who was
due o maka his rst omgnal Sega Saturn
appearanca in Somc X-Irema. Wiith a
Chrisimas release mooted, developmeant
Was progressing at a snail’s pace. The
original game engine had been viewead
by concermed Sega Jdapan representatives,
who wara farty urirmpriessad wath the
progress made.

They requested changes 1o be made
that, reakstically, put the proposed deadine
ot of reach, When ane praject directar quil
and the other suifered a long-tarm illness, it
wias decided that the entire Some X-lrema
project would be cancelled. 5iill, at least we
heve Some A

Ty Story {Segal
Fl=A Soccer "96 (EA)
Sarmg And Knuckles (Segal

Eceo The Dholphin 2:

1 Kiling Me Safthy
(Fugees)

2 Wannabe {Soice Gids)

32 Borm SSpoy (Lindarsarid]

4 Farever Love (Gary Barlowl
B Mysterious Girl (Peter Amndra)

JULY WORLD
NEWS

5 Juby saw the LK rebaase of
Miszan: Impossible s1armng
Tam Cruise as Ethan Hunt,
a member of the Impossible
Siszion Foroe, an indepandent
SHONSTE BOSNCY

B OSSR 10 :'rag;l_.r_'- qoes
disastroushy wrong, the team
is campromisad and all of
therm are seanminghy kiled, IMF
bedieves Hunt 10 be a moke
who sabataged e mession
He goes on the run and recruits
some formner IMF agants with
a plan to dear his name.

Action, adventure, Twists,
fish tanks, expicaing chewing
gum and & reicopter stuck
to a high spaed tran going
through the Channel Tunmel —
pretty migch gl vou need for a
surmimee cton blockbuster

10 July Saes the anechul nsws
that Lin Russall and har six-
year-cold daughter Megan had
been murderad near to their
harng in Bent after welking
ke P schaal thraugh
wioodand. Mine=year-old Josia
Aussell was found with sevara
head injuries but made an
almost nll recovany and helped
pabce vtk ther enquines
dB-vear-ald Mehael Stone was
later arrestad, charged and
found guilty. He recaeived thrasa
life semtences

19 Juby sane the LK releesa
el e Bedarm Sandher carmeady
Hapoy Givmare. He plispad an
ice hockey player that finds
it he has the most poveerul
codfirg drive in the word
i pns the PGA i an
attempt towan the prize money
to sava hes grandmaother's
housa, but his hotHlempered ice
bk attiude rernging, ,
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 ROMNOY « ATARI 2500 - 1963
I resallly, really want to like this game. Ay
game staming the hardest man that thers
ever was and that there ever will be hasg
surely got to be good. .. right? The answear,
unfortunately, is no,

What really lats ¢
ane cortrols, The
rad can play th
and never imip

t him, fingars o
v bk 1= ) e
a ready and then, POW,

— the baddie has gaot a gun. He shoots you — you
[ e » 1L EAI = YO e A
up 8t the start. And that's how it g

t this geme
it. Mo mather

n gire there are !
io put the time in - ealy anjoy this game,
but for me, it's just not any fun. %
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— It pushed the SNES's capabilities to its limits and had a
mmall— W fanbase eagerly awaiting an adaptation of their beloved tabletop

——| RPG. Denis Murphy breaks down the story behind a cyberpunk classic

= ]

S

a his year saw the release of renveprked during development, &s one II

L Shadowrun Returns, one of the developer puts it, “to make it actually -
. many success stories that have achievable.” After slightly deviating from L g ] ||| I‘J 'ﬂ-..‘
—————— emerged from the creation of Gragg's original vision for it to have a l | |F”H

an—— Kickstarter. However, though Hairbrained “strong noir look”, one major changs to
————= BN | schemes has brought its vision of the gameplay was the removal of the
— — Shadowrun to fruition 24 years after its ability 10 use 3 matorcyele to traverse the "

o creation as a tabletop RPG, 2 city. Instead, a train system was

— Beam Software created the implemmanted, thus cutting down
_= first videogame incarnation of on excessive sprites — & problem

Shadowrun for the SMES back that was persistent during the :
= in 1983, a title that blended game's developmeant. h q" % £
both the RPG and action Despite seaing changes > : )
o— & oo

genres — as well as reality and
the wvirtual waorld.

Originally pitched by Gregg Bamett in
conjunction with Jordan Weisman of FASA,
and accepted by Data East, Shadowrun
was in limbo during development dus to
his sudden departure from the project.

throughout development from
Gregg's onginally accepted pitch,
the maim focus of Shadowrun remainsd;
1o deliver a game that both fans of the
tabletop RPG and neswcomers could
anjoy. Game dasignar on the project
after Gragg departed, reveals

With Gregag absent, the game was heavily

(a0} | RETAO GAMER

his appreciaticn of tabletop BPGs, “I'm a

#[SNES] Az thix baginning of tha pame, Jake
& punnad Smam. Your job s bo find putwhy,

&

The Mer0 reatds - B jdu]
fOFH COUrier r"-.l‘- to tris
WELEME. TO=-020 Aplit.

w[SNES] Thore am chns teoughout the gane
A alluding as o vy yauwers put on & hit-Est.

long timee RPG enthusiast. | knew of the
Shadowrun game [though at that time, |
wasn't a player mysell], | had my own RPG
games published out in the marketplace
(Albedo, Lace & Steal), so lwantad 1o

do a good job for my fellow APG fans."
Despite admittedhy not being an active
player of Shadowrun himsell at the tme,
Paul instantly saw the possibilities that

the univarse offered and was datermined
to get its wideogame translation correct.

“It offerad & chance to do adventures

that operated on bath the physical level,
and also on the plane of cyberspace,” he
axplains. “Plus, most adwventures up to that
point had bean about individual characters.
Shadowrun was about assembling
teams, " With the team assembled and a
tabletop APG fan as its lead, Shadowrun’s
developmant weant into full swing.

The game opens in Seattle, Washington
in the year 2050, amid a sprawling
eyberpunk backdrop. The story 1o
Shadowrun was simple, yet affective,
Afftar bieing gunnad down and laft for
dead, tha player takes command of courer
Jake Armitage and st find owt who
the mysterous ‘Draka’ is, the individual
whio ordered his execution. Howaver,
thie first isswe was whether the waorld the
anginal tabletop APG envisioned could be
physically realised within the confines of &
simple SMES cartridge,

Craating Shadowrun's world was no
easy task, The choice to present the game
froon an isomatnc perspactive wias, in part,
picked to give the illusion of a fully 30
wiorld, sesing as such an environmmeant on
the SMES wasn't feasible at that time. As
SYEIET Programme uts
it; “WWe wanted the game to ba in 30, not
top-down as in other APGs, A room-based
isometric view was designed. The overall
graphical design was highly tailored by the
systems hardware, induding the scralling
of two screens and also the number of
levels of items that could be ovedapped.”
For a game with its feet placed firmly in the
realim of & rule-hased tabletop RPG, Beam
Software looked wihio
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of making all of the magps for the game.
As is ahways the case, we were working
on the maps at the same time the game
enging and the map design tool were
baing craatad.” Also praising the freadom
given to hinn during development, Justin
says, “Most of the ime, we were given a
great deal of reedom 1o create the maps.
We worked with the artists on elements
for sach of the araas, like the city sireats,
the docks or the ship. The most imnportant
thing was for us to try to find new and
interesting ways to use the limited artwork
wi had,”

Diaspite limitations, Justin found reaksing
the waorld of Shadowrun on the SMES
rather frustrating, lamenting, “We wars
abveays undder the pump on Shadowran,
and lots of parts of the game were thrown
tagether, cut out, or bodgad togather! We
wiare always running out of mamory, and
wi bagged the publisher for a 12 meagabit

~ I wanted to do a good
my fellow RPG fans = -

served as map constructor on the progect.
“To ba honest, there wasn't realby an
approach or a plan,” he recalls. " Betwesn
us, Andrew Buttery and | were in charge

» PLIBLISHER: DaTA EAST

» DEVELOPER: BEAM
SOFTVWARE. LASER BEAM
EMTER TAINMEMT

= RELEASEL: 1593
» PLATFORMS SHES
n GEMRE: ACTION-RPG

job for

w |5 MES] Fathan dun I:er.._ Tl I'Ih.!.
re Chouls in Sradearur e the
i sk cf ol 3 malabad Wi

cartridge but they wouldn®t commit 1o the
extra memory. 5o, the artists would be
constanthy revising all of their arwaork 10
reduce the character counts, That's why the
helicopter at the volcano s viewed front-on,
50 we could flip the left and right sides,

and wihy all of the baddies have the same
corpse,,.” Though Shadowrn did have a
nurmber of its character and enenmy sprites
dovengraded which impacted the gama's
intended wisual flair, Justin is eager to call
both the actual engineg and the in-game
tools “fantastic”,

aing one of two programmears
2 ) behind the project, and also
D responsible for architectural design
and the PC tools which allowed the
building of the worlds, Andrew explains how
he and his fellow programmer waorked their
weay around certain graphical limitations.,
"Thea SMES did not prowvide an arbitrany
bitrniap rencdering system as is Cormnmoen
today, but used & systemn of charscter
generators and sprites,” he beging, “This
meant the backgrounds had 1o be built on a
rigid 64 by 32 grid of eight by eight calls. The
hardware provided thres layers with which
characters [implemented using sprites)
could mose, but this wasn't enough, We
used a spacial hardware trick called “sprite
maskmng’ which was actually a hardware
bug that let us cut holes in sprites whera the
characters were, 50 we could make a sprite
appear 1o go behind a pillar for example,
This required a complex database, so the
PC tood allowed dasigrers to construct
lewels from rmodular parts from the artists
and build 30 information (floor is flat, wall
is upright etc), The lewvels would then be
cornpiled mito & smghe database so that all
the graphic infarmation could be shared
in & virtual character set. The runtime
hwilding of the levels from this database was
weritten by Darren Breminer, sl i glonious
assembler code.” Additionally, Andrew
goes on to elaborate an how the game was
put togethar, “All tha game systems wera

weritten in assambler code, and most ather o=

RETAO GAMER (G



&

-,
= |SNES] Having cuits & Largs Back story

ik

i talveap RPL, rosk star Rana

Pebsicaanial makiss & brio® appossrancn

#  games for the SNES
wigre completely written
in assembler code. There was
linthe use of anguages such as C, due
partly to the limhe runtinee RAM aailable,
Thera was onby 128K of RAM into which [we
could] decormprass art and audio, as well
as rum tha game and its logic. However, we
didnt weant to have to write all the game
logic in Assembler, it would be oo error
prong and tedious, As other languages
wigrg heawvy on AAM usage we designed
our o lenguage, which we compiled to
avirtual stack-hased code that the runtima
code would interpret and execute, The
languacs wis designed o the conmmpiles
could pra-compute the sxact workspace siza
{or stack] a seript would need down 1o tha
bigte, s the runtine could sllocate exacthy
the space required (& concept | kamt from
wpaark wath transputérs), This 181 us us run
multiple scripts for all the charactars i a
sceng in wery little space, a few K. lwrote
the compder and Darren wirote the runtinne,”
As far as citing inspiration for
Shadowrun beyond its obwious source
material, all thrae developers come to the
same canclusion = Wilkiam Gibson's classic
1584 cybarpunk novel Meuromancer, the
ngvel that defined the cyberpunk genra.
Justin elaborates, while also mentioning
anothar somewhat unlikehy source of
inspiration, " Thera's a huge amount of
MNeuramancer in Shedowrun, as there
wias in all of the cyberpunk genre, The
ather influence that players have probabby
naticed was Minesweaper, the time-killing
puzzlar that shipped with Windows,
When it cama to the hacking mini-game,
ng ane could think of kow 1o deo it until
sormenns came up with the idea of using
Minesweepers mechanics for the hacking,”
Heyond the cyberpunk city setting, tha
player also had the ability to enter the
‘Matriz’, avirtual world within Shadowrwn

| RETHO GAMER

accessible

using & cyberdeck,

Created primarily by
Graema Soott, it was presented

to be visualhy different from the
main gamne and featurad & new styla of
gameplay 1o emphasise the gulf between
the real world and this virtual cyberspace,
Paul notes, “We had 10 keep it as simple
as possible, grean the time constraints
and tha mamony constraints of the
maching” Yet despite talk of the system’s
shortcomings 1o a certain degres, Andrew
wias quite confident that it could handle
Shadowrun, He racalls, *The SMES was
& great machine, especially after working
on its predecessor the MES. s very non-
arthagonal hardweare alweys made it a
challenge on how to design a gamie around
it. 1t weas probabby the most power ful
graphic chip of its type, even compared
to the AGE. It not onby had a CPU whose
speed was measurad in the low MHz but
& host of special DA tricks (ghving us
the famaous Mode 7) and excellent audio
that, for tha first time, allowad a musician
to actually compose real rmusie for a
wvidepgarne, Overall, the SMES allowed us
ta deliver & console game which, for the

Arthur did what he loved best,

LEVELDFER
HIGHUEHTS

THE MUMCHER
PACTLASED
SYSTEM: Cis,

L3 5PEC TRUM
YEAR: 1558

THE WAY OF THE

EXPLODING FIST
ST TEM: WARIOUS
YEAR: 1585

THE HOBEIT
SYSTEM: VARIDUS
YEAR: 1587

and that was game design
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time, didn't have 1o comprise on its quality
dua to hardware imitations.”

cwevier, there is one side 1o this
story that wall never be told again,
anvd that is the first-hand account
aof Arthur Kakouris, projact
manager and additional garme designer
on the project. Arthur Kakouris passad
away in September 2012, and the man
whio wias known as ‘Artie” to some of his
friends is sadhy missed and not foergotian,
Justin reflecta: “Arthur was a great friend,
espacially during Shadowrun. Ha was the
sort of producer and designer who put
everything into the game, and made it a
pleasure to work on, We'd go out at 11pm
for Slurpess for the team, and head to
Fizza Hut every Tussday for all-you-can-eat
pizza. Unfortunately, he was bom with a
heart defeet and had open-heart surgary
when he was around 20, Lagt wear his
hezart finally gave out and he died.” Paul
also chimes in with his thoughts on tha
passing of & friend, telling us, “Arthur was
a deeply sarious and dedicated guy. What
Iloved about him was that you could just
discuss an iea with him and lat him go -
hee'd wrork awwany at it and something good
weould result.” Andrew also shares his
memaries, and belisves that Shadowrun

meant quite a lot to Arthur, *Maturally | was
deeply shocked and upset with Arthur's
passmg last vear, as Arthur joined myself
and Trewor Muridin as an owner of Tentalus
Entertainment ower one-and-a-half decades
ago. This was compounded by the fact |
was on the other side on the world and
couldn’t attend his funeral, On Shadowrur
Arthur did what ha loved bast, and that
was game design. | balieve hie would heve
rernambered [it] as one of the best projects
he worked on,”

A wear after Bearn Software released
Shadowrun, another Shadowrun tithe
hit the shehses, this time developed by
BlueSky Software for the Sega Mega Drive,
which was then followed by 8 Japanese
1ake on the franchise in 1596 by Compile.
It seams Beam Softeare hit a timaly nerve
but, despite a fantastic critical response
to its Shadowrum, a direct saguel never
materialised, In fact, despita a post-credits
MESEHIE Promising & sequel, the team
wrg adamant that it was never serigushy
discussed, Andraw does interjact with a
revealing story though, “The Japanesa
viErgEon wag interasting. This was because
it came 1o be proposed after we had
finsshed the English version, and we werg
prasanted by tha Japanase publisher wath
a big printout whera they had reverse
anginesred the WVAAM |graphic memaory)
for all the differant screens, working out
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RECRUITING
SHADOWRUNNERS

Finding hacking too difficult? You need to get
yourself some friends...

Through its adapiation into a

videagame, Beam Software

wat keen on having the game

giay true 1o ks tabletop roale. n

Shadewrvn the player could hire

ciher Shadowrunners as backup

throughout the game. They could

b found in the many dingy bars

ol Seatlle, and if 8 Shadewrunmner died, hey re-spawned back al wiere
you fownd them. This led players experiment with different combinations,
without the penalty of losing a pobential ally forever. This addition of
bailding up a team paid homage to the growp=style gameplay of the
tablatop RPG. The number that cowld be hired, and the length of time
that they could stay with you, was dictabed by the player's Charisma
lEel; il yousr level was higher, you could Save money on Shadowrunme
hires. fdditionalty, there was ane ally that wauld try and kill the player,
resulting | quite an unexpected confrontation for tnasare players.

wheera the Japanese font could be fitted in. | L L
While it was an impressive piece of work,
we didn't hewe the heart to tell them it

was useless, This highlighted a difference
between how we in the West {or South for
Bearn | worked differently to the East. Whils
thiey allocated the spaca for the art by hand, o
wia wirote systems to dao this in cods, a0 we
simnply added the Japaness font 1o a table
and it was done”

As these three developers reminisce
about thair game, wa had 1o ask, are thara
any secrats in Shadowrun that no one o0
Enows about? Surprisinghy, tawo of them
speak up, James lays out what hesn't heen
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discoverad for 20 years, sayving “ Thera is

& cheat in the game, but | can't rermnambear
exacthy how 1o do it. Bagically, there is a
flickering streatlight in the first strest area
alter you wake up in the morgue, IT you
examing the Matchbee four timas around
the flickering light, wou're teleported to

a cheat roam that containg a bunch of
upgrades and gives access to all of the
levels,™ Howeser, Andrew also jumps in
with an alternate taka on it all: “Thara is

an Easter Eqgg in the game, a certain dance
around & lamppost in the main square that
weas put in for Qb D wish | could rennennber
the actual cheat, but it is now 20 years
ago,” Conflicting accounts, certainhy, bul
nov a secret best explored by the retro
gaming public...

20 years an, Shadowrun remams one of
the SMNES's strongest and most memorabile
Western titkes, and cerainky its best RPG.

It combined a wandarful narrative, a
gorgecus cyberpunk-laden satting and tisd
diverse and interesting gameplay togethear
in cne neat little package. Loaking back,
howe do these developers view their work?

“I actualby raalby hloe what woe did,” Paul
remarks. “As gther pecple produced games
in follenading years, | could sea the influence
of Shadowrun thirough may of them,”
Justin also backs up Paul’s feelings on the
gama, saying, “1'm still amazed we actualby
fimishad tha gamae! Wea ware a young
tearmn and were fortunate to be given the
opportunity to vwark on a game that went
on 1o hecome & minor clagsic!™ Andrew
o the athér hand simply commends the
affarts of all invahead, intimating, *| regard
Shadowrun as one of the best projects
| have worked an. | think this is mainby
hecauge the entire tearm was really into the
game and the concept and went that exir
mila on sach aspect of the game - dasign,
art, scriptwiters and QA 1twould appear
that Hairbrained Schemes’ new Shadowrun
game has a lot to lve up to...
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TO COMPUTER

More classic RPGs that became fully-fledged videogames

FEEEEEE,

PUBLISHER: AL
¢ M5-005,
JLLT]

r; besed upon the

tablelop APG of the same name,
which is part of the BarteTact
Iranchiss, placsd the plaser
within the cockpil of 2 hulking
mech, samething thil was quile
mieresting and new bads in 1984,
Despibe the b
hiad rrasch me

hiksarmar
= er than
slandard mrech-on-rsch oarnbal.
Based araund quibs an impres sie
repulation system, the player
coubd build relation ships with the
ftve Graal Houses thal could lead
L opeping up mars naio
parlshe in. Spawning & whols
slew of sequels and spin .
I e arguahly

rvan miere pogpular than

i lablelog FPG dource maleral.

DANI
RACY
DEVELDPER: PARAGON
SOFTWARE

PUBLISHER: IM-HOLISE

SYSTEM: AMIGA,
ATARL ST, MS-005
YEAR; 194
2 Based an the tableiop RPG
Travetier this overloaked Glle
gave Lhe player & wonderful sense
af freediom, despibe receiving
on release, The
= |1I1'|E|r|:||:||‘||'||'E
atveniurers a3 they iry and save
Lhezir civllisalion, lhe Imperioem,
Irom the alien race knoremn a5 the
Zhodani, Condaming cight solar
Eyalenms 2
Megalray
mlereling. While combal is
al limes and same element
source maderial are mi

and dereng this was far [Ls me

DEVELDPER: (GOK
SOFTWARE

PUBLISHER: MICROPROSE

SOFTWARE INC
SYSTEM: AMIGA,
ATARL MS-DO0S

the radar fi
Snace 1BV youcreale fve unigue
tharaciers Iram soralch and s
nul onan epic advenlure, el inan
ahernate 191h Cenlury Victorian Era
that has already discowered space
Irenved, The garne Takes ihe tarriliar
and Fes a litlle bun. This merging al
history and s50-fi is rather inleresling
and plays: oul exceptionalby well as
WO B oo er ric characiarg
LK il Ve, Jack The Fpper
and Raspulin, bul wilhi a beisl.
With the addition of being able to
purchase spaceships on top of the
familiar RPG formula, Space: 189¥is
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THE MARING OF: SHRDOWRUN

A BDDTH AT HE MARKET
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REALMS OF ARKANIA:

BLADE OF DESTINY

DEVELOPER: ATTIC

EMTERTAIMMENT SOFTWARE

PUBLISHER: LIS GOLD

SYSTEM: AMIGA, MS-D05

YEAR:

A Though this year sees a remake

o il the criginal Sealms OF
Arkaniar Hlads 0F Destimy —which
i Lhe firsl tithe in the Norfiands
Tringy - shauld nol be overlocked.
Based upan the fabletop RPG The
Dark Eye, the game i5 51
heavilyim lere and, im burn, ;
greal jab &l warld Bulding. laking
camrmand ol s dharaclers, the
player navigate s through beautifully
construcied 30 ersironments and
wilh ralher in-depth charsoler
tusiomisation and a syperbily
delziled isometric batile wiew

Ariani: Bade OF
5 @ bernific slart ko a highly
; |_r'|||_'i';r_

SHADOWRUN

DEVELOPER: BLUESKY
SOFTWARE
PUBLISHER: SEGH,

SYSTEM: MEGA DRIVE

YEAR: 1594
5 One year afler Beam Scftware
rebeased s superk SHES

anaplai

L vry same source malerial, it is
a rather different beasi compared

characher Fighi Fram the shar,

a tracking narralive, acoessible
comibed and awonderful porirmeal
of the ' Mairix' dahich is anguahly
better than that of the SHES game),
Lo i el ancilher encelent visan
of Lhe tabl=lop rale-plaving game. it
Lakes a slightly different approach,
hut some might make a cas

baing the supenior adaptation of
source malerial.

DUNG
DRAG
OF DO

DEVELOPER: CAPCOM

PUBLISHER: IM-HOI
SYSTEM: ARCADE
YEAR: 1%
it In Capenm o lake the
v Dragons franchise
ide-scrolling
Fighiler. Bul you Know whai T

hsllmarks ol & classic Dumyeons &
Oragons experience. Playgable wilh
up o four characiers which ndwde
the Fighler, Owarf, eric and EIF,

L and apells,
01 Doamis a surprisingly Iresh and
enjoyable approach to the series.

BALDUR'S GATE

DEVELOPER: BIDWARE

PUBLISHER: BELACK ISLE

STUDIOS, BTERPLAY
EMTERTAIMMENT
SYSTEM: PC, MAC 05
YEAR:

Baldur's Gate s often lisled as
?-:r- of the greatest true PG
edperiences o dale, laking place
wilhin the Fangalten Realms, cne ol
the meny D50 universes, Saldur s
Galeis an in-depth an

adevnbure, Baasling an

dhalngue system and drerse
porly-based combal, Sa'cr £ Gafe
is actually based on Advanced
Duraeans & Oragons 2nd Edvion
ks, 'S an ulber treal far pla

arnd mon-plavers al (o
Oragovesalike and spawned a direc
soquel, a number of expansions
and a spin=off. For mary, it is the
starling point for those wishing o

apbar The werld of DL

PLANESCAPE:
TORMENT
DEVELOPER: BLACK
ISLE STUDIDS
PUBLISHER: IMTERPLAY
EMTERTAIMMEMT
SYSTEM: PC
YEAR; 179¢
8 Sor many gamers, lermentis
ihe bl Western 5PG of all time,
ored il 5 ey Lo understand why onos
you become imvelved in ks fich slory.
“edmed by Chris Soepllone, the game
placed the playerin tha m
“armelass (ne, an immarial thal has
livesed o beess lives el Torgatien
1hem all Through exploring the city
of Sigil, The Hameless One musi
reclam memanies of his past hwes,
narralie inglead
el Planeacape formen
i% & lonic lor 1he gamer weary ol
cheap thrils, Thowght provoking
and wonderfully realised, it's 2 must
yraluring wath each

NEVERWINTER
NIGHTS

DEVELOPER: BIDWARE
PUBLISHER: INFOGRAMES

SYSTEM: WRMDOWS,
LIMLK, MAC 05 X
YEAR: M2

Ieverrusimter Mights

after the origing
SEME Mame
im 1551, which wias the firsl graphicsl
rassively mulliplayer online
rode-playing games ever. Whereas
Sioware hased Saiou
Advanced T
S B U .
gfatsused Ird Ediorrules. |Lalsa
boasted slidk graphics thal broughl
the world of the Forgobien Realms
i lifie ke preseer before ard intuitive
coiibel thal kepl gameplay furnamd
armarl. M ighifsis one ol
the kst irips throwgh e wordd of

VAMPIRE: THE
MASQUERADE -
ELOODLINES
DEVELDPER: TROIKA GAMES
PUBLISHER: ACTIWISION
SYSTEM: W DIWS.
YEAR: M4
Sel wathir the unh

l of ol O 0
Wi e Wl Pulbdishang, 1 B
T Masquerade - Sloodines
hesging wilh Lhe death of the man
characier, oy bo be resurrecied
a5 o vampire. The plaver beg ;

5ineg bebaween rudliple vamgire
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Composer of such classics such as Pandemonium, The Unholy War and
The Horde, Burke Trieschmann speaks to Denis Murphy about his two
decades worth of work in the business
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FIENTISH GOLDFISH. EVIL
LAWYERS AND LOTS OF
COWS - IT CAN ONLY

MEAN AN AOVENTURE
STARRING ERETHWIRM
JIM. KIM WILD FINDS

OUT HOW AN ORTINARY
WIRM TRANSFORMED INTD
SOMETHINE EXTRADRTINARY

ome stories start from a seed -
of an idea, a plot device that is :#. ;!.
then usad to create a magical . Iy
word. Others germinate from the
existence of one character, who
then goes on to shape the world and
sverything around it. With Earthworm
Jim, it was the character that first sprang
to life and went on to influence the
nature of the game that he would starin.
“It's a lang story, but | came up with
him in Mosember of 1993 when | was on
the outs with Virgin Games.” says Doug
TenMapel, designer of Earthworm Jim and
its cast. “l was at home inomy little Irvine
apartment and Shiny was just starting
up. | remember deawing while listening 1o
Fleetwood Mac's Rumouwrs and | craated
Jim and a number of tha villains in abowt
45 ruinutes! He came out pretty much
|as] he is today, a goofy looking worm
in a musculsr super suit. | did a profila
wialk cyele of him because | was Irying
to get tha job of animator. | didn"t expact
v would do a Jim game at that point. i
was more a demonstration that | could
anirmate and create for them in a pingh,
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THE STORY OF: EARTHWO

k& Uhen Dan Castanella turned up to do
- Jims voice over there was a revered hush
- across the room3d wrcewne

Jimn weould still evalve and changs as the
team developed the game, bul the mam
character was all thera.”

At the time, Playmates Interactive
Entertainment, spacialists within the field
of toy figures and cartoons, had sean
the success of Somie The Hedgehog and
decided to bacame imealved with a new
vidaogame franchisa which waould thamn
lead on to produce its ocwn line of toys and
cartoons. Playmates teamead wp with Shiny
Entertainment — which had already proven
its skill with Global Gladiators, Cool Spot
and Alzddin = and commissionad it with
the task. The arrival of Doug gave Shimy

1 Entertainmment the opporiunity it was

] looking for

“This was early on in Shimy's life, they
weere pricing photocopiars and building
out office spaca and an animation position
openad up when one of the original
team didn't work out,” continues Doug,

“I remember that they were trying to get
Lray O The Tentacha's Larry Ahearn to sign
on and he didn't have much interast. A
number of other lucky moments came up

' that kept that door open to me, | was good
, friends with Mike Dietz and Ed Schaofisld,

' the ather Two main animators at Shiny,

' They wanted me but weren't going to

-

just throw me the job. In the end, the final
taste test was going to be with Dave Parry,
Ha was also at my origingl job intervises

at Virgin Games just four manths earfier
g0 he'd seen my hit-and-miss partfolio,

| think EVW, in combination with Mike

Dhietz's recommendation, pushed me owver
the edge,” With Eartfweorrn Jirm came an
assorted cast of villains, “When | initially
made EW.J in that 45 minute pericd. |
knowar thiat Psy-Cross, Major Mucus, Peter
Puppy and Professor Tick-For-&-Heaad
(later known as Professor Mankey-For-A-
Head) were dong in that session,”

With a haro and willains drawn, it was
time to create a game around theam and
& story. Earthwsorm Jinn was an ardinary
wrrimn wntil he encounterad & space
suil that fell from the sky, bestowing
him with suparharo abilities. However,
the evil Psy-Crow and his cohorts were
intent gn retrieving the suit at all costs
g0 it was down 1o Jim 1o protect his nesw
found abilities while also saving Princess-
What's-Har-Mame from their hands, an
anigmatic nameless character whom Jim
was madly in love with. Whean askead wiy
the lead was & worm, Doug explaing he's
a fan of the underdog. " was looking for
a way to make a waak character have
the opportunity to be strong. That's Ellict
from ET or Marty McFly fromn Back To
The Future, These are underdings who
are given an opportunity 10 be bigger, |
was specifically studying Warmer Bros
characters bacausa ther perscnalities
weere so identifiable and comeadic.”

What makes Earthwarm Km stand out
is the quality of the animation, reminiscent
of early Chuck Jones and Tex Avery
cartoons, Much like their inspiratsons,
each sprite was painstakinghy hand >

RETRO GAMER | 29



P drawn and then re-drawn as artwork
on cells before scanning tham into the
computar. The sama approach was usad
for the beautiful backgrounds that feature
throughaut all the levels, with many
having slopes and Twists 1o give the feel of
a 30 amvironment. Tha amphasis on hand-
dranwen animation rmeaant that artists wera
needed to conjure up the warld.

“I remnember the days when | used to
do all the art on graph paper, ane pixel
at a ume," says Dave Perry, programmer
and designar of Earthwarr Jim and its
saquel. "That was actually a great time,
a5 it allowed really rubbish artists [like
ryaelf) to survivel Onee things really
started animating my cover was blown,
and over the following years non-artists
{like me} had to put down their pencils and
concade. We brought in the big guns (Mick
Bruty was my parmer for years), and at
Wirgin wae had thesr corg anemation team
lead by Mike Detz and he at one paint
evan used Disney Featurs Animators for
our Alzddin gamea! Definitely not a fair
fight fior an average animator. For gamers,
all that rattered was they wanted 1o
see amanng graphics, Nuid motion and
be antertamead. | think top level artists!
anirm ators became & reguirernent and
wig newer went back. | lowed that time as
| leamed so much ghout animation from
our guys,”

Although Dave Perry and his team
weera responaible for programming and
designing, Doug was allowed to contributa
ta the overall style of the game, a rare
opportunity for the animator, *| was green
the robe of saying what the charscier
wiould ar wouldn't da. It wasn"t official

or amything, but | generally got to decide
wiho he weas, whils the team described
wihat this being was going to do. |
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kk im arrived in the sweet

spot of the Sega generation
and It won lots of Game of the
Year' awards1H

ramamber Mick Bruty was creating this
hellish looking lewel, and that triggered

an opporunity for me to make Ewvil the
Cat the main bad guy. There was & lot of
ex pErmentation and gee and take, | don't
ramamber dictating anything or having
amything dictated to me. We ware all
chaging the same goal of making a great
game amnd trying to eram it all into this
impassibly small cartridge|”

The different vehicles that Earthwormn
Jim encountered throughouwt his
sdventures, from rockets 1o the
bathysphere, came about as the game
devaloped. "They'd say, “we nead him
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o ride a rocket” and | deaw an airplans
enging, It had to be small so the sprite
didn’t take up much room, so Jim's main
wehicle wasn't something | came wp with
from the start, but now we can't imagine
Jimn withowt i1, ¥ continues Doug,

arthworm Jim was releasad in

1884 an the Sega Mega Drive

with a varsion 1o follow on the

Super Mintenda in 1995, The

SMES ralease has the better visual
styla of the two, with extra background
scrolling for the levels and animations
for the characters, but is missing the
‘Intestinal Distress’ level of the Mega
Drive game due 1o the latter having
better comprassion abilities 1o store
more levels. A Sega COD and Windowa
85 'Special Edition” were also released,
adding a new level, "Big Bruty’, improving
the animation with additicnal frames and
a completely remixed soundtrack along
with bonus extras.

A zaries of handhald ports came about
as well, but were developed by a different
company. Eurocom released a Game
Boy wersion that left out mamy of the
levels of the ariginal and strugglad with
poor comtrols. i was also responsibla for
a Game Gear relesse which was a re-
coloured version of the Game Boy game
but with choppier gameplay and with Jim
almost impossible to control. The Game
Boy Advance received a port but, although
it looked the part, Earthwormn Jim was
slow and unregponsgive to control, making
it hard to ravel across the large levels,

With Earthworm Jim proving 1o be a
hit with gamears and critics alike, a segual
followed and, although not as mamorable
as the original, was still a zany, enjoyalle
adventure. Earthwomn Jim was this tinne
accompanied by Snot, his green slirmy
friend, who could be usad as a parachuta
and help him swing from surface to
surface. Although still a run-and-gun
platformer it contained plenty of variaty,
fram having to rescue Peter's nephews
from being tossad out of a window to
playing a blind salamandar culminating m
a guiz at the end of the lavel.

The sequel also received ports for
PlayStation, Satwrm and PC in 1956, The
formear raleases added 30 introducticn
and anding sequeancas but didn"t toy and
immprove on the criginals, while the PC

wiCancem ant ol tha prototvpe
ot rum oured Mhaw end
=52 Evliarme i qama
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game featured upgraded graphics and
audio but was missing the ‘Lorenzo’s Soil’
level, While North America and Europs
saw the Saturn release, only Europe
received the PlayStation conversion. Once
again the game would receive a Game
Boy Advance port much later in 2002,

but sulferad from the same problems of
the original with poor contrals and slow
character movemeant,

Dieve Parry felt that Earthworm Jim's
growing appeal was also & question of
timing. " arfived in the sweet spot
of the Sega generation and it won ks
of "Game Of The Year' awards. [t was at
the right place at tha right time. | feal wea
wara very lucky [that] we startad whan
we did, My personal cpinkon is that the
character had an interesting trait of being
both weak (o worm) and strong (8 suit), By
combining tha two it opens the door to do
crazy/funmy things to hinn*

& [EXEE] Maying as a blind
o reder i Sl riteky one oF
thass v roments

nevitably the late Mineties wsherad in
an era of 20 platformers, 56 it was only
a matter of time bafore Earthwarm
Jim would maka the leap into a new
dimension. Shiny Entertainment had
been purchased by Interplay in 1986
and the idea for 3 20 game came about,
Although Shimy Entertainment had staried
work on MUK and neny development team
VIS Interactive took on our spineless haro,
Diave Perry and the tegm wera initialky
consulted on the character's new direction.
“After they commissioned us to produce
the garme, | was one of the team sent to
Shimy Entertainrment to work with Dewve
Perry and the creatives to come up with the
concept for the next version,” recalls Kirk
Ewing, director far Earthwaornm Jim 30
Yet tha jump from 20 to 30 proved
to b far trickier than anticipated, and
the introduction of a new development
team proved 1o ba a sore point, “i
was a nightrmare, our pencil artists had
nio experignce on 20 packagas and
Intarplay let another team make the 30
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THE STORY OF: EARTHWORM Jim

game, which our guys were just hating,” .v

remambears Dawvid. “We wera stuck in
no-man's land; the industry was going
S0, but all our expertise was 20, meaning
faally 20, with pencils and colouring in
hand-drawn cells, The core animators
nener made the transition to 20, instaad
they switched to Clay and continue to
weork on clay (stog-motion) today™
It was also difficult to decide just
hina Eartfivvarm Jirm weas going to look
in 20 and this proved to be one of the
many reasons why the gama was in
developrnant limbo for three years.
“Projects like this are really difficult to
manage and there’s an awful lot of people
with an opinion 1o add 1o the mix; the
publisher, the IF cwner, the fans and, of
course, us — the developers,” continues
Kirk. | remember, for instance, that the
finished 30 model of Jim went throwgh
at least eight iterations before we found
something that evervone agreed on, There
weire also a kot of haritage elements that
just didn't translate as wall into 30 {the
hesd whip for instancel, & ot of time was
spent warking with these things to try and
riake them satisfying, not always with a
satisfactory ocutcome. Eartfrorm Jirm 20
weas my first experience of working on
am original seguel to an existing mega-
property and from 20 into 30 as well. It
wasn'l easy for anybody™
As arasult of its profonged
developrment procasa, there were plenty
of ideas that newer made the final cut. *
gtill have drawers full of sketches for levels
and bad guys Tor that game,” laments
Kirk. "My biggest regret is that
wie didn’t gat mora of the
original cast in there in cooler
wiays. ' not doing it again.
‘" Wea got to make Earthworm Kim
thaugh, just like we said we would
* in the first meéating.”
Although a difficult game to work
on, thers wera still some memaorahle
migments, “My absolute favourite thing #®

gthaneess demical.

= gnd Somic before him, Earthworm

LIGHTS,
LAMERHA.
ACTION!

Ti'lruu weere a popular videogame
character in the Nineties then it was
only a matter of time betore you ended
up with your own TV series. Like Mario

Jim ended up on the silver screen in
1995, Dut af respect for the franchise,
Universal involved Earthworm Jim's
creatar throughouwt the whole process.
“l had limited approvals of tha script
and | designed many of the extras and
i eharaeters that showed up in
each episode,” explains Doug about
hiz imvolvement, “Universal invited ma
to participate in every aspect of that
show, which iz pretty rare. They even
started voluntarily paying me when they
weren't contractually
ohliged to do s0.”
Due to the cartoon-
imspired natura
of the character,
Earthworm Jim
. and his fellow
comrades.
translated well
onta the mediom
of television and
endured many
crazy adventures
im 26 apisodeas,
spread across
Twa Seasans.
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Although the Sanie Adventore and
Saniec Heroes series were decent
platform titles, they were plagued with
unforgiving camera ang les. Sonic's
later ezcapadas im Sonic The Hedgahog
an Xhax I60 were legs than impressive
and Sonic Unleashed was passable
wihen ot forcing you ta play in 30,
proving that somé characters need to
stay im the second dimansion.

SHEDOW THE HEDCEHOE

The darker nemesis of Sonic the
Hedyahog may have fared wall in

the Advamiore saries, bt whean the
time came for him to star in his own
game things dida’t guite go to plan.

An ill-advised decision to aquip the
character with guns and the ability to
decide whethar to be good or avil lad to
a fragmented experience marred with
clumsy contrals,

One of thoge titles that was in
develapment hell far years — eveninally
switching fram ane generatian to
ampther = Malice’s debat struggled
“wiith poor level design, wery lorgettable
winrlds and, once again, a dynamic
,caniera that was very difficult to
cantrol, It wasn't a bad game, bt
didittle to add to an otherwise
overcrowded genre.

Pitfall Harry entered the difficult third
dimension in the Lost Expedition

and the Big Adwenture, which were
passable if mot all that memorable
plattorm-style games, To his credit,
both-games featured rope swinging
and plenty of trap dodging which wera
a couple of the trademarks of the
series from its stellar B-bit era during
the Eightins,

(N THE KENGERDN

Az heroes go, a hoxing kangeroo ks
certainly a little ditferent to the normal
platform character, bt IlI'I‘lI:H'I*tBH’
hestill struggles ta stand out from

the crawd. While his first game
sold admirably, despite being fairly
average, the sequel didn’t fare as well
and failed to endear him to platiorm
vidangame fans.

=Mat content with 2ating pills and baing

chased by ghosts, Pac-Man decided

tiv give the 30 platfarm gig a try and

with mixed resulis. The Pae-8an

Wirld series had some nice ideas bt
strupggled with camera issues. Iranically,
the hidden 30 mazes ara tha highlight
oves the main adventare, proving that
gametinees the original deas are bast,

Dnce the glittering star of the MWesion
series and the enjoyable Mickey’s Wild
Adventwre, the intrepid mowss antered
the 30 world with Epic Mickey Tha
first ganie was full of nice ideasz bt
struggled with a tricky camera, while
the recent sequel failed to build om the
original’s concept. Hopelully the Castle
0f Nlwsion remake will ba a return to
form far Mickey. =

Az a game that was never canceived
as a plathormer, the decisian ta make
Froggerinto a 3D adventure was an
extramely strange use of the franchise
and didn't fare well at all. Frogpar’s
Groat Qwest (it really wasn't) and
Ancient Shadow were paor shawings
far the amphibian, and even 30 remakes
o the orighnal 20 idea lose something

im translation.

While he was never going to threaten
Sonic’s crown, Bubsy's first outing
on the S5ega Mega Dirive was a salid
litthe: time-wastes with its own
identity, Competing with the release
of Swprer Maric £4 was never going to
ke eazy, bat the releasea of Bubsy 30
showcased a world of poor controls,
terrible camera wark and ropey
viswals, Sorry Bubs.

The fugky alien duo crashiéd onto the
Sega Mega Drive in several groovy
adwentures andEventuhlly made the
leap to 30 on the Xbox. Despite a
waliant attempt to build on the original
games’ enjoyable concepts, Tosjaar
And Earl IlI: Mizgion To Earth received
a mixed reception from critics

and lans and attained poor sales
wordwide spon ralease.

Thoe resident Bandicost may have

- captured hearts with the PlayStation

games, but future relaasas in the form
of Twinsanity, Crash OF The Titaos

and Mind Dver Mitant as fully-fledged
30 games had mixed resulis. As
videogame icons go, he is still a family
favourite and will no doubt reappear
some day.
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Stars of Cas

i b4, Carrie and
Reinhardt ca the wampira killing
tradition passed down by the Balmonts.
After Super Castievemis [V this game on
NG4 struggled with combat and camera
problems and was a disappointment to
critice and fans. The recent Castlavania
om Xbhoy 360 and P53 fared much better.
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P weas working with the voice 1alent,” 1
explains Kirk. “When Dan Castanella |
turnied wp to do Jim's voiceover there was '
a revered hush across the room. Mot for '
long though, he's nuts|” '

Az examples of 30 games go, there '
were certainly worse onas on the market
and, while tha game had its problems i
with difficult contrals, an unresponsive '
camera and fairy ordinary level design, it |
did & decent job at retaining the off-the- |
weall hurmour the series was renovwned -
for. When it comas down to why -
Earthworm Jim flounderad in 20, Kirk s
admits that it was never meant for the i
character. “Earthwsgrm Jim was designed |
as a 20 character from the outset - -
evarything about it; the backdrops, the !
animations, the supporting characters, all |
existed in an insane 20 world and some !
elements just could not be comincingly
translated into the 30 Wormiverse.
This meant a kot of rethinks on what
was going to work. If I'd realby
had my weay back then 1I'd have
made it lookfwork more like
Abe's Oddyses”

Understandably, the garme
receivad a mixed reception amaong
gamers. The fan-base and critica
struggled with the unresponsive
camera and felt it was average
and uninspinng, especially when
competing with high profile games
such as Rayman 2 and Super Mario
&, Despita evanything, Kirk Ewing
felt the criticiam was fair. "It wasn't
a5 good as it should have been. |
lowed the first games and | wanted
it to be better. You take criticism in
context of what was possible and '
try to learn feom your mistakes, That t

gaid, I've given the game to &

" ol

It of younger kids since 1hean and
thay ve raally iked it. Litthe kids are stupid
like that.”

et 30 wasn't the only problens that
Earthworm Jim had to contend with.
He was also the star of a side-scroling
platformier for the Game Boy Color called
Earthworm Aim 2: Manace 2 The Galaxy
in 19849 Onea again the game |acked tha
invertivenass of its predecessors and
focused more on collecting coins than
platforming. Awkward controls and poor
level design meant it was an experiance
better left on the shelves.

fter Earthwvorm Jim's ill-fated
daliance with the third dirmension, i1
was time for our hero 1o hang up his
space suit and burrow underground,
resurfacing occasionally to cameo
as a secret character for Bartle Arena
Toshinden (PC) and a playable fighter
in Clayfighter 83 173, Thers were
moments when it lcoked like
Earthweorm Jinn swould make a
comehack — in 2003 concspt art
for a proatolype game were
leaked for a PlayStation 2 and
Xbox ralesse.
In 2006, a PSP wersicn of tha
garmea went into development,
and although earty screenshats
suggested that it was a remake
of the oniginal, it was promised
j to ba & mew adventura featuring
- W environments, Super
h Suit Ohverdrive power and an
‘ expanded range of moves and
attacks, Unforunately, publisher
Atan, cwnars to tha nghts of tha
franchisa at the tinne, hit economic
difficulties and developmeant
camea to a halt.
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THE STORY OF: EARTHWORM Jim

e

k| remember drawing while
istening to Heetwood Mac and |
created Jm and a numbenr of
villains in 45 minutesl -.! DOUG TENNAPEL

o s G | Pomad

azrass from the Games Bay,
Farrimerm o strugged o
peErfam el an B coissa

[ H s Boy| Thelack ol
hiarEorc: TEans thar e hiikd
vansions of Fardvwoem Jho e
difficui o play.

w H B Wide 511, Farthisum
o | ks the part bk
sireggles in Feeep o tte big
coreal varsions

With thea exception of Gamaeloft’s
recent HO remaks an Xbox Live Arcada
and PSM, the prospect of another
Earthwwarm Jim appesrance is slir and
a fourth game even more unlikely, “We
hawve talked about it many times bt
the team members all hewe succeasiul
carears doing their own things now,”
remarks Deve Perry. "K's not impossible,
but it"s not likely for the time being,”

The legacy of Earthworm Jim may be
owar, but his advantures stll live on fandly
in the minds of gamers and in the haarts of
thage who brought hirm to life, “In the end,
| rake art for other people and Earthusorm
Jirmy mioved & lat of peophe 1o kve &
craation that | don®t entiraly faal worthy af.”
comments Doug. “In the end, it"s not about
me. What | make has a life of its oven and
wehat it becomes is not a reflection of my
o powver or ability, I'm just happy that
something | was invalvad in put a smila on
50 many faces. It's antirety possibla that
nothing alsa | make will have the same
effect on 50 many pecple. In some ways,
| neser thought so many people shared
rmy tastes inwhat | thought was funmy
or nteresting. We'ra all living at tha nght
Mace and at the right time for me to not
only make Jirm but for 50 mamy peopla to
anjony it."

Many thanks to Katherine
Garner of Rocketworm

hanane rocketworm.com |
for providing concept art
and sprites for this feature,
Thanks to Dave Perry, Doug
TanMapel, Kirk Ewing and

Mike Dietz for their tinma.
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Lk s debutl -

HAS &

stagguring leat hack in the day, 2
enrawiling Tamtasy sdvaniure the ikes
af whieh gimply showen T have heen
pogsitihe an B-hit hanware, Itwas
here that mary of the standards and
leatures af Bath series and genna
waere: first estahlished.

Modern

AELEA SED- 201

I'his cisturhing

LTI
advardura from Supes Mear Bop
creanor comund kchlilen hae
digtinet Zakfavibe abaut i, althowgh i

alsa mives in random generatian and
rafuslike slamants 1o ensune that no
Taa playthraughs are ever the sare
An updated version of the came is due

lor rElEARE NAXT year

HETHO AIMER

GREART GAMES THART NEVER RERCHED UH SOIL

= COHORDINATES: 5001 H 13FLE

BAME ORIGIM

= COLNTRY; JPAN
2 + POPULATHIM: 127433, 6%
 GTAL) TR
+ MATIOMAL LAKGLMGE:
IAFARESE

+ CLERREMCY: YER
& TIAE BORE GHT+5

RAERU NO TAMIES
NI HANE WA NARU

» IT LOOKS LIKE A ZELDA GAME,

SOUNDS LIKE A ZELDA GAME

AND WITHOUT IT, THERE MIGHT
NOT EVEN HAVE BEEN A ZELDA

GAME ON GAME BOY. LUKE
ALBIGES REVISITS THE JAPAN

ONLY ADVENTURE THAT PAVED
THE WAY FOR LINK'S AWAKENIN

id you ever play a Zalda game and think to

yourself ‘yeah, it was okay, but it could have

done with a few more frogs'? OF coursa

you didn't. Nobody did. Still, just as in any

good episode of Dragon’s Den, we're here
with a salution to a problem that doesn't exist. Only
in this case, sald solution involves you getting to play
a great game you've most likely never even heard of
before. Despite its low profile in the West [on account
of not being released here), Kasry Mo Tame N Kane Wa
Naru - or For The Frog The Bell Tolls, to give the game
its translated title - has pedigrea behind it as well as
influence beyond. And while it's perhaps not exactly a
classic in its cwn right, this amphibian adventure has
a place in the history books as the game that laid the
foundations for Link to go handheld.

You see, the engine at the heart of For The Frog Tha

Bell Tolls is an earky version of the one that would later

|Earne Boy] Civons Eogpar;, Sear Sax, AAb King. . . could it be thatthe sascret of preat
pampdesgis pst o gve o fiog 2 starning mie?

ke wsed for Link's Awakening, the first portabls Zelds
garme and one of the best games in the franchise, But as
much as its design would inform the later Seida game, it
is also informned by previows ones. While A Link To The
Pastwould return to the template of the oniginal, For The
Fring The Ball Tolls Instead takes its cues from Zalos I
The top-down viewpaint works wonders for warld map
nawvigation, but dungaan axploration takes the fomm of
several side-scrolling sections — a format that the Game
Boy Jelds debut would also use.

Oine key difference, though, is that Far The Frog The
Bell Tolls doesn't really have a combat systam per se. You

IMPORT OMNLY:

G DEEFPERS ST

TAALTTH ...

The

engine at the heart of For

The Frog The Bell Tolls is an early
version of the one that would later
be used for Link’s Awakening

approach an enemy and the entire battle takes place in &
dust cloud, outside of vour contral. Life is slowhy sapped
frorn both player and enenvy based on attack and defencea
ratings until enly one is left standing - regular enemies go
dowwn pretty aasy but in the case of boss fights, you nead
to have tha beast gear available and a full life bar in order
to come out on top. Its a simple syatam but one that
controls progress brillianty, even if the lack of interaction
may not be ideal. The same mechanic would later be used
n 5 addity Freshiy-Ficked: Ningle’s Rosy Rupesland - a
rarg axample of a spin-off bormowing from the inspiration
rather than the source material.

Going into For The Frog The Balf TolNs after several
yvears of playing Zelda, vou'd find it hard to miss the
varous similarites, Mechanically, it's extremely similar,
friom the basic structure to the equipmant menu. Music,
whila courtesy of a different composear, is also pretty
close amnd the rest of the audio, including those little
fanfares when you pick up something valuahle, is on the
same page too, Anmaton is 5o close that some of the
sama routines are actualby reused in Link's Awakaning
- Link's death spin is commgn in For The Frag The Bell
Tolis, while there are countleas other deja vu mioments
waiting for amyane who has servad their time with the
Wind Fish.

L L 3 L1 L 1 ]

Withile: many may dismiss Link’s
diminimtiva hancheld nuting for mot hiawing
many of the usial LTankes, whe'd anguee
that, even withind the Hyli sefling
and trular prncess, it's bl ona of the
Leat Jamak In tha saras. ﬁﬂ""l:'{l Yy Was
adiaphed brilliantly o acoomadate the small
scraan, and puzzla and dungaon dasgn sl
Stands it B8 ancantiongl eyan II'l:|ﬂ'|.T'I:'i
Giame Boy Color re-refeass prinved o ke
even hetter, with new areas and puzdes
that took full advantage of tha shift from
i chireEns 1o full elour.
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[Eame Boy] Lisa Jaks & d ingaans taka tha fum of sie-seralig sserians. ¥eu can umg and
chimh frozky, thaughthie rest of tha mechanizs go enchangad.

£2? ...2212 U dD4.... 12
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|Game Boy] Losing a fight sends you 1o e ospizl. Thame's no penalty for death beyond having iz
rirbll kg Miarms, &0 mephing o'

Too many great Japan-onby games will never be enjoyed
by rany Western players due to the language barrier, 50
it's with mad respect for the people responsible that we
gel o say that there’s a brilliant fan translation out there
for Kaere No Tame M Kane Wa Narw, 1t's perfactly playabla
without, as long as youw don't mind missing out on some of
the nuance and most of the characters being named after
puddings. But this is an important slice of gaming history -
if the dedication of a fan translating and re-coding the entire
scnpt can halp educate and entertain more peopla, wa can’t
sae how that cowld ever be construad as a negative.

Any Zalda fan owes it to themselves to check out Far The
Frog The Bell Tolls, It's a simpler game than most of Link's
autings but looks, feels and plays like & proof of coneept
for ane of the best games in the senes, Hands-off battes
stand out for baing entartaming if not imechang, a mathod
that games like Assassin's Creed still employ to this dany.
Side-scrolling sections are ace, though vou'd expect no 255
with Matrald veteran Makoto Kanoh on board, And neat
gameplay girmmcks like allowing the player to translorm
into wvarious ammals {no, not just frogs) elavate this to
aomething more impressive, semathing more important
tham it might otherwisze be. As the missing link in the Jeida
timeling, fans would do well 1o befriend a faw frogs and fill
in the gaps in their nowledge in the process.
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SYSTEM 3°S THLE OF MAGICAL INTRIGUE AND MYSTERY
TREES PLACE OUER - LITERALLY -THOUSANDS OF
YEARS. GRAEME MASON ExPLORES THE CHEATION AND
DEUELOPMENT OF THIS CLASSIC ACTION-RDUENTURE

W

¥ 1388, SYSTEM 3 SOFTWARE

HAD BEEM ESTABLISHED

FOR SIX YEARS AND WAS

ALREADY WELL-KNOWMN FOR
GAMES SUCH AS THE BEAT-EM-LIP
INTERNATIOMAL KARATE AND THE
EXCELLENT SERIES OF LAST MINJA
GAMES ON COMMODORE 64. Eager to
step up production, owmer Mark Cale had
already begun overseeing the development
aof many maore projects, maosthy in line with
his athos of producing onginal gaming
expariences rathar than games based
an licensed properties — & trend that was
becoming increasingly commaon,

3@ | AETAO GAMERA

One such project was Myth: History In
Tha Making, and Mark himsalf explains to
ug the initial idea. “I wantad to construct
B game uging stories that people could
identify with, something well-known;

50 we bagan rasaarching rmyths such
a5 tha Hydra, Medusa and the Maorsa
legends with the idea of putting them
into a game,” The basic format for Myth
wiould ultimately work as follows: after
an initial leval sat in Hades, tha player, a
contemporary hero summonad through

# PUBLISHER: SYSTEM 3
= NEVELDPER: F-HILUSE

= RELEASED: '307 [R-BIT),
1951 {14-8IT)

time to do battle with an avil demon, » PLATFORM: VAEIUS
is transgported to several different eras « DEMIRE: ACTIORY
including ancient Greace (400 BECL, LD ERTURE
N NnnnnnInniREAnmnnInnn
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Scandinawia (900 AD) and Egypt (3000
BEC). In order to procead to the prasant
deny and a final showdown with the main
wvillain, Daermearan, the levels had to e
traversed, puzeleas had to be solved and
aach and of leval guardian la famous
miythical creature parverted to evil by
Diaemeron} had 1o be defeated,

Work begen on Myt in 1988, with
development taking just over a vear in fotal
for tha B-bit com puters. The programimer
and graphic artist team of Peta Baron and
Bob Stevenson worked on the ariginal
Commadore 64 version. “Bob and | had
just finished a conversion of Konami's
Salarmandar,” begins Pata, “and it want
diown prathy well. So my agent, Jacgui
Lyons, hooked us up with System 3 and
Mark Cale for its next project” Pete was
handed a docurment detailing how Syaten
3 imagined Myth that could transpire, “It
wasnt great, truth be told, and largedhy
a sprawling collection of mythological
ressarch jammed into an ordinary platform
game." After plucking wup the courage,
Pate and Bob approached Mark Cale
with their reservations; fortunatehy, the
Syatam 3 chief agreed and listened keenly

FFad4n il §

1o the new design offered by them., Peta
explaing: “We thought they'd gone too
in-depth. Qur impression was that if the
nmyths weare not pretty much commaon
Enowledge than they would be too
abscure for a lot of players, Soowe went
aut and bought a few childrens books,
with ane title from Penguin | remember
bamng particularly wseful for source
matarial. Amything aimed at pre-teens

wie i a5 being full of perfect stuff to
put inta the game,” The design produeced
by the prograrmming team was based
around key puzzbes that reguired aithar the
aforementioned ubiquitous mythological
knowledge or some old-fashioned
exploraticn and exparimentation. Each
section was to include one or two puzzles
with three sactions per load and four loads
in total. This, mixed in with sssordpley,
ahoating acticn and platforrming, would
make up the gameplay for AMyth, There
wias no doubting the team's ambition,

wir on the JX Spectroem and
Arnztrad, coding duties were
handlad by Creative Raality's Meil
Dachavall, with eolleaguse Dave
Dew working on the graphics, “Together
with Jas Austin wa wera working for
Martech writing gameas auch as Memesia
The Warlpck, Tarzan and Rex,” says Meil,

THE MAHING OF MYTH: HISTORY IN THE MAKING

AL L .
L]
: ...__. !_,,I L
iHe UlReR MY ITH
W Earlier in 1984, famous advemiure publisher Hﬂgl'"éllt Sorolls relapssd
-“_r'-!rl. & grnall sdvantine Jald :.'II'I|3.' ta members of an Advepturar's Club called
Olficial Sacrels. We say sald, il was achualky given seay [ree and procured a
Crash Smashin the process. The game focused an just ane legend, that of
lhe Greek Gods = specifically Poseidan = whom the player took condral o
Thankiz ta ils limited relesss, the Magnetic Soralls game remains relstively
chgoure and 5 one of the more
lamed MA games on wehsile
Warld OF Spedhrum. "W wers
never aware of any alher game
called Myth” sdmils Mark Cale,
“ard ours weas alwenys called
Adythwilh Lhe sirapline Ssiory
The Maviing bacause we l=ll the

phrase was perfect considering
the dasign af our game.™
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“but we falt
Wl WErEn 't
really earming
enough and
considered it time
for a change. Than ana
day, someona recomamandad
wee talk to this agent.” The sgent
i guestion was none other than Jacgui
Lyons, and within & few denys of mesting
Jacqu, Dave and Meil were also an board
the AMyth project. “Systam 2 seamead
to be a pretty cool company o work
for | remember Mark Cale was driving
a Farrar; | turned up 1o meaetings in my
Ford Capril ™ laughs Meil. Howewver, aven
the design documeant rejigged by Pete
Baron and Bob Stevenson failed to excite
Deve and Meil. “It was written essentialby
for the Commodaore 64 and didn't seem
1o be something we could reproduce Tor
the Spectrurm. Sowe simphy decided 1o
interpret it as best wa could.”

Dieapite the technical limitations of
the ZX Spectrum, Creative Reality's
experignce on the Sinclair machine served
thermn very well when it carme 1o Myth. “las
[Austin] had tried this technigue in Rax

*¥120 ima

g
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s [Amiga| Eeen the high scone

[see Retro Gamer 112] where we avoided
attribute clash by having a colourful scene
that the player want behind rathar than in
frant of amnd vee used the same prnciple in
Adyrh.” Although the techmigue had besn
pronaared in other gameas such as Virgin's
Dian Dare, it was a combination of this and
the superb animation that really caught tha
eve in the Spectrum version of Mptfe “That
probably came from me wiiting & program
that allowed Dave to animate as frealy

as possibla and to then compress and
saquenca the animation into the gamea,”
explaing Meil. “We'd alao written Qur own
sprite animation tools a5 it always seemed
1o help having our own software,” Despate
this, Mail stll has reservations about the
anirnation. “Although it had a lot of frames
and looked great, playing it now feels like
wvee sacrificed playability for viswals a little.
Actually, I'm surprised it all managed o fit
into the: memaon:.”

64 coder Pete Baron was

also impressed by the job

Creative Reality had done on

the Spactrum, * Thay realised
very early that our design plaved to
the strengths of the 064, yet what was
amazing was that they didnt then reduce
it to the lowest common denominator
and rmake a second-rate game; insteacd
they re-designed it vany carafully from tha
ground up and made & classic game in its
owm right.” Perhaps the biggest change
wveis the lack of serolling on the Spectnem
wversian (“There was no way we could do
that on the Speccy, 50 wa usad a window
that mowved
along tha

Ul | RETRO GAMER
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map but overlapped the previous screen,”
recalls Meill, and the shift in focus from
swordplay 1o shooting. But there was ane
big prablam commaon to both games, as
Pata Baron tells us: “It was an ambitious
game, and Mark was shaeys kesn to get
produect out very guickby.” Time was,
ironically, the weams’ greatest enenmy.
*Consaguanthy wee wara up against somse
pratty harsh deadlines and in the end wa
weent gwar quite significantly, Fortunatehy,
by then it weas gone far encugh that
everyoneg could see the game was going
i be something special.” Nevertheless,
the tima issua did force the programmers
to compromise when it came to the
incongruous conclusion to My,

“The: final level wasn't ariginally
dasigned as a shoot-"am-up,” reveals
Pata, “as we had some realby weird
hallucinogenic-type ideas wheare defeating
the Egyptian tomb hesd given you
lewitational powers 50 vou could jump
and howver for @ while over anather mainky
platform lewel. | wash wa'd had the tirme for
it.” Spactrum coder Med Dodweell agrees.
“We had spent 50 kg on the main levels
that | think we had anly two or three

danys left mﬁthm bit, 50 we just kind
of thraw it togethear,
It all seemead a
kit rendom, and

g
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B b= Specirum version I':I.II'I"EI'I"[.' il a1 52 in e Lag 100 garmes vslor

charl on'World Ol Specirum and nurmber 120 the Fouwr Sinclsictop 100
games chart from 1993, as voled for by the Y5 readers.

B Pate Baron himself sdmits that the decaying healih feature on the Cha
WETEIOn whad & rrislake; L was a lasl minuls decision made anly becagss
we had complainis Irom Lesbers thal the game was too sasy. Bul by Lhal
limne they kneesw all thie puzzle solutions so wene just Besing this anthe

fighting difficubly”

B Whem the files far the garre returmed from Gerrmany fahers the copy-
probection was incorporabad), il was more lightly compresssd than Syatem
Jweere pepadting. Cansequently, wilk o lillle exira spescs fo playwith, Bah
and Pete spent a day digilisng awelcome message far the Ca4 wersian, “And
i’z ane of the things that peaple shways rermember st about the gamel™
girilag Feala,

B Mal Do dweel] slso wrole lhe Amsirad version al Myth T was mainly aclive
for Creative Reality an the Amstrad soi was nalwral | should converd &pif;
for Sysiem 2 as well. | wrobe hoth sersions on the Bioor inimey hedroom ak my
parent's hoase as | didn't even hawe a desk hads thenl™

B The expansive slory thal accompanied the ariginsl B-bil wersions al Myth
was writien by Tim Best, whio also devised the story to The Last Mina

B The music 1o he Comrmodons &4 version was frem begendary Dutch
comrpasers Mankszs Of Molse - ska Jeroen Tel,
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| donr't thank it makes any sense really.”
Systam 3 boss Mark Cale has a diffarant,
mora calculated wvienss on Myth's stranga
final part. “We felt the shoot-'em-up genre
wias still popular and that, after all the
platfarming and puzzling, the player would
want a changa and that it would be a
pleasant surprisa.” A5 a result, the shooting
lewel remnained intact in all subssgquant
vargsons, and, despite it incongraity, made
a refreshing change st the end of the game.

yitr: History In The Making on
the B-hits was & big hit and
scored impressivaly in the
gaming press. Zxap! reviewed
it in Movermnber of 1983 and comments
varied from “completaby amazing™ to “a
wwondarful mix of arcade sction”, deapita
the reviewears still noting a relative obscurity
of some of the puzzles, Sister publication,
Crash, was egually effusive of the Spectrum
viersion, concluding that the game was
“Great on brawn, graat on brain, great

an graphics —a winner!™ and scored it an
autstanding 96 per cent,

Mot content with the C64, Spectrum and
Amstrad versions, System 3 touted Ayh
to the Amarican markeat and ensentualby
found an interestad partmer in publisher
Mindscape. Taking the swashbuckling
Commadors 64 version as a bass,
Mindscape felt the game wasnT strong
aencugh an its owem to succasd, leading
it to shoshom Mythinto its Conan The
Barbarian license. They releasad the gamea
an the Mintendo Entertainment System but,
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at this poant in trne (1997}, felt the system
sl had not achieved a comvincing foathaold
in Europe; rasulting in Conan ultimatehy
anhy seaing the Eght of day in their cwmn
territary, Megmehile, Systam 3 pressed an
wath thie Armiga and Atar ST versions that
naturally incheded upgraced graphics and
ather tachmical mprovements, but suffered
in & genre that was starting to look dated as

INTERNATIONAL games design began to slowdy advance into
ﬁ:ﬂE 20, Additionally, an ohlgatorny changs from
EVETEM: the release of Conan The Barbarian was

the arbwork = it was obwious the evocative
ariginal cover and advertisemnant depicting

ATARIST

YEAR: 1985 & conternporany young man dressed in
THE LAST NINJA  188ns, T-shirt and traimers with numerous
EYETEM; riythical creatures hovering menacingly
COMMODORE &d, ahove hirn did not fit into the Conan canon,
gﬁ::ﬂ;r AMIEA Therafore, a genaric barbanan with ripgling
PUTTY SGUAD rmuscles was created for the NES advarts
SYSTEM: SNES and box art and, when the game eventuslly
YEAR: 1792 mace it onto the 16-hits, Syatain 3

kept the thame., The original ﬂ 8-hit
“mare mortal” storyline
N More.

THE MAHING OF MYTH: HISTORY IN THE MAKING

ete Baron says excitedhy, It was &
little too late in the Commodore
64's life cycle to make me famous
at the tme, but it helped a lot
when Bob and | went 10 sell our next
concept to Dewvious Dasigns which paid
the kills for the next 18 months! | sl
get a big buzz every time | see & new fan
site or @ good reference to the garme -
I hiegehy prowd of i1." Mesl Dochwell is
agualby proud of his taam's versions of
Myth: *Eapacially within the bounds of
what the ZX Spectrum was capable of,
| think wee did a brilliant job. We mads
a viery Spectrum version of what was
assantialy a C84 game. |t was made avan
mare wiorth it when the reviews came out:
getting & Crash Smiash was the highlight
of any game developer's carsar]™ But we
leave the final words, and 3 surprising
admission, 1o System 3 boss Mark Cale,
“Wa alweys aimed for the bast, so weran't
surprised whean Myth got & Sizzlar and a
Crazh Smash. ' proud of all our games,
bt this one in particular for the diversity
batwaan the Spectrum and Commicdons
64 versions. | actually think the Spactrum
warsion is best!™
On that bombsheall, we think it's time to
step back into ancient Greece once more...

=i]|| INLL L

TLLO THH

W 'Wiith the MES wersion of Mynbedapied for a vecant
Lonan (e Darbanan lieenge, the arignel artwaork had
Lo b= changed. Compare here the boo arl lor Uhe original
E-bill wersion depicling the “mere mortal” yanked from
the Ah Century tn the muscle-hound barbarian star of
the MES and Lo=hil versions

3
B

Mamy thanks to Pate Baron, Meil Dodwall
and Mark Cale,
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Famicom Dk Spstam | Teking the sbais

Famcam Digk System| L

Al 1ha miscs

MINORITY REPORT: FAMICOM DISH SYSTEM

nalas 1o baos! your gauge

To
Exclusive to Japa n, the Famicom Disk ' y -
System represents uncharted waters 9 ' Do Systemece double s
for even the most dedicated of retro i i
collectors, The console hosted the gkl
debuts of Zelda, Metroid and Kid Icarus, - dnph cbeirganmourced .
but here Damien McFerran runs down , [ [ \ \ bl ot
the other gems waiting to be found OTO c KY aoczaon  eyayl scone A EP1ANO SCORE pleproaeti e

J with blasting enermies. The visuals are  clear forebear of Tetsuya Mizuguchi's ?::_:;;; S i it
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music creator.
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B Music games have become mora
common as gaming techmology has
advanced, but there are examples

as far back as the §-bit era - Orocky
being one notable release, The gamae's
cute boxart and underwhelming
graphics belig the groundbreaaking
concept that lies at its heart. The
brainchild of designer Tashi hwal -
who would Eter create the similary-
themed Electroplankion on the
Nintendo DS - Ciock yis a unigue
fusion of side-scrolling shooter and

Placed in contral of 8 cute-looking
spaceship, you must use a ball weapan
to destroy anamias and collect spacial
iterms. Eight-weay fira allosws you to
influance the music which plays in
the background — epch of the eight

FEEFTFTFEFTFTFVYY|

diractions triggers a differant musical
note — and taking damage causes the
ball weapon to shrink in size, making it
harder 1o seore hits. Collacting special
icons alkows you 1o switch your current
instrument, changing the background
music and the sounds generatad by
your attacks. The gameaplay is unigue
im that levels scrall infinitely until wou
Tl wour weapon gauge 1o the required
lewved to tackle the boss. When this
happens, you are transported to a
different screen where vou must take
diowen the aforementioned guardian.
Ofackywas one of the first action
video games 1o feature user-generated
msic; the game even featuras an
unlockable ‘frea play’ mode inwhich
wOU CaN COmpose your own ditties
weithout having to concem yourself

relatvely sparsa, ewen for a Famicom
game — lavels are basic affairs with litte
amvironmental detail and ensmy aprites
are similarly lacking in complexity, This
isn't as much an issue as itwould be in
army ather game, because with Otocky
it's almost termpting to closa your ayeas
during pley and soak up the baspoke
tunes your bution presses are creating.
The Famicom Chsk System's lack of
ex posure cutside of its native Japan
has relegatad Oifocky to the status of
forgottan classic as far as Western
Mintando fans are concammed, but its
influence — and that of its crestor — can
be falt in subsequent titles. Althowgh
members of the now defunct Sega
gtudio Unitad Game Artists hewve
insisted that it wasn't an direct
inspiration, Ofocky can ba s2en as a

[[MTYFE oooo01?] ToP< o2oooo
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on-rails shootar Rez a 2002 release
wihich would take the core concept of
Space Harrier and Panzer Dragoon and
introduce & musical focus, Ofocky’s
esteemed reputaton has caused
second-hand prices (o rise steadily
over tha years = tha disk and plastic
casa alone can fetch around £30 - but
completists will want to grab the fully
boxed edition, which shipped with

a large instruction manual and was
packaged in a fetching cardboard
box. On a side note, the game was
endaorsad by Japanese songstress
Matsuki Ozawa, who more recenthy
created quite a stir by becaming an
adult video model = something of a
carear change from lending her name
to cute, miusic-cantric Famicom Disk
Eystem shooters,
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» KNIGHT MOVE » K PETTE KITA » BlIO MIRACLE

MARIO BROS BOKUT TE UPA

B DEVELOPER: MINTENDD B YEAR: 157828 B DEVELOPER: HONAM| W YEAR: 1788

B An action platformer with a o

Al SENSHI NICOL » \'S EXCITEBIKE

DOKI DAISASSOU

B DEVELDFER: JALECD W YEAR: 1987
o i P 3s i e '

B DEVELDOFER: RHONAMI B YEAR: T9E7

England 1o

by Konami. The player ar--.l..lral:l to track dowen three
i M changes

dismaonds ¢

Fam
ater find its wa

hant exarmphe o
hone: popular Westarn games can be altered to suit
the tastes of .J |:-.anu__ _uuun.:F-s Meedless tosay, a

frarn the M "|I'F| 55

collectable Jrg-ah- due to the
creator. Mot to be confus i
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B Bearing more than a passing

fecus on fast action.
Set during the Edg perigd of

rilers and put an end to the evil

B DEVELOPER: TAITO B YEAR: 198%

W The Saqual o the 1986 ancac
Camet, this werticalh=scrclling shoober &

cabanal ac
agquations and fracton

redeass on the Sega Game Gear handheld. & 1 . character traverses a ._-=|:|='|-I1-u '.~u..rI|:| m saarch of a

highby enitertaining Blaster. cure fior his beloved sister.
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» SHIN ONIGASHIMA » SUISHO NO DRAGON

B YEAR: 1987

| Uniqun fﬂl ﬂs- rr"lF' i |:E. adwentiine fithe b
B Famicom Mukashi Banashi: Stin Onigasioma ]
= {a gpver the garme 115 ull uthe =

separate releasas, both launched in JEII:IJ'l in

i

Sepber hn-_-r 1987, & text acdhveniure at h—-arl

that makes 5k {he Uur'.'.rt.. Ly
-I:-llt, 11.. S |:I|5k." '.--.'hul'l switched on — the second

iy run -.--.-lt"u.Jut1J"--r|r5 The EJ:1:|.J|:||
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regamblance to The Lageand OF Zelds -
another notable Famicom Disk System  provides the musical accompaninment,
rélease - Nazo Mo Murasame Jois a
samurai-themed adwvanture with a tight handy when youre on tha game’s

Japan's history, the garme fuses reality
with science fiction, with the central
antagonist being an alian from ouwter
apace who controls aomea of Japan's
maat poswerful feudal lords. Haro
Takamar must infilrate well-guarded
casthes 1o defeat these braimvashed

xanamorph’s reign of ternon, With its

large maps, fast-moving enamies and
surprisanghy steep challengs, Nazo Ma
Murasarme Jo certainly isn't for the faint-  SenesinJapan in 2004,

» SUPER BOY ALLAN
R b d
‘ - "_ -

NAZO NO
MURASAME JO

W DEYELOPER: HINTEMDO B YEAR: 1968

hearted. Kaoji Kondo — the compossr
hahind marny Mario and Zeldstitles —

and the simplistc visuals eome in

rmare challanging levels, whera being
able to clearly spot advancing foes is
witally imgortant An earhy release for
the system, Mazo No Murasame Ja

was not as commarcially succassul

&3 many ather systam exclusives and
consequently never saw releass outside
of Japan, K remaing something of a cult
classc and has been referenced in tithes
such as Wario Ware DY, Pikrmin 2.and,
rmara recenthy, Mnfando Larnd on thea Wi
LL it was also releasad on the Game Boy
Achvance as part of the Fanaicom &

g i W W W ri-:,i-'.-.al'.-r.,l-..i' ul
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» TIME TWIST: REKISHI
NO KATASUMI DE

N DEVELOFER; NINTENDO EAD/ PFAX SOFTHICA
W YEAR: 1%F1

B Like Shin Onigashima, Time Taist

tatasurmy Dewas released an b

ot Arc, Adolf Hitler, Alexander the Great and svan
Jesus Christ. Releasaed in Juby 19871 — aight manths
after the launch of h IJ|:H" Famicomn — it was |'||-_'

FALSION ..

e : | T ——— ==y
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B Another Konami-made Famicom
Disk System exclusive, Falsion is
unigque in that it makes usa of tha
Famieorm 30 Syatem headset, which
used LCD shutter glasses to create
the illusion of 3D depth - a technigue
not antirely dissimilar to that seen on
Sega's Master System 30 glasses.
Iranicalky, the reliance of 30 tech
limnited the game's appeal and it was
never released outside of Japan,
Taking inspiration from the likes of
Space Harrier, Falsion adopts a third-
person viewpoint, placing the cameara
directly hehind the titular space craft.
Enemies fly out of the screen towards
the player, and can be shot down swith
lasars or homing missiles = the lattar
af which are limited in supphy and give
the game a similar feel to Sega’s iconic
After Burmer, Power-up items make

8 DEVELOPFER: HUMMINGBIRDSOFT B YEAR: 1984

=an BPG sirrdar o |

Dungeon Mastar Desp Dungaon startad an

MINORITY REPORT: FAMICOM DISH SYSTEM
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vour ship d k
faster or ! -.- ™
rastock yvour missiles j t & . t"_.".‘j.'
and each leval ITI ]
has its pwn boss which must be -

defaated in grder to progress, The

game is perfecthy plavable without "
tha 30 glasses, but its impact is

undeniabhy diminighed as a reault. The

presencea of & craft named “Falchion

B* —which looks the same as the ship

in Falsior - in the 32-bit PlayStation R

title Gradius Gaiden has led many 1o B s
consider this Farnicom Disk Systam 131;
title & member of the Gradius series; ol
which has anby enhanced its appeal

'-'I.Il[h colleciors |Farmicom Disk Syetanm] Luckiky, Faisian i parlecily plavable withoul the aapenstes 30 glassas

» DOREMIKKD
B DEVELOPER: KOMAM B YEAR: 1987

- .]:r ] 'JI.'|'||| I - ;:l;:ll_'!l_l W ll, a
SB-oution kE"'t':'! styhe den for compcsing

entire series that continues to be popudar in Japan x : tunes. Yet ancther Konami exciusive that failed to

evan today.
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make it gut of Japan.
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» EGGERLAND: SOZOHE | » F/ | GRAND

NO TABIDACHI : 3 ALLY

l E-Iuarl'gr in.-:plrud by 1} By

composed by Kinuyo T

to rake this ome of the Famicomn Disk System's mione
= l'_'l',':l.Jh action titles — it's a real _.|'|:|'|'|E| it nenver

B The sequel to Famicam Grang Prix: F1 Race,
this titla substitutes Forrmula One cares for dirtbowving
ralhy wehic ||:|_. haria ann:l Luigi teke stam "nu n..Iu_. and

B DEVELOPER: HAL LABORATORY W YEAR; 1988 B DEVELOPER: NINTENDO { HAL L ABOR ATORY
o _ W YEAR: 1988
B 3 .

adds graathy o the game's longs
Entr-,' anpea’e-:l in 12994, but since
wrland =:=f'-=-: ha-’-—- r|:|r|'l.:|I'F|::| .Ju_.'
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Curators Darran Jones and Damien McFerran
walk you through a museum of some of
gaming’s greatest icons, as chosen by you

From the surreal achventures of hner Wik

i the platforming explois of Mario, it would
appear that everyone loves 8 good videpgame
hera, Sorme characters are srngle products

of ther trme, while cthers are canstuly

planned 1o compete aganst meal mascots,
Sonne wideogame herces like Lara Croft

helged redafine the perception of fermalas in
widaogarmes, whie e creation of Guybrush
Ihrespswood stammed from a simplke kove of
pirates. No matier theer onging, evary Singe
character ower the following peges has become
forever agsociated with videogames ahd, in

the case of & select few, haee outgown The
riedm thiy Staried off m o becomea cullura
icons inther owem mght. Mano, Pac-%an, Somic,
Lara Croft and even Master Chiaf have becoms
superh examples of this, and ther faces adom
evenything frorm T-Shirts 1o bnch boxes
Although Mano predictably carme aut on op ol
wour list, we wera more nierested in grouping
classic characters togather, ika you rmight find
in an actual museurm. Join us then, as we revesl

WOLIN Rrsona Fasourmes fronn The |ast :_‘":' o0
WwEars of Gammg

ug | BETHD LHIMER

YOUR UIDEOGAME ICONS

‘I AM PROUD
QOF SONIC BEING
PLAYED BY SO MANY
PEOPLE AROUND THE
WORLD. THANK YOU

VERY MUCH"

Yuji Maka, clearly pleased that
peaple still love Sonic

ASONIC THE HEDGEHOG h

BEIRST APPEARANCE: RAD MOBILE B Y EA - 1591

It's rather fitting 1o starl off wodh ong of the
mixst recognisable wdeogame characters of
all trme in cur musewn of the stars

Regardless of whether you feel his newer
outings are up to the same standands as his
Maga Dive glory vears, there's no demeng
tha shear impact that Sonic has had oves
tha past twio decades. Virtually every aspect
of Sonic’s creation was designed svith one
cyal in ming, to become a ival 1o Manio
A a resut heowent throwgh numnenous
aascn changes, mciuding & dog and ewen
an armadilc, before Sega eventualy ssitled
on its iconic Blue hedgehog that is now &s
unimistakable as Sega's own logo

nfike Mano, Sonic was edoy, He wes
cool, shreaiwese and & workd sedy Irm
Mintendo's fmendy plumber, and gamaears
cred brm fior it WY'hen you think of Sonic you
thirk of speed, a spunky attiude and those

gony 0ays [T WOL Wesng i J2am ﬂl,-':gﬁl WwhEn

Sonk's Staggentg success dlowed Sega
to clawe back the console market share thai
Mintendo had dominaed for so long.

Sonic soon outgrew the Mega Drive,
RNy QNtD COMics, caroons and replacing
Alax Kdd a5 Sega's mascot, & position he still
hiodds today. You see Sonic kong betore you
588 Segats UK ofhice and his popular armis-
crossed pose is a constant remmender of the
nherent coolneas that never rubbed off an
the marmy ather sidekicks that Sonic has been
sacdled with cvar the years

Ha admrttedhy lost some ot his charm once
e finally found his viice {something that
mrarmy videogame characiers hase been ouilby
afh @l ha's Squaredy armed al the younger
s lion ncae, Bul it's Rand not ta ook 1
Sagas mascot and not get exnciad. Few other
characters say widapgames a5 wal & Sonic.
Mt bad for a charactar who started off as
‘M Needlemouse’
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8-bit heroes

From the vine-swinging exploits of Pitfall Harry to the pill-munching
madness of Pac-Man, we highlight gaming's earliest celebrities
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AMIMATION HAD TO FIT 1IN
AM EIGHT PIXEL WIDE BY 16

HALF-PIXEL TALL SPACE’
David Crane on creating

Pittall Harry
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YOUR UIDEOGAME ICONS

SPACE INVADER

ARAMCE: SPACE B VA DERS

.
o l.-.
s [ .F

SABREMAN

B FIRSTAMEARAMCE: SABRE WULF

[ PAC-MAN :

B FIRST APPEARAMCE PAC-MAN B Y EAT: 1980

Pac-Man is ang of gaming's eariest chasacies, s01s
hardhy surprsng that he nermans so by entienched in

the memory of today's gamars. Onby Sonic and Mano
received more wotes fram you, whech is an impressive
echievement for a character that was partly nspired by
& simple sice of pizza. The regson behind Pac-han's

SUccess and subsedpaent populanty was nol the fact that

_|_|: PITFALL HARRY

W FIBST AFMEARAMCE PITFALL! B W EAR: IWAZ
When David Crane hastly sketched out the concept of Pitfal Hamy, lithe did he keow
thiat his hero's debut adverture swoukd go on o shift oeer 4 millon wnits. Pidall Hary
tapped intd e pubbs's unger tor adventorers ke Indang Jones ad became an
unofficial mascot for Actwson, appeanng on numeious &ds, fhars, manchandise and
Evin a caripon | Safunday Superrads, which also featured segments on Donkey Kong,
(et and Frogger amongst ofhers), He's arguably dipped n poowlanty in recend years
— b5 lptest adventune, the highly enjoyveble PEATTwas confined to mobile devices — buf
s chedr that yvou Sll b phendy of lowe for ane of gammg's oldest achaniurers

DIZzY

B FIEST APPEARANCE: DIZZY B YEAR: 1987
His Kickstarter may have recenily crashed and
burned, but there's stll plenty of ove for Dizzy if wour
wRes 5 anvything 1o go by, Dazy comes from that
rrEacal Urrhe N GAarmne wWinere e & B WEArmg
bowing gloves could tum into 2 celebirty. First created
by the Cliver tevins for Codermasters n 1587, Dezy
took 3 fitthe whils 1o catch on but steadly buis a cult
foloweng, ensunng that many of hs segquels wens 1o
the lop ol ther respeactve chants, Wers unlizaty 1o
evier sae a brand new advenune, but the 106 mrmake
of Pance OF The Yool at least allows him to be
enjoyved Dy a new generation of gamers.
1 I

=0 | HETH] AFER

MINER WILLY

B FIRST AMPEAR AMCE MANIC MINER B YW EAL: 1983

Few computer characters &g as recognsabie
&g Matthew Soreth's Miner Wik, Like many
videaagame heroes of the Exghties, he's definiiehy
a product of hes time, tut he dso reoresents what
mamy consider to be a goldan age of gaming
fdanc Adiner was a huge hit on the Spectoum,
with Matthews Sarith’s surneal sprive designs end
resEsierlulby ceScyned kewets comibining o creale o
af the sysiem's definng games.
Although not the most onginal ot characters
— nith's hang and his game were partly insgired
oy Bill Hogue's fdingr 208 — Willhy went on to
DECOME @ Tar mone KOonic Teopdre, Darthy ous 1o
hawng 4 hall-aecent back story, bul rdamty due 10
the eccentacty of Smith, who became arguably as
iconic over the inervening vears &8 the character ba
had first created
A husnble miner by tracks, Bliner Wily is ons
of many popular videogame characters whase
gamapldy sprung from a distincing working cass
background. Onby in this case, Willly doss good,
gvantuahy finding a fortune and going on to owna
epgantic manson which wolld fomn the bagis for
i o seauels, Jef Sef WA T and 2

o any gamer, regandless of their gender or skil
Seant monihs afer Pae-idan's relepse, Mamoo
realsed it had a huge kit on s hands and 1b Soom

canstant pubhs reminder 5 aue o pan 1o Namoo's

he was instanthy recognesable = although we'd angus
that it certainky helped him — but that he was accessible

bagan to crank out sequels and marchandisa over the
interwaning years. Even today, Pac-han merchandse
is everywhere, with his cute veliow fizaog spoearing
on ewerything fiom docks 1o cufflinks and siness balls
— enguring that he's newer far from the public sye, This

chevermass al constantly brrging s masool back n 3
neEw garmes every lee years, Hes appeared in oeer 30 Sdvance ad. 1...ru..= o3
cfficaly keensed games sinca his TB0 dsbut, whils
the 2007 smash hit Fac-fdan Championsiio Edibon =]
endeared him 1o 3 while new genaration of gamers. P}HE’ EAF’&{;:I%
Today he remans a massive culiural icon, hesing S il i - o
. - BUBBLE BOBBLE e,

depeansd 0 canoang, music = frorm Buckner & Garoa's o W

W EAR: 187 F e
Toejam and Ead cerainy - "'.\
but Bub and Bob ware tha 1
deouble act tom

Facsian Fever to Aphex Twin's Fac-idan album in
1992 — and even mowvies ke
Sootf Pigrm Vs The Woeld
Ewen pur S2-year-old
Paan Ermees anoul

Pandvian, a further ‘| HAD ORDERED

testament 1o ust -'J"- RDUN D pIIE‘\

hine: popular ) J'\ND IT .!"frl'\.q h‘i ITFSING yee = LB
the yedlow et A PIECE. THE SHAPE OF st fondly remembers them.
rnunchier actughy WHAT 15 NOW F-'*.{:"II"-"LI‘\N

T FLASHED THROUGH MY

MIND" AO i B

J_[: MEGA MAN

W FIEST AMTEARAMOE MEGA MAKN B Y EAR: 1927
Fewr characters have fallen as far as Megs Man has
iry the last ten vears. Back in the Bighbies and ey
Mnatas he was a massve deal, hawng appearad in
six WES games which in tum led 1o hinn becoming
Capcom's official mascot. Instanthy recognisable
tharies to hig nathy blue threads and the fact that his
rght & s & Puge Sannon, veary updabes kepl m
popular wath gamars, while his unigua ability o sieal
the weapons of bosses he had defeated mads hirm a
highty adapiable and versatile hero. Vuhile he's faced
soimie embaressng cencelations in recent wears,
the mssnve cheer Mal announced NS ApeEarancs in
Super Srnash Bros sugpests be sl has plenty of fans

I-I

Thru hwatani on Pac-Man's B FIEST AFMEARARCE .
bizarre inception WANTED: MONTY MOLE ' hy
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HORACE
B FIEST AMTEARAMCE:
W FAF: 1982
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YOUR UIDEOGAME ICONS

Newer heroes , Y, | GORDON

| . Al FREEMAN
AR b e by

W FIRST AFPEARAMCE:
1 ' i

, [LARA CROFT Y

W FIEST AMPEARANCE: TOME RAIDER WY EAR: 1958
Lara Croft ks the most important femas game cheracter of all trme, proving that arahing men could doin
ganres, gids could do st as well S much mane than ust 'Indiana Jones with boobs’, Lara ingtanthy s3ood apart
fran othier characters of the U thanks 1o her anstooratic roots, datinet Engleh aooent and the fact that she
starred in 4 genunaly groundbreakng wdscgama. While the ongmal ncarmation of Lara wasnt as wal Heshed
ot a5 Ahianna Pratcheit’s 2003 varsion, thers wane encugh insghts inte her background to miake her far mone
chynarnic than many of her pesers, Inspired by both Jamie Hewlett's Tank Gl and the pop star Meneh Chery,
creator Tooy Gard created Lara 10 be a counterpant o al the fimsik-dressed fermale characters that werne
presalent &t the e, Lara epitomised the same ‘g power’ which had powened the Spce Grrks 10 global sucoess,
bang a harcine that was [ust at home explonng ancent cnalsations &5 she was i Cnoft Manor, and sha eventusly
bEecame bigger than the games she starred . Mowes ware made, coundess secuals were delbvared = frst by
Cora Design and later by Crysial Chnamics — miodels were used fo portray ber inred life and she even made the
cower of nom-gamIng magaanes like The Faca She kst her weaay wath Cong, whien the emphasis wias mone an her
breast size then her adventures, but Rhianna Pratchett got her back on rack with |25t vesr's. Tomb Batlker reboot
" '

- -

L ol ) 0 s Sl

SPALE HMEL 3

THE SECRET OF MONKEY ISLAND 4 ) HALF-LIFE : - B YEAR: 1999
W Y EAR: 1991 i W Y EAR: 1990 !

i,

Saga's cute Space !

When Valve unleazhed

GUY
WCE DOOM
W vV EAH
Thanks ta Dog

T i e o e i T e e

e e e e

({CLOUD STRIFE X

W FIRST APPEARANCE: FINAL FANTASY VIl Il Y EAR- 1957
"THE GRAVELLY Wae ware rather surprised at the inclusion of Cloud Stife inwour final selecton as he's a hard
VOICE, THE FLOWING f character to kowa, Unlke mamy featuned here he's something of @ moody sod, full of dichéd
BANDANA, THE BIZARRE teenage angst that initiahy makes him a vary difficult heno to Bee, ewven if he does depict the
FRIERDS HE KEEPRS AMD . I epitorne of cool with his spisy quiff and hugs swand
_Tl IE ENEMIES HE MAKES. .. . Wi say indiglhy, pecause Cloud has one of the best ransformations of amy wdeogame
-':I'N-"'u H.E I'_"l IUEI-T A B."'"l. D- n "IT 1 cmaracier from WS pensd = slredy ranstanremg o & [dvened o thal wou San really getl banind
REALLY IS5 THAT SIMPLE Was he remaing sury and aloof at times, and yes he never really manages o sxuds the coclness
Play magazine's Luke Albigés sums of his dark mimrar, Seghirath, but his wellwrittan background gives ywou a kean insight into his
Snake up perfectly | character and really alows wou o connect 1o hirm on & persona kevel, 115 8 dever piece of weiting
f that in some wiays makss hirm far more relaiable than more popular icons like Bania

i

"THE ONLY Sl ETIS T e e A

THING THAT e S '

WE HAD TO e
; CHANGE DURING i
WV EAR 1987 DEVELOPMENT

B FIEST AFTEARAMCE: METAL GEAR

A master of tactical esponage and WAS THE LEVEL OF _
blesged with one of the gruffest voices i DE F.l':]' RMATION ':-'IN h MASTER CH IEF
viceoggarnes, Snake rmade his debut in the THE CHAR ALLTEH'_'-I ! ';
1587 M5X2 ttle (st Geavr but would Lo g - ' i L% B FIRST AFTEARAMCE:
Yosh Kitase on Cloud v
find global fame in the 1355 Play3taton . n.:ﬁgld,#:,s:nﬂw E: : .-'T. H LO: COMEAT ENOLYED
|

fithe Adfeia’ Gaar Soid Since then, Snake's k- i

W FIRAT AIMEARAMCE STREET FIGHTER B % EAR: 1787

A wandering fighter who desines nothing more than 1o be the

master of his craft, Fyu's dietermined stare is dmost &s iconic &s
his whig karate oi and red goves. Since his debut i 1987 s Sires!
Fafifer Fyu hag Deen an evespresent face in the senes, rght up 1o
the present day. His ‘Hadouken firekall 1= one of the most instanthy

racognisable = mot 1o mention copied = special moves in the one-
on-one fighting genre, and his "Shoryuken’ Dragon Punch is deadhy

wehien used a1 tha right Sme. Friend and rival Ken Mastars shares

the same moves and besic sprite design, and is alnost & amous
T r

HE THI GAMER

advernues hewe sold over 30 million copies,
rmaking hinn one of video gaming's mos
bankabke 2145 = he's even bagoed himsel

a cameo in Mimendo's famous Smash Bros
senes aongside Scnic. Meial Gear Soid
I The Fhantorn FPavr wil take Snake faeel,
ane werson of him, arway] ing the next
genaralion, and wall no doutl dusirate wiy
he's becomae such an com: creation. Not
oad for a character that's Datanthy modeled
on Kurt Russell's turn as Snake Flissken in

Eacane From Nesaw York

e L

e

.’,] _ EYEAR:20M

It's hardly surprising that such & mew character
poreenad g wiy info vour haars. For the last 12
wears, Master Chef has been a3 epresentatve of
widengames a&s Mano, Sonic or Paclan. lconic
thanks %o hes trmeless amnour and Hat helmet,
hlasser Chief —or Petty Officer Joha 117 &3 he's
koo 10 hes: frigncks — may be @ man of e waonds,
bt b aoeen't e thern, Master Chief, lice the
Doom manne and Gondon Freerman betore ham,
= & man of action, but he continues 1o expand his
woratulany with each neswy advensure.
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YOUR UIDEODGAME ICONS

Rl Scemed it 1o Give them their very own alery’

:—I: DONKEY KONG

"SUPER MARIO 64
WAS THE FIRST GAME,
| THINK, THAT REALLY

MADE A CHARACTER OUT OF
HiM, FOR EXAMPLE WHE ;
SPOKE ON THE TITLE SCREEN
e OF THE GAME. IF ANYTHING,

FSPECIALLY IN THE USA. |
THINK HE HAS BECOME THE

W FIEAT AIMTEARAMCE DONKEY KONG M YEAR: 198

Dionkey Komg, marked the first appearance of both the tiular
ape and Mario hirgelf — making it one of thie most significant
oames in the history of the Japanese company. Shown &2 3
durrts and spiteful rmoastern in the anginal tles, Donkeey Karg
weould later nse to hanoe: stardom & part of tha Donkey Kong
Country sanes, which started on the SMES and has sinca
moreed onto the Wi, Wi L and 305,

Shigaru Mivamoto's first sash-hit wadeo gamea tor Mintende,

SAMUS ARAN

__ WFARSTAITEARAMCEMETROD
WYVEAR: 1986
Few videogame twists can match that Tiamant
at the and of Aedrod when you realise that the
beady space maning wou™we bean confroling is in
fact @ waman in & bikind 115 lite wonder thea
that bourty hurter Samus Aran has beoarme
one of Mintendo's most calebrated = not ta
manbcrn controversial = characiers. Super (Watrod
cermented Aran's status &5 a suparstar, whila the
fidedronl S tnlogy 500k her 1o new hewels of
farme. 2010's Metou: Other W dvvdied opnion
howeavar, gving Sarmus a woice fior the first time
as wall &5 a shghthy annoying charactersation.

54 | METRO GRMERA

BEIREST APPEARAMCE: DOMNKEY KOMG B Y EAR: 1981

E LINK j

B FIRST AITEARANCE THE LEGEND OF ZELDw B WEAR: 1986
Like s0 many of Nintendc’s most famous charecters, Link began Be as 3 bich of pxels
in a wisually prirnitive B-bit world, but has snce grown to become one of the cormpamy’s
most desn and complex takents, His poday appearance in the sary MES tites has since
given way 10 a rmature and edgy design, but recent outings Such as The Ling Wikey
and Fhantorn Hownnass hae dloead Lok to return to hes endeanng rocts. Held m fagher
regard by mnamy Nintendo fans than even Mano, Link is a frue wdeoganing legeand.

15
Vi

il A i

-
e

It wwas almost & fonegone conclusion that Mano would fop your Ist;
Mintendo's plump phimber s unquestionably one of the most iconig
faces in popular culiure, nod just invideogames, Singe Minfendo's nge to
power in the Eghties, Mario has appeaned in some of the best pleces of
nieractive endartainment ever craatad, and has even been gried with 3
Holhwood cuting — although the less said aboug that, the bettar.

Although hario started out in tithes like Donkey Kong and Aanio Bros,
1was 1985 Super Manip Bros that truly set him apart from the legions
of ather sute and cuddhy massots. The first game to featurs umping on
thes hezads of enemies = now & platform gamng staple = the S-bit dassic
sokd milions and contnbuted to the MES' vice-lke grp on the marketpace.
Saquels inevitably follewed, and for mmamy playvers there is no finer 20
platformer than Suoer Mano Wenia) a SMES launch tite that chalenged
plaveis wath findimg 96 diffaret exits in the game’s massie word

Wil rary 8 and 16-0 charactens struggked to adapt 10 30, Mano
mada the leap {no pun miended| with assured aplomb. Super WWano &4
rermans one of the finest games of all tinne and has bean improved upon
oy the likes of Super Adano Sunshine and Super Mano Galaxy on the
Gamelube and Wi respectively,

Of courze, Maro's canser hasn't been resticted to just platform games;
me's also a kaan racer in tha Wano Kavt seres and has mad his hand a2
miedicne [Or Mano), art | Wano Pad} and sport {Ware Golff Adano Tannis,
Super iano Stokarsh — proving that he's not just handy at fiking your
taps and seving prncesses. Manio's lhsticus CV dso incledes the ikes
of Super Mano BPG, Paper Mavio and Mavo & Lugy: Superstar Sapa -
although e the latker garme he 15 forced to shars sonean trma wath his taller,
thinnes sibbrge Al inal, Mano has starred in ower 200 differant garmes,
miaking hirm one of the maost wel-traveled and recognisable characiers in
the realw of interactive entertanment,

Mario's cute appearance may seerm somewhat autdated in this age
of ypernealishe wsuals, but we have 3 feeing that he'l sl e thiling
gamars m mary years 1o coma. Nintendo has done a faniashe job at
combinng a universaly aopealng characier with engagng and compeling
gameplay — someshing that fval Sonic hasn™ always been able to do.
Marp hag been able to adapt and enich whatewer genre he fackles
and s gure 16 reman 2 valuatle weapon n Nntends's arsena
tor a considerable amouns of ime.

el :'-':"'.':_"

e e

il
{
ik

. ..I.i.:-l
e

ICON OF NINTENDO"
David Brabken pinpoints the

success of Mario
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“SEE YOU
N THE BEACH”

From the million-selling Beach Head to pioneering games like

Leaderboard, Links and the Tex Murphy series, Access Software was

always ahead of the curve with its product line. Mike Bevan looks
back on the legacy of Bruce Carver's celebrated company

"1 teve Witzel recounts, “1 actually
sold Bruce Carver his first
Commodore 64." This, we infer,
L was possibly the same maching
used to create Beach Head, the game that
first brought the Access Software brand
fame and commercial success.

"l owned a retal compouier stone,
Computers Plus, in Midwale, a subuwrh of Salt
Lake City,” Steve explaing, “A lot of people
weith B woere ust hundgry 16 inlofmatan
People wanted to know everything about
the inside of the machine and Commaodores
wedsn't wery forthcoming. Bruce was an
angireer with & logal firm caled Redd
Erginmenng, doeg lamge construcion
prajects, and he Bought the G4 and realy
got interastad in learning to program.”

With his background in electrical
angineesrning, Stewve’s knowledgeable
demeaanour meant that Ced gwnars wara
aften corrergg inle the slore D ghaan bohmeal
information and Swap prograrmming tps tos
tha machine. “"Bruca wiote a itle sorite-
editing progrem and brought that in, and |
gave hirn g few ideas and said I you made
a fwe adjustrrents, wou ke v wioud Sell
s praduct m o the stone, ™ he recalls, “And he
veds guite surprised and went back and made

ihase changes, and winen wie slaried sallag
the priogram he got very axcited

It was, as they say, the beginning of
a beautifiyl friendship, Bruce's program,
Sprtermaster, sokd wall enough W convince
e That thene mighit be somethung in
thes home computar pragramming lark,
specifically on the O6d. "The Access
Sottesare brand was bom with Spritemeastar,”
seny's Swevie. " Bruce kept doing hes day b
anad staried on ks next game [§ Stae Tk
nspired 30 shooter called MNeuira! Zoma |
He camie back and said vou Enow, | realby
don't knowey how to sel’ soowe started 2
consultng relationship, | was kelping him set
U ERSNEuUan reElvearks, & DEen wehien the
proggrar started 1o el he carme Dack and
sand ‘| ' haveng trouble copyeng the tapes,
our audic-dunlbcators just anen't wiorking well
angaugh.” Whe finglly felt we hit the Dig-tinne
b | dasigred a Bttle devics for him that
Allavweed e 1o capy Sy casselles Al ance
Wa started getting quite a large distabuton
matveark and ke decided to quit Fis day job,
and the gwners of Redd achually imested
maney n Aoeess,”

'1:--|n:J.r'i:Er of Acoess Chris
Jones ramermibers, "in the
garly days, we worked
J out of Bryce's basemnent,”
whike emplowed 85 an accountant
at Redd Enginearng, Chins
parinered wath Bruca in order 1o
hande the business side of the
carmpery. e weare duplicating
the gannes for distibution
cesggrng box arl, adveriang
art, averything... it was a trua
Dasameant operation. Wihen
Bruce developed Meuwlna' Jone it
dicl reasonatdy well which geve
US S Dredling raom and we
could bring others aboard 1o help
with szles.”

w (T4 The hrading sam ATV Fram
oA th s ramarkahly realcl i phyees

INSTANT
EXPERT

W fopess Soltvaane was founded Dy engnesr Enice
varver and Busness partner Dhis kones in Sl
L= Dby, L, Thes cormpany wisl ncorporabed in
hersember 1987 on a start-up budget of £35,00001

W The name Aonesswas chosen after Bruce and
nes menas scanned througha dchoneny ooking for
{he peerfect Lifke for the buginess ARsrmalne names
that were coresdened were Acbon Software aneg
Cemer Sol

W T connpary & begl knowsn hor 554 btkes like
Beachy Wesd Qo Thver Masoosad Lesderbean
1he= PC godl Iranchige Links and Lhe arilically
axlaimed Tex Murphy deteciive-nar adeeniure
series, of which Sve games were released

W In the UM Aicess Saftware produol s were

d idri buadesd by LIS Golid, Starting with Seech Mg
The LIK-based dsinbutor struck a deal wath Ooean
Sofeane, which converied games like Brach
Haad andl S Cher Mooy o Hhe Speciman and
smsirac CFC Tor the Bunagean markst

W The speech inthe Cédb version of Beach Head §
wias thewoioe of Doug Yandergrift, the artist who
designed mast of Acoess Software's packaging and
s An Drecior for the hrsk bavo fox Murpiygannes,

Blthough simpliste, Meutral Fang
demonstrated a key aspact of Bruce's
developing skill as a garme designer =
attention to detail and the integration of
litalike physics — something thet had bean
erugrained i birm thraugh b rabe 85 an
emgnear. Playars fned projacties that flew
in a parabolic trajectory at enery targets, a
feature that would ra-emerge in the most
farnous section of Beach Heaa along with
Mautra! Jone's fille-heawy exnlosion effects
bBam from s expenments with the 064%
S0 ghip.

“Wha had talked about a game cantred an
a World War Il congeot, which ewernibalhy
bsescame Bageh Hagd™ recals Chrig, " That
garme e incrediby weel and put ws on the
miap.  also gave us an opporiunity 1o gat in
with chain steres and major distributars.”

Bazch Head also marked the start of a
profitable reletionship with the UE-baged
distrioutar US Gold, the carmpany that waulkd
miarket many of Scoess Software's future
products in Europa

“I had this picture in my mind of the
plever shooting down eneny aingraft frorm a
shin,” Bruce stated ina 1987 intendewy wilh
Corrrnadone Magaane "Dnce | had thought
cut the ant-arcraft dea, evarything elss
revolved aroumd that ceniral thame. [Chns
and ] werne both okd wer movie fans, and
Beach Hean was the parfect outhet for aur
irmagmatores, 1 alloeed us o 1ake our Favounta
tilrm scenas, rarslate therm 1o graphics and
actualy participate in the acticn.”

" Basch Head CB4 was the garme that
stancls out far me persanalby ™ says LS
Geld's founder, Gealf Broe, | oo’
bebieve howe fantasbc it loocked with smocth
animatian and vesy realbstic graphics. The
gamegnlay was like nathing | had evar seenin
thie LK, streats shaad of the competing LK
praduct. | seem to rememiber guerantesing
1o sal T00.000 unts. . 11 everbsally Sakd cue

: .ﬂéun E :__J::;:qﬁuq-...r.l“__J
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SEE YOU dn THE BERCH - ACCESS SOFTWARE

£4] Bruca I} b a milion. Bruce Carver shook vy hand and
i for Agcerss, Al the garme shook up the UK CB4 market. A
Sk ferner days later | took it to a UK games show
wingere the whole stand was just 8 poriebie
Labde: wath & G4 runming the games. | recall
Anil Gupta af Anirog Saftware caming 1o
look at the garme and tefing rme later that he
veenit back to his guys and told them 1o scrap
evenything they weere wearking on. The bes
b bszn faiseed

T th Beach Head, Bruce saemed
to hawe hit on a sure-fire design
foermiula, linking a collection
of dverse game saquenceas

vl a mntans=nsmred storyding, dressecd
weirth, weihat weene for their trme, cutbing-edge
graghics. And despite receiving some input
from Chris and Stewe, Bruce, a rancwned
perfectioniat, wiould do &l the codng and
ragrees an s aarly F4 garmes by imsall

REMEMBERING
BRUCE CARVER

"Eruce wias o rmulli-lasher,” sy bis brother Roger “ie we grevw, e did less

programeming, but he was. always inenheed with design. n the end, be didn't
hiaer thee tim
designar, Itw
really g sy ;

"Bruoe wias & greal lamily man, had awonderiul sense of humaur and was
a laugh cormpetitar in any garme Lhat we ployed. adds Chris Jones. "In termesal
the business, he was inoedibly smart and mult-talented and could do all the art,

and prograrmming for the games

2 always arnaded al hoey the images on the someen felk 50 three-

dirrereiorad in e ersraniments thal we veere restriched to bacaise gl premitive
cornputing poveer. His unigue lak=nis ol enginesrng and bis ol allowed
him o oreate ilusions that were
remarkahle. Wewnuld come wpwitha
and then he wauld take it
firom thana
“Thee anby wiay one person oould
accnmglish i 0 be o with
anunbelemble work cthic, and Bruoe
ne unider the table, He

il maag b

T
TVEE_ 1% 'Ir-ﬁ
nilkDkad Ti &

"The orly artist we had on staff was Doug
Vandegntt"” says Steve, “He was par-time
and stil wearked at Redd and did al the
Coners lor the Access games up watd the kast
fiwe or 5 years, He was actualy an Bmmmy
gwand-sinning artist”

Aocess's next game reonsed this
guccassiul mult-genne approach, mowing
fraem tre D-Day-nspired setting of Seach
Head to a rather more controvarsal Cold War-
themed action game. With a ludicrous plat an
par with the John Milius movie Red Dawen,
Rawd Chaer Moscowy save wou striking back at
the Russian capial in @ futurstic fighter cnalt,
in ondar to prevent nuclear bombardment
from those pesky Sowets. It's easy 1o look
back an the game a5 2 bit of harmmbess fun,
but it's wiorth rermembening thal, fallowing
the shooting down of 20 unarmed Earean
airlirier by & Fussan Su-16, and e counte's
rwasion of Afghanestan, US-5oviet relabons
wears exiramely sensitive to say the keast.

"US Gold befewer thaf gry publicity was
gaod publicity,” savs Ohg. “They felt like
ey coukd gt the product notosd on the
map by ‘protestng’ in front of the Russan
Embassy in London. Thes was dunng the
Feagan years 50 there was high tansion
bepwean the LIS ard Fussia, Howswver, the
conbroneriy Al getl ws natked and helped
prop up sales. And snce it ddn't igrita a
vedr, | guass it worked out. " The game
veds ancther hit for Acoess, despite the
negative regction, especally in Finland; wheans
pancked riristars debated it in parfament
arwd 10 GErmarmy: whene Acoess wias foned
to re=title it simphy Hag

Wore controversial to actual players was
the apening of the game, wihene wou had 1o
verestle the nertial jystck confrals of your
ship whie pressng & tuncbon ey 10 oden
the hangear doors of the launch bay. "o my
mind they made a few things too hard,”
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sornewtal ke Battlesons wilh whal we

ad,” says Brent. “Aiter sevaral iteratons,

W amarged as a fulunshc spacs

e Frhsinn swas ane af the first

| _.-.-|.- he an ¥

i
L

rrue 30 games
olhaer at the time was Ebfe We neaded 1o
display objects and terrain at a lange distanca,
50 | came up w at weoukd

JrOject QDpECls at distance and &1

= e e
Jd1 2 R ]

et Peell relativeby fast | think

wrr e at oo fpst, Thie ather chalenge was
rtteng all thie data together. This was all dons

using large sheets
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converting s aarmes in atfer

platforms such as the Apple Il and
Stari 4007200 and 5T, white U5 Geld had

- T Li iy Do L - m TR
20N DUSY Darung aaacn mead, Aaid Lhwar
tlosooay and athers o the Specirum and

arnstrad CRC. 100 Frame Echelan s

F LA T e -
VYOO Ligss Lead

e e e
= R

Jamng spin=or
WWETE Tha TIrsT O

The latter tweo releasas

o - - H
AT conversions

yas ey only patent,” says
e days bafore

= A1

0 WwWias The 55

d ang everyone Said i was

tat st heape

DS I0NE, WG O] LI 557 L] Ao

WHE

Bruce Carver

RE ARE THEY NOW?

Steve Witzel

e S ALIRE

B WTTH

LA )|

reri turrerily shares

RS NITE CHTIAEET

advergure. Tesla Efect while sten g

Tt ¥ i " . —
rld the shoes of the ledora-donsing |
dotective val aa80 N s s
Roger Carver

He CAre, Reger conbinues ja be inuobed

Taragng apucsaon

ANDITAEE Irams

< S0 e hrol Dogy

S S S

[T ey
e Virlual Gol
ong on lechrol ooy and

1
1
i
]
L]
P
i
I
1
i
i
L]
]
i
: Jared o h the gesign al
I

£ 5 - g e e e -
O ADCASS HDeS W0 recaliys

= e e iy Sy e T

m IETHO GAME




ERNAN

T rE e

b

TIVIELINE

ERULE CARYER CREATES
SFRITEMASTER ANDBEGNS SELLING
IT I ETEVE WITZELS COMPLTER
SIIRL. ACCLSS S0F TWasL 15
FURMED 1M HOWEMEBER THAT YEAR

ECELSS'S FIRST GAML, MELTRAL
FCHE. B PURLISHED, FLLOWED
Ev BESCH HEADWHICH FROVES &
PHENDMEM AL SUDCESS. WS GOLD
ACRTES T DISTRIBITE PUTURE
BETFSS PRANLICTS W THE LK AND
BARTS OF ELIROFE.

ERUCECARYER ATTEMFTSTOD
RECREATE THE SUCLESSHUL

EE 8LH HE iy FOR UL & WiITH THE
COMTROVERSLLL CELDWAR-IMSFIRED
RUs 10 CWER MOSCOW. OTHER ALCESS-
FLIBLUEMED GLMES THAT Y08 sif
CLLIES FOLLIES &kl THE SCR0LLS
OF KEADOK ROOER CARVER MIMS
THE CORMPLKY

BE&TH HEADN: THE DICTATOR
STHIKLS L0 HITS STaRLS
ACTCRMPAKI DD B B ]
REVIEWS Ikl THE GAMKG PFRESS

BRI E CaRYER DE SKikS THE TEN-
FiH BTG SIHLULATION [0TH
FRAME. FRIGA TH THE AELEASE
OF THE HESHLY &00LABAED
LEADIERRACART LATER THAT YE&R

ECHELGH AMDWORLDCLASS
LESOERACART ARE RELEASED
A D BOTH OAMES ARE FOATED
TO THE FC

TEX MLFRPHY MAKES HIS FIRST
AFPEARMNCE IN MEAK STREETS

ACCESS PUBLISHES ITS FAIRST
Wih-OHLY TITLE LIMKZ: THE
CHELLENGL OF GOLF

THE FIZST CO-A 0k BASEDTEX
MUSFEY & DVERTURE. UNDER A
FALLIKG WO, MITS THE SFELYILS

THE LAST TEX MUREHY GEHL,
CNMERSEER, 15 PLIRLEHED 0K
[RT-RIM

MICRCEOFT BUYE SCOESS
SOFTWASE MO IS INTEGRATED
INTETHE MEEBOSOET Gakl
STUCE COLLECTIVE &5 SalT
LAKE CAMES STUDID.

MICRCE0FT REMAMES THE STUIND
TRIDHE G L

TAKE-TWO IKTERALTNE
FURACHAZE S THE STUDK FROM
MICROZOFT ARD T IE SEREMED
IR HUILT

TR LT SH LTS DEWR ML
ELILT, BRIKGIMG JILST OWER 10
YEARS OF FIIKEERI KO GLME
DEVELOFRENT T0 & OLOEE.

-

L6 In the early days,
we worked out of

Bruce’s basement 37

CHRIE JOMES

2 pikRiELL B
prnion i S Fiiniisr

P Acoese's final C64 tite, Mean Strests,
wis grnother ambitious offering that jumped
o the PO platfarm. Using a modified version
af thi Echelon 30 enging, arnd Teatuing
striking digitesad graphics and speach
caurtesy of BeslSound, it infroduced an
erigrnatic nes herg ngrned Tex Myrply

"We felt Echelor had done reasongbly
weirll for us 35 3 product ardd wie veens
looking for & way 1o expand the usage,”
explzing Chris. "The idea we kicked ancund
was having a purpose to the fiight-sim,

For example, we wanted the plaver to fiy
armewhere on the West Coast Thes evolved
inka Faving a detectee saryling belnd il and
that's how Tex Murphy came 1o ba. Whis
wei started out tryimg o do a flight-simn, by
the time the product went aut it was mone of
an JLI'-UIILUI-: h

' hfean Stveets weas wihwen Chns falhy 1o
an & mone creative role,” says Brant. "It was
right in line with his interests as 2 kid. He
ardd Dioug used to make Moves &5 yourg
kicls ard soreen thern for their ferdy, In fact
vl ks @ movie at Access, Pan 10 From
COugar Space, that had most of ws taking an
wangus acting roles...

"We did a huge launch at the Academy
fovprds of Arts and Sciences bulding in
Bevarkyy Hils,” rermembers Steve, "We
had a kat af Holhassood celetnmbes show
up for that becawse we wara biling it as
an ‘interactive mowie' and they were &l
inenested in whene this computer thing was
geing.” The fact that Maga Sirasts’ cast of
characlers wers dimbsed Irem meal aclons
indeed gawe 1t an impressiva cinamatic
flanvouer, while Chins himsel stepped into

e Lot ) &g oo el

w70 Thas Joass i Teax Whaiply
s A VR L i

the roke of Tex, are that be would reprisse a
urther faur brmes

ith wears of experence working
T an the Leaderboarg games,

hooess wes sbout 1o 1ake

arothes brave step in the PO

sottwara markat. "Bruca and | had a lot
of corvarsations after Leaderbodarg came
out,” says Steva. “The 06d sales wara
siking — ewenons was moving to the PC -
but Bruce was dragging his feet baecause i
wias 16 calours 8t 1me D, Wi had 3 kg
tak atter a CES and | said "Bruce, wa need
o come up with the first WGEA-onby r=|=|“.e-,
and woe need 10 toul it as WaEA-onky'." That
ja*nn veas Links The Challenge

] o G tI'U-:::-LrIL'“I.Iw:JJLUIHII*l

would become the best seling PC
godt franchise ever. At the time,
miost PC games also supportad
the glder EGA mode, keading to a
COMRamIss 1IN wsual quakiy Ell_.lll!_]
tailored exchusivedy to the higher-
and YGA graphics cards, Links was
considerably better lacking than
arty ather galf game on the market
S sold 8 1od of Copies 1o pednke
Al wanled] 10 s ot e
computers becausea it was just
gorgeous,” says Steve.

“Bruce’s goal was 1o ges the
terrain wathin tveg inches of what
it was on the actual courses. |
did get m trouble with ke wath
one of the warsons whech had 5t

KLaspal Kikdsi aad Clis Jodes: o0

TESLA :
CHRIS JONES Q&A

Why did you decide that the time was right to revive
Tex Murphy?
v Iried reviving Tew bMurphy Séve al firnes simce the cliffhanger
Hewwever, during thatl ime adventung games
b af fanouer fipe gamnas that  TIare
and | had apg publist

m ol n

arier campagn

S At e DU

Were you surprised at the reaction from fans over the
lﬂtls.starltr project?

pre gratified. It had been along time since the Last game

bt l'.|.'=r"'r:'"' that used FhY
mng wiarld, To have peopla
_el_g thrll Tar ws,

What can we lkptﬂ from the new game?

accomplishied
d thres diffarent path
A merehy a ratter of

You're gaing noxd performa
actirg talert, a rict 51¢

BpETIE alon i throwgh the game. ik's
three different endings, but three differant e

wps throughout th

Pa—

-
-

P

Andrews. Links had this great tarrain featurs
and | said “why are you doing St Andrews?
t's flat,' He realy got mad about that, .. |
guass iU's like the Mecsa of golf!™ Links
wiervl on W became the tlagship franchise lor
Access Software throughout the Minetes,
with dozens of expansion packs and course
A00-0Ng Deing released
The Tex Morptie senes contrued with

Aarnan Aerrroradauet, which was Tallaweed
oy Under A Killing Moon and The Fandova
Diractive, both of which featurad full 30
anvironments coupled with extensive
ve=-action video secusnces and Ho Iyl
talent ke Eevin MeCartby, Wan ot Kiddesr,
and James Earl Jones. " home of them ware
big names that had seen their day,” reflects
Steve. “Affordable but recognisshle. Some
af the pctors weere interegting, 1went out 10
urien el Erian Keith and bee e ke an
agk = | thewgnt the Quy was gong 1o de an
us = but as spon as the camera tuned on
hi just wwent for it...” The finad game in tha
franchise, Tewx A L...ﬂ'n Ouarsasr a remake
af the ariginal Mean Streers, was released

7 1988

Although Links and ex remianed a

principle sourca of income, Accass began io
congider prgther way of ersuning its sungl
"We started imestigeting the option of gaing
public,” axplaing Sheve, “butl we'd seen a lot
ot companias do g -'_:i;rl'E1|"|ru=- srmilar anby to
osa & ton of money and go out of business,
50 we werg a little cautious. But Microsoft
came w us befare the launch of Windows
and asked us o da ter goll game, and that
started a long relationship. |1 got to the port
whera wa had 1o be on Windowess onby [and

SEE YOU dn THE BERCH - ACCESS SOFTWARE

drap platforns like the Mac), so we saig
vea d differentate between our garme, Links,
and their game, Morosaft Golf”

“"That carme to a haad one day when USA
Tesclay reviensse both games grd rated aurg
s 1o Micrasaft's, The games ware
virtually idantical i performancs, but our
markating was bettes which gainad us mara
recognition in the press. Finaly they said
Lesak ., e just want 1o by the companmy:’
A | think it wegs really the nght tinme for
Aocass because vl dadn | have 1he deep
pockets to go atter the likas of Tiger Wioods,
and we didn't hawve the marketing budget
i be on mulitiple gattorms, b lot of peogle
thaught thet with Microsoft behind g we
vk realhy starl w sell a lot”

e buyout was completed in 15988, wath
Apcess I:Ef'-:r'.rg a satelite of Microsoft
Game Studios, but the hope of massive
gales gaing neser mgterigised. Bruce Carver
corvhrige] 15 wark an the LS senes. untl
kzaving = 2003 10 tarm the Sonstrucicn
compary, Career Homes. In 2004, Microsoft
soid the studio 1o Take-Twio Interactive, which
rengrred the cormpery Indie Built, Inde
praduced Amoed 2 and the benms Sirralatian
Top Sowr 2 for the Xbox 360 before sadly
closing m 2006,

Taday, the Access legacy lves an in
Trpegaolf — wiwene Cheis, Roger and other
forrmier employess sl work — a subsidiary
gl escaped the Micrasalt buwoeaul and
designs big-screan golt simwlators for hormis
and corporate use. In 2007, Chris Jones and
Aaron Conners formed Big Fnish Games
grad beian the process of touting a possiole
ciutly Tew A Ly Sdveniune = with 1
vearking tite Frovect Fadora = 1o publishars
On G Jure 2012 & Kickstarter carmpaign by
Big Firish sucoessfully resised funding far the
e grarme, after SHOE,104 was pladoed by
hackers, easily surpassing the compeny’s
S400,000 goal, And 20 Bagarn 3 whdlis nesy
advanture for Ches and sewvaral other Access
slurmini. As this issue of RGE weant to press,

HM|M

HETHO GAIMER

——————————————
Big Firesh gnnounced that the newes game
vkl be called Test Effect, and appears 1
b thamed around aspects of the wiork of If 0
farmous Bustrian physicist and imventor Mikala 5T
lesla. It's been a long teme coming, but the
fedara will most defiritaby be back
} 5 fnLae |
-
;
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Star Wars

L ATFORS, ARCADE » DEVELOPER: /78R ML « RELEASED: 1963

t took Atar ten years to recreate the
clasaic Death Star trench run, but by
goodness was it worth the walt. Tharks

BIO

Atan Inc's Star Wars had evenything
you wanted from a hit arcade
game, It hid stunning wire-frams
visuals, excellent controls and an
amazngly frantic paca. Best of all
thaugh, it was basad on one of tha
best scienca fiction films of all time,
affortlesshy capturing the thrills

and spills of Star Wars's apic space
battles, Needless to say, garmears
flocked to it, eager to expearienca
tha thrilling trench run and get the
OpEROriUnity To mow down seores
of TIE Rghtars., It resnaing one of the
best games based on the Bcence,
High praisae indesd, considanng how
marny Star Wars games thare ara,

kM | HETHD GRMES

MORE CLASSIC STAR
WARS MOMENTS

HETHO GAMER | BS



With a remake on the way, David
Crookes talks to Lorne Lanning about
the impact of Abe’s Oddysee and the
rest of a series that just fell short of its
planned quintology

character who can break

wind is ahways a winner.

Ewven if that character is

an alien with bulbous,
bloodshot eyes, a high ponytail of hair
made from feathers and a skinny, almost

= ! : ; malnowrished torso; the ability to let one
= go, while undoubtedly disgusting, is yet
g all oo endearing to ignore.

ar for the machines used a1

OO0 prRalassing p lang

controled the

rding t0 the sibu

sehy, you would hope

wgEr nimssif
such a sruation |
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Yiging
P Abe's Oddlsee was a huge Success
and it said weall in tree lead up 1o Crnstrmas,

; promptng a Game Boy version called

1 Oaoworld Adventwes o be relessed in 1958,

I"- If there weas & complan, it was the lack of a
gquick-save fatkty = "It was rmaddermg 1Fal wa
dabverad without getting it the first troe,”
muses Lome. “Chalk it up to kessors leamed.”
— but the team rmade sure it weas imolemented

l in the sequeal.

“Wie had just nive months 1© relsase Abes
Exociaus for Christmias folowang Ooolvses 's
rekeass,” recals Loma. It was a super crunch
all the wagy through the entire developmeant,
ard this wes kess than half the tinme that Abe’s
Coldysse took us 10 develop, But it was more
cormiphcated &5 we als0 bekeved wa needed
"tence the game’ in sheer poundage.”

The sacond game in the sanes, which weas
released in Movember 1998, picked up where
the debut geme left off, Abe hed become
& celabrity Bt was told that the Glukkons,

& leadimg, ruthless, capitaist, mdusinal
raca waith a distegard for waorkar nghts,

. wvas grabbing blind
sl ly Mudokons and

B
=

i

i Y @ “"‘\..
. N L

We examine other ga
in bizarre universes

englaving tham
I excavale
' a Mudckon buria site. With a
posson being created from the

bongs of the dead, Abe had to find a cure
for the illness and prevent the cregtion of
SoulStomm’s braw
i & ey o I his tme out, the characters became
el | b micre emotcnalty engaging and the
HEART OF DARKNESS ik
"o | 19494 = | Flerycivatian] ¥ith  1a a ke "

w0 Sl

X .-i The Jerklands was aforchading
= plecewilh winged shadew crealures
THE LI]NEEST o and rrorstars. Controfied by’ 1ha Maatar
JDUHNE‘IF 1‘5‘?‘#‘ al Derhriess, you didnl ehways wanl o
F | iy avnid death given The delicous by eeplicl
dyen - fir mogl=the=maker scenes you'dwitness.
Fifling hr-l-.-.wrn!.r;;.;da and
Slark arvd all of thewerious
m | Py 5 v | Yool CoSeain am oead I
b Baciog rosnd denng p ooy

; thal wesre pressni in

pach of tham

F.

e i 1 8

P
i ;:I:"?ﬂ'-"l-f"-‘n'.
i

pace peked up, Gamespeak Nsruchon s wenms
wsed 1o command multiple Mudokans a1 the
sama time, and Mudokons found 1t harder to
ol Abe because many of them were blind.
Far Larning, it was gbout giving the geme g
furtheer level o paksh, aepth and chalange.

“COwr appicach 1o thie garme was pratty much
comipabble with Fow wouw wiould approach a
film,” says Lome. "With both you start with 2
sCript, but wee then wsed an additioral laver of
garre mechanics thet we krew we wantad 1o
IFTI R TR OF @iy Lon

"o startng wath these two key high=
level components we worked therm up
simultansously. Wie integrated the scrpt Sghthy
agairst the remping of mechanics in gemeplay,
O target was contnually warkng 1 try 9 ing
& bgrier fuson of namabve thal wias not onky
engaging &5 a story, but was also informatees
and foreshadowing of new play rmachanics that
st e coming up next for the games.”

he first game had a heads-up
dsplay, but this was dropped
for the sequel. "It wes 3 goal of
rmire w0 1y 10 elimingse amy meny
elerments hat broke e reality boresn,” Lo
explans. " Foatng GUI elements ranforce
tor you “this 15 a game” and for the onginal
Abe garnes we warnted 1o get away from
that impregsion and ingtesd iry 1o instil the
sensation of the pleyer being responsible for
thaze paophe lhang m e sk

I trying to remowee all traces of the
traditional heads-up display, Oddweord
rinabitants atempted o fing more chever,
subtle methods of communicating necessary
infarrmation, and tried to da it in mane bgical
wings 50 that it telt mona ke a film. "We
wianied the elements to feel like they wens
wyithan the world rather than a HUD leyersd
over the word,” Lorne continues, "It was
Attermoiing 1o SeEompish & Ctper mpresson
of & 'Inirg creature adverture’, rather than just
a ‘gaming advantura””

The ermnaticns helped bring the creaiures
1o life, "The second game had mare
grtertainrment value &5 well 85 8 stonger
ermchang relatanshp 1o hese slhy Mk
characters,” says Lorma. "We abways want
wou 1o laugh when you're playing our games,
regardless of hower dark ther subject matter is.”

And derk is & good description. Much of that
15 dowen 10 Lomae el B s a deap thinker
wiho, wath the Oodwons' sanes of games,
WiEs airning to craft a gameplay end story
experiencs that drew on a sense of imjustice.
Festering in the back of Lorme's mind was a
cancam for dstutang Purman nghls abuses
by povverful corporations fiom the shipping
docks of Bangladash to the damaond o gold
ménes in South America and South Africa. He
wiartied Oodhiond 1o have & dark premise but

w |FlaySraton| Cin-sisni
zizla greatjob of conveying
fihe's wieird personality.

followe the lead sat by The Smpsons and The
Diaiy Showy both of which refrain frorm getting
up on @ soap bas, ke them, be did nat weant
tor kose sight of Odohaprkd ag enterfanmend
and beleyved that humour and narratneg woukd
combine to raise important 155ues.

He derses that the series is poltical.
“Parsonaby, | think politics & for churnps,” he
sarys, "' for suckers who stil believe they
hawe: paapke Tighting Tar ther inberests in the
greates halls al power and often wallngly relusa
to se= that their would ba heroes have been
completely compromised.” But e talks of an
“insane elfe class of globalsts actively ruining
e plarned for the rest of us and Tor thar o
short-larm poeer gairms”,

"It weas alwenys these practses that inspired
the content of Oddhaonid a5 these stores
started taking shape 20 years ago,” Lome
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Alans for other garmes came and sweant.
Mames such as Odoteona: The Hand OF Odd
SigStarm, The Brotal Balsd OF Fangas Kiot,
Oeddveord: Squesk’s Oddvies, Ddohwarks
hunch 's Exoadus and Sadword: Slave
Circus ware put forwand over the years. Ard
winle a game may well have surfaced anound
2008, the Western financial crsis and wark
an a mew project caled Ciizen Sege
4 distraction.

Hemakas and digital contant appear to be
the way forward for now, and the Odoheord
franchise is beng bult orgarically and wthout
financng. But it meens that the teem cannot
spend r the way it ded, and it will taks a ,
while before inple-A conde :
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gernes but that wes probably a m
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ANARCHY RULES! I'M

GOING TO PICK
UFPF THE TOILET ROLL
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THAT UTTER BASTARD
HNHEIL HRAS
OFENED THE TOILET

| L
H The Young Ones 1

LT

Speotrum
Orpheus

| p 18986
You have to wonder how a
TV show as anarchic, surmas

and hilarious as The Young Owes could
possibly result in & game so dull, ordinary
and boring. Grpheus Software somehow
mianaged it

OH HA HA. I 3SUPPOSE
YOU HWANT ME TO
PICK UP THE GIRLY DRESS
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CLOSE THE CLEANOMATICY THRAT
HOULD BE R PRETTY ANRARRCHICG
THIHE T0 DO!
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Hantl Bi0lim
18T MAT
19T MAT

THAT BASTARD NEIL
HAS PUT DOMN
THE THEHMDE FLHEE

2UDDENLY.: I HAVE THE HMOST
INCREDIBLE URGE TO OPEN THE

c2O0AF MACHINE

MIKE "“"THE COOLPERSOHN"™
HMANTS
T0 PUT DOMWN THE RAAE
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PUTl DOWMHN THE EHUEEPHH




METAT

Modern games you'll still be playing in years to come SiiEis

¢ |P53] Like GTA, Aockeler's characlon
5 o Daad ane fast salkers, wash sharphy
scrpbed hack-and-farths

Wi

» Featured System: P53

o Year: 2000

% Publisher: Rockstar
Games

o Develaper: Bockstar
San Diego

o Key Peaple: Dan
Houser (writar},
Daran Bader
{art direcion,
Ral

Marstan}

G0 DEEPER |

1 Haclestar's mext game,
LA Nevra, testured John

Marsion’s hatinside a bin

intha ciiy.

8 The ariginal Aed Dead
Bevalier wat initially going
10 be published by Capecom
wintil Rocketas picked it ap.

Rockstar Games
managed to craft
the greatest of
open worlds, as
well a mature and
accomplished
narrative that |
reignited the
unfashionable
Western genre

Y HETHD GAMEM

RED DEAD REDEMPTION

THE BACRLEROLEIL

Ihe most publicly notable part of Aed Dead
Redemprion's journey 1o completion is the fact it
wis announced in a brgely different farm akangsice
the P53%s messy urmailing during B3 2006, It was
informally referred to as a saguel o 2004's Sed Dead
Hevoher, some aspects of which mads it into the far
miore ambitious sequel, notabhy the Dead Eye slow-
maticn combat mechanic

The goal was 1o capiune the essence of Westerns
o @ pure wesh fullilnent kel creating an open
world backdrop that could enable every aschetypa
experience that a fan of that genre could ask for. Part
pastiche and part expansion of Rocksiar's exigting
sengbilities with creating open worlds — the lather
shill homesd by the precedeng tite GTA IV = the Mew
York Times clarmed that Rad Dead Sedamphon
cost almost F100 million to make, an investment
that wastly outstripped most of Rockstar's industry
contemporanas a1 the tims,

S il

= =",
:‘:_--.I.. L=

¥

It was a gigarbc nsk, redlly, considenng that the
Wiestarn had more or less remained dormiant withn
videogames (and the wider culiural landscape| for
many years — the original Fed’ Degd Revalver anly
sold 3 milkon copes. Mo small number, of course,
but a follow-up of Hed Dhead's scale had to da a lot
better to justty that sme of Investrmeant. |t did. With
13 million copies sokd, Red Dead essarted Aockstar's
domingnce of the apen world genre bevornd GTA,

THE ERINE

& great open world has an effect on the player
beyond speciackle and size. To consume hours of
wodr tirme while vou explore with mo gogl, erpesng
the sunsats, creating gameplay moments of wour
oW BEROSS Sowy mountans and wildlife-populates
deserts, Hed Dead Redermption's sandbms was simphy
years ahead of its competitors. Whie Rockstar's
cutput is contentious amang some as 1o whether the
publisher's games desene such extraordinary levels

FUTURE CLASSIC: RED DERD REDEMPTION

FONZALEs

Eeyord the single-player, fed Dean’s  Aed Desowas sold &= the pursui of  Aed Dasa’s most talked sbows  OF the al the peaple wha own Bed Reb Wiethe!f pet n & landmark
midtpkaer built upon the GT& Y @ coming, Yal, the thame is plimatal momant  comas  whan Marsbon Dol v wonoler how many sampied  parormance a5 John Marsion that
wempiae of opaning g the entire  of @ man unable o ascaps his past  enters Mesico, and the astorshing tha generous DLE Unoead Mightmars,  showed how far shead of s tma
rmap, doftng Torns and other aress of | mistates, a5 Jobn Barsion's otk rangilion 1o this other g with an which adds & whole horrorthemed  FRockstar is with 15 stosyisling His wry

IMTFEFEST IO e SRTUCTLNE D3 TNe Chads. bfia halncs hin to the and.

of praise, ks amietion with Head Diead'to create an opean
wiorld that penrmits every kind of Wild West fantasy
goes far beyond what even its own GTA senies had
previousty accomplished

Here, we have a3 gigantc workl wath 15 own
ecosystem, random events and AP G-nfused degth to
unrael. John Marston's story & echrcally st on the
ArnencanMexican border, vet & comprasses alements
of the wader Armerican wildemess into one Massive
summary of its most visually dverse areas. Traveling
across the woeld, your knowledge of
each region 5 formed by recognisng
lendrmmarks and rock formations — no
stretch of land feels wested Its the
imeractivity wath this impressieby
constructed locale that makes Red [
Dead so0 compeling, however, i
and shead of its time within i
a genre thet i stil mosth
regtrained in the way you can
affect the surgunding workd

Heing abde 1o hunt anything,
bosrd every train, start a
shootout in salpons, duel with
strangers, anger Wwikl creatures

orgingl track by Joss Gonzdlaz.

» [P53] By tha third s of tha
gema yoive unlockad Vet
Hizaseth which s&ds 4 ama
sk and mauntain rangs 1o
EE VLD MO -5 I8 IMES

and |lasso amy MPC gives you constant rmpetes 1o
remain in this world, 1o play with the possibiities
outside of the story missions, This s balemoad by 2
smart rrarality systern that deckanes you an autlaw or
charmpon Based on your achons — corsaquences, 1o
nng wwaight to the chaos,

The amarcnment feals handerafied, rather than big
for the =ake of it. Let’s seyyou're outin the middle of a
desart and youve nanmowly survived Bn encaunter with
wihoes, just as the golden sun sets behind 2 waunded
John Marston with Fes horse n the distanca; you own
that momant. That set of crcumstances and
bizarne sequance of evanis may never happen
ggan, vet Fed Desd Redemplion s astonishing
iy that 50 thirones ramy more &5 dramesic in your
dirertion = and they wail all bekong o you, oo,

‘Yat the factor that undedines the sucoess of
those momenis comes n the portreyal of
John Mlarston himself &5 8 sed-eyed,
sympathetc and tragic figure being
manipulated into erasing his past
mistakes by a force of guestionable
rnorality. HRockstar's  seripbwriting
& 5 indusiry-best, and it's the
® multidimensional  depiction  of

tand armazinghcampagn fora mana £7.

¥ [P53] There are fewr blank spats m the wilderness dusto
B Dwant’s coimiples gcnsystem and random avanis

¥ |PS3] Fod Daad's weell-actod and brllaethy aeitton cass
braught Jobn Marsion's storg & genuire enegy.

PUT-COrATTS Wehe ey el weiian also.
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games™
Seore- 010
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fealings of beaut

and briliance.”

fewr other gamas

X360
Scom: 4118
AR &1 ul;l-rt'l'.'l. Fy

fhare arg

1 have 1o da rexl.
Burt these are minor quibhlas,”

Marston, as well as those who he encounters, that
offers a whaole gther layer of imestment for the player
that & tyoica namative-driven germe couldn't hope
T replicats,

WHy T3 / FUTURE CLRSSIE
Hed Dwead Sedemphion represents a high point
n sandbox-based game design, stonyteling and
contemgarnising the Westem for today's sudiencs,
Inspired by Urforgrveny, Tombstone and marmy ather
cinematic sources, 1IUs the high point of Hockstar's
crgoing efforts to deconstruct Amenca’s cultural
dentity, as well a5 a wdeogame built on 50 mamy
sophisticated systems that it ahways offers a
compaling reesan to come back,

Aockstar is about ta rekease Grand Theft Awlo ¥,
which will emcesd the size and detal of Red Dead's
wiord considersbly. Yet its the ameazing effort 1o
cregte a8 comwncing penod piece thet will gkways
sel fed Dead gpart from the company's equelly
compeling sister series = this isa't simply GTA with
a Western therme slapped on. It's part homage o a
comerstone of popular culture, part reinvention of a
genne that Rockstar itsalf piomesned, and a distinctive
wirk that'll rerngin infiuential for vaars 1o come

HETRU LAMER | /3
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yvu flying off the ground,
fist reaching for the shy.
Heihachi®s grey peaks,
gprouting like wings from
the zides of his bald head. Sub-Zero
holding a spinal cord aloft by the
head, blood dripping balow. Thare
have been a lot of iconic images in
the fighting games genre, the purest
form of competition in videogames
that pits you against your opponent
in an attempt to crush them. But
it all started with a humble digital
boxing match.

Heavywelght Champ by Sega was the
first ever fighting’ game, a black and
white arcade boxing title released in
1978, where the action was controlled
by two boxing gloves and players could
sway the cabinet itself to move from
side to side, dodging incoming punches,
Yot despite that promising start, it took
a while for the genra to find its feet, but
when the first wawve of fighting games
did finally arrive in the mid-Eighties,
they all Fiffed on the same idea -
mimicking karate and kung-fu fighting
styles, which ware culturally relavant
at the time thanks to the sudden
popularity of Eastern martial arts films.

o
I

Kung-Fu Master saw the playar waorking
their way through a tower of goans

and increasingly bizarre enemisas, such
a5 confetti balls and falling pots while
Karate Champ recreated ong-versus-ong
competition in a karate dojo. While
those titles provaed popular in tha
arcades, Eastern European title Kung Fu
brought the genre to the home, via the
48k Spectrum,

“While making Kung Fu | was learning
Azsembler, but it was fun and axciting
s0 | cannot count it as a difficulty,”
recalls Dusko Dimitrijevic, Kung Fu's
prageammer. “Our main problem was
how to put ‘graphics’ into the computer,
That sounds strange now, but then
there was no digital cameras, digitisers,
scanners of even usable drassing
software. At least we had none of those.

Surprigingly. despite the fact that
the genre started to make waves in
the arcade, Dusko's Kung Fu had bean
created independently of their influence,
mostly as arcades in Eastern Europe
had difficulty keeping up with the latest
tithes. “1 have seen nothing even close
before,” Dusko tells us. "Whean Kung Fu
was published | heard about a similar
arcade game. A friend of mine who just
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raturned from Garmany told me about
an arcade Kung Fu game that aven had
a similar replay option. At the time wea
had arcade games here, but, as with
everything else, we were few years
behind the world, so the best we could
find would bea like Pac-AMan."

The popularity of Karate Champ began
to ingpire others,
wense o5 At that t
Way Of The
Exploding Fist
and Imtermational
Karate, both of
which gontinued
to refine the one-
varsus-one ideas
put forth by
Karate Champ.
But it was 19675 Yie Ar Kung-Fu that
wias the biggest step towards the genre
wa recognise today. i had health bars
that would deplets in chunks for each
hit and, more importantly, it had a series
aof opponents with thelr own unique
fighting style. Two of the opponents, Star
and Fan, would throw shuriken and fans
raspectively. This meant that for the first
time in the fighting games genre, there
wias the challenge of getting past aaall

ime, most
of the machines in
the arcade were
fighting games

" EUOLUTION OF BEAT-
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Hadoukens, rising tackles and hellsweeps have become
familiar language for almost all gamers. But how did two people
hitting each other become one of gaming's most popular genres? s

of projectiles to land damage on your
apponant - something thosa who hava
faced Guile or Athena players in later
Capeam and SNK games will na doubt be
farniliar with today.

Fighting games were now arriving
thick and fast, and 1987 was a hugely
important year for the genre. First was
the release of
the Iriermational
Karate sequel,
IK+, which had
one-vs-ona-vs-
one combat.
“Bfrer playing
to death all the
other “karata’ and
fighting games
in general, |
wanted to come up with something that
none of the others had shown, as they
wene all getting a bit samey,” explains
Archer MacLean. "When you saea fight
scenes in some films set in a Dojo, they
often have the other fighters seated
argund the edge of the fighting area,
and | wanted to somaehow show fighters
gatting up to take their tum, whila tha
ratiring player goes and sits down or is
dragged off for medical attention with

his missing limbs in a basket. 5o, whan
ding K1 animation | watchad dozens of
films for move-inspiration. So one day
Iy watching Jackie Chan in the arginal
Cannonball Run fighting off hoards of
angry bikers and doing a double kick and
I realisad that | could just abouwt make the
CGda limited sprite system show three
averlapping characters. Without overlaps
I could just dravw them with bitmapped
character cells, and that's why the pause
mode in K+ B-bit and 18-bit has six
dancing characters on the screen.”

But Capcom also released its cwn
fighting game that same year, featuring
hidden special moves, pressure pads that
had to ba hit with the strength of the
move you wanted and character portraits
designed by a young artist who had just
started at the company, Kelj Inafune.
That game was Streat Fighter...

treat Fighter did not make

a huge impact, but Capcom

decided to push ahead with a

sequel based on the success
of another of its arcade titles released
two years later = Final Fight. Amearican
arcades found themsehves flooded with
those trying to clean up the streets of




into special moves to create combination
attacks. This was left in as a hidden
feature but would becomea a staple
of the game and eventually the genre
itself, Another less known glitch, known
as the CPS-1 glitch (as it only worked
on the CP5-1 arcade board), allowed
playars to chain togather light attacks
by pressing hard punch at the same
time as perfarming the light attacks,
These two glitehes eombined to ¢reate a
surprisingly deep comba system
that gave Streat Fighter Nthe
depth it needed to ensure it
exploded as a competitive game,
Street Fighter s release
marked the start of a golden
era for the ganre. In the sama
year that Capcom's sequel hit
i the arcades, SNK also started to
produce fighting games at a dizzying
rate, Fatal Fury was actually released
a few maonths before Street Fighter N,
halmed by producer Takashi Mishivama
and planner Hiroshi Matsumoto whio
defected from Capeom following their
work on the original Street Fighter.
SMK then followed Fatal Fury with
other series such as Art Of Fighting.
Samurai Shodown, The King OF
Fighters and The Last Blade.
Although they wouldn't prove
as popular globally as Strewet
Fighter N and its various

sequels, SNK's titles found strongholds
in Mexico, South America, Pakistan and
China, whare they usunpad Capcom's
famous series. It was all thanks to the
MNeo Geo MVS farmat. Unlike CPS-1, Neo
Geo MVS was cost effective for coin-op
operators, who could swap games and
artwork for those new titles as they wers
releasad. Meo Geo carts were cheaper
than typlcal arcade boards, plus there
wisre plenty of bootlegs in cireulation.
All this contributed to arcades in poarer
countrias being able to afford Meo Geo
MWVS titles, and also charging less per
credit, ensuring their popularity.

But advancing technology saw a
whaobe new battle begin within the genre,
“At that time, most of the machines in
the arcade were fighting games, and
there was usually a line waiting to play
them,” recalls Masaaki Hoshino, current
producer of the SowlCalibur series. “The
Street Fighter series, as well as other
20 fighters, wera tha most popular.

But players whio became interested in
the detalled, frame-by-frame strategy
invalved in 30D fighters started 1o become
drawrn to Virtia Fighter and Tekken,”

Street Fighter N might have scored a
clean victory over its 2D rivals, but the
fight between Virtuwa Fighter and Tekksn
was far messier.

Metro City with Cody, Guy and Haggar.
Although it was a side-scrolling fightar
rather than a "traditional’ fighting game,
Capeom saw the proof it needed that
there was potential in the genre for a
monster hit, immediately starting work
on a Streat Fighter sequel.

When Street Fighter Nwas released
s === in 1881, its impact was immediate.
It began with an iconic cast of N
characters who were all selectable,
from American hero Guile to Brazilian
monster Blanka, Each fighter
was a curious mix of national
stereotypes and quirky design
that has endured to this day,
backed by memorable theme tunes
such as the workman-like percussion
for Zangief and the bellowing LY
elephants on Dhalsim's stage. Each L
fighter also had their own distinct
fighting style and trademark moves,
such as Guile's keapaway tactics or
Zangief's attempts to close the gap and
land a spinning piledriver.

Enhancing the appeal was a bug
discovered in testing. The glitch that
allowsed players to cancel normal attacks
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ke Street Fighter [, Virtua

Fighter's impact in the arcades

was immediate. It was tha first

polygon-based fighting game,
wihich meant it had a8 whole wealth of
new ideas and tricks that hadn't baen
saan bafore. Playars could triumph by
farcing their opponent out of tha ring and
replays of knockowt blowers were shown
after each win. Fighters had fighting styles
vaguely modelled after real martial arts,
But mast of all, it was the sheer novelty
factor of a 3D fighting game that brought
Virtwa Fighter praise and attention. Mo
ane had seen anything quite like Seqga’s
fighting game. It was a huge hit.

One company that felt it could tackle
Virtwa Fighter was Mamco. Having
established arcade racing dominance
with Ridge Racerin the same year as
Virtwa Fighter's release, Mameo turned
its attention to fighting games. Nameco
and Sony Computer Entertainment
had baean working together on the
SYSTEM11 arcade board, which was
bhased on the same hardware that would
be used in Sony's upcoming console, the
PlayStation. The first release on the new
arcade board was Tekkenin 1934,
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Although they were both distinet in
that they wera 3D fighting games, thera
waera planty of differences betwean Vintua
Fighter and its mew rival. Tekken had
nig Fimg-outs, with the stages endlessly
stretching out when fighters moved away
from tha cantra of tha stage. Tha cast was
maora accentric that Virtua Fightar's, with
Tekken sporting the likes of Yoshimitsu,
King and Kumia. Maost importantly, Viktua
Flghter had a three-button system far
punch, kick and guard versus Tekken's
systam of a button for each of the fighter's
limbs, something that made the sventual
PlayStation port seem like a natural fit for
Mameco's brawder.

“It was the era of early palygon
tachnology, so we wera focusing on
development methods for creating 30
humanoid character models and the
animation technology necessary to
make them move, as we saw this as
core technology needed for the next ten
years to come,” axplains Tekken director
Katsuhiro Harada. "k seemead a logical
choice of button assignment to naturally
cantrol a character in-game. It was also
a good match for the button layout
of tha Play5Station contraller. But tha
arcade wersion was developed first, so

current fighting games,” continues
Harada. “I'll be honest, Tekken was
pretty much overdookad in the arcades,
and didnt really trend among the

arcade players. In Japan, it is usually

the case that a fighting game has two
machinas connectad back-to-back. But
for unpopular fighting gamas, somatinnas
itis just on one machine alons, as the
lack of popularity hardly merits using
two argade machines and the space they
riequire. Tekken was éxactly like that, and
most often Wwas on a sole machine with
no one playing. Thers was one arcade in
Shinjuloy where it was popular, but that
communitywas probably the anly one in
Japan at that time. At that time, Virtua
Fighter was quite popular in Japan and
had a decent following. Honestly, | was
jealous, and it was an object | looked at
wilth both fear and respect.”

Virtua Fighter's dominance drove
Harada to do anything necessary to help
Tekken gain more exposure in Japanese
arcades. | assembled a character
costurme with the company's money,
and organised tournaments and helped
by thie game while cosplaving as that
charactar,” Harada
tells us. * Tekken

ith the success of Tekkern on

PlayStation giving Mamco a

new sanse of confidenca, it

quickly moved onto a new
3D fighting game saries to accompany
Tekken - the weapons-based brawler
SoulEdge. Daspita the immeansa
competition in the fighting game genra,
Hoshino says that the team didn't fesl
intimidated by joining the increasingly
compeatitive genre.

“Dur goal was 1o create a Weapan-
based fighting game that made mora
use of the 30 playing field for its fighting
meghanics, and featured high-end
graphics with more improved lighting,”
he explaing, "As such, there was more
a fealing of excitameant about trying
on accomplishing this, rather than a
feeling of pressure. Also, we put quite
a bit of effort into the story setting and
character development to attract more
fermale gamers, and others who wouldn®
normally try out a fighting gama.”

Hoshino says his personal highlight
wias watching footage of SowlEdge as the
Mamco fighter made its first public bow
at Japan's Amusement Machine Show in

1945: "A gama

series had their momentum slowed
with medioere entries - Virtva Fighier
2, Tekken 4 and Sowl Calibur I all
disappainted fans.

The biggest factor in the genre was
how the status of fighting games in
arcades was changing. In an attempt
to draw crowds from consoles, arcades
begun to turn away from fighting games
and towards unigue arcade cabinets that
wiould provide experiences you simplhy
couldn't get at home, The growth of
competitive play thanks to toumaments
like EVD and Super Battle Opera helped
fighting games stay relevant during a
lean pericd but, ultimately, muscled out

Yoshinori Ono, Street Fighter’s producer, looks

| wanted to come  gesioner.siin back at its past and successful revival

a o the arcade button layout and that of the wWas 50 unknowwn ¥ _ a MEWW FEChUit, of arcades and without decent onling
r PlayStation controller are different,” that | had to resort “p WIth Sumethl “g used the play, fighting games found themselves We've heard that you played a lot of Final Flght
Released on Sony's console a year after to those drastic limited assets :

in limbo, Xbox Livie was the first step n the arcades 1T at da
on the road to recovery with online play 5 i

o L] it hit the arcades, Tekkan banefitted from
- for Capeom Vs SNK 2: EQ and Streat

weaker competition against the likes of

maswesto  thatnone of the  ievex

Battle Arena Toshinden, becoming one
of the lagship seres for PlayStation and
selling millions. Virtua Fighter's platform
was Sega Saturn, limiting its axposura
and potential audienca. The success of
their respactive consoles proved to be a
crucial turning paint in the battle for 30
fighting game dominance because, in the
arcades, there was a clear winnher,
*Honastly, Namco didn't have much
experience with fighting games at that
time, 30 not a lot of thought was put
into the strategic elements typical of

st Others had shown == 5k,

fighting games

wiere struggling

for soma samblance of balance - Strest
Fighter N: Championship Edition had a
Fidiculously overpowered M Bison while
SNK bass syndrome’ meant that those
playing either Fatal Fury or The King
OF Fighters an thair own didn't escapa
at all lightly either — 3D fighting games
also found balanes to be a fairly elusive
element at times.

"One interesting episode is that
Tekken, as a competitive fighting gama,
was 50 unbalanced that rather than
guarding King's elbow attack it was
Eafm moh consensus to erouch and
eat it on purpose, rather than guard,”
continues Harada, “The samea with
Nina's Knael Kick. Players would maovea
forward instead of guard because, for
some reason, you could counterattack
Mina if yvou did so. When you hear this
now it sounds crazy but, at the time, it
was common knowledge to everyona.
Most fighting game players try hard to
guard everything, but expert Tekken
players would let a move hit them on
purpase. | stll remember to this day the
perplaxed look on the facas of Virtua
Fighter and Street Fighter players when
seeing this."

Hie wsad the

caontroller to
carefully and precisaly control the camera
for cimnematic flare, and then put a lot of
care into editing to surpriging effect. We
wiere all very happy that many pedapla
wiere looking forward to the game after
seaing the footage, and the motivation of
everyone on the team greatly increased.
& lot of ideas began to come o us at
that time as well. This perhaps led to our
pursuit of a high level of graphic quality
and teatures that, as a result, saw the
implemantation of the well-racaived
interactive ending sequences, and
the editable opening sequence in the
Dreamcast version.”

SowlCalibur found a new homa
outside of the arcade on Dreamcast, as
3D fighting games continued to soar
an console with the Tekken and ViFtus
Fighter series joined by new upstart
Dread Or Alfve. But eventually, and
perhaps inevitably, the power of the
fighting game began to wane. As Strest
Fighter grew increasingly complex with
its caombo system (Alpha series) and
defensivi options (Street Fighter IV), only
hardcore fans stuck around. Financial
troubles saw SMEK collapse, later reborm
as SNKE Playmaore. Even 3D fighting game

Fighter Anniversary Collection, but it
wiould take the invention and evolution of
GGPD technology to provide the first real
altarnative to arcada play.

Az wa all know, Streat Fighter IV
wiould bring the genre back with a
vengeance in 2008, and we now have
fighting games spanning crossover
tithes | Street Fighter X Tekken), new IP
| Skullgirls), HD ra-releases | Darkstalkers
Resurrection], free-to-play | Tekken
Revolution) amongst familiar faces such
as Tekken, SoulCallbur, Dead Or Alive
and The King OF Fighters, Progress has
come at a cost. Almost all of the top
fighting game arcades outside of Japan
have closed their doors, such as New
York's Chinatown Fair (2011}, London's
Trocaders (2011) and LA's Family Fun
Arcade (2012). The cost of 2D animation
has seen Gapcom now default to a less
interesting "2.50" style of visuals, with
anly Aresys and The Kimg OF Flghters
flying the flag for hand-drawn animation.

But somi things never change. The
cry of “Shoryuken!” as Ryu flies into the
air is still common. Heihachi's hair still
makes no sense, Sub-Zero is still fond of
solving disagreements by reaching for
spinal cords. Hopefully, the rebirth of the
fighting game gaenre means that we’ll saa
a whole host of new iconic images in the
years to come.
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Ryw has served as the iconic character for
fighting games as a whaole, let alone Street
Fighter, while ‘Hadouken® and “Shoryuken’
have become iconic terms. The Japanese for
hurricane kick? Mot so much. /
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TERRY. = )
SMK's first ‘lead character” in fighting games,
Terry Bogard is defined by his slesveless red

top, red Fatal Fury cap and ines like “Are you
okay ! Busteaser Wolfl™ j

T
. L 9
HAOHIMARL

The most relatable character im Samurai
Shodown's cast of eccentric fighters,
Haohmaru has brought his samurai sword

to the ikes of Capcom Vs SAK 2, SNK Vs
Gapcom and Neo Geo Battle Colisaum.

rg
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FARIL=E=DTN S
Just abott eviery character in Supe Smiash
Bros is recognisable thanks to Mintendo's

heritage, but the top-tier terror who
dominated Meles tournaments and has

come to represent the seres is Falcon,

PAUL

Although many Tekken characters have
stood the test of time, Paul's hairdo

and easy-to-learn playing style (endless
Deathfists for some players]) meant he stood
out from the Mishimas as a fan favourite.

The simple karate practitioner was one of
the first fighting game characters and his
design has endured through the likes of
ENK's Kim, Takuma and Mr Karate,

He looks like a bland karate dojo-style
brawler but his fighting style, a series of fast,

powerful blows with extremely complex
axecution (at least up until VFS), meant he

was an expart-only character.

g

SCORPION

Mortal Kombat's ninjas, Scorplon and Sub-
Zero, were the hottest (or coolest) characters
since the beginning. It was Scorpion’s ‘get
over heral” spear move that became a series
trademark thowgh.

L r.

SoulCalibur's characters tend to share equal
billing but Vaoldo is the one image that while
burn in your eves long after playing, thanks
to his odd neutral stance and fetish for
bondage gear.

#2 | HETHO GAMER

Felicia, Demitri and BB Hood ane equally
well known, but Led-Leiis a mone unusual
example of a popular character as she's so
unorthodox and difficult to use affectively.

HIBIH)

The most well known of the Last Blade
crew, thanks to an appearance in Capoom
Vs SNK 2 where she emerged as one of the
stronger characters and certainly one of the
most unigqua.

.

ELOLUTION OF BEAT-"€EM-UPS -

=

SMK's English pirate girl first emerged in
Garpy: Mark OFf The Wolves and has been

a fan favourite since. Her unusual fighting
style, relying on tricky air moves, means that
sha's fairly unigue in the genre too.

Vg

Guilty Gear's answer to Byu popularnised

the term ‘dustloop’. 8 combo that sees Sol
looping the same comer combo that invalves
the Dust butian.

Street Fighter I brought in a wealth of
neww facas, but it was Street Fighter IN: 3rd
Strike's @ who really captured everyone's
imagination because no-one really knew
who he was. Man? Robot? Both?

<

I X
H IMIHA

Alpha’s most requested character who
hasn't been brought back in Streat Fighter
M R Mika had an unusual fighting style
where she was a grappler with a series of
throws that had delays on them.
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She started in 1986's Psycho Sofdier but Whether it's Kyo or lori, take your pick far a
Clearly the face of Dead O Alive, Kasumi eventually crossed over to the King OF King OFf Fghters lead character. These twa
has been a series mainstay and the first Fighters series, where she became one of serve as the Ryu and Ken of the series, or
character to appear on all promoticnal the most popular and recognisable faces in perhaps the Ryu and Akuma - Kyo being the
material such as trailers and artwaorl. the framchise. ‘hera” and lori the evil, deranged character.
, V4 Fa
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MORE CLASSIC
A LINK TO THE
PAST MOMENTS
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The Legend Of Zelda:
A Link To The Past

LA TF O b S0 D o EVELOFER: [N Jow IR ERSELD: 1y

hen Link is first cast into the
Dark Warld, it's all a bit surreal.

1

FELEE e i e
pELr A ]

Cih, it's just one of the greatest
games of all e, that’s all
Returning tor the farmat of the
ongimal garme rather than its
divisive saquel, Mintendo created
an apen world thet wes endlessly
enjoyable to explore and one that
renvarded cunasity and persistanca
weondarfully, Evan today, after so
marmy sequels, A Link Ta The Past
halds up a5 parheps the definitiva
Falrla experience — mdodem
interpretations hawve tended to be
rmvore formulaic and gimirmick-haawy,
g0y this freeform advemture (where
success doesn't abways himge on
the last tool wou fownd) is rightly
regarded a5 a tirmeless classic I—
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Even now, The Sims remains the second best-selling PC game of all

time - beaten only by its sequel, The Sims 2 - solidifying its position as
one of the games industri,_r.'s most influential titles. Adam Barnes speaks
to its creator Will Wright about how these digital people were born

" wies ahaeys intarested in architectune and
architecturel desiagn,” Wil Winght explaing, “and
after Srliny | started thinking that | wensed 1o
de somethng that was mane aound aesgning

structures. So angnaly, It was mora meant

to be an architectural wersion of SmcCiy: As

| vt v that path | starbed thinking

| needed some way 1o 'scone” what

it s thiat wou waane bualdeg, and 50
| knewy | nieadied ktile peopla Beng in
these structunes that you were desigring.
| spent a Iot of tirme thinking about how
o meke the behaviour of these pecple
vary robust, inberestng and plasstia
no matier wihet kind of ensronmant
wyou purt therm in." Creating thess try
peonle — Al characters that wiould
interact with the structures buit
within the simuglation — took
about Twa years of Wil's

life, In between a vanety of

gther projects. SwmCiy had

becorme 8 huge success and,

g5 & resull, Maxs had a litthe
Iredarm 1o create oeas et it
wiariad to ses made. For
e | Wiight, that wiould
end up being The Sims

t's surprising to consider that The
Sl — the best-selling PC franchise
af all tirme - nearly wasn't made. [ts
craator, Will Wright, had a battle
on his hands as he tried to develop the
idea, and no one at Maxis shared that
vision. It was, in Wright's own waords,
“a struggle”. But, it was something
he wanted to play, and he knew that
others must feel the sama; they did
about SimCity after all. But, how did
such a unigue concept for a videogame
- namely the manipulation of tiny
virtual people and their everyday lives
= gome to ba?

EG | HETH] GAIMER

It turmed aut that contradlng the ikt
pEopia was actualy maoe inaresting,” recalls
Wil "It was shill fun desigrang housas for
themn, but cantrolling their wes actualy urned
ot te be far more compaling, o the whols
project took 8 Wim towends the people. | kept
he archibeciun foats i e, buk then | just
raaly staried focusng mone on the paople and
objects and their behawviours and ralationships —
all that sarf of suff.”

But Meaxis wasn't convinged, Thaugh Wil
detaked the project and whal e hoped 1l
wwould be, the comparmy was nonplussed; winy
plary a gama about emulating real-ke wihen
videogarmes could help us live out our wildest
fantasaes? “When | was descrbing it 1o them
[Mams) = ewen wath tre focus on the peaphe
= they weere heanrg a game about faking cut
this frash and chsaning cut your tathroom and
it just dogsn't sound vary interesting to them
comparsd 1o saving the warkd or fing a et
figgriter,” Will persisted, hawveever, knowing it
wias somethng he nesded 1o make, "But
kind of undierstood that pecple are fascinated
with people,” he says, “and | knewe it was
irseresting to e and | kind of Rad to fight
for it infernaby. At first, noboady was behind
the project. We had some programmesns who
wware m a tood group that we waerean't using
realy so | turned it into a Black Box project
on my side and said ‘can | have these four

Will Wright

££1 always thought of it
kind of as a human
flocking simulator 77

programmers, and nobody really cared so
they sad “yash'”

It seasn't just his felloer developers that he
had to comince either, with the geme concent
thiat wwoudd bum aut 10 e one of 19 most
imporiant PC garmes of al trme stirugging ta
even appeal o foous testers in the earkest
stages of development. “We even did a foous
group back in, [ think, '93," states Will, "whene
e e focus testing about five different
garme concepts, | rermamber lwith] the other
four the focus testers said 'oh yweah, it was
pretty good, we would play that’, but when it
came o Tha Simg and we wene deserieng the
idea ta themn, they were all universaly lise ‘oh
that's such & stupkd idea, we waukd never play

N THE
HNOLL

» PUBLISHER:
ELECTRIMIC ARTS

» DEVELOPER: MAKE

v RELE A S 2000

i PILATFDRM: VARIDUS

= BENRE: LIFE 584

THE MAHING OF: THE SIMS

trat, wae hade that wea’. It iotally bombed
in the tocus group.”

Wil ahways believed in the concept,
horevenar, and with his secnet tear of
progrannmers he set sbout creating an eary
part af the SemulEhon. Be admns now that
"i's hard o ermison something like The Sims
whien you can't play 1t and you can't see ™,
adding that it's always difficull to really sel
gy ides forged in the back of a designer's
rered, IE s bsand Sor obres 1o nealy get’ what
Ther Saris weas meant to be. " In iy rrnd |
had this concept of what it would fesl ke,
but o expect somebody else to understard
and have that concept, it's & hard thing. And
I've been i the seme position befang, whene
soffitcchy bokd e Sorme idead ey had
and | prst didn't get ot and it scunded kind
of stupid. | kniow the guys wiho made Mist
and they weare showing me cne of the earhy
versions and | was ke ‘what is this? It's just
8 slideshow’, but ance | saw the final vargion
| planyad it and kned it But when they wera
descnbing it to ma n the very early stages
just couldn’t wrap myy mind around it

Mg develaprnent went on it wes clear that
Will needed to flesh out these ideas, ared the
ke wadny b Fughight what it was &l about
was thiough these wirtual characters. The
Sims themselwes wene cancatures of real-life,
represantatives of what we might look like
to an amighty beirg capable of a higher level
af thaught, Suairt, senple perkaps = but
antertaning all the same. While part of this
was down o the imited resources available at
the timne, there was also a conscious decision
to keep the Sims sub-real, to creste a rea
riovEsson ol peapke but 1o eraung that i was
arpoyable all the same. "We undarstood >

RETROGAMER | B



THE MAKING ORYf THE SIMS

EXEANDIINGATH

The Sims’ success steamrolled and, inevitably
was the game with the most expansion packs ever, surpassed only

EsSIMS

. expansion packs were released. At the time, The Sims
by later versions of the game

LIVIN IT UP

ALIGLST A0

W Months after the release of the

ariginal game came Lin' I L,

& fair Iy general evpansion pack wihen camparad
o laiter ihemed ones. sl Braughl e ilers,
characlers and coresr palks.

HOUSE PARTY

APRIL S0

HOT DATE
NCWVEMEER 2001

W Slarting the radition of themed
expansion pecks, House Farty

intreschiced the ability far your Sirs ba call frends
aroursd far & sadal get-logether including the
necessary ilems such &5 balloans and cake.

N A5 the name suggests, Hod

Dateinbroduced a reworied -

Sl

@

relafonship syalem for your Sima, the abliby 1o
CEITY e 1o ;l'“_'h. e related flems anda
seperale areain e lorm al Downlown.

VACATION

MARCH 2002

W This pack braught a whole new
island 1o explare. including beachzida
reaerts and ca mping in the forest, Bwas the first
tirre & St — and Ther Triends and feenily — could
sty ol & lol Lhal wasn | their own hame.

UNLEASHED
NOYEMEER 200

W Unleashed rermains one of the
sl popular edpansion packs -
and weas oven revisiled in The Sims 2 end J- due
L e schition of pebs thet nead ta be cansd for
hul that cannal be minipulsied like your Sims

i .

SUPERSTAR

pAAY 2003

W Wil this padk il hecame possble
foryour Sims o becomne supersiars,

ard even included the leregses of celebrilles,

e Andy Werhol and Marilyn Manroe Lo -
Bediswe il or mol — Aol Lewigne.

MAKIN' MAGIC

DCTORER 2003

W The final expansian pack for

e Sims miroduced & mare

supernalural elerrent far the first tire, Makin’
e hibd esveryihng fircay new arreplay
mmechanics la mew ilems and locations Lo wisil

2

arls 3 it
priorim s e
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DEVELOPER
HGHLIGHTS
RAID ON

BUNGELING BAY
SYSTEM: VARIOUS
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il tells us. “Part of that
ot of detgil that wae
G 30 1183 10 the sl i, 0 &
thought of it kind of as a human flocking
sirmidator. The ke

was oould ach

or some kewel of undarstanding their be
but not necassanly every litle detail And that

Wl Simidiese

Every Sarmlish, the ieore
your wirtual characiers spoke in-g
ablke the pla

like that, but it would have destioyed the
ilusicn of reality pretty quickly just because
] el of A, By having
LoEak s fw ) ch, wanr hurman
imaginaticn actuahy fills m the blanks and
will imagine the cormersation. That's realby
arnple of us offloading a portion of the

atign 1o the human ime

R
0es as Wi

M SpEaking
oushy sknac,
ith different

I.1

££1 spent a lot of time thinking about

o [P T cay Erir Wids 4% rpereant
FEpacs i The S, wih persen!

= e far year Sins o sveesoma o
A peomess,

to make the behaviour of these people
very robust, interesting and plausible 7

something that scunded ke a rmal Bnguags

Algin in

= A U

it turns out,

Will Winight

but | thers was going to be a kot of in-be
evel opad what

les. — the reach

if b & pretly Bag

didn't think

th 16 milicn
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SPATTER

B Developer: Saga M Year: 1384 M Genre: Maze game

games that never made it home

CONVERT,

/

|

/
T

W Spatter's Japanese tithe roughly translates
as "Sanrin Sanchan - Mr Tricycle’, and while it's
obwvious why Sega thought a name change might
help the game's overseas fortunes, it's less clear
why the publisher setded on the name it did. i
is possible Sega intended to call it Splatter - its
gameplay certainly invohies squashing and being
squashed - but got landed with Spatter aftar
consulting a Japanasse to English dictionary. What
is apparent, though, is Spatters high quality and
uniquely Sega vibe, On first inspection it appears
to be a straightforward maze-based collect-'em-
up, but tha clever machanics underpinning the
deceptively simple layouts of Spatter's bright
stages produce a far more interesting challenge.
Ag you might heve guessed from the game's
Japaness tithe, the playver takes charge of a tnoyle
rmannad by the: orange hoodad Sannn Sanchan,
wiith your objective being to collect flowers that
grone swithin & seres of garden mazes. Naturalby, this
upsets the various gardenars whose hard tol you'ne
making a mockery of and they Soon Try 1 ST0p your
Moral thievery by chasing yvou down using go-karts,
halicopters and stearmrallers, 5o far, so Fac-Adan,

But, a5 mentoned, Spaffer has fresh mechanics
up its sleawvas, specifically the imaginative defance
meachaniams you're given o play with.

First ug, you can ram into the side of the fances
wou cyele past, which would be poirtless if not
for the fact that they're elastic, Fences offer two
possibilines: you can bend into them while a
go-karting opponent on the othar sida is opposite
wou, which knocks tham out of the maze, or you
can leapirog any foe on your side of the fence by
riclineg it it and owver them, Your secand defence
= breeoghlocks that liter the maze - are aptional in
early rounds, but essantial in later ones, as fences
dizn't damage helicopter-piloting adwersarnies. Still,
later lenels feature indestructible steamirollers, bart
a carefully lobbed breszeblock can ses off waaker
enemies or block ther progress,

Spatter also offers bonus rounds betesen
stages wheare yvou pick fruit and deliver tha flowers
you've collected to Sanrin's girfriend. On reaching
her, wou hold hends and bow, another of Spaifers
rmarmy idiosyncrasies, These might explain why it’s
uncamarted, bat don't make it any less worthy of
a recarmenandation.
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CUMVERTED ALTERFATIVE

RALLY-X 1991

Aally-X imnolves a vehicle-based maze
chase and clearing its stages requires
callecting gll the items in the maze, 50 it's
2 pretty decent altarmative to Spatier. Take
the PSX version out for a spin.

i
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PIG NEWTON

FHE AIRGADE

B Plg Newton was developed for Sega’s
GBO coin-op system, an interesting setup
with raster and vector versions that allowsed
arcade operators to change the gameain

a compatible cabinet by swapping one
CPL board for anather, In truth, the games
produced for the vector vanant are more
fondly remeambered than their sprite-based
countarparts. This is a Kitde wnfair, as some
GBD rastar tiles are decant games. Fig
Mo, hoveaver, is 8 missed opporiunity,
Its gameplay and graphics are sound, but its
uresponsive controls make navigating the
miain character an act of sheer masochism

B Developer: Sega M Year: 1983 M Genre: Platformer

The airm is to collzet bird egas whila
dropping apples onto the heads of two
humngmy wiahees trying o chop dosn the
trea youre hiding in, but time after timea
the game's control set is keft wanting. Cue
cheap death after cheap death as you
atternpt 1o compensate for the spomymious
Fig Mewton's deleyved and unpradictabla
reactions, followed by a chip tune “Wah,
Wiah, Wah!" that rubs salt in the wound. [t'a
& shame really, as with tighter contrals the
garme could have baen a lot of fun, As it
stands, thouwgh, there would have been litde

demand far a home version.

el
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¥ Innosmires mechani cs distingush Spatteras mone
than a smple mame game. Aexible lenoes offer plaers
crative wirys of voiding or shuning enemy vehices. |

B Qluirky opponents ane @ Sepa stapke, and Spatters no
expaption The fnes youfirst encountar nide go-karts ang
waar Sonic-hlue hoods and goggles.

% People ranting about wdeogame sialence should be dhawn
Servin Sanchan innocenty collecting flossns on his thusty
tricyche. Don't mendion the: breemehlacks, 'H1n||[|h.|

B Zpaeter's lonk and fed can only be describerd as
Sega-ssque. e v colour scheme, polished sprites and

plasful aimosphers are straight ot of the Famtasy Lone |

UFO SENSHI
YOHKO CHAN

M Developer: Sega/Vic Tokai M Year: 1988 W Genre: Shoot-em-up

i - A :-ME . 51 ey ;EH- ; B Vic Tokai is perhaps better
;ﬁrﬁgﬁr o .L";}; i, g kmowen for developing Pspcho
S : ~ Foxand Decap Atiack for
the console market, but it
also devaloped a handful of
arcadea titles, the majority
of which wers published
by Sega.
UIFOD Senshi Yohike Chan,

' ar ‘Extraterrestrial Soldier
it Yohko Chan’ in English, is
probably the best coin-op
effort Vic Tokal produced and
is by far the most ariginal
terms of gameplay, The best way to explain the game is by saying i1 genre-
hops, For instance, the opaning stage takes place in a top-down maze whera
blasting imvading extraterrestrials is reweardad with coins that allow you to
bury upgredes in a shop. Aside from extra [hees and timme, more powerful
firearmis are on sale, with newly purchased weapons becoming selectable
alternatives rather than replacements for your trusty laser pistol, Conversety,
somme later levals are side-scrolling platformers where daxterty and timing
play as big a part im your survival as firepower. The reason the gamea
remiains uncomearted, howeawvar, has probably as much to do with its uniquely
Japanesa flavour as its unusus blend of genres,

CURNVERTED ALTERMATIVE

ALIEN SYNMDROME 1557

Admittedhy, t's tough to find an equivalant of
LIFDY Senshi Youko-Chan that was converted 1o
home systems so, instead, gat yoursalf Sega’s
widaly ported maze-shooter Alien Spndrame
and serolling platformner Wonder o and then
play cne after the other.

S s | Chrim bseats, hand o S50 e el a cliass hlened g of
genies What's not 1o love'

CURVERTED ALTERNKATIV

MERCS 1950

MERCS should clearly be your first
port of call when sesking out a
home-based alternative to Desert
Breakar As wall as tha Mega Drve
warsion, MERCS was alsa portad to
wvarnieus home computars. Play the
Mega Drive outing thowgh, as it's
absolutely fantastic fun.

DESERT BREAKER

M Developer: Sega M Year: 1952 M Geore: Run-and-gun

B One glance at Deseri Breaker
tells vou that it's Sega’s take on
Capcom's top-down shooter MERCS.
In fact, the similarities between tha
w0 Qarmes may go s0me Wy o
explaiming the rarnty of the Dagert
Braaker coin-op, Sega’s tithe cartainky
resgmblas MERCS enough to hiava
made thear lewnwers nervaus, and
legal concarns likehy influencad
Sega’s decigion 1o leenga and port
MERCS 1o the Mega Drive rather than
cormerting Desert Bragker,

Inspiratan and uncomeertad
status aside, Sega's homage delivers
an gameplay and does so while
twreaking the tried and tested MERCS
formula One obwviows changs is that
vou can flee from cverawhelrming
firefights by hitting a dash button,
which grants & temporary spead
hesast and invulnerahilitg. And
e wiell a5 being able 1o upgrace

P = . . 5 -
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W ||.!|l|:ad:: |5 i ez H cerzindy looks B Capoom’s populsr
LeSammoa o Sag s,
wour fireanms to maore destructive
varants, you can also exchange your
grenadas for special weapons, Maore
impartanthy, though, the garme's
countless enarmias and mmposing
bosses prowvide a stff and varied
challenge, which is evenything wou
seant from a no-nonsense run-and-
guin Titlhe,




COLUIN PORCH

Colin Porch saw it all go wrong at Imagine Software and he

Ocean. He tells Paul Drury about dungeons, d
still head over heels in love wi

ons, veng

it go very right at

| wives and why he's
making games

The archetypal games coder of the early Eighties

may have been a scruffy teenager tapping away

in his bedroom while his mum made his tea, but
Colin Porch was into his thirties when he discovered
the joys of videogames. He swapped a career in
finance for creating games at some of Britain's

heg.t—knmﬂ-rn software houses. Helwas thers when
it all went pear-shaped at Imagine Software and

then hopped across Liverpool 10 spend several
vears at Software Projects. His longest and most
fruitful stint in the industry was with Ocean in
Manchester, where he worked on such successful
arcade conversions as Gryzor and Operation Wolf
and brought the wonderful Head Over Heels to the
C64, Atari 5T and Amiga. Colin welcomed us into
his Morthamptonshire home, which has a trusty ST
upstairs, but sadly no porch.

Would it be fair 1o say
that you came to games
programming later in lifa?
Whel, at Doean they wsed ta call me
S C] Cobir's CE4 debatwas Fassil’ or 'Gramdad’.
Caarne Sov'd Rus, Lhovgh he
prtainky 't sk inrigh How rude.
| 't roned, L. | mgan, | was bwice a5
old &5 most ot therm, | was 35 whan
| first usad a computar. It was in the
late Seventies and | bought a Radafin
cansabe, wihich was cheaper then an
Btari, It had Pong and Connect 4 on
and games lika that and, atter a whils,
they released a 'Hobby Module'. The
adwertising just said, "buy this, vou can
make waur gen games !’ it sounded

42| RETRO GRMER

wanderful . | orderad one even though
itwas £AE, wihich was a hafty amownt
in 1280,

What was it that convinced you to
take the plunge?

| pfaved the games an 1he consoke ana
just thowght | could do better! it was
a tiny ittla cartndge and had a CHM
sockeat an the back whears you could
plug & tape recorder in, | found aut
wery quickly I'd need to keam machineg
code to gragear 1L ILEAn't even hawa
an assambler. You had to work out
the hex code and type in BE, AD and
S0 an,

It came with a keyboard then?
[lawghs| Ma, you had to jgin the twa
joystick controllars together and use
the butions on them!

That sounds like hard wark, Calin,
VWWhat was evan worse was the
instruction bock i came wath weas tu
of arrars. It had clearty bean wiritten

in Enggish by pecpbe who dide't speak
English. | couldve written a betsier ane
st after & few months, But the
processor was a Sagnetcs 2650, and
it's ore of the best processors e
ever used.., miuch better anchiteciuns
than tre GB02 I'd end up using on the
Camrmodang G|

Did you manage to write any
games for the Radofin?
Yes, 8 few. The best one wias

Cafforma Govd' Aush, which was

like Pac=Rdan in reverse, | put thess
rectangies on screen and sach
contzined a certain amount of cash.

If wou can completa a trail all the wey
round, you gel the dash, but these
Inckans are also patralling the rmaze
andd if they corme acess your 1ail, Uy
wipa it cut and an kter levals thay can
fire at wou. There wene sprites and
saund effects. .. ol squeered into 4%
o eyt

it sounds to us like guite a playabla
little game.

I did worite 10 Radofin seying 1°d made
this garne but newer got & repdy, Then

| zaww an ad i oour Ioeal paper Fromm 8
company called Anik wanting computar
gamas. |t was run by & guy called
Richard Andrenss in Morthampton,
which wiasn™ too far fram me in
Kastbering, &0 | rang hirm up and saad |
hadn't got a commescial product = anky
a handiul of people must hawve had the
Radofin and the hobbry module — but |
was pratty confident | could camvert it
10 enother maching, He came aver and
sawy it and told rme Commodone was
weEry accommadatng 1o programimess
weanting to make games for their
macheres but Atan wesn'T helpful at all,
0, for my birthday, my ded bought me
a Carmrmadone 64 not an Atan B00!

S0 you converted the game to the
C6d and Anik distributed it?
That was the idea! Mr Ancresss ook g
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IN THE CHAIR: COLIN PORCH

HLECTED
[IMELINE

California Gold Rush [(CE4) 1983

Ty I-
h-

77

‘; ﬂ:’.

l-...‘ add J

tThne Olympics (CB) 1985
Bragon’s LaigiCe4) 1986

Double Take (CE4) 1987

Head Owver Heels (E64) 1937

Gryzor (CE4) 1988
Head Owver Heels [ST) 1¢

CavemanGames (Game Boy) Unrele

gilead Over Heels (Amiga) 1¢

Barasol Stars (CB4) Unreleased

Head Over Heels 2 (S5T) TBC
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1 o' newes oo oid o retem io bedroom coding..

capy of the finshed game and asked
rre if P could borrowe mry calaur
prirter, which ware like gald dust in
the eardy Eighties, to start producing
advartising miaterals. | sad ckay...
gndl that wag the last tene | ever
saw e, | ired 1o Ang birs, swrte 1o
hirn ard | geen waent 10 his house in
Marthampion but found it ermpoty.

It sounds like you were gazumped
like the gold prospectors of old. ..
didn't that put you off the software
industry a bit?

| s&ew it &5 a local np-off. This would
be 1983 and I'd st seen an advert
for Impging Sofpware in Liverpogd,
veligr Biually vearnied o employ
pecple. | went up to sea tharm and
showed Dave Layeson [point founder
of Imagine Software] California Gold
Rush. He was guite impressed and
b asked e f I'd tawght roogsedf

| seecd, "We'vie all taught ourselvas,
haver't wa?' Ha laughed and said,
"Whan can you start?”

B [CEA| Colin copani Manay Smith Shomaimparts
the Commod oee 4. His wife Jonet helped out.

G4 | RETRD GRMER

What project did Imagine assign
you tal
Dave mantionad this ‘univearsal
programme’. The ides was it would
be a framewsork vou could put amy
garme into, It'd have @ beginreng, a
cantral hubs whiese all the iterns in the
garmi veould be processed and a kbop
to Randia things as thay changs .
the gamie.

It sounds like a very early example
of a ‘development toal’,

=Hactvahy that™s what it was, and |
did get it waorking. My understanding
wias that they'd taken on loads of
siaff bacauge they had this daal with
Marshall Cavendish 1o produce 2
garr @ month to be ghaen aedy with
a magazone they wera publishing.

Of course! That's why they needed
a tool to help produce games as
quickly as possible.

Ewan with the tool, | dan't think it

wias ever feasible. Simplistcaly, yau

T 0EE] Dpevanan Mol an impekeve arcadp
COMWErSOn, winning avwards and criticel praiss.

¥ (0264 Covin waas: vanrking om Cvapan’s Lasr § wihen ba
mscaped Sottevars Projects for Dossns newe. .

might say if it takes one person six
mnthg ta meke a game, s people
srauld take cre mmonth; bt it doesn’t
weark ik that, This'se Taling ower
thamsalves, trang ta usa the same
mernary and varnables. ..

Did wou have any involvement with
Bandersnateh and Psyclapse, the
infamous ‘maga-games’?

I was friends with peopls ke Jon
Gibsan and Eugene Evansg, wha
weerg warking on thase videogames,
Thewy'd corme and o in and see
what the rast of us ware deeng but
wea vearan't allovwwed accass to their
suite of affices. They bacame known
gg ‘The A-Tearm™ | remember seeing
thern once, all sat on the floar, trying
o link up thasa SAGE computars o
share data. Theay never gaot it
working though.

Calin, is that you, rubbing your
eyes and shaking vour head in
despair about two minutes into the
GCommercial Breaks documentary
that caught the dramatic implosion
of Imagine Software on camera
back in 19847

[laughs] Yes, that's me, using a S8GE
4 linked %o a Commodone B4 | was
vearkimg om a game aimed at three 1o
fouryear-clds, getting them 1o match

shapes and coblours. | think Imagine
thaught thiny'd spotted 2 niche in the
markat for games for toddlers.

Imagine had many interesting
ideas but it all went horribly wrong
and ended in bankruptey, When
did you raalise things wara falling
apart thara?

The first indication was when my
wages didn't go into the bank! I'd
joined them in Jaruary 1984 and

Iy Py, probbarms waens Becarming
apparant. | just takan out a marigage
and | thought | was going 1o losa
iy housel

Were you there when the bailiffs
arrived at Imagina

Yas, | was at work that deay. | don’t
drirk so | wasn't at the pub like

most of the athers, | used my own
Cid, wwea disk drves and 2 printer at
Irmagine and | Fad the dickens of a job
comvingng the bantts they weare mina!
They asked me for receipis and | said,
‘worne an, look at it, it's hardly staie of
triz art stuffl” Thiny ook mmy weard
trve el I left the buikdg wath 2l iy
equipment under oy arrms and that
was that.

How did you end
up working for
Software Projects?
There was an advert
in the Liverpool Echo
and about 20 of us
applied from Imagine
for two jobs, It was a
lot smaller operation
but they took four
of us on, maybe
out of pity. | was
interviewed by Alan
Maton and Tommy
Barton [co-founders
of Software Projects
with Matthew Smith]
and | think | got a job
because I'd actual
got some completed
rojects under my
elt. Not everyone
from lmagine had...

Did yvou see very much of Matthew
Smith back then?

He'd carme into the office, but not
wery aftan. | rever sawe him vearkng
an a game, just on things that
interestad himn from an academic
paint af wiens bt with no practcal
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B Colin's Catiamiz Fold fiveh and his brother Frenk's Tabfoae, both for the 04,
wwrera pelaasnd through Anik, Kaither of them nacehved a parmy for theie wrk.

&€ Dave Lawson at Imagine
Software asked me if I'd
taught myself to code.

| said, ‘we've all taught
ourselves, haven'twe?’ 39

application. Ha spant wasks writing
a programime that had Bte grains of
sand, or maybse it wes snow, falling
from the top of the sosen, colecting
at tme battarn, That was i

Your first game for them was
Harvey Smith Showjumper. Erm,
show jJumping isn't a sport that
you would normally associate

with videogames...

It sweeas Tornmy Barton's idea. | just
said, ‘Do ywou think a show jumping
garme will sell?’ He said, “eagh, if we
put ke right spee an L The whola
GORGEAT was reend after nat, hone the
garma leokad and warked. The horsa
wuas done by iy wife Janet. She used
e famous seguence of phosas taken
by Muvbridge |cirga 1872] 10 show

& horse galloping. Efectively, those
pecturas warg turmed mba piesls. It was
painstaking wiork!

Having a household name like
Harvey Smith on the cover must
have helpad publicise the gama.
Actualyy, the wesk bafore it was
released, Harvey Smith walked off
with somecne else's wife and that
wias big newes back then! Suddenly,
wia got ward that Boots, WHSmith
and an endrmous mumbar af high
street shops wouldn't stock our game!
That had 1o affect sales.

W bet you felt like giving Harvey
one of his own trademark twao-
fingered salutes. Did you have
better luck with your invalvement
wilth Dragon’s Lalr?

Wie nad an actual ancade maching in

a comdar in the Sottware Progects
oiffices. Wa'd play some and then falk
about howw to do it an the Commaodone
B4, Trare had ta ba compramises,

cbwioushy. I'd ba pacing up and down
in the office in the eafy hours of the
morring sametimes, thinking of what
W da

The ariginal Dragan’s Lair for the
Commodore 64 was largely a

port of the Coleco Adam version,
but it looks like you had more of
a friee hand to develop your own
levels for the sequeal, Escape From
Singe's Castle.

Bioth games wene a growp effart. For
the firss Dvagon's Lai | produced
the primitie sound driver and sorme
of the tunas, and warked an coding
a couple of tha lawals in conjunchon
with Jahn Darnell. Certainby, most of
the coding was hiz, We developed
this technigque 50 while you weane
pilayeng amd section, e med ane
weas [oading inte mamoey. Bar tha
saquel, | rermembear designing the
opening rapids’ leval, | had thea
probdern of making Dirk “dispopear’
&5 he wand over Bach g o waler
o reappear, smalar, an a ks
lewal... it's not as semple as it sounds!

You left Software Projects before
Dragon’s Lalr N was released. What
happened thera?

I had a disagraarmsant wath Tormmy
Barion aver & Christmas bonus, which
he pramised and then newver paid me

I went Dack after Christimas — this
wwould e 1387 = and was working

on Singe's Castlewhan | got a cal
fram Colin Stokes fram Ocean whao |
kreznes from brneging days. He offered
me 3 kot mone maney and he sad
they'd pay the cammuting costs from
Livarpoal to Manchestar, 5o | sad

I'd lowe 1o join thern, Tamimmy was

not hapoy. He refused to pay me

the holidey money | was due, 50|

IN THE CHAIR: COLIN PORCH

*YOU ASH
THE QUES TIONS

We quizzed Colin in his Northamptonshire home
with your questions and he duly responded
between bouts of coding on his Atari ST...

Morthway: Was it easy to convert Head Over Heels from ong CPL
architecturs to anothar?

Mo, it was wary tricky. Jon Ritman's code was trermendoushy well
cammanted 5 | knew in English what it wes suppesed to do but | didn'
understand the mechanics of how it worked | But that didn't matter a3 long
a5 rmy routings did the same thing, We'd feed data in and if it came out the
sarme for mine as it did hes, we'd cracked it! | was on the phone a kot to Jon
if | had & problem and he'd help me as much as he could.

Merman: Was there a lot of code sharing among the in-house team

at Ocean?

Apart fram people warking on the same project, not really. We didn't tend

ta da that, though | think Paul Hughes got his hands an stuff? | dan't thank

it was & matter of mvalny, it was just, ‘this is what we're working on, that's
wihat you'ne working on', We'd frequently discuss methodalogy of how to get
& particutar effect working, thaugh, Like that anti-scroling device | used for
Dpevahion Walf = | was happy to share that with whoeswer warted to use it

Mayhem: How difficult was it getting Opevation Wolf into a single load
rather than a multi-load?

We used guite 8 ot of compression techrigues, A lot of picture data, beleve
it ar not, consists of aeroes, I you've got a stretch of ground the same
calaur, you can just say 'l want this cokur forty tirmas!” [t was a challangs,
but it was something we knene we had o do gt from the start.

FGasking: Was your brother Frank Porch a programmer too?

ez, he wrote 8 game cabed Yahicee in BASIC for Anik, the same comipary |
did Cahfornia Gold Rush for, and with the sama rasult. We newver got a panny
fram theam |

DRS: Was programming on the Game Boy very different to the CE47
They hiad sérniler processors but | thaught the Game Boy was o realy swful
rriaching 0 vwark wih. To kaap the oosts down, Mintends had used the
BArMS registers or procassors, call them what you ke, 1o do different things
gt different times during its cycle. One processor might be responsiole far
updating grephics and the serme one would do something with the sound but
et a different time in its refresh cyele. IF you tried to chemge aone when it was
hardling the othwer, it st collapsed.

S —

1 Colin bews ket the devalopment dishs from bis Ooean dayve — hepe vwe beve Gryoorand Opaasoe Wt
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ket the disk with the game | wes
warkIng on &% rsurancs Uil ey paed
up. lamrmy had the police sant to iy
house sanng I'd stolen hus property. |
rang Colin saying | had a problem and
he said, give themn tha dsk back amd
vl || iy the hodday marzy e awvees
wou. And off | went to the dungeans
of Deean in Manchaster!

Thoze dungeons are famed for
‘arcade alley’. which housed

the original arcade cabinets
Ocaan were convarting for homea
computers. Is that where you
were told you would be handling
Céd versions of Gryzor and
Operation Wolf?

At Doaan, they abways let you sea the
garme and asked you if you thought
wiou could do it. | kress the tachnical
lirnitgtigns of the C&4 inside out bui

| weds mopeless al games hal nead
tast reachans, 50 1'd get people hka
Lea Cowvlay to play it 50 | could decide
wehethar | thought it was feasibla!

You collaborated with David Blake
on both of those games. Was it a
good working relationship?

He was far younger than rre and we
veere good friends most of the time
OuT v A Nave Umpiesn argumeanis
abaut technical sl Ooean had their
own tokenised assambler which
they'd produced that gave you extra
instnuctions and Cavid wiould galy use
thesa evan thaugh | kept telkng him
el GRS L e e and they used
Up e remory and execuban bree!

Xk [CE4] E Grymrwreen't hend anovgh, you needed
nirmiie 1oes asweal e Fngers 1o plavil .

It enchad up Pee 8 eachar-Sludent
relationship and that's mot what esher
of us wanted

We really like your conversion of
Gryzor, except for the fact that you
jump by pressing the space bar,
We have to play it with one of our
bare feet on the keyboard, which
isn't pretty.

lsrmbas werwhy| We tried all Sorts of
trenggs. We even corsiderad taking tha
controls ot the joystck all togethes
and just using the keybosrd, but that
wiash't poouler, We needed angiher
Eratban and wee past ddn't have ane

i those days = e space bar s e
beggest thing. i wasn't ideal but what
efsg could we do?

When you saw the huge plastic
maching gun on the front of the
Operation Wolf cabinat, you must
hawe thought, "How the hell are we
going to do that on the C64"?
[laughs] There wes talk about using a
hghvigue because they were gesilabhe
Lrar, DUt Uy wengn L very courate

FVe 10 PLAY

The best releases from Colin's back catalogue

DRAGONS LAIR Il: ESCHPE

FROM SINGE'S CASTLE

ADAFTIG THE GROUND-BREAKING hssoizss aosdes geme b
home mimrns vas a doubly diffindt dhalenge. You couldn™ hope 1o
repliceie the graphical mago of Dvagank Lar on an @Ht machine
&, without those dismacting visuds, the shalow gamenlsy =
It croslby evpomsd. Creoit io Softeans Propcts for e presting
some key soenes fiom the originel mechine and producing this
suprisnghy pleyehle seoueel, which soonsd & oommendable S per
ot in Zoopf ismue 22 snol is 8 conside bl mmproesment on fher
first home conuerson. Colin's rmpids leved is 8 orecking openes,
though due to his amimonious deperture from Safreare Propects,
his rame vess rrmoved from te geme's. ceaits. We ssied Colin
whether this annoyed fam. “A&m | boveerad " wees bis rephy.

il FRE TR GRTER
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IV KAy WOT often be sssocisted with videcgames, but Cobn
mansged 10 creabe 2n interesting moe an te sport af jodhpurs-
wesening Foyels, pepeoislly if plryed wath a group of riders. The 12
courses on offer oen be sypplemented fwough s hanoy cowse
echitor, alicawing pouestrHeaning gamerns to desgn ther own
series of fenoes — & metty foreand-finking idea baok in 1585

The hmse galops Bnd oenbers with impress e grece and meds &
secand appearznce in Kane, weitten by Colin's ooding buddy, Jahn
Damel. dilso note the rrgames sdvertising hoesrdings, which inohcde
a2 plug for Lode Sorner, one of Colin’s dHime favounite games, —
e begen work on a0 Amstrad comsession of the geme just badae
his departure from Scftwere Projsots

Yo had 1o have 3 whacking great
targel on streen, not a Fhe indieidua
sokier. Eventually wa came up with
the crosshair sight vou controbed wath
the joystick.

How did you manage to scroll only
a small partion of the screan so
that it maintainad an authantic
arcade look?

I got mone commrunication from
punters at the firme ower that thean
arthing else! Bvervone knew the
CE4d had this wondeasfuly srooth
pixel by pixel scroling but you had

w0 seral the while soreen, Whe took

&l the craracters that made up the
ammuribon data on the nght of the
screan = the bombs and bullets and
so an — and ‘anti sgrolled’ them,
manipulating their data in the opoosita
direction 1o the main sereaen, It
appears thal one part af the Stean 15
serolling and aratier 5 Standing sull
VWhare thea twio paris of the screan

mes, there was a hell of a mess 5o
wii iad the anergy sprte, 4 angle
sonte rmuluplexed dosn the seisan. It
covared the pon!

That's ingenious coding, Colin.
E'.'l_:r','-:_'."ul_: wwrarited 1A Enowy B o
intermuoted thie Commodone’s scroling
macharesm! | was happy to share tha
trick, though Gary Bracsy at Oceaan
said we should keep it 1o curselves!

You took on a different type of
conwarsion waork with Dowble Taks,
conwerting it from the Spectrum to
the C&4.

| chick't reglhy weart 10 dao it In iy reind,
irere weds wery Fithe thal grabbed you
and made you want to come back to it
| 'was given the concapt but no coda,
Wi had 2 teamn of graphic designers
v WU desanm (he SCreen and nmy
K weas 1o animabe and contrgl the
obpects thery ganee ro, | st didn't thank
the gameplay was thera

B Colin shares: bis plans for Hiad (e Rasd 2 Sae, vou really canbuy isamelrc papr..

origingl cah.

ERYZ0R

YOIU Bl MOV it 2= Coraba, but whabeser wou oal s
venerble orrand-gunner, yau shauld be susably mpeeszed by
this ancede porwemsion. Betting your vasy thiowgh denss pngle
ana infilrating the enemey base is 2 stemn chellenge, made eveEn
more demanding by heving to uses the spaos ber to ump. Bost
gamess opied to use ther feed, though wese ofien endea up
wming cur forsheens, such i the frustating diffiodty of the game.
Stil, if you're up to the 1k, there'’s much 1o enjoy in the Blesting
and bullst-indging. Collscing powe-ups and nesy weapons besps
things interesing ano, consienng the fact thit Colin wesn't an
ancade gamer, this ooes a fine job of capiurning the spint of the

It sounds like you had more fun
canverting Head Over Haels.
2e=an shanead mee the game on an
Amstrad and saed, Jon Berman [authsr
of Alead Ohwear Heals| doesn't think
wou can do it! | have eveny respect
fior Jon, wei're goad frends, oul |
|ust thirk he was vary awara of the
spaed rastnictions inharent in tha
Cammodara. | only foiend out years
later that the version | &d on the 64
and subseguently on the 5T wene
differant to the Spectrum wersion
barausa ha'd delibaratety taken out
some rooms that he was sure would
be too long to progess!

Did Jon offer you
a lot of assistance
with the task?
He came and saw
me at Ocean, told
me how the game
worked, drew me
some diagrams and
ave me a listing of
the Z80 code - I'm
not a Z80 coder but
| could follow what it
was doing. It simply

T Atari ST) R Cvar Miads: Colin codad B 16-bi
‘EDMWTEECNE I B Suar T,

COMVERTING ANY ARCADE oon-op hit 1o humbds home
micrns can be & sermous ohallenges, but when the ooginal hes 2n
LIz Brmm bolied anto is contral pansd you knoey youTe reaky
up aganst it. Having initially contemplated using & Eghogun
perinheral, Cobr and his fellos cooer Devid Blke dsaded 1o
uzms 8 joysickguned mossheir i oontml your gunfre — it wor s
for bt than maght be mepectec. The ingenious “ant-soroling’
trchnicus thet Colin developed alicwsd the conesrsion ta
mairrimn the look srd fesd of the asigral mechine ano fi's ore of
Coman's most mcosssful sroace pors. Zap! moeds it s Sider i
meus AE, i pinked up 2 Golden Joystick swad ard is definitehy

=il woeth a blast indeay.

became a matter of

making my routines
do what his routines

were doing. The
maths involved was
not trivial, I'll tell you!

We imagine it could be very
stressful... is it true you had a
heart attack while working an

the game?

| Fiave & gerwe s Corddibon, kndem as
SW, that attects rmy heart rate and

it can causa me 1o pass ouft, which
did hagpen & time or two ai Doeen
lt's not a heart attack but | kraner it's
"r|;_|I|I,¢"||||;_| 1o the peoghe argund me. |
don't think stress halps but | did realby
enjoy my job at Ocean!

Ag the Nineties dawned, things
must have changed at Ocean, ..

I got & call from Gary Bracey in 1991,
affactvaly saying the home computar
market was coming 1o an end but

did | went w0 take on Parasol Srars

for the C64 on a Treslance bass? |
ke thiy o otterad i 1D Sormsane
alss whi'd turned it dowem saying it
couldn't be done, and | lacked at it and
=aid, “weell, I'm not sure but I’ have

& gal’ They gave me a handlsome
achaance and Dwsant Bame and gave
ity Best. It was shaping up pratty
nicely 5o | showed it 1o Ocean and
theny thoisght it was worth pursuing
T maniths leter, | came hoomne

orE AMEmoon and Sie Gur VaoUT
ehaaner in e mmiddle af e frent raam
ard all rrry weork disks underneath

it. Some had actually been broken

Pty wwifie weaan’t there sa | stared
lacking round the house and foumnd her
weardrotss armiphy

* AAARAAUN

kereehy.

OF ALL THE gamss Calin worked on i the Eighies and sarky
Flinetims, this s the ane he's most proud of . & steding coreesion
of Jon Fioman and Bemie Crummond's espellet isomemnc
adweriure, this eamed & Gold Bedsl from Zzand, sconing a
whopping B8 per cent — the joint highest in the magene’'s
history, Colin v =0 t=ken wath the games, he acudly produced
the 5T and Amige wesians & home s spae omes and then
mainl them to Corsn on a feelenos basis He's not fnishenl st
s Cher Mieels ust yet, sither Fs's ouensy reviziting o ssous!
he began ek onin 1288 and hewing plaved 8 Sweok in progiess”
on Colin's trusty 5T, v oan heppily report that its liocang wther

IN THE CHAIR: COLIN PORCH

B i’ eiir Rl 2 for the 5Tis shaping up misele

Ah, i5 this the burglary we
remember reading about in the
videogame prass at the tima?

| never told Ocesn that! Ma, my wife
wias an alecahalic and when she'd
oEen danking, she was a different
parzan, She'd run aff 1o Scatland with
hiar ex=husband. When | dd ewentualby
get ir touch wwith her | said, “you didr't
da rme ary favours destroying thase
digks, I'mn aut of work now

Couldn't you have re-coded tha
game following the incident?
ves, | still had the disk I'd shown
Dean twa monthg earier bt they
coutdn't affard the tre it eeould
taka e 1o cabch up o where 1°d
got to and | think thay wese still
unsura whether a Ced warsion was
reglly feasible, Doean were vary
gyrmpathetie and dide't ask for amy
al i MonEy Back

HEAD OVER HEELS

Did that misfortune signify the
end of your involvement with
vidaogames programming?

It weas until last year, when | went 1o
the Crpmer reunian gt Play Expa in
Manchester, Back in 1988, I'd started
Lo werilE rrvy Onvn Sequed o Alaad
Chear Heeis for the Atar 51, designing
iy own rocms and puzzles, and Gany
Hracey asked whatever happensad to
it. | said the oode grd the Alarn wens
gathesmg dust & ey garage and e
told e | should fmish #! ve written
this editor 1o help me create rooms
and I've bought some isometric
paper. eg, you really can bay it! The
garmi % a kbng way frarm cormiplation
bl il's plavable. Frank Gasking gave
e Jar Bitmans amail so got in
towch and he sant back this raply
saning, U0 me sideweays, |eas
ority talking abaut vou the ather day!
Gl me a rng " We had 2 long ohat
and, though ha thinks Atan st cem
the mghts, he's given me his blessing.

S0 you're back to bedroom coding
30 years after you first started.
O ves, il takes me back, I'm pacing
up and dineen, thinking hane 1o solve
problems. The buzz is still thars,
The feafing of creativity,
af produsing sormsathing
thie vy you want 1t
1o be, trying 1o
get & pece of
ESDMENT 10
perform to
o will
It’s supar!

Thanks to
Colin and
his wife
Amy for their
hospitality and to his brother
Frank for the Anik

games photograph.

R TR GHTEN F597
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PlayStation vwirds 8 mountain fenel enfrance nex
MNamao A q wwterlall. Once nside, 8 track so
1937
Hage Racer was the game I'd
waited for ever since playing
Stunt Car Racer on the Spectrum,
Geaff Crarmnmond's title featured 8 seqes of
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>> It's been a bit
of a quiet month,
so we've decided
to mainly focus
on the rather
triumphant return
of Shadowrun.
We also take

a gander at
Capcom's remake

of DuckTales,
Ubisoft's Flashback
update and the

PC version of
Castlevania: Lords
Of Shadow

% PICHS OF
THE MONTH

DARRAN

DwckTales Remasiorod

fun enjoyvable remake Fam

W borard tiatlooks
heautifud and corrects mamy of
tie issues of the arginal.

—

DAVID

Shadeswrun Raturns

It has hiven a langtemie, hut the
waitlor Stachowerur Relurns
18 cartanlyworthit A great
Kickstarmrsuccass sy

L0 RETHID GHTEH

MEVER, EVER, CUT A DEAL WITH A DRAGON

It"s probably best to start with a
warning. Shadowrun Returnsg isn't
much like the videogames yau

INEOHEIMAETICON
= FEATURED SYSTEM: PC

 ALGOANAILABL EQM: 05,
ANDROID remembaer, at least on a technical
« RELEASED: OLIT MO |E'i!'ﬂ. Whe.lra both the SNES and Maga
PRICE: FLa % Drive squivalants opted for a more
i ! & i . -
' real-time oriented form of RPG combat,
= PUBLISHER:

Shadowrun Returns favours wurn-based
- more akin to the rules of the tabletop
viersion that spawned the series in the
first place.

But that’s a minor aside, because
everything you could hope for from g
Shadowrun game is hare, something
that pleases us greathy. This dystopian
cyberpunk workd & a5 rich as it ever was,
and the etforts made to immerse you n it
are fantastic; it's living proof that yvou don’t
raed woice acting, npressive lip-syncing
or GOl cut-5cenes o create & workd that
you want to explora. Thes s thanks to the

HAFEEFAINED SCHEMES
+« OEVELDFER:
H&FEBSAINELD SUHEMES

= PLAYERS: |

u |FC] Combual con b ppen
AL gy Frna valwn intaractng
with MPCs, you nesd io he
reathy far

w | PC| SEanthe i n Shashre sy BT o s
fetaled, L efadimed o Shami that U& nat gl

nlercamectad lon axiendad aepomation

Shadowrun Returns

gquality of writing, which manages to fiesh
out a character belore they even start
speaking, Qutsade of the shart descriptions
1han head you o, howseeer, 118 he dialogue
System el helps you erall 8 sense al
your own character too. Picking one option
ower anather dossn't necassary rastrict or
benefit wou in any ey, but it sure as hel
rrakes you feel g Bttle mose attached 1o
whial could have Been & st a5 easily have
bean a cne-demensional scrpt

The underdying leveling-up system
berafits from sirdar personal choges oo
You've 8 host of races and clesses available
10 wou from the start, and whike yau may
pick Mage trom the beginning you could
and up morne akn o a Seond-wialding
Strest Samurei; something Shadowun
experts waill be very keen fo try out far
tharrmehees. I completely cuslcemsable
and helps make you fesd like a Hunner
woritny of recognition. it's a world aweay
from the SMES version of Shadowrun,
thoigh fans will appreciate the beef camea
from that game’s Jake Armitage. it's in this
custarresaton that the world teels a itthe
rmone angible; unsurprseng when it can ba
manipulated 1o your whim. Shamans can
sumimean poeerful demanic entities, Mages
can boast power thraugh beylines and
Deckers can manipuiate electronics = and
thosa wath cyber netes implants = through
the digital world. Wha you choose 1o
accompany you wil affect
which of these aptians
and mone are advalable

Similar games you must play

Final Fantasy Ogre Battle: The
Tactics (1997) arch Of The

|
| THUEHDEH

k3

XCOM: Enemy
Unknown (2012)

Black Queen (1993) | anoth , a, F

This unigue blend of strateqy
and RPG hasn't bean
matched simce. It recaved Lk
lirnited popularity in the
West when it cama out on
the SMNES, but the depth of Q0 WNEINg QG-

popularized it — unsurprising
j e clout that the name

your time alone, Luekily, it
i5 availabla on tha Virtual

it's a5 great n

heed & miod

rEceEnthy, &

i raminded us that

the masochist im ua just loves

it when everything that can veprld and i

B 15 weorth Pl than RPG. it

i e Thiat
f anby to

15 nanethel
i nesd to pl

than — though you may wan Conagle, giving you & chance

toyou, again tying mio a game bassd on
your choices.

Combat itself is pretty tnicky, especially
earlier on, Dan't expect 1o steamnoll groups
of Gangers and Corp bodas wtl yau've
levalled wp a good deal and equipped the
gear 1o go with it. Thankiulky it's not too
complex to comprehend; each character
oatg tesd actions & um — whethes moving,
sheatsy, redaadeng ar whatl have you = and
after that its the enesmies’ turm. The key
is sensile movermant and protection,

a similer system to last year’s XOOM:
Enaimy Unknovn, Cerain envircnmanial
chjects can provide either basic or fu
prabectan, winle sansible mampuataticn ol
pelars and walls wall block the Ene of sight
of potantial attackers

Where Shadowrun Refurns does
differ frorm XOOM is in ifs exploration,
amd it's here that 1t resembles 11s
retro predecessors mwch more. Each
ervronment = though oftan guite vast
— is & separate instance in itself, byt
with sede guests, inGigental characters o
chat wath and sharl batlles 1o encownter
It hedps, then, that the art style for
Shadowrun Haturms 15 Spot=on, an
ouistanding upgrade for amyone raised on
the isometric glory of the SHNES wersion
Thee's plenty of detail throughaut esch

w [PL] our manar Sochies as a skl wen, al ming you o unlozh
mara sl ls and elansan, proasAging Wil here e ph msnes)

ermwranrmant, whether dilapedated 1L
dens (& futuristic chip thaet plagues minds
i mugh the Spme way as drugs) ar tangy
corporate lobbies amd office struciures
Yaur Shadows Bunmer will X P M
them all, and Harebrained Schemas has
donae a bang-up job of creatng a world
filed with peripheral goodies to explone.
it's just a shame thet many of thess
plages are hiiths mare than passing wsils
since In most cases you'll be shipped off
to wihatewer location you're next neaded
at. It does feel Bke this new Shadowrun
wipdlld ve been better suited 10 being
rare open, as its SHES and Mega Drive
wiarsions wene, 1o kaep that sense of place
theoughowt your expesanca. [t's a minor
distraction, perhaps, but a notable one for
fans of the originals

Sadly, the story of Shadowrun Gefurns
1En L quebi 55 grand a5 wei d have hoped
esthiar. [howgh its writing & excegtonal,
the tale itself is lacking somewhat. You'll
b tasked with identifying the cause of
an old friend's demise in the hopes of
claning 100,000 Muwyen [Shagonrun's

= Befare i faurd succ
tha SMLE, Shasawruy was 1

poplilar pe @i papsar

St io's Maksig fimi

¥ EUMETHHELIL
SHEDIWSUIK {5MES]

FIRE EMELEM: AWAKE

REUIELWS: SHADOWRUN RETURNS

Fallout (1997)

A completely differant fomn of

with Shadowrun thanks
to its depth of writing, its
ts comba

EXRE oN

RPh,

awnrealy reevad a mimia
affadlaw up qames Satwaene ali
merkedby different to aach ather.
The higgest changa wae FASA

& om XBine

3 anz PC_whers it iurned s
popular BP0 nin 2 bia

nd 5

¥ EOMETHHE HELL

MM (505)

Inquisitor (2009)
w'as first released in
sed i

ake on isemetrc
RAPGs, this is mora fantasy
than Shadowrun's world
but an imtriguing one all the
same. Filled to the brm with

1 ather

- Diabilo after
the glorious
aming goodness that

ETHansS, ¢

w [PC] Combat is smelanesus by smple b endersiand and
cra lengng iz master Just the way it ssauld be

w [PC] This is tekan from the vear creation Shadawrwr Asboor,
and is pregty mgrassiva, Tris will be one to kesp anospe an

currensyh. Thig will interpwine with
raurmiber of relabad evenls, priematy amang
them being an wnuseal string of mueiders.
It"s intriguing, that ruch is thee, but with
a wearld &s rich gs Shadowrun Beturns it
feeds like a bit of @ sharme for it fo fal on
such an emportant kurdhe

Hut then, this is ust the beginning for
Shadoverun Raturns, Heleased alongside
the game is the very same editor used to
kil the main cempaign and, whils more
campaigns ace planced by Harebrained
Sehemes as DLC, it's hare that we should
be exccited. Fans will be free to cratt thenr
ot siores, and someaone has already
begun rebuikding the entisa SMES ariginal
It's & the Steam Workshop support that
Shadoverunt Setums really Beging 1o shing

In a nutshell

It's a shart campaign, but this remains
a must play, thanks to salid combat
mechanics, brilliant writing and a bright
future with the in-game aditar,

Adam Barnes

>> Score 85%
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| PLAYSTATION & AND KB&I OME:

>> Every month we look at all the classics and latest
releases that are available to buy or download

>> OTHER HIGHLIGHTS

*DDLUNL.EHD OF THE MONTH
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{ TITANFALL.

ASSASSING
{‘I{EEDW
BLACK FLAG

i e ool system dewsded
o Historical sceting e xpoed
& Bval sortan oo

DuckTales Remastered
» Symtar BT fegied), P53, Koo 360 Wi L)

i 9_-||5|g|1-|-_5.hE5. ”‘E-LI:"H far:£1100 - P -
n Buy @ for: ££99 ¥ Bury it frome Oninedretal ® By it for: C190% 1
= Buy & fram; Virlual Coraale P L) ¥ Bpore: TS5 ® Biry @ frome Online/retsl] T
 Seore: $7% oy ' Fauh Dk Tales's sesthenca, Cramened u S W3 i) Hﬂ' _.f
with siunmng anination and eamng i voice # This rngressnas P port vall ceriainky hide us i - diakes ; -

Earthbound

Originally released on the SMNES in 1934 (with a LIS releasa in 1995)
Earthboundis one of the few SNES BPGs to not receive a Europeaan
locallzation. A5 a resut it now reaches inganely high prices on eBay, with a
fully cormpleted garme leaving lithe change friorm £400. Thank goodmess, then,
that Mistendo has fmaly released s gurdsy BPG on virual Consale, aliowing a

tal=ri of the ongnal cartoon cast, it's apolshed

upiste Fral el s bars delighisd, 1 8 ping then,

fruai the coriols hawen't besn ghang the sare
s ol polish, rrabing the gamie digonied
onoccamon. s fun though, and while the later
i by L ool Prnhoe iosw e, e shesr fonee
e oo L Loeess wall hseq v plargding

over unkl the sequel iz redeazed i Febnary nesd

v Corrbal feels rrwch better thar Belone thanks

1 e ppievesed £ s ramerale tha slicss e
combat ergng o shing, Tha nurrerss medras
addmassrecty io an aready big game, while the
induded OLC gresty enhiances the starp b highly
PSSR OIS in,

A . = _ ! | . -:[.] F|!11

w1 0
T WWILLS HD{I‘. THE IHI:Ill..

The first thimg that strikes you sbout Earthbound is its sheer cuteness :

. e ] g e ; " :. =
newy ganeration of gamers 1o find out if it realy is warth all that fuss. ™A ":I'.;L[_,I:,. mh—-*t | J i e R S m 1w l |]

=n

There's & delighthul ste to the visuals that makes it complately differant

to gther SMES RPGs of the fime and 55l makes it stard out today, The
soundirack & af 8 arrdar slandand, compased lor the most pary of chearul,
breszy tunes that perfectly st the onscreen shenangans.

There's maore to Earthboung than nice aesthetics howevear, and it raslby
shings when it comes to gameplay and combat. It's cartzinly challengirg —
parmeps & littke too challenging at first — but &8 your party grows, the difficuliy
ot ged batler, evan o hero Mess 15 a lol stronger than s companians

There ane ne random encounters in Earthbound, allowing vou to move away
from the dull glrldlng tound im rmary gmilar BPGs. The combat 15 also sound,
with & charactars haafth shown an a rotating dial that slowhy counts down
T 2ero, giving you the chence 1o heal & character before they die. There's
ewvan the aption o let the Al fight for yoi. They're neat mechenics in a game
filliad wath meat sdess, and really help Eavthbownd stand apar rarm ks pears,
Earthbound's story also tesls different to tha notm, being packed with cuftural
refarencas, alens and other oddities, while your party consists of a group of
kids thet are a world away from the typcal stersatyvipes found within the genre

Farthinound cartginhy isn't perfect — due 1o its steep leanming curee — bug
el past that and you |l descover a Urneless dassic thal realty has matured
with aga,

Worms 3

# Syshemry (05

= By 1 Tar; £25%

¥ Buy B from: &pp Som

¥ Spore: BT

# o Bt Rand ot 10 Taam 17 Hasdy Desrs
Aty s el nele g, e Siuckass Sl Ancng
plerity ol inveningG: wengs So il its lucratne
tranchise. Thislalest rstalment is agoed one,
Ishurireg worrns wilh ditherent sbl e, e
rriroducion of cards that can sfecTwur serms
ot plawing fizkd and 2 fun Someesl rrode, The
A iz alivle weak ot bmes, utit comes aive (s
s ahin mlbplayer,

Ao

--'i"\ql-'_l_,ﬂ

Pac-Man Dash

W Syetmme 05 Qested), Android

» Buy i for: Free (9-app purcheses)
® By it frome Anp StoreGoogle Play
" Sore: SEH

w Paran's lalest garne & @ lunendess roner

Tl Sz, ey o b Qazsns, 1rue and ookeg
wihik cormpleing avanety of ditierent missions
#lthough fun, Mamca has selfishly lmited the
arriotn] of lirmes you coan play, fresning you
anbher awe io it sround For sy srrouns of
tirrz o B up cash far the prvlege, gnors
this cynical cash grah and stck with the beter
balanced Sonie Deshirmiead

Flashback

Available
from all good

newsagents and
supermarkets

ON SALE NOW
® Inside Watch Dogs ® History of Rare m PS4 & Xbox One Previews

INDUSTRY SECRETS

o Sumtern Bhow 300% Buy # fors 1200 poirts = Buy it frome Sbox Live &cade » Scones 555

We had high hopes for Flashback, but somewhere along the way it's baen
awkwardly fumbled. Corvad B Hart has been furmed inta gn annoyng chohe,
spouting out crap like “awesome source” while the controls never feel as precse
A% ey niead B De, making far soome awkossand jumping and shooting

It micety expands upon the events of the
anging garre, but often feals hali-hearied,
with mes pdditions fke 30 googhes and
an XP systern often fesling undercocked
B hiawirg the angral garme mneluded
teals underwhelming due to it beng stuck
nio an unnealstic arcade cebinet, greatly
reducing its playing anea for mo reasan. The
nientions ane pertginky nablke, but this news
Flashback 15 a rmissed opperunity

BUY YOUR ISSUE TODAY

Print edition available at www.imagineshop.co.uk
Digital edition available at www.greatdigitalmags.com

Avaiable on the following platiohms:

[ 82 Ll

“price M Taclet M Phore B Deskios |

¥
¥
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¥
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After ding
a _fa'r m time

with the Amstrad

just how much
| like games
programming

competitions; the
only ‘problem’ they

present when it
comes to

reviews is that,
with all of those

FORMAT: AMETRAD CPE
DEVELORER: waRi0LS

LG A S TARTELLVDRT
183013

RELEASE: 13

PRICE: FREE

REVIEWED BEY: 1ASOR HELK

LY | RETHD GHTEH

[l TPT| Thes it g i sl e

AMSTRAD CPC 16K
ROM COMPETITION -

ha Amstrad CPC 16K

ROM Game Developmeant

Competition ran on the CPC

Wiki webaite batwesan January
and Junea 2013 and, as the namea
probably suggests, all prospective
antrants wera requirad to cram their
game imto & mere 16K during that six
maonth period, Although that dossn't soumed
like & kat, in the right hands them's emnouch
recrr in 16,3684 byles to produce a sa0d
gama, which i demonstrated by the teo
puzziars and two action garmes that ware
relezsed before the deadine.

>> The scene’s latest news and reviews

|1LI-I o

o start wath thare's Cherkoban, which 15
an implamentaton of tha clasac warehouse-
based puzzle Sokoban whers the objective is
10 take the crates dated ancumd Br unusually
sraped warehause floor and, without getiing
arry rraversbly shuck against wals, push all
of them to the marked storage areas. Tha
classic Sokoban kevels have been used so
the difficulty is high straight from the firgt
figoe, bt there are ng tirme or mogwe limits
to worry aboul So plyers have guibe & bit o
thinking trme o work out a way to beat tha
stage and howe to optmise their strategqy tor
the lowvest numbser of mowves

The second puzzler isn't as sedately
paced, Subtera Puzlo sees the plaver take
conirol of & cute lkbokrg insect that must
ba guided around to colect coins and a key
in eech stage in order to progress. To make
things a litthe trickier, thers anre ane-way
cdioars gndd slippeny tles that limit haes the
insecl can move and some of the slages
have static tréps and mobile anermies to
avoid as weell. Ticking awsay inexorzbly in the
background is a tirme lirmit, S0 peusing toa
o) for thowoht isna't advised
Cybar Hubvi 15 2 firstparson
spaca shooter sat in the
mear future where mankind
is, after harvesting an alen
winrld of grant chicken-

Nk creaturas alrmast 1a

wirbing i B el Wil W

=
EER

I'!;_E :l.'.lr! &
Ha"! - &

axtinction, nowes

I_I :'I
forced to dafend

itself from the poultry . l.
upFisEng. Squedsons of I I I [ |
spece-suited avians flap
e ey past the sghits
af the last ramaining mpulse cannon that
muest be used 1o save the glanet by firing
vealHimed shois 1o blast the irmvadears
into ragneis

Finaly, e carme 1o Relantiess, a
horzomtalsy 5.-:r-:||ri=- shoot-"arr=up from Pau
Axaiay ' Kooestra that ran aweny wath almost
dl the gongs. It's & shooter that incessantly
labs attack wewves and ground-based gun
Nt at e plawer walh tasl, smoath scraling
and colourful graphics. The default didtcutty
setting offers a decant chalenge, which 15
pretty much what we've come o expect
frorn the author of Sfar Sabwe and Desd
n Time

Laaking a1 the campetibon 25 & whole
vva teal that it want wall; four entnes 15
reasanzble for 2 first go and, although it's 2
sharme thet some of the annoynced games
like The Dungeons OF Count Roland weanen't
camphetad, whal was released 15 Imprassng
both technicalhy and to plny. Owerall,
Ralaniiass is the best o
the bunch, but the other
thies ane very erioyable
a5 |

| vl GG | Modung Wi

[Speacivam| Resding o
bt i |

s [SErium) Fomwih
Feefi LA bk

« FIRMAT: SPECTRUM = DEVELDFER: TARDIS REMAKES
o IDOAWNL O W KIKSTART ELTARDIS DK » PRICE: FREE

Thee Speccies ane cute little critters that were
strugghing to get to thair vanous r-codad
hommes until help arrived in the form of a huga
cursos that could guide them around. What makes
thie cursar's job more difficult is that, althaugh
l;hl;n,."'rl: adarable hirtle I_||:".|||5.;|5, il IR e Epl:'-.r::l:l,.'
ism't particularly bright and, when set in motion
ep on rolling untl an o cle gets in
accies to the
g TakE T

BT ITIEnT

Borgoguist who wee behind the well-recered port

of Dimgo to the Spectrum a couple of ye ago.
The resu i

froem Craig Stevenson is a good look

and taxing puzaer.

If you have a homebrew project you would like to see
featured then please contact us at:

retrogamer@imagine-publishing.co.uk

MALAIKA

FORMAT MSY - DEVELOPER: RELEVD STUDICS

DOWSNLOAD: WA RIKSTART ELVBATZ-ZNAT - PRICE: FREE
The prehistorie world nas
been invaded by aliens and
Walara 1 the onby parson
evalved ancugh W wand hem
off. Armghody taking an the
alian horde unarmed wouldn'
stand the slimmest chanes,
but Aalsdka is resouncetul;
by throwing the bane she
wsually keeps in her hair she can stun enemias bafore
running ower therm tor the kill. Each stage has a series of
platlonms populated by hostile creatures and 2 508 Dme
limit to defest them in. Vanguished foes leave bahind
trinkets and, if the letters for tha word ‘extended’ ara
collecsad, 2 nesss life is harded out

Amyone who has played Subble Sobbie should find the

gartplay farmibas, wath sturesed ensmes fedovenng 1o
become maone aggrassive if not dealt with promgtly and
stages whare the wrap-around play afea comas in handy
o reach atheresse inacoessible platfonms

MWalsita is @ fun simgle screen action game with
approgriately bright colows and cheerful sound

1= _0ei3iooo -5i-= _TOP O003E000
' it

T et e e e e e e e

[ZER] Subs peoduct placement

[ZER1| Hlllh:] Pngs 2e0uad thes imin

BATZ

FORMAT: 18k EXPNDED ZE8 - DEVELOFER: PETERE
DR LA D ALK S TERT.ELVBAT 008 - PRICE: FREE

Batz is a Braaloutstyde game
tor the ZXE1, 50 the objective s
o gemalsh the weall at the op
aof each screan by smashing a
ball against it The ball must be
kept in play with the keyboand
controlled paddle at the bottom
al the scraen and aach stage
ngs a different patiern of bricks, some of which wil
need more than one hit before they're ramoved

It i verll xeouted and supponts AanX hardwane for
sound, bt vee found Bafz to be a ittle dsappaointing;
thera aran't any povweer-ups or enemies 50 the onby vanety
Debweesn stanes ig the shape of the wall, That doesn'y
rnieke it a bad garme and what's there is fun, but we've
proiably been a Mile spalt By whial Arkanaed brought 1o
the table. Adding collectable items or mulki-
pall would hawve increased i1s longawty

WHAT’'S BREWING?

Al the latest nevs from
the homebrew community

|

B EeaTTEEmT T Efrrieed
|GEAD IS & bl of @ concopt.

Breaking The lce
The ariginal versign of Pengo wanant
Wllaimiavio wiss ralessad aarlier in tha yaar
for thie 05 and i & cute re-magining of
thie ice=pushing and creatune sguishing
atlian gamea. The devalaper, Disjointad
S, has just released a Game Boy
Arhrance comersan and those with Ehe
rislesant hardhesng or 8 decant errllalar
can pick up a BOM imape by pointing their
wieh browser at bikstart.eu/ penguin-gha.

= [ Speaanum] Whw did tha frag cross thimad?

Here's one | made earlier
Hot on the keals of Arcads Game Designer
comies David Hughes' Clessic Game
Cesignern, a Spectrum game creation taal
Tior Banildineg the sort of aimple arcade gamea
senn in the earby Eighties. Thie news of OG0
arrrved a ltle to Wale 19 proparhy réview

it figr thits sue 520w will instead give it

a pnce pwer nedt issue; n the maarbme,
bikatart. e 'cpd-spac GosBs 10 tha appropnate
‘Wiorld OF Spectrum throsd.

\ietee recenthy seen the early stages of
same seroling shaat-'em-ups far the
laxas T1-59/A and, judging by swihat the
developer has said at Atan Age, these
ara progd al cancept Tor elher projects
biit may alen bacome & garma in ther
aen right. kikstart swiseroll-tess will
wihisk visitors aver o the mlevant Alan
Age thread which contains a couple of
work-in-prograss videos.
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>> The scene’s latest news and reviews

WHAT'S BREWING?

A1l the Labest news from
.} & homebresw commmuning

DEEF, DARK DUNGEDNS
Drark Cenestis o turmshased role-plaging
shyla garme with & lantasy thame avalable
fram XBLIG, The player takes control of
a biarbarian whio has been asked o sas
the lard frorm 8 dark sorcener and his il
minizns and, as his guest throwugh dungeons
progresses, he'll meet others with a
GO 0N e s can ba pErsuadad en
i party. ¥We've gheen this a quick try and
it wanrks pretty well: fans of fantasy-based
APGE with an Xbox 360 can hava o leok
behind kikstart.ewidark-guest-khlig and give
the damarstralion & irne

E T

WHICH WITCH IS WHICH?
Wilsre mot guibs sure b old i/ actualby
is - the data on the gama asys 2007,
thie documentation 2008 bt all the
arnauncermssnts drawn ko aur Stbantion
rackon this yeaar — bul thara's a Windows
remake af Cawldron available. For amyone
who kst plaved A1, Cawldngn is aboul &
witch trying to collect ingredients for a spell
that will rid the land of an evil purmpkin. The
downdoad & a1 kikstarteu fcauldror-win

T S e e

u

MORE GHME=ES WeVe BN PLHYING

TOY PLANE

DOWTIL OAD: W HHCESTARTELL TOY-FL ANE-XEL G

Toy Plane is a reworking of the Felcopter gares that wane
poouar a tewe years back such as Copder Garma; the controls
are wery simple, hold A %o make the plane accelerate upwerds
and release & 1o let grawity ool it beck down

Bl Uhe congpral game Boneever, the randomily
generated kevels have been replaced by designed stages,
each wath & ouota of stars and fngs to i I:hr-:u_lgh wehich
undock the next. The plane will 2lso take a couple of solid
impacts egainst s surcundings. before blowing up.

These updates. anl the graphical reveorking make Toy

Flang a mone subsstantal game and the kevel layauts ane

chalengrg as wall.

REFLECTION

DOWMNILOAD: VWit KIHETARTEL BEFL EC TION -XEL IS

The abjective of Saflacnon & daecantiualy simple; the
player wakes cantral of e avatars and Ras o paSian hem
both onto their own floor switchas to complete a stage
This is far harder than it sounds of course, because both
cheracters are steerad with e same cantred stick, with one
inverting amy hoszontal instructions he receives

Wihle the conlreds are rmirrared, the rmoms anby dppesr 10
b= at first glance; the buttons are placed ditteranthy on edach
side and variztions in the fumiture have to be used to tweak
wwheare the reguler sprite and his reflection are in relation 1o
each other, Raflecton throws the pleyer in at the desn and
ksl 15 & sohd, plavable puzzher ance you've wiarked 11 out

s
F
. 8 .

BERUCE LEE IX

BRUCE LEE I

DL DD WA I ESTA RFTELL BRLCE -2k
Arriving around thres decaces after the 8-t versons,
Bruce Lee N takes the gameply elerments of the Datasch
criginal and crestes a different world for Bruce and his
enemes 1o rhabit, Tha game can ba skinned to ok ke
an frmsired CPC o Commadore 64 — saclly the Atan 8-hit
doesn ged 4 kaak n, despile being one of the ongral
platiorms = and, alang with many authente lookng in-garme
graphics, deweloper Bruno B Marcos has designed some
new baddies which fit inte this very 8-0it amvironment.
These carmed appesrances include & veny tall Kareem
Lndul-abbar sprte and 3 surprisngly easy Chuck Mams

[NINT L CNTIITEL
Lo o

A5 with the arigingd game, Bruce must collect antems
to complata his mission. The nevdy created screans ana
dervicus engugh that they'd happly fit into the oniginal and,
even if e ignomes his assailents oomipletely, there are still
A Nuge nurmibes of NGy BRIently placed deterncas That can
eviscarate poar Bruce. Sadly, ther's no in-game Soanng
tor &l thosa hard-fought wictones owver Chuck and Kareerm
50 the replay vales 150t s hagh as it could be, but fans
af the criginal should find somie amusement in this wel
oresented nomage. And, IT sy H-hit pocdarg gre ragdie i,
s ane & warth carsidenng far orsarsion

| S | Chh ey gaeeace., T fAiiee

HOME=BREW HERUE

JONATHAN CAULDWELL HAS BEEN SHARING SOME

OF HIS SECRETS AGAIN WITH THE LATEST VERSION OF
ARCADE GAME DESIGNER. AGD HAS BEEN AROUND
FOR A FEW YEARS, S0 WE ASKED HIM ABOUT ITS PAST,

PRESENT AND, INDEED, FUTURE

Lo, 1o start with, where did Arcade

Game Deslgner begin?

I af staried with e shea earky in 2008

It had always seemed that, back in the

day, arcade gamme designens had only be

the user change a few aspecis of the

game such & the grephics, sounds and

sorean layouts, Those that had offered
rewang Tesitnbly weeng Showe and very faw rograms
actualty produced standalone games at the end o
the process. | had already writien Platfarm Game
e SIGVHE and rug-,,rev | eould teke sonme of The
prnciphks of Mal, put et ogetmer wath 8 basas
bl faster and g Texible engine and led tha
user datenming the logic with a simple scrpting
language. A few weeks of coding later | had
something | could tentatively showy to a fenss B-bit
enthissiests who mugh' be inerested in producing
thisr aveen garres. 5o | staried & theead ower at
World OfF Spectrum. ..

What has shaped it ower the years? Is there a

community of users offering suggestions?

s, thane ane phanty af users and many al

iz can B faund reguiady an the '_'.II||_.|==I A0

fonemis = arcadegamedesigner proboands com =

posting tins, reporting hug. or

reguesing more Tunchanaity!

| aften post tips and angwer
eSS there msel!, I0's

a great place for advice on

creating games with the

tood, Best of gll, | get 1o hear

about problerts or redguests

lor features 5o | can rack

down buns or ke other L:hange', o genarglly
improve things. That's how AGD has evaleed
= e inpul, WWhihe veere an the u-uLm. of the
AGD comrmunity, an honouwrable mention must
glso go to Paul Jenkinson, not ondy for having
varittien seweral AGD games hirnsed, but faor
producing a fantestic senes of YouTube wional

vickens = randomkak blogspol ok pragd-vilac-

tutonals hitml

AGD has matured over the years, so do you
hawe plans to expand it further?

Mlaytom, But |hwiont be adding 109 marmy new
Featunes lor a while, v recenthy converieds
AGD over 1o the Amstrad CPC and may
considaer corversions for other platforms.
Mearvwhile, Tamy Thompson has adapted his
TernmyGun editar 1o work with AGD and
ultirniatehy, e d ke 1o create & rmulteplath o
B-tet garme dewaloprment tool for the P The
idea is that usars can design theér gama in a
GUI enwirgnmeant then automatically gemerate
emdaior files tor @ numbser of S-bit mechines
Harwsener, Wi would nessd 19 fecruit rnodse
develapess to add 6502 or GEHY-

based machenas.

Have there been features that seemed a

good idea but didn't work in practise

I'm not comvinged that Kempston Mouse supoaort
will be much use, but it was reguesied by a
COUReE 07 USers 50 115 1 TNene now There gre
chatfinimedy features whsch Riaven 1 bean used vary
aften, Bee the Dz Mdagie Koght-style rmanus
Ihosa wall rarmain there tor armrone who wants

to create ancade adventures. Tha CHG and FILL
commpncs veane hardly ever used, S0 they've sort
of bewn replaced n AGD 4. IUs ma longer possible
to use Al of AG0"% Teatunes in & @nghe game 53

t remains o be seen which reer functionality wall
orove o be the most popular

Finally, what advice would you give to
anyhody looking at making thedr first Arcade
Game Designer gamad

Enjory yourself! Its designed fo be simmpls 1o pick
up and you don't have to know amything about
prcgrarmming wdeen wou begin, Have a play
araund ard See whal you Can do, Just rermemben
thrasre: e SEIl ane or twa bugs hese ang hene 50
Sane youe wark ragularky!

___,.,_.-—-——'- pecrar] Tl R
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HAVE YOUR SAY... SEND US A LETTER OR MAKE YOURSELF
HEARD ON THE ONLINE FORUM - WWW.RETROGAMER.NET

O SR
Editor in Chiet Nick Robarts
. Sy Sanior Designer Jonathan Wells
STHH LJETTEH RIVEN MEGA CD QUERY Sub Editor Stephen Holmes
o Good afternoon Danran, Photographer lames Sheppard
| was wondenng if you hawe published an Senlor Art Editor Andy Downes
CONSOLE WARS WIN! issue witha feature for the Sega Mega CD1 [iesl o Fstisting Revon s
; or 27 It so, what was the issue number and e Design Ross Fews
Dear Retro Gamer, When did everyone Unfortunately Chris, Every moanth, ﬂgea“f:ﬁ'; ippas sitstilavisbie? ot wilyourepublsnitin | Comtemwtors
With anather consale war S0P appreciating console and computer latest elag, Retro Gamer the future? MR Cormil, Dk Crockis, Paul D, Megan DG,
potentaly onour hands with the these systams for wars have been raging : Kind Regards, Patil Dy, Laseon Kk, Ryas Misg, lain L, G cste Sk,
PlayStation 4 and Xbox One, | wialtheyareand LR DT S forever. Darran would Load 3, a bargain If ever there Jartr Darvien MoFerron, Aory Mine, Desis Memphy,
wondered vhat st ‘ware: [for hanoms &0 xparesive 1§ yaars jo, T T pe was one. All you have to do ' Samsueel Roberts, Andy Sater, Km WId
lzck of a bemer term) were lke. rarmos-minded? arguments about wihy Is DrEEEﬂt 3 |uc.|1:|f |Thﬂugh-[_ Unfortunately Martin, the issue in ;::ﬂmm,#,"mw.m“m
F'rn only 25, so when | was a kid | M, your pisce on Mystwas  the Amstrad CPC 464 was ?ﬁ”};’“ ”"itg piece o | 'tﬂléa-tl'r‘rﬂ question (Issue §1), is long out of stock, M of Saken Hong Derct:
didn't really understand that thene excelent and took me back 1o better than the Commodaore tha tmE 5 ':t:'ﬁ-r Eﬂ;;“' 5. al 'r,}'ﬁ meaning you'll have to head onling or LML SRELAY
was a cifference between the playr Rivenin my Satun days, 64 and Spectrum, and this al, Sometning Tunry wi wait for our next bookazine... It's a SPF——
Mastar Systarm and NES or the wench | recenthy dug out, amongst continued as newer systams SWid I:gwg’db D[ Sﬂg-'etn"ng cracking maching and worth a look if ‘“Emm*ﬂww
Mega Drive and SNES—Ipstloved  athers - 1've attached some pics came out. Even today it's still Inger related wi lg":" il you don't already own one. iy ot i aing 2 biiaNIdSa k.
playing games. | thaught i wouldbe  fan you believe the price?) raging, and you've only got to down just as wel S [ R S —— PE———
interesting to find out if the whale I've always boved the magazine  visit popular forums to see that Tor £ 0T 5 iSharird S Ha sl sait] K or dimhér pasrus. Retrc e 5 sl e For Boensing, Contact the Inbarmaton
“fanbay’ thing has been going onfar  guys = keap up the good wark. some people just can‘t move ours was to sneak into our brother’s it Ll el
years, o if it has only been since the  Cheers, an. Maybe we'll do a feature on room and change all his cassette tapes 1APE KNOWLEDGE mr:ﬂmu“m it
riseaf the Internet and socal media.  Cons Dekers it at a later date... 50 they were all in the wrong boxes. We Hello guys, §pamsn pEs e i -prahitsteng oo gk

got up to other shenanigans but they're
not really suitable for print,

["we just oot hold of a copy of the latest
magearine (don't blarme me, a wedding oot in

Suhscripticns

Hamd of Submcrigtines Gil Lamsan

S Space Hulk
o B the way of iy picking it up last week) and | o - il asbsrtsagion-publshing cous
_ Fro,rn the f,orum SHAMELESS felt ke | needed 10 say SOMEING SpEGTically  besswitioriegon abos Kalmpsritmeibsin AR
; frga o
i Retro Gamer, 1o ey L regarding bis colurme. Wy younger m@dﬁ_ﬁ{-ﬂﬂ" JUH} DBA4 BAE E410

 wwawretogarnemet/foum. The ather week | went 1o a car boat. It's brother, wha s the same age as Ben, not P omd Mac. He incimndly Iy i

Every month, Retro Gamer asks a question on gening a lof tougher now Decause maos? onby knowes wiy cassettes are inked with bored everose in the office H::’;mmm;w_ﬁ

the forum and prints the best replies. puners want 1o charge sily prices because videogarmes, but also used wo fight me to ‘“ﬂ!“:':_'-ﬂhﬁ_ 13 imaue mwbecrption ROW - L80

This month we wanted to kniow. ... “that's howe much itis on eBay”, Ay phry some of said cassette-ape videogamas ssill sitting m-:i'-:m t__“ Cinculation

fa“ﬂ nte‘ H mes | s mooching around seeing the normal an aur Commodors 84, Marmy hapoy and He can'tdecidewkathario Wl of Chncilttion Camen Peorce
Your u ﬁghtlrg ga ndiculous prices — a £50 NES here, a £40 fight-tlled surmmer holbidays were broken up plar itor sell it for a forne. e
u | 6] S ey, v cin't shuiror yow P bt = i th wh | Fi I . . f Production
Hiro | Lism 1982 ol gatting il maee Yo haad) wi B 8 pline li"rﬁ‘iﬁ'm_" -5'-’:"3—53 en | found aboxed by a Elﬂ":iE' ';:Tu;‘l?!jlﬂg- ar by Elt"_'l:;:-“ﬂ E DNES THHT BDT HU.JFIL[J Pristhuctbers Diracber Jsc Hirshire
hdat roally @ tan of the gonre, butrmyvetr Figiters Mogami = the fn sondce, the M stuffed with Sega Satum games. us macking g screens with their | I { . 11202 SEEX00
foes Lo Fighitn' Sord lor e Ariga insanity, the... wal... everyshing really. REALITY CHECK Flicking through the callaction | immeciaiely dancing rainbows and flying arrows, iscusee FOVers . f Faunders
Huge, well-animaned characers, Ainck solid AM2 fighting mechanics, Do Retro Gamer, s a copy of Partzar Dragoon Saga, | was Fear not lan = sorme of the yourg kv Darran d s the e that ﬁdl‘l’tq.llt&l‘l‘lﬂl"ﬂlt Geoup Musaging Diseator Darion But
:"ﬁmlﬂm_&:ﬂm“?g; ﬁmmmmiﬁn&ﬂ:? | have a story o tell you. Back when | missing the outer skeeve, but | knew it was ther stuft | mﬂ "_"':" :ml IMH:'m Stehien Byl
Lise of the glonals Aﬁtthﬂgae.t“ Woo ploass! wa3 ".-'-:.:II..II'IQ aI'I!:I used 1o Dlﬁ'g"l.'.ff‘l Ty L&A -...-...:-,-tr, MOoney. Bath parts of the Game wene Bekhy | Printing & Distrihwtion
especilly ai night when | was completely being sold separately a1 £5 each (they dearly Pentis by Wsdphp= s U, Smia s Comsis,

Antiiadz0a7) engrossed in a game - my Drother woukd didn't knowy it was the same game) That's good to hear Bekky, although it e
Ravaie Charry e put soramy hours It e e Street Fighter Wl e, came up behnd me, quisty n the dark, As | paid the money 1o the ald warman wha does concern us how little Itm:wladga DX iritvetied! I B UK & Ee by Seymaur Destrisution, 2 Enst
and ben penai pinces into that gam | bt sither of the Mega Drive versions, and whack rme as hard as he could across clearly wasn't the ongnal owner of the game, there does seem to be of gaming's past. Poultry Avesus, Londos, ECLA 96T
et bbbl e b e e | bharted cut, “could | nat have both for 3 fver? We hear plenty of comments at work, SRR

cabingt. Mahurally, I atee & big fan of

iy | e o The mowes consisten ity

thie head with a plkoee. Les e sellyou, this
was something of & shocking experience,

Theyre actually one game.” She hapoily

on forums or at home that instantly

[ el rabrelingd | n Austrabi by: Goegon & Golsh, Bquinoas Ganlng,

Hh-ﬂl'ﬂ'ﬂE::n'MﬁgEstfﬂhm . ! ’ ' ) 18 R Defeigh Rond, Frenois Fohest, NEW T08E
the-Fret hame camputar gamee 19 catch TP especally whilst reading stealthily through agreed, eadng me done with my shame. remind us of how old we are. One such A
the eigence of Harae Champ Thare ang plenty fd (o o chooss, bui the lowver bunkers in Castle Wiallenstem. Does arwone skse have a similar tale of seli- comment was from someone who didn't “"""""’:il'; ;ﬂ:&ﬂ::ﬁ;ﬁ.mm
ithes tobe Darkstalkens Chrondde: | did used w get hirn back though; please laathing that they'd like 1o share? know who Strider was. What a terrible T 0303 148 BL0G '

; W T e A e don't thrk: | was awamp. Wihen itwas his Dean Saunde world that must be to live in. Disclaimer
= on the Amiga. Youwdont need all u'mn:{tunt—ms\eﬂ_ rwlamm turn 1o play, | would do the sarme and sneak :.’;,‘:1':;.,:“ T I ]
this 30 nonsense s delher puglstic fighlirg garne series. Rs practicaly . . e amaged [ I-smkrrcrﬂ-s
perlection, ey gatitright in 1988 snd A e up benind him, usualy around midmight, and Don't beat yourself up too much Dean, e Bt o Tt Ty iy
still hasn't beeer bietieradl, in rmy aginian, ra prcklerns using the PSP O-pad trresack Fim hard across the head wath rmy While you should be scolded for pulling B I M
ki’ i it it Yaar 7 Maths Prirner book, which was about the wool over someona’s eyes like tha e e e
e 250 poges long. Thot syt vk 'S ours yuulve ot the only reader B R S GUIDE T0 | EARTHWORM JIM | i

.-:-nLIu: E Tharks so musch fior all the remendoushy to have done something like this in This was anaariaraption that didn't really Earsinwoem Jim, andwa Saltitwould he a Frii :Wmlmww;im Mrl-ﬂlh. seseld

. “"""E'Mh s dE' wanderful wark, the past. Darran once bought Baldur's nutoffthe drmwing board. The amwasts reat faeus for s cover. The ides waE 1o use by bbb e ol g L
Stl'-E'HF-'ul'm FMW on a diferent ewerything slse. Bahlg o Gate from a eharity shop for 50 pence create o fighlers sdectsereenikeyou'dget | a colouradvarsion of Jem as a focsl point, L’:Wmﬂﬂﬁﬂ'“g’;ﬂ“;dﬂ‘ “:':“_:ﬁ“l
Edition's major plus wasbeing able to bt eauses tha wannan salling It thought i & e, Bt i il eaiure fightars from with skatchas in the hackground in gve the B ot B 10 Wi q;.‘;mbmm bt ™
L he speed that ricely coureracted - ) . . . . . 1 9 m A v e DA-puen-abdhs vt krows iots of differnnt fmnchises. hwas anesidea, | impressional 2 lush book. Unfarbnately, vwe it ptional, Boensed sotiors of Imagine Bmums. A ny materia
the fact#hat the PAL game runs sower Farthe hizarme vanity of fighiers, There's nnthmg_l‘llm sibling r_nralr'!r is it weas a DVD film and not a £5 game. S el agar Easad il hutwe wadtodfow characiers toilustratmit | coikdn'tind & suitably dramatic imsge for o st ot s it i A ey s
tham e NTSC versiore, Lesmate Marved Vs Capoom 3 thera? One particular favourite trick of What a cad. Levt s kriawewa the useal crenres. vt il st éevbid] L badking & lttle missy. thia ivuzai it mncarirantoes seall b8 kabie bor 958 I8 or damogs,
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Asa high-deﬁniun remake sets sail,
we speak to the creators of Link's

creation of the B-bit
compilation and
how it tumed into an
essential part of any
gamer's library
B The creator
of Chuckie Egg
celebrates its 30th
anniversary and
looks back at
his successful
coding career

Revisit the games, films, shows and hardware that defined DAL —
entertainment for a generation ™ _ i) _
" BUY YOUR COPY TODAY *?_,;_ 4
Print edition available at www.imagineshop.co.uk Rambo Special  ff v Eij ) N
# ¥ & # . ® . I i r 5 5 .'i.-'
Digital edition available at www.greatdigitalmags.com ﬁtﬁa‘n‘]ﬁ',ﬂi;;;: e Alert 300 « Bomiuzal | ‘ot doviorrssond [P S
n « Tobal 2 » Atari 7800 « Gribbly’s Day Out sk vl s = = iR . *
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RGB SCART cable Key Features: RGB SCARTS avaiable
 Vast improvement over traditional RF « Sega Mega Dri B 2
* Pixel clear Rq.-' video * SNK Neo GEOWAES'& CD/CDZ
e Improved soul ality » BBC Acg ' ro

\ . inclair ZX Spect "rn + 128k, +2 &
-t'/ & SrFM
] —-ﬂ"‘#. m

We also stock a wide range of video :  Various Arcade ]a_;nma Superguns
adapters including RGBS SCART to BNC (Sigma, Pana, CMVS etc)
break-out cables and Euro / =
Japanese SCART conve "more on our website Lontact Hnthony Godsell HARDWARE

'H ") ) ‘}_ _ [] | E U E 58 E L_la [] - ALL OUR STOCK IS TESTED, WORKING AND GUARANTEED

Y 4 > E_ 1 on ' FREE UK inland postage - excellent international postage rates
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10%
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www.retroga ' * ' Engi ' AE
- — = anthony.qodsell@imaalne-publishing.co.uk ... AMSTRAD ... ATARI ... ANYTHING ELSE!




9 .
ﬁ‘#ﬁ'&rﬁ& i

» Just before it buggered off and neglected Nintendo consoles for an entire
generation, Squaresoft chucked Mario into his first RPG and, in doing so, made
Legend Of The Seven Stars the Super Nintendo's final Mario title. It was a peach
of a game from the makers of the epic Final Fantasy series, and gamers fell
head over heels for the isometric witty madness of it all

01 02 i : 03 Y/

» The final star has been collected and w An eternity passes as the stars shoaot » They think it's all over —not et it ain't . ;

the Star Road & complete. Geno has Nt the sky, leaang a solitary teankle in Like an Oasis record, it just can't end <o e 4 / 2
said goodbye, MNow its ime ko insnire the their wizkie, The swiord Exor dissolves and A S
intro miakiers of Stars In Their Byes blotees into the wind. Mario and his gang fates of our frends, Mallow is crownes -;ﬂ ¥ i

some whizzy star-like schmaltz, Tonight are rooted to the spot for the entire mght the prince of Mimbus Land. Who'd have

r <
Mattiew, Mario is gang ta be stunned in uter awe at this natural phenomenon,. thought it? @ — ! A Ez ﬂFF NEXT HRDER h':'i
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Enter Code RETRD at checkout.
Minimum Spend 10, Offer Expires 12/10/13

' VISIT GAMESEEK.CO.UK &

e,

COLLECT MECTAR POINTS

w Boweser repars his keep, Jonathan Jones eyes the sunseat alone, VDI, _ i
Er‘n{:-:: races the Mushroorm Derby aoairest "|'::1!-.;'1I and FrogiuciLes e % WITH E I“'E R‘f PURE H A SE
and his students go to Toadafsky's top gig. Valenting and Booster . f . . - L  ——

get ramed. Burmnblng Dode !
leaing Valenting in hat, passionate, spurned purswit With & wirk, he's gone. Cue & parade of characters.
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The world’s first endless action RPG

“just plain exceptionally good”
w1 148 Apps

“Give this a shot immediately”
9/10 Destructoid

“absolutely top-notch virtual controls”
' 2 & & & @CIGEHEN]

Available on the

- | - App Store |
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