
AMSTRAD  |  COMMODORE  |  SEGA  |  NINTENDO  |  ATARI  |  SINCLAIR  |  NEOGEO  |  SONY  |  COIN-OP  |  MOBILEAMSTRAD | COMMODORE | SEGA | NINTENDO | ATARI | SINCLAIR | NEOGEO | SONY | COIN OP | MOBILE

THE ESSENTIAL GUIDE TO CLASSIC GAMES

TTTTMM

OLD!  

BIOWARE’S JEDI  MASTERS REVEAL 
THE ORIGIN STORY OF THEIR  
AMBITIOUS SCI�FI  CLASSIC

BIOWARE’S JEDI  MASTERS REVEAL BIOWARE’S JEDI MASTERS
THE ORIGIN STORY OF THEIR

EVERYTHING YOU NEED TO KNOW TO 
MASTER NAMCO’S LIGHTGUN CLASSIC

GUNNING DOWN 
TIME CRISIS

COLLECTING 
CASTLEVANIA
WE WHIP UP THE BEST GAMES IN 

KONAMI’S VAMPIRE�SLAYING SERIES 

I NSI DE ARC 
SYSTEM WORKS
MINORU KIDOOKA WALKS US
THROUGH THE HISTORY OF HIS STUDIO

ULTI MATE GUI DE 
TW I N COBRA
EVERY ASPECT OF TOAPLAN’S 

EXPLOSIVE SHOOTER EXAMINED

I N THE CHAI R W I TH 
BI G BOY BARRY
THE GAMES WORLD VIDEATOR IS UNLEASHED  
IN OUR NO�HOLDS�BARRED INTERVIEW

BUI LDI NG 
BACTRON 

VINCENT BAILLET TAKES US  
INSIDE HIS ISOMETRIC PUZZLER

STREET 
RACER 

MEV DI NC REVISITS  
HIS SUPERCHARGED  
MARIO KART CLONE

IS THIS UPGRADED  

MINI WORTH  

THE WAIT?  

LO AD  2 0 2



9
0
0
0

0000
9
0
0
1





THE RETROBATES

DARRAN JONES
Being able to alter som eone’s 

m ind w ould allow  m e to do  

all sorts of ter… being able to 

alter som eone’s m ind w ould 

allow  m e to do all sorts of  

good things.

Expertise: Juggling a gorgeous 

w ife, tw o beautiful girls and an 

aw ard-w inning m agazine

Currently p laying : Final Fantasy 

XI I : The Zodiac Age

Favourite gam e of al l tim e:  

Strider

LOADING...

WHAT WOULD YOUR 

FORCE POWER BE?

S
o here w e are at the end of 

2 0 1 9 . As I w rite this it’s not only 

the end of a year, it’s also the end 

of a decade, and w hat a decade 

it’s been. The w orld of retro has changed 

considerably since Retro Gam er w as 

first launched in 2 0 0 4 , and it’s am azing to 

think the m agazine is shortly going to be 

celebrating its 1 5 th anniversary.

Equally exciting is the fact that w e’re finally 

getting the end of the original Star W ars saga 

that began in 1 9 7 7  (you m ay have w atched 

it m ultiple tim es already). It’s given us the 

perfect excuse to look at Star W ars: Knights 

Of The O ld Republic, arguably one of the 

greatest videogam es to feature the Star 

W ars nam e. W e’ve spoken to several key 

staff, including co-founder Greg Zeschuk, to 

discover how  the talented team  created the 

epic RPG set 4 ,0 0 0  years before the events 

of A New  Hope, and the difficulties they 

faced w hile m aking it, including an intense 

crunch period.

W e’re not just about celebrating an am azing 

Star W ars gam e, as we’ve got plenty m ore to 

excite, including an interesting glim pse inside 

Arc System  W orks, an insightful interview  

w ith Big Boy Barry, and an essential collector’s 

guide to the Castlevania franchise.

Make sure you take advantage of our latest 

subs offer on page 3 0 so you don’t m iss the 

chance to kick off 2020 in fine style.

NICK THORPE
There are too m any good ones,  

so it’s very hard to choose, but 

after careful consideration of all 

the Star W ars lore, I ’m  pretty 

sure m ine w ould be the Vulcan 

m ind m eld.

Expertise: Ow ning five Master 

System s (I sold tw o)

Currently p laying : Shem ue I I I

Favourite gam e of al l tim e:  

Sonic The Hedgehog

ANDY SALTER
My pow er w ould be Tapas,  

w hich gives m e the pow er 

to provide a sm all portion of 

Spanish cuisine to m y fellow  

Jedi... w ait, w hat do you m ean 

that’s not w hat it does?   

Expertise: Modding gam es, no 

‘vanilla’ versions for m e, thanks!

Currently p laying : Europa 

Barbarorum  2  m od for  

Medieval I I : Total W ar 

Favourite gam e of al l tim e:  

Rom e: Total W ar

DREW SLEEP
It’s probably Force Healing,  

considering how  w ell I bounce 

back after the traum atic process 

of sending an issue of Retro  

Gam er to the printers.

Expertise: ‘Die Hard Is A 

Christm as Film ’ evangelism

Currently p laying :   

Pokém on Sw ord

Favourite gam e of al l tim e:  

Final Fantasy VI I I

PAUL ROSE
I ’d like to com e back as a Force 

ghost. They’re not going to get 

rid of m e that easily.

Expertise: W inging it

Currently p laying : Rage 2

Favourite gam e of al l tim e:  

Half-Life 2

ADAM BARNES
W ell, actually I ’d be m ore like 

Boba Fett because of m y 

unexplained love of jetpacks.

Expertise: Being pretentious 

about coffee

Currently p laying : Shenm ue 3

Favourite gam e of al l tim e:  

Baldur’s Gate

PAUL WALKER�EMIG
Research tells m e that w ithin the 

Star W ars universe exists a Force 

pow er that allow  users to detoxify 

them selves of poison. I w ould use 

this pow er to get drunk and then 

purge m yself so that there’s no 

hangover in the m orning.

Expertise: Pretentious indie gam es

Currently p laying : Star W ars Jedi:  

Fallen Order

Favourite gam e of al l tim e: Metal 

Gear Solid

GRAEME MASON
The lightsaber throw  is im possibly 

cool, and very useful. I ’d probably 

end up severing one of m y ow n 

lim bs, though.

Expertise: Adjusting the tape 

azim uth w ith a screw driver

Currently p laying : Gaiares

Favourite gam e of al l tim e:  

Resident Evil IV

PAUL DRURY
I ’d like the control Force ability  

to detoxify poison so I can  

enjoy an evening on the sauce 

w ithout going to the dark side 

the next m orning.

Expertise: David W alliam s’  

Union Jack pants

Currently p laying :   

Death Stranding

Favourite gam e of al l tim e:  

Sheep In Space
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conjures up the image of arcade games 

and retro games, so it gives me the 

feeling that these are awards with 

history and heritage,” said Suzuki. “It’s 

such an honour to receive it after over 

30 years in my career.” Thinking about 

how he imagined things would be like 

in 2020 in the Eighties, compared to the 

actual development of technology over 

his long career, he says, “Talking about 

the year 2020, what I was thinking back 

then was probably closer to what’s 

depicted in sci-fi movies, in that kind of 

world. But I never even thought about 

how smartphones could have advanced 

as much as this.”

Looking back on what has made 

his career so noteworthy, Suzuki feels 

that it’s important to ensure a constant 

flow of new ideas. “Because my 

games are eclectic, and I’ve challenged 

different types of genre over the 

years, what I tend to do is every time 

I challenge myself with a new game, 

I work with a new team,” he replies. 

of his latest game, the long-awaited 

Shenmue III. The award was presented 

by Three Fields Entertainment’s Alex 

Ward, who spoke about having grown 

up around arcade games during 

the Eighties, and how much of an 

influence Suzuki’s hits had been on 

his own games, including Burnout and 

Dangerous Driving. The show then 

cut to a video appearance from Peter 

Moore, who was president of Sega Of 

America during the Dreamcast years. 

The current Liverpool FC CEO recalled 

the help that his team received from 

Suzuki, whom Peter described as “a 

gem of a man”. Suzuki then came onto 

the stage to accept the award, where 

he noted that this was coincidentally his 

37th year in game development, and 

thanked all the attendees.

We were able to catch up with Yu 

Suzuki to get his thoughts on receiving 

the award, as well as his thoughts on 

the games business and next steps. 

“The Golden Joystick Awards name 

T
he 37th annual Golden 

Joystick Awards took 

place on 15 November at 

the Bloomsbury Big Top in 

London, celebrating the best games 

of the last 12 months. While there 

was plenty of love for classic gaming 

series on show, the big highlight 

for Retro Gamer was the Lifetime 

Achievement award, which was given 

to Yu Suzuki – the director of timeless 

hits including Space Harrier, Virtua 

Fighter and Shenmue.

Unlike most of the categories, 

which are voted on by the public, the 

recipient of this award was decided by 

the judging panel – and Suzuki netted 

the award just days before the release 

»  We were able to catch up with Yu Suzuki to get his thoughts on the award, 

Shenmue III and his future.

CONTENTS
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YU SUZUKI STRIKES GOLD

 It’s such an honour to receive it 
a� er over 30 years in my career 

Yu Suzuki

GIVE US TWO MINUTES AND WE'LL GIVE YOU THE RETRO WORLD
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With Shenmue III finally out in 

the wild, what’s next for the revered 

games designer? “This is not the end 

of the Shenmue series, it doesn’t 

complete the Shenmue series,” he 

explains. “So maybe a sequel, that’s 

a possibility.” But fans of Suzuki’s 

other works shouldn’t worry, as he 

quickly qualifies that. “I’m not just the 

creator of Shenmue, so there might be 

a possibility to explore other titles as 

well.” Might that include a return to the 

arcade arena? He doesn’t rule it out. 

“The arcade game is a starting point 

“If you do that, it means that you can 

avoid repeating what’s been done 

before.” Looking back, did he have 

any particular favourite games? “The 

most memorable games for me, the 

most personal, are Virtua Fighter and 

Shenmue. Those two titles were both 

challenging in their own way,” he 

reflects. “In the case of Virtua Fighter, 

that was the first 3D game with 

human motions for me. In the case 

of Shenmue, because it was the first 

time we were challenging the open 

world environments, that was again 

challenging in its own way.”

Suzuki’s most recent game is 

Shenmue III, which hit PS4 and PC in 

November 2019. To say the production 

of the game has been fraught would be 

an understatement – for many years, 

even the most passionate fan would 

have been forgiven for considering it 

impossible, until the 2015 Kickstarter 

campaign that enabled Ryo Hazuki 

to finally leave that cave. “Just to be 

able to make Shenmue III at all was 

a huge joy for me, as well as a huge 

opportunity for me,” says Suzuki. “I’m 

just so happy to be able to create this 

game.” You can get a sense of the 

difficulties that were faced in creating 

the game, though. “Because it was 

the first time I started using Unreal 

Engine 4, it was a challenge to get used 

to that new type of engine. I had to 

create the team from scratch, that was 

also challenging. Also, as the number of 

partners grew, we had to change what 

the content plan was – every time we 

needed to change it, we had to adjust 

accordingly.” You can find out what we 

thought of the game on page 98.

»  [Arcade] Space Harrier is an oddity in Suzuki’s catalogue, 

as one of the few fantasy-themed games to his name.

»  [Arcade] Suzuki’s most prolific series is Virtua Fighter, as 

he’s credited as director for the first four games.

for me, so one day it would be great if 

I can return to that,” he says, which is 

a prospect that will surely excite fans 

of elaborate motion cabinets. But in his 

closing message to readers, he remains 

resolutely focused on the present. “To 

all Shenmue fans, as well as those 

who never had a chance to play the 

games, this is a game unlike any other 

in the world,” Suzuki concludes. “This 

is the kind of game that if you play it 

in a relaxed environment, it’s a really 

heartwarming type of game. I’d love 

everyone to try this game.” 

»  The Golden Joystick Awards were hosted in London, and 

attracted guests from across the games industry. 

»  [PS4] Shenmue III is out now, and represents Suzuki’s return to console game development after over a decade away.

Yu Suzuki wasn’t the only 
one to claim a Golden 
Joystick this year

As well as recognition for Yu 

Suzuki’s pioneering career, there 

was plenty of representation for 

retro releases at this year’s show. 

Castlevania Anniversary Collection 

was nominated for Xbox Game Of 

The Year, but fell to eventual winner 

Gears 5. Tetris Effect was nominated 

for PlayStation Game Of The Year, 

but lost out to double award winner 

Days Gone, and also picked up 

nominations for Best Audio and Best 

VR/AR Game. Tetris 99 also picked 

up two nominations, being beaten to 

Nintendo Game Of The Year by the 

nostalgia-packed Super Smash Bros 

Ultimate. Sega’s Mega Drive Mini was 

nominated alongside the Nintendo 

Switch Lite and Oculus Quest in the 

Best Gaming Hardware category, but 

lost out to Nvidia’s RTX 20 series of 

PC graphics cards.

The big winners of the night were 

Capcom. As well as taking home the 

Best Visual Design award for Devil 

May Cry 5, the developer scored the 

night’s only other 

double win with 

Resident Evil 2. This 

year’s remake of 

the 1998 zombie 

horror game picked 

up the Best Audio 

award (doubtless 

for Mr X’s terrifying 

footsteps), and 

also won Ultimate 

Game Of The Year. 

That’s the first time 

a remake has ever 

won this award!

WHAT ELSE 
HAPPENED?

VISIT RETROGAMER.NET/FORUM TO HAVE YOUR SAY RETRORADAR: YU SUZUKI STRIKES GOLD
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RETURN OF 
THE PAC

SUPER MARIO 
LAND GOES BIG

N
o, you’ve not fallen into 

an alternative dimension; 

there really is a brand-new 

Half-Life game, and it really 

is being made by those lovers of 

transactional hats, Valve. Before 

you get too excited, though, it’s worth 

mentioning that this isn’t going to be Half-

Life 3. Stopped shouting? Good. No, this 

new game is called Half-Life: Alyx, and 

is set shortly before Gordon Freeman’s 

return in Half-Life 2. As you may have 

already guessed, it will focus on Alyx and 

her father taking on the Combine.

RREETTUURRNN OF

M
ay 22, 2020 marks 

the 40th anniversary 

of Pac-M an, so 

expect a flurry of releases 

focusing around the yellow  

pill muncher throughout the 

year. While Pac-Man might be 

well known for never keeping 

his mouth shut, Namco is 

being extremely tight-lipped 

about its plans for the iconic 

videogame star beyond 

setting up a new website and 

showing off a funky new logo. 

It has, however, unveiled an 

official new Pac-Man song by 

legendary techno composer 

Ken Ishii called Join The Pac, 

which has to be seen to be 

believed. You can check it out 

by visiting pacman.com/en.

T
he internet recently 

got into a tizzy after 

DiskHacker uploaded an 

impressive version of Super 

M ario Land for the SNES. The 

Game Boy classic has been 

completely upgraded from 

its monochrome origins, and 

has a similar graphical style to 

New Super Mario Bros, along 

with sound effects from Super 

Mario 64. It’s surprisingly 

close to the original game in 

terms of level design from 

what we’ve played, but the 

movement of Mario could 

certainly do with a little work. 

There’s every chance the 

game get shuts down by the 

time you read this (Nintendo 

gonna Nintendo), but it’s 

great to see such wonders still 

being created for Nintendo’s 

16-bit console.

The reason we’re really excited  

about Half-Life: Alyx is because it’s 

going to be made for VR systems, and 

if you’ve ever played any first-person 

games on systems like PSVR and 

Occulus Rift, you’ll understand just 

how immersive Valve’s game has the 

potential to be. Best of all, there’s not 

going to be too long to wait either, as 

the game is currently scheduled to 

arrive on PCs in March. No news  

on a PSVR release, but we’re keeping 

our motion controllers crossed, just  

in case. 

NEWS WALL
DISPATCHES FROM THE FRONTLINE OF RETRO GAMING

NEWS WALL
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the faith and trust that he has shown 

in us by passing on the torch. We’ll 

strive to be vigilant custodians of one 

of gaming’s great names.”

O f course, this isn’t the first time that 

Rebellion has taken an interest in older 

games, as the company acquired the 

rights to Battlezone in 2013 and then 

delivered a number of solid games in 

subsequent years, including a great VR 

game that felt like a cross between 

the arcade original and the Eighties 

classic, Tron. It would appear that the 

Kingsley’s plan to not only make the 

original games easily accessible on 

new platforms, but also to create new 

releases based on past games.

Several games are already available 

on the streaming service AntStream, 

while Gods was recently remade, and 

I
f you think of the Amiga 

or Atari ST, one of the fi rst 

companies that probably pops 

up in your brain is The Bitmap 

Brothers. W hile it started off on 

the 8 -bits, the talented developer 

arguably found most of its success 

on the 16-bit systems, thanks to 

the likes of Xenon 2, Cadaver, Gods, 

The Chaos Engine, and the brilliant 

Speedball 2: Brutal Deluxe.

We’re clearly not the only big fans 

of the popular developer, as Rebellion 

has just revealed that it has purchased 

the company’s entire back catalogue of 

games for an undisclosed sum. “We’re 

delighted with the addition of The 

Bitmap Brothers to the ever-growing 

Rebellion portfolio,” Rebellion’s CEO  

and co-founder Jason Kingsley OBE 

recently revealed in a press release 

about the acquisition. “The Bitmap 

Brothers are renowned for making 

great games and for bringing gaming 

into the mainstream with inimitable 

style. We’ve known M ike M ontgomery 

for many years, and we’re honoured by 

REBELLION REVEALS THAT GAMES BY THE BITMAP BROTHERS ARE RETURNING

VALVE'S GAME RETURNS, BUT NOT AS YOU'D EXPECT

there are also updates of The Chaos 

Engine and Speedball 2 available on 

PC. Personally we’d love a HD update 

of Xenon 2, but in all honesty we’d be 

equally happy to play new games from 

both franchises, providing they retain 

the same quality and distinctive style 

that made Bitmap Brothers games so 

popular in the first place. The Kingsleys 

have proven in the past that Rebellion 

isn’t the sort of company to acquire 

a licence and then do nothing with it, 

so don’t be surprised if you hear more 

news about this exciting acquisition 

sooner rather than later. 

BIT�MAPPING OUT THE FUTURE

HALF�LIFE IS BACK

 We’ll strive to be vigilant custodians 
of one of gaming’s great names  

» [PC] Gods was remastered last year. Hopefully Rebellion 
will be turning its attention to shooters like Xenon next.

» [PC] Games like Speedball 2 have already been remade for PC, but we’d love a proper compilation of games.

» Chris (left) and Jason Kingsley pose with 
Mike Montgomery (right) to celebrate 
Rebellion’s new announcement.

» [PC] If this doesn’t get announced 
for the PS5 we’ll be very surprised.





Reluctantly, the three kids sat down with me 

and picked up the funny-shaped controllers. I 

could not remember what on earth you had to do, 

so I said, “Give me a minute to remember how to 

play this.”

And here’s the wonderful thing: they worked it 

out faster than me. And they absolutely loved it, 

all three of them. They destroyed me. It was so 

good that my nephew asked if we could stay for 

another game. And another. We had five in total, 

and I was thrashed in all of them. We shouted 

and screamed and called each other cheats, and it 

was bloody magic.

Since then I have been ordered to set up  

my DC on the big telly and get ChuChu Rocket! 

ready to play. I’ve had to buy more controllers, 

and the next time everyone is round I suspect  

we shall be indulging in one of the greatest  

and most insane multiplayer games of all  

time. Surely CCR deserves a reboot on a  

new console? 

I said. He grinned and nodded, and we both stood 

there like the proud parents we were.

When you’re hanging out with kids of such 

varying ages, you have to be able to read the vibe, 

and I could tell my nephew wasn’t really digging it.

“You not into retro games then?” I asked, 

knowing full well what the answer was going to be.

“Not really,” he replied, looking as bored  

as hell.

Being the ace uncle I am, I promised not to 

keep him there too much longer, and said we 

could go and look at the Fortnite and Switch stuff 

straight after we’d had a little sweep around this 

area. I just wanted to see what was what.

As we were leaving, I couldn’t believe my luck. 

Most of the machines had a couple of people 

hanging around, but right in front of me was a 

Dreamcast running ChuChu Rocket!. There were 

four controllers plugged in, and no one in sight.

“Guys, would you indulge me in this and then 

we can do whatever you want?”

S
omething magic 

happened a few weeks 

ago. I was wandering 

around the Euro Gamer 

Expo at the ExCel Centre in 

London with my two boys, who are seven and 

nine, and my 14-year-old nephew. It was pretty 

cool, but way too crowded. We didn’t get on any 

of the big releases, as the queues were awful, but 

we managed to play some decent indie games 

and buy some tat.

At one point we found ourselves in a  

decently sized retro section. I saw a BBC setup 

and sat down for a round of Chuckie Egg. My 

eldest thought it was pretty cool, and once  

I’d finished he asked if he could have a go.  

While he was playing, I got talking to a dad who 

was watching his daughter play something on  

a C64.

“Who’d have thought 35 years ago we’d be 

stood here, with our own kids playing this stuff?” 

FEATURING TALKRADIO’S IAIN LEE
COLUMN
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 Who’d have thought 35 years 
ago we’d be stood here, with our  

own kids playing this stuff? 

Do you agree with Iain’s thoughts? Contact us at: 
RetroGamerUK @ RetroGamer_ Mag retrogamer@ futurenet.com

Who is Iain Lee? 
Iain Lee is a freelance broadcaster who loves gaming, particularly retro gaming. 

He currently hosts The Late Night Alternative show at weekdays from 10pm on  

www.talkradio.co.uk and runs daily retro streams on www.twitch.tv/iainlee.

Chu Chu





Either way, if it had been left up to Young Me 

– and others of my ilk – we’d have lost everything 

that came before, say, 1989. I’d have let it go, in my 

ignorance, those games living on only in memory. 

Thank heck, then, for those with enough obsessive 

foresight to keep those early generations alive by 

preserving them in digital aspic. Thanks to them, 

I’m still playing the likes of Pac-Man, Dragon’s Lair, 

Underwurlde, and Skool Daze decades on – the  

entire history of gaming at my fingertips, and we  

can see, now, that all of it had artistic and creative 

merit. Heck, some of it is just pretty damn good in  

its own right. 

There’s a lesson to be learned here. The past isn’t 

just another country; it’s in the fabric of the here and 

now. Without all that came before, we wouldn’t have 

what we’ve got today, for better or worse. Dismissing 

something because it’s old is for the young. Those of 

us with the benefit of wisdom know better. 

Okay, boomers? 

on a mammoth ribcage with a rock, rather than 

Electric Ladyland. 

I mean, there were no way in 1994, say, to 

play a ZX Spectrum game on any of the current 

systems anyway. There wasn’t, at that point, any 

obvious way to preserve old games digitally. More 

significantly, it didn’t seem like anybody wanted to, 

so dazzled were we by new consoles, CD-ROM, 

and the lure of 3D gaming. I thought the past would 

remain buried, and deservedly so, for it was rubbish.

And then, at some point, the excitement that 

came with the dawn of the polygon age sort of 

wore off. It became the norm, rather than the big 

new thing, and it was around then that I started to 

grow wistful for the games of my youth. It might 

have been that more time had passed. It may have 

been that I grew up somewhat. Or maybe it was 

just the way the industry went – that we became 

aware that just because a game was on a CD-ROM, 

it didn’t automatically equate to it being any good.

T
here was a time, many 

years ago, when I was a 

young games journalist 

with the dampest of 

behind-the-ears spots, where I 

thought old games would stay in the past. 

Retro gaming wasn’t a thing back in the early 

Nineties when I first started peddling my words for 

coins. Perhaps, you could argue, the games we now 

consider retro were too fresh in the recent past to 

be viewed with any degree of nostalgia. We were 

faintly embarrassed by the likes of Jack The Nipper 

when we had Resident Evil.

I actually, at that point, believed that gaming was 

an ever forwards-moving medium – that games I’d 

played as a kid were so primitive, so crude-looking, 

that they wouldn’t be remembered in the same way 

as, for example, classic albums. I remember thinking 

that was a bit sad, but also fair considering that I 

viewed early games as more like cavemen banging 

Keeping retro alive

 Perhaps, you could 
argue, the games we  

now consider retro were 
too fresh in the recent 
past to be viewed with 

any nostalgia 

FEATURING DIGITISER’S MR BIFFO
COLUMN Who is Paul Rose? 

Paul is probably better known as Mr Biffo – the creator of legendary teletext games magazine 

Digitiser. These days, he mostly writes his videogame ramblings over at Digitiser2000.com. If you want 

more Biffo in your eyes, you can catch him as the host of Digitizer The Show at www.bit.ly/biffo2000.
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Do you agree with Paul’s thoughts? Contact us at: 
RetroGamerUK @ RetroGamer_ Mag retrogamer@ futurenet.com





NEWS WALLA MOMENT WITH...
SHOWI NG OFF COOL RETRO-THEMED STUFF THAT’S GOI NG ON 
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» We prefer CRTs ourselves, but if you do have to play your retro systems on new TVs the RAD2X should help.

the m arket uses a line doubling m ethod 

to achieve low  latency, and our product 

is the only RGB-to-HDM I cable w hich 

incorporates a sm oothing filter.

Tel l us a b it about your connection  

w ith RetroTINK.

I  becam e aw are of M ike Chi w hen Bob 

Neal at RetroRGB.com  interview ed 

him  back in 2 0 1 8  show casing the 

retroTINK2 X. I becam e aw are that this 

w as just a sideline project for M ike 

as his m ain business w as designing 

headsets to m onitor brain activity!

W hy are your leads l im ited to one 

per custom er?

The leads are currently lim ited to one 

per custom er since w e have been 

running a preorder system . How ever,  

w e hope to stock these in future for 

im m ediate purchase.

How  have you m anaged to ach ieve 

such low  latency?

The low  latency is due to the inherent 

design of the RAD2 X. It uses a line 

doubling m ethod w hereby only one line 

of inform ation is processed at a tim e 

rather than one w hole fram e.

W hy does the PlayStation version  

need an external pow er supp ly?

Unlike all other variations of the RAD2 X 

the Playstation version of the RAD2 X 

requires pow ering via a USB cable. This 

is because the PlayStation consoles 

cannot provide enough pow er from  the 

AV Multi Out socket.

This is because the RetroTINK2 x uses 

a line doubling m ethod, rather than 

relying on video processor to upscale 

the im age. I saw  the potential of this 

device and approached the creator,  

M ike Chi, to see if he w as interested 

in a collaboration to m ake an all-in-one 

cable solution w hich used an RGB 

source rather than com posite video 

or S-Video. Most retro consoles have 

the capability of outputting RGB video,  

w hich is the best signal a console 

can output during the 8 -bit and 1 6 -bit 

era, so I w anted a circuit w hich w ould 

convert RGB to HDM I .

How  hard has i t been to design?

This w as one of the longest and m ost 

technical projects that I ’ve w orked on to 

date. After subm itting an initial design 

overview  to M ike w e w orked closely 

together on prototyping, w hich involved 

carrying out testing and directing M ike 

on am endm ents to the design and 

also liaising w ith the tool m aker on the 

design of the case for the RAD2 X.

W hat separates the 

RAD2 X lead from  

sim i lar products?

The 24 0 p signal from  a 

console is interpreted 

correctly by the RAD2 X 

w hereby other all-in-

one cable solutions 

do not. Instead they 

treat the signal as 4 8 0 i 

resulting in a w ashed-

out im age w ith m otion 

blur. No other cable on 

I
f you ’re real l y i n terested i n  

g ettin g  the b est o u t o f your 

cl assic conso les,  o d ds are you ’ve 

u sed l eads by com pan ies l i ke 

Retro  G am ing  Cab les.  I t’s recently,  

team ed up w ith RetroTINK to create 

a new  cable that allow s you to easily 

play your older system s on m odern 

HDM I -equipped televisions.  RGC’s 

Robert Fletcher goes into m ore detail.

 

W hen d id you com e up w ith the 

idea o f the RAD2 X?

In July 2 0 1 8  w hen I saw  the potential 

of the RetroTINK2 x, a device for 

connecting retro consoles to m odern 

flatscreen TVs via HDM I . The 

RetroTINK2 x accepts inputs like 

com posite and S-Video and converts 

these signals to HDM I . I ’d been 

looking for a HDM I cable solution for 

a few  years prior, how ever, the norm al 

m ethod of upscaling analogue video 

signals to HDM I causes a lot of issues 

and the RetroTINK2 x resolved these.  

W hy is a sm ooth ing fi l ter included?

As the sm oothing feature w as part of 

the original RetroTINK2 X design, w e 

decided to include this on the RAD2 X 

for use on polygon gam es.

Do you p lan to support any other 

system s outside o f the ones you  

do already?

W e have successfully tested the 

RAD2 X on the Nintendo W ii, Original 

Xbox and Dream cast. These system s 

are capable of outputting higher 

resolutions like 4 8 0 p and above,  

how ever since the RAD2 X can only 

accept the low er 24 0 p/4 8 0 i signals w e 

decided not to sell dedicated RAD2 X 

cables for those system s as it doesn’t 

utilise them  to their full potential. 

RGC powers up
Robert Fletcher tells us about Retro Gam ing Cables’ new RAD2X HDMI range

m . How ever,

n future for 

ed to ach ieve 

the inherent 

ses a line 

only one line 

d at a tim e 

m e.

on version  

supp ly?

the RAD2 X 

e RAD2 X 

cable. This 

onsoles 

er from  the 

their full potential. 

» Here’s one of the RAD2X leads being made. A lot of work 

goes into their creation.

» Here’s a couple of leads on the production line. Note the RGC branding.
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goes into their creation.

Head to retrogam ingcab les.co .uk 

for m ore inform ation
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THE LATEST NEWS 
FROM JANUARY 2003
A

fter a troubled 

development at Retro 

Studios, the GameCube 

exclusive Metroid Prime 

finally emerged – and the first-

person adventure received glowing 

reviews in its US import form. 

Samus’ first adventure in over six years 

received a 10/10 score in games™  – the 

first in the young magazine’s history – 

with the reviewer praising it for feeling 

like Super Metroid and integrating series 

staples like the Morph Ball that “you’d 

never expect to work in a first-person 

game”. Edge’s 9 /10 review lauded the 

retention of player agency, noting that 

“although you’re guided as to what your 

next move should be, you rarely pay 

immediate attention to this, choosing 

instead to embark on exploratory 

missions”. NGC scored the game 96% , 

praising the graphics for displaying 

“more effects than we ever imagined the 

Cube was capable of”.

With high-profile PAL releases 

thin on the ground, the US version 

of Resident Evil 0 was another of the 

month’s key GameCube releases. Set 

before the first game in the series, it 

paired Rebecca Chambers and fugitive 

Billy Coen on a journey towards the 

Spencer Mansion. Edge gave the 

game 7/10, and NGC scored it 86% , 

opining “while it’s introduced an 

excellent new two-character system, 

it has eliminated very few of the 

increasingly obvious flaws that have 

haunted previous Resident Evil titles”. 

Also arriving via the United States was 

Sonic Mega Collection, a compilation of 

Sonic’s 16-bit adventures. This earned 

a surprisingly miserly 71%  in NGC – 

though with revelations such as, “Kittsy 

was disgusted by the sight of it,” and 

minus points like, “If you loath Sonic 

this will make you feel ill,” it seemed as 

though the Nineties never ended.

Over on the Game Boy Advance, 

Metroid Fusion saw Samus being 

stalked by a deadly doppelganger 

known as the SA-X, and reprised 

Super Metroid’s 2D formula. The 

game scored very well, earning 92%  

from NGC and 8 /10 from Edge. It also 

received 8 /10 from games™ , which 

noted the controversial addition of 

mission briefings. “Some hardcore 

Metroid fans will feel that they take 

away some of the skill needed to play 

the game,” the reviewer conceded, 

“but they actually remove the need for 

the aimless wandering that the SNES 

game featured so heavily.” It was a 

good month for retro gaming fanatics 

on Nintendo’s handheld, too. FPS 

JANUARY 2003 – New 
Metroid games, the return 
of Shinobi, retro releases 
and even reviews of Neo 
Geo games! Stranded in 
2003, Nick Thorpe wonders 
when we’ll get a magazine 

dedicated to this kind 
of stuff…

   On 10 January, Ian Carr 

admitted causing the death of 

a six-year-old girl by dangerous 

driving, while driving a stolen 

car on New Year’s Eve in 

Ashington, Northumberland. 

He had only been released from 

prison two months prior to the 

fatal crash, and the case drew 

media attention in the UK due to 

Carr’s 89 previous convictions – 

including one for causing death by 

dangerous driving in 1990 – and 

two lifetime driving bans. On 31 

January, he received a nine-and-a-

half-year sentence for the crime, 

one of the longest ever handed 

out for this offence.

On 12 January, Maurice Gibb 

of the Bee Gees passed away 

suddenly at the age of 53, in 

M iami Beach, Florida. Gibb played 

bass and sang in the group, which 

became one of the world’s best-

selling musical acts thanks to hits 

such as Stayin’ Alive, Night Fever 

and How Deep Is Your Love.

Internet traffic worldwide was 

significantly slowed by the SQL 

Slammer virus on 25 January. 

This barely hit home computers, 

but infected 75,000 computers 

– mostly servers, the majority 

of which were infected in ten 

minutes. The virus relied on poor 

IT security, as it used a buffer 

overflow exploit in M icrosoft’s 

widely used SQL Server database 

software that had been exposed 

and patched six months earlier.

NEWS  
JANUARY 2003

[GBA] Though less revolutionary than its GameCube 
sibling, Metroid Fusion was still an excellent adventure.

[GameCube] Thanks to its first-person perspective, 
Metroid Prime conveyed an even greater sense of 

atmosphere than its predecessors.

[PS2] It wasn’t the longest or prettiest game, but for all-out 
action few games could touch Sega’s Shinobi revival.
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sequel Doom II earned 82% from NGC, 

Bubble Bobble Old & New got 7/10 in 

games™, and Game & Watch Gallery 

scored 77% in NGC.

The PlayStation 2 was also host 

to a gaming comeback, thanks to 

Sega’s reinvention of Shinobi as a 

3D hack-and-slash. “While it may be 

short-lived, it’s great fun while it lasts,” 

opined games™ in a 6/10 review. Edge 

was a tad more impressed, stating 

that the game’s fast, combo-heavy 

action “affords players the opportunity 

to feel very, very cool”, and awarding 

it 7/10.  The heavily hyped cockney 

crime caper The Getaway scored 7/10 

in games™ and 6/10 in Edge. The 

latter said that the PS2 exclusive was 

“not the revolution we were promised” 

and “morally repugnant”, but also an 

enjoyable game that “everyone wants 

to hate” – a position it felt unjustified. 

First-party effort Sly Raccoon, which 

blended cartoon platforming with 

stealth elements, received a similarly 

mild reception. Writing for the Official 

PlayStation 2 Magazine, Ryan Butt 

felt that it was an “enthralling and 

well-crafted game”, but that there was 

“precious little here that hasn’t been 

done before” and that the game’s style 

“dupes you into believing you’re playing 

something more original”. Edge and 

games™ each scored the game 6/10.

It was a quiet month for Xbox 

owners. Namco’s multiplatform 

outing Dead To Rights earned 7/10 

from Edge and 6/10 from games™ 

based on the Xbox version. The latter 

magazine praised additions to the PAL 

version such as difficulty selection and 

improved balance, but complained that 

“too often problems with the camera 

or connection between characters 

makes it all feel cheaper than it should”. 

ToeJam & Earl III: Mission To Earth 

earned 5/10 from games™, with strong 

characterisation failing to make up for a 

lack of “depth, variation and ingenuity”. 

On PC, SimCity 4 earned 8/10 from 

games™, which praised its quality but 

expressed frustration with a lack of 

evolution, stating that “there’s little to 

demand repeated updates of what is 

essentially the same game”.

So Edge was left to drag up 

interesting games on some of the 

less-celebrated formats. Sega’s first 

(and last) original PlayStation game, 

MiniMoni Shakka To Tambourine, 

scored 6/10. When judged against 

predecessor Samba De Amigo, Edge 

found the percussion-themed game 

to be “visually inferior, less instinctive, 

much worse aurally” but still “a 

wonderful party game”. Also reviewed 

were two Neo Geo games, with the 

first being run-and-gun sequel Metal 

Slug 4. The game earned 7/10 for 

its “solid core gameplay” but Edge 

wasn’t too pleased that “many of the 

innovations in the third game, such as 

multiple paths through levels […] have 

been cut down or dropped completely”. 

2D fighter Rage Of The Dragons also 

earned 7/10, with the reviewer feeling 

that by implementing various innovative 

systems, “Evoga is teaching you new 

ways to play one of the most primal 

gaming genres.”

Join us again next time as we chuck 

Nick back in time to February 2003. 

[PC] All this landfill and smoke would greatly displease 

Greta Thunburg, who was born in January 2003.

[Neo Geo] Evoga’s spiritual successor to Double Dragon was a good buy, for anyone with £300 to spend on one game.

THIS MONTH IN…

games™
This month’s feature is a look into 

the world of gaming PR, including a 

handy translation guide. Describing 

his average day, Alex Verrey (AKA 

Big Boy Barry) lists activities 

including “join Her Majesty the 

Queen for a spot of tiffin, before 

boarding the Joytech helicopter for 

a rooftop meeting with games™”, 

before adding “…then I wake up.”

NGC
The main news story in NGC this 

month is Capcom’s announcement 

of five brand-new GameCube 

exclusives – survival horror sequel 

Resident Evil 4, the futuristic shooter 

PN03, the inventive scrolling 

brawler Viewtiful Joe, the stylish but 

enigmatic Killer7 and the action game 

Dead Phoenix. These could well be 

games to watch…

Edge
A report in this month’s news tells 

of the formation of 3D AGES, a joint 

venture between Sega and budget 

game specialist D3 Publisher. The 

new company will produce remakes 

of classic Sega games for PS2, at 

¥2,500 each. Edge speculates that 

Fantasy Zone may be based on the 

cancelled PC Engine game Space 

Fantasy Zone.

   DECEMBER 2002

[Xbox] Namco’s high budget action game wasn’t 

quite as polished as it should have been, but still 

offered some thrills.

 MUSIC

1 – Stop Living The Lie 

(David Sneddon))

2 – Year 3000 (Busted)

3 – Sound Of The Underground 

(Girls Aloud)

4 – True (Jaimeson ft Angel Blu)

5 – Mundian To Bach Ke 

(Punjabi MC)

 GAMECUBE

1 – Star Fox Adventures 

(Nintendo)

2 – Super Mario Sunshine 

(Nintendo)

3 – Mario Party 4 (Nintendo)

4 – James Bond 007: 

Nightfire (EA)

5 – FIFA 2003 (EA)

 PLAYSTATION 2

1 – Grand Theft Auto: Vice 

City (Take 2)

2 – The Getaway (Sony)

3 – FIFA 2003 (EA)

4 – James Bond 007: 

Nightfire (EA)

5 – Lord Of The Rings: The Two 

Towers (EA)

 X BOX

1 – Tom Clancy’s Splinter 

Cell (Ubisoft)

2 – Halo: Combat Evolved 

(Microsoft)

3 – FIFA 2003 (EA)

4 – Medal Of Honor:  

Frontline (EA)

5 – James Bond 007:  

Nightfire (EA)
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»  MASTER SYSTEM  »  1988  »  SEGA  

Although it’s well known that I’m a big fan of falling-

block puzzle games, I’m pretty partial to just about any 

type of brain-teasing game. I loved a good game of Pipe 

Dream back when I was a kid, put more time than I reasonably 

should have done into Zoop and spent untold hours on Hexic HD, 

the brilliant freebie that came on my Xbox 360’s hard disk. So as you can imagine, 

I was always interested in Shanghai, a Master System game that magazines had 

always told me was pretty great.

I never got Shanghai as a kid, but did end up trying various mahjong solitaire 

games a little later on – one on the Amiga, which I have sadly forgotten, and the 

Net Yaroze game Mah Jongg from a PlayStation demo disc. To my surprise, I 

totally bounced off them. I could work out that you were supposed to match the 

tiles, and it seemed obvious that you’d have to work from the outside, but I could 

never figure out why some matches were valid and others weren’t. It wasn’t until 

I decided to try playing again this year that I realised the problem – I didn’t have 

instructions for either game. Once I realised that tiles have to have either their 

left or right edge completely free, and not be covered at all, I was well away. I 

ran through plenty of puzzles in a weekend. So now, after years of ignoring it, I 

suddenly want to play Shanghai again. I know it’s not the slickest interpretation of 

mahjong solitaire out there these days, but it’s a game I’d always wanted as a kid.

When I first started writing for Retro Gamer back in 2013, I thought I was 

done picking up Master System games – every game I didn’t have was either 

not interesting or too expensive. But every so often I’ve had a lucky wild find, or 

ended up having to revise my opinion of a game I’d overlooked. I guess that’s 

proof that no matter how well we think we know a favourite format, we can still 

find ourselves surprised. 

A NIGHT ON THE TILES

Shanghai



Join Retro Gamer as we journey to a 
place far, far away and a very, very long 
time ago and talk to key members of the 

BioWare team behind one of the finest 
and best-loved Star Wars games
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THE MAKING OF: SSSTTTAAARRR WWWAAARRRSSS:: KKKNNNIIIGGGHHHTTTSSS OOOFFF TTTHHHEEE OOOLLLDDD RRREEPPUUUBBBLLLICCC

t i s 4 , 0 0 0  years b efo re the ri se o f th e 

Em p ire, th e b i rth  o f Luke Skyw alker 

and the Reb el  Al l i an ce.  Yet the Republic,  

a dem ocratic m ass of aligned system s and 

w orlds,  is on fam iliarly shaky ground as the forces 

of the Sith Lord Darth M alak plague the galaxy.  

Eager to assum e despotic control of the m any 

system s, M alak is w aging w ar against the Republic 

and its guardians, the Jedi.  Knights O f The O ld 

Republic opens as his forces am bush the Republic 

space cruiser the Endar Spire,  forcing the player,  

in a scene fam iliar to the beginning of Star W ars:  

A New  Hope,  to take fl ight via an escape pod,  

along w ith w ar hero and top pilot Carth O nasi.  

Beneath the stricken Endar Spire sits Taris,  and it is 

here that the adventure, spanning several w orlds,  

encom passing m ultiple m issions and num erous 

colourful characters, begins w ith a search for a Jedi 

nam ed Bastila Shan.  Across som e of the realm s 

w e already know  and love, and em ploying a very 

Star W ars them e of dark versus light,  this backdrop 

to Knights m ay appear conventional on first 

exam ination; yet underneath the patina is an RPG 

that expands the lore of the Star W ars universe 

w hile presenting a superb gam ing 

experience that enraptured both fans 

and those new  to George Lucas’  

legendary saga.

Long before Disney began to 

create its variably successful Star 

W ars spin-offs,  videogam es w ere 

spinning a w hole w orld of sci-fi  

built around that galaxy far,  far 

aw ay.  “W e received a cold call 

from  Sim on Jeffrey, then director 

of developm ent at LucasArts,”  

rem em bers Greg Zeschuk, BioW are 

cofounder and executive producer 

on Knights O f The O ld Republic.  

“He reached out to us to see if w e 

w ould be interested in doing a Star 

W ars RPG, and it w as a true cold call – w e’d never 

m et or even spoken to him  before.” BioW are w as 

just beginning to w rap on Neverw inter Nights,  an 

am bitious role-playing gam e that encom passed 

a brave new  engine for its fantasy tale.  “I t w as a 

great coincidence,” continues Greg, “as w e w ere 

in the process of selecting a next project.  I t w as an 

easy decision for us and our team .”

By 2 0 0 0 , BioW are w as an exhilarating com pany 

to w ork for, having already forged a gigantic 

reputation in the RPG genre thanks to the 

m arvellous Baldur’s Gate and its sequel, Shadow s 

O f Am n.  But the developer had very real shadow s 

of its ow n to contend w ith. “I ’ d say it w as alw ays 

turbulent, but those early days w ere pretty exciting 

as w e w ere alw ays doing new  things and learning 

about the industry,” Greg says. Baldur’s Gate’s 

spiritual follow  up, Neverw inter Nights,  becam e 

the m ost contentious project of BioW are’s then 

DEVELOPER 
HIGHLIGHTS
BALDUR’S GATE 

SYSTEM:  PC , MAC

YEAR:  1 998

NEVERWINTER NIGHTS 

�PICTURED�

SYSTEM:  PC, MAC 

YEAR:  2002

SYSTEM:  PC, XBOX 360,  

PLAYSTATION 3

YEAR:  2009

�   PUBLISHER:   
LUCASARTS

�   DEVELOPER:  
BIOWARE  

�   RELEASED:   
2003

�   PLATFORM:   
XBOX, VARIOUS

�   GENRE:  
ROLE�PLAYING 
GAME

IN THE 
KNOW

» Greg Zeschuk cofounded BioWare, 

and we speculate he could be an 

actual Jedi Knight.

» James Ohlen worked at BioWare 

for 22 years before starting Arcanum 

Worlds in 201 8.

» Drew Karpyshyn worked on the 

story for KOTOR, and has written a 

number of Star Wars novels.

» [PC] It might be set way before the movies, but locations and characters still look unmistakenly Star Wars.

“He reached out to us to see 
if we woul d be interested 
in doing a Star Wars RPG, 

and it was a true col d cal l  
– we’d never met or even 

spoken to him before” 

» [PC] Fan favourite 

HK-47. Do we detect 

a hint of sarcasm?
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The player can recruit 
several characters 
to accompany them 

on the Ebon Hawk and 
beyond. Here’s what to 
expect from each hero

s h o rt h is to ry, m ain ly d u e  to  th e  te c h n ic al 

b o u n d arie s  th e  d e ve lo p e r w as  try in g  to  p u s h , an d  

th e  tro u b le s  at p u b lis h in g  p artn e r In te rp lay. S p illin g  

o ve r in to  N e ve rw in te r’s  d e ve lo p m e n t s c h e d u le , a  

n e w  p u b lis h e r h ad  to  b e  fo u n d  as  w o rk b e g an  o n  

K n ig h ts  O f T h e  O ld  R e p u b lic .  “F ro m  th e  b e g in n in g ,  

B io W are  w as  a m u lti-p ro je c t c o m p an y, s o  w e  w e re  

alw ay s  w o rkin g  o n  b alan c in g  h o w  to  d o  m u ltip le  

g am e s  at o n c e ,” e xp lain s  G re g . “T h e re ’s  alw ay s  a  

fin ite  am o u n t o f tale n t availab le , s o  w e  c o u ld n ’t d o  

th e m  all fu ll b las t s im u ltan e o u s ly.” T h e  c o re  te am  

o f K n ig h ts  w o u ld  b e  c o n s tru c te d  fro m  a varie ty  

o f s o u rc e s , as  th e  n e w  s c o p e  w arran te d . M D K 2,  

B ald u r’s  G ate  I I  an d  N e ve rw in te r N ig h ts  p e rs o n n e l 

all c o m b in e d  to  fo rm  K n ig h ts ’  s qu ad , an d  as  th e  

N e ve rw in te r d e ve lo p m e n t w o u n d  d o w n , fo c u s  

fu lly s h ifte d  to  th e  S tar W ars  g am e , b u t n o t b e fo re  

c re ative  le ad  J am e s  O h le n  an d  h is  te am  o f w rite rs  

an d  d e s ig n e rs  w e re  s e qu e s te re d  to  h e lp  g e t th e  

fan tas y R PG  o ve r th e  lin e .  

F o llo w in g  th a t firs t in itia l c o n ta c t w ith  Lu c a s A rts ,  

th e  firs t m a jo r d e c is io n  w a s  w h e re ,  o r ra th e r w h e n ,  

to  s e t th e  g a m e .  “W e  w e re  g iv e n  th e  o p tio n  o f 

s e ttin g  it e ith e r b e tw e e n  E p is o d e  V  a n d  E p is o d e  V I ,  

o r in  th e  p re -h is to ry  th o u s a n d s  o f y e a rs  b e fo re  th e  

m o v ie s ,” re ve a ls  G re g .  “U n d e rs ta n d in g  a b it a b o u t 

p u b lis h e r a n d  lic e n s o r m a n a g e m e n t,  a s  w e ll a s  

b e in g  g ive n  th e  o p p o rtu n ity  to  c re a te  s o m e  S ta r 

W a rs  c a n o n ,  w e  c h o s e  4, 000 y e a rs  b e fo re  th e  

m o v ie s ,  a n d  w e re  g iv e n  a lo t o f la titu d e  in  w h a t 

w e  c re a te d .” A  u s e fu l a s s e t,  a n d  G re g  s m ile s  

w h e n  w e  a s k h o w  fa r th a t la titu d e  s tre tc h e d .  “T h e  

b e s t c o m m e n t fro m  Lu c a s A rts  in  th is  c o n te x t 

w a s : ‘J u s t d o n ’t b lo w  u p  a n y  p la n e ts  w e ’ ll n e e d  

la te r.’  Le a d  d e s ig n e r J a m e s  O h le n  c o n firm s  th e  

e n th u s ia s m  th e  te a m  h a d  fo r s e ttin g  K n ig h ts  lo n g  

b e fo re  Lu ke ,  H a n  a n d  th e  re b e llio n .  “T h e  O ld  

R e p u b lic  e ra a llo w e d  u s  to  te ll a s to ry  w h e re  th e  

fa te  o f th e  g a la x y  w a s  a t s ta ke ,  ju s t a s  it w a s  in  

th e  o rig in a l trilo g y  o f m o v ie s .  O n e  o f m y  b e lie fs  

is  th a t w h e n  w o rk in g  in  o th e r p e o p le ’s  u n ive rs e s ,  

it’s  im p o rta n t th a t y o u  h ave  th e  fre e d o m  to  c re a te  

B IO : Co nstru c te d by Darth 

R e van w ith the  sole  p u rp o se  

o f assassina ting ke y m e m be rs 

o f the  R e p u blic , H K -47 is o ne  

o f K nig hts’ m o re  m e m o rable  

c harac te rs, m e rc ile ssly 

e lim ina ting its targ e ts – w hic h 

it c alls ‘m e a t bag s’. Pro ne  to  

killing its m aste rs, H K -47 falls 

into yo u r hands o n Ta to oine …  

e rm , g o o d lu c k .

B IO : An ac e  p ilo t a nd fig hte r 

w i th a ro g u ish a p p e aranc e , 

the re ’s a li ttle  bi t o f H an S o lo  

to this hu m an. T ha t’s w he re  

the  c o m p a riso n e nd s, ho w e ve r, 

a s Carth is a b rave  so ldie r o f 

the  G alac tic  R e p u blic , m e e ting  

the  p ro ta g o nis t o n the  E nd a r 

S p ire  b e fo re  the  p air e lu d e  S i th 

fo rc e s and e sc a p e  to the  ne arb y 

p lane t o f T aris.

B IO : T he  b e au ti fu l a nd c o b alt 

o rp han M issio n is firs t m e t o n 

T aris, a t a b ar c alle d J ayvar’s 

Cantina . Ac c o m p a nie d b y a  

W o o kie  na m e d Zaalb ar, the  

p air p ro vid e  inte llig e nc e  a nd  

m u sc le  to the  p laye r’s m issio n 

b e fo re  jo ining  the  te a m  ab o ard  

the  E b o n H aw k fo llo w ing  the  

d e s tru c tio n o f the  d o o m e d T aris 

via S i th b o m b ard m e nt.

B IO : A ve te ran o f the  

M andalo rian W ars, Cande ro u s 

O rdo is first e nc o u nte re d o n the  

p lane t Taris, p lying his trade  as 

a g ang ste r’s e nfo rc e r, be fo re  

joining the  p laye r’s te am  in o rde r 

to find fam e  and e xc ite m e nt. 

An ho no u rable  w arrio r, he  is a  

skille d fig hte r w o rth taking o n 

the  m issio ns w he re  yo u e xp e c t 

tro u ble  (so m o st o f the m ).

R ACE : AS S AS S I N  DR O I D

H O M E  PLAN E T : N /A

R ACE : H UM AN

H O M E  PLAN E T : T E LO S  I V

R ACE : T W I ’LE K

H O M E  PLAN E T : T AR I S

R ACE : M AN DALO R I AN

H O M E  PLAN E T : O R DO

“Remember, the launch took 
place in the days where 

consoles were considered the 
future, so we thought it was 
a better business decision to 

do lead on console” 

» [PC] T his 

is no t one of 

those S tar 

W ars gam e  

w ithou t 

lightsabe rs.

» [PC] W ho’s that H u tt? W e ll…  it’s no t J abba.
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Greg liaised with Knights’ project director Casey 

Hudson, bouncing ideas with him and the team, 

playtesting, reviewing progress and ensuring 

everything was tickety-boo as far as the mighty 

LucasArts was concerned. “Mike Gallo was our 

producer at LucasArts and he worked extensively 

with Casey; they always had a good idea of what 

we were doing,” reveals Greg. “The fact we 

set the game outside the main movie storyline 

prevented too much detailed review of what we 

were building – I don’t think LucasArts ever pulled 

rank on us for anything we built.”

nd what an epic build it turned out 

to be, from its dramatic beginning, 

Sith fighters buzzing around the 

tormented Republic starship, 

the Endar Spire, to the shocking destruction 

of Taris and the game’s fateful and famous 

reveal regarding the player character. Along the 

way, friends will be made, and friendships will be 

betrayed, as the Dark side of the Force inveigles 

itself into every facet of the galaxy. But before that, 

there’s the traditional element of character creation. 

In Knights Of The Old Republic, this represents 

a halfway point, in retrospect, between the 

complexities of Baldur’s Gate and Neverwinter and 

the smoothed-out process present in the Mass 

BIO: Strong of character 

and honour, Bastila Shan 

also possesses a powerful 

Force power known as Battle 

Meditation, the ability to inspire 

colleagues while demoralizing 

enemies. Commander of the 

Endar Spire, Shan has a key 

role in the player’s mission, 

with locating her on Taris the 

first main mission of the game.

BIO: Don’t let T3’s cute 

appearance fool you – an 

expert in computer slicing and 

manipulation, this little droid 

is a highly capable hacker, and 

is vital to the success of the 

player’s mission. T3 leaves its 

home planet of Taris aboard 

the Ebon Hawk, thus escaping 

a life of wrong-doing for crime 

lord Davik Kang.

BIO: Self-exiled on the planet of 

Kashyyyk after a ferocious battle 

with his wife Nayama who had 

fallen to the Dark side, Bindo is 

discovered during the game in 

the Shadowlands region. A touch 

too emotional to be a true Jedi 

warrior, Bindo becomes friends 

with the hero, and proves to be 

a valuable member of the Ebon 

Hawk team.

BIO: Sylphlike and feline in 

appearance, Juhani often 

struggles to balance her 

devotion to the Force with the 

fierce nature endemic to all 

Cathars. Juhani joins the squad 

upon discovering the Star 

Map, and is notable for being 

the first openly gay character 

written specifically for the Star 

Wars universe.

BIO: A relatively young 

Wookiee, exiled from his 

homeworld of Kashyyyk 

following a disagreement with 

his brother, Zaalbar strikes up 

an odd friendship with Twi’lek 

Mission Vao on the planet Taris. 

Along with his friend, Zaalbar 

agrees to help the hero’s search 

for the Star Forge and bring an 

end to the conflict.

RACE: HUMAN

HOME PLANET: TALRAVIN

RACE: UTILITY DROID

HOME PLANET: TARIS

RACE: HUMAN

HOME PLANET: KASHYYYK

RACE: CATHAR

HOME PLANET: TARIS

RACE: WOOKIE

HOME PLANET: KASHYYYK

stories as epic as what fans had experienced in 

other mediums.” Drew Karpyshyn, a writer with 

extensive experience of the genre already thanks to 

his excellent work on Baldur’s Gate II, its expansion 

Throne Of Bhaal and Neverwinter Nights, was 

predictably a busy man once more as development 

on Knights began in earnest, and the scope 

for new characters and stories ballooned. “The 

majority of my time went to the story, character 

and narrative side of things,” he says. “We had a 

huge amount of dialogue – roughly the equivalent 

of 15-plus movies – so we were kept quite busy!”

Leaving the complex character depth and plot 

nuances aside for a moment, it’s with Microsoft’s 

Xbox that the story of Knights Of The Republic 

officially began. Eager to get a footing on platforms 

other than the PC, BioWare had already dabbled 

in console development with the Sega Dreamcast 

version of MDK2. “Initially we had PC and Xbox 

versions of KOTOR running neck and neck during 

development,” recalls Greg. “But we elected to 

have the Xbox lead SKU. Remember, the launch 

took place in the days where consoles were 

considered the future, so we thought it was a 

better business decision to do lead on console.” As 

BioWare lacked the staff and support to perform a 

simultaneous release, the focus was on the sturdy 

brick-like Xbox console. Along with Ray Muzyka, 

THE MAKING OF: STAR WARS: KNIGHTS OF THE OLD REPUBLIC

»  Early artwork demonstrates the scale and beauty BioWare was aiming for.

»  [PC] You can’t have Tatooine without Jawas and 

the nefarious, yet easily spooked Sand People.
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Effect games. There are three basic classes, 

skills statistics and tiered feats, followed by Force 

powers that are unlocked once the player becomes 

a Jedi Padawan. And despite the popularity of 

Baldur’s Gate’s Infinity engine, it was clear to 

BioWare that technology was moving on. 

Knights would need a significantly different, 

more personal display, even if the combat was to 

remain lodged in the pause-action-unpause style of 

its previous games. “My memory is a little vague 

on this,” Greg offers cautiously, “but if I recall 

correctly we initially tried to implement a real-time 

system, but soon realised it wasn’t practical when 

managing your followers and your main character 

simultaneously. It took lots of tweaking to look 

visually good when running in real time, but also 

being able to give the player the ability to manage 

every single action. We went to ‘pause-and-play’ 

quickly, but it was still tricky!”

With art director Derek Watts, lead animator Steve 

Gilmour and programmer David Falkner rounding off 

the principal creatives, it was over to Drew Karpyshyn 

and his team of writers to get to work devising the 

hours of characterisation and plot that would rightly 

become the highlights of Knights. “We were excited 

by the idea of a galaxy with multiple Jedi and Sith 

at war, and also in exploring the way the Light and 

Dark sides of the Force came into conflict, or could 

even work together,” Drew remembers. Each writer 

was responsible for certain characters, while Drew 

and James oversaw the process, ensuring the game 

contained a broad range of archetypes from both Star 

Wars lore and races as well as individual personality 

types. For the look of the game, the team settled 

on a mix of styles, acknowledging the timeline, 

yet attempting to weld a sense of familiarity to the 

excellent combative skills. “HK-47 is hilarious!” 

exclaims James Ohlen. “But Drew initially didn’t 

think that Dave [Gaider, voice artist] and his take on 

the character were going to work. But when he sat 

in for the recording session, he realised what Dave 

was going for, and was pretty sure HK was going 

to be the most popular character in the game.”

BioWare’s collaborative style, encouraging 

discussions, but seldom disagreements, was to 

the fore with Knights Of The Old Republic. “While 

Drew would have come up with the overall story, 

he would have bounced it around with all the 

other writers and designers,” notes Greg. “There 

is always a story owner, but also lots of good 

feedback to consider.” That story arc would focus 

on the most traditional of Star Wars themes, the 

balance between the Light and Dark side of the 

Force, imbued within the player character at 

»  [PC] Nothing says ‘epic adventure’ 

than ‘correct fees’. But hey this is the 

franchise that made trade negotiations 

a major plot point…

setting. “The idea of how to depict an earlier version 

of the Star Wars universe was one of the trickier 

things we worked on for a quite a while,” recalls 

Greg. “We didn’t want it to look primitive, but we also 

wanted it to look less refined than the modern Star 

Wars movies. Derek Watts and Casey had this as a 

huge task for the first few months of development.” 

et it is Knights Of The Old 

Republic’s cast of eclectic 

characters, nine of whom can 

be recruited into the player’s 

team, that most resonated with fans. From the 

conflicted Jedi Bastila, to weary veteran Jolee 

Bindo and Republic hero Carth Onasi, each 

character is so much more than a mere facade, 

with a latent backstory, motives and traits both 

positive and negative apparent in all. And as in all 

good Star Wars stories, the villain is both fearsome 

and pitiful. “Most of my focus was on Bastila, 

Mission Vao and Zaalbar,” says Drew, the latter 

two an unlikely pairing of Twi’lek and Wookiee. 

“But I personally feel Malak was a great villain and 

– in the end – a somewhat tragic figure. I always 

enjoyed writing his scenes and dialogue.” For many 

fans, the ruthless assassin droid, HK-47, remains 

a favourite. Dubbing all organic life as ‘meat bags’, 

the copper-coloured robot is an entertaining 

companion on missions, not to mention its 

yp g

on a mix of styles, acknowledging the timeline,

yet attempting to weld a sense of familiarity to the

chara

with 

posit

good

and p

Miss

two a

“But 

– in t

enjoy

fans,

a fav

the c

comp

“We didn’t want it to look primitive, but we 
also wanted it to look less refined than the 
modern Star Wars movies. Derek Watts and 
Casey had this as a huge task for the first 

few months of development” 

»  [PC] As is the case with BioWare games, a lot of the worldbuilding comes from conversations.

»  [PC] The villain of the piece, Darth Malak.
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Some familiar names and new locations, 
these are the key planets you can visit in 

Knights Of The Old Republic

T H E  M AK ING  O F : S T AR  W AR S : K NIG H T S  O F  T H E  O LD R E PUB LIC

 T his barre n and harsh de se rt 

p lane t ap p e ars re la tive ly 

u nc hang e d fro m  its fre qu e nt 

ap p e aranc e s in the  S tar W ars  

franc hise , and is still infe ste d by 

sm u g g le rs and p ira te s. H o m e  to  

a so m e w ha t bizarre  Cze rka Co rp  

m ining fac ility, this de sola te  

w o rld ne ve rthe le ss c o ntains o ne  

o f the  vital star m ap s.

 Lo c a te d in the  O u te r R im  

te rrito rie s, Taris is the  de nse  

e c u m e no p o lis (c ity) p lane t 

tha t the  p laye r first arrive s a t 

follo w ing the  S ith c ap tu re  o f 

the  E ndar S p ire . Co nqu e re d by 

the  S ith, Taris is p lac e d u nde r 

m artial law  and ultim a te ly 

ravag e d in a te rrifying  

bo m bardm e nt fro m  w hic h it 

take s de c ade s to re c o ve r.

 H aving e sc ap e d the  

de stru c tio n o f Taris, the  E bo n 

H aw k trave ls to Danto oine , 

ho m e  o f the  J e di e nc lave . I t’s a  

g re e n and ru stic  p lane t, and he re  

the  p laye r m u st train in o rde r 

to be c o m e  a Padaw an. T he re  

are  nu m e ro u s side  qu e sts and  

a R aka tan te m p le  tha t re ve als 

c ru c ial info rm a tio n re g arding  

the  lo c a tio n o f the  S tar F o rg e .

 K ashyyyk is the  ho m e  w o rld o f 

the  W o o kie e s, a lu sh and ve rdant 

p lane t do tte d w ith g arg antu an 

tre e s. H e re  lie s ano the r star m ap  

and a w hole  bu nc h o f w alking  

c arp e ts, so m e  o f w ho m  do n’t take  

to o kindly to an up start J e di and  

the ir m a te s rolling in. T he  Cze rka  

Co rp o ra tio n are  in fo rc e  he re , and  

yo u ’ll ne e d to stu m p  u p  100 c re dits 

ju st fo r the  ho no u r o f landing .

 Infe ste d w ith vic io u s F o rc e -se nsitive  

Te re nta te ks and the  ho m e  o f the  S ith, K o rriban is  

a de sola te  and inho sp itable  p lane t tha t’s unlike ly 

to fe a tu re  in any g ala xy holiday bro c hu re s. T he  

S ith Ac ade m y m u st be  infiltra te d by the  p laye r 

in o rde r to disc o ve r the  lo c a tio n o f K o rriban’s 

S tar M ap , and g ive n the  le ve l o f o p p o sitio n, it’s a  

m issio n be st le ft to last.

 A p rim arily O c e an p lane t, 

M anaan is the  ho m e  o f an aqua tic  

rac e  kno w n as the  S e lka th. A 

p e ac e ful sp e c ie s, the  S e lka th 

m anu fac tu re  and se ll a he aling  

p lant to the  S ith and R e p u blic , 

bo th o f w ho m  have  a base  o n 

the  p lane t. An inte re sting se t o f 

lo c a tio ns, su rro u nde d by sle e k  

g re y w alls and the  p o w e rful 

c rashing w a te rs o u tside .

 G ive n the  m yste rio u s no m e nc la tu re  o f 

‘Unkno w n W o rld ’, R aka ta Prim e  is the  ho m e  

o f the  anc ie nt R aka ta rac e . Te c hnolo g ic ally 

ad vanc e d, and de e p ly e nsc o nc e d w ithin the  Dark  

side  o f the  F o rc e , the  R aka ta e nslave d the  g ala xy 

du ring a re ig n kno w n as the  Infinite  E m p ire . 

I t is the  lo c a tio n o f the  S tar F o rg e , a p o w e rful 

de vic e  tha t m u st be  de stro ye d in o rde r to save  the  

p re se nt g ala xy fro m  a sim ilar fa te .
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 When Buzzfeed announced back 

in May 2019 that several sources 

had revealed a Knights Of The Old 

Republic script was in development, 

there was predictable excitement 

generated among fans. With Disney 

having scaled back its Star Wars 

spin-offs following the disappointing 

box office of Solo, the immediate 

appearance of a movie set 4,000 

years before every cinematic outing 

so far seems unlikely. But what does 

the team behind the game make of 

the potential? “I think it would be 

great, but I don’t think it should be 

modelled after the game, which has 

a story purposely derivative of the 

movies,” says James. “One example 

of this is the showdown, which I 

ripped from the lightsaber duel at 

the end of The Empire Strikes Back. 

People don’t notice because they 

are the protagonist in an interactive 

game.” Writer Drew Karpyshyn 

agrees. “It would be interesting to 

see, but honestly I don’t know if it’s a 

good idea. Knights was written as a 

game, and has too many characters 

and complexity for a movie, so huge 

chunks would end up getting cut.” 

With much of the appeal of the game 

coming from its interactive nature 

and the role of the player within it, a 

game set 4,000 years in Star Wars’ 

history would require a new plot 

and characters. “I think it would be 

cool,” says Greg, “but I’m not really 

expecting anything. Many things 

are optioned for movies, but few are 

actually made.”

Mixed thoughts from the 
development team on a 

possible cinematic outing 
for the Old Republic

a m uch higher level than they m ight at first 

suspect, which brings us neatly to Knights O f 

The O ld Republic’s fam ous twist, a jaw-dropping 

m om ent that is preceded by a series of subtle 

hints that point towards the true origin of your very 

own character. For those who haven’t played yet, 

beware, as here spoilers there are. “I liked the 

twist,”  rem em bers Drew, “but I knew it would all 

com e down to execution and presentation. If you 

tell people a twist, it always sounds forced, clunky 

or blatantly obvious; the real trick is to give them  a 

story that lays the groundwork for the twist, while 

also being entertaining on its own.” The result, at 

least in Knights, feels natural yet surprising, instead 

of strained or incongruous, as the player is revealed 

to be Darth Revan, form er ally of chief antagonist 

Darth M alak, m em ory-wiped 

by Bastila Shan, and now in 

the service of the Republic as 

a m ere footsoldier. “The idea 

of the m ain character being 

the villain was som ething that 

cam e from  a brainstorm ing 

session I had with C am  Tofer,”  

recalls Jam es. “The twist 

that ended up in the story 

was m ostly m e and Drew 

watching The Sixth Sense and 

Fight Club and using them  

as tem plates for how to do 

that kind of twist.”  The form er m ovie in particular 

taught BioWare the value of foreshadowing the 

abrupt turn of events, leaving enough clues so 

that alert and focused players could figure out 

what was happening, thus avoiding the revelation 

feeling like it had com e out of the blue. “I was 

hyper-focused on that,”  notes 

Drew, “dropping these clues 

and lines in at various critical 

path junctures, then explicitly 

referring back to them  during 

the actual m om ent when you 

discover your true identity.”

W ith the gam e utilising 

Neverwinter Nights’ Aurora 

engine – branched off and 

custom ized along with 

elem ents of M DK2  – the 

technical developm ent of 

Knights O f The O ld Republic hit little m ore than 

the usual highs and lows of creating an am bitious 

videogam e on relatively new hardware. “ We 

had already developed choreographed com bat in 

Neverwinter Nights, which was integral to getting 

across lightsaber duels,”  Jam es recalls. “I’m  

m ore a content designer than a gam e designer, 

so I wanted to focus on the content, rather than 

developing a new gam es system . Therefore, 

using Neverwinter as a jum ping off point m ade 

a lot of sense.” As developm ent began to m arch 

slowly, but steadily, towards the end straight, 

Jam es focused on polishing the gam e via his own 

playtesting, internal testing and soliciting feedback 

from  LucasArts. “I’m  pretty sure I played Knights 

m ore than anyone else before it shipped,” he 

jokes. “But I was really tired of the gam e by the 

tim e it was done.” M eanwhile Drew Karpyshyn, 

having overseen the key intricacies of storyline and 

characterisation, tried to ensure inconsistencies 

were spotted as soon as possible in order to 

“I’m more a content designer 
than a game designer, 

so I wanted to focus on 
the content, rather than 
developing a new games 
system. Therefore, using 

Neverwinter as a jumping off 
point made a lot  of sense” 

» [Xbox] An 
early Jedi-Sith 
clash aboard 
the stricken 
Endar Spire.

» [PC] Arriving 
too late to save 
the crew of the 
Endar Spire.
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Is the Force strong with this mobil e conversion?

By the miracle of modern technology, i t i s now  possible to have the 

complete Knights Of The Old Republ ic experience on the go, thanks to 

Aspyr’s excel l ent port for iPad, iPhone and Android. Gi ven a sparkl ing sheen, 

the graphical  l ustre in particular shines on these devices, w i th the expanses 

of pl anets such as Tatooine and Manaan l ooking impressivel y l ush and 

azure. Adapted for use w i th touch controls, the game also w orks w el l , w i th 

the player able to dart their squad around each w orld w i th ease, w ielding 

l i ghtsabers and blasters against the numerous enemies. Almost every other 

aspect of the original  game 

survives intact, only now  you 

can travel  to the Si th Academy 

on Korriban w hi l e on the bus, 

or take on Darth Malak and his 

Si th horde w hi l e w ai ting at the 

dentist. Grounded w i th the same 

epic plot and characters, KOTOR 

mobi l e i s a fantastic game for 

those looking to rel i ve one of 

the finest Star Wars games, or to 

play i t for the very first time. 

m inim ize any im pact on developm ent.  But w ith a 

gam e the size,  am bition and innovation of Knights,  

there w ere tw o notorious aspects of the industry 

that could not fail to rear their ugly heads: crunch 

and bugs.  “Every BioW are gam es has thousands 

of bugs! ” exclaim s Jam es. “And w e alw ays 

spend m onths squashing them .” Stom ping on 

digital insects aside, it w as the nascent M icrosoft 

hardw are that often caused issues, specifically 

its CD drive, as Greg explains.  “O ne of the m ain 

issues w e faced – and one M icrosoft w as loathe 

to talk about – is that w e stream ed off the Xbox 

CD disc in real tim e, especially for the voices, and 

w hat w e didn’t know  w as that the Xbox didn’t 

have consistent disc perform ance.” Faced w ith 

troubleshooting the various issues, M icrosoft 

revealed that they had used m ultiple m odels of 

disc drives w ithin the console,  som e of them  m ore 

reliable than others, leaving BioW are w ith little 

option but to plough on regardless.

nd th en  th ere’s th e crunch .  Drew  

Karpysyhn recalls in particular the 

rush tow ards the end of Knights’  

developm ent.  “BioW are crunch is 

alm ost alw ays brutal,” he lam ents.  “M any people 

on the team  put in m onths of 8 0 -plus hour w eeks,  

and tow ards the end som e people w ere w orking 

1 0 0 -plus hours per w eek.  W e tried to lim it it to six 

days per w eek, leaving at 9 pm  on w eekdays and 

6 pm  on Saturdays, w ith Sundays off.  How ever,  

m any people ignored those hours and w orked 

overtim e, including all of the senior people.  In the 

final few  w eeks, I  put in several 3 0 -plus-hour 

is
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» [PC] Preparing to slice up 

a Tusken Raider on Tatooine.

» [PC] The Ebon Hawk’s 

design echoes a more 

famous ‘hunk of junk’.
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shifts as we scrambled to 

get it approved for the gold 

[master] disk.” While not quite as 

grave, James acknowledges the 

urgency to finish off Knights was 

critical towards the end. “There 

was crunch, but we got the 

game done before summer, so 

it wasn’t too bad. But if we had 

pushed into summer, I think most 

of us would have lost our minds.” 

Nevertheless, in a mighty fine 

videogame that had its development stretched 

right to the very limit, James still harbours some 

regrets. “It would have been great to get more of 

the epic battles that are so important to why Star 

Wars is awesome – the ‘wars’ part is so integral 

to the franchise,” he notes. Despite the wonderful 

depth to Knights, it’s hard to disagree given most 

fans fell in love and were mesmerised by imposing 

Star Destroyers, waspish X-wing 

fighters and the gangling, 

ponderous AT-ATs of The Empire 

Strikes Back. It’s a somewhat 

harsh analysis, not shared by 

Greg, or Drew. “Considering it 

was one of BioWare’s biggest 

hits, won multiple Game Of The 

Year awards and is still beloved 

by millions, I don’t think I can 

have any regrets,” says the latter.

Upon release, Knights Of The 

Old Republic was indeed a worldwide smash hit, 

and a pleasant surprise to many fans jaded by the 

prequel trilogy episodes The Phantom Menace and 

Attack Of The Clones. And it proved a relief, albeit 

a temporary one, at BioWare. “We didn’t really 

have time to sit back and enjoy [the success],” 

says Drew. “By then, we were already dealing with 

the next crisis, whether it be Neverwinter Nights II, 

“There was crunch, but 
we got the game done 
before summer, so it 

wasn’t too bad. But if we 
had pushed into summer, 
I think most of us would 

have lost our minds” 

Five more snippets of information, fresh from 
the computer banks of the Ebon Hawk

1  GameCube and PlayStation 2 versions were 

never considered, due to Microsoft exclusivity.

2  An early idea was to have the player be 

a clone of Revan, before LucasArts told 

BioWare that clone stories were off the table. 

A few months later the next film, Attack Of The 

Clones, was announced.

3  Just before LucasArts contacted BioWare, 

James Ohlen and Ray Muzyka were mulling 

over a licence of a relatively unknown book at the 

time called A Game Of Thrones.

4  Members of KOTOR’s cast appeared in 

BioWare’s Mass Effect – notably Jennifer 

Hale (Bastilla) and Raphael Sbarge (Carth).

5  Many of KOTOR ’s characters came from 

James Ohlen’s childhood Star Wars tabletop 

campaign by West End Games.

 Following the success of Knights Of The Old Republic, BioWare was succeeded 

by Obsidian for the sequel The Sith Lords. Utilising the same engine, Odyssey, the 

game follows a new character known as ‘The Exile’, an exiled Jedi Knight at a time 

when the order has almost been wiped out by the evil Sith. While graphically similar, 

Obsidian made several tweaks to the style of gameplay pioneered by the first game, 

including a smoother party system and a large range of new Force powers. Once more 

relying heavily on characterisation, interaction and plot to drive the experience, the 

player’s teammates can now be influenced directly by their actions. The Sith Lords was 

released in 2004 on Xbox, and early the following year on PC, to general high acclaim, 

despite criticisms that it was similar to the original. Work on a third single-player game 

began in 2004, but failed to proceed beyond early concept art, story, world and quest 

designs. Then, at 2008 E3, BioWare and LucasArts confirmed they were working on a 

long-rumoured MMORPG set in the Old Republic. Released in 2011, Star Wars: The Old 

Republic is set 300 years after the events of the first two games as another war threatens 

to consume the galaxy. Players are able to join either the Jedi or Sith, while offering a 

moral complexity beyond this binary choice. Phenomenally successful upon release, The 

Old Republic has since received several expansions and seen a move from subscription 

to a free-to-play model – and it still operates today, making it an ideal way to dip back 

into this mysterious and fascinating era of the Star Wars franchise.

The Old Republ ic paid host 
to a couple more games

»  [PC] Here we are exploring the prestigious Starfleet Academy.

»  [PC] Familiar locations appear in Knights, such as 

the Wookiee homeworld of Kashyyyk (bless you).
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Jade Empire, Dragon Age – we had a lot going on.” 

While James admits he “had no idea how people 

were going to react to it”, executive producer 

Greg, also cofounder of the renowned developer, 

says, “I’m proud of all our games – it’s difficult to 

even release a game, so to have made a number 

of beloved games that were also commercially 

successful is a pretty shocking thing. And I think 

without doubt that Knights Of The Old Republic 

is one of our best, and certainly the right game at 

the right time.” With Knights a triumph, LucasArts’ 

thoughts turned inevitably to a sequel, although 

sadly the continuing storyline was not taken up by 

BioWare. “They [LucasArts] wanted a tight timeline 

for the sequel, and we didn’t feel we could deliver 

what we wanted within that timeframe,” says 

Greg. “What we did do, was connect them to the 

folks at Obsidian and ensure that the process went 

smoothly, so there was another game in the series 

for fans to play.” Set five years after the events of 

the first game, The Sith Lords sees the vengeful 

Sith tighten its grip on the galaxy, while introducing 

several new elements such as fresh Force powers 

and more interactive team characters. Packaged up 

in a familiar engine, it’s a sincere case of more of 

the same, yet neatly wrapped the story, and while 

not in the league of the original’s sales figures, was 

another hit nonetheless.

It was that original that transformed RPGs, from 

the nerdy trappings of the Baldur’s Gate games to 

modern, impressive graphics, migrated away from the 

traditional PC home of the genre. “I think it’s a great 

game, and it had a huge impact on BioWare and the 

CRPG industry as a whole,” Drew notes. “Yes, the 

graphics may be a bit dated now, but the story still 

stands up today.” The combination of the Star Wars 

IP, story, characterisation and the epic sweep that 

BioWare infused into Knights has made it the classic 

it is quite rightly regarded as over 15 years later. 

“KOTOR influenced what I wanted to do with Dragon 

Age, and also led to Star Wars: The Old Republic,” 

concludes James Ohlen. “And I’m so very proud of it. 

My son is a big Star Wars fan, so it’s great that it’s so 

highly regarded by so many fans of Star Wars.” For 

Drew Karpyshyn, his work on Knights led to a career 

that has encompassed original sci-fi epics Mass 

Effect and Mass Effect 2, the influence on which can 

be clearly seen. “It also helped land me my first Star 

Wars novel, Darth Bane: Path Of Destruction,” he 

says, “so it really helped to kick my writing career to 

another level. I’ll always have a soft spot in my heart 

for Knights Of The Old Republic.”

Whether you choose the Light side or the Dark, 

Knights Of the Old Republic remains a hell of an 

adventure, full of beautiful worlds, brave heroes, 

dastardly villains and heart-breaking betrayal. “Our 

goal was always to deliver a great game,” smiles 

Greg Zeschuk. “And sometimes that takes a little 

longer than expected. But if you do something 

amazing in the end, it’s always worth it.” 

»  [PC] Combat took cues from the D&D system found in BioWare’s previous RPGs.
»  [PC] BioWare had the creative freedom to create its own 

remarkable slice of the Star Wars universe.
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l th ough  Sandy W h i te’s Ant Attack 

cam e ou t earl i er,  i t w asn ’t u n ti l  

U l tim ate released i ts sem inal  

Spectrum  classic Kn ig h t Lore 

tow ards the end o f 1 9 8 4  that the 

i som etric adven ture genre took o ff,  

an d  i t to ok ano ther year fo r the 3 D 

fo rm at to  b e adap ted fo r the Am strad CPC’s 

l ow -res 1 6 -co lo u r m ode.  The cred i t for th is 

second ach ievem en t w en t to  designer Rém i  

Herbu lo t,  w ho  topp ed the Am strad charts w i th  

the surreal  and innovative G et Dex ter.

By th is p o in t,  fel l ow  French  develop er 

Vin cen t Bai l l et had devised a forced -

p erspective fo o tb al l  ti tl e cal l ed  Foo t and an  

in to -the-screen  shoo t-’em -up  nam ed 3 D Figh t,  

and  so  he fel t confi den t o f creatin g  an  isom etric 

ad ven ture o f h is ow n . Vin cen t rem em b ers that 

h is fi rst step  w as to  do  som e research .  “There 

w ere som e pretty good gam es at that tim e 

that used isom etric graph ics,” he no tes.  “O ne 

o f m y references w as G et Dex ter,  o f course,  

b u t I ’d  al so  b roken several  joysticks on  M arb le 

M adness,  Sp ind izzy and o thers!  So  let’s say 

that i t w as the g lo bal  trend at that tim e to  w ork 

on  isom etric gam es, as isom etric graph ics w ere 

a sim p le w ay to  render a 3 D w orld .”

Havin g  assessed the com peti tio n ,  Vin cen t 

nex t lo oked for a them e for h is gam e – w h ich  

h e sub seq uen tly cal l ed  Bactron  – w hen new s 

o f a forthcom ing  m ovie p o in ted h im  

in  a very d i fferen t d irection  from  the 

isom etric p roject b ein g  devised by 

the develop er he shared a desk w i th .  

“There w as a m ovie cal l ed  I n n erspace 

that w as p lanned for release,” Vin cen t 

reco l l ects.  “ I  th in k the id ea for Bactron  

– w here there w as a tiny w orld  in sid e 

a b ody – cam e from  that m ovie.  At 
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the sam e tim e, Loriciel  

w as also  develop in g  M G T 

– M agnetik Tank.  I t w as 

done at the sam e tim e as 

Bactron  w i th  the sam e 

too ls on  the sam e o ffi ce 

desk.  M G T ’s action  to ok 

p lace on  a huge w orld ,  

b u t those tw o gam es 

w ere cousin s, al th ough  

they w ere opp osi te in  

m any w ays.”

N o t on ly w as Vin cen t’s 

design  for Bactron  q u i te 

d istin ct from  M G T,  i t 

al so  d i ffered from  the gam e that defi ned  

1 6 -co lo ur isom etric gam ing  – Rém i Herb u lo t’s 

G et Dex ter,  in  as m uch  as Bactron  w ou ldn ’t 

invo lve jum p in g  on to  and over th in gs, o r 

m anag in g  a sid ekick.  “G et Dex ter featured  

several  in novation s,” Vin cen t acknow ledges,  

“you  had Scoo ter, and you  cou ld  even  jum p  

on  a b ed and b reak i t!  Bu t Bactron  had to  go  in  

ano ther d irectio n ,  even  though  G et Dex ter w as 

a real  in sp iration .  At the tim e, that gam e w as 

fan tastic,  b u t the goal  w as no t to  copy i t.  I t w as 

the com peti tio n  to  som e ex ten t,  and Bactron  

ended up  b ein g  real l y 

d i fferen t.  You had to  

surprise p layers, and g ive 

them  a new  exp erience 

for every new  gam e.  

A lso , i f Bactron  had b een  

ab le to  jum p i t w ou ld  

have com p letely changed  

i ts gam ep lay.”

In  keep in g  w i th  G et 

Dex ter,  h ow ever, Vin cen t 

created room s for Bactron  

th at con tained lo g istical  

p uzzles, al th ough  he 

con trasted these designs 

w i th  levels b ased around m azes, and he varied  

the size and shape o f each  o f h is gam e’s 

stages.  “ I  w an ted som e d iversi ty in  the levels,”  

Vin cen t refl ects, “so  som e room s had p uzzles,  

som e had m azes, som e w ere b ig  and som e 

w ere sm al l .  That w ay, each  room  you w en t 

in to  w as a new  surprise.  W e d idn ’t have ‘gam e 

design  do cum en ts’ at that tim e, n or d id  w e 

have a clear creative p rocess.  I f w e had a good  

id ea, w e just tried  to  im p lem en t i t.  W e d idn ’t 

sp end m uch tim e on  a p roject,  so  w e had to  

fi nd sim p le w ays to  en tertain  p layers, and the 

» [Amstrad CPC] You can rush past viruses that are guarding 

exits in Bactron once you’ve lured them away.

» [Amstrad CPC] Triggering Bactron’s final enzyme restarts 

the game with a stricter time limit to complete your mission.

» [Amstrad CPC] Bactron’s viruses aren’t great at avoiding 

obstacles, and they sometimes get trapped behind them.

Co n t r o l  
I s s u es
The controls in Bactron differ 

from  those in other isom etric 

gam es in that you walk 

backwards when you head in 

the opposite direction of the 

one that you’re facing. With 

this in m ind, it m akes sense 

to get used to the controls in 

an opponent-free room  before 

tackl ing the rest of the gam e.

En zy m e  
Ex p ed i t i o n
Due to Bactron’s tim e l im it,  

triggering the gam e’s 1 1  yel low 

enzym es before its patient dies 

is im possible without knowing 

their locations. The enzym es 

are always in the sam e places, 

however, so you can m ap them  

out over successive tries and 

then take the shortest route 

between them .

Kn o w   
Y o u r  En em y
Bactron’s orbs-on-pl inths 

drain your energy on contact, 

but they’re m otionless, and its 

blue enzym es are harm less 

if left inactivated. The gam e’s 

double orbs and spinning tops 

are slow and easily avoidable, 

but its skul ls and pum ps are 

far faster, and freezing them  is 

often the only option.

Pu zzl e  
Pr a c t i c e
Once you’ve m apped out al l of 

Bactron’s enzym es, you need 

to practice the puzzles in the 

stages between them  so that 

you can overcom e them  quickly 

enough to beat the clock. Once 

you’ve nailed them , you need 

to rapidly pul l them  al l off one 

after another, but even then, 

every second counts.

Fin a l   
Tw is t
Bactron has four room s 

situated as far from  its starting 

locations as possible, and once 

you’ve entered this block it can’t 

be exited. That said, one room  

contains an enzym e, which 

m akes the stages unavoidable, 

but it’s vital to avoid them  until  

after you’ve activated the other 

ten enzym es.

m azes w ere just a sim p le w ay to  add d i ffi cu l ty,  

w i th  no t m uch  code to  w ri te.”

Ano ther sim p le m ethod o f in creasin g  

Bactron ’s chal l enge fo l l ow ed , as Vin cen t to ok 

the innovative step  o f al l ow in g  h is gam e’s 

hero  to  p u l l  – as w el l  as p ush  – ob stacles and  

objects around , and w hen he no ticed that i t 

w as p ossib le to  get trapp ed durin g  the p rocess 

he view ed i t as a feature rather than  a b ug .  

“Every gam e com es w i th  a b i t o f in novation ,”  

Vin cen t says m odestly.  “ I f I  al l ow ed Bactron  

to  p ush  and p u l l  o b jects, i t 

w as probab ly just b ecause 

i t w as fun  to  p rogram  i t,  

and  fun  to  p lay w i th  that 

feature.  Yes, Bactron  cou ld  

get b lo cked i f the p layer 

fai l ed .  Bu t that’s l i fe,  and  so  

i f they d idn ’t d o  a great job  

then  they w ere p un ished ,  

and they w ou ld  take m ore 

care nex t tim e.  Stuck p layers 

w ou ld  just restart the gam e.  

I t seem s strange now , b u t I  

th in k i t w as norm al  then .”

O f course, m ovin g  th in gs 

around , navigatin g  m azes 

» Vincent Baillet teaches 

games design and culture, and 

consults within the videogames 

industry and beyond.
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ab ou t i t at that tim e,” Vin cen t says o f dep ictin g  

the viruses in  h is gam e b ein g  attacked by 

enzym es. “Un fortunately,  Loriciel  w i l l  n o t b e 

releasin g  an  up date!  I t w ou ld  no t have b een  

com p l icated to  do  so , b u t I ’m  no t sure i t w ou ld  

have im proved the gam e m uch .  I t w ou ld  

just have b een  a detai l  to  g ive a l i ttl e m ore 

coherence to  the story.  Bactron  cou ld  have 

b een  im proved in  m any w ays, b u t w e had  

to  care ab ou t the b udget,  so  w hen w e 

released a gam e, w e had hundreds o f n ew  

id eas to  im prove i t b u t no  tim e to  do  so .”

O ne id ea that Vin cen t d id  fi nd tim e for 

w as to  in troduce harm fu l  b lue enzym es 

in to  h is latest p roject,  the danger o f 

w h ich  w as left for p layers to  d iscover.  “ I  

supp ose that the b lue enzym es w ere just 

Am s t r a d  CPC
As wel l as looking fantastic, the Am strad original m akes 

excel lent use of the system ’s sound chip. This is used 

to del iver arcade-style in-gam e sound effects and a 

rousing pregam e tune, the latter of which is played out 

over an anim ated introduction of the gam e’s hero and 

his opponents. This is fol lowed by static teasers of the 

gam e’s m aze-laden, obstacle-strewn stages that show 

you which viruses they’re infected by before you tackle 

their isom etric puzzles.

Th o m s o n
The Thom son Bactron drops you in-gam e as soon as 

it loads; there’s no scene-setting m usic, introduction 

of its cast or preview of its levels. Its sound effects are 

decent, but not as good as those in the Am strad original . 

Graphical ly, the Thom son conversion is nigh-identical 

to its inspiration, except for som e visuals being blue 

rather than purple. But m ore im portantly, the Thom son 

port perfectly repl icates its Am strad CPC counterpart’s 

superlative isom etric gam eplay. » [Amstrad CPC] The more ambitious level designs in Bactron combine confined spaces with determined opponents to great effect.

AMSTRAD CPC VS THOMSON

and so lv in g  p uzzles on ly 

added so  m uch gam ep lay, and  

so  Vin cen t en trusted h is artist 

Bruno  M asson w i th  design in g  

som e eclectic opp onen ts for h is 

ti tu lar p ro tagon ist Bactron  to  

go  up  again st.  “Bactron  w as a 

virus ki l l er,  and h is enem ies w ere 

viruses, so  i t w as obvio us they d idn ’t 

have to  have the sam e app earance,” Vin cen t 

reasons.  “Bruno  M asson just p rop osed the 

characters, and they w ere so  n ice that w e 

said  yes to  everyth in g  he d id .  W e d idn ’t have 

an  ‘artistic d irectio n ’,  so  there w ere p robab ly 

som e in consistencies in  term s o f gam ep lay 

and graph ics, b u t w e just w an ted to  have a 

fun -lo okin g  gam e. And everyth in g  Bruno  d id  on  

th is p roject w as fun  and b eau ti fu l .”

u t once he had coded these vi ru ses 

i n to  h i s gam e, V in cen t fel t th at h i s 

h ero  req u i red som e fo rm  o f d efence,  

an d the desig ner conclu ded that 

th e m ost app rop riate w eapon fo r 

a b acteria to  h ave w as a m ou th fu l  

o f h eal i n g  fl u id s that cou l d  b e spat 

over n earby o p ponen ts.  “ I ’m  no t sure i t w as 

unhyg ien ic,” Vin cen t argues, “sin ce Bactron  

w as sp i ttin g  a very p ow erfu l  chem ical  m ix ,  a 

kin d  o f sup er m ed icin e, and you  cou ld  see the 

rad ical  effects i t had on  the viruses.  Anyw ay,  

Bactron  d idn ’t have arm s or hands, so  he 

cou ldn ’t hand le a Kalashn ikov or a 

Laser!  The on ly w ay for h im  to  attack 

w as by usin g  h is m ou th .”

As w el l  as g iv in g  h im  a usefu l  – i f 

an tiso cial  – attack m echan ism , Vin cen t 

also  gave h is p layer character a core 

ob jective o f trig gerin g  yel l ow  enzym es 

to  treat Bactron ’s viruses, al th ough  th is 

w ou ldn ’t actual l y b e show n in -gam e.  

“That’s a good id ea!  Bu t w e d idn ’t th in k 

» [Amstrad CPC] Due to Bactron’s strict time limit, once 

you finish a stage you need to beat a hasty retreat.

» [Amstrad CPC] Bactron’s natural defence takes the 

form of spit that temporarily freezes his foes to the spot.
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an econom ical  w ay to  get a n ew  enem y w i thou t 

m uch  w ork,” Vin cen t adm i ts,  b efore add in g ,  

“Let’s say that they w ere just a p rank!  The 

p layer w ou ld  th in k that i t w as okay to  touch  

the b lue enzym es, b u t w hen he d id  so  he soon  

d iscovered that he w ou ld  have to  avo id  them  

the nex t tim e.”

A second p i tfal l  aw ai ted  p layers at the 

very end o f Vin cen t’s gam e, as the develop er 

designed Bactron ’s fi nal  fo ur stages to  b e 

in escapab le once en tered , regard less o f i f 

al l  o f the enzym es req u ired to  com p lete the 

gam e had b een  activated or no t.  “W el l ,  al l  

o f those gam es w ere ab ou t trial  and  error,“  

Vin cen t p o in ts ou t.  “ I  d on ’t actual l y rem em b er 

that sp ecifi c feature, b u t i t l o oks l ike i t w as 

in ten tional ,  and  that i t w as a kin d  o f trap .  

That w asn ’t very fair for the p layer, b u t 

p layers w ere a lo t m ore forg iv in g  and patien t 

then  than  they are now .”

Bu t as i f to  underl in e the chal l eng in g  nature 

o f gam es m ade in  the Eigh ties, Vin cen t gave 

Bactron  a second tw ist b y send in g  p layers w ho  

com p leted h is gam e b ack to  the start.  “A lo t o f 

the gam es at that tim e d idn ’t have an  end in g ,”  

Vin cen t recal l s.  “ I t w as p robab ly b ecause 

o f p rojects b ein g  late,  and that Christm as 

w as com ing  and you  had to  hurry to  release 

som eth in g .  I n  Bactron ’s case, w e sp en t 0 %  

o f the b udget on  th is,  as w e though t i t w as a 

useless feature, b u t Bactron  w as the last gam e I  

d id  w i thou t an  end in g .”

Due to  the exp ectatio n s o f the tim e, the 

un forg iv in g  asp ects o f Bactron  l argely w en t 

unno ticed on  the gam e’s release, and i ts 

visuals and novel  gam ep lay guaran teed strong  

sales and so l id  review s. “ I  th in k the sales w ere 

q u i te h igh  for Bactron ,” Vin cen t reco l l ects.  “ I t 

w asn ’t w hat you  w ou ld  cal l  a trip le-A gam e 

now , b u t at that tim e i t w as a success.  I  saw  

som e review s that w ere q u i te good in  France,  

and I  saw  a review  in  an  Eng l i sh  m agazin e that 

w as so -so , b u t m ayb e Eng l i sh  journal i sts 

w ere m ore serio us than  French  ones!  

Anyw ay, w hen a gam e w as fi n ished , w e just 

started ano ther one and stopp ed th in kin g  

ab ou t the p revio us release.”

Bu t decades later, Vin cen t is happy to  

g ive som e m ore though t to  h is innovative 

ad ven ture, and feels that w i th  h in d sigh t 

he w ou ld  m ake som e changes.  “As a 

gam e designer, I  w ou ld  certain l y change lo ts 

o f th in gs,” Vin cen t consid ers.  “The gam ep lay 

needs a com p lete refurb ishm en t.  I  w ou ld  add  

m ore p uzzles and m ore room s, and I  w ou ld  

add surprises, I  w ou ld  p u t in  m ore rew ards and  

design  an  end in g .  I t w as p robab ly a m istake no t 

to  sp end tim e on  that,  b u t i t w as a m istake that 

had no  conseq uences 3 0  or so  years ago ! ”

Revision s asid e, h ow ever, Vin cen t lo oks 

b ack at Bactron  w i th  understandab le p rid e,  

and concludes that h is chal l eng in g  isom etric 

ti tl e i s o f i ts tim e and sti l l  stands up  w el l ,  even  

decades after i ts release.  “ I ’ve sp en t som e 

tim e w atch in g  vid eos ab ou t Bactron ,  and  

frankly,  I ’m  p roud to  have created th is gam e,”  

Vin cen t b eam s. “ I t’s p robab ly no t the b est 

gam ep lay, b u t techn ical l y and graph ical l y the 

q ual i ty is q u i te good for those o ld  com pu ters,  

and the concep t is rather orig in al .  The gam e 

designer now  con trib u tes the m ost im p ortan t 

asp ect o f a gam e, b u t in  the Eigh ties the 

p rogram m ers had al l  th e p ow er, and Bactron  i s 

a p rogram m er’s gam e. I t’s certain l y n o t p erfect,  

b u t i t’s good enough  that w e’re d iscussin g  i t 

3 4  years after i ts release.” 

» [Amstrad CPC] Some of Bactron’s stages are so 

littered with objects that they feel like obstacle courses.

» [Amstrad CPC] Bactron’s titular hero makes a mad 

dash from a nasty virus on the game’s opening stage.

» [Amstrad CPC] Despite their homing instincts, the viruses 

in Bactron get confused when you hide behind obstacles.

» [Amstrad CPC] Isometric maze-like barriers populated by 

lethal viruses are a staple of Bactron’s level designs.

THE MAKING OF: BACTRON

e



H
aving created the cu lt classic 

Rescue for the ZX Spectrum  

and the w el l -respected Co lony,  

bo th for Icon Design , Ste Cork 

had bu i l t a reputation for producing  

great gam es. W hen the tim e cam e for 

him  to m ove to pastures new , this tim e 

w orking for Softw are Creations, a new  

challenge w as put before him . Now , an 

arcade conversion can be an exciting 

prospect – but that can depend on the 

gam e. It’s fair to say that Ste Cork w as a 

little underw helm ed w ith the conversion job 

that landed at his feet at his new  w orkplace.  

“W hen I arrived I im m ediately got given 

Psycho Pigs UXB to w ork on – though this 

w as because no one else w anted to do it 

and I w as the new  guy, I drew  the short 

straw ,” he explains. So not a great start 

to this conversion journey, and it seem s 

that Softw are Creations w asn’t that keen 

to take it on in the first place – so w hy 

w as the studio converting the gam e at all?  

“Apparently they had to take this gam e 

and convert it to the hom e com puters as it 

w as a prerequisite for Softw are Creations 

to get the Bionic Com m ando licence,” Ste 

explains. So w ith a gam e to convert that 

neither the softw are com pany nor any of its 

program m ers w ere really that interested in,  

it w as dow n to Ste to be a professional and 

get on w ith the job in hand.
» [ZX Spectrum] Look how 

cute those pigs are!

�   ARCADE RELEASE:  
1 987

�   ZX SPECTRUM RELEASE:  
1 988

�  CONVERSION TEAM:   
STE CORK

�  AVERAGE SCORE:  
69%

INFO

This odd release started life in the arcade under the name Butasan - a 

game which involved pigs blowing one another up with bombs. How 

could this not be a hit? Retro Gamer speaks to programmer Ste Cork on 

his conversion of the game to the ZX Spectrum
Words by Paul Davies

W ith w hat seem ed like a 

project that w as m ore a necessity 

than fun, how  did Ste go about 

m otivating him self to m ake a good 

job of it? Playing the gam e m ust 

have been a good start, did seeing 

it in the flesh first-hand inspire him  

and m ake the task enjoyable? “God 

no,” he replies. “I ’d never seen 

it before, and after encountering 

the arcade m achine I still w asn’t a 

fan. I rem em ber thinking ‘only in 

Japan.. .’ w hen I saw  it.” Despite 

not falling in love w ith the gam e,  

Ste’s a professional, and if you’ve a 

job to do, you have to get on w ith 

it – fan or not.

So how  did he get on w ith starting 

the conversion? An arcade cabinet setup 

w ith the gam e w ould be a start at least.  

”W e had a JAMMA board of the gam e,  

running w ith w hat you could describe as 

‘questionable’ English. Think ‘All Your Base 

Are Belong To Us’ and you get the idea,” Ste 

explains. “That’s it really, in term s of help.  

Unfortunately, w e only had one JAMMA-

com patible cabinet, and I had to constantly 

keep sw apping out the board w ith the 

other project being w orked on, w hich got 

tedious.” All of these factors com bined didn’t 

really have the foundations of m aking the 

conversion operation as sm ooth as it could 

be, but Ste had to get on w ith it.

A
ssessing the orig inal arcade 

gam e gave Ste the chance to  

th ink about how  th is cou ld  

w ork on the Spectrum . W ith 

the obvious and m ost likely issue to be 

colour given the Spectrum ’s lim itations in 

that area, it w as dow n to Ste to think his 

w ay around this problem . “Considering 

it [the arcade original] had large colourful 

characters m oving around the screen and 

over the top of each other, it w as obvious 

it w as going to lose a lot of colour in its 

conversion to the Spectrum . Attribute clash 

on that scale w ould be unforgivable, and 

you couldn’t m ake the characters w alk 

around each other. So the first thing that 

had to go w as the colour. Once you’ve lost 

all that, all that’s left is m oving som e sprites 

around, w hich is a no-brainer.” Luckily for 

Ste, the colour clash issue seem ed to be 

the only m ajor bugbear for the conversion 

in term s of keeping it graphically as close 

to the original as possible. He w as able to 

retain the m ajority of the original features of 

the arcade gam e, too, including the in-gam e 

m usic. “Once you took out the colours,  

there w asn’t m uch left to be a problem  so 

I don’t recall taking anything else out,” Ste 

rem em bers. “W e did at least get to use 

the Spectrum  1 2 8 ’s AY chip, so there w as 

sound and m usic being played, or at least 

as good as the AY chip could do.”

That’s not to say there w ere no other 

problem s, as another issue for the 

Spectrum  version w ould be a strong 

em phasis on green backgrounds. The 

original Psycho Pigs UXB’s backgrounds 

w ere coloured in green hues, as it w as 

set on a grass playing field, w hich led to a 

problem  in term s of how  it w as displayed 

on a television. CRT sets – w hich w ere a 

staple of the Eighties – and the Spectrum  

did not really get on w ith each other, as Ste 

highlights. “Green is one of the colours that 

‘craw l’ on a Spectrum  gam e w hen view ed 

on a TV, so w e knew  it w as going to look 

like crap right from  the start. Not very 

inspiring, considering this w as going to be a 

very prom inent colour w ithin the gam e.”

In a project that seem ed full of negatives,  

w as there anything about this conversion 

that w ould lift the spirits? W as there 

PSYCHO PIGS UXB

» [ZX Spectrum] It’s not vibrant like the arcade game, but it is chaotic.
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» [ZX Spectrum] You’ve lost. Badly. Time for another try.

» [ZX Spectrum] So many bombs, so little time.

anything Ste was a fan of? “ The only 

things I enjoyed at all were keeping som e 

of the Japanese-English phrasing to retain 

at least a little charm ,”  he recalls. “ Also, I 

m anaged to sneak in som e bits. I think the 

m ain one was that in the dem o m ode with 

the pigs running around, there’s one point 

where they all run vertically up the screen, 

but one of them  stays behind for a short 

tim e, drops down on one knee facing out 

of the screen at you, then m iddle-fingers 

the player before running off to join the rest 

of them . That still am uses m e, but I think it 

only m anaged to stay in because with the 

graphics quality of the pigs it’s not easy to 

m ake out. O nce seen though, it can never 

be unseen.”  So that’s som ething to look 

out for the next tim e you play it, and finally 

som ething to sm ile about for Mr Cork.

W ith the conversion now in the bag 

after what was the end of a less than 

enjoyable job, surely com pleting his task 

would leave Ste happy in som e way. How 

did he feel about the finished article? 

Proud? Happy? Erm … well, we’ll let Ste 

field this one. “ Sorry, but I hated it. I 

wasn’t proud at all. The original gam e was 

no fun in m y opinion, and whatever charm  

it m ight have had got com pletely lost by 

being turned into a m ostly m ono gam e 

on plain backgrounds often with hideous 

colour crawl. I was glad to be done with 

it, honestly. Not m y finest hour, but you 

did what you were paid to do and it was 

always possible som eone liked it.”  

HOW ACCURATE IS IT?

CONVERSION KINGS: PSYCHO PIGS UXB

CONVERSION �ZX SPECTRUM�

ORIGINAL  �ARCADE�

Bonus 
levels

Despite the gap in 

memory, the Spectrum 

version managed to keep 

hold of the bonus levels 

found in the original.

Level playing 
field

The only major sacrifice 

here are the game colours, all 

the original arcade levels 

are here to be enjoyed.

Introducing…
Even the little extras 

managed to make the 

Spectrum cut – this time we 

mean the pig introductions, 

which are a nice touch.

No 
pink piggies

As with a lot of 

Spectrum games, colour 

was sacrificed to avoid 

clash. Imagine  

the mess!

A sound 
conversion

Spectrum 128 owners 

were treated to some menu 

and in-game music to keep 

their ears entertained.
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PLAYER 1

U l t i m a t e  G u i d e :

|

If you’re a fan of Japanese 

shooters you’ll know all  

about Toaplan, and if 

you know Toaplan then 

Twin Cobra needs no 

introduction. So how 

about we skip  

the form alities?  
Words by Martyn Carroll

STANDARD TANK

BONUS POI NTS
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ULTIMATE GUIDE: TWIN COBRA

PLAYER 2

ou ’d  l i kely fi nd Tw in  Cob ra at 

th e b ack o f th e arcade, h i d den  

from  the area w here the fl ashy 

show stop pers from  Sega,  

Konam i an d N am co d rew  crow ds.  

Here in the gloom  you w ould typically find row s of 

generic stand-up cabs housing gam es that offered 

cheap thrills.  This w as the dom ain of second-tier 

developers like Tecm o, I rem  and Toaplan.  

Toaplan w as founded in Japan in 1 9 8 4  and quickly 

established itself as a purveyor of vertically scrolling 

shooters thanks to gam es like Tiger Heli and Slap 

Fight (aka Alcon). Both titles w ere published by Taito 

and achieved success in arcades, but it w as the 

firm ’s 1 9 8 7  gam e Flying Shark (aka Sky Shark) that 

cem ented its reputation as m aster blasters. Tw in 

Cobra follow ed later the sam e year, and w hile it w as 

presented as a sequel to Tiger Heli,  it w as built on 

the blueprint of Flying Shark.  Indeed, at first glance 

you can argue that it’s sim ply Flying Shark w ith the 

biplanes sw apped out for helicopters.  

The gam es run on the sam e 6 8 0 0 0  setup, so 

they’re visually alike (although the enem y sprites 

and shots in Tw in Cobra are better defined against 

the background, m aking it slightly fairer). Both 

gam es also utilise a vertically m ounted 1 9 -inch 

m onitor displaying a resolution of 3 2 0 x2 4 0  pixels,  

w ith a horizontal scroll used to display the full 

3 2 0 x3 2 0  pixel playfield.  Tw in Cobra has ten stages,  

tw ice as m any as Flying Shark,  although m ore 

doesn’t m ean different, as they’re the usual m ix of 

enem y tow ns, airfields, docks and w hatnot.  Both 

gam es also feature end-of-stage ‘bosses’ w hich are 

nondescript, bullet-spew ing hunks of m etal that you 

can engage or, in m ost cases, ignore.

W here Tw in Cobra differs is in its w eaponry,  

w hich has m ore in com m on w ith the futuristic 

arsenal seen in Slap Fight.  Toaplan’s tradem ark 

YELLOW FODDER

» Romstar licensed the game from Taito 

for distribution in North America. 

» The striking artwork created for 

the Japanese Mega Drive version.
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sm art bom b is featured, and your 

m ain w eapon can be upgraded by 

collecting the ‘S’ icons that enem ies 

drop, as per Flying Shark,  but the 

gam e actually features four m ain 

w eapons.  Som e enem ies w ill 

release a glow ing orb w hich cycles 

through four different colours, and 

the colour relates to a w eapon. This 

m eans you can chop and change 

your w eapon during play,  selecting 

the best one to deal w ith different 

scenarios (the blue w eapon is 

brilliant for w ide coverage, for 

exam ple,  w hile the green one 

is great for concentrated fire).  

Best of all,  each w eapon can be 

continually upgraded to frankly 

ridiculous levels.  At its full pow er, the blue w eapon 

unleashes w aves of pow erful shots that can 

clear the screen. This is like a bullet hell shooter 

w here you’re the one unleashing the hell !  All 

this pow er com es at a cost,  of course.  Get hit 

and you’re reverted back to your feeble tw o-shot 

standard w eapon, and in a flash the odds sw ing 

overw helm ingly against you.

As the title indicates, Tw in Cobra w as the 

first Toaplan shooter to feature a sim ultaneous 

tw o-player m ode.  W ith tw o players blazing out 

the gam e is even m ore spectacular and no doubt 

boosted the gam e’s popularity.  So it’s surprising 

that the co -op m ode is absent from  the Japanese 

version, Kyukyoku Tiger (Ultim ate Tiger), w hich 

w as released at the sam e tim e.  There’s a m yriad of 

other changes betw een the tw o versions, the m ain 

one being that w hen you’re hit,  the action pauses 

and you’re returned to a predefined position, w here 

as in Tw in Cobra you carry on instantly from  the 

sam e position.  This m akes the Japanese version 

m ore difficult (at least for m ore casual players – 

see the Q & A w ith our expert player for a different 

view point on page 4 0 ).  I t’s not clear w hy these 

changes w ere m ade for the W estern release, but 

it’s presum ed that Am erican distributor Rom star 

requested them  so the gam e could com pete w ith 

the glut of tw o-player shooters.

Tw in Cobra debuted in the UK at the 

Am usem ent Trade Exhibition in January 1 9 8 8 ,  

w here C& VG ’s Clare Edgeley liked w hat she 

saw . “Fast m oving w ith pretty graphics,  Tw in 

Cobra is bags m ore fun than Thundercade,” she 

reported back, referencing a tw o-player shooter 

from  Seta that w ould find its ow n calling at the 

back of the arcade.  “Although it’s the sam e 

scenario as Thundercade,  it has a m ore gutsy 

feel,  m aking it far m ore of a challenge.” Nick 

Kelly w as not as im pressed, aw arding the gam e 

6 /1 0  in Com m odore User:  “Tw in Cobra passes 

m ost of the tests in term s of graphics, sound and 

playability.  I f coin-ops w ere records this w ould be 

a Stock Aitken W aterm an release – slick,  user-

friendly and pretty m uch the sam e as the last one.”

You’d have thought publishers w ould have 

gone after the conversion rights, especially as 

Telecom soft had scored a hit w ith its versions of 

Flying Shark,  and Ocean had previously brought 

Slap Fight to hom e com puters, but Tw in Cobra w as 

destined to stay an arcade exclusive. That w ould 

S M A R T

B O M B

You begin each l ife w ith three bom bs 

and can col lect extra ones in-gam e.  

Drop them  to destroy both enem ies 

and enem y fire w ithin a w ide radius.  

Save som e for the bosses.

M U L T I -

M I S S I L E

Your standard weapon fires m issi les 

front and centre. At ful l power it 

unleashes dozens of m issiles, so you 

m ay want to stick with it rather than 

swapping for an alternative.

M U L T I - D I R E C T I O N  

B A Z O O K A

A terrible nam e for a terrible weapon.  

Fires shots forwards, backwards, left 

and right, and is only good for deal ing 

w ith enem ies who attack from  the 

rear. Puny, even when powered up.

RED FODDER

EXTRA LI FE
GUN TURRET (LAND)

GREEN FODDER

HEAVY GUNBOAT

» [Arcade] Your first 

objective: grab the  

power-ups otherwise you 

won’t survive the first area.

» [Arcade] Red and blue 

cobras replace the single 

grey chopper seen in the 

Japanese version.
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MARTI N BEDARD

WHICH OF THE HOME VERSIONS HIT THE HEIGHTS?

A ROUND�UP OF THE POWER�UPS 
YOU NEED TO SUCCEED

PPPPPPPPPPPPPPPPPPPPPP CCCCCCCCCCCCCCCCCCCCCC  EEEEEEEEEEEEEEEEEEEEEE NNNNNNNNNNNNNNNNNNNNNN GGGGGGGGGGGGGGGGGGGGGG IIIIIIIIIIIIIIIIIIIIII NNNNNNNNNNNNNNNNNNNNNN EEEEEEEEEEEEEEEEEEEEEE
Y EAR :  1 9 8 9

This is an excellent conversion from  Taito.  

Graphically this Japanese exclusive sits som ewhere 

between the NES and Mega Drive versions, while 

the gam eplay is very close to the coin-op. All this 

shooting action packed onto a tiny HuCard – it’s 

difficult to com prehend.

NNNNNNNNNNNNNNNNNNNNNN EEEEEEEEEEEEEEEEEEEEEE SSSSSSSSSSSSSSSSSSSSSS
Y EAR :  1 9 9 0

Another fantastic conversion (you m ay start 

sensing a them e here). There’s no support for co-op 

play, and the sprites suffer from  the usual fl icker,  

but none of that really m atters when the gam e 

plays this well . Plus all of the stages, weapons and 

bosses are included. Developed by Micronics, which 

also converted Tiger Heli to the NES.

MMMMMMMMMMMMMMMMMMMMMM EEEEEEEEEEEEEEEEEEEEEE GGGGGGGGGGGGGGGGGGGGGG AAAAAAAAAAAAAAAAAAAAAA  DDDDDDDDDDDDDDDDDDDDDD RRRRRRRRRRRRRRRRRRRRRR IIIIIIIIIIIIIIIIIIIIII VVVVVVVVVVVVVVVVVVVVVV EEEEEEEEEEEEEEEEEEEEEE
Y EAR :  1 9 9 1

The lack of a two-player feature is a curious 

om ission, and som e strange palettes are used 

(such as the glowing yellow tanks on stage one).  

But, once again, when it com es to gam eplay this 

delivers the authentic arcade experience – as you’d 

expect on the Mega Drive.

SSSSSSSSSSSSSSSSSSSSSS HHHHHHHHHHHHHHHHHHHHHH AAAAAAAAAAAAAAAAAAAAAA RRRRRRRRRRRRRRRRRRRRRR PPPPPPPPPPPPPPPPPPPPPP  XXXXXXXXXXXXXXXXXXXXXX 6666666666666666666666 8888888888888888888888 0000000000000000000000 0000000000000000000000 0000000000000000000000
Y EAR :  1 9 9 3

The trusty X68000 powerhouse hosts another 

arcade-perfect port. The graphics, speed and 

sound are all com parable with the coin-op – in fact 

it sounds better than ever thanks to the m achine’s 

FM sound chip. At the tim e of release this was 

easily the m ost faithful version to date.

FFFFFFFFFFFFFFFFFFFFFF MMMMMMMMMMMMMMMMMMMMMM  TTTTTTTTTTTTTTTTTTTTTT OOOOOOOOOOOOOOOOOOOOOO WWWWWWWWWWWWWWWWWWWWWW NNNNNNNNNNNNNNNNNNNNNN SSSSSSSSSSSSSSSSSSSSSS  MMMMMMMMMMMMMMMMMMMMMM AAAAAAAAAAAAAAAAAAAAAA RRRRRRRRRRRRRRRRRRRRRR TTTTTTTTTTTTTTTTTTTTTT YYYYYYYYYYYYYYYYYYYYYY
Y EAR :  1 9 9 4

The obscure Fujitsu console is hom e to yet another 

incredible conversion. It’s alm ost identical to the 

X68000 version, but sounds even better as this 

was a disc gam e with a CD audio soundtrack. The 

rem ixed m usic adds an extra dim ension to an 

already excellent experience.

PPPPPPPPPPPPPPPPPPPPPP LLLLLLLLLLLLLLLLLLLLLL AAAAAAAAAAAAAAAAAAAAAA YYYYYYYYYYYYYYYYYYYYYY SSSSSSSSSSSSSSSSSSSSSS TTTTTTTTTTTTTTTTTTTTTT AAAAAAAAAAAAAAAAAAAAAA TTTTTTTTTTTTTTTTTTTTTT IIIIIIIIIIIIIIIIIIIIII OOOOOOOOOOOOOOOOOOOOOO NNNNNNNNNNNNNNNNNNNNNN
Y EAR :  1 9 9 6

Both Twin Cobra and Kyuukyoku Tiger are included 

on Toaplan Shooting Battle, along with the first 

gam e Tiger Heli. All of the gam es are arcade 

perfect, with a generous num ber of options to 

tweak, m aking this one of the best, and m ost 

coveted shm up collections.

A U T O  

M A C H I N E  G U N

Or ‘green laser’ as m ost folk know 

it. This beam  is narrow but deadly,  

m aking it perfect for clearing the 

decks of boats and taking down 

bosses. Otherwise, use it sparingly.

M U L T I -

C A N N O N

The m ost form idable weapon in the 

gam e, providing you power it up a 

good am ount. At m axim um  power 

nothing can beat it. It’s just a question 

of how long can you hold onto it.

“ T h e o n l y  p l a c e  
y o u ’ d  w a n t  t o  
s w i t c h  t o  t h e  

g r e e n  l a s e r  i s  t h e  
l e v e l  n i n e  b o s s ”

GUNSHI P

BOMBER

GUN BARGE

» [Arcade] The green laser makes easy work of the 

heavily armed warships.

» [Arcade] Two players, both with maxed-out blue 

weapons, unleashing bullet hell on the enemy. 
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Te l l  u s a  l i tt l e  a b o u t th e d e ta i l s o f yo u r Tw i n  C o b ra  

reco rd  sco re ?

M y arcade record is 3 , 5 5 7, 8 4 0 ,  set at Funspo t,  W eirs Beach ,  

in  June 2 0 0 7.  Sin ce then  m y p ersonal  b est on  M AM E is 

7, 4 3 7,7 2 0 ,  ach ieved in  N ovem b er 2 0 1 5 .

W h at’s yo u r h i sto ry w i th  th e g am e?

Around 2 0 0 2  I  started gettin g  in to  M AM E and search in g  

for trad i tio nal  shm ups.  Tw in  Cobra w as a standou t for i ts 

gam ep lay and m usic and I  w as exci ted  to  fi nd i t at Funspo t 

durin g  m y fi rst visi t in  June 2 0 0 4 .

W h at’s yo u r w eap o n  o f c h o i c e w h en  g o i n g  fo r a  

Tw i n  C o b ra  h i g h  sco re?

The m ain  w orkhorse is the b lue spread w eapon , w h ich  you ’ l l  b e 

usin g  9 5 %  o f the tim e.  I f everyth in g  goes righ t,  the on ly p lace you ’d  

w an t to  sw i tch  to  the green laser is the level  n in e b oss.  W hen you  d ie 

i t’s b etter to  use the red w eapon un ti l  you ’ve p ow ered up  a few  tim es,  

sin ce b lue is in ferio r at low  p ow er levels.  N ever use the yel l ow  devi l .

H o w  m an y l o o p s d i d  i t tak e to  ach i eve yo u r 

sco re ,  a n d  h o w  d o es th e d i f fi cu l ty  i n c rea se o n  

su b seq u en t l o o p s?

M y M AM E score ended on  lo op  four stage n in e.  The 

d i fference b etw een lo op s is the in crease in  enem y 

b u l l et sp eed .  I t’s m ost no ticeab le in  l o op s tw o and  

three w here the sp eed in creases by approx im ately 

1 8 %  and 1 3 %  resp ectively.  Th is con tin ues at a slow er 

rate un ti l  l o op  n in e, w here the sp eed is ab ou t doub le 

w hat i t w as in  l o op  one.  M y goal  i s to  reach  and  

convin cin g ly p lay through  the lo op s w here the 

b u l l et sp eed is m axed .

H o w  p l ea sed  a re yo u  w i th  yo u r sco re  

ach i evem en ts i n  Tw i n  C o b ra ?

Honestly,  Tw in  Cobra feels l ike unfi n ished b usin ess.  

W h i l e the Japanese release has b een  m arathoned , the w estern  

release does no t app ear to  have b een  p ushed to  that p o in t.  Th is m igh t b e 

due to  changes l ike the sim u l taneous tw o -p layer m ode that 

in crease the chal l enge in  som e asp ects.  Presum ab ly due to  

p erform ance issues, the fram es at w h ich  w eapon dam age 

is reg istered are sp l i t b etw een p layer one and tw o , w h ich  

essen tial l y h alves sin g le hel i cop ter dam age ou tpu t,  

even  w hen p layin g  alone.  Th is m akes the gam e very 

d i fferen t w hen deal in g  w i th  large enem ies or b osses 

sin ce rou tes that rely on  q u ickly defeatin g  enem ies are 

no  l o nger p ossib le.  

W e w ere u n d er th e i m p ressi o n  th a t th e Jap an ese  

versi o n  w as tri ck i e r d u e to  th e ch eck p o i n t system ?

The checkpo in t system  adds i ts ow n chal l enge.  Som e 

checkpo in ts are d i ffi cu l t to  recover from , b u t al l  are 

doab le.  The g im ped dam age ou tpu t o f the w estern  

version  adds m ore risk to  the rou tes sin ce you  have to  

rely m ore on  avo idance.  Furtherm ore, your hel i cop ter in  

the W estern  version  m oves a lo t faster.  U l tim ately,  w h ich  

version  is tru ly harder is som eth in g  that can  b e argued .

WE TALK STRATEGY WITH MARTIN BEDARD, WHOSE TWIN COBRA 
HIGH SCORE IS RANKED NUMBER ONE ON TWIN GALAXIES.

e

» [Arcade] Martin’s 
personal best score 

stands just shy of 
7.5 million!

» [Arcade] Martin’s playthrough 

can be viewed on the MARP 

website (replay.marpirc.net).

to  

er in

w h ich  

ued .

MARTI N BEDARD

“ T h e  d i f f e r e n c e  
b e t w e e n  

l o o p s  i s  t h e  
i n c r e a s e  i n  

e n e m y  b u l l e t  
s p e e d ”

MI SSI LE TANK

DESTROYER
» [Mega Drive] Despite some 

odd colour choices, the Mega 

Drive version is a decent blaster.
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ULTIMATE GUIDE: TWIN COBRA

change in 1 9 8 9  w hen Taito developed a version 

for the PC Engine, albeit exclusively in Japan. This 

w as follow ed by a NES version in 1 9 9 0  w hich 

received a w ider release – although despite carrying 

the Tw in Cobra title in the w est, the gam e supports 

just one player. This is perhaps understandable 

given the NES hardw are, but the sam e concession 

can’t be m ade for the M ega Drive version w hich 

also lacks co-op play (it’s also docked points for 

clearly adding the subtitle ‘Desert Attack Helicopter’  

to take advantage of the Gulf W ar). One thing to 

note is that these three versions all rew ard the 

player w ith an anim ated end sequence, w here as 

the arcade gam e just loops continually.

Later versions for the Sharp X6 8 0 0 0  and FM  

Tow ns M arty w ere only released in Japan, so 

they faithfully follow  the Japanese coin-op and 

are single-player only.  A co -op version eventually 

m ade it hom e in 1 9 9 6  as part of Toaplan Shooting 

Battle 1  for PlayStation.  This Japanese com pilation 

features Tiger Heli plus both Kyukyoku Tiger and 

Tw in Cobra,  m aking it the perfect collection for 

fans of the series – and shooters in general.  I t even 

features a side (tate) view  for that authentic arcade 

experience.  The only thing m issing is Tw in Cobra I I ,  

the 1 9 9 5  arcade sequel that w as developed by 

Takum i follow ing Toaplan’s closure the previous 

year.  The sequel w as released for the Sega Saturn 

in 1 9 9 7,  as Kyukyoku Tiger I I  Plus,  and cam e 

com plete w ith a rem ixed soundtrack and exclusive 

Saturn-only stage.

I f you w ant a blast on Tw in Cobra today then 

em ulation is obviously the easiest option. How ever 

for the true experience it really needs to be 

played on the original coin-op hardw are. Tim e has 

m oved on, but it’s alm ost certainly still lurking at the 

back of an arcade som ew here in the w orld.  

T I G E R  H E L I
Y EAR :  1 9 8 5

While riffing heavily on Xevious and 1 94 2 ,  Toaplan’s first 

shooter does introduce som e of its own ideas, m ost 

noticeably the sm art bom b. It’s fun to play, but com pared 

to Twin Cobra it’s alarm ingly sedate; a classic case of a 

gam e that’s wel l and truly surpassed by its successor.

T W I N  C O B R A  I I
Y EAR :  1 9 9 5

Running on Taito’s powerful F3 hardware, this belated sequel  

is a typical ly flashy product of the era where the visual effects 

(which are adm ittedly excel lent) alm ost overshadow the 

gam eplay. There are only six stages but it never lets up for a 

second. One for hardcore shooter fans.

WHAT CAME BEFORE AND AFTER TWIN COBRA

MARTI N BEDARD

“ S o m e  c h e c k p o i n t s  

r e c o v e r  f r o m ,  b u t  
a l l  a r e  d o a b l e ”

HEAVY TANK

BLUE FODDER

» [NES] The Nintendo version was developed by Micronics, who also 

converted Tiger Heli to the NES.

» [PlayStation] Twin Cobra was featured on Toaplan Shooting Battle 1 . 

Despite the title, there were no further collections.

STANDARD GUNBOAT



» ATARI LYNX  » 1990  » ATARI CO RPO RATIO N  

I absolutely adored Atari’s Lynx. I’d 

set my heart on it from the moment it was 

announced and while it was far from perfect 

– a stupidly short battery life, cumbersome 

size and lack of original games – I simply 

didn’t care. I loved arcade games and the Lynx allowed me 

to play plenty of arcade classics in the palm of my hand. 

Sure, I could have purchased a Game Boy or a Game 

Gear (I would eventually buy both much later) but the Lynx 

was important to me because it basically had the games I 

wanted to play and that’s an important consideration for any 

console purchase, handheld or otherwise.

For the most part, Atari’s machine never disappointed 

me until it started to become painfully obvious that it didn’t 

have the third-party support that was promised. I lost count 

of the times I would walk to my local computer shop, and 

eagerly ask about new Lynx games, only to be told that 

they had been delayed again. W hile things were rough in 

later years it was a fantastic thing to be a Lynx owner in the 

early days of the console’s life. Arcade conversions were 

plenty and often to a very high standard. Indeed, some of 

them even put the Amiga and Atari ST versions to shame.

M y favourite game from that period was the excellent 

RoadBlasters, which had been coded by the talented 

D Scott W illiamson and was absolutely magnificent (he 

was also the mastermind behind the Lynx ports of Toki 

and STUN Runner). RoadBlasters was a truly sensational 

version of the arcade game and felt incredibly authentic, 

due to W illiamson having access to the source code of the 

original arcade game, which allowed him to create such an 

authentic replication of it. Granted, there were no additional 

extras to crow to your friends about, but it didn’t matter as 

RoadBlasters offered a tremendously satisfying arcade-like 

experience that the other handhelds of the time simply 

couldn’t match. I no longer own a Lynx collection, but I’d 

imagine that will change with the release of the Analogue 

Pocket. If I do start collecting for Atari’s system again, then 

RoadBlasters will be one of the first games I pick up. 

PURE PALM POWER

RoadBlasters
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I
f you’re the kind of gamer familiar with 

Arc System Works, you’re probably best 

aware of the company as a developer of 

fighting games. The studio has carved 

out a formidable reputation in the genre, with 

popular series such as Guilty Gear and BlazBlue 

being supported by work on licensed games 

such as Persona 4 Arena and Dragon Ball 

FighterZ. But there’s much more about this 

company that you may not know – for example, 

its early history as a conversion-focused 

developer, or its current status as owner of 

Technos properties like Double Dragon and 

River City Ransom. Little by little, over three 

decades Arc has grown into an important part 

of the gaming landscape.

Prior to the studio's creation, founder Minoru 

Kidooka had been working at Sega as an 

arcade hardware engineer. With the Famicom 

experiencing its golden era in Japan at the 

time, Kidooka and a number of colleagues left 

to form Arc Co, Ltd in 1988, with the goal of 

developing home console games. In the early 

days, the company concentrated on porting 

arcade games. “ Most of the staff were still just 

engineers,”  explains Kidooka. “ Being engineers, 

they couldn’t create a brand-new game – draw 

up a plan, create all the assets and stuff. Also, 

Today it’s best known for its anime fighting games, but this Japanese 
developer has a heritage stretching back to the 8-bit consoles. We find 

out how the company went from creating conversions to combat classics 
Words by Nick Thorpe
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being a new company we didn’t have much 

capital, so what we did best was to port games 

at the start.” Despite that limitation, and the fact 

that Arc would often handle only part of a game 

– for example, just the programming – it began 

to grow and receive high-profile projects.

This phase, as we discover, wasn’t a huge part 

of the company’s history. “That lasted about 

four or five years. At the start there were around 

ten people, and that slowly expanded to 30 or so 

by the end of those years,” says Kidooka. During 

that time, Arc Co, Ltd was renamed Arc System 

Works, and moved from its original office in 

the Nishi ward of Yokohama to a new one in 

the Kohoku ward. With new staff, the company 

became capable of creating entirely original 

games, though these were based on external 

properties. “We had quite a lot of projects from 

Bandai and from Sega – one of them we’re 

mostly associated with is Sailor Moon, I’m sure 

quite a number of people are familiar with it. 

With the revenue we received, after four or five 

years we were finally able to get on track.”

As it happens, this was the ideal time to 

move into original game development, as 

Kidooka recalls. “Back then it was also the 

»  [Master System] Despite being a new company, Arc was 
given high-profile conversions like Moonwalker very early on.

»  [SNES] Q uite a number of Arc’s early games were 
in the racing genre, including Cyber Spin.

»  [SNES] Sailor Moon S is a bit of a hidden gem in the SNES library, thanks to its import-only status.

era that Nintendo was shining the brightest. 

There was also Sega, but ultimately in Japan, 

Nintendo was all over the place,” he explains. 

“That is when Sony announced the PlayStation, 

and with that announcement came a big 

business move – that anyone could be a 

publisher. That was when we decided on a new 

venture.” Rather than attempting to develop an 

original game and shop it around to publishers, 

Arc System Works opted to self-publish. This 

was a gamble – if the games were successful, 

the company would control its own intellectual 

property and earn most of the money, but 

it was also fully exposed to the financial 

consequences should its games fail.

Although Arc’s decision to self-publish 

was driven by Sony’s policies, and its first 

self-published game was 

the PlayStation exclusive 

mech battle game Exector, 

the company never strayed 

from its path of multiplatform 

development. Virtual Open 

Tennis was developed for 

the Saturn, and the Wizard’s 

Harmony games were 

developed for both consoles. 

“Coming from a hardware 

background, it was a fun era 

to work in,” says Kidooka. “As a company, we 

can’t just say, ‘We want to go with Console A, 

and that’s it’ – we have to be able to work with 

multiple platforms. Personally, I like this kind 

of work,” he says. However, he does confess 

that he had a definite favourite in that particular 

generation. “The Sega Saturn was still a 

revolutionary console itself, but it was really 

a black box – we were like, ‘What the heck is 

this?’ PlayStation was a much easier piece of 

hardware to work on.”

It was during this late Nineties drive to create 

original games that the company created the 

FROM THE ARCHIVES: ARC SYSTEM WORKS

After leaving Sega to 

set up Arc System Works, 

Kidooka was a programmer 

on many of the company’s 

early games, before moving 

into production roles. 

Today he remains with the 

company as its CEO.

Mori first worked with 

Arc System Works as an 

artist on Guilty Gear X, at 

codeveloper PicPac Airreal. 

He joined Arc System Works 

in 2003, and he’s still with 

the company today as chief 

development officer.

Starting at Arc System 

Works over a decade ago, 

Yamanaka has worked 

on games including the 

Jake Hunter and Guilty 

Gear series, as well as the 

original BlazBlue. Most 

recently, he served as 

producer of Kill La Kill IF.

 As a company, we can’t just say,  
‘We want to go with Console A, and that’s 

it’ – we have to be able to work with 
multiple platforms   

Minoru Kidooka
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first game in its hit Guilty Gear series. This 

was directed by Daisuke Ishiwatari, now chief 

creative officer at Arc System Works, who had 

joined the company in the mid-Nineties and 

got his start working on a Paddington Bear 

edutainment game for the Sega Pico. “That was 

around the period when Tekken came out, and 

quite a number of people within the industry 

asked ‘Why are you going back to 2D now, of all 

times?’” says Kidooka. “But back then, it was 

one of the most innovative 2D fighters of the 

era, with the complex mechanics. Before the 

game was released, there were quite a lot of 

people queuing to play the game at shows like 

Tokyo Game Show.” The first Guilty Gear was 

a PlayStation exclusive published by Sammy, 

and received an uneven critical response but 

sales were strong enough to justify a sequel. 

This set the company on its current path – over 

two decades later, Arc System Works is most 

renowned as a developer that specialises in 

one-on-one fighting games.

F
or its next project, rather than 

developing for consoles again, Arc 

returned to the company’s roots. 

“Because my background was from 

arcade hardware manufacturing, I thought, 

‘Let’s try to go back to the arcade,’” Kidooka 

explains. In cooperation with the now-defunct 

developer PicPac Airreal, where current chief 

development officer Toshimichi Mori was 

then working, Guilty Gear X was created. 

The gameplay was greatly refined compared 

to the original game, and the beautiful high- 

resolution sprites – created at the behest of 

publisher Sammy – set the game apart from 

rival fighters. Critical reception was positive, 

and further sequels went into production.

After deciding to self-publish, Arc had cut 

back on its work on licensed games. It still 

took on the odd project, like a Dreamcast shogi 

game endorsed by professional player Torahiko 

■  Arc Co, Ltd is 
founded by Minoru 

Kidooka in May, 
comprised mainly 
of former Sega 

employees.

■  Arc Co, Ltd 
changes its name 

to Arc System 
Works, and moves 

to the northern 
Kohoku ward.

■  The first Guilty 
Gear game is 

released in Japan, 
published by Sammy. 
It wouldn’t arrive in 
the UK until 2000.

■  Sega releases 
the Master System 

conversion of 
Michael Jackson’s 

Moonwalker, 
developed by Arc.

■  PlayStation 
mech shooter 

Exector becomes 
Arc System Works’ 
first original, self-
published game.

■  Bishoujo Senshi 
Sailor Moon S is 
released for the 

SNES, the first of Arc 
System Works’ many 

fighting games.

■  Prismaticallization 
debuts on Dreamcast 

and becomes Arc 
System Works’ first 
entry into the visual 

novel genre.

Arc System Works was founded by 

former arcade game engineers, and 

many of its early projects were home 

console conversions of arcade hits. 

Ironically, the developer would be 

drawn back into the arcade market 

by the popularity of fighting games 

like Guilty Gear, which are perfectly 

suited to the coin-op environment.

In the Nineties, Arc System Works 

was responsible for plenty of games 

based on the popular anime series 

Sailor Moon. The company took on 

fewer licences while it established 

the Guilty Gear series, but has 

developed Dragon Ball Z, Fist Of The 

North Star, One Piece and Kill La Kill 

games over the last 15 years.

Although it produced original 

games before Guilty Gear, this 

game was Arc System Works’ big 

breakthrough in the market. Since 

the introduction of BlazBlue in 2008, 

the company has since been famed 

for its excellent fighting games, and 

entrusted to bring the likes of Persona  

and Granblue Fantasy into the genre.

Arc System Works has never tied itself to 

a preferred platform – in the early years, it 

simply went where the work was. In more 

recent times, most of its releases have been 

multiplatform, and interestingly the Guilty 

Gear Xrd games have even allowed for online 

play between PS3 and PS4 owners.

The Guilty 

Gear games were 

distinguished by 

their use of high-

resolution 2D art, 

and Arc System 

Works continues 

to embrace sprites 

in games like the 

Persona 4 Arena and 

the BlazBlue series. 

In recent times, it 

has even managed 

to animate cel-

shaded 3D models 

to look as if they’re 

actually sprites.
»  [Game Gear] You’ll often find surprises like Sonic 
Drift 2 when looking back at Arc’s early work.
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new fighter called 

BlazBlue: Calamity 

Trigger, which 

persisted with 

the use of 2D 

sprites. “When 

we were making 

Guilty Gear XX on 

the Sega NAOMI 

arcade boards, 

there was a period 

where we were transferring everything to 

high resolution,” says Toshimichi Mori, chief 

development officer at Arc System Works. 

“When Taito introduced Type X, everything 

was shifting to 16:9 and HD resolutions. The 

order came from the CEO himself – we might 

as well make a new game anyway, since we 

were going to have to make something for this 

new era of HD.” At this point, Kidooka jumps in 

to explain this request. “Back then, Guilty Gear 

was already ten years into its history, and of 

course there’s a core fanbase, but new players 

were finding it very hard to come into at this 

point in time. To reach out to a new market, we 

decided we needed a totally new game.”

Surprisingly, BlazBlue couldn’t rely on 

crossover interest from Guilty Gear players. 

“Back then, the old core Guilty Gear fans were 

like, ‘This is not the game that we expected, 

Tanaka, and a PS2 

Grappler Baki tie-in 

that received a PAL 

release as Fighting 

Fury. And since Guilty 

Gear started to pull 

focus, Arc was also 

less prolific with its 

original non-fighting 

games – though it did 

manage to release 

the romantic visual novel Prismaticallization 

and the detective mystery Digital Holmes. 

It was understandable, as Guilty Gear was 

marketable internationally and the other 

games never made it outside of Japan. But 

with the Guilty Gear series firmly established, 

the company began to take on projects 

slightly more frequently from 2004 onwards. 

The company combined this specialism with 

its newfound reputation in fighting games, 

resulting in games like Fist Of The North Star 

and Sengoku Basara X. It also began to try 

other things, like the fantasy-themed fighter 

Battle Fantasia. The 3D action-strategy game 

Guilty Gear 2: Overture, meanwhile, was born 

out of Daisuke Ishiwatari’s wish to create 

something outside of the fighting genre.

In 2008, Arc System Works drew 

considerable attention for introducing a 

» [Arcade] Guilty Gear X was a huge step up over its predecessor, and a breath of fresh air in a stagnating genre.

and they were very harsh,” says Mori, though 

he notes that the reaction elsewhere was 

more positive. “The game was generally quite 

well received from all perspectives, from the 

new fanbase. The main reason is that Guilty 

Gear had reached the peak of the growth of 

the techniques, so if new players came in 

there was no way they could beat ten-year 

veterans.” BlazBlue arrived during a revival 

of the fighting genre, alongside the arcade 

releases of Street Fighter IV, The King Of 

Fighters XII, Arcana Heart 2 and Tatsunoko Vs 

Capcom, and managed to hold its own against 

such strong competition. In part, that’s because 

Mori realised the importance of proactive work 

to nurture the competitive scene. “In those 

days, I was quite heavily involved in trying 

to have tournaments running all over Japan. 

Slowly increasing the community, getting all 

the local tournaments running – eventually 

we grew the community enough to hold a 

national tournament.”

Since then, Arc System Works has continued 

to grow the BlazBlue series with new entries 

– Continuum Shift, Chrono Phantasma and 

Central Fiction – and released updated versions 

of Guilty Gear XX. But that’s not all the 

company has done, as the company carved out 

an interesting niche for itself on the WiiWare 

service with games like Family Table Tennis 

FROM THE ARCHIVES: ARC SYSTEM WORKS

■  Guilty Gear X 
is released, and is 

Arc System Works’ 
first arcade game. 
Console versions 

soon follow.

■  Guilty Gear 2: 
Overture takes 
the series from 

2D fighting to 3D 
action adventure. Its 

reception is lukewarm.

■  For the first 
time, Arc System 

Works has over 100 
employees. That 

number will grow to 
around 200.

■  Evolution hosts an 
Arc System Works 
game for the first 

time, holding a Guilty 
Gear X2 tournament 

won by Daigo Umehara.

■  Arc System 
Works fully acquires 

the Guilty Gear 
intellectual property 
from Sega Sammy 

Holdings.

■  BlazBlue: Calamity 
Trigger is released in 
arcades, establishing 

the company’s 
second most prolific 

fighting series.

■  The studio 
acquires the Technos 

back catalogue, 
including the Double 
Dragon and Kunio-

kun series.

■  Arc System 
Works branches out 
into western game 
development and 

creates a studio in 
Torrance, California.

 Eventually we 
grew the community 

enough to hold a 
national tournament   

Toshimichi Mori

»  [PlayStation] Exector was Arc System Works’ first  
self-published game, made possible by Sony’s third-party policies.

»  [Dreamcast] Arc has done a good few visual novels, though 
early efforts like Prismaticallization were never localised.
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Arc System Works spent its early years as a contract developer, 

and this one was amongst the best of its licensed games – not to 

mention a sign of its future in anime-based fighting games. This 

SNES game never left Japan, but has picked up a cult following 

amongst hardcore fighting game fans. 

The Guilty Gear series is Arc System Works’ most famous, and 

while the original game has its charms, it was the arcade sequel 

that established it as a serious contender in the fighting game 

market. With gorgeous high-resolution sprites and more finely 

balanced game design, it quickly became a fan favourite.

Any of the BlazBlue games are worth a fighting game fan’s 

time, but we’ve chosen the original entry here. The second major 

fighting series that Arc launched was pretty great right from the 

outset, with beautiful HD sprites, a great soundtrack and a cast of 

mechanically distinct, interesting characters.

and Fam ily  M ini G olf. It has also b ecom e 

know n for v isual novels includ ing the Jake 

Hunter m y stery  gam es, w hich it acquired from  

W orkPlay (w hich itself acquired the prop erty  

from Data East) and the X b laze gam es, w hich  

take p lace prior to the events of the BlazBlue  

series. Even A rc’s fi ghting gam es often includ e 

v isual novel m od es. T he com pany has also 

d ip p ed its toes in to other genres, such as w hen 

it d evelop ed Hard C orp s: U prising  for Konam i.

T hen, the nex t b ig fi ghting project was the 

new G uilty  G ear X rd  series, w hich utilises  

cel-shad ed 3D m od els that anim ate as if they ’re 

2D sprites. “ W hen w e w ere still try ing to d raft 

out the core p lan for the G uilty  G ear X rd  series, 

Ishiwatari was like, ‘I want to m ake a project 

that wow s p eop le’ – he wanted not just to  

surprise them , b ut m ake them look on in awe,”  

say s Takeshi Yam anaka, prod ucer of the G uilty  

G ear series. “ Technology has fi nally  ad vanced  

to the p oint w here we can fi nally  fulfi l the v ision  

he had w hen he m ad e the fi rst G uilty  G ear.”  

Like M ori, Yam anaka p uts great em p hasis on  

com m unity. “ M y ultim ate v ision is that w hat is 

m ost im p ortant is the feeling of 

connecting w ith other p eople,”  

he exp lains, touching on the 

p hilosop hy b ehind the series, 

w hich w ill continue w ith G uilty  

G ear S trive in 2020. “ O f course 

the single p layer content is 

d efi nitely  there and is not to b e 

overlooked, b ut ultim ately  the 

m ain focus, the m ain fun part 

is fi ghting w ith other p eople.”

D
esp ite the fact that A rc S y stem W orks 

has d one astonish ing w ork w ith   

cel-shad ed 3D m od els in recent years, 

long after m ost of its p eers have 

ab and oned the p ractice, A rc S y stem W orks 

still uses actual 2D sp rites in recent gam es like 

BlazBlue C ross Tag Bat tle. “ It’s just som ething 

I wanted to try  to d o,”  say s M ori. “ It’s not a 

technique that’s outd ated or any thing, it’s still 

very  ap p licab le. T here’s no real reason to say, 

‘T his is outdated, we’re not going to d o this any  

m ore’ – this is one way to present a gam e, and  

I feel that it’s still working.”  D esp ite working 

on the im pressive 2.5D G uilty  G ear gam es, 

Yam anaka agrees. “ O ne m ay b e using newer, 

state-of-the-art technology, one m ay b e using a 

m ore trad itional m ethod . U ltim ately, they ’re just 

d if ferent way s of presentation – they achieve 

their p urp ose, they still have their m erits.”  A s 

such, the com pany is som ething of a cham pion 

of 2D, one of the last com panies to p ush sprite 

work to new and greater heights. 

A nother way in which A rc System W orks 

champions the past is in its role as the 

custodian of certain classic gam es – m ost 

notab ly those of Technos, which it acquired  

from M illion C o, Ltd in 2015. “ It was actually a 

long collab oration b etween the two companies, 

for over ten years,”  Kidooka explains. “ T he 

company has always b een doing new gam es, 

especially  for Kunio-kun . T he licence holders for 

Technos Japan were also of a good age alread y, 

and felt it was tim e to pass it on to the nex t 

generation, so they were like, ‘M ayb e A rc can try  

to take on the legacy.’”  T he company continues 

to introduce new gam es in these series, recently  

working with W ayForward on River C ity G irls.

Today, as well as creating gam es in its ow n 

series and those it has acquired , A rc S y stem  

W orks is now a key contact for rights hold ers 

w ho want a fi ghting gam e b ased around their 

 Technology has finally advanced 
to the point where we can finally 

fulfil the vision Ishiwatari had when 
he made the first Guilty Gear   

Takeshi Yamanaka

» [Xbox 360] BlazBlue’s HD sprites prove that 
2D has always been a valid stylistic choice.

» [Xbox 360] Arc isn’t known for run-and-guns, but there 
was no way it would pass up Hard Corps: Uprising.
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Outside of fighting games, Arc System Works is most prolific 

in the production of visual novels – and of those, the Jake Hunter 

games are the most accessible. This DS entry in the series offers 

six different stories to play through, and plenty of extras including 

some amusing comedy side stories.

Here’s a game that embodies everything Arc does well in one 

package. The cel-shaded anime graphics are gorgeous, the combat 

design is welcoming to newcomers but offers enough depth for 

competitive play, and performance is great across all formats 

including the often difficult Switch. It’s a dream come true for fans.

prop erty. Recent exam p les includ e the likes 

of Dragon Ball FighterZ  and Kill La Kill IF. “ It’s 

increased quite signifi cantly  in recent years,”  

confi rm s M ori. “ I’m alway s getting scold ed  

by these two,”  ad d s a laughing Kid ooka. “ I’ll 

say, ‘Yes, we’ll d o the job, thank you very  

m uch for the offer! ’ A nd then they say, ‘No, 

we’re not going to d o it! ’ G enerally, w hatever 

the hard ware is, w hatever the p latform  

sp ecifi cations are, if there’s an offer I’ll take 

it.”  T his sort of work d oes com e w ith ex tra 

requirem ents, b ut Kid ooka und erstand s the 

need for them . “ T here’s an ad d itional layer of 

ap proval that we have to d eal w ith b ecause 

we’re not working on our ow n prop erties, b ut 

w ith that d iffi culty  com es quality. Even working 

well in one

us, the combat 

h depth for 

l formats 

e true for fans.

» [PS4] Kill La Kill IF is Arc’s most recent anime licence, and is a 3D brawler rather than a 2D fighting game.

» [Saturn] Virtual Open 
Tennis goes to show there 
are few genres or systems 

that Arc hasn’t tried.

on our ow n things, we have to gather feedb ack 

from lots of d if ferent p eop le.”  

A rc S y stem W orks expand ed in to A m erica 

in 2017, w ith Kid ooka’s aim b eing to b e closer 

to that m arket to p ick up feedb ack on the 

ground, and celeb rated its 30th anniversary  in  

2018 – the YouTub e m usic v id eo it released to  

celeb rate that m ilestone is well worth checking 

out. T hat’s really  key – A rc S y stem W orks now  

has around 200 em p loyees and has forged an  

id entity  as a d evelop er of excellent fi ghting 

gam es, b ut it retains the quirky nature that 

m ad e G uilty  G ear stand out in 1998.

S o where is the company going in the 

future? Kidooka turns the question over to the 

producers. “ T he m ost important thing for m e 

is to create m ore content that is recognisable 

world wide,”  M ori answers. “ W e have som ewhat 

estab lished a foothold as a fi ghting gam e 

company, so we wish to use that as leverage 

to continue to create inspiring fi ghting gam es 

– but also not neglecting our other areas and  

other genres, to make for a m ore world wide 

approach,”  says Yamanaka. “ In the future, we 

may make gam es that aren’t fi ghting gam es, but 

we wish to achieve a sty le that fans will look at 

and think, ‘A h, this is a gam e by A rc’ – to have a 

recognisable ‘A rc image’.”  But we suspect that 

w ith such d istinctive gam es as G uilty G ear X rd  

to its credit, the company alread y has the image 

– broadening it b eyond fi ghting is all that needs 

to b e done to fulfi l Yamanaka’s hopes. 

FROM THE ARCHIVES: ARC SYSTEM WORKS
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t seems odd now, but when a British 

videogame was popular in the Eighties 

the automatic response wasn’t always to 

make a sequel. That said, many developers 

opted to revisit genres that they found 

success with, and the Oliver twins took 

this route after topping the charts with Super 

Robin Hood. However, as Philip Oliver explains, 

they decided to make their second platformer 

as different as possible from their first. “ We 

had produced Super Robin Hood, and it was 

hugely successful,”  he beams. “ So we thought 

about another game that would make a great 

platformer that wouldn’t cannibalise the sales of 

Super Robin Hood, but would use all of the skills 

and experience that we had got from making it.”

One area where the Olivers distinguished 

their follow-up was with its setting, and a love 

of ghosts provided them with a suitably distinct 

theme. “ We had used a castle in Super Robin 

Hood,”  Philip remembers, “ so we were thinking 

we needed something 

completely different. 

We had always been 

fans of haunted houses 

and Scooby Doo – and 

we liked Ghostbusters, 

so we thought that it 

would be quite good to 

have a scary mansion 

as the setting.”

The twins also 

differentiated Ghost 

Hunters’ hero from 

Super Robin Hood’s 

English protagonist 

by making him American and giving him the 

unlikely name of ‘Hunk Studbuckle’. “ Everything 

from America was a little bit cooler, so we were 

trying to think of an American name,”  Philip 

reasons. “ Rambo was probably a influence, 

as we wanted to make sure that the player 

was going to feel like they were controlling 

somebody that was kick-ass!”

Another action hero influenced Hunk 

Studbuckle’s animation, although he was 

a videogame star rather than a Hollywood 

A-lister. “ We had Impossible Mission running 

on the family TV,”  Philip recalls, “ and we 

videoed it, freeze-framed the man running and 

tried to copy him frame by frame. How close 

we actually got was debatable, but that was 

certainly what we were going for.”

The convincing movement of Ghost 

Hunters’ protagonist further set it apart 

from its predecessor, but not as much as 

the subsequent addition of shooting gallery 

mechanics. “ Back then, we would just try 

anything, and we thought we would come up 

with a unique way of tackling the enemies in 

a platformer,”  Philip says of the innovation. 

“ But I think we messed up the controls for the 

shooting, really, and we half-knew that they 

weren’t working brilliantly.”

But despite having reservations over their 

game’s crosshair targeting mechanism, the 

brothers had no doubt over their choices of 

supernatural targets. “ We liked the idea of 

Dracula turning into a bat and flying around,”  

Philip enthuses, “ and obviously the hero 

couldn’t be a ghost hunter without there being 

ghosts. We also had some skeletons – because 

DEVELOPER 
HIGHLIGHTS
SUPER ROBIN HOOD

SYSTEM: AMSTRAD CPC, 

VARIOUS

YEAR: 1986

DIZZY �PICTURED�

SYSTEM: AMSTRAD CPC, 

VARIOUS

YEAR: 1987

FANTASY WORLD DIZZY

SYSTEM: AMSTRAD CPC, 

VARIOUS

YEAR: 1989

THE MAKING OF

S u p e r  R o b i n  H o o d ’ s  s u c c e s s  c o n v i n c e d  P h i l i p  a n d  A n d r e w 

Ol i v e r  t o  d e v e l o p  a n o t h e r  p l a t f o r me r ,  b u t  t h e y  a l s o  

a n d  a n i ma t i o n  e x p e r i me n t s  h e l p e d  t o  d i f f e r e n t i a t e  t h e  

Wo r d s  b y  Ro r y  Mi l n e

»  Just months after the Oliver twins 
made Ghost Hunters they created 
their first Dizzy title.

�    PUBLISHER:  
DATASOFT

�    DEVELOPER:  
CODEMASTERS

�    RELEASED:  
1987

�    PLATFORM:  
AMSTRAD CPC, 
VARIOUS

�    GENRE:  
PLATFORMER

IN THE 
KNOW

»  [Amstrad CPC] Ghost Hunters was originally called 
Bust-A-Buster First Slime Part I.
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CONVERSION 
CAPERS

skeletons had been cool ever since Ray 

Harryhausen’s Jason And The Argonauts!”
Two of Ghost Hunter’s final gameplay 

mechanisms were an energy bar to reflect 

damage and a ‘Terrometer’ that spiked 

and drained energy when certain foes 

appeared. “We were trying to indicate 

how scary Nightmare Mansion was,” 

Philip explains, “and so we came up with 

the idea of the Terrometer. We already had 

the flicking needle code from Magic Clock, 
so we thought we would put a dial in to add a 

bit of visual interest.”

But on reviewing the Olivers’ completed 

game, their publisher voiced some concerns 

over its Rambo-inspired placeholder title, 
and changed it to reflect its hero’s chosen 

profession. “We were worried about calling 
it Bust-A-Buster First Slime Part I,” Philip 
concedes, “and obviously Codemasters 

decided, ‘No we shouldn’t!’ because it was a bit 

too close. But it was funny!”
The newly retitled Ghost Hunters was 

subsequently released to positive reviews and 

steady sales, although Philip notes that this 

response fell short of what had been expected. 

“It didn’t sell or review quite as well as Super 
Robin Hood,” Philip sighs, “but it did okay. We 
were a bit surprised, because we thought they 

should have been about the same.”

When given a theoretical chance to tweak the 

inventive platformer, Philip suggests trading 

innovation for a concept proven by the movie 

Ghostbusters, before assessing Ghost Hunters 
in light of its short development period. “I would 

definitely change the firing; that was a mistake,” 

he contends. “It should have been a horizontal 

beam that fired out, and then you would have 

used ‘up’ and ‘down’ to pull the arc around. But 

I think for the short time we took doing Ghost 
Hunters it was a great platformer.”  

Amstrad 
CPC
The Amstrad original 

really plays to the 

system’s strengths. 

It uses the CPC’s 

four-colour mode, 

but clever use of the 

limited hues available makes the 

game’s smoothly animated sprites 

and Gothic backgrounds seem 

like they’re rendered in a far more 

extensive palette. It also boasts an 

atmospheric pregame tune, excellent 

in-game sound effects and an 

impressive speech sample. Finally, its 

presentation is superb, particularly its 

animated ghost, illustrated side-panel 

and ornate play-area borders.

ZX 
Spectrum
There’s a lot to be 

said for the Spectrum 

version. Its upbeat take 

on the original’s title 

music sounds great 

considering the limited 

hardware, it plays identically to its 

Amstrad inspiration throughout, and it 

adds an in-game map and descriptions 

of its collectible objects. Where it’s 

lacking is in its restricted colour 

palette and minimal sound effects 

– multicoloured borders aside, the 

game is monochrome, and its audio is 

limited to a recurring speech sample.

C64
It’s a case of ‘more is 

less’ when it comes to 

the C64 version of Ghost 

Hunters’ colour scheme 

– it combines numerous 

colours that don’t work 

well together. Its sprites 

and backdrops don’t look great either, 

and its scene-setting music and sound 

effects lack ambition given the system’s 

audio capabilities. To be fair, the 

original’s gameplay is all there, but its 

mechanics are poorly implemented, and 

so using lifts, targeting the gunsight and 

avoiding hazards in the C64 version is 

often deeply frustrating.

“Rambo was probably a 

to make sure that the 

feel like they were 

that was kick-ass!”
Philip Oliver

» [Amstrad CPC] About three quarters of the way through Ghost Hunters the game introduces a rock-hard platforming challenge.

» [Amstrad CPC] Ghost Hunters’ opening stage starts the 
player’s character next to a chalice that activates a lift.

» [Amstrad CPC] As soon as Ghost Hunters’ hero frees 
his brother it’s a race to Nightmare Mansion’s exit.

THE MAKING OF: GHOST HUNTERS
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I T’S 1 994,  AND SUPER MARI O 
KART REI GNS SUPREME OVER 
THE RACI NG CATEGORY I T 
CREATED.  BUT WAI T!  HERE 
COMES A NEW CHALLENGER!   

Words by Lewis PackwoodWords by Lewis Packwood



“WE WANTED TO DO SOMETHING

LIKE MARIO KART BUT A

LITTLE BIT DIFFERENT. I

WANTED CLOSE COMBAT 

WHILE RACING”

MMMMMMMMMMMMMMMMMMMMMM eeeeeeeeeeeeeeevvvvvvvvvvvvvvv DDDDDDDDDDDDDDDDDDDDDDiiiiiiiiiiiiiiiiiiiiinnnnnnnnnnnnnnncccccccccccccccinc

U LT IM A T E  G U ID E : S T R E E T  R A C E R

R E T R O  G A M E R   
|
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lth o u g h  S u p e r M a rio  K a rt w a sn ’t 

th e fi rst g a m e to  fe a tu re g o -k a rts, 

M a rio ’s su rp risin g  m o ve in to   

p o w e r-u p -fu e lle d  ra cin g  e sse n tia lly  cre a te d  

a n  e n tire ly  n e w  g e n re b a ck  in  19 9 2 . And th e 

co p ycats w e re n’t far be h in d : by th e late Ninetie s an d 

early Nou g h tie s, it se e m e d like eve ry m o n th w o u ld 

brin g th e re le ase of yet an oth e r m e d io cre kartin g 

g am e w ith a diffe re n t bran d slap p e d onto it, w heth e r 

it w as Woo d y Woo d p e cke r or The Mupp e ts. These 

ho m ag e s w e re n’t all bad, by any m e an s: bu t fo r 

eve ry exce lle n t kart cap e r (like Crash Team  Racin g ) 

th e re w as an ab o m in atio n (h e llo, Crazy Fro g Race r).

The first Super Mario Kart im itato r is w id e ly 

reco g n ise d to be the Gam e Gear’s Sonic Drift, 

rele ase d in March 1994 – but that gam e neve r m ad e 

it out of Jap an. For UK playe rs, then, Street Racer – 

w hich deb u te d in Novem b e r 1994 – w as their first 

taste of kart-base d shen an ig an s w ith o u t Mario behin d 

the w he e l. And unlike m any of the late r kartin g 

clo n e s, Street Racer w as actu ally a very go o d gam e 

in its ow n rig ht. It receive d a glow in g 91%  review  

in Super Play issu e 25, and othe r m ag azin e s w ere 

sim ilarly gene ro u s in their sco re s, lavishin g praise on 

the gam e’s spe e d and gene ro u s num b e r of tracks 

and optio n s, not to m entio n its exce lle nt m usic and 

head lin e four-playe r fe atu re.

Stre et Race r w as pu b lish e d by Ubiso ft (o r Ubi 

Soft as th e co m p an y like d to call itse lf at th e tim e ) 

an d deve lo p e d by Harro w -b ase d Vivid Im ag e, the 

stu d io co cre ate d by Mevlu t ‘Mev’ Dinc in 198 8. Mev 

m ad e a nam e fo r him se lf on th e ho m e co m p u te r 

sce n e, co d in g g am e s like Gerry The Germ  on 

Spe ctru m , Endu ro Race r on Am strad CPC and th e 

im p re ssive Spe ccy ve rsio n of The Last Ninja 2, and 

Vivid Im ag e w o u ld late r fin d its first big su cce ss 

w ith th e re le ase of First Sam u rai on th e Am ig a in 

1991. Mev re calls th at th e id e a of m akin g a racin g 

g am e first em e rg e d w hile th e stu d io w as w o rkin g 

on th e se q u e l to First Sam u rai. “I don’t kn ow  how  

it starte d, bu t w e fe lt w e sh o u ld do m o re th an on e 

g am e at a tim e,” he says. “So w hile w o rkin g on 

Seco n d Sam u rai, w e cam e up w ith this id e a of 

do in g a kart g am e. We w ante d to do so m e th in g like 

Mario Kart but a little bit diffe re n t. I w ante d clo se 

co m b at w hile racin g, w hich m ad e ou rs ve ry uniq u e, 

an d of co u rse, visu ally it w as co m p le te ly diffe re n t: 

Mario Kart w as m o re carto o n y, w he re as ou rs w as 

a bit m o re gro w n-up, m o re se rio u s. So w ith fig h tin g 

an d racin g, I cam e up w ith th e nam e Stre et Race r: 

at th e tim e, Stre et Fig hte r II w as ve ry big. I actu ally 

co p ie d th e Stre et Fig hte r lo g o, to be ho n e st.”

Like Street Fighte r II, Street Racer featu re d 

eig ht characte rs fro m  aro u n d the w orld, each w ith 

tracks that refle cte d their country of orig in. And the 

characte rs have a variety of fig htin g m ove s at their 

disp o sal: reg u lar attacks hit to the left and rig ht, ide al 

for sm ashin g rival drive rs tryin g to overtake, w hile 

each characte r has tw o rech arg e ab le spe cial attacks 

that run the gam u t fro m  turnin g their car into a flyin g 

m achin e to ele ctro cu tin g ne arb y race rs. Your drive r 

has a yellow  and red energ y bar, w hich lo o ks hig hly 

sim ilar to the one in Street Fighte r II and dep lete s 

w ith each hit take n – the low e r your energ y bar, the 

slow e r your car goes.

In th is se n se, Stre e t Race r go e s d o w n q u ite 

a diffe re n t p ath fro m  Sup e r Mario Kart, not to 

m e n tio n th e m an y kartin g clo n e s th at fo llo w e d it. 

Tho se g am e s te n d to fo cu s o n d rive rs p ickin g u p 

ran d o m  p o w e r-u p s, so eve ryo n e h as acce ss to th e 

sam e p o te n tial m o ve s, w h e re as in Stre e t Race r, 

each ch aracte r h as th e ir ow n u n iq u e sp e cials 

availab le th ro u g h o u t th e race. Still, th e re are a fe w  

th in g s fo r race rs to p ick u p o n th e track as th e y g o : 

a sp an n e r ico n re p airs d am ag e to yo u r car, w h ile 

th e b lu e arro w  ico n g ive s yo u a tu rb o b o o st th at 

yo u can u se at an y p o in t (yo u also g e t o n e of th e se 

fo r co m p le tin g e ach lap ). The n th e re are stars 

» [SN ES ] S treet R acer cam e on a tiny eight-m egabit cart; for com parison, 

D onkey Kong C ountry w as on a 32-m egabit cart.

» [S N ES ] If you squint really hard 

here, H odja looks a little bit like a 

fam ous Italian plum ber.

» [S N ES ] You’ll need to do som e sm art driving if you w ant to get ahead of the pack.



BIFF
T he baseball-bat-

w ielding A m erican 

has fairly average 

stats across the board, 

save for a high attack 

rating – m aking him  an ideal choice 

for the m ore aggressive player. A s 

w ell as sw inging his aforem entioned 

bat, Biff has the ability to grapple 

onto unlucky opponents and bum p 

them  out of the w ay w ith w idening 

w heels. His hom e tracks are in 

an im pressive stadium  filled w ith 

popping flashbulbs.

SUZULU
S uzulu has extrem ely 

im pressive handling 

and excellent attack 

stats, but he is rather 

lacking w hen it com es 

to actual defence, m eaning he’s 

best suited for a ‘hit first and then 

run aw ay’ strategy. His spear attack 

is rather fiddly to use and can be 

hard to aim , but his Rhino C harge 

is excellent for barging opponents 

out of the w ay w ith nasty big spiked 

w heels. He’s clearly geared tow ards 

skilled racers.

FRANK
He m ay have dropped 

the ‘enstein’s m onster’ 

for his racing debut, 

but true to type, 

F rank is still hanging 

around Gothic castles if his tracks 

are anything to go by. T hey’re also 

tough, sim ilar to Bow ser’s courses  

in S uper M ario Kart. F rank has 

som e nifty specials, sprouting bat 

w ings for one and spew ing ghosts 

for the other to attack any players 

approaching from  the rear. He is 

very slow  though.

HODJA
M ev Dinc reveals 

Hodja’s origin story: “I 

com e from  T urkey, so I 

thought it’d be great to 

have a character from  

T urkey. I ended up choosing this 

really w eird folklore character – it’s 

like a traditional character in T urkey, 

it dates back centuries. S o that’s 

w hy Hodja’s age is 400-plus, w here 

the other characters w ere in their 

early teens or tw enties. He had this 

am azing special m ove, his car w ould 

turn into a m agic carpet.”

HODJA SUZUL

“THE FUNNY THI NG I S,
WE DI D I T WI THOUT

THE DSP CHI P. MARI O
KART USED A DSP CHI P,
WHI CH HELPS THE SNES
BECOME MORE POWERFUL”
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EIGHT CHARACTERS FROM ACROSS THE GLOBE GATHER TO DO BATT…  ER, RACE

to collect – in a nice touch, the driver w ith the 

m ost of these at the end of the race gets a bonus 

point, w hich can help you to clim b the tournam ent 

rankings. A nd then there are the bom bs. D on’t 

drive over the bom bs, obviously.

B ut perhaps the thing that set S treet R acer apart 

the m ost from  its illustrious forebear w as a certain 

technical achievem ent. “I alw ays enjoy com ing up 

w ith a couple of really unique things in w hatever 

project w e’re w orking on,” says M ev. “S o w ith 

S treet R acer, even though it w as our first console 

gam e, I w anted to do som ething really unique 

and challenging – obviously it w as the unique 

sim ultaneous four-player racing.”

hereas S up er M ario K art w as 

lim ited to tw o p layers, S treet 

R acer w as ab le to host four at 

on ce in sp lit-screen, via the S N E S  m ultitap. 

S o w as it difficult to im plem ent? “O h god, yeah,” 

says M ev. “T he funny thing is, w e did it w ithout the 

D S P  chip. M ario K art used a D S P  chip, w hich helps 

the S N E S  becom e m ore pow erful: they used the chip 

to do a lot of the calculations and stuff. B ut it w as 

quite expensive to have the D S P  chip on the cart, 

w hich in turn m ade the gam es m ore expensive. S o 

w e couldn’t do that really – our publisher, U bisoft, 

w ouldn’t have liked to have to add $ 3 to the cartridge 

price. S o I discussed w ith T ony and C hris W est, the 

developers: C hris, the program m er, w as an am azing, 

very talented guy, and T ony w as a brilliant artist. I  

asked w hether w e could do it w ithout the D S P  chip 

and w ith four-player, and C hris w as such a great 

coder that one day he turned up w ith this am azing 

four-player split screen dem o. A nd that w as it. W e 

just kept at it and w e w orked really hard and m ade 

sure that it w as really fast as w ell. I think M ario K art 

w as 30 fram es a second if it w as on a tw o-player 

split-screen, and even our four-player screen w as 



SUMO SAN
Did som eone say 

E  Honda? S till, rather 

than a hundred-hand 

slap, S um o S an 

has taken a leaf 

out of Blanka’s book, preferring 

instead to zap his opponents w ith 

a very dangerous electric field; 

alternatively, he’ll sim ply jum p 

on their heads. He drives a fancy 

caterpillar-tracked vehicle around a 

futuristic-looking T okyo, and as such 

has som e of the best handling stats 

in the gam e.

HELMUT
Germ an flying ace 

Helm ut has the 

highest defence 

rating in the gam e, 

as w ell as a couple 

of handy special m oves in the 

form  of spinning blades and the 

ability to sprout w ings from  his car 

(plane?) and fly short distances. His 

attacks are incredibly w eak, m ind 

so he’s not one to use if you favour 

aggression in your racing. Y ou’ll 

likely find him  loitering around old 

airfields, naturally.

SURF SISTER
A long w ith Hodja, 

S urf S ister is a great 

all-rounder and the 

perfect character 

for beginners. T hat 

said, the A ustralian doesn’t have 

anything in her arsenal that’s quite 

as nifty as Hodja’s handy flying 

carpet m ove. Her beach-based 

tracks are highly rem iniscent of the 

Koopa Beach levels in S uper M ario 

Kart, although here w e get a lovely 

rendition of S ydney Opera House in 

the background.

RAPHAEL
Did som eone say 

OutRun? Raphael’s 

red F errari and 

blue-sky tracks are 

clearly inspired by 

S ega’s arcade classic – no bad 

thing. T he Italian’s red m otor boasts 

an im pressive top speed, too, 

although it’s let dow n by atrocious 

acceleration. His grappling hook 

is handy for snaring opponents in 

front, but it’s tricky to use – still, his 

outsized sound system  is perfect for 

foiling w ould-be overtakers.

SURF S SUMO HELMU
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THE VIVID IMAGE 
COFOUNDER REFLECTS 
ON HIS LONG CAREER

H o w  d id  yo u  g e t sta rte d  in  th e  

v id e o g a m e s in d u stry?

I started w ay b ack in 1983. It 

so u n d s like a lo n g tim e ag o, 

an d it w as! A t th e tim e I w as 

w o rkin g at a cab le facto ry d o w n  

in S o u th am p to n an d a frien d o f 

m in e, yo u kn o w , fro m  th e sh o p  

fl o o r, I th in k h e h ad a Z X 81, an d  

h e kep t g o in g o n ab o u t h o w  

w o n d erfu l it w as. I h ad ab so lu tely 

n o in terest in co m p u ters o r g am es, 

b u t so m eh o w  h e co n vin ced m e to  

p u rch ase m y fi rst co m p u ter, w h ich  

w as a Z X  S p ectru m .

It w as ab so lu tely am azin g . 

A n d th en I co m p letely self-

tau g h t [m yself] m ach in e co d e 

p ro g ram m in g an d all ab o u t th e 

Z X  S p ectru m , an d I d id m y fi rst 

p ro fessio n al g am e in 1985, w h ich  

w as G erry T h e G erm  p u b lish ed b y 

T eleco m so ft – F ireb ird to b e exact.

Y o u ’re w e ll k n o w n  fo r yo u r 

p o rt o f L a st N in ja 2  o n  th e  

Z X  S p e c tru m , h o w  d id  th a t 

c o m e a b o u t?

A t th e tim e, L ast N in ja o n th e C 64 

w as su ch a h u g e h it, an d [th e 

p u b lish er A ctivisio n h ad ] sp en t 

eig h t m o n th s o r so m eth in g o n th e 

S p ectru m  versio n , b u t th ey ju st 

co u ld n ’t g et w h at th ey w an ted o u t 

o f th e d evelo p er. A n d th en th ey 

asked m e to, yo u kn o w , rescu e, 

L ast N in ja o n th e S p ectru m . A n d  

I said , ‘O h , co m e o n , g u ys, yo u  

kn o w , I w an n a d o m y o w n g am es.’ 

B u t it w as su ch a b ig g am e, th ey 

really alm o st b eg g ed m e to so rt o f 

h elp th em  o u t.

It w as a co m p lete rew rite – it 

w as b eyo n d rescu e, yo u kn o w . 

A n d th en I learn ed th at S ystem  3 

h ad alread y p lan n ed to start 

d evelo p in g L ast N in ja 2, so  

I su g g ested th at I sh o u ld b e 

in vo lved in d o in g L ast N in ja 2 

in stead fro m  d ay o n e so I co u ld  

d o b o th S p ectru m  an d A m strad  

versio n s. A n d S ystem  3 ag reed , 

so I en d ed u p d o in g L ast N in ja 2 

alo n g w ith th e C o m m o d o re 64 

versio n , w ith J o h n T w id d y an d th e 

artist H u g h R iley. W e b ecam e very 

clo se frien d s d u rin g d evelo p m en t, 

w h ich to o k u s eig h t m o n th s o r 

so – an d th en th ro u g h L ast N in ja 2 

I b ecam e really like o n e o f th e to p  

S p ectru m  p ro g ram m ers.

H o w  d id  yo u  e n d  u p  sta rtin g  

V iv id  I m a g e ?

A s I alw ays w an ted to d o m y ow n  

g am es, I’d alread y to ld S ystem  3 

th at I w o uld leave after L ast N inja 2, 

an d J o hn, h e also liked th e id ea o f 

settin g up a n ew  co m p any, so w e 

en d ed up settin g up V ivid Im ag e 

in 1988. T h e first tw o g am es w ere 

H am m erfi st an d T im e M achin e. 

T im e M achin e w as a really clever 

co n cep t, g o in g b ack an d forth  

b etw een tim e zo n es. It w o uld m ake 

a great g am e n ow , really. 

F irst S am u rai w as a h u g e h it 

fo r u s in 1991. It w as vo ted th e 

G am e O f T h e Y ear, w h ich w as very 

p leasin g . B u t u n fo rtu n ately, R o b ert 

M axw ell d ied , an d M irro rso ft w ere 

jo in tly p u b lish in g F irst S am u rai. 

T h e w h o le g ro u p w en t in to  

receiversh ip, an d u n fo rtu n ately 

th ey co u ld n ’t really d u p licate an d  

sell th e g am e o n th e A m ig a, w h ich  

w as really a g reat sh am e fo r u s, 

b ecau se w e exp ected to sell a lo t. 

D esp ite all th e p ro b lem s, w e still 

so ld 80,000 u n its o r so m eth in g .

W h a t d id  yo u  d o  a fte r S tre e t 

R a c e r 2  w a s sh e lv e d ?

I en d ed u p creatin g a g am e 

en g in e called A cto r, w h ich w as 

q u ite im p ressive. It w as like a 

fu ll-b lo w n 3D  en g in e w ith d yn am ic 

p h ysics in it. S o w e q u ickly 

fo rg o t ab o u t S treet R acer 2 an d  

started co n cen tratin g o n A cto r. I  

felt th at th e tech n o lo g y in term s 

o f so ftw are h ad co m e a lo n g  

w ay, so h ad th e h ard w are, so I  

felt w e co u ld really start m akin g  

in teractive m o vies – th at’s w h y I  

called th e en g in e A cto r. 

A n d th en w e started w o rkin g  

o n so m e really b ig id eas fo r 

a very am b itio u s co n cep t to  

d o an in teractive m o vie – w ith  

each g am er’s tim in g an d ab ility, 

yo u co u ld g et d ifferen t resu lts. 

E veryo n e w h o saw  th e d em o w as 

very, very im p ressed . W e en d ed  

u p d o in g a sp ecial d em o fo r In tel 

fo r th e lau n ch o f P en tiu m  4 in  

2000, so th ey u sed o u r d em o fo r 

th e w o rld w id e p ro m o tio n .

W h a t h a p p e n e d  a fte r V iv id  

I m a g e c lo se d  d o w n ?

I h ad alread y d ecid ed th at I w an ted  

to m o ve b ack to m y n ative T u rkey, 

b ecau se at th e tim e th ere w as n o  

p ro fessio n al g am e d evelo p m en t 

o r p u b lish in g to sp eak o f, so I felt 

m ayb e I’ve d o n e en o u g h in th e U K  

an d m ayb e I co u ld g o to T u rkey 

an d kickstart th e g am es secto r 

h ere: w h ich is exactly w h at I d id .

I’ve b een sort o f sem i-retired  

sin ce 2013, ju st h elp in g yo un g  

d evelo p ers an d m en torin g th em . 

A n d recen tly I finish ed a b o o k, an  

au to b io grap hy, effectively. It’s sort 

o f like m y life an d m y w ork. S o  

I’m  g o in g to release it in T urkey 

first, an d th en I’m  h o p in g to d o th e 

E n glish versio n an d release it in th e 

U K , p ro b ab ly so m etim e in 2020.
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YES, STREET RACER EVEN MADE IT ONTO THE AMIGA, BELIEVE IT OR NOT

THE TALENTED SOUND ARTIST REVEALS HOW 
HE MADE STREET RACER’S CATCHY TUNES

SNES 
1 9 9 4

The original – and, in our opinion, best 

– version of Street Racer on the Super 

Nintendo featured 24 tracks and a 

four-player spl it-screen m ode, a first 

for a racing gam e on the system .  

It al l flew along at a tidy 60 fram es 

per second, too, despite com ing on 

a tiny eight-m egabit cart with no 

enhancem ent chips.

GAME BOY
1 9 9 6

“We used an external program m er 

for it, John Wil l iam s,” says Mev Dinc,  

of the Gam e Boy version. “He was 

bril l iant. John also did First Sam urai 

on the C64 , which was am azing.” 

Im pressively, this version packed in 

alm ost everything from  its console 

cousins, although it can be hard to 

distinguish the cars from  the track.

MEGA DRIVE 
1 9 9 5

The Mega Drive version has notably 

worse sound and m usic than the 

SNES original , and the lack of Mode 7  

m eans that here the power-ups 

appear as flat sprites rather than 3D 

icons laid on the track. The Rum ble 

m ode is also som ewhat inferior, being 

changed to a sim ple circular track 

rather than an arena.

PLAYSTATION
1 9 9 6

“Doing alm ost l ike a straight-ish 

conversion obviously didn’t do justice 

to the PlayStation version,” highl ights 

Mev. “We should have real ly started 

from  scratch. It wasn’t an al l-out 

proper 3D racer, although we did 

use a 3D engine. It got quite a good 

reception, but it should have been 

m uch better, to be honest.”

W h at d i d  yo u  w o rk  o n  b e fo re   

Stree t Racer?

M y m ain  w ork w as on  the Am iga, and  

m ost o f the b ig  ti tl es w ere for Team 1 7 :  

gam es such  as Project X ,  Al ien  Breed  

and Super Frog .  I  th en  m oved on to  

the SN ES, do in g  Law nm ow er M an  for 

G randslam  En tertainm en t.

H o w  d i d  yo u  g e t i n vo l ved  w i th  

Stree t Racer a n d  V i v i d  I m ag e ?

At the tim e I  w as one o f the on ly 

supp l iers o f Super N in tendo  m usic,  

havin g  fi rst p urchased sound drivers 

from  David  W h i ttaker, w ho  sub seq uen tly 

w en t o ff to  Am erica to  w ork at Electron ic 

Arts.  Virg in  G am es had also  recen tly 

w ri tten  a sound driver for m e for the 

gam e Dragon : The Bruce Lee Story.  I t 

w as am azin g  and cou ld  do  p retty m uch  

anyth in g , in clud in g  real -tim e syn th  

sounds, al l ow in g  m uch  richer con ten t in  

a tiny am oun t o f m em ory.  M ev Din c, the 

ow ner and m ain  coder at Vivid  Im age,  

then  con tacted m e, havin g  heard ab ou t 

m y w ork for Virg in  G am es.

W h at w ere yo u r i n sp i ra ti o n s fo r th e  

g am e ’s so u n d track ?  

I  w as very m uch insp ired by Tim  Fo l l in ’s 

w ork on gam es such as LED Storm  on  

the Am iga. His gu i tars and jazzy chords 

w ere the perfect com b ination in  w h ich to  

m ake catchy tunes that don ’t get b oring in  

the long run .

W ere th ere a n y p a rti c u l a r d i f fi cu l ti e s 

o n  Stree t Racer?

The Super N in tendo , w h i l st havin g  

eigh t channels o f aud io ,  on ly had 6 4 G B 

o f RAM that you  cou ld  use to  store 

songs, so  m y com posi tio n s and sam p les 

had to  b e very com pact in deed .  I  u sed  

real -tim e generated syn th  m elo d y l in es 

in  order to  save RAM . Part o f the prob lem  

w as that you ended up using very low  

sam p le rates for ex trem ely low -fi  sound .  

I  found that you cou ld get round th is,  

how ever, by keep ing the percussion  

sam p les at the h ighest rate, thus g iving  

a reasonab le h i -fi  experience. I  th ink 

w e also ended up sw app ing in  banks o f 

sound from  ROM in  order to m ake each  

tune a b i t m ore un iq ue.

W h at h ave yo u  b een  d o i n g  si n ce ?

After Street Racer I  m oved on to  gam es 

such  as Ro l lerCoaster Tycoon  for the PC 

and Driver for the PlayStation ,  and also  

then  m oved heavi l y in to  the handheld  

vid eogam e m arket.  I  sti l l  w ork fu l l -tim e 

p rovid in g  aud io  for to day’s gam es.

» [PlayStation] The 32-bit versions of the game feature a 

short fun intro that highlights Street Racer’s wackiness. 

» [SNES] Variable stats mean you’ll 

always find a suitable kart to use.



SATURN 
19 9 6
T he S aturn port w as essentially 

identical to the P layS tation version 

– and one crazy feature that they 

both shared w as an eight-player split-

screen m ode using tw o m ultitaps. 

“60 fram es a second, too,” notes M ev. 

T he 32-bit versions also featured 

an anim ated intro as w ell as an 

unlockable secret character: Rabbit.

PC
19 9 7
T he DOS  version is the sam e as the 

P layS tation and S aturn ports – and 

like those versions, it features a M icro 

M ode, w hereby the gam e is turned 

into an overhead racer a la M icro 

M achines. T w o m ore conversions 

– for the Gam e Gear and S ega 32X – 

w ere also in developm ent, but w ere 

never released.

AMIGA
19 9 7
“It w as really crazy,” says M ev about 

the decision to port S treet Racer to 

the A m iga so late in the com puter’s 

lifetim e. “I m ean, w e shouldn’t have 

really done it!” Guildhall published 

the gam e as a budget title, and it w as 

based on the M ega Drive version 

rather than the P layS tation/S aturn 

one or the superior S N E S  original.
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60 fram es a second, 

w hich w as am azing.”

S treet R acer w as 

show n for the first tim e 

at the sum m er C E S  

show  in C hicago in J une 

1994, and it received 

a rapturous reception. 

“E ven N intendo w ere 

gobsm acked,” recalls 

M ev. “T hey couldn’t believe it – they kept com ing 

around, taking notes. A nd the gam e attracted so 

m uch attention. I think w e w ere like the m ost talked 

about launch gam e at the tim e, along w ith D onkey 

K ong C ountry. A s it happens, those gam es w ere 

published together, m ore or less. A nd D onkey K ong 

C ountry w as num ber one, and then S treet R acer 

w as num ber tw o for, I think, eight to ten w eeks or 

som ething, w hich w as am azing.” M ev reckons the 

S N E S  gam e sold around 400,000 units in all.

A nd achieving S treet R acer’s incredible speed 

and four-player m ode w ithout the need for an 

expensive D S P  chip m eant M ev had room  to 

negotiate w ith U bisoft w hen it cam e to V ivid 

Im age’s royalty paym ents. “I saved $ 3 from  the 

cartridge price, w hich allow ed m e to ask U bisoft 

for a $ 3 royalty – and w e got that.”

he lack o f D S P  chip d id m ean that S treet 

R acer had to forgo a few  o f the m ore 

fan cy effects seen in S up er M ario K art. 

F or exam ple, w hereas S M K  has pipes and other 

furniture sticking up at the side of the road, S treet 

R acer is relatively flat and featureless. A nd although 

M ev doesn’t think sacrifices like this took aw ay 

from  the gam eplay, he does think som e of the 

track design could be im proved. “L ooking back on 

it, if I w ere to change anything it w ould probably 

be the track layout and the corners. W e had som e 

jaggedy edges around the track, and w hen you run 

into them  you could you could get stuck a little bit, 

w hich caused frustration.”

A fter the S N E S  

gam e’s success, V ivid 

Im age spent a long tim e 

w orking on ports to 

other system s (check out 

‘C onversion C apers’ at 

the top of these pages). 

“U bisoft w anted to do 

the gam e on as m any 

platform s as possible,” 

says M ev. “I w as really reluctant to do it. W e really 

stretched our resources and tim e unnecessarily.” 

T he m ultiple conversions m ay partly explain w hy 

it w as four years before V ivid Im age’s next gam e, 

S C A R S , show ed up in 1998. “E ffectively [S C A R S ] 

w as going to be the sequel to S treet R acer,” 

explains M ev. “B ut U bisoft didn’t w ant to call it 

S treet R acer, so w e ended up w ith som ething 

com pletely different.”

S C A R S  m et w ith a fairly m ediocre critical 

reception, despite praise for its graphics. “W e m ade 

a huge m istake by m aking the tracks very sm all and 

tight, and it m ade the gam eplay really frustrating,” 

lam ents M ev. “A nd I’m  really sad about it because it 

could have been a huge gam e. I don’t know  how  w e 

failed to stop that from  happening. S o I com pletely 

blam e m yself. I shouldn’t have let it go.” 

T he gam e’s reception partly led to U bisoft 

parting w ays w ith V ivid Im age, but then E idos 

cam e along w ith an offer to publish S treet R acer 2. 

V ivid Im age set to w ork on the P layS tation sequel 

– and it w as around halfw ay com plete w hen E idos 

sw ung the axe on developm ent. “It’s such a sham e 

actually, I really w anted to do S treet R acer 2,” 

says M ev. “I w anted to a proper 3D  racing gam e 

w ith com bat. U nfortunately, the tim ing w as really 

against us, because it w as the end of P layS tation, 

and E idos decided to concentrate on P layS tation 2 

and canned the P layS tation version. W e had 

m ore characters, w e had m ore com bat elem ents, 

it w as a better racing engine. O verall, it w as a 

m uch better gam e.” 

» [S N E S ] H ere’s a top-dow n look at 

H elm ut’s track. A s you’d expect it’s 

designed to m ake use of his abilities.

» [S N E S ] S urf S ister’s aquatic-

them ed track rem inds us of a certain 

S uper M ario K art stage.

“LOOKI NG BACK ON
I T, I F I  WERE TO

CHANGE ANYTHI NG I T
WOULD PROBABLY BE
THE TRACK LAYOUT
AND THE CORNERS”
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Our love o f videogam es is so o ften  

connected to the virtual p laces they 

al low  us to inhab it. After all, this is w hat 

videogam es can do that other m edium s can’t: allow  

us to live in a fictional space. Videogam es cities and 

tow ns are perhaps the m ost pow erful expression 

of this. It is in these spaces w here w e are given the 

opportunity to see a society in action. They speak to 

us – neglected districts tell a story of social inequality,  
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doesn’t m ean it has to replicate real cities, rather,  

the dynam ics that “m akes cities tick”.  He says 

developers need to figure out w hat m akes “these 

spatial expressions of society cities.  W hat m akes 

them  fascinating,  exciting,  and desirable.  I f they 

understand, adapt or replicate their fundam ental 

structures and processes”.   

“I f they capture and reinterpret their dynam ism ,  

spectacle and vibrancy, they can craft utterly 

unique and w eird places that w ill feel real,”  

Konstantinos continues.  

The cities in this list are exam ples of places that 

have done just that.  W e aim  not only to revisit 

these m em orable places but,  through them , to 

explore w hat m akes a videogam e city im pactful 

and com pelling enough for them  to rem ain 

lodged in our m inds.

architecture reveals a city’s history, borders and 

boundaries gesture to its pow er structures, locations 

reflect real places w e are fam iliar w ith back at us,  

offering an opportunity to anchor and orient ourselves 

around them , as w e do w ith real landm arks.

Konstantinos Dim opoulos,  w ho has turned his 

PhD in urban planning and geography tow ards 

urban design in videogam es, tells us that w hile a 

convincing virtual city needs to feel believable,  this 
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» [PlayStation] 

Racoon City feels 

familiar, which 

makes its zombie 

outbreak more 

unsettling. I t could 

happen in your 

own hometown. 

» [PlayStation] 

Though the majority 

of the game is set 

indoors, these 

outside excursions 

are terrifying 

because there 

are many more 

zombies around.

» [Arcade] You can 

really feel the grime 

and sweat of Metro 

City. You might want 

to clean yourself up 

after playing through 

it, mind.

» [Arcade] You'll get to visit every 

aspect of Metro City, from its dangerous 

subway system, to high-rise apartments.

That a ci ty shou l d  b e p acked w i th  

p eop le go in g  ab ou t th ei r b usin ess i s 

p recisely w hat m akes Racoon Ci ty such  

an  u nsettl i n g  p l ace.  W hen w e first stepped in to 

one of the PlayStation’s m ost m em orable locales 

back in 1 9 9 8 ,  w hat w e found instead w as a city 

abandoned, broken and burning.  This m ight be 

any city: it has delicatessens and petrol stations,  

parking garages and basketball courts,  alleyw ays 

and courtyards.  That fam iliarity m akes it a fantastic 

location for a horror title.  W e’ve all w alked streets 

at night w ith no one else around, and perhaps felt 

a little uneasy as w e take a shortcut through an 

alleyw ay, or found ourselves nervously crossing the 

exact kind of dishevelled basketball court that can 

be found in the gam e. Racoon City plays on those 

fears and realises the w orst of our im aginations by 

punctuating those m om ents of tense loneliness 

w ith lurching zom bies out for your flesh.  I ts 

im pressively detailed and evocative prerendered 

backgrounds still hold up today and its vision of a 

broken society – perhaps best expressed in m aking 

a sym bol of stability in the form  of the police 

station the centrepiece of a place torn apart by 

chaos – still has the ability to chill,  especially w hen 

view ed in the 2 0 1 9  Resident Evil 2  rem ake.

You m igh t say that M etro  Ci ty i s ‘just’ a 

b ackdrop  fo r th e si d e-scro l l i n g  b eat-’em -up  

actio n  o f 1 9 8 9 ’s Final  Fig h t,  b u t you  w ou l d  

b e vastly undersel l i n g  the w ork that b ackground art 

i s d o in g  i n  th e p rocess.  The early sections of the gam e 

in the slum  and subw ay, w ith their sm ashed w indow s 

and ram pant graffiti,  provide an evocative representation 

of urban decay, w ith the gam e cleverly contrasting that 

to the glistening high-rise tow ers you can see in the 

background.  Just that quick glim pse tells you this is a city 

of inequality and injustice.  W hen you m ove into the W est 

Side and characters start to fill the background, you get 

a sense of the dynam ism  and energy typical of big city 

night life,  and you end up in the w ealthy Uptow n area,  

serving as a sym bol of m oney, corruption and pow er.  

This journey captures so m uch of the feel of a m odern 

m etropolis and tells you a lot about its social dynam ics.  

[Pl St ti ]Pl ]
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M any vid eogam e ci ti es h ave to  

gesture tow ards scale,  askin g  

th e p l ayer to  fi l l  i n  th e b l an ks.  

Novigrad is not one of those cities.  Dw arfing 

every other location in the gam e, this is a place 

both big enough and w ell-designed enough to 

feel like a real tow n. W e ask The W itcher 3 ’s 

principle w riter Jakub Szam ałek w hat he feels 

accounts for the city’s believability.  

“I  think the key factor is density,” Jakub 

replies.  “There’s a lot going on in Novigrad : the 

m arket square is filled w ith m erchants, pilgrim s 

fill the narrow  streets, street urchins plan their 

next prank in a narrow  alley behind a tavern,  

dock w orkers carry crates across slippery 

cobbled streets.  Putting so m any NPCs in one 

location w as a technical challenge, but w e 

w ere determ ined to get it right.”

Novigrad feels fam iliar to anyone w ho has 

visited old European cities, and Jakub explains 

that is accounted for by its inspirations.  “W e 

picked m edieval Am sterdam  as our starting 

point – a bustling,  busy port tow n,” he 

explains.  “W e looked tow ards other European 

cities,  too – for exam ple,  the w ooden crane 

tow er dom inating Novigrad’s w aterfront is 

based on an iconic building from  Gdansk, the 

so called Bram a Zuraw .” How ever, it w as also 

im portant to ensure the city w as consistent 

w ith the fiction.  “W e w anted to m ake sure 

that Novigrad m akes sense w ithin the W itcher 

universe – so before w e designed the m assive 

w alls surrounding the city,  w e looked at the 

geography of the w ider region to determ ine 

w hat kind of stone w ould have been used as 

building m aterial.”

In creating such a vast space, w e w ondered 

w hether the team  had any concerns about 

players getting lost.  “Yes,” Jakub responds,  

“but,  to an extent,  that w as also our goal.  

W e w anted to create a city w hich w ould 

overw helm  you at first,  w here you can get 

lost,  w hich invites you to explore.  Having said 

that,  w e didn’t w ant to frustrate our players!  

So, w e m ade sure that each district has 

recognisable structures w hich can serve as a 

w aypoint.  The fact that Novigrad is located on 

a hill also helped – once you clim bed the top,  

you could see the city below  you and figure 

out w here you w ant to go.”

» [PC] The streets in the lower areas are populated 

with strumpets and religious fanatics, as well as 

people going about their daily business.

» [PC] Novigrad is the biggest city in the Witcher's 
world, made up of several districts from the mucky 
lower areas to the ornate affluent districts.

» [GBA] Saffron City has been remade multiple times, featuring again in Pokémon 

Gold &  Silver, FireRed &  LeafGreen (pictured), and HeartGold &  SoulSilver.

Ant Attack i s an isom etric gam e in  

w h ich you have to fin d your sign i fican t 

o ther and gu ide them  to safety w h i le 

b eing pursued by g ian t an ts. I t takes place in 

Antescher – an obvious reference to M C Escher – a 

city w hich has an im pressive sense of atm osphere,  

especially for som ething created w ithin the lim its of 

the pow er of a ZX Spectrum  back in 1 9 8 3 . I t w orks 

because the city does not rely on realism  but instead 

w orks w ith im pressionism , creating a place w hich 

has the feel of a ruined city that m akes sense w ithin 

the context of a post-giant-ant disaster.

Before appearing  

in Pokém on  

Go ld , Si lver 

&  Crystal , Pokem on  

FireRed &  LeafGreen  

and Pokem on HeartGo ld  

&  Sou lSi lver, Saffron City 

m ade its debut in Pokém on  

Red &  Blue.  Creating a city 

that’s m eant to feel like the fictional Kanto region’s 

version of Tokyo is no easy feat on the Gam e Boy,  

but Saffron City does an adm irable job. The city is 

dom inated by Silph Co’s skyscraper HQ  at its centre,  

but, unlike m any of the other locations in the gam e,  

also has plenty of houses to support the illusion that 

this is a busy m etropolis. Further em phasising the 

scale of Saffron City is the bucking of the otherw ise 

observed trend of one Gym  per city. Saffron City has 

tw o: an optional Fighting type Gym  and the Saffron 

Gym  proper, w here you have to defeat Psychic type 

Pokém on to earn your Pokém on League badge.  

Jakub Szamałek
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I f you ’ve ever 

w ondered i f i t’s 

possib le for som eth ing  

to be both beauti fu l and  

terri fying at the sam e tim e, look no further than Yharnam . W ith its 

cobbled streets and w rought iron fences, it draw s on Victorian London.  

Yet it is the im posing Gothic spires that loom  over the skyline, and the 

intricate and disturbing statues that w atch over you, that best set the 

tone of this place of unknow able horror. You can feel its history, the 

layers that have built up as the city has grow n and changed on its path 

to becom ing the nightm are it is w hen you enter it.  This layering of a 

sense of past through architecture and topography is com plem ented 

by snippets of story about the history of Yharnam  that sparingly 

gesture tow ards the events of its past – an approach that’s typical of 

From Softw are and, w e’d argue, far m ore effective than the W iki-esque 

lore-dum ps that gam es are prone to. As if that w asn’t enough, Yharnam  

has an incredible sense of atm osphere. Am ongst an already intim idating 

landscape, w isps of fog, faint scream s in the distance and the ram blings 

of m adm en com bine to create an oppressive am biance fitting for a place 

that exists to unsettle those of us w ho dare to hunt there.

The first o f m any 

w el l -judged  

m oves Hal f-

Li fe 2  m akes w i th  

Ci ty 1 7  i s to  let you  

experience i t no t as a 

videogam e level , b u t 

as a ci ty. You arrive 

by train in a run-dow n 

station and im m ediately 

get the sense of being 

surveilled as a drone floats 

above and takes a snapshot of 

you. A video plays on a big screen on 

the w all,  the city’s adm inistrator W allace 

Breen talking about w hat a fine city you’ve 

arrived in as a guard roughly hassles a citizen,  

presenting a contrast that tells you he’s a liar.  

You experience the city’s oppressiveness 

first-hand as you are herded through fenced 

areas like an anim al, then find yourself being 

bullied by a guard w ho knocks a can to the 

floor and m akes you pick it up. In this short 

introduction to the gam e, you learn so m uch 

about the kind of city this is.

City 1 7 ’s architecture is heavily 

inspired by Eastern Europe,  

taking in elem ents of Sofia 

in Bulgaria, Budapest in 

Hungary, and others – a 

choice to draw  on those 

cities’ history of invasion 

and oppression. City 1 7  

adds to that w ith a new  layer 

of architecture – the jutting 

sci-fi structures of the alien 

Com bine forces that now  control 

the city, tearing into its buildings and 

streets, appearing alm ost as w ounds on the 

very fabric of the place. This is a conscious 

attem pt to represent the aggression and 

violence of the alien occupation in the very 

texture of the city, and it w orks fantastically.

Crucially, how ever, Half-Life 2  never 

forgets about the people that live in City 1 7.  

I t is your constant exposure to their sadness,  

their sacrifices, their solidarity and their 

hum anity, that gives this oppressive dystopia 

its sense of tragedy, and that gives you a 

stake in attem pting to liberate it.  

The Final Fan tasy series 

has been hom e to m any 

stunn ing locations over 

the course o f i ts long h istory, b u t none are m ore fam ous, nor had  

as m uch o f an im pact, as M idgar. The pow er dynam ics of the city 

are w ritten into its very design, telling you everything you need to know  

about w ho is the oppressor and w ho is the oppressed. The city is laid out 

in a large circle. At its centre, the headquarters of the pow er com pany 

Shinra rises into the sky, dom inating everything below . Lining the edge 

of the eight plates that radiate out from  the HQ  are gigantic chim neys 

that spew  sm oke from  the com pany’s M ako Reactors into the sky, a 

signal tow ards the Shinra Com pany’s disregard for the natural w orld and 

the gam e’s broader environm ental them es. Underneath these plates lie 

the city’s dow ntrodden and disregarded in slum s blocked from  sunlight 

(and, if you’re follow ing the city’s obvious sym bolism , hope) by the brutal 

and uncaring capitalism  that has enclosed them  both system ically and 

literally. W e discover that these poor districts – nam ed Sector 1 ,  Sector 2 ,  

and so on – once had nam es that have been forgotten, a sym bolic 

gesture tow ards the w ay that Shinra has crushed theses com m unities 

and their culture in the process of creating a dystopic police state. That 

Final Fantasy VI I is able to tell us all this through its design of M idgar is a 

testam ent to w hat a cleverly conceived city it is.   

UUUUUUUUUUUUUUUULLLLLLLLLLLLLLLLLLLLLLTTTTTTTTTTTTTTTIIIIIIIIIIIIMMMMMMMMMMMMMMMMMMMMMMMMMMAAAAAAAAAAAATTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTTAAAAAAAAMMMMMMMMMTTTTTTTTTTTTTLLLLLLLLLLLLUUUUU MMMMMMMMMMMMMMMMMMMMMMMMMTTTTTTTTTTTTIIIIIMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMAAAAAAAAAAAAAAAAAAAAAAAAAAAATTTTTTTTTTTTTTTTTTTTTTTTAAAAAAAAAAAMMMMMMMMMMMMMMMMMIIII AAAAAAAAAAAAAAAAAAAAAAATTTTTTTTTTTTTTTTT

» [PS4] Yharnam is already 

unsettling, but it’s also infested 

with unseen horrors that are 

revealed as you play Bloodborne. 

» [PC] The alien Combine 
structures can be seen erected 
around City 1 7, like an infection. 

RREEEERERRERCCCCCCCCEEEEEEECCCCCEEECCCEAAAAAARRRRRRTTTTTTTTTTEEEEEEETEEEEEEEERRRRT
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Before Final  

Fan tasy VI I  

l i teral ised i ts 

social dynam ics in  the 

ci ty o f M idgar in  

1 9 9 7, Beneath A 

Steel Sky m ade 

the sam e m ove in  

1 9 9 4  w i th  i ts dep iction o f 

Un ion Ci ty. Here, different econom ic groups are 

confined to different sectors, w ith the richest at the 

low est points of the city and the poorest at the top,  

trapping them  in an area they are unable to exit.  

Rendered in a m em orable art style overseen by 

com ic book legend Dave Gibbons, the city taps into 

m any fears w e still have today. This is a place w here 

citizens have gradually had their rights eroded and 

are now  ruled by an AI in an oppressive surveillance 

state. Theoretically, it’s left a better place by the 

tim e you reach the end of the gam e, but w e’ ll 

see how  that turns out w hen w e revisit it in the 

upcom ing sequel, Beyond A Steel Sky.

I n aba is a sm al l ,  q u iet 

Japanese rural  

tow n unprepared  

for the spate o f strange 

m urders that punctuate 

i ts peacefu l facade and  

sets your p ro tagon ist 

and their friends o ff on  

a q uest to fin d ou t w ho  

is b eh ind them  by visi ting a 

surreal paral lel  TV w orld w here they 

battle dem ons. Despite the darkness that loom s 

over Inaba, there is som ething idyllic about it 

that m akes you invested in returning it to a place 

w here people can be safe. I t evokes a sense of 

nostalgia and cosiness that m akes you w ish you 

could grow  up there. That is in large part to the w ay 

the gam e connects you w ith its com m unity. You 

m eet friends at Yasogam i High School, hang out 

together at Junes Departm ent Store, becom e a part 

of the fam ily at the Dojim a household and dow n 

beef bow ls w ith buddies in the shopping district.  

The gam e’s focus on building relationships, both 

to advance the story and enhance your abilities,  

ensures that Inaba as a place is connected to the 

people you m eet there. I t’s that sense of com m unity 

that m akes it such a pleasant place and sees it 

w orm  its w ay into your heart.

Spectacle can go a long w ay in  

m aking a lo cation stick in  the 

m em ory and Rap ture certain ly 

has that in  spades. From  the first m om ent 

you catch sight of the underw ater city after 

descending in a bathysphere, its neon lights 

shining from  skyscraper w alls as w hales and 

squids thread their w ay betw een them , you 

know  you are in for a treat.  

W hat m akes Rapture such a com pelling and 

coherent place, despite its fanciful location,  

is that it is built from  an ideology. The city’s 

creator, Andrew  Ryan, is an avatar for Ayn 

Rand’s objectivist philosophy, prioritising 

rabid individualism  and extrem e laissez-faire 

capitalism  over any concept of collective 

responsibility or solidarity. Rapture em bodies 

that idea in its structure, its politics and its 

econom y, portrayed by the superpow er-granting 

com pound of Adam , w hich individuals end up 

killing others for to extract it from  their blood 

and realise an individual greatness they im agine 

them selves to be achieving, ultim ately tearing 

the social fabric of the city apart.

The tensions, contradictions and conflicts 

inherent in Ryan’s ideology explode to create 

a com pelling dystopic vision, a story the city 

tells us of w hat w as and w hat is, through its 

crazed inhabitants, sm ashed establishm ents,  

advertisem ents, and so on. That story is 

enhanced by the place's incredible atm osphere,  

perhaps best em bodied in the haunting w ails 

and clunking footsteps of the iconic Big Daddy 

creatures that echo through Rapture’s ruins.

Despite all this horror, it is also clear that 

Rapture w as, and som etim es still is, a beautiful 

place. The consistency of the ideas that 

underpin the city are m irrored in the consistency 

of its style. Rapture w as built as an opulent Art 

Deco paradise, blending a Tw enties and Thirties 

sensibility w ith sci-fi to create som ething that’s 

both distinctive and stunning.

BeforeoreB fo e FinalF na

» [PC] The retro sci-fi 

aesthetic, as well as its 

underwater location, makes 

Rapture stick out as a setting.

» [PC] You encounter Rapture 

after it has been laid to waste, 

but Andrew Ryan’s ambition is 

still clear for all to see. 
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Fatal Fury gave the g lobetro tting  

structure that Street Figh ter I I m ade 

fam ous i ts ow n tw ist by zero ing in  on  

a sing le ci ty and having you battle com peti tors 

from  across i ts various d istricts in stead . Each of 

its stages are full of intricate detail and packed w ith 

energy and m ovem ent – like The Happy Park w here 

beautiful colonial tow nhouses serve as a backdrop 

to the baying crow d cheering on your fight, or W est 

Subw ay, w here trains zoom  past a packed street of 

restaurants. A nice touch w as the w ay stages w ould 

often change as you m oved into the second round,  

the lighting show ing a turn to dusk to give the stage 

a different feel,  for exam ple.  

Shadow run ’s 

vision o f Seattle 

ach ieves just w hat 

you ’d w an t from  a p iece 

o f fiction projecting the 

trajectory o f a real p lace 

in to the fu ture. I t retains 

elem ents of the architecture 

of today, m aking it relatable,  

and augm ents this w ith 

a sci-fi style that signals that w e are in the future.  

Draw ing on cyberpunk influences, the city feels 

rough, grim y and dingy – a place appropriately 

dangerous to guide your party of badass sam urai,  

deckers and sham ans through.  

Shadow run’s future version of Seattle is divided 

into m ultiple districts for you to travel to in the M ega 

Drive version, giving it the appropriate sense of 

urban spraw l. Dow ntow n Seattle is w here you’ ll 

find a host of corporation buildings and bars and 

the Penum bra District is an upm arket area for the 

rich, filled w ith im portant corporate buildings and 

high-class clubs. Seattle 2 0 5 0  provides contrast to 

that w ith the Redm ond Barrens slum s and the black 

m arket shops of the shady Puyallup Barrens.  

G rand Theft Au to ’s 

p arody o f N ew  York 

Ci ty,  Lib erty Ci ty,  

revo lu tio n i sed o p en  w orl d  

gam ing  w hen i t ap p eared i n  

G TA I I I  an d cam e b ack to  w ow  

fo r a second tim e i n  G TA IV.  

O bbe Verm eij,  w ho w orked as 

technical director on GTA I I I ,  Vice City,  San 

Andreas and GTA IV,  tells us that Liberty City,  

and the cities to follow , represented a huge 

technical challenge.   

“O n the earlier gam es, the biggest problem  

w ith the city w as the stream ing,” he says.  

“The m em ory of the PS2  w asn't big enough 

to contain all of the building and textures of the 

city.  The solution w as to load (stream ) building 

m odels/textures from  the CD as the player 

entered a certain area and rem ove these once 

the player had left.  The problem  is that the CD 

drive of the PS2  w as slow . Even by placing 

the m odels strategically on the CD (building 

m odels that w ere near each other on the m ap 

should also be near each other on the CD to 

avoid unnecessary CD head m ovem ents) the 

gam e w as not able to load the m odels quick 

enough w hen the player w as driving a fast car 

through the city.

“I f the player ‘got ahead’ of the 

stream ing, the city w ould sim ply 

not be there, or you w ould only 

see very low -detail versions of 

the m ap. I f you look at the m ap of 

GTA I I I ,  you’ ll notice there is a m ain 

drag on the start island (Portland).  

The m ain drag has a building on it 

halfw ay dow n the island. This building serves to 

slow  the player dow n and w as added quite late 

during developm ent to help the stream ing. W e 

also increased air friction for cars at certain big 

roads travelling though busy parts of the city.”

Given that the GTA gam es clearly pay heed 

to the locations they are based on, w e w onder 

how  m uch realism  Rockstar attem pted to 

capture w hen designing cities.

“The artists w ould plan the cities w ith 

gam eplay in m ind,” O bbe affirm s.  “They 

w ould talk to the level designers and the 

producer to m ake sure the layout w ould w ork 

for the gam e. At Rockstar North, w e alw ays 

prioritised gam eplay over anything else.

“GTA IV ’s m ap consists of islands 

because it adds variety,” O bbe continues.  

“Bridges, docks, distinct islands, w ater to use 

speedboats, etc.  M ultiple islands m akes for a 

better gam e, so w e w ent that w ay.”

» [PC] At the time, GTA II I ’s 

Liberty City was a revelation, 

and would influence many later 

open world games.

Obbe Vermeij
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River Ci ty ho lds 

som eth ing in  com m on  

w ith genre-m ates l ike 

Final Figh t,  Doub le Dragon  

and Streets O f Rage in  that i t 

serves as a backdrop for you  

to beat up goons w i th fists,  

bats and trash cans. River City 

is different in that you can explore it as you please. You m ove through 

residential areas, shopping streets, parks, roadw ays, bridges and m ore.  

I t m ight not be as detailed as som e of those aforem entioned gam es,  

but the ability to traverse it freely gives it a som ething of equal value.  

Cities are places w e are used to exploring and River City gives us the 

freedom  to do that. The ci ty o f Skara Brae i n  The Bard's 

Tale w as an  i n cred ib l e ach ievem en t 

fo r 1 9 8 5 .  A m edieval-esque fantasy 

tow n populated by rogues, w arriors, druids and 

m onsters, the city w as rendered in 3 D graphics 

and laid out over w hat felt like a huge scale at the 

tim e, featuring m ultiple streets full of shops, tem ples,  

taverns and dungeons.  O f course, by m odern standards it’s not all that 

big,  nor very detailed, but Skara Brae nevertheless m anages to create 

the im pression of being a real place w ithin the not insignificant lim its of 

the technology developer Interplay w as w orking w ith.

There are m any th ings that m ake 

Dunw al l  a fan tastic videogam e ci ty:  

i ts sense o f atm osphere, the w ay 

Dishonored ’s them es are em bedded in  i ts 

arch i tecture and design , the d istinctive art 

style in  w h ich i t i s rendered .  W hat sticks out to 

us, though, is the w ay it favours intricacy and detail 

over scale, offering the player m any w ays to m ove 

through and experience it.  W e ask Arkane Studios’  

co-creative director Sébastien M itton if the developer 

places a greater focus on intricacy in its city design.  

“I  could not say if it’s equal or not, because it’s 

a process that is done over tim e, starting w ith a 

satellite view , then zoom ing in gradually, until you 

end up designing a radiator cap! ” he tells us. “But 

it is true that the sam e attention is given to the big 

picture, the history, the solidity and the coherence of 

a place, as there is to the w ay one draw s a street,  

then an apartm ent on that street and so on.

“Another aspect to w hich I  pay a lot of attention 

is the topography of the place. I t’s very difficult to 

craft a city on a slope, and it’s not com m on to see 

that in gam e. But w e feel it gives a unique feeling of 

organic canyons w here you can lose yourself.  I t also 

helps the player to orient them selves because they 

have a better view  of the city landm arks. I t gives the 

feeling of an open w orld in a level-based gam e.”

W e ask Sébastien w hat kind of research goes into 

creating dense cities like those found in Arkane’s 

Dishonored gam es. “W ithout distinguishing 

betw een Dunw all and Karnaca [from  Dishonored 2 ],  

w e do a lot of research, including periodical texts on 

the Black Death, paintings, docum entaries, photos,  

and, of course, trips to selected destinations,” he 

replies. “W hen the first ideas and research feels 

solid, I  start thinking through the m ind of different 

inhabitants of the city, location by location. First it’s 

basic: rich, poor. Then I refine: loyal, traitor. Then per 

function: guards, w orkers etc. I t really helps to think:  

‘I  ow n this place, w hat do I  w ant to see? ’”

» [PC] Arkane’s cities are 

crammed full of hidden details 

that tell their own stories. 
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Assassin ’s 

Creed  has 

b ecom e such  

a regu lar feature o f 

the gam ing landscape 

that i t’s easy to forget 

just how  m uch o f an  

im pact Assassin ’s 

Creed I I had w hen i t w as released in  2 0 0 9 . The gam e’s recreation of 

Renaissance Venice is a treat for history buffs, featuring real locations 

such as the Basilica O f Santa M aria Gloriosa Dei Frari, the Piazza San 

M arco and the church of San Giobbe. The city had a sense of energy 

about it too, w ith, w hat w ere for the tim e, relatively large num bers of 

citizens roam ing the streets, offering opportunities for protagonist Ezio to 

hide in plain site am ong them . W hile these things are a part of its appeal,  

it is not the gam e’s im pressive recreation of real historical architecture 

or the people that w alk its streets that m akes this gam e’s city special.  

Rather, it is the w ay that it m ade its architecture a playground in a w ay 

w e’d never seen in a gam e before. Assassin’s Creed I I ’s im proved 

parkour-inspired m ovem ent offered a fresh and exhilarating w ay to m ove 

through a city. From  the dynam ism  of dashing across rooftops, to the 

m om ents of calm  w here you w ould take in a spectacular view  after 

scaling one of the gam e's tow ering landm arks, this city w as a liberating 

and rew arding place to explore. 

I t’s the first lo cation w e visi t 

in  the icon ic M onkey I sland  

series and the perfect archetypal  

sw ashbuckl ing tow n for w annabe p irates.  

M elee Tow n is nestled in an island cove on the 

fictional Caribbean island M elee Island. During the 

opening of the gam e, as credits roll across the screen 

and w e listen to som e calypso-style m usic, w e view  the 

tow n from  a distance seeing points of light rom antically shining out into 

the night. Soon enough, w e get into the tow n proper and m eet its eccentric 

residents. Here you find the iconic Scum m  Bar, w here beer stains on the w all 

hint at old bar-room  braw ls and crusty captains berate our hero Guybrush in a 

fashion he is going to have to get used to. W alk across its cobblestone streets 

and you’ ll also find a jail,  a church, a dodgy guy w ith a parrot on a shoulder 

selling stuff out his coat and, of course, a voodoo practitioner operating out 

of the House O f M ojo. W hat m ore can a prospective pirate w ish for? I t’s the 

perfect place to get you into an adventurous m ood and get you on board w ith 

Guybrush’s goal to get a ship and see w hat else is out there.

I f you ever w ondered  

w hat m akes Shenm ue’s 

Yokosuka feel l i ke a 

real p lace, part o f that can be 

attrib u ted to the fact that i t kind o f is. Shenm ue doesn’t just borrow  

the nam e of the real city of Yokosuka, or try to capture its spirit, but goes so far 

as to replicate real streets and shop fronts to an astonishing level of detail.  This 

virtual version of the city is far m ore than a photocopy of the real thing, how ever.  

Shenm ue situates you in the city’s com m unity. Protagonist Ryo is, after all,  a 

resident there, so the people w ho you talk to around the city often know  w ho 

you and your fam ily are; the gam e w ants you to feel like a part of this place.  

W hat really m akes Yokosuka stand out, how ever, is the w ay it tries to sim ulate 

the dynam ics of a city. Residents have a routine, going about their daily business 

irrespective of w hat you’re up to, shops have a closing tim e, buses keep to a 

schedule, bars open as the evening closes in, changing the atm osphere of the 

streets. I t’s this sense of a place in m otion that really distinguishes Yokosuka 

from  the videogam e cities that cam e before it.  

» [PC] Assassin’s Creed I I movement system makes navigating the streets and 

canals of Venice a parkour-charged thrill.

» [PC] For a game that ends with you swordfighting with the Pope, Assassin’s 

Creed I I does at least have some wonderfully faithful cities. 



 
Xbox fact

Sega manufactured an arcade version of  

the Xbox, called Chihiro. Unlike the consumer 

model, it had 128MB RAM and used GD-ROM  

instead of DVD-ROM for game distribution.

PROCESSOR: 32�BIT INTEL PENTIUM III CPU �733 MHZ�

GRAPHICS: NVIDIA GEFORCE 3�BASED NV2A �233MHZ�, UP TO 

21.9 MILLION POLYGONS PER SECOND �WITH TWO TEXTURES, 

LIGHTING, Z BUFFER, ALPHA AND FOG�

AUDIO: NVIDIA MCPX, 64 3D SOUND CHANNELS

OPERATING SYSTEM: CUSTOM XBOX OS

RAM: 64MB DDR SDRAM

MEDIA: DVD�ROM



Xbox

I
t’s fair to say that the original Xbox isn’t a particularly pretty 

piece of gaming hardware. It was designed by an American 

company with an uncool image, and its decidedly unsubtle 

aesthetic reflected that. The system is large, heavy and black. It’s 

got a massive X across the top of it, with a bright green plastic blob in 

the middle. Compared to the striking silver X-shaped prototype model, 

the retail Xbox was dull and uninspired.

O f course, what the Xbox lacked in exterior beauty, it made up for 

in power. M icrosoft’s debut console was a beast of a machine, which 

utilised the fixed performance profile of a console to unleash the full 

potential of the PC parts that powered it. The forward-thinking design 

included Ethernet for broadband connections as standard, and a hard 

disk for a variety of purposes including saving games, downloading 

additional content and in-game caching. O f course, powerful 

hardware comes at a price, and M icrosoft was losing money on 

each system even before a dramatic £100 price cut just months after 

launch. The Xbox never ended up turning a profit, but it did fulfil its 

strategic objective of securing M icrosoft’s place in the console market 

for many years to come. 

� MANUFACTURER: Microsoft  � YEAR: 2001   
� COST: £299 (launch), £25+ (today, boxed), £20+ (today, unboxed)

ESSENTIAL GAME
Ninja Gaiden Black
During the early part of the Noughties, 

Tomonobu Itagaki’s Team Ninja was 

creating amazing games which ably 

demonstrated the power of Microsoft’s 

console. As good as the Dead Or Alive 

games are, we have to give the nod to 

Ninja Gaiden, an epic hack-and-slash 

adventure which revived Ryu Hayabusa 

for the 3D age. As well as being 

visually stunning, the game offered 

gory combat that was incredibly 

smooth and satisfying, while providing 

a ferocious challenge. The enhanced 

Black version contains new enemies 

and additional difficulty modes, as well 

as the original DLC challenges, and it is 

the version to go for.
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om e gam es are i rreversib l y connected  

to  the genres they b elo ng  to .  I f you  

th in k o f an  FPS, you ’ l l  l i kel y th in k o f 

Doom ,  G o ldenEye o r m ore recen tly Cal l  

O f Du ty.  I f you  th in k o f p latform ers,  

your m ind  w i l l  conjure up  the im age o f 

M ario  o r Son ic.  M M O s are W orld  O f W arcraft 

o r Everq uest,  fi gh tin g  gam es are Street Figh ter 

and M ortal  Kom bat,  w h i l e RTS gam es are 

typ ifi ed by StarCraft o r Com m and &  Conq uer.  

I f w e asked you  to  nam e a turn -b ased strategy 

gam e, you ’d  l ikely say Civi l i zation ,  X-CO M  o r 

Heroes O f M igh t &  M ag ic.  And yet,  d esp i te 

earn in g  a good deal  o f success and no toriety,  

you  m ost l ikely w ou ldn ’t th in k o f W arlords,  

even  i f the gam e and i ts design  d id  p redate a 

lo t o f the b ig  nam es that cam e after i t.

“ I  th in k i t w as ab ou t 1 9 8 7  w hen I  started  

w ri tin g  the gam e,” says Steve Faw kner, the 

creator o f the W arlords series.  “ I t w as partl y 

b ased on  the Em p ire gam e by M ark Baldw in  

over at W h i te W o l f Production s and partl y 

b ased on  the Dragons O f W ar b oard gam e by 

TSR.” Em p ire i s a fairl y n o tew orthy m en tion  

there, sin ce i t – alongsid e the sci -fi  them ed  

Reach For The Stars – w en t on  to  b e consid ered  

the orig in ators o f the sub genre o f strategy 

gam e know n as ‘4 X’.  The term  w ou ld  go  on  to  

defi ne the particu lar gam ep lay o f the l ikes o f 

Civi l i zation ,  M aster O f O rion  and m ost o ther 

em p ire-grow ing  strategy gam es that cam e after 

i t.  Bu t in  1 9 8 7,  the sp ecifi cs o f th is sub genre 

had yet to  b e refi ned .  “ I ’d  just go t an  Am iga 

and I ’d  b ough t a 4 0 M B hard drive, and I  cou ld  

no t fi gure ou t how  I  w as go in g  to  fi l l  up  4 0 M B.  

I  th ough t that I  had  learn t enough  ab ou t art 

and enough  ab ou t cod in g  that I  cou ld  p robab ly 

do  the w ho le th in g  m ysel f,  and  get a n ice 

lo okin g  gam e w i th  som e n ice art that runs on  

th is n ew  techno lo g y.”

I t w as partw ay through  the developm en t o f 

w hat w ou ld  b ecom e W arlords that Steve fel t 

» Steve Fawkner has 

overseen Warlords 

throughout the 

franchise’s history.
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Turn -based strategy had a tough  

go o f i t in  the m id -N ineties after 

the l ikes o f W arcraft and Com m and  

&  Conq uer,  b u t Steve’s in terest in  

the genre u l tim ately lead to th is 

RTS sp in -o ff. Battlecry w as actual ly 

fairly successfu l , had three gam es 

in  the series and added to the 

W arlords lore.

As perhaps the b iggest success 

story to com e out of the W arlords 

franch ise, m ost peop le w i l l  b e 

fam i l iar w ith the title or at least its 

innovative gam ep lay that m erges 

m atch -three puzzle gam ing w ith  

RPG elem ents. I t w as a revelation  

in 2 0 0 7  at the tim e of Puzzle 

Quest: Chal lenge O f The W arlords’  

release, and since then m any, m any 

copycats have taken its p lace in the 

w orld of casual m ob i le gam ing .

Key gam es that aren’t 
in the m ain series

there w as enough  q ual i ty that he w an ted to  

p ursue som eth in g  b eyond the hobby releases 

he’d  b een  m akin g  up  un ti l  th en .  “ I  had  ab ou t 

three gam es on  the go  at the tim e, and I  

p articu larly l iked  th is one, and ab ou t si x m on ths 

in to  developm en t I  th ough t that I  w ou ldn ’t go  

p ub l ic d om ain  w i th  th is one b u t in stead I ’d  

try to  fi nd a p ub l i sher.” Steve’s gam es had  

p rim ari l y b een  tex t-b ased ad ven tures, b u t 

throughou t them  al l ,  h e fo cused on  a certain  

am oun t o f p erm anence that invo lved a hero  

character that grew  as the p layer p rogressed .  

“Bu t I ’d  n ever real l y w orked on  a strategy gam e 

b efore,” says Steve, w h ich  he adm i ts m ean t he 

“had no  id ea w hat I  w as do in g” w hen i t cam e 

to  develop in g  the strateg ic layer o f the gam e.  

“The p rocess w as partl y copyin g  w hat I ’d  seen  

in  Em p ire and partl y copyin g  a b oard gam e, b u t 

I  kin d  o f approached i t from  a graph ical  p o in t o f 

view . And so  I  d esigned the m ain  gam e screen  

fi rst and said : ‘O kay, I ’ve go t to  fi t a m ap  in to  

th is,  h ow  m any p ixels do  I  have for a m in im ap? ’  

Then , ‘O kay, that’s the size that the m ap w i l l  b e.  

How  m any ti l es can  I  fi t on  the screen? ’”

The core gam ep lay from  the very b eg inn in g  

had hum an and AI -con tro l l ed  faction s 

expand in g  across a m ap , exp lo rin g  for 

treasures and b attl in g  one ano ther for u l tim ate 

victory: your b read and b u tter 4 X gam e, b efore 

that w as w hat w ou ld  defi ne the sub genre.  For 

Steve, w ho  w as l i v in g  in  M elb ourne, Austral ia,  

there w as a sm art cho ice o f p ub l i sher to  aim  

for.  “ I  d id  know  a guy at Strateg ic Stud ies 

G roup  and I  sen t a gam e up  to  them  to  lo ok at,”  

recal l s Steve.  SSG  w as already w el l -know n in  

the in dustry for i ts electron ic w argam es, and  

in  fact had develop ed Reach For The Stars.  

“They in i tial l y hated i t,” says Steve, “they  

» [PC] There was only one map in the 

original game, but the varying difficulties 

and the different start positions (and 

challenges) of each faction meant that 

there was plenty of replayability.

» [PC] The combat itself is all automated, but there’s a core set of 

mechanical rules underneath it all to determine the victor.

» [PC] Heroes were a significant aspect of the combat, and could be enhanced 

over the course of the game to become serious threats to any army.
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threw  i t in  the b in  and sen t m e a p o l i te 

rejection  letter.  Bu t ab ou t three days after 

they had done that,  the p resid en t o f SSG , I an  

Trou t,  h is son  found som e fl oppy d iscs in  the 

b in ,  p lugged them  in to  h is Am iga and started  

p layin g  i t.” After seein g  I an ’s son ’s in terest in  

the gam e, SSG  changed i ts tone and signed a 

deal  w i th  Steve.  He w ou ld  p roduce the gam e 

from  h is ow n com pany In fi n i te In teractive,  

w orkin g  as p art o f an  al l ian ce o f sorts w i th  

SSG  – an  al l ian ce that lasted for alm ost the 

leng th  o f the W arlords franch ise.

Steve adm i ts that th is w as hugely 

ad van tageous for the gam e. SSG ’s exp erience 

touched on  num erous factors o f gam e 

develo pm en t, u l tim ately l ead in g  to  “q u i te a few  

sign ifi can t changes” that help ed to  round ou t 

the W arlords exp erience.  “SSG  had p ub l i shed  

a lo t o f strategy gam es, and one o f the guys 

there – Roger Keaton  – w as a real l y great A I  

p rogram m er. He said  that m y AI  kin d  o f sucked  

and he w ou ld  rew ri te i t,  b u t that he needed  

The Sirians are your de 

facto Hum an race, and al l  

that typ ical ly entai ls for any 

strategy gam e. There’s no  

great advantage to p laying  

as the Sirians, b u t no  

d isadvantage either.  

Another hum an faction ,  

and one w hose lore w as 

expanded to turn i t in to a 

cruel expansion ist. I t w as 

the on ly faction that focused  

on naval suprem acy as i ts 

prim ary tactic.

Th i s h um an  factio n  i s 

l i kel y in sp ired  b y LOTR ’s 

Rohan  n atio n ,  b u t o n  

a g am ep lay l evel  i t’s 

p erfect fo r b l i tz attacks 

w i th  faster m ovem en t o n  

ro ad s an d  th e p l a in s.

As is typ ical o f th is race,  

dw arves are heavy h i tters 

desp ite their short stature.  

In  W arlords the race is 

im bued w ith the b onus o f 

fi ghting and m oving m ore 

effectively on h i l l s.

Investigating the key 
p layers of W arlords

m e to  help  h im  understand how  everyth in g  

w orked .  So  w e w orked p retty clo sely together 

– m e in  M elb ourne, h im  in  Sydney, send in g  

fl oppy d iscs b ack and forth .”

Th is w ou ld  go  on  to  b ecom e one o f the 

m ost p raised asp ects o f the gam e w hen i t 

released in  1 9 9 0  for DOS, Am iga and M ac.  

Each  o f the eigh t faction s cou ld  b e con tro l l ed  

b y ei ther a hum an p layer or the A I ,  and  the 

latter w as ab le to  act rather real i stical l y – even  

dow n to  som etim es b ein g  in effective w i th  i ts 

cash .  How ever, the b ig  fo cus w as on  the ‘ho t 

seat’ m u l tip layer gam ing  – th is w as largely 

a tim e b efore the in ternet, after al l .  “For m e 

gam ing  has alw ays b een  a so cial  th in g ,  and so  

w i th  W arlords even  b efore the deal  w as signed  

w i th  SSG , w e w ou ld  si t dow n w i th  m y friends 

w atch in g  fo o tb al l  and  w e w ou ld  take turns 

p layin g .  W e w ou ld  p lay drin kin g  gam es w i th  i t:  

i f Black cap tured a ci ty you  w ou ld  have to  take 

a sip ,  and  i f Red cap tured a ci ty you  w ou ld  have 

to  fi n ish  your drin k.  M u l tip layer gam ing  w as 

» [PC] The interface had been given a huge upgrade with Warlords I I , 

which undoubtedly made the game more manageable to play.

» [PC] Heroes could be male or female in the sequel. I t didn’t really have an effect on the gameplay, but it was a novel addition all the same.
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THE HISTORY OF: WARLORDS

Th is is a faction in tended  

to focus on expansion , and  

com es w ith w o l f riders at 

an early level to  faci l i tate 

that. Th is m eans typ ical ly 

they’ l l  b e fi ghting on  

m u l tip le fron ts.

As you m igh t expect from  

such a race, the g ian ts – or 

the storm  g ian ts, as they’re 

also know n as – are slow  

bu t tough w arriors. They’re 

heavy-h i tting and tanky, b u t 

take longer to produce.

Forest special ists ki tted ou t 

w ith  archers, the el f races 

are m ore about defend ing  

than expand ing . Som e 

gam es m ade the d istinction  

b etw een h igh elves and  

dark elves.

Essential l y Sauron , the 

Dark Lord w orks in  m uch  

the sam e w ay by q u ietly 

bu i ld ing up a large 

arm y in  iso lation b efore 

un leash ing the m asses on to  

the battle-torn m ap .

In troduced in  the second  

gam e, the Lich King w as 

the ‘evi l ’ eq u ivalen t o f the 

Dark Lord (w ho d id no t 

appear). The w ord ‘l i tch ’  

is derived from  the O ld  

Eng l ish w ord for corpse.
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» [PC] A huge push for better lore 

and worldbuilding came alongside 

the third outing, leveraging the 

factions of the previous games.

» [PC] There were far more 

options when it came to map 

styles in Warlords I I I , which 

helped with the sense of variety.

alw ays m y sort o f th in g ,  so  w e alw ays had that 

as p art o f the W arlords series.”

h i l e th e art m ig h t h ave hel d  

the o rig in al  rel ease o f W arlo rds 

b ack a l i ttl e,  th e gam ep lay set 

ab ou t creatin g  a co re concep t 

that Steve cou l d  b u i l d  u p on .  

And i t w as p opu lar,  to o , rankin g  

as one o f the b est strategy gam es o f the 

decade – in  th e sam e decade that Civi l i zatio n  

w as released – and b u i l d in g  up  a fanbase that 

enjoyed i ts un iq ue b lend o f RPG  and strategy.  

“ I  knew  i t w as good and I  knew  I  real l y enjoyed  

p layin g  i t,” says Steve, “b u t I  w as sti l l  real l y,  

real l y p l easan tly surp rised w hen o ther p eop le 

though t the sam e. I  rem em b er seein g  the fi rst 

review s com e b ack in  Com pu ter G am ing  W orld  

and Dragon  m agazin e g iv in g  i t fi ve stars, and  

th in kin g , ‘O h w ow , p eop le real l y l i ke i t. ’  W e 

w ere in  the top  o f the m ost p opu lar charts l i st 

at the b ack o f CG W  for m any years, alongsid e 

Civi l i satio n  and Sim Ci ty.  I  w as surprised  

b ecause I  d idn ’t see m ysel f in  the sam e fo o tin g  

at the tim e as those o ther guys, m y heroes.”

The seq uel  to ok a l i ttl e w h i l e to  com e ab ou t 

how ever.  W h i l e a fo l l ow -up  w ou ld  typ ical l y on ly 

b e a year or tw o b eh in d  the orig in al  release,  

w i th  W arlords I I  that w asn ’t the case.  “The fi rst 

gam e w as l i teral l y d evelop ed in  m y b edroom ,”  

says Steve, “a l i ttl e tiny desk in  a l i ttl e tiny ten  

by ten  room . W hen w e w en t to  W arlords I I ,  w e 

m oved up  a step : that w as develop ed in  m y 
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How  W arlords helped set the 
groundw ork for a genre

l o unge room , b asical l y m ostly b y m ysel f b u t 

w i th  som e m ore o f the guys at SSG  w orkin g  

w i th  m e at the tim e, and w e had the services  

o f a p rop er artist.”

Before w ork on  the seq uel  b egan , Steve 

fond ly recal l s the fan  m ai l  that he w ou ld  receive 

regard in g  W arlords and the in fl uence i t had  

on  h is in i tial  consid eration s for a seq uel .  “N o  

one ever said  anyth in g  b ad , they l iked  stu ff – i t 

w as very d i fferen t to  the in ternet!  And so  I  w as 

reactin g  for a l i ttl e b i t to  that,  sayin g , ‘O h , w e 

shou ld  add th is feature, w e shou ld  add that 

feature. ’” Th is soup  o f sound id eas u l tim ately 

l eft a b ad taste in  the m ou th , and so  ab ou t a 

year in to  i ts developm en t the decision  w as 

m ade to  keep  the seq uel  m uch  sim p ler.  “ I  

th ough t: ‘Let’s just throw  i t al l  o u t,  w e’ l l  start 

again ,  w e’ l l  m ake kin d  o f the sam e gam e b u t 

w e’ l l  add  in  n eat stream l in in g  features.” Th is 

w as w here elem en ts such  as q uestin g  cam e in ,  

to  help  gu id e the p layer, w h i l e the in terface w as 

g iven  a m uch -needed overhau l .  “ I  w as very 

keen  to  m ake a scenario  ed i tor for W arlords I I ,”  

adds Steve, “b ecause I ’d  seen  a coup le o f o ther 

gam es l ike The Bard ’s Tale com ing  ou t w i th  

scenario  ed i tors and then  som eone cou ld  m ake 

a Lord O f The Rin gs scenario  that I  cou ld  p lay.”

Releasin g  in  1 9 9 3  for DOS and then  a year 

later on  M ac, W arlords I I  real l y h igh l ig h ted  

the q ual i ties o f i ts p redecessor.  Though  i t d id  

l i ttl e m ore than  refi ne the core gam ep lay o f 

the orig in al ,  i t d id  so  w i th  a greater degree 

o f p izazz.  Though  i t n ow  had Civi l i zatio n  to  

com pete w i th ,  i t sti l l  m anaged to  draw  in  

a large b ase o f fans.  I t w as no t w i thou t i ts 

changes to  the orig in al ,  h ow ever, and no t al l  

o f them  for the b etter.  “W e w an ted to  use lo ts 

o f d i fferen t m aps in  the second gam e,” says 

Steve, w h ich  the team  d id .  N um erous scenario s 

and greater variety to  the stages added in  

ex tra rep layab i l i ty to  the gam e b u t at the lo ss 

o f fam i l iari ty.  “ In  the fi rst gam e, i ts w orld  w as 

actual l y the D& D cam paign  that I  had  b een  

runn in g  for a few  years.  I t w as stu ff that I  had  

m ade up  and i t had a l i ttl e b i t o f h istory.  I  th in k 

w hen a m ap has b een  develop ed organ ical l y 

l i ke that,  i t carries a l i ttl e gravi tas and a l i ttl e 

au then tici ty w i th  i t,  and  the p layers react to  i t,  

even  i f there isn ’t a story to  i t.” Chang in g  th is in  

the seq uel  m ean t there w as som eth in g  m issin g ,  

as Steve exp lain s.  “That w as som eth in g  I  

w an ted to  g et b ack in  W arlords I I I .  I  th ough t:  

‘Let’s b u i l d  a w orld  and w e’ l l  set a story in  th is 

w orld  and w e can  use i t in  o ther gam es. ’”

i dw ay th rough  the N in eties,  SSG  

strugg led  to  keep  up  w i th  the 

sl ew  o f q ual i ty strategy gam es 

that w ere m akin g  i t to  the PC at 

th e tim e.  M aster O f O rion  released  

in  1 9 9 3  – and w i th  i t the term  ‘4 X’  

– and th in gs on ly b ecam e harder from  there.  

SSG  w orked to  release W arlords I I  Delu xe 

as a stop gap , l everag in g  ex istin g  w ork on  

W arlords I I I  for a cash  in jection  b efore Steve 

m oved on to  w hat w ou ld  b ecom e the fu l l y 

fl edged th ird  gam e.

“W arlords I I I w as in teresting b ecause w e 

had to in tegrate i t w ith  an in ternet service,  

w h ich w e hadn ’t even done b efore,” he says,  

exp lain ing that the new  pub l isher o f Red Orb  

Entertainm ent w as very certain  o f the add ition  

o f on l ine m u l tip layer. “That took q u ick a b i t o f 

tim e b ecause they w ere w riting the Red Orb  

Zone service as w e w ere w riting the gam e, so  

there w as a lo t o f debugg ing on b o th ends. But 

w e got there eventual ly, and I  th ink that is w hat 

help ed num ber three b e a real ly b ig  success. I  

th ink i t’s the b iggest sel ler in  the series.” But th is 

w as the fi rst tim e that Steve h im sel f d id  no t have 

» [PC] The types of units that were available in the 

third game had grown immensely over the originals, 

and many came with very specialised uses.

As w ith m ost 4X 

gam es, pretty m uch  

the on ly goal w as 

to b e the last one 

stand ing . Th is changed  

in  m inor w ays over 

W arlords’ releases, b u t i t w as essential l y 

alw ays about conq uering o thers and  

claim ing the en tire m ap for yoursel f.

Understand ing  

the streng ths and  

w eaknesses o f each  

un it type w as crucial  

to  success in  W arlords.  

Som e w ere stronger 

bu t slow , som e cou ld fl y, o thers w ere 

b etter in  forests or h i l l s; the trick w as 

understand ing the situations you w ere 

about to face and to p lan ahead .

W i th  p redeterm ined  

ci ties avai lab le for 

cap ture, i t w as 

necessary to  expand  

your faction ’s con tro l  

over the m ap by 

takin g  over as m any lo cation s as p ossib le.  

Do in g  so  gave you  a larger in com e and a 

greater variety to  your un i t typ es.

Key to any 4X gam e is 

the in i tial  exp loration ,  

as p layers step out 

in to an un tam ed land  

looking for fam e and  

g lory. W ith just one 

hero and one ci ty, p layers in  W arlords 

needed to search ru ins, claim  b lessings 

from  tem p les and fi ght neutral creatures 

and arm ies to grow  in  pow er.
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popu lari ty o f the genre, and so  that w as w here 

Steve sp en t m ost o f h is tim e in  the early 

N ough ties,  d evelop in g  W arlords: Battlecry,  

th e franch ise’s real -tim e strategy sp in -o ff.  I n  

the m ean tim e, a turn -b ased eq u ivalen t w as on  

the cards, d evelop ed by ano ther stud io  b efore 

b ein g  p assed b ack over to  Steve and In fi n i te 

In teractive b y Ub iso ft,  w ho  had acq u ired  

the franch ise after a lo ng  chain  o f com pany 

b uyou ts.  “They gave us six m on ths to  m ake 

the gam e,” says Steve.  “W e d id  three w eeks 

o f p reproduction  w i thou t touch in g  any code,  

and then  m ysel f and the team  just sat dow n  

and said ,  ‘G o ! ’ I n  si x m on ths, w e fi n ished i t,  w e 

w en t in to  b eta and i t w as released a coup le o f 

m on ths later.  W e had al l  th e art assets that the 

p revio us team  had w orked on , and w e just had  

to  fi gure ou t how  to  p u t i t al l  to gether.  N one 

o f the orig in al  d esign  real l y survived .” Desp i te 

the p rid e that Steve has in  the team ’s ab i l i ty 

fu l l  con tro l over the gam e, the popu lari ty o f the 

series having reached b eyond h im  and the sm al l  

team  at SSG and instead h is vision for w hat w as 

needed b ecam e m ore crucial .  “Sudden ly I  w as 

a m anager, and that w as tricky for m e. I  had to  

learn to let go o f th ings, I  had to m anage peop le,  

I  had to b e a reasonab le hum an b eing .”

The release o f W arlords I I I  in  1 9 9 7  w as a 

huge success for SSG , i ts enhancem en ts l ike 

sp el l s and custom  team s add in g  in terestin g  

new  elem en ts to  the series, w h i l e b ein g  

p layab le over the in ternet w as a m assive p lu s 

for ex istin g  fans.  I t w as at th is p o in t,  h ow ever,  

that Steve and SSG  w an ted to  m ix th in gs up :  

“W e had signed up  a gam e cal l ed  W arlords IV 

w i th  Red Orb  im m ed iately b ecause W arlords I I I  

had b een  so  successfu l ,  and  I  said ,  ‘Can w e 

just p lease m ake th is one real -tim e? ’” The 

p ub l i sher w as happy for SSG  to  fo l l ow  th is 

rou te, esp ecial l y consid erin g  the exp lo sive 

and ded ication  in  p roducin g  the gam e in  such  

a short space o f tim e, h e adm i ts that “there’s 

no  doub t that w e rushed i t”,  and th is n egatively 

affected the end resu l t.  “The gam ep lay sucked ,  

i t just w asn ’t the usual  p o l i shed p roduct that 

w e w ou ld  have go tten  one o f these gam es to .  

W e added tactical  com bat b ecause i t had b een  

p rom ised by the o ther team , b u t i t d idn ’t real l y 

w ork very w el l .” Though  the gam e so ld  q u i te 

w el l ,  i t w as no t the sort o f W arlords release 

that fans had hop ed for.  “ I t just hadn ’t q u i te 

m oved w i th  the tim es,” adds Steve.  I t w as 

2 0 0 3  w hen W arlords IV: Heroes O f Etheria 

released and though  Steve in sists that i t w asn ’t 

enough  to  ki l l  th e franch ise, there hasn ’t b een  

ano ther one sin ce.  Bu t that’s no t n ecessari l y 

the end , esp ecial l y w i th  return in g  viab i l i ty for 

strategy gam es. “W e’ l l  p robab ly do  ano ther 

W arlords gam e som eday,” Steve teases, “ I  am  

very keen  to  do  one.” 

» [PC] The city view 

was likely inspired by 

Civilisation’s viewpoints, 

but it didn’t add much to 

the gameplay.

» [PC] The visuals were a big focus for the Warlords IV team, which meant 

animated battles for the first time in the franchise’s history.

» [PC] The main game view switched to 

an isometric setup with the fourth game, 

which was essentially the de facto PC 

game viewpoint at the time of its release.

THE HISTORY OF: WARLORDS





» SNES  » 1992  » CAPCO M   

O ne of my favourite M ega Drive 

p lat formers is Castle O f Illusion 

Starring M ickey M ouse, a game I 

have completed countless times. 

You could probably guess, then, that when 

I eventually moved over to the Super Nintendo Capcom’s 

own M ickey M ouse game soon became one of my most 

desired games for the system. I was desperate for more 

M ickey, and I would religiously read games magazines, 

waiting for the newest scrap of information about it, as it 

looked absolutely sensational.

Eventually, my local import shop, Video Games Centre, 

received Japanese copies of the game and I hastily picked 

a copy up for a rather hefty £65 (pretty much an entire 

week’s wages for me back then). Yes, it was expensive, 

but I didn’t care as I had to own it. I rushed home as 

quickly as I could (it was a good 30-minute bus ride at the 

best of times) unpacked the game and hastily stuffed it 

into my SNES. O h my goodness, it was glorious. M ickey 

looked a lot different to how he had appeared in Castle O f 

Illusion, but there was no denying how much richer the 

backgrounds and sprite design were.

M echanically it was richer than Castle O f Illusion as 

well thanks to the introduction of unique costumes that 

would see M ickey hide behind a curtain and then change 

into either a magician, fireman or mountaineer. Each outfit 

allowed the intrepid mouse to do new things from dousing 

out troublesome flames to swinging around with a handy 

grappling hook. The suit changes added that little bit extra 

to Capcom’s game, and you’d often need to utilise them if 

you wanted to retrieve all the goodies found on each stage.

The real highlight of owning M agical Q uest back in the 

day (and also today, now I think about it) are the game’s 

fantastic boss encounters. They’re far more considered and 

varied than those found in Castle O f Illusion and they also 

do an exceptional job of showing the versatility of M ode 7. 

Take this encounter with an ice-skating Pete for example. It 

still looks absolutely wonderful today and I’m not ashamed 

to admit that I actually find him a lot trickier to beat 

compared to when I first encountered him in 1992. 

MODE 7 HEAVEN

The Magical 
Q uest Starring 
Mickey Mouse

»
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E
ve ry so  o fte n , an  id e a co m e s a lo n g  

th a t is so  sim p le ye t so  revo lu tio n a ry, 

th a t yo u  can ’t b e lieve n o b o d y h a d  eve r 

th o u g h t o f it b e fo re – an d  T im e C risis h a s o n e  
o f th o se id e a s. Tim e C risis is the product of the  

spectacular m id -N ineties arcade rivalry betw een  

N am co and S ega. The tw o com panies w ere at the  

forefront of technological developm ent, and at every 

turn the adversaries w ould take the opportunity 

to top each other’s achievem ents. In 1994, S ega 

had introduced V irtua C op, a lightgun gam e using  

polygonal graphics, so a N am co response w as 

inevitable. That response w as Tim e C risis, and Tim e  

C risis didn’t just have a gun – it also had a big pedal. 

B ut w e’re getting ahead of ourselves, so let’s get the  

basics established first.

In Tim e C risis, you play as R ichard M iller, a 

secret agent nicknam ed ‘the one -m an arm y’. 

The V S SE agency he w orks for has received  

reports of an incident in S ercia, a republic that had  

previously suffered from  years of authoritarian rule. 

R achel M acP herson, the daughter of the nation’s 

dem ocratically elected president, has been kidnapped  

by S herudo G aro, the last surviving m em ber of 

the im perial fam ily. S herudo’s dem ands are sim ple  

– im perial rule is to be reinstated, m ilitary secrets 

are to be turned over, and all of this is to be done  

by sunset. Failure to com ply w ill result in R achel’s 

untim ely death. R ichard is dispatched to a sm all island  

off the northw estern coast of S ercia, w here R achel 

is being held captive in a castle, in order to m ount a 

solo rescue m ission – but as w ell as S herudo’s sm all 

personal arm y, he’ll have to com bat the m ercenary 

forces of the crim inal kingpin W ild D og, w ho is aiding  

S herudo in exchange for preferential treatm ent after 

the restoration of the m onarchy.

A TERRORIST FACTION LED BY A DEPOSED 
ROYAL HAS KIDNAPPED THE PRESIDENT’S 
DAUGHTER, AND THERE’S ONLY ONE GUY 

WHO CAN GET HER BACK TO SAFETY – YOU! 
LOOK BACK AT HOW NAMCO’S ALL-ACTION 
LIGHTGUN SHOOTER PUTS THE PEDAL TO 
THE METAL IN MORE WAYS THAN ONE

W ords by N ick Thorpe
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ULTIMATE GUIDE: TIME CRISIS

THE THREE DEADLY VILLAINS 
OF TIME CRISIS, AND HOW 
TO DEFEAT THEM

MO Z
This leader of Sercia’s clawed assassin ranks is quite an agi le 

chap, leaping about the screen l ike a ninja. Landing your first 

couple of hits on him  isn’t too hard, so long as you rem em ber 

to duck when he gets close and don’t get confused by his 

grey-coloured m ates. After you’ve hit him  a couple of tim es,  

watch the sky – he’l l  l eap from  pi l l ar to pi l l ar before attacking 

you, starting from  the left and m oving right. Blow him  out of 

the sky and keep on rol l ing.

SH ERU DO  G ARO
This knife-w ielding aristocrat has a deadly aim  – just about 

everything he throws your way w i l l  hit.  This usual ly m eans 

ducking after you’ve fired once, whether you hit him  or not.  

He can rol l  out to the left,  step out to the right or jum p up 

behind the plant to begin w ith, and then go left,  right or 

centre during the second phase. He can only appear from  left 

or right in the final doorway phase, but he’l l  try to fake you 

out by peeking round the corner, so be wary.

W I LD DO G
Once the jacket com es off,  you know the big boss is serious.  

He starts off by circl ing the fountain,  popping up to the left 

and right of the screen, before joining a bunch of particularly 

nasty enem ies for a coordinated attack – watch out for the 

rol l ing stonework! During the final phase of the battle,  he’l l  

m ake him self hard to see by attacking from  behind a wal l  of 

fl am e, and he quite l ikes throw ing sm oke grenades as the 

lead- in to a close-quarters attack.

Like m ost lightgun gam es, the goal of Tim e Crisis 

is to shoot dow n your enem ies before they shoot 

you. W ild Dog’s m ercenaries w ear uniform s that 

denote their ranks, helpfully colour-coding them  – 

those in blue are regular grunts, the ones w earing 

brow n jackets are a bit m ore dangerous, and the guys 

in red are irritatingly straight shooters. Then there are 

the soldiers w ho typically w ear green or orange and 

specialise in explosive w eapons like grenades 

and rocket launchers, the shielded soldiers, and the 

claw -w ielding assassins. I f you get far enough, you’ ll 

encounter the w hite-clad im perial guards, w ho are 

am ongst the gam e’s toughest foes.

As w e said earlier, the genius of Tim e Crisis is 

the addition of the foot pedal. This handles tw o 

im portant functions – firstly, rather than shooting 

outside of the screen as in so m any other arcade 

blasters, you reload in Tim e Crisis by releasing the 

foot pedal. Secondly, just like in any good action 

film  (and presum ably, real life), Richard takes cover 

w hile he reloads. As long as you’ve taken cover, the 

enem ies can’t hit you and you can’t shoot them  – 

typically, you can’t even see them  – leading to m any 

m ore possibilities than in previous gun gam es. Som e 

enem ies appear and alm ost im m ediately fire a shot 

on target, and if you can’t take them  out before 

they do, ducking into cover at least prevents you 

from  losing a life. In another scene, you m ight enter 

to find a m achinegunner already firing, w atching a 

hail of bullets for a gap in w hich you m ight pop out 

and return fire. It even introduces the possibility of 

environm ental hazards, such as falling objects.

O f course, in m ost lightgun gam es, dithering for 

too long w ill see you killed by bloodthirsty enem ies.  

Being different, Tim e Crisis needed an additional 

elem ent of pressure – after all, if you could stay 

concealed for as long as you liked, the gam e w ould 

be too easy and incredibly frustrating for arcade 

ow ners. So Tim e Crisis includes a tim e lim it, m uch 

like racing gam es, w ith an extension granted every 

tim e a screen is cleared. If the tim er ever reaches 

zero, the gam e is over im m ediately regardless of the 

num ber of lives you have rem aining. In this respect,  

the gam e design supports the fast-paced action 

m ovie narrative, as you frantically try to clear out the 

baddies as quickly as possible.

» [Arcade] When you first invade 

the fortified castle, you do so by 

smashing through the heavily 

guarded submarine port.

» [Arcade] Richard has brought gifts for the Sercian 

welcoming party – a bullet with each of their names on.

» [Arcade] Cutscenes like this really help 

to sell the action movie feel of Time Crisis.

» [Arcade] Behind you!  This soldier narrowly misses Richard’s head, 

and instead takes out the mirror.

.
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FORKLI FT I NFERNO
I n area 1 -1 ,  this forkl ift truck is carrying a crate ful l  of 

explosives. Shoot the crate a few tim es to take out everybody 

in the area and save yourself som e tim e.

K I LL THE CAR
When the speeding car attacks you in area 1 -3 ,  the natural  

tem ptation is to dodge it.  But you can al so take it out by 

shooting it,  which saves m ore tim e.

BOX OF TRI CKS
There’s another explosive crate hidden in this part of area 1 -3 ,  

on the left of the screen by the grenadier. Unl ike 1 -1 ’s crate,  

this won’t end the scene.

ESSEN T I AL I TEMSESSEN T I AL I TEMSESSEN T I AL I TEMSESSEN T I AL I TEMS CRUCIAL ADVICE FOR 

VSSE FIELD AGENTS

voice acting in cutscenes, and enem ies w ill shout 

as they m ake a beeline for Richard during the 

gam e, although only fam ily-friendly things like,  “Get 

him ! ” and, w hen hit,  “Shucks! ”

All of this action m ovie style w ould be pointless 

if the gam e didn’t allow  you to get in on the fun 

though, and Tim e Crisis delivers here. W hether you’re 

going one-on-one w ith a helicopter, diving out of the 

w ay of a speeding car or fighting your w ay through 

a darkened room  lit only by flashes of gunfire, Tim e 

Crisis m akes you feel like a hero. Plus, thanks to 

certain secret tricks, you can cause appropriately high 

levels of carnage – there are explosive crates that 

allow  you to take out entire room s in one go, and 

even a m om ent that allow s you to drop a bunch of 

girders on unsuspecting baddies. The boss battles,  

although they are few  in num ber, are also incredibly 

dram atic. Perhaps unsurprisingly, Tim e Crisis received 

» [Arcade] It’s not just enemies out 

to get you – fail to duck and this 

hook will take a life from you.

» [Arcade] As you can see, the sunset deadline 

for Rachel’s rescue isn’t far away at all.

» [Arcade] Careful 

with the exhibits!  

This museum breaks 

down pretty quickly, 

especially given who’s 

hiding behind the 

paintings.

Right from  the attract m ode that fashions itself 

after a cinem atic trailer,  Tim e Crisis presents itself 

in an action m ovie style.  Sm all stage opening 

cutscenes show  Richard engaging in various heroic 

acts, from  riding a hook-like zipline into the opening 

stage to scaling the side of a huge tow er.  Even the 

first-person transitions betw een action sequences 

are handled w ith that sensibility – there are som e 

brilliant setpieces, such as w hen Richard looks 

up to see a squad crashing in from  above on a 

chandelier,  or w hen he’s running tow ard a m irror 

only to see a soldier fire a round off from  behind 

him .  The audio is handled w ith sim ilar aplom b.  

Although the soundtrack varies throughout the 

gam e, m ost of the m ain action scenes play to 

different parts of the m ain them e, w ith separate 

dram atic pieces reserved only for special occasions 

like boss fights.  There’s som e w onderfully ham m y 
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ULTIMATE GUIDE: TIME CRISIS

You ’d be forg iven for expecting the 

PlayStation version of Tim e Crisis to be 

cut dow n from  the arcade gam e, and it 

is. The gam e runs at a low er reso lution  

and at 3 0  fram es per second instead of 

the 6 0  of the arcade gam e, and there are 

n ips and tucks to both po lygonal m odels 

and textures. How ever, the strong gam e 

d irection ensures that it’s just as fun in  

the hom e as it is in the arcade, provided  

you m ake use of Nam co ’s G -Con 4 5  

l ightgun . But a faith fu l recreation of the 

arcade gam e isn ’t everyth ing that the 

PlayStation version offers to p layers.

There’s a brand -new  m ission in th is 

hom e conso le version , set in a Sercian  

hotel that is actual ly a front for an  

arm s factory, run by the en igm atic 

vi l lainess Kantaris. The gam e proceeds 

sim i larly to the m ain arcade gam e,  

but w ith a crucial d ifference – rather 

than being predeterm ined , your path  

through the faci l i ty is determ ined by 

your perform ance in the gam e. That 

ensures there’s a b it m ore rep lay 

value to th is variant of the gam e,  

w h ich is ideal ly w hat you w ant in a 

hom e conso le release.

Like its arcade parent, Tim e Crisis 

for the PlayStation w as w ell received .  

Edge scored it 8 /1 0 , declaring that 

“Each tim e you th ink you ’ve seen the 

m ost breathtaking setp iece, another 

tops it for sheer gun-toting thril ls,”  

and hail ing it as “a videogam e 

sym phony of destruction”. CVG  gave 

it 5 /5 , w ith Steve Key com m enting ,  

“It’s virtual ly a perfect conversion ,  

but to have a batch of extra levels as 

w ell is a gam er’s heaven ! ”

WHY THE PLAYSTATION CONVERSION IS 
WELL WORTH BUYING IN ITS OWN RIGHT

DEATH BY G I RDER
I f you shoot the restraining strap holding up the girders at the 

end of area 2-1 ,  they’l l  fal l  and ki l l  the enem ies – just m ake 

sure you duck away from  the l ast one.

THE FUTURE’S BRI G HT
You never have to hit any of the soldiers wearing orange, but 

they’l l  add precious seconds to the clock if you do. Be quick 

though – they’re quite shy.

critical acclaim . Next Generation m agazine felt that 

the arcade version “thrusts the lightgun genre into 

a brand-new  territory,” and aw arded it 5 /5 . In a 

com petition to w in an arcade cabinet, CVG described 

the ability to take cover as “A great gim m ick,  

backed by a superb gam e – incredible 

graphics, and gripping situations.

Tim e Crisis’ popularity quickly 

gave it the m om entum  needed for 

Nam co to announce a PlayStation 

conversion, com plete w ith a 

brand-new  gun controller. A sequel 

follow ed in 1 9 9 7, introducing new  VSSE 

agents and a sim ultaneous tw o-player 

m ode that took advantage of 3 D by allow ing 

players to view  the sam e gunfight from  a different 

angle – allow ing players to target an enem y that m ay 

be hidden from  their partner. Further sequels and 

spin-offs included innovations like w eapon selection 

and a second foot pedal, allow ing you to choose both 

left and right m ovem ent. W hile the series hasn’t been 

spotted since Tim e Crisis 5 : True Masterm ind arrived 

in arcades in 2 0 1 5 , you can bet it w on’t stay dorm ant 

for long. If you need any rem inder of w hy, just go 

back and play the original Tim e Crisis – its m odels 

and textures m ight look a little dated, but thanks to 

that foot pedal and som e w orld classic gam e design,  

it’s as thrilling now  as it w as back in 1 9 9 5 . 

» [Arcade] Time’s running out!  I f Richard doesn’t 

get a move on, an automatic game over awaits.

» [Arcade] Heavy weapons specialists 

come armed with machine guns, rocket 

launchers and more, and become more 

common as the game goes on.
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Why this surreal  
detective RPG,  

packed ful l  of 
innovative ideas,  

wil l  go down 
in videogam e 

history,  not only 
as a fantastic 
gam e,  but a 

revolutionary 
intervention into 

the genre 
Words by Paul Walker-Em ig

THE BACKGROUND
Developm ent studio ZA/UM started as a relatively 

inform al collective com posed of artists,  activists 

and w riters playing around w ith Dungeons &  

Dragons cam paigns, am ong other things, in 2 0 0 9 .  

O ver tim e, ZA/UM solidified to becom e a gam e 

developer and the gam e that w ould becom e 

Disco Elysium  w as its first project.  The studio 

had no previous reputation to build on, but the 

prom ise of a gam e that w ould echo the best of 

Planescape: Torm ent in its gam eplay design (yes,  

that m eans no com bat), in com bination w ith a 

beautiful w atercolour art style,  at least w on it som e 

attention.  W hen it w as released, its quality w as 

undeniable.  Lavished w ith deserved critical praise,  

Disco Elysium  becam e an RPG essential.

THE GAME
You play as a dishevelled detective com ing off 

the back of a drink and drug bender w ho, despite 

an existential crises that has seen him  forget 

everything about w ho is,  has to get to grips w ith 

the issue of the m an hanging from  a tree outside 

the hostel he is staying at.  You and your partner,  

Kim  Kitsuragi,  m ust solve this m urder, prim arily 

by heading out to interview  the residents of the 

neglected district of M artinaise.

The w ay you go about doing this varies w ildly 

depending on w hat kind of detective you build and 

how  you invest skill points as you progress. Investing 

points in faculties like Logic and Visual Calculus w ill 

m ake you an intellectual detective able to m ake 

deductions about w hat happened at a scene and spot 

inconsistencies in testim ony. Skills like Em pathy and 

Inland Em pire fall into the psychic category, m aking 

you able to pick up on how  characters are feeling and 

be m ore sensitive to intuition. A high Perception skill 

w ill allow  you to spot detail you w ould otherw ise m iss,  

Half-Life m akes you better at intim idation, Shivers 

attunes you to the voice of the city, and so on.  

The level of variety Disco Elysium  is able to 

present thorough these skills and their different 

com binations is staggering.  You’ ll find that investing 

a few  experience points in a skill has the potential 

Modern gam es you’l l  stil l  be playing in years to com e

DISCO ELYSIUM

» [PC] Your skills will often egg you on to follow their own particular interests and proclivities.

»  Disco Elysium was 

originally developed 

under the title No 

Truce W ith The Furies 

until a name change in 

201 8. We think they’re 

both pretty cool names, 

to be honest.

»  Disco Elysium began 

life as a tabletop RPG 

campaign being put 

together by developer 

ZA/UM. I t was only later 

that it evolved to become 

a videogame.

»  Featured System : PC

»  Year: 201 9

»  Developer: ZA/UM

»  Key People:  

Robert Kurvitz, 

Aleksander Rostov
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FUTURE CLASSIC: DISCO ELYSIUM

to com pletely change the w ay you experience the 

gam e and the city you are exploring – just one 

of the m any com pelling w ays that Disco Elysium  

responds to player choice.  W hat really m akes Disco 

Elysium ’s skill system  special,  how ever, is the fact 

that these skills all have a voice.

Im agine you’re trying to pry som e inform ation out 

of another character. W hile your speaking, your skills 

w ill be popping up in your m ind, offering their opinion 

on w hat’s unfolding. Em pathy m ight tell you that this 

particular character is upset about som ething, giving 

you a clue as to how  you should proceed to get w hat 

you w ant. Invest m ore points in Em pathy afterw ards 

and it’ ll becom e a louder presence in your m ind as you 

go forw ard. Invest too m uch and you m ight find that 

w hat w as a useful skill starts to hinder your detective 

as he becom es overw helm ed w ith the em otional 

burden of picking up on everyone’s feelings. Even if 

you don’t push too far in one direction, you’ ll still have 

to deal w ith the fact that your skills w ill occasionally 

disagree on how  you should handle a situation,  

creating a fascinating dynam ic betw een the different 

parts of your detective’s psyche.  

This is all situated in a richly draw n w orld w ith a 

carefully thought out political history that offers a 

critical lens on the w orld that w e live in. In the early 

going, it com es across as cynical and strange. To an 

extent, it still can be, if that’s how  you choose to play 

it.  Give its characters tim e to grow , how ever, and 

you’ ll find som ething rich and com plex that thinks 

carefully about how  history and ideology inevitably 

shapes individuals and their lives. Having said that,  

none of this stops your tie talking to you now  and 

again, so w e suppose it is still pretty w eird.   

Even w ithin the grand tradition of RPGs, this 

gam e, and its protagonist,  are incredibly m alleable,  

frequently responding to your choices in interesting 

w ays.  Taken in com bination w ith the gam e’s 

sophisticated w orldbuilding,  sharp political eye,  

unique m echanics and strong w riting,  it deserves 

every bit of praise it’s got.  

WHY IT’S A FUTURE CLASSIC
A gam e this good alw ays has a chance of going 

dow n in history as a classic.  Disco Elysium ’s status 

is assured, how ever, by the influence it is sure to 

have on the RPGs w e w ill be playing in the com ing 

years.  I ts innovations in how  skills becom e a part 

of your character and the degree to w hich they 

shape the w ay the w orld responds to you and the 

w ay that you interpret it,  feel like a w atershed for 

the genre.  There’s never been anything quite like it 

before, but,  as is often the case w hen a gam e hits 

som ething new  out of the park, there are bound to 

be gam es like it in the future.  In decades to com e,  

w hen w e’re casting our eye back over the history 

of RPGs and picking out those that have shaped 

its course, Disco Elysium  w ill be one of those 

indelible reference points.  That,  above all,  is w hat 

m akes it a future classic.  

» [PC] Out on the coastline you can meet 
the forgotten, disregarded and different. 

SKILLS  
Disco Elysium ’s diverse 

set of skills let you shape 

your character’s personality,  

along w ith their abilities. In 

fact, they are characters in 

their ow n right.

THOUGHT
CABINET
This is a place w here you 

can brow se thoughts your 

protagonist has had. They 

usually offer som e kind of 

stat buff w hen you’re done 

contem plating them .

STRONG
CHARACTERS 
Disco Elysium ’s characters 

are fantastic. Som e of them  

can seem  like stereotypes at 

first, but you just don’t know  

them  w ell enough yet.

EMBRACING 
THE WEIRD
This gam e often takes an 

appealingly surreal tone. It’s 

one you can lean into if you 

invest in the m ystical and 

intuitive skills available.

PLAY DRESS UP
Every piece of clothing you 

w ear com es w ith stat buffs 

and/or debuffs. You m ight 

look ridiculous, but playing 

dress up can m ake all the 

difference w hen you’re 

trying to pass skill checks.  

» [PC] Your character’s colleagues are on call 

to help out, but whether you think it would be 

a good idea to tell them you don’t know what 

your name is any more is up to you.

» C[PC[PC]]Y uYour chhar ctact ’er’s collolleagues are on c llall 

think itwould be

» [PC] There are plenty of side quests to delve into, 
but you can just focus on the main mystery too.

» [PC] There are a few key ideologies in 
the world of Disco Elysium; you can align 
yourself with them, if you so choose.
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TI M E FOR A CHAN G E
Take a look at the m any form s of Sym phony 

O f The N ight’s star, Alucard

Bat
This form is rather useful as 

it gives Alucard the power of 

flight, vastly opening up where 

he can travel. Additionally 

it can harness abilities like 

fireballs and the use of sonar.

Mist
This shape allows Alucard 

to avoid enemies and pass 

through grates. Eventually he’ll 

be able to stay in this form 

for longer and even poison 

enemies with it.

 Virtually everyone considers Sym phony O f 

The Night to be the best gam e in the Castlevania 

series and it’s certainly som ething w e’d never 

dispute. Koji Igarashi’s reboot w as such a huge 

success it created a tem plate that m any later 

gam es follow ed and led to sim ilar adventures being 

term ed as ‘M etroidvanias’.  W hile it’s not the rarest 

Castlevania gam e out there, it’s certainly one w ith 

som e of the highest 

price variances. The PAL 

PlayStation version is arguably the m ost collectible 

variant as it features English text and, like the 

Japanese version (£ 3 3 + ), com es w ith an excellent 

CD soundtrack. W e’ve seen m int com plete copies 

sell for as m uch as £ 3 5 0 , but £2 0 0  seem s to be the 

going rate. I f you see low er prices, double-check the 

listing as it’s probably m issing 

the bonus CD, m anual or gam e.  

I f you’re not fussed about the 

soundtrack then the US NTSC 

version is the best option as it 

runs at the correct speed and 

costs betw een £7 0  and £ 1 0 0 .  

Finally, if you’re a Saturn fanatic 

you can pick up the Japanese 

exclusive, w ith new  areas and 

num erous technical issues, for 

£7 0  to £ 1 4 0 .

DEVELOPER: KONAMI

RELEASE: 1 9 9 7

CASTLEVANIA:  
SYMPHONY OF  
THE NIGHT

GAMES
CASTLEVANIA

M USI C  TO OUR EARS
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EXEXXPEPEPECTCTC TTTO O PAPAYY

(J AP AN )

S O  Y O U

W A N T  T O

C O L L E C T …

» [PlayStation] These two foes will be familiar to 

anyone who has played earlier Castlevanias.

» [PlayStation] Watch out for this enemy, both ends 

are extremely dangerous.

Konam i’s series has a rich history that spans three decades. A potent 

m ixture of iconic gam es, low prints runs and the recent success of 

Netflix’s TV series m eans the franchise continues to gain interest from  

collectors. Let’s look at the titles you should probably seek out first
Words by Darran Jones

£ 2 0 0 +

EXEXXPEPEPECTCCT TTTOO PAPAYY
(U K )

Hum anoid
You’ll play as Alucard for most 

of the game. He has access to a 

large arsenal of weaponry and 

some great 

gear but Death 

nicks it all off 

him as soon 

as he enters 

Dracula’s 

castle. 

Whoops.

Wolf
This is the first form Alucard 

picks up and it allows him to 

cover distances at great speed. 

Alucard also gains bite and 

charge attacks while using this 

form, but it’s relatively weak.

£ 7 0 +
EXEXXPEPEPECTCTC TTTO O PAPAYY

(U SA)
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SO YOU WANT TO COLLECT… CASTLEVANIA GAMES

DEVELOPER: KONAMI

RELEASE: 1 9 9 4

CASTLEVANIA:  
THE NEXT  
GENERATION

W HO N EEDS A   
N I N TEN DO CON SOLE?

 There are three Castlevania gam es 

available for the NES, and unsurprisingly 

the best one is also the gam e that fetches 

the highest prices. The Japanese version 

is generally m ost coveted as it features an 

enhanced soundtrack, it’s also a little easier 

than the w estern versions, w hich is also 

w orth considering. Prices for a cart start at 

around £ 3 5  w ith a com plete version selling 

for around £ 8 0 .  

Shelling out £ 3 5  

w ill also net you 

a PAL cartridge.  

Boxed versions start at £ 1 5 0  and can clim b to 

just over £2 0 0 . Alternatively, if your console 

can play it, w e’d suggest tracking dow n the 

NTSC US version as it is properly optim ised 

and has classier artw ork.

 W e’re big fans of Order O f Ecclesia 

because it tries to do innovative things to the 

M etroidvania tem plate and largely succeeds.  

Shanoa m akes for an interesting hero, largely 

due to her ability to w ield glyphs that can 

enhance her com bat skills.  Low  print runs of 

Ecclesia now  m ean it’s becom ing one of the 

pricier DS Castlevania gam es to buy. You can 

get a lone cartridge for around the £2 5  m ark 

(for com parison,  

Daw n O f Sorrow  

and Portrait O f 

Ruin cost around 

£ 3 5  com plete), but you’ ll pay at least £ 6 0  for 

a com plete European version. The US one is 

cheaper, w hile the Japanese version typically 

sells for £ 8 5 . I t does have a lot of text, m ind,  

so m aybe stick w ith the English options.

DEVELOPER: KONAMI

RELEASE: 1 9 8 9

DEVELOPER: KONAMI

RELEASE: 2 0 0 8

CASTLEVANIA: ORDER 
OF ECCLESIA
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w ork.
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h l t f t t i d

TH I RD TI M E’S THE CHARM

SOM ETH I N G  BOLD,  SOM ETH I N G  N EW

» [DS] There are plenty of macabre enemies that Shanoa faces in 

her first adventure.

» [NES] Dracula’s Curse is a huge graphical 

improvement compared to the first two games.

» [DS] The glyphs are a great addition to the franchise, greatly 

expanding Shanoa’s attacks.

» [NES] The game’s first boss puts up a 

good fight, so be prepared for a beating.

 Let’s get the bad new s out of the 

w ay first: the recent inclusion of 

Castlevania: The Next Generation on  

the Mega Drive Mini has done absolutely nothing to low er 

prices of the orig inal cartridge release. This is w orth p laying,  

though as Konam i’s only Mega Drive Castlevania is a real  

gem  due to its im aginative boss fights, spectacular visual  

effects that really push the Mega Drive’s hardw are and a 

surprisingly decent soundtrack. The ab il ity to p lay as tw o  

different characters, Eric Lecarde and John Morris, g ives 

the gam e p lenty of longevity and w e’d argue the final battle 

w ith Dracula outstrips the one found in Super Castlevania IV.  

Unfortunately, every version of this desirab le Mega Drive 

gam e isn’t cheap. The PAL version sells for around £3 0 for 

a cartridge and costs £70 to £1 5 0 com plete, the US version,  

titled Castlevania: Bloodlines, is availab le for around £9 0  

com plete, w hile the Japanese edition (search for Vam pire 

Killer) ranges from  an eye-w atering £4 6 0 to £6 8 0 !

elyelylyelyely nnononnoononoonothiththithiththitthitthingnngngngngng totototottoto oo lowlowlowlowlowlowlowo ereeerereeeer 
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Castlevania is a real  a

, spectacular visual  
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argue the final battle 

S C tl i IV

CASTLEVANIA I I I :  
DRACULA’S CURSE

» [Mega Drive] We’re a big fan of Eric as his 

pole vault is super useful at times.

» [Mega Drive] It wouldn’t be a Castlevania 

game without a foreboding tower to climb.

ERI C  LECA RDE

This intrepid explorer has known 

John since childhood, so was only 

too happy to risk his life to take part 

in his friend’s incredibly dangerous 

mission. Unlike John, Eric’s weapon 

of choice is the Alcarde Spear, a 

weapon that offers great reach. 

While he can’t swing from ceilings 

like John, he does have access to a 

powerful pole vault move that can 

often get him out of harm’s way.

JOHN  M ORRI S

Despite his surname, John Morris 

is actually descended from the 

Belmont bloodline. He is a bit of 

a traditionalist when it comes to 

vampire slaying and prefers to use 

a good old-fashioned whip to send 

demons back to hell. Thanks to that 

whip, John is able to swing from 

ceilings, which means that he can 

take a different route from Eric in 

certain stages of the game.

BROTHERS I N  ARM S
Meet the tw o heroes of The Next Generation

g

take a different route from Eric in

certain stages of the game.certain stagesof the game.

EXPEXPXPECTECTEC TOTO PAPAYY

(U K )
£1 5 0 +

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U SA)

£ 4 0 +

EXPXPEXPECTECTEC TOTOT PAPAYY

(U SA)£ 9 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U SA)

£ 7 0 +

EXPEXPXPECTECTEC TOTO PAPAYY

(J AP AN )
£ 8 5 +

EXPEXPXPECTECTEC TOTO PAPAYY

(J AP AN )
£ 8 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U K )

£ 6 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U K )

£ 7 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(J AP AN )
£ 4 6 0 +
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 There’s plenty to enjoy about this m odern 

reboot. There’s som e great nods to the 

franchise’s history, the cast features the likes of 

Robert Carlyle and Patrick Stew art, w hile som e 

of the boss battles are truly excellent. It’s all 

held together by 

a robust com bat 

system  and your 

upgradable Com bat 

Cross, w hich gives 

you access to plenty 

of m oves. Luckily,  

there’s little interest 

in Xbox 3 6 0 and 

PS3 gam es at the m om ent so you can get Lords 

Of Shadow  for little outlay. You should be able 

to get the Xbox 3 6 0 version for £3 and the PS3  

offering for a fiver. The superior PC version is 

also available for £5 . The lim ited edition featuring 

a collectible m ask is pricier costing around £25  

for the PS3 version and £4 5 for the Xbox edition.

DEVELOPER: KONAMI

RELEASE: 1 9 9 1

SUPER 
CASTLEVANIA IV

M ACABRE M ODE 7

W HAT M AKES SUPER CASTLEVAN I A I V ’S 

BOSS CREATURES SO G OOD ?

Pirate carts abound
 The high prices of Castlevania games means piracy 

is an issue. If you see a copy of a certain game that 

seems too good to be true, it’s most likely a fake.

COLLECTING TIPS!

Not just eBay
 Facebook groups and public forums are a good way 

to source rare games. Yahoo Auctions in Japan is also 

worth considering for the rarer Japanese titles.

Different nam es
 If you’re after Japanese games, search for the 

name Akumajou Dracula. Vampire Killer is a good 

result for some games, too.

Who needs m int?
 You can save a fortune on a lot of Castlevania 

games by just buying the cartridge version. Just be 

sure to keep an eye out for possible fake copies.

 Many consider this SNES classic 

to be one of the absolute best 

traditional Castlevania gam es 

and it’s easy to see w hy. It’s 

effectively a reboot of the orig inal  

gam e, but is suitab ly enhanced  

for the SNES thanks to som e 

exceptionally effective Mode 7 effects, an eclectic range of 

versatile bosses and a truly sensational soundtrack, w hich  

m any consider to be the best in the franchise’s extensive 

sym phony of stunning tunes. Fortunately, Super Castlevania 

IV has no language barriers so the Japanese version is 

alw ays w orth considering, particularly due to its appealing  

box art. Cartridges start at a tenner and com plete copies sell  

for around £3 5 to £6 0 . The unoptim ised PAL version is the 

m ost desirab le and cart prices range from  £3 0 to £5 0 . Boxed  

copies also fluctuate betw een £3 5 and £1 3 5 , but £9 0 seem s 

to be the sw eet spot. If you’re not fussed ow ning the uglier 

NTSC US cart you’l l be paying around £20 for the cartridge 

and £5 0 for a com plete copy.

CASTLEVANIA

DEVELOPER: KONAMI

RELEASED: 1 986

EXPECT TO PAY:

£60+ (USA) £90+ CART (JAPAN) £85+ (UK)

CASTLEVANIA II :  

BELMONT’S REVENGE
DEVELOPER: KONAMI

RELEASED: 1 991

EXPECT TO PAY:

£90+ (USA) £45+ (JAPAN) £1 45+ (UK)

CASTLEVANIA II :  

SIMON’S QUEST
DEVELOPER: KONAMI

RELEASED: 1 987

EXPECT TO PAY:

£55+ (USA) £1 00+ (JAPAN) £35+ (UK)

CASTLEVANIA  

LEGENDS
DEVELOPER: KONAMI

RELEASED: 1 997

EXPECT TO PAY:

£1 60+ (USA) £1 05+ (JAPAN) £257+ (UK)

CASTLEVANIA: CIRCLE 

OF THE MOON
DEVELOPER: KONAMI

RELEASED: 2001

EXPECT TO PAY:

£33+ (USA) £62+ (JAPAN) £1 7+ (UK)
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DEVELOPER:              MERCURYSTEAM /KOJIMA PRODUCTIONS

RELEASE: 2 0 1 0

CASTLEVANIA: LORDS 
OF SHADOW

BEG BI E DOES G OTH I C  HORROR

» [PC] We’re recommend playing the PC version as it’s been 

exceptionally well optimised.

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U K  P S3 )
£ 5 +

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U K  P C )

£ 5 +

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U K  X B O X  3 6 0 )

£ 3 +

» [SNES] The map is exceptional, showing 

just have far you’ve journeyed.

» [SNES] The Mode 7 is excellent and really 

highlights you’re playing an ambitious game.

The Castlevania series has always had some 

exceptional boss battles over the years, but the 

ones found in Super Castlevania IV have clearly 

left a big impression on us. Simon Belmont faces 

a number of exotic fiends on his way to Dracula’s 

castle and the power of Nintendo’s 1 6-bit console 

meant that they leave a far bigger impression that 

the mayors from the earlier NES games. You’ll battle 

everything from a nightmarish skeletal head with a 

disgustingly ugly tongue to an impressive Mode 7 

rock Golem that shrinks in size under the strength of 

your whip attacks. And let’s not forget the dark lord 

himself who awaits you at the game’s end.
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 Curse O f Darkness is a decent stab at a 3 D Castlevania and differs 

from  the earlier 3 D gam es due to protagonist Hector having access to 

a large num ber of different w eapons. He can also gain additional help 

from  Innocent Dem ons w hich can be enhanced and evolved. W hen 

it com es to acquiring Curse O f Darkness, the cost differs depending 

on w hich version you plan to 

pick up. The PS2 outing is m ore 

easily available than the Xbox 

release and as a result prices fluctuate around £3 0 , the US 

and Japanese versions are cheaper still, fetching around 

£2 0 . W ith regards to the Xbox version, the price largely 

com es dow n to w hether you can play Am erican discs. If 

you can get the US gam e, go for it as it’s around the £1 0  

to £1 5  m ark. If you can only play a PAL version, it’s a m uch 

rarer gam e due to its sm aller print run, and ranges betw een 

£4 8  and £7 5 . No Xbox version w as released in Japan.  
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DEVELOPER: KONAMI

RELEASE: 2 0 0 5

CASTLEVANIA:CURSE 
OF DARKNESS

I S THE 3 D CURSE BREAK I N G ?

»[Xbox] Boss fights are a little clunky, but a huge 

improvement over the N64 3D games.

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U SA X B O X)
£1 0 +

EXPEXPXPECTECTEC TOTO PAPAYY

(U K  X B O X)

£ 4 8 +

EXPEXPXPECTECTEC TOTO PAPAYY

(U SA)

£ 5 0 +

EXPEXPXPECTECTEC TOTOTO PAPAYY

(J AP AN )

£ 3 5 +

EXPEXPXPECTECTEC TOTOO PAPAYY

(U K )
£ 9 0 +
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 All the GBA Castlevania gam es are worth 

ow ning but the final entry rem ains our favourite.  

It’s sim ilar in m any w ays to Sym phony Of The 

Night, featuring a levelling up system  and the 

intriguing ‘Tactical 

Soul’ m echanic 

w hich allow s hero 

Som a to absorb the 

souls of enem ies 

and then use them  

to enhance his ow n powers. Today, this GBA 

classic is pricey, w ith a cart of the European 

version costing around the £3 5 m ark. Com plete 

is even m ore expensive, w ith prices ranging 

from  £6 0 to £1 4 0 . Although the Japanese 

version sold pretty poorly it’s relatively easy to 

source and goes for around £6 8 . The Am erican 

version is sim ilarly priced. Alternatively you can 

buy a European double pack w hich includes 

Harm ony Of Dissonance for £4 0 to £9 5 .

SO YOU WANT TO COLLECT… CASTLEVANIA GAMES

I T’S BLOODY G REAT

 Even though this is easily available 

on PS4 as part of Castlevania 

Requiem , the original release still  

m anages to fetch a handsom e sum  online. If you do have a 

PC Engine and a CD-ROM add-on it’s certainly w orth seeking  

out as it’s still w orthy of your hard-earned cash thanks to  

its branching levels, anim e-styled cutscenes and a truly 

m arvellous soundtrack. If you’re lucky, you m ight be able to  

find a copy for around the £70 m ark, but £1 5 0 is the usual  

price you’re likely to play. It’s m ore likely that the cheaper 

versions you see on eBay are reproductions by PCEWorks.  

If you’re desperate to experience the gam e but don’t have 

access to a PC Engine, there’s the aforem entioned PS4  

version for £1 6 .9 9 (digital-only, sadly) the cut-dow n SNES 

offering is grossly overrated and sells for £30 0 to £50 0 on  

PAL, w hile the Japanese offering is a better deal at £9 0 .  

CASTLEVANIA 

CHRONICLES
DEVELOPER: KONAMI

RELEASED: 2001

EXPECT TO PAY:

£91 + (USA) £25+ (JAPAN) £55+ (UK)

CASTLEVANIA:  

DAWN OF SORROW
DEVELOPER: KONAMI

RELEASED: 2005

EXPECT TO PAY:

£20+ (USA) £23+ (JAPAN) £27+ (UK)

DEVELOPER: KONAMI

RELEASED: 2002

EXPECT TO PAY:

£54+ (USA) £68+ (JAPAN) £41 + (UK)

CASTLEVANIA:  

PORTRAIT OF RUIN
DEVELOPER: KONAMI

RELEASED: 2006

EXPECT TO PAY:

£1 4+ (USA) £51 + (JAPAN) £34+ (UK)

CASTLEVANIA: 

JUDGEMENT
DEVELOPER: EIGHTING

RELEASED: 2008

EXPECT TO PAY:

£6+ (USA) £7+ (JAPAN) £1 1 + (UK)

hough the Japanese 

orly it’s relatively easy to

ound £6 8 . The Am erican

owers. Today, this GBA

cart of the European

the £3 5 m ark. Com plete

e, w ith prices ranging

 I f you w ant a cheap Castlevania on the N6 4  then you 

should pick up the 1 9 9 9  original. I f your cash can stretch,  

though, w e’d advise seeking out Legacy as you get far m ore 

m ileage for your m oney. It not only w orks as a prequel to 

the first N6 4  release, focusing on new com ers Cornell and 

Henry, but also allow s you to replay Carrie and Reinhardt’s 

adventures. The gam e has been suitably rejigged, how ever, and features im proved visuals,  

new  level layouts and other im provem ents. This version also eradicates m any of the niggles w e 

had w ith the original. Legacy ’s prices 

fluctuate: the Japanese version has a 

few  language issues but is the cheapest 

at £4 5  com plete. The unoptim ised PAL 

alternative is around £3 0  for a cart, but 

usually £ 8 0  com plete. The US version is 

even pricier w ith com plete copies selling 

for £1 3 0  and often reaching £2 5 0 .

DEVELOPER: KONAMI

RELEASE: 1 9 9 9

DEVELOPER: KONAMI

RELEASE: 2 0 0 3

CASTLEVANIA:  
ARIA OF SORROW

CASTLEVANIA: LEGACY 
OF DARKNESS

 features im proved visuals,

adicates m any of the niggles w e

h the original Legac ’s prices

A G AM E W I TH REAL SOUL

BACK TO THE DRAW I N G  BOARD

» [N64] Cornell certainly has his hands full, fortunately he’s quite the fighter.

» [PC Engine CD] There are plenty of decent boss fights, including this fearsome fellow.

» [GBA] Soma has access to an impressive array of abilities.

EXPEXPXPECTECTEC TOTOTO PAPAYY

(U K )
£ 6 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U SA)

£ 4 0 +

[GBA]S h

EXPEXPXPECTECTEC TOTOTO PAPAYY

(J AP AN )
£ 6 8 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U SA)
£1 3 0 +

EXPEXPXPECTECTEC TOTOT PAPAYY

(U K )

£ 8 0 +

EXPEXPXPECTECTEC TOTOTO PAPAYY

(J AP AN )

£ 4 5 +

DEVELOPER: KONAMI

RELEASE: 1 9 9 3

CASTLEVANIA: 
RONDO OF 
BLOOD

OR YOU COULD TRY. . .
There’s another version of Rondo to consider

If you’ve always wanted to play Rondo Of Blood on the go then let us suggest Castlevania: The 

Dracula X chronicles. This PSP exclusive is a 2.5D remake of Rondo Of Blood but also includes 

the original game and Symphony Of The Night. The US version starts at £20 or £25 (the 

cheaper price being the greatest hits version) while the UK offering starts at £30. The Japanese 

version is the most expensive, often selling for over £40.

ut £1 5 0 is the usual

y that the cheaper 

tions by PCEWorks.
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EXPEXPXPECTECTEC TOTOT PAPAYY

(J AP AN )
£1 5 0 +

CASTLEVANIA: HARMONY  

OF DISSONANCE
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There’s on ly one Dream cast fi sh ing gam e that w as released in  

every terri tory, so i t’s the on ly one w e can real ly describ e as 

essential .  Lucki ly, that particu lar gam e is pretty special .  Sega’s 

take on fi sh ing d i tches the hours spent on co ld riverbanks 

and just concentrates on the thri l l s – the strugg le b etw een the 

fi sherm an and h is nex t b ig  catch . The arcade presentation sti l l  

ho lds up w el l ,  w i th  detai led underw ater environm ents, driving  

gu i tar m usic and an excitab le announcer w ho m akes every sing le 

th ing sound l ike i t’s the m ost thri l l in g  event o f your l i fe. I t’s just 

g loriously si l l y fun , in  that classic Sega co in -op trad ition .  

ESSENTIAL GAME  
SEGA BASS FISHING
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PERIPHERAL VISION: FISHING CONTROLLER

Fishing 
Control ler

T
here are a w eal th o f app l ication -specifi c 

accessories out there in the w orld o f 

retro gam ing . Som e, like steering w heels and 

lightguns, m ake reasonable sense due to the 

num ber of gam es that use them . O thers, like dance 

m ats and guitar controllers, serve to highlight the 

popularity of a particular gam ing fad. And then there’s 

the Fishing Controller.

Created to accom pany Sega Bass Fishing ,  the hom e 

conversion of Sega’s surprisingly popular arcade fishing 

gam e Get Bass,  the Fishing Controller is designed to 

resem ble the business end of a fishing rod. There’s a 

handle, analogue thum bstick and buttons for your left 

hand, and a rotary device for your right hand to reel in 

the big ones. Additionally, the controller features m otion-

sensing functions and built-in vibration. Six fishing gam es 

w ere released for Dream cast: Bass Rush Dream ,  Lake 

M asters Pro,  Reel Fishing : W ild,  Sega Bass Fishing ,  

Sega Bass Fishing 2  and Sega M arine Fishing.  O f these,  

only Sega Bass Fishing w as ever released in Europe.  

The official device isn’t so com m on in Europe as a 

result, and it’s easier to find third-party versions, but the 

controller w orks just fine across all regions so it’s okay to 

pick up a Japanese or Am erican m odel.  

» PLATFORM: Dream cast  » RELEASED: 1 999  
» COST: £59.99 (launch, with Sega Bass Fishing), £1 5+ (boxed/unboxed)

■ Two non-fishing gam es also work 

with the Fishing Controller. Soul Calibur 

al lows you to swing your sword by 

swinging the controller, and Virtua 

Tennis al lows you to swing your 

racquet the sam e way.

Fishing 
Control ler fact



Alex Verrey and his screen persona Big Boy Barry were 
stalwarts of gaming television in the Nineties. Meet the 
man who made fluorescent green tops cool. Sort of…

Words by Paul Drury

Is th e h igh ligh t o f y our career b eat in g Dave 

‘T h e G am es A n im al’ Perry  at S treet Figh ter II 

on  n at ion al te lev ision ?

Yes. But it w as just another day at work for the 

Big Boy [giggles].

Have y ou seen h is sh ow  on YouTu b e?

He’s actually asked me to be on it and get 

tattooed live on camera w hile we chat about the 

old days, but I’m too scared to get a tattoo. D ave’s 

a good guy and I’ve got nothing against people 

w ho put themselves out there. At least they tried 

– better than sitting at home being ‘Joe C ritic’. 

D o y ou st ill g et recog n ised  as Big Boy  Barry ?

Yes, and it surprises me w henever it happens. I 

get asked for selfies, and my w ife thinks it’s weird 

but I think it’s humbling. I haven’t changed a lot, 

I suppose. You see those, ‘W hat The kids From  

The G oonies Look Like Now ’ [articles online ], and 

you’d have no fucking idea if you were sat next to 

them on the train. But me, I’m still an overweight 

gamer w ho likes to laugh. 

W ell, w e reckon th at th ere are w orse w ay s 

to b e rem em b ered !

Big Boy Barry is still very much a part of me. I 

have a personalised ‘BBB’ number plate and my 

luggage is monogrammed BBB. I’m very thankful 

for it, and I don’t shy aw ay from it. 

Read er M atO fT h eD ead  w an ts to kn ow  

w h ere th at p erson a cam e from ?

W hen Hew land International started talking about 

this new G ames W orld show for Sky, they w anted 

to have house champions called ‘V ideators’, 

an obvious take on G ladiators w hich w as big 

at the time. They got me on board and the 

original persona w as a rip-off of Harry Enfield’s 

‘Loadsamoney’ character – this Essex w ideboy. 

He w as going to be a villain, saying he w as great, 

you were crap…  but it w asn’t working so it 

morphed into a more likeable character, a playboy 

gamer w ho w as pretty unbeatable. 

T h ese d ay s y ou w ould  p ro b ab ly  g et accu sed  

o f b o d y  sh am in g w ith  a n am e like Big Boy.

The original name w as actually Fat Boy!  [Laughs]. 

I w as a 15 -year-old kid still at school and I didn’t 

w ant to be know n as Fat Boy. Jesus, it w as 

hard enough grow ing up as a big guy. I didn’t 

feel comfortable w ith it and neither did D avid, 

so we changed it to ‘Big’ and then Barry w as 

added at the end. 

BIG BOY BARRY

A lex Verrey  was only  
14 years old  w hen 
he app eared  as a 
contestant on C hannel 4’s 
G am esM aster, b ut h is 
S onic skills caught the eye 
of T V  executives and  soon 
he was app earing regularly  
on S ky ’s G am es W orld  as 
elite gam er Big Boy  Barry. 
He went on to front his 
ow n segm ents alongsid e a 
pre-fam e David  W alliam s 
and presented  IT V ’s T IG S  
w ith G ail Porter. He m oved  
into v id eogam e PR in the 
Noughties and  is currently  
C EO  of h is ow n com pany, 
Little Big PR. W hen we told  
A lex that m ore read ers 
had  sub m itted  questions 
for h im  than for any  of our 
In  T he C hair in terv iewees 
since M atthew S m ith  
a d ecad e ago, he was 
genuinely  surp rised . 
“ W ow, I’m  truly  hum b led,”  
he grinned . “ T hat’s lovely  
to hear. I supp ose that I’m  
the right d em ographic for 
your m agazine! ”
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» Alex very much embraces his Big Boy Barry past – his PR 
company is even called Little Big PR.



I haven’t changed 
a lot. I’m still an 
overweight gamer 
who likes to laugh 
Big Boy Barry



say something and one of them would burst out 

laughing… you’d hear the director shout ‘action’ 

from another room! Yeah, there was a lot of hero 

worship from me because I thought he was the 

funniest person in the world. I’d tell him every day 

he should be a superstar.

Reader psj3809 asks if you keep in touch 

with David and other stars of the show?

I’ll text David from time to time and I keep in 

contact with some of the Videators like Rik 

Henderson [The Violet Blade] and Mr Mathers, 

the Megabyte Millionaire, who’s an old friend I 

have known since school. I have bumped into 

Bob Mills [the presenter for the first three series] 

a few times, too.

On-screen, Bob always looked like he was 

rather above it all. Did he get exasperated at 

having to work with these amateurs?

Yes he could. He really didn’t get videogames 

and didn’t really give a shit about them but he 

wasn’t apathetic about the work – he cared about 

how he presented the programme and that made 

him a good entry point for those who weren’t 

fantastically into games. I look back and think he 

was inspired casting. We’d shoot three episodes 

in a day – the contestant shows and the ‘Beat 

The Elite’ weekly finale – and that was a long 

day. Some Videators were stronger than others 

when it came to their performance and, yeah, Bob 

would get pissed off if they fluffed their lines. I 

don’t wanna toot my own horn but I think he was 

pleased when I was on the roster because we 

always had fun together. 

Maybe that’s because this wasn’t your first 

time on television. Didn’t you appear on the 

first series of GamesMaster back in 1992?

[Laughs]. I have Teletext to 

thank for my career. How 

many people can say that? 

That was the source of 

breaking news before the 

internet and there was a 

call for audience members 

»  The Big Boy wasn’t quite big enough to take on The Ultimate Warrior.
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Is the David you are referring to David 

Walliams, who would go on to find fame 

with Little Britain with Matt Lucas?

Yeah, he was a researcher on the show and 

helped develop the character. If you watch ‘Peep 

Parlour’ [the tips section of Games World] it really 

was a testbed for his crazy character work and the 

voices he made up – you can definitely hear Lou 

[of Little Britain’s Lou and Andy]. The budget was 

nonexistent so he created all these characters 

from a bag of tawdry joke shop props.

And frequent nudity.

Oh he loved nothing more than getting naked 

just to piss people off. He’s an exhibitionist and 

doesn’t really care about offending people if it 

serves the comedy. There would be people on the 

corporate side with their head in their hands at 

what he was doing. 

Did you get in trouble?

Regularly. We’d get notes from the higher ups… 

like, his ‘Lesley Luncheonmeat’ character had an 

obsession with Ewoks, which were all his own 

gags and full of innuendos, and we were told 

we needed to scale it back. His response was to 

replace a whole section of the next show with 

him discussing in detail an Ewok village he’d built. 

For five minutes. On a videogame show. If you 

push him, he’ll butt back!

You sound like you were good friends.

Without a doubt but he’d piss me off as well, 

especially on ‘Barry’s Joypad’. Every scene I did 

with him I’d be corpsing because he’d bring in 

something different each take. The director would 

have shouting matches with him. Often they 

would set a camera running and the crew would 

have to leave the room because David would 

»  The enduring love for Big Boy Barry meant he even appeared in the Daily Mail in 2011, 

alongside some chap called David Walliams who apparently did alright for himself.

for this new show they were filming called 

GamesMaster. The first series was set in a big 

church in the East End [of London], the arse-end 

of nowhere, they were shooting in term time 

and there was no buzz about the show yet. They 

had real trouble getting an audience along. If you 

watch the first few episodes, you’ll see they only 

really shoot the first few rows of the audience and 

then switch people around. Hilarious.

So you were originally just going to be in 

the audience? 

Yeah, me and Martin Mathers applied for tickets 

and we were going to bunk off school. They came 

back to us and asked if we had gaming skills so 

we got on the show that series as contestants!

During your appearance, you come across as 

quite cocky by asking for your challenge to 

be made harder.

I was definitely a cocky kid, but that isn’t how 

that happened! They had set me the challenge 

of collecting 150 rings in two minutes on the 

second stage of Sonic The Hedgehog and I had a 

month to get ready. I spent every minute I could 

practising. A week before filming, they phoned 

me to see how I was doing and I said I was up to 

160 rings. Then when I got on the show, Dominik 

Diamond [the presenter] said, ‘So you’ve asked 

us to increase the challenge to 160 rings, eh?’ 

»  [ZX Spectrum] Alex received Samantha Fox Strip Poker for 

the Spectrum aged 6. It was soon confiscated by his parents.



I was as shocked as anyone! I suppose it made 

for better television…

And you managed to do it!

It was a sliding doors moment. My career 

could’ve been so different. You see, you have 

to start with a spin on that level. They started 

filming, I messed up the spin and I died 

immediately with no rings. I was almost in tears. 

They could have, and perhaps should have, left 

it at that – and my television career would have 

been over in two seconds. Thankfully, I heard this 

voice from the gods saying, ‘I think he deserves 

another go at that.’ It was the director, and on my 

second go I smashed it.

Do you still have the Golden Joystick you 

won for completing the challenge? 

I’m looking at it as we speak! I’m very proud of it. 

Have games always been a passion?

For as long as I can remember being alive. It was 

all about finding arcade machines on holiday. I can 

remember taking 2p pieces over to Spain because 

the coins were the same size as the pesetas you 

put in the machines over there. Always thinking is 

the Big Boy! 

Did you have any computers or consoles to 

play games on at home? 

We had a Pong machine at home and then we got 

a rubber-keyed Spectrum 48K one Christmas. We 

were a Spectrum household and I was obsessed. 

Manic Miner, Hungry Horace, Harrier Attack… and 

our granny bought us Sam Fox Strip Poker without 

realising what it was. My parents confiscated it. 

I was six years old and devastated they’d taken 

away a game and I just didn’t know why. 

So games were always part of your life, but 

was acting too?

I do come from a theatrical family. My grandfather 

was a singer in the war. He was of Polish 

Jewish descent and he performed as ‘Bernard 

Kanarienvogel The Singing Canary’. That wasn’t 

a good name to have in lights at that time 

so he had a favourite restaurant called 

Verrey’s and changed it to that. My dad 

was a keen actor and wonderful singer, and 

my cousin David Verrey is a professional 

actor. He was in Knightmare back in the day 

and in Game Of Thrones recently. And he was 

the first Slitheen you saw in Doctor Who!

Impressive, but what about you?

I had drama lessons as a kid and used to 

perform in shows with my dad. I was an extra 

in some ITV shows as a child but nothing big.

So was it a surprise when a year after 

appearing on GamesMaster, you got a call 

about this Games World show?

I thought it was a wind up! It came totally out the 

blue. When I got the gig as Big Boy Barry, I was 

15 years old and still at school and it did cause 

problems. Initially, it was just going to be five or 

six performances with a day rate of £70, I think, 

which was a pittance but I was thrilled to be 

doing it. When the show aired and my character 

started gaining traction, they began bringing me 

in for more filming through the series and that 

meant taking time off school. The local council 

and my school were not happy with that. I had 

GCSEs coming up! I’d have to go to school in the 

morning and run out in the afternoon to shoot my 

Big Boy stuff. It was quite bizarre.

We’ve been revisiting Barry’s Joypad and 

BTV and we’ve seen you in drag, David 

Walliams in Union Jack pants and the 

Games Mistress in leather mixed with news, 

reviews and serious segments on the latest 

VR headset. It was a real mishmash of stuff.

[Laughs]. I remember David and I once stole a 

document from the studio that described BTV as 

a mixture of Going Live, Tiswas, Noel’s House 

Party and basically every light entertainment 

programme ever with Tomorrow’s World and 

News At Ten. We found that hysterical. No one 

could really define what our show was about.

FIVE TO WATCH

DAVID PERRY
“We did a feature with ‘the 

other Dave Perry’ who was at 

Shiny at the time, and what a 

nice guy he was. We was ferrying 

me round LA in his convertible 

with his beautiful wife, then 

drinks by his pool. It was the 

stuff dreams are made of!”

STAR TREK
“I’m a huge Trekkie” Alex 

admits, “and for one of the 

last episodes of BTV we shot 

a feature at the Star Trek: 

Generations premier. I got to 

interview Patrick Stewart and 

all the stars! I was meeting my 

heroes and it didn’t disappoint.” 

Alex picks his 
TV highlights

MUHAMMAD ALI
“I did a feature for Barry’s 

Joypad on a boxing game for the 

Mega Drive with Ali and got a pair 

of gloves signed by him,” Alex 

says. “Having a TV show when 

you’re a kid can make you blasé 

but I did realise how awesome 

that was at the time.” 

GAMESMASTER
“I was only 14 years old and 

that was the day that changed my 

life,” Alex remembers of his TV 

show challenge. “Most humans 

only get one or two opportunities 

to go on a real life- changing 

situation and winning that Sonic 

challenge was one of mine.” 

HULK HOGAN
“I got to interview Hulk Hogan 

and we had lots of fun with each 

other. And I did this show called 

Mad For It where I played Pie 

Boy, who would throw custard 

pies at kids like in Tiswas and I 

got to have a fight with Bam Bam 

Bigelow from WWE!” 

That left it pretty open to do what you 

wanted, then!

It really did and we were a nice little team. It 

was the same production company that did 

GamesMaster but different teams and there was 

always some rivalry. They were the Channel 4 

‘premier’ show that had a big budget and we felt 

we were doing more fun stuff and could get away 

with more – as long as it got through the Sky 

censors. Sometimes it didn’t. There were times 

when 30 minutes before air we were told we had 

to take out some of Walliams’ double entendres. 

 

You mean lines like, ‘I’ve got some pork that 

could be right up your alley’?

Yeah [laughs] but that one got through, obviously. 

As long as we were getting good ratings, they 

»  Alex still occasionally adopts his Big Boy Barry persona. 

Here he is in character at EGX3.

I have Teletext to 
thank for my career. 
How many people 
can say that?
Big Boy Barry
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IN THE CHAIR: BIG BOY BARRY



were pretty happy with us, though, and it did 

evolve. Barry’s Joypad was the first year and BTV 

was the second and that was much stronger. 

We’d do things that were serious and quite 

technical and others that were insane. I’m not 

sure we’ve seen anything quite like it since. 

The game reviews did not pull any punches. 

Did you ever upset a publisher with one of 

your scathing verdicts?

Because it was TV, which is kind of the crown 

jewels for any PR, just getting on TV in any form 

was seen as kudos. That gave us the upper 

hand. I’m sure many publishers were pissed off 

with the scores we gave their games but if they 

complained, we just wouldn’t feature them again.

Cheats also feature heavily in your 

programmes. Did you pester game 

developers for secrets to share on-screen?

I think the researchers just scoured magazines for 

interesting cheats and then got random kids to 

ask for help. The kids on camera has no idea what 

they were asking for! I mean ‘The Peep Parlour’ 

in the first series of Games World which Barry’s 

Joypad replaced had whole walkthroughs, not just 

cheats. Kids would videotape the show and use it 

to get through games. No internet back then!

Reader Ulrich7ad wants to know if getting 

your own show caused any tension or 

jealousy with your fellow V ideators? 

Yes it did. They dumped most of the Videators 

from the first series and the new guys that joined 

for series two were keen to prove themselves. 

Some just said, ‘I want what you’ve got,’ and 

I respect them for that. Generally we got on 

but yeah, there was 

some tension.

Did you feel pressure to keep on top of your 

game as a V ideator?

Absolutely. The first series was a dream for 

me because most of the Videators came from 

a theatrical background and were terrible at 

games… and those hired because they were good 

at games fell apart on camera through nerves. I 

was comfortable on camera, was a solid gamer 

and the contestants weren’t that great because 

it was an unknown show. I sailed through… then 

everything changed for series two and three. The 

show was gaining popularity so the calibre of the 

contestants and the Videators went up. Plus I had 

my own show and I felt the pressure to do well 

on Beat The Elite to reinforce the Big Boy Barry 

character. I had to win! To their credit, Hewland 

didn’t fix the shows – if you lost, you lost.

So the producers never fixed it to let the 

contestants win?

Never… well, apart from the final. The prize was 

an arcade machine and everyone wanted to see 

the kid go home with that. So during the grand 

final in series three, my character in NBA Jam 

stands still for a minute. Intriguing, eh? [Laughs] 

I’ll leave at that.

Reader Fataddick wants to know which 

V ideator was your biggest rival?

Backstage, everyone was keeping track of 

which Videator was winning, so yeah there were 

rivalries. Everyone wanted to be number one. 

The Violet Blade was always popular and in my 

opinion, Mr Mathers was the best gamer on the 

show. I felt the pressure because I’d often be 

filming my show and just didn’t have as much 

time to practice.

»  Big Boy Barry realises he shouldn’t have eaten that last mushroom…
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For every Smells Like Teen Spirit there’s 

an Achy Breaky Heart so we asked Alex 

if anything he’d done in the Nineties now 

left him squirming with embarrassment? 

“Mainly my own performances,” he 

laughs. “I could’ve used some acting 

lessons back in the day. Big Boy Barry 

would always have babes on his arm and I 

don’t think we’d do that these days. There 

was far less sensitivity about that kind of 

stuff back then. There are things I look 

back on with regret, like I wish I’d sat in on 

the edit more, I wish I’d got more involved 

with the scripts… but that’s what happens 

when you’re given your own show at 16. 

It’s hard to take it all in. The fame side 

probably went to my head a little bit. I 

don’t think I was ever an arsehole but I 

could’ve learned more.”

ACCEPTABLE IN 
THE NINETIES

»  Big Boy Barry would invariably be seen with a mobile glued to his 

ear in the Nineties – this one is actually one of his smaller models.

»  Alex still has the Golden Joystick he won on GamesMaster thanks to his Sonic skills.

Appearing as a contestant on 
GamesMaster was a sliding 
doors moment. My career 
could’ve been so different
Big Boy Barry



Reader Shinobi asks why you weren’t a 

Videator on series four?

The show had been off air for a few years and 

was recommissioned as a morning show. I’d 

done a show with Gail Porter called TIGS [The 

Interactive Game Show] and I wanted more to 

do than the Beat The Elite role so I became a 

commentator along with Dave Perry throughout 

that series. I was really happy with that – and 

they did bring me back as a surprise Videator 

in the Grand Final! They kept that a big secret. 

I wasn’t allowed to dress up as Big Boy Barry 

until they started filming so it was a real surprise 

for the contestant. 

Why didn’t Games World never returned for 

a fifth series?

I wish I knew, my friend. The ratings were high 

and it was still really popular. All signs were 

pointing to another series but I think Hewland has 

different ideas about their direction. 

The Barry Show did return in the late 

Nineties on Sky’s Computer Channel (later 

renamed .tv), though.

It was sweet they called it a channel because it 

only broadcast for two hours a day at the start 

[giggles]. It was fronted by Will Hanrahan, a 

regular face on daytime TV back then, and it 

was supposed to be a serious look at computers 

for the whole family with a kind of Tomorrow’s 

World feel. I wish they’d relaxed that so we could 

have more fun with it. I did persuade them to 

have a games-themed evening show but I had to 

wear a tie, goddammit!

Given the popularity of videogames, are 

you surprised they still don’t often get 

on television? 

Since the Games World days, I’ve been involved 

with so many pilots and scripts for shows, 

pitching ideas to TV executives and very little ever 

came of it. It’s a shame because the audience 

could be massive. I still think execs don’t know 

how to handle games. They’re scared of them. 

They see the popularity of YouTubers streaming 

games and ask the very real question of what TV 

can do beyond that? News and trailers don’t have 

the importance they used to have because of the 

internet. They get that games are huge but don’t 

see how to tap into that. 

Are there any videogame shows that have 

impressed you since then?

I thought Go 8 Bit was good and I’m a big fan of 

Gameswipe. I think I featured in it once? Charlie 

Brooker is a genius and if you’re reading this 

Charlie, give me a call! 

You have appeared on Digitiser: The Show. 

Did it remind you of the anarchy of those 

BTV days? 

It did and that’s on the right track. I’m a fan of 

Paul Rose and it’s astonishing what he’s done 

with almost nothing. It’s like he willed that show 

into existence. I wonder what would happen if you 

applied a big budget to that kind of sensibility…

Could Big Boy Barry be the one to front 

something like that?

I am speaking to some people right now about an 

idea for a games show. I think you have to tap into 

the culture and do something you can’t already 

get on the web.

I mean you have ‘presented more games 

television than anyone else in the country’.

[Laughs] I came up with that line a while ago and 

I’m still waiting for anyone to dispute it! I mean, if 

you’re including the likes of YouTube or Twitch, I 

haven’t, but in terms of ‘proper TV’, I think I hold 

onto that crown. 

The Big Boy puts his 
massive mobile down to 
answer your questions

FATADDICK: Are you and 

Charlene still together?

Romantically, I’m afraid not. She was 

one who slipped through the fingers! 

I’m still good friends with the lovely 

Sarah Phillys, who played my girlfriend 

Charlene. She’s very happily married 

and has a wonderful family. 

SHINOBI: Was it true that The 

Executioner (Videator Gary Harrod) 

wore the mask because he was 

very shy?

Yes it was! He was a bit of a hero of 

mine – back then, videogame journalists 

like Gary were our PewDiePies. I was 

in awe! Gary loved his job and was an 

incredible gamer but he really didn’t like 

the cameras. They made the genius move 

of putting him in a mask so he could hide.

ERIC: How are your EA Hockey 

skills today?

MERMAN: Have you ever had to 

do PR for a game you hated?

[Laughs]. On ‘Beat The Elite’, the 

contestant hit a button with a mallet and 

it was supposed to be random which 

Videator they had to face – but it can’t 

be because you need them all ready 

for filming! As soon as they announced 

which game they would be playing, you 

just knew which Videator it would land 

on, and if it was EA Hockey or Sonic you 

knew you were about to get some Big 

Boy! I loved EA Hockey and still think it’s 

never been bettered… and I’m confident 

I can take down any of your readers. 

YOU ASK
THE Q UESTIONS

»  Big Boy Barry shows that he’s still got the gaming skills at EGX1.

Absolutely. That’s part of the job. Hated, 

though, probably not – we get loads of 

emails daily from people asking us to 

do PR and if we think their game is dire, 

we will be honest and say we don’t 

think it’s going to succeed whatever we 

do. And we’ve turned stuff down when 

it has a dubious moral sensibility. There 

was this ‘seduction’ game and we just 

didn’t want to be associated with it.
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»  NEO GEO  »  1999  »  SNK  

I’m usually on the receiving end of a lot of ‘kids 

these days’ rants, despite being in my thirties – 

such is life as a millennial. You’ve probably heard 

about us in the Daily Mail, where we’re accused 

of being snowflakes and killing doorbells. For 

that reason, I try not to moan about what I perceive as youthful 

ignorance, but online reactions to the inclusion of Terry Bogard in 

Super Smash Bros Ultimate have flipped the switch and now I’m in 

full Grandpa Simpson mode.

The most prominent complaint that I’ve seen has been that Terry 

somehow doesn’t deserve the spot. “ Literally who is Terry Bogard, 

what is Fatal Fury, WTF is SNK,”  says one Smash fan. “ No one even 

knows that flop character outside of Japan,”  says another. These are 

real things that actual human beings have said. It’s kind of astonishing 

– SNK has been one of Japan’s most prominent developers, its 

hardware was the backbone of the Nineties arcade market. Terry 

Bogard has been in dozens of games – and ironically, more of them 

are crossovers than actual Fatal Fury games. Hell, Terry is a marquee 

inclusion in The King Of Fighters series – not only the first major 

crossover fighting series, but one of Super Smash Bros series director 

Masahiro Sakurai’s arcade favourites. Worse yet, people are saying it’s 

impossible to memorise his moves and that “ any character with inputs 

is poorly designed”  – never mind the fact that you can use Smash-style 

commands instead of Terry’s Fatal Fury move inputs.

But you know what really worries me? This shows that these kids 

have never played Mark Of The Wolves. They don’t have to be a 

lost generation, though – there’s a Switch version available. We can 

teach the youth, wean them off wavedashing and teach them about 

the beauty of the Just Defend and the Tactical Offensive Position 

mechanics. Once they look past the fact that he’s wearing different 

clothes, they’ll see how well those clothes are animated. Hopefully, 

when they discover a classic of the fighting genre, they’ll have a little 

more respect for SNK – and maybe explore what else Smash’s historic 

characters have to offer. 

THE KIDS AREN’T ALRIGHT

Garou: Mark 
Of The Wolves



Shenmue III

PICKS OF 
THE MONTH

DARRAN
Xeno Crisis

It’s 2019, I’m playing a 

new arena shooter on the 

Mega Drive, and it’s great 

fun. What a fantastic time 

to be alive!

DREW
Pokémon Sword

The ‘Dexit’ debacle has 

ticked a lot of people off, 

but not me. I’m loving this 

Pokémon-themed love 

letter to the UK.

INFORMATION

�   RELEASED: 

OUT NOW

�   PRICE: 

£54.99

�   PUBLISHER: 

DEEP SILVER

�   DEVELOPER: 

YS NET

�   PLAYERS: 

1

BRIEF HISTORY

� The original Shenmue games 
were key exclusives for the 
Dreamcast, and while they sold 
reasonably well, they could never 
justify their huge budgets. But 
players that loved them couldn’t 
accept that the cliffhanger ending 
of the second game would never 
be resolved, and spent years 
campaigning for a third game. 
In 2015, Yu Suzuki launched 
a Kickstarter for the game in 
a memorable presentation at 
Sony’s E3 conference. That 
raised a record $6.33 million, and 
fan funding rose to over $7 million 
with ‘slacker backers’ accounted 
for. The finished game is finally 
here, almost two years after 
the projected December 2017 
release date.

But for all the odds against it, 

Shenmue III is here, and it is a faithful 

follow-up to its forebears. The rhythm 

of the game is essentially the same, 

as Ryo spends the majority of his 

time investigating the disappearance 

of Shenhua’s father and occasionally 

getting into fights. When he’s not doing 

that, there are a range of distractions 

available to him – he can earn money by 

splitting logs, gathering herbs or fishing, 

or he can hone his martial arts skills by 

training and sparring. He can have fun 

playing in the arcade, buying capsule 

toys and gambling, or he can take on all 

manner of side quests from the people 

he meets. It’s not the biggest open 

world, but it’s quite dense.

O f course, this means that if you’re 

not a fan, you shouldn’t expect to 

love this. Everything that was divisive 

about the older games has returned, 

and in some cases they’re back with 

a vengeance. Shenmue III is so slow-

paced that it outdoes the original game, 

which is quite an achievement. The 

English voice acting is still decidedly 

ropey, and QTE sequences can still 

prove to be an unwelcome interruption 

during cutscenes. If you got annoyed 

trying to catch leaves in Shenmue II, 

chasing after chickens here will irritate 

you to no end.

That’s not to say that nothing has 

changed, though the evolution is subtle. 

The frequent loading breaks of old are 

Here’s a sobering 

thought: it’s been 

18 years since we 

left Ryo Hazuki 

in the cave he 

found at the end 

of Shenmue II. In that long period 

of time, we have seen famously 

protracted developments such as 

The Last Guardian through from start to 

finish, and even Duke Nukem Forever 

completed its nightmarish 14-year 

journey in the interim. And with fan 

backing for Shenmue III reaching into 

the millions of dollars, it’s safe to say 

that Yu Suzuki’s follow-up has a certain 

level of expectation attached to it – one 

that it could perhaps never live up to, 

especially given that the game has a 

lower budget and smaller team than its 

pioneering Dreamcast predecessors.

 » [PS4] The locations that Ryo and 
Shenhua spend their time in are 
definitely the graphical highlight 
of the game.

 » [PS4] Training solo builds Ryo’s endurance, 
while sparring with others lets him develop his 

attacking techniques.
MAYBE I SHOULD GET ANOTHER?

>>  Shenmue 
III finally 
arrives, four 
years a�er 
it was first 
announced. 
Has it been 
worth the 
long wait? 
Elsewhere 
in this issue, 
Darran takes 
a look at a 
brand-new 
Mega Drive 
game and 
checks out a 
couple of new 
retro books
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 » [PS4] The action 
intensifies as Ryo chases a 
pair of thugs through the city 
streets of Niaowu.

SHENMUE II �DREAMCAST�

SOMETHING OL D

YAKUZA 0 �PS4, PC�

SOMETHING NEW

WHY NOT TRY

replaced by a seam less open world, 

and controlling Ryo is far less of a chore 

than it was in the past. Item s of interest 

are highlighted by a nice red glow, and 

an exclam ation m ark icon alerts you to 

any potential side quests. Additionally, 

there’s a greater sense of purpose to 

everything that Ryo does – you could 

buy drinks and snacks in the past, but 

eating and drinking now restore Ryo’s 

health. Arcade gam es are m ore than 

just a distraction, awarding tickets to 

redeem  for rewards. And thanks to the 

experience system , it’s easier to gauge 

the effect that your training efforts are 

having on Ryo’s perform ance.

The com bat has been overhauled 

too, seem ingly with a view towards 

sim plifying things for traditional RPG  

fans. Rather than the old m ethod 

of using directional com m ands and 

buttons to pull off m oves, you now use 

button inputs pretty m uch exclusively, 

and you can assign m oves to R2 to 

ease things further. You can also heal 

yourself in battle using the expensive 

Snake Power drink, and dodging enem y 

attacks only requires a well-tim ed flick 

of the analogue stick. There has been 

som e loss of depth as a result – m ost 

notably, there’s no throw button now – 

but the new ability to target individual 

foes during group fights is very 

welcom e, and the cam era is broadly 

less wayward than it was in the past.

But the m agic of Shenm ue was 

always that it allowed you to absorb 

yourself in the everyday life of a place 

and tim e far rem oved from  your own 

experience, and this is still true. The 

fields and rivers of Bailu often look 

beautiful, and as you’d expect, its 

villagers still have their own routines. 

You now get to learn all of their nam es 

too, and while their character m odels 

are often quite rough (a factor of 

the relatively low budget, no doubt), 

they’re a joy to get to know if you’re in 

tune with their slow pace of life. The 

atm osphere is just rather cosy – it’s 

nice to com e hom e to Shenhua every 

night and see her and Ryo learning 

m ore about one another. O f course, 

once you reach Niaowu, the bright 

lights reflecting off the water create 

som e am azing scenes, too, and this 

city is m uch m ore welcom ing for those 

who enjoyed the hustle and bustle of 

Hong Kong in Shenm ue II.

More than anything this is a gam e 

for the fans, and if you’ve waited 

patiently to see Ryo’s story continue 

this gam e will satisfy you, even though 

it doesn’t conclude the tale. O f course, 

you probably m ade your m ind up about 

buying Shenm ue III back in 2015. But 

for potential Shenm ue newcom ers, this 

is the easiest entry point to the series 

– there’s a recap m ovie to get you up 

to speed with the story so far, and it’s >>  Score 7 2 %

 » [PS4] Splitting logs is just one of many part-time jobs, with a fan favourite returning later in the game.

 » [PS4] All your favourite distractions are back, including the eternally compelling capsule toy machines.

less clunky than its recently reissued 

predecessors. If you enjoy taking your 

tim e with a gam e and diving into the 

distractions it offers, you’ll love it. Just 

be warned that it is an extrem ely slow-

paced gam e, and if that’s not what 

you’re after then you m ight find yourself 

better served with som ething like the 

Yakuza series, which offers a sim ilar 

experience but with a greater em phasis 

on action and fast-paced dram a. 

In a nutshell 

Despite the financial constraints, Yu  

Suzuki has delivered an authentic 

Shenm ue experience with today’s 

technology. Like any Shenm ue 

experience, that will m ake it  

divisive – but those of the right  

disposition will love it .
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INFORMATION

�   RELEASED: 

OUT NOW

�   PRICE:  

£1 09.99

�   PUBLISHER: 

RETRO GAMES LTD

�   DEVELOPER: 

IN�HOUSE

�   PLAYERS: 

1 �2

BRIEF HISTORY

� Originally launched as an 

I ndiegogo project in 201 6, 

TheC64 received only $1 00,61 1  

of its $1 50,000 goal, but kept 

the funding as it was a flexible 

goal rather than all-or-nothing. 

The mooted December 201 6 

release date was missed by a 

w ide margin, and the project’s 

initial release was TheC64 

Mini in March 201 8. TheC64, 

the version reviewed here, has 

changed in spec somewhat over 

the last three years, dropping 

the cartridge and USB slots and 

moving to a full-size recreation of 

the original system, instead 

of the proposed slim line form. 

The promised handheld version, 

The 64 SX, has yet to be released.

extrem ely w ell. The box contains 

everything you need to get started – 

the m achine itself, plus the joystick,  

a M icro USB cable for pow er and a 

HDM I cable for video. Pleasingly, the 

m achine doesn’t follow  the recent 

trend of skim ping on plug adapters 

for the USB pow er cable, and a  

m ulti-region one is included. There’s 

an authentic-looking quick start m anual 

in the box, too. The m achine itself is 

a full scale recreation of the original 

Com m odore 6 4 , and feels just as 

you’d hope. As w ell as the pow er and 

video ports, the system  includes four 

USB slots, enabling you to connect 

tw o joysticks, an external keyboard 

and a m em ory stick should you desire.  

That’s a big step up from  the previous 

m achine, w hich only had tw o slots.  

There’s no w ay to connect original 

A coup le o f years 

ago, Retro Gam es 

Ltd released TheC6 4  

M in i , and w e broad ly 

l iked i t. The 5 0 %  

scale recreation of the 

classic 8 -bit com puter offered a decent 

selection of gam es and the ability to 

load your ow n, as w ell as clean 7 2 0 p 

video output and a good range of 

options. How ever, it w asn’t a perfect 

experience. Loading your ow n gam es 

w as a bit unw ieldy, the virtual keyboard 

interface w as a bit clunky, and the 

bundled joystick w asn’t m uch fun to 

use. The good new s is that the full-size 

version of TheC6 4  rectifies m ost of the 

problem s that w e had w ith the older,  

sm aller device.

As w ith the previous m achine, the 

exterior and presentation are handled 

 »[TheC64] Galencia might not be truly old, but the 

arcade blasting is so good that you won’t really care.

 »The fully usable keyboard makes playing some games 

a lot easier compared to the Mini version.

 »[TheC64] The impressive Nebulus is one of the highlights of the game list.  »[TheC64] Gridrunner is one of only two VIC-20 games built into the system.

»The fully usable keyboard makes playing some games

TheC64
BUILDING A BETTER BREADBIN
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games, some of which are not exactly 

self-explanatory. And while the price 

seems pretty reasonable to us, the 

inclusion of only one joystick might 

seem a little stingy compared to the 

SNES and Mega Drive mini consoles, 

both of which were quite a bit cheaper 

and included two controllers – but of 

course, you can use both keyboard and 

joystick if the game supports that.

With solid improvements from its 

predecessor and few major faults, 

TheC64 is amongst the better classic 

gaming machines we’ve tested. It’s 

a bit more expensive than most – 

particularly TheC64 Mini, which we’ve 

seen for as little as £30 lately – but 

if you love the Commodore 64, it’s 

definitely worth a look. 

 

In a nutshell  
TheC64 is a solid step up from 

its miniaturised predecessor, 

correcting most of that machine’s 

flaws and introducing some good 

new features. In an increasingly 

competitive field, it stands out as 

being worthy of praise.

that is much easier than the mini’s 

original method of loading external 

games, though we understand that 

was updated post-launch. However, 

it took a few tries to find a USB stick 

that would actually work with the 

system – you may wish to bear this in 

mind and perhaps research supported 

sticks before buying. You can also boot 

into classic mode and write your own 

game for either machine. The addition 

of the older Commodore machine is a 

welcome bonus, though obviously the 

system’s library isn’t as vast as that of 

its more successful sibling.

But the big improvement this time 

around concerns control. Having 

access to an authentic keyboard is 

awesome, but we’re actually even 

more impressed by the improvements 

to the joystick. The new model is 

cosmetically similar and offers the 

same number of buttons, as well as 

a joystick with a similarly short throw, 

but it’s fully microswitched – stick and 

buttons. That little bit of extra feedback 

made the world of difference to our 

perception of responsiveness and 

control, though it does mean the stick 

is much noisier when in use. If that’s 

bothersome to others in the room, we 

suggest (with tongue firmly in cheek) 

that you find better company.

We do have some complaints, 

though. The quick start manual 

included with the device doesn’t 

explain much, so you’ll need to turn to 

online documentation if you have any 

problems. Additionally, there are no 

on-board manuals of any kind for the 

classics including California Games, 

Boulder Dash, Uridium and Impossible 

Mission. However, there have been 13 

changes since the previous system, 

and some of the high-profile games 

that were on the mini system have 

been excluded this time around, 

including Armalyte, Creatures and 

Skool Daze. In the selection replacing 

them, Jeff Minter’s games are the 

most well-known, including Attack Of 

The Mutant Camels, Hover Bovver 

and the VIC-20 games Gridrunner and 

Psychedelia. There’s also Galencia, a 

rather ace Galaga-style shooter that 

was released in 2017.

Of course, if you don’t like what’s 

on the system to begin with, you can 

load more Commodore 64 or VIC-20 

games using the USB port. This 

uses a straightforward menu system 

Commodore 64 peripherals, as you 

may have expected, however.

The presentation is similar to the 

previous offering, with a game carousel 

showing the system’s built-in games, 

backed by a jaunty SID tune. Like 

before, you get the option of a pixel-

perfect display or PAL and NTSC 4:3 

ratios, with the additional possibility of 

a CRT filter – a nice selection, though 

it’s still not possible to adjust the 

strength of blurring or scanline effects 

in CRT mode. Still, amongst competing 

devices, this is one of the better sets 

of screen options out there. The virtual 

keyboard is still there if you ever need 

it, but you likely won’t.

There’s a good selection of 64 

games on offer here, covering a range 

of genres. It’s largely the same as 

the old list, featuring a good range of 

 » [TheC64] It’s possible to go into BASIC, though most 
of us will still just do this.

 » [TheC64] We appreciate the CRT filter, but we’d 
love the ability to tweak the intensity of the effect.

 » [TheC64] Most retro gaming devices don’t offer as many screen options as TheC64 does.

 » [TheC64] The system’s presentation is basic but effective, showing 
screenshots, information and box art for each game.

 » [TheC64] Jeff Minter’s games – like Attack Of The 
Mutant Camels – are arguably the highlights of the 
new additions.
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The latest offering from Bitmap Books 

offers a solid overview of the gorgeous art 

that could often be found in many Super 

Nintendo games. It covers all the usual suspects, 

from Zelda: A Link To The Past to Chrono Trigger, and 

ensures plenty of lesser-known games get their 

moment in the limelight, too. It’s not the most insightful 

book, as there’s very little info in here that most SNES 

aficionados won’t already know, and the brief coverage 

of certain games and genres highlights that, but it’s 

hard to ignore the sheer enthusiasm that Robert 

Bannert and Christine Bauer have for the subject 

matter. Pure eye candy at a very reasonable price.

The Unoffi cial SNES  
Pixel Book
»   Buy it from: bitmapbooks.co.uk 
»  Buy it for: £29.99

If you’re expecting a juicy look at the 

creation of the MSX you’ll most likely be 

disappointed. You won’t get a behind-the-scenes 

look at how Konami came to be involved with the 

MSX and its follow-up, but you will be treated to 

detailed looks at all the games Konami released 

for the systems, from Space Manbow to a gigantic 

section on Snatcher. Everything from cheats to the 

controls of each game is included and there are also 

little extracts on how games play. It lacks the polish 

of the other book we’ve featured this month, and 

feels a little pricier as a result, but at over 800 pages, 

there’s no denying its comprehensiveness.

Konami’s MSX Legacy: 
The Unoffi cial Story
»  Buy it from: amazon.co.uk  
»  Buy it for: £42.41

Extend Mode’s throwback beat-’em-

up offers a simple but solid brawling 

experience with some interesting control 

ideas, some of which work better than 

others. Shi� ing the command to grab a weapon 

off  the main attack button is great, but the ability 

to back away from an enemy while still facing 

them can cause problems at times. The big 

draw of Extend Mode’s new game is the ability 

to get together and beat the heck out of some 

bad guys, with up to eight players supported 

in multiplayer – that’s probably the best way to 

play, as the more powerful enemies feel a little 

overwhelming to fight alone. Eight Dragons is 

being updated regularly, so it’s certainly worth 

keeping an eye on.

> >   Score 67%

Eight Dragons
»  System: PC »  Buy it from: Online  
»  Buy it for: £9.99

 » [Mega Drive] Finish a level and you’ll be able 
to upgrade your marine in a variety of ways.

 » [PC] The modern console versions are cheaper, and 
don’t have the button issues of the Mega Drive outing.

Xeno Crisis

PICK OF THE MONTH

From the moment you start playing Bitmap 

Bureau’s new game it’s obvious that it’s 

something a little special. It starts off with 

some great looking cutscenes, setting up the 

flimsy ‘us against the aliens’ story and then gets 

straight into the action. And what ridiculous 

action it is.

At its heart, Xeno Crisis is an arena shooter 

in the style of Robotron: 2084 and Smash TV. 

You’ll enter an area and won’t be able to leave it 

until every single alien has been eliminated. You’ll 

need all your wits about you in order to succeed 

and if we’re honest, a six-button joypad is useful 

as well. Xeno Crisis shines with a friend, as you 

can handily revive each other, which massively 

improves your chances of success.

On a three-button pad, B takes care of firing 

(keep it held down to fire in that direction), A 

lets you perform an evasive roll, and C chucks 

grenades. However, when the B button is 

held down, the other two buttons rotate your 

fire left or right. It’s not an elegant solution for 

multi-directional firing, but works well enough. 

Fortunately, a six-button pad completely 

eliminates this niggle, so you can easily fire in 

whatever direction you need, as well as having 

instant access to those handy rolls and grenades.

And you’ll need them, because Xeno Crisis 

is one tough mother of a game, requiring your 

shooting skills to be in tip-top condition as you 

run around the levels picking up dog-tags and 

stranded hostages. Interestingly, your ammo 

is limited to 100 shots (it can be upgraded), 

meaning you’ll need to seek out more 

whenever it pops up on-screen (typically when 

you’re down to your last few bullets). Taking 

down the game’s gigantic bosses is not only 

immensely satisfying, but also takes you to a 

useful upgrade screen where you can spend 

those dog-tags to upgrade health, weapons, 

ammo and even gain extra continues.

Xeno Crisis will be an excellent addition to 

anyone’s Mega Drive library, and is arguably one 

of the best arena shooters on the system. It’s 

a frantic, frenetic blaster that reminds us of the 

good old days.

> >   Score 87%

»  System: Mega Drive (tested) Neo Geo AES, Dreamcast, PC, Switch, PS4, Xbox One   

»  Buy it from: Online, shop.bitmapbureau.com  »  Buy it for: £55 (Mega Drive) £14.99 - £199 (other versions)

WE LOOK AT THE LATEST RETRO-RELATED RELEASES
RETRO ROUNDUP
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ON SALE 

NOW

From  M ario and M aster C hief to Pikachu and L ara C roft, our latest book celebrates
the iconic heroes that have shaped the industry. G et your copy today!

CELEBRATE GAMING’S 
BRIGHTEST STARS

w w w.m yfavouritem agazines.co.uk
O r get it from  selected superm arkets &  new sagents

O rdering is easy. G o online at:



more interesting, there are minigames 

selected at random which must be 

completed before a player can roll 

their dice to advance.

There’s plenty of platform-based 

action from cute titles like Super 

Tongue Dino – the titular character can 

lick walls to hold onto them – or the 

fast-paced and ninja-themed Shinobu, 

but the competition winner is Miss 

Input where the player controls 

Jonny, an avid mountaineer who finds 

himself deep underground after an 

unexpected earthquake opens a hole 

in the ground and he loses his footing. 

This leaves our hapless hero surviving 

on just his wits, the occasional  

gravity-altering items he comes 

across and his ability to wall jump.

Jonny’s daring outing and the other 

entries we’ve spoke about here are 

available along with further info and 

the competition’s results over at  

Kikstart.me.uk/cpc-retro-dev-2019.

handing control of it to the player 

while challenging them to catch the 

maze-dwelling yellow creature.

Top-down mazes seem to 

be popular this time. Ratones Y 

Mazmorras translates to Mice And 

Dungeons which pretty much explains 

what the game is about apart from 

mentioning the hazards which get 

between the player-controlled rodent 

and keys which must be collected 

to unlock the exit. Happy Monty is 

another single-screen challenge with 

an unusual two speed feature on the 

player’s movement to shake the design 

up while both Woods Rescue and 

Jackstrad are flip-screen adventures 

set in fantasy worlds, with the lead 

character in both cases being armed 

and having to take on evil guardians.

One of the more unique ideas this 

time is Cobra which supports multiple 

players and is based on a popular 

Spanish board game. To make things 

Amstrad CPC owners have done 

well for new releases of late, 

first with the release of Pinball 

Dreams and now with a batch of 

contributions released for CPC 

Retro Dev. This was the sixth 

instalment of the competition 

organised by the University Of 

Alicante and an impressive 35 new 

games released for it.

Some titles covered familiar 

ground like Bikemasters, which takes 

inspiration from the classic NES game 

Excitebike where the player races 

against other riders through ramp-

laden tracks and around hazards. 

Shoot-‘em-up fans might want to give 

Epimeteo a blast since it takes cues 

from the C64 game Crazy Comets 

and involves smashing newly formed 

planets into dust, or ManPac might 

seem both familiar and unusual in 

that it turns the Pac-Man formula on 

its head, only having one ghost and 

STUDYING THE CPC
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»  [Amstrad CPC] Avoiding spikes and wall jumping towards the exit in Miss Input.

»  [Amstrad CPC] Racing with Bikemasters 

leads to some exciting bike action.

»  [Amstrad CPC] Deciding what to do with a poor dice throw in Cobra.

Kgs gs

» [Amstrad CPC] Decid
Brew

in  sinc  2005



NEW GAMES NEEDED
If you have a homebrew project you would like to see featured then 

please contact us at: retrogamer@futurenet.com

Converting Pinball 

Dreams must have been a 

mammoth task, who was 

involved in it? 

Definitely we were a big team 

for an 8-bit game: 12 testers 

to adjust the gameplay (QoM, 

Higgy, Kukulcan, Dredd, 

SuTeKH, MaV, Raft, Mac, The 

Broth3rs, Batman, Maxit and 

Alejandro Valdezate), three 

musicians (SuTeKH, Raft 

and McKlain), three other 

graphicians (Mac, Toni Gálvez 

and me), Arnoldemu provided 

the disc loader and I made the 

code and tools while Batman 

(BG cofounder) provided 

support to the development.

How long did development 

take and where do you even 

start with a game like this?

We worked on it at different 

times between 2016 and 2018. 

It all started after having some 

crazy ideas about making a 

game on CPC. We had done 

a scroll routine as collaboration 

for another team and started 

to think about if Pinball Dreams 

would be possible on the 

CPC taking advantage of that 

routine. But before starting, 

there was a lot of initial analysis 

work to find out if the project 

was possible on the CPC at 

50fps and with the ball physics 

at least as good as the original. 

At that time we made the 

physics in Java on PC and 

then we made the maths 

library for Z80 as a first step. 

After measuring CPU cycles, 

structuring the memory so 

that everything would fit in and 

implementing the physics on 

CPC, we had solved the most 

difficult problem and the rest 

was only a matter of time.

In hindsight, is there 

anything you would have 

done differently? 

Sure! I would reorganise 

collision codes to include more 

variety of materials and I would 

try to improve the physics, I 

even think we’d do it for the 

new cartridge support, which 

would allow for larger graphics 

and more accurate collision 

tables. Including all the sound, 

visual and gameplay aspects 

in one eighth of the original 

Amiga memory was a great 

challenge that would have 

been easier and better on 

cartridge, but, in general, we 

are happy with the result.

What kind of feedback 

have you received from 

Amstrad gamers?

Better than we expected! 

When you’ve been in a 

development 

for so long it’s 

hard to know how 

the public will react, and 

considering that we released 

a preview some time ago, 

we thought we’d completely 

killed the surprise factor, but 

it looks like we were wrong. 

As an example, more than 50 

videos about the game have 

been uploaded to YouTube 

and there were more than 

8,000 downloads in the first 

ten days since the release, 

which is a great achievement 

for a CPC game! 

Finally, do you have any 

exciting future plans that 

our readers would be 

interested in?

Our plans are to continue 

making games and demos 

not only for CPC, but also 

Amiga, Spectrum and other 

retro platforms. Our next 

development on CPC will be a 

racing game based on classics 

like Out Run or Lotus. LOVING THE 
ALIEN
Staying with conversions, developer Rod 

– part of the amusingly named group 

Rod &  Emu – has recently put out a version 

of Ultimate’s isometric 3D exploration game 

Alien 8, the release of which completes the 

ambitious task of porting the previously 

missing Filmation titles to the C64.

It’s impressive, running as fast as or in some 

cases faster than existing 8-bit versions while 

offering support for further hardware-based 

acceleration among its many features and 

enhancements. Explorers can start searching for 

more information at Kikstart.me.uk/alien8-c64.

» [C64] Wandering 
around a spaceship 
in search of objects 

to use as valves.

Alejandro Del Campo - frequently known as Rhino of BG 
Games - is the programmer who decided Pinball Dreams 
could and indeed should be released for the Amstrad CPC, 
so we wanted a quick natter to find out more

C, 

ROCHDALE’S 
FINEST
Zenobi’s John W ilson – sometimes 

known as the Rochdale Balrog – has been 

remarkably busy recently. He’s working away 

at porting the venerable software company’s text 

adventures to the Commodore Plus/4 which has 

in turn seen over twenty five appearing in the 

space of a month, giving Plussy owners lots of 

new puzzles to ponder over.

These new releases can be downloaded 

from Plus/4 World at Kikstart.me.uk/balrog-264 

including The Secret O f Little Hodcome, 

Alien Research Centre 2 and the wonderfully 

descriptive Ramsbottom Smith And The Quest 

For the Yellow Spheroid.

» [Plus/4] 
Something has 

crawled into 
the ducting, but 
do we want to 

see what?
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» [Amstrad CPC] Blast off 
into space and explore the 

universe with Ignition.



� PLATFORM: COMMODORE PLUS/4  � DEVELOPER: BAUKNECHT  � DOWNLOAD: KIKSTART.ME.UK/ALPHARAY�264  � PRICE: FREE DOWNLOAD, £6.99 ON DISK 

In the future, multi-planet-sized 

corporations w ill, rather than 

focusing on stock prices or 

their market share, instead be 

interested on universal domination 

presumably because subjugating 

potential customers is more 

efficient than market research. 

The recent discovery of interstellar 

wormholes which can be used to 

deliver payloads of automated assault 

craft via huge transport ships has led to 

the start of an aggressive expansion to 

other sectors, with every world in their 

path succumbing to corporate greed 

at least until Archeron because that’s 

where the fight against capitalism is 

going to start.

About to take on seemingly 

insurmountable odds is the Alpharay, 

an exceptionally capable spaceship 

which can be upgraded with items 

conveniently left lying around by the 

enemies. The most important factor is 

the pilot’s skill however, because the 

action takes place in the gaps between 

components of the various corporate 

strongholds which doesn’t leave a 

lot of room to manoeuvre, especially 

when there’s a lot of enemies in play. 

It’s fortunate, then, that bumping into 

landscape features isn’t fatal and only 

collisions with the enemies or, if the 

Alpharay’s shields are depleted, bullets 

will destroy the craft outright.

That leniency doesn’t make the 

task of blasting everything to pieces 

particularly easy however, the levels 

are long and the mostly horizontal 

scrolling can change speed, pause 

or sometimes head off in a different 

direction. As with all good horizontal 

shoot-’em-ups, learning the lay of the 

land and where enemies are going to 

appear is vital to success and, while 

there’s a generous number of lives 

available, losing one of them sees 

a replacement for the player’s craft 

materialising at a checkpoint.

Collision detection can be a little 

unforgiving at times, which in turn 

does lead to the occasional frustrating 

death but that’s par for the course 

for games like Gradius or R-Type 

which presumably inspired Alpharay’s 

developers, so anybody looking for that 

kind of hardcore scrolling shoot-‘em-up 

who has access to a Plus/4 or a C16 

with extra RAM  should definitely 

give this a blast.

ALPHARAY

>>  Score 91%

» [Plus/4] Meet the new boss, larger and 
scarier than the mid-level boss.

» [Plus/4] Thankfully, these large 
spaceship-sized lifts don’t play muzak.

» [Plus/4] This part of level two has 
large blocks flying in to avoid.

» [Atari 8-bit] Exploring darkened caves is 
dangerous, so always take a lamp.

» [Atari 8-bit] Lots of spikes barring Joe’s 
way, some more obvious than others.

O riginally released on the 

ZX Spectrum, Amstrad CPC 

and C64 by budget purveyors 

M astertronic, a homebrew  

conversion of Pulsoids was 

developed on the O ric series 

in 2003 by Tw ilighte. The game 

itself is based on Arkanoid but 

with a twist, rather than bouncing 

balls, the player’s paddle is instead 

used to deflect lines which travel at 

45-degree angles.

That might sound easier to play 

than the traditional formula, since that 

movement is more predictable and 

therefore easier to follow with the 

paddle, but it turns out that keeping 

the line in play takes concentration 

and skill, even more so when they 

split since there can be several fast-

moving objects bouncing around the 

screen to keep an eye on.

Pulsoids is available from 

Kikstart.me.uk/pulsoids-oric 

and bundled with the O ricutron 

emulator at Kikstart.me.uk/oricutron.
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Don’t forget to follow us online for all the latest retro updates

RetroGamerUK @ RetroGamer_Mag retrogamer@ futurenet.com

After spending most of 1921 vainly 

searching, the location of the fabled 

Pharoah’s tomb looks to be retaining its 

secrets… until tall tales of local tomb 

raiders being attacked by mummies 

reach your ears. You might not believe in 

such things, but right now you’ll take any 

lead which presents itself.

Surprisingly, the stories turn out to be 

true. O n the plus side that means finding 

tombs full of priceless artefacts of great 

historical importance, but the minus is that 

they’re actually defended by the undead and 

you’ll need to both outrun and outthink them 

to gather up the treasures.

Completing each chamber involves 

collecting numbered keys to unlock doors 

including the exit. This task is made more 

challenging by the Pharoah’s guardians 

roaming the corridors – some items are 

harder to reach because of them – but the 

undead aren’t particularly bright and can be 

avoided with some planning.

» [ZX81] A mad dash for key number four 
before the mummy comes back.

» [ZX Spectrum] The glade has been  
corrupted, so Nixy has a difficult job ahead.

>>  Score 81%

>>  Score 88%

ASTRO BLASTER
� PLATFORM: ZX SPECTRUM  � DEVELOPER: MATT JACKSON

� PRICE: FREE  � DOWNLOAD: KIKSTART.ME.UK/ASTRO�BLASTER�SPEC

Based on the coin-op of 

the same name, which was 

released in 1981 by Sega and 

Gremlin, Astro Blaster is a 

gallery shoot-‘em-up with a 

few differences. Yes, there 

are the relentless waves of 

enemies to destroy but the 

ship has a limited fuel supply 

so you must top up regularly to 

avoid becoming a sitting duck. 

To make things more 

difficult, the ship’s weapons 

also have a temperature gauge 

which slowly creeps upwards 

with each shot fired, so simply 

blazing away will eventually max 

it out, which in turn leads to 

an enforced cooling off period 

before firing can be resumed.

This managing of resources 

is challenging in the middle 

of a pitched battle and takes 

some acclimatisation, but 

players must be both frugal 

and accurate with their bullets 

to take out waves as quickly 

as possible and reach the next 

refuelling station without too 

many overheats.

� PLATFORM: GAME BOY  � DEVELOPER: DR LUDOS   
� DOWNLOAD: KIKSTART.ME.UK/DMG�GB  � PRICE: NAME YOUR OWN

The G ame Boy has turned 30, but the birthday 

celebrations might be soured by all of the other mobile 

gaming devices it ’s taken on over the years. That means 

the enemies include clones or competitors of the Game Boy, 

its predecessor the M icrovision and a range of mobile phones, 

some of which are hardier than others.

In this action game, the player controls an original Game 

Boy called DM G – short for Dot M atrix Game – and must 

use the console’s two buttons to operate its independently 

controlled hands, grabbing attacking handhelds and throwing 

them at each other or the playfield walls to take out the 

competition and unlock the next room.

Developer Dr Ludos has a track record for quirky and fun 

games and this is another example. The first screens are pretty 

easy, but the difficulty ramps up around when the first boss 

appears where minions must be captured to use as projectiles.

DMG DEALS DAMAGE

» [Game Boy] There’s some extra health 
on hand, if DMG can survive to collect it.

» [ZX Spectrum] Time to dock the ship and take on some fuel.

>>  Score 86%

� PLATFORM: SINCLAIR ZX81 �16K� � DEVELOPER: DAVID 

STEPHENSON � DL: KIKSTART.ME.UK/TUT�TUT�ZX81   

� PRICE: £TBA, CASSETTE

TUT�TUT

Nixy The G lade Sprite returns 

for a second platform-based 

outing on the Spectrum. 

This new adventure continues 

where the first left off, with 

Nixy in search of the Seeds O f 

Doom which she believes are 

responsible for the corruption 

that threatens her home. Head to 

Kikstart.me.uk/nixy-2-spec, and 

owners of ULA Plus-enhanced 

systems or emulators have 

the option of playing with an 

alternative palette of colours.

O ver on the Atari 8-bit, M oon 

Patrol Redux is a visual overhaul 

of Atari’s own conversion of the 

Irem classic, originally released 

in 1982. The changes are almost 

exclusively cosmetic, cleaning up 

rough edges on what was already 

a solid game. For an insight 

into what was done, and the 

download, head your way over to 

Kikstart.me.uk/patrol-redux-a8.

»[ZX[ZX[ZX SpecSpecSpectrumtrum]Th]Th] Th le gle gl dadeadeade hhashashas bbeenbeenbee  
corrupted, so Nixy has a difficufi lt jlt jobaob aheadhead.

%

» [ZX81] Some corners are safe as long as you’re not seen going into them.

» [Game Boy] One way to 
deal with the competition 
is to smash them together.
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J
osh Fairhurst certain ly know s 

the appeal of co l lecting gam es.  

He set up Lim ited Run Gam es 

w ith Douglas Bogart in 20 1 5  and 

specialises in releasing physical products 

of digital-only releases. As you m ay have 

guessed, he takes his ow n personal 

collecting very seriously.

“I started consciously collecting gam es 

w hen I w as 1 1 ,” he tells us. “I had just 

discovered Yahoo!  Auctions – this w as 

1 9 9 8 , I think – and I bought an Atari and 

Master System  along w ith som e gam es for 

each. Prior to then, I had held on to all of the 

gam es I’d acquired in m y life but I don’t think 

I ’d realised that I w as collecting gam es yet.”

W hen you start looking through his 

collection, though, it becom es clear that 

Josh has plenty of interest in Sega. W hat 

is it he loves about the Japanese 

publisher? “Grow ing up,  

m y older brother w as 

the Nintendo kid,” he 

explains. “He bought 

his SNES w ith his ow n 

m oney and as such,  

step and it’s som ething Josh is certainly 

keen on attem pting. “Yes, I am  currently in 

the process of picking up all the Japanese 

exclusives – even the ones I have zero 

ability to play – because I am  a crazy person 

that constantly craves m ore Dream cast 

content,” he happily adm its to us.

So as a collector and seller of valuable 

and collectible gam es does Josh think that 

the tim e for collecting classic gam es has 

ended? “It depends. I think w hat is ‘classic’  

is subjective,” he explains. “The W ii isn’t 

classic to m e, but the weird reality is that an 

1 8 -year-old probably had their first gam ing 

m em ories on that platform . That thing is as 

classic to them  as the Master System  w as 

to m e w hen I picked up m ine. It’s affordable 

for people to acquire W ii stuff right now  

– but a lot of the earlier stuff is definitely 

planted in unaffordable territory for m ost 

people at this point.”

So w ith the rising prices of gam es,  

w hat’s Josh’s advice for budding collectors?  

“Initially, buy the gam es that m atter the 

m ost to you,” he concludes. “Save the less 

exciting stuff for last! ” 

the SNES stayed in his room  and he did 

not allow  m e to play it. Our grandparents 

bought us a Genesis for Christm as in 1 9 9 4 ,  

so all of m y 1 6 -bit gam ing w as done there.  

By 1 9 9 9 , I w as pushing Beanie Babies and 

Pokém on Cards on eBay and I w as able to 

earn enough m oney to buy m y ow n brand-

new  Sega Dream cast w hen it launched 

in the US on 9 Septem ber 1 9 9 9 . The 

Dream cast cem ented m y love for Sega and 

turned m e into a bona fide Sega fanboy.”

Josh’s love for the Dream cast has 

grow n stronger over tim e, and he now  has 

a com plete set of US and PAL gam es. “I  

hit a point in 20 1 6 , I think, w here I realised 

that I already ow ned the m ajority of the rare 

and valuable gam es,” he says. “I started off 

slow ly buying the com m on gam es I w as 

m issing w ith credit card rew ards points, and 

by 20 1 7  I had successfully com pleted the 

set. I have am bitions to play every gam e 

and catalogue m y experiences if I ever find 

m yself retired after Lim ited Run Gam es.”

So w hen you’ve collected all the western 

releases for a system , going after the 

Japanese titles seem s the next obvious 

NAME:   
Josh Fairhurst

FAVOURITE CONSOLE:  
Dream cast

LOCATION:   
United States

TWITTER:  
@ Lim itedRunJosh

A collection to dream  about

FAR FROM LIMITED

READERS TAKE US THROUGH THE RETRO KEYHOLE

COLLECTOR’S CORNER

DUCK 
TALES 2

“This gam e is insanely 

valuable now, but I paid less than 

$1 0 for it when I got it back in 1 994 . 

I wouldn’t get m y Genesis until the 

end of 1 994 , so I was stil l buying 

NES gam es when others had 

m oved on.” 

PAID: $9 .95

PANZER 
DRAGOON SAGA

“Microsoft had som e wild Bing.com  

cashback prom o going on where they 

were giving back 50%  of any eBay purchase. 

Through this, I got the gam e for $1 80. That 

was the m ost I’d ever paid for a gam e. Upon 

receiving it, I played through it and  

it’s now one of m y favourites!”

PAID: $1 80
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BARGAIN HUNT
Your guide to the rising world of retro prices

Prices correct at tim e of print

 HOW MUCH?!   

ELIMINATE DOWN
On 1 0  Novem ber a sealed copy of the average 

Mega Drive shooter Elim inate Dow n  so ld  

on eBay for a staggering  $ 2 8 ,0 0 0  .  The 

excitem ent w as short-l ived, how ever, as it 

appears to have been rel isted and is sti l l  

avai lab le for the sam e asking price.

 THE COVER STAR  

STAR WARS: KNIGHTS OF  
THE OLD REPUBLIC
You ’ve got a coup le of options if you ’re after th is 

BioW are classic and neither is very expensive. The Xbox 

version sel ls betw een  £ 5   and  £ 1 0  , w h ich  

is a pretty great price for such an am azing  

gam e. The PC version is a l ittle cheaper, starting at  £ 4  , w h ile 

the Mac version starts at a  fi ver .

TIME CRISIS
Nam co’s PlayStation conversion offers plenty of blasting at a cheap price. The PAL 

version is available for as little as  £ 2  , but if you fancy the version that com es boxed 

w ith a G-CON you’ ll be looking to spend at least  £ 2 0  .

STREET RACER
There are lots of versions of Ubisoft’s kart racer, so w e’ ll cover 

a few  here. The SNES version sells for around  £ 1 5  ,  w hile the 

Mega Drive version starts from   £ 8  .  The PlayStation offering is 

yours for  £ 4  ,  w hile the Saturn version starts from   £ 1 4  .

ROADBLASTERS
W ell this is going up in price. Darran paid  £ 7   for a copy five years ago,  

but now  you’ ll struggle to find a com plete one in good condition for  

under  £ 2 5  .

GHOST HUNTERS
I f you’re eager to replay this early offering from  the O liver tw ins you 

w on’t have to pay to m uch. It ranges from   £ 1 . 9 9   for the Spectrum  

version to  £ 5   for the Am strad offering.

HARDWARE HUNT

DREAMCAST FISHING CONTROLLER
The Fission alternative can be had from  around  £ 1 1   unboxed to  £ 3 5   com plete. If 

you w ant the stick featured in this m onth’s peripheral vision it starts at  £ 1 5   unboxed 

and sells for as m uch as  £ 1 0 0   com plete!

COLLECTOR’S CORNER

Got an im pressive collection of your own? Contact us at:  
RetroGam erUK @ RetroGam er_Mag retrogam er@ futurenet.com
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SNATCHER
“I can’t believe how valuable 

this gam e is. It’s insane. My friend 

picked this up at a gam e store for $4.99  

in 2007. I paid him  far m ore than that when 

he sold it to m e to help pay for his wedding 

ring – but I’m  going to pretend I paid the 

$4.99. After all, the price tag is still  

there on the case!”

PAID: ‘$4.99’

JEWEL IN THE CROWN
FINAL FANTASY XV: A KING’S TALE 
PROMOTIONAL CARTRIDGE

 “One of the developers of this digital-only spin-off gifted m e this 

boxed prom otional item . I don’t know how m any of these Square 

Enix m ade, but it’s very cool and very rare (I got slam m ed on 

Reddit because people 

didn’t bel ieve this was 

even real).”

PAID: FREE

PLUMBERS 
DON’T WEAR TIES

“What a terrible, terrible game this is 

(which is why I love it). I paid basically nothing 

for this when I got it in a 3DO lot with 30 other 

gam es and a console for $50. I badly want to 

subject the world to a rem aster of this gam e 

for m odern platform s but the rights 

are a m ess!”

PAID: $50
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» [PC] It’s always nice when a reader discovers a new game thanks to the magazine.

» [PC] Stuart spotted our intentional Star Wars joke. Good 
job we didn’t put any in the cover feature…

diverse games, from obscure curious to 

big hitters like Zelda and Mario. I’d love 

to see more coverage of it in the mag.

Sim on Norris

The DS is certainly som ething we’ll 

cover in the future, Sim on, but we’d  

like to get hold of som e bigwigs at  

Nintendo for it . In the m eantim e, 

you can look forward to the odd  

gam es-related feature. Darran’s 

been prom ising one looking at  

all the gam es that feature ‘DS’ in  

their titles – Castlevania: Dawn O f 

Sorrow, Dig-Dug: Digging Strike – 

for ages now, so you never know.

A REAL FANTASY
Dear Retro G am er,

I ordered Final Fantasy XII after reading 

about it in your m agazine and I’ve 

finally gotten around to playing it. What 

a great gam e it is!  Sure the story is 

rather derivative and it’s clearly based 

on Star Wars, but I’ve still had a lot of 

fun with it. I think it’s largely down to 

the characters, who are all interesting 

and have largely solid arcs. It also helps 

that the com bat system is excellent and 

easily one of the best I’ve experienced 

in a Japanese RPG. The biggest thing 

I found though is just how m odern the 

gam e feels, even though it cam e out in 

2006. It really does appear to be ahead 

of its tim e. Anyway, thanks for covering 

a gam e I never expected to be any 

good. I’m  glad to be proven wrong.

Christopher Reynolds

G lad to hear you’re enjoying the 

gam e. Darran’s been playing it for 

the first tim e too, and he’s also  

enjoying it, largely because he’s a 

big Star Wars fan. It ’s always nice 

when a gam e surprises you and  

exceeds your expectations.

FORCE FARCE
Dear Retro G am er,

I noticed the intentional error on 

page 75 of issue 198 of Retro G am er 

m agazine regarding the caption to the 

Star Wars Chess screenshot. As m ost 

sci-fi fans will know, Seven O f Nine 

was a character from Star Trek and did 

not appear in a galaxy far, far away. 

Certainly the Force was not with the 

caption writers on this occasion!

Yours sincerely,

Stuart Hardy

Thanks for get ting in touch, Stuart. 

If you look at any of our Star Wars 

articles you’ll probably find out  

that what you’ve stum bled upon   

is a running joke. There’s certainly  

nothing like that in this issue…

IS IT RETRO?

STAR L E TTER

Dear Retro G am er,

The other day my 22-year-old son 

was reading your brilliant m agazine 

and was com plaining about the lack 

of PS2 content in it. “But son, the 

PlayStation 2 isn’t really retro, so it’s 

not going to get a lot of coverage,”  

I sagely told him . “Says who?”  

was his im m ediate answer, and to 

be honest I didn’t really know what 

to say to him . “It’s just the way it 

is, son,” I told him and left it at that.

It did m ake m e wonder just 

what retro is and how a m agazine 

like Retro G am er determ ines 

where the cutoff point for retro 

gam ing ends. You often m ention 

m odern gam es in your history 

articles, which is a little weird to 

see, so I would be interested to 

learn what the team considers 

to be retro, if only so I have a 

definitive answer to tell my son.
Paul Brookes

Ah, the age-old question of 

what is and isn’t retro. It crops 

up m ost m onths, and there’s 

no real answer because retro  

m eans different things to  

different people. From  our own 

point of view we now have a 

soft cutoff point of 15 years or 

so, m eaning the PlayStation, 

X box and G am eCube are 

certainly fair gam e.

DO SOMETHING!
Dear Retro G am er,

Where’s my article about the Nintendo 

DS? The system is more than old 

enough to feature in the magazine, 

but you’ve not run a proper article on it 

yet. Sure there’s been the odd smaller 

article about certain games (I loved 

the Phoenix Wright Making O f you 

ran) but I want more. Nintendo’s 

handheld is still brilliant fun to play 

and it has an incredible range of 

» [PS2] Imagine being young enough to have this as your first OutRun experience. We’re rather jealous.

» We so didn’t use Pictochat for things like that…

DO
Dea
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DS?

enou

but y

yet. 
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r

» We so did»

HAVE YOU R SAY… SEND US A LETTER OR MAKE YOURSELF  
HEARD ON THE ONLINE FORUM – WWW.RETRO GAMER.NET

WIN!Every m onth, one lucky writer-in will receive a spanking copy of either our NES/M aster System  or SNES/M ega 
Drive 
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Drew Littler

It’s gotta be Firelink Shrine in 

Dark Souls. After a run down into 

Blight Town (or wherever), finally 

coming back to the bonfire to rest, 

level up and chat to the NPCs is a 

wonderful change of pace (before 

doing it all again).

ncf1

For me its a split between the City 

Of Lost Heaven in Mafia, which 

immerses you so effectively in 

another time period, and the 

amazing sepia-shaded world of 

Resident Evil 4 of which there is 

nothing quite like it.

Oliver Boulton-Lear

I would have to choose Silent Hill 

for its relaxing atmosphere and 

charming local characters.

@oodlesODimm

The save room in the Raccoon City 

Police station, under the stairs with 

the dark room attached to it. 

Paul Staddon

The Harborline track in Ridge 

Racer always seemed pretty 

pleasant to me, eternal sunshine 

and a nearby beach… you’ve just 

gotta watch crossing the road.

@Jacobs_Lair_

Shadow Moses Island followed 

closely by Midgar.

learnedrobb

The West Mansion from 

Splatterhouse, and the 

‘hidden mansion’ from 

Splatterhouse 2. Atmospheric and 

suitably gruesome.

Dale Muir

Maridia from Super Metroid. The 

graphics and score really nail the 

feeling of isolation (although I find 

it soothing).

Steve J Potter

Green Hill Zone in the original 

Sonic. That music when it starts 

with the green landscapes and 

blue sky just makes me smile.

Kai Lunk

Every death trap-filled location in 

Space Q uest III. Death has never 

been so much fun!

Espen Samuelsen

Rubacava in Grim Fandango, 

the mood is just right. It made a 

lasting impression on me the 

first time I played it!

@Dr_Kung

Final Fantasy VIII’s towns are my 

favourites, but I’m unsure which 

I like most. It’s either Timber or 

Fisherman’s Horizon. [It’s definitely 

Timber! – Ed]

@rebecca_raper

The Fairy Grounds in Ni No Kuni is 

pretty cool.

Every month, Retro Gamer asks a question  
on social media and prints the best replies. 
This month we wanted to know…

What’s your favourite location  
in a videogame?

Your say

»  [PC] We’re guessing Oliver Boulton-Lear is something of a joker.

SHEN�MOOD
My Kickstarter copy of Shenmue III 
finally arrived today, and I was 

interested to hear your take on the 

whole Shenmue III kickstarter debacle?

I’m sure you already know, but the 

original Kickstarter backers like myself 

have had to wait longer to get the 

game than non-backers who bought it 

in the shops at release. Not to mention 

that we have ended up paying more for 

our Kickstarter copies than non-backers 

have paid for their retail copies on the 

day of release!

Also, some retail purchases 

seemed to have received some kind 

of ‘Day One’ bonus in the form of 

downloadable content, whereas the 

only thing we’ve got to show for our 

$60 investment is a four-year wait and 

a measly cardboard slip cover! Sorry for 

the rant. Its just annoying.

All the best, 

Nick Pointer

Thanks for getting in touch, Nick. 

While our own Features Editor 

(who also backed the campaign) 

says the DLC doesn’t offer anything 

you can’t get from just playing the 

game, he does agree it should have 

been offered to backers. As for 

the other points, it seems you’ve 

DISCUSSED THIS MONTH

Die Hard
It’s that time of the year where everyone teases 

Darran by telling him that Die Hard is clearly 

a Christmas movie [It bloody isn’t - Ed]. Andy 

has been slyly asking Darran if he thinks Home 

Alone is a Christmas movie, revealing that it’s 

Die Hard for kids. Nick feels it’s a Christmas 

movie, Drew doesn’t care, but loves poking 

Darran, just to see how angry he gets.

been a little unlucky. Everyone we 

personally knew who backed the 

campaign received the game ahead 

of its retail release and no one 

appears to have ended up paying 

more. Your best bet is to probably 

get in touch with the campaign 

organisers and go from there.

GIMMIE GIFTS
Dear Retro Gamer,

Well done for getting 

to 200 issues. One 

of my favourite 

things about Retro 

Gamer is that the 

free gifts are brilliant. 

The thing is that in 

issue one, a disc with 

games on it came free. 

Will you do this again, 

or is there a reason 

why they don’t come 

with the magazine?

Alex Kelly

We’re glad you enjoyed 

the issue, Alex. It’s 

highly unlikely we’ll ever 

give away free games 

on a disc in the future 

as publishers are a lot 

more aware of what their back 

catalogues are worth now.

ed 

ever 

s

e

»  How many readers 
used to pick up  

Retro Gamer for cool  
gifts like this?
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» You know, the GDI likes to characterise the Brotherhood Of 

Nod as a terrorist group. But for those of us on the inside, it’s a 

brotherhood of love. The prophet Kane has brought hum anity 

from  the caves to the pinnacle of civilisation – and on our road 

to ascension, he takes care to consider the needs and wishes 

of faithful m em bers of the organisation. How, you ask? Well,  

here’s an exam ple…

» You have your own target in m ind. In fact, you’ve known 

exactly what you’d do in this situation for a very long tim e. The 

com m and is sent and out in orbit, the hijacked ion cannon 

begins to hum  with the enorm ous flow of energy. You brace for 

the com ing im pact…

» Boom ! A particle beam  obliterates the Palace Of 

Westm inster, sending Big Ben crashing down into the streets 

of London. You gaze upon the chaos and destruction with quiet 

satisfaction, for although the GDI labelled you a m enace, you 

know that this was the true hom e of the vile and villainous.

» How will Kane display his dom inance? 

Well, he’s going to use a bunch of 

hackers to take control of som ething 

really cool. Ignore the fact that it 

looks like a Nineties sci-fi m ovie, and 

concentrate on the world conquest bit.

» The hackers are in. To show his 

gratitude, Kane presents you with the 

world – or m ore specifically, the chance 

to utterly destroy a very specific portion 

of it. He suggests som e targets, including 

the Eiffel Tower and the White House.

» Congratulations! You’ve done a brilliant 

job, and Kane has singled you out for 

special praise. Within m om ents, the 

Brotherhood Of Nod will have achieved 

victory over the corrupt GDI, and your 

strategic excellence m ade that possible.

COMMAND & CONQUER: 
NOD ENDING
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