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WHAT WouLD YOUR
FORCE POWER BE?

THe ReTROBATE

DAR[BAN LONES

Being able to altersom eone's
mind would allow me to do
all sorts of ter . .belng able to
altersom eone’s mind would
allow me to do all sorts of
good things.

Elpertise: Jggling a gorgeous
wife, two beautiful gids and an
aw ard-winning m agaline
Currently plauing: Anal Fantasy
Hll: The Zodiac Age

Fovourte game of all time:
Stdder

q N

DREW S5

It's probably Force Healing,
conslderdng how well | bounce
back afterthe treum atic process
of sending an issue of Retro
Gam erto the prnters,

Elpertise: Die Hard Is A
Christm as Alm ' evangelism
Currently playing:

PokOm on Sword

Favourte gam e of all tim e:
Anal Fantasy VIII

ANDYSALTER

My powerwould be Tepas,

w hich gives m e the power

to provide a sm all portion of
Spanish cuisine to my fellow
Jkdl... wait, what do you mean
that's not what it does?

Elpertise: Modding gam es, no
Wanllla" versions form e, thanks!
Currently plauing: Europa
Barbarorum 2 m od for
Medieval Il: Total W ar
Fovourte game of all time:
Rom e: Total War

GRAETEMARSON

The lightsaberthrow Is im possibly
cool, and very useful. I'd probably
end up severng one of my own
lim bs, though.

Elpertise: AdWsting the tape
a0m uth with & screw ddver
Currently playing: Gaiares
Fovounte gam e of all tim e:
Resident Euil IV

FAULROSE
|'d like to com e back as a Force

ghost They're not going to get
fd of m e that easily

E0pertise: Winging It
Curmrently plauing: Rage ¢
Fevounrte gam e of all tim e:
Half-Ufe 2

NICH THORPE

There are too m any good ones,
s0 it's very hard to choose, but
aftercareful considerstion of all
the StarW ars lore, I'm pretty
sure mine would be the Vulcan
mind meld.

Elpertise: Owning Ove Master
System s 0 sold twol
Currently plauing: Shem ue llI
Fevourte gam e of all tim e:
Sonic The Hedgehog

AAUL DRURY

I'd like the control Force abllity
to detolify poison so | can
enlby an evening on the sauce
without going to the dark side
the ne0t m oming.

Elpertise: David W alliam s'
Union Jsck pants

Curmrently playing:

Death Strending

Fevourte gam e of all tim e:
Sheep In Space

FAUJL WALHERHETIG
Research tells m e that within the
StarW ars universe elists a Force
powerthat allow users to detolify
them selves of poison. | would use
this powerto get drunk and then
purge m uself so that there's no
hangouverin the m oming.

Elpertise: Pretentious indie gam es
Currently plauing: SterW ars Jdi:
Fallen Order

Fovourite gam e of all tim e: Metal
GearSolid

ADAMDBARNES

Well, actuallyl'd be more like
Boba Fettbecause of my
unelplained love of ktpacks.

E0pertise: Being pretentious
about coffee

Currently plauing: Shenmue 3
Favounte game of all time:
Baldurs Gate

0 here we are at the end of

201 9. As | wrte this it's not only
the end of a yean it's also the end
of a decade, and what a decade

it's been. The word of retro has changed
consldersbly since Retro Gam erwas
fist launched in 2004, and it's am a0ing to
think the m agaline is shortly going to be
celebreting its | 5th anniversary,

Hiually elciting is the fact that we're finally
getting the end of the orginal Star W ars saga
that began in 1 977 (you m ay have w atched
It multiple tim es alreadyl It's given us the
perfect elcuse to look at Star W ars: Hnights
Of The Old Republic, anguably one of the
greatest videogam es to feature the Star
W ars name. We've spoken to seversl key
staff, including co-founderGreg Zeschuk, to
discoverhow the talented team created the
epic RPG set 4,000 years before the events
of A New Hope, and the difficulties they
faced while m aking It, Including an Intense
crunch perod.

We're not st about celebrating an am aling
SterW ams gam e, as we've got plenty more to
elcite, including an interesting glim pse inside
Arc Sustem W orks, an insightful interview
with Big Boy Bamy, and an essential collector's
guide to the Castlevanlia frenchise.

Make sure you teke advantage of ourlatest
subs offeron page 30 so you don't miss the
chance to kick off 2020 In fine stule.
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06 YU Suluki Stikes old

We catch up with the legendarygam e
developerfollowing his Uifetim e
Achievem entBolden bystick sward

0 lain Lee
More retro teachings from lain as his kids
leam the value of ChuChu Rocket

' MrBi0o

Paul Rose retums with m ore retro opinions

YA Moment With
Robenrt Hetchertells us aboutRetro Gam ing
Cables' new HOMl leads

' b5 Back To The Noughties
We end 201 9 with Nick m agically trevelling
intim e to Jbnuary2003. Whatwill he Ond?
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Nick loves pulQle gam es, and will try
virtuallyanyhe com es across 0 even ones
thatdon'tfeature falling oblects

44 RoadDlasters

Darman elplains why this elcellentLynD
conversion was always a 0rm favourite

(6 The Magical Quest
Starning Mickey Mouse
Disney's m ascot certainly appeared in som e
decentplatform ers dunng the | 6-biterea.
Darman rem em bers this greatelam ple

96 Garou:
Mark Of The Wolues

Nick rarely gets angry aboutidiots on the
intemet, butthe recentbacklash against
Terry Bogard m ustbe addressed
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3¢ The Making Of: Bactron

VincentBallletlooks back athisim pressive
isom etric aduventure and elplains how it
was created

36 Conversion Hings:
Psycho Pigs UHDB

Ste Cork reveals how he helped to conuvert

this arcade oddity to the Spectrum

46 From The Archives:

Arc System Works
Minoru Hidooka, Toshim ichi Moni and
Takeshi Yom anaka reveal the ongins of this
acclaim ed _bpanese developer

5¢ The Making Of:
Ghost Hunters ===

Philip Oliverebplains how Im possible
Mission and action m ouies inspired this 2 []
Sta N LU ars:
1

interesting SuperRobin Hood follow-up

54 Ultim ate Guide:
Street Racer
Greg Zeschuk, Jbm es Chlen and BDrew Harpyshyn retum E .
to thelrlegendary scl-0RPG F -

Mev Binc and AllisterBrim ble revisit their
speedy altemative to Nintendo's insanely
popular SuperMano Hart

Snights i
epublic

A o A

68 Hardw are Heaven:
Hbol

We take a breflook atMicrosol's very Orst

entryinto the console m arket

(0 The History Of: Warlords

Steve Fewknerguides us through his
popularPCstrategy senes, as well asits
interesting spin-o0s

8¢ Future Cassic

Disco Hysium
I¥'s onlyWstbeen released, butwe are
conOdentyou'll be plauing this fascinating
gamelinyearsto come

84 So Ybu Want To Collect. . .
Castlevania Games

Damren highlights som e essential gem s,
Brng m oney lots of m oney

ate Quide:
Twin Cobra

from its vaned powerups to its hom e conuersions

88 Pernpheral Vision:
Hshing Controller

We take alook at Sega’s innovative add-on

forthe Dream cast
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b 4 In The Chair:
Big Boy Barry

The Nineties videator looks back at
"4 his varied and eclectic career

-

30 Subscriptions
More exciting than that time when Yoda
liXed an X-wing out of a swamp
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104 Homebrew
Jason Kelk returns with another collection
of new old games to play

108 Collector’s Corner
Josh Fairhurst of Limited Run Games
shows o his huge Dreamcast collection

110 Mailbag

Lots to cover this month, including our
answer on whether Die Hardis actually a
Christmas movie or not

. . . - b\ s 113 Next Month
Dlgltal DeStInatlons ¥ Here’s a sneak peek at the awesome stull

we have lined up for the next
We take a look at some of gaming’s most interesting locations, ] edition of Retro Gamer
from the mythical Antescher to Liberty City and Midgar

114 Endgame

Nick’s been playing another
game, and this month he
looks at the NOD ending
that features in the first
Commandl Conquer

Konami’s MSX Legacy:
The Unofficial Story

The Unofficial SNES
Pixel Book
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The legendary ex-ANVR developer wins the Lifetime Achievement award at the Golden Joysticks

7¢ CONTENTS

6 YU SUZUKI
STRIKES GOLD

\\& sit down with the developer to
celebrate his shiny newaward

10 TAIN LEE

lain forces his kids to play Chu Chu
Rocket.. we approve of this decision

12 MR BIFFO

Paul Rose returns with more
retro-themedthoughts this month

14 A MOMENT WITH
RETRO GAMING
CABLES

\\hythese retro products should excite
any classic console owner

16 BACK TO THE
NOUGHTIES

Nick's ime machine has landedina new
oldyear, join himas he explores 2003

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

e were able to catch up with Yu Suzuki to get his thoughts on the award,
Shenmue Illand his future.

6 RETROGAMER

of his latest game, the long-awaited
Shenmue Ill. 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 CEQ 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

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 | was thinking back
then was probably closer to what's
depicted in sci-fi movies, in that kind of
world. But | 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 | tend to do is every time
| challenge myself with a new game,
| work with a new team,” he replies.

LE It's such an honour to receive it
a er over 30 years In my career 77

Yu Suzuki
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The Golden Joystick Awards were hosted in London, and
attracted guests fromacross the games industry.

“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 IlI, 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 Il 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 | started using Unreal
Engine 4, it was a challenge to get used
to that new type of engine. | 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.

1 SaET 06

[Arcade] Space Harrieris an oddity in Suzuki's catalogue,
as one of the fewfantasy-themed games to his narnre.

| ised o mols "-'J--iir: i el ¢

RETRORADAR: YU SUZUKISTRKES GOLD

[Arcade] Suzuki's nmost pralific seriesis Virtua Fighter, as
he's credited as director for the first four ganres.

[PS4] Shennue Illis out now, and represents Suzuki's return to console gane developnent after over a decade away.

With Shenmue Il 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

for me, so one day it would be great if
| 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.” ¢

WHAT ELSE
HAPPENED?

Yu Suzuki wasn't the only
one to claima 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 Xoox Game Cf
The Year, but fell to eventual winner
Gears b. Tetris Effect was nominated
for PlayStation Game COf 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 99also picked
up two nominations, being beaten to
Nintendo Game Of The Year by the
nostalgia- packed Super Smash Bros
Utimate. Sega's Mega Drive Mni was
nominated alongside the Nintendo
Switch Lite and Ceulus Quest in the
Best Gaming Hardware category, but
lost out to Nvidia's RTX 20 series of
PCgraphics 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
aremake has ever
won this award!

RETROGAMVER 7



ay 22, 2020 marks
the 40th anniversary
of PacEM an, so

expect a flurry of releases
focusing around the yellow
pil muncher throughout the
year. W hile PacBM an might be
well known for never keeping
his mouth shut, Namco is
being extremely tightdipped
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 PacBM an song by
legendary techno composer
Ken Ishii called Join The Pac,
which has to be seen to be
believed. You can checkit out
by visiting pacman.com/en.

he internet recently
got into a tikky 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 ENintendo
gonna NintendoR but it’s
great to see such wonders still
being created for Nintendo’s
RéEbit console.

® @ RETRO GAMER

you think of the Amiga

r Atari ST, one of the Hrst
ompanies that probably pops
p in your brain is The Bitmap
Brothers. While it started off on
the Ebbits, the talented developer
arguably found most of its success
on the B6bbit 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. EWe're

LUCAN
CENTER FORWARD

£ £ We'll strive to be vigilant custodians &

of one of gaming’s great names 7/’

delighted with the addition of The
Bitmap Brothers to the everfyrowing
Rebellion portfolio@ Rebellion’s CEO
and cofounder Jason Kingsley O BE
recently revealed in a press release
about the acRuisition. BEThe Bitmap
Brothers are renowned for making
great games and for bringing gaming
into the mainstream with inimitable
style. We've known Mike M ontgomery
for many years, and we're honoured by

» Chris Heftland Jason Kingsley pose with
Mike Montgomery Rightiito celebrate
Rebellion’s new announcement.

»EPCEIf this doesn’t get announced
for the PSE we'll be very surprised.

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 namesX

Of course, this isn’t the Brst time that
Rebellion has taken an interest in older
games, as the company acluired the
rights to BattleBone in 2083 and then
delivered a number of solid games in
subseluent 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

»¥PCRGods was remastered last year. Hopefully Rebellion
will be tuming its attention to shooters like Xenon next.

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
elually happy to play new games from
both franchises, providing they retain
the same Huality and distinctive style
that made Bitmap Brothers games so
popular in the Brst place. The Kingsleys
have proven in the past that Rebellion
isn’t the sort of company to acRuire

a licence and then do nothing with it,
so don’t be surprised if you hear more
news about this exciting acRBuisition
sooner rather than later. 7

HALF-LIFE IS BACK

VALVEES GAME RETURNS, BUT NOT AS YOUD EXPECT

yyou've not fallen into

n alternative dimensionH
here really is a brandEhew
alfiLife 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 HalfiLife: Alyx, and

is set shortly before Gordon Freeman’s
retum in HalfiLife 2. As you may have
already guessed, it will focus on Alyx and
her father taking on the Combine.

The reason we're really excited
about HalffLife: Alyx is because it’s
going to be made for VR systems, and
if you've ever played any Hrsttherson
games on systems like PSVR and
O cculus 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
amive on PCs in March. No news
on a PSVR release, but we'’re keeping
our motion controllers crossed, just
in case. %
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omething magic
happened a few weeks
ago. | was wandering
around the Euro Gamer

I 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. | 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, | got talking to a dad who
was watching his daughter play something on
a Co4.

“Who'd have thought 35 years ago we'd be
stood here, with our own kids playing this stuff?”

N&OI_UI\/Nl

WWho is lain Lee?

Chu Chu

| 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 | could tell my nephew wasn't really digging it.

“You not into retro games then?” | asked,
knowing full well what the answer was going to be.

“Not really,” he replied, looking as bored
as hell.

Being the ace uncle | am, | 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. | just wanted to see what was what.

As we were leaving, | 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? "

£ \\hod have thought Jyears
ago wed be stood here, with our
own kids playing this stuff???

lain Lee is a freelance broadcaster who loves gaming, particularly retro gaming.
He currently hosts The Late Night Alternative showat weekdays from10pmon
wwwi talkradio.co.uk and runs daily retro streans on www.twitch.tv/iainlee.

Reluctantly, the three kids sat down with me
and picked up the funny-shaped controllers. |
could not remember what on earth you had to do,
so | 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 | was thrashed in all of them. We shouted
and screamed and called each other cheats, and it

~ was bloody magic.

Since then | 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 | 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?

Do you agree with lain's thoughts? Contact us at:

RetroGamerUK n @ RetroGamer Mag ﬂ

0 RETROGAMER

retrogamer@ futurenet.com
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here was a time, many
years ago, when | was a
young games journalist
with the dampest of
behind-the-ears spots, where |
thought old games would stay in the past.

Retro gaming wasn't a thing back in the early
Nineties when | 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. WWe were
faintly embarrassed by the likes of Jack The Nipper
when we had Resident Evil.

| 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. | remember thinking
that was a bit sad, but also fair considering that |
viewed early games as more like cavemen banging

= COLUVN |

WWho is Paul Rose?

on a mammoth ribcage with a rock, rather than
Electric Ladyland.

| 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. | 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 | started to
grow wistful for the games of my youth. It might
have been that more time had passed. It may have
been that | 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.

Paul is probably better known as Mr Biffo— the creator of legendary teletext ganes nmagazine
Digitiser. These days, he mostly writes his videogane ranblings over at Digitiser2000.com If you want
nrore Biffo in your eyes, you can catch himas the host of Digitizer The Showat wwwibit.ly/biffo2000.

Keeping retro alive

Either way, if it had been left up to Young Me
—and others of my ik —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? 7%
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Do you agree with Paul's thoughts? Contact us at:

RetroGamerUK @ RetroGamer Mag ﬂ
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fuou're really interested in
getting the best outof your
classic consoles, odds are you've
used leads by com panies like
Retro Gaming Cables. It's recently,
team ed up with RetroTINH to create
a new cable that allow s you to easily
play youroldersystems on modem
HDMI-e0Ouipped televisions, RGC's
Robert Hetchergoes into more detaill.

When did you come up with the
idea of the RADZH?

In ly 201 8 when | saw the potential
of the RetroTINK20, a device for
connecting retro consoles to m odem
Datscreen TVs via HOMI. The
RetroTINH2D accepts inputs like

com posite and S-Video and converts
these signals to HOMI. I'd been
looking fore HOM cable solution for
a few years pdon howeven the nom al
m ethod of upscaling analogue video
signals to HDMI causes a lot of iIssues
and the RetroTINH20 resolued these,

OHere's one of the RAD2HIeads being made. Alotof work

goesinto thelrcreation.

This is because the RetroTINK20 uses
a line doubling m ethod, retherthan
relying on video processorto upscale
the im age. | saw the potential of this
deuvice and approached the creaton
Mike Chi, to see if he was interested
in a collaboretion to m ake an all-in-one
cable solution which used an RGO
source retherthan com posite video
orS-Video. Most retro consoles have
the capability of outputting RGD video,
w hich Is the best signal a console

can output durng the 8 -bitand | 6 -bit
ers, so | wanted a circuit which would
convert RGO to HOMI.

How hard hasitbeen to design?
This was one of the longest and m ost
technical prolécts that I've worked on to
date. Aftersubm itting an initial design
overview to Mike we worked closely
togetheron prototuping, w hich involued
camuing out testing and directing Mike
on am endm ents to the design and

also liaising with the tool m akeron the
design of the case forthe RADZH.

What separates the
RADBZH lead from
similarproducts?
The 240p signal from a
console Is intepreted
comectly by the RAD2H
w hereby otherall-in-
one cable solutions

do not Instead they
treat the signal a5 4801
resulting in @ w ashed-
outim age with motion
blur No othercable on

OHere's a couple of leads on the production line. Note the BGC brending.
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Robert Hetcher tells us about Retro Gam ing Cables new RADZHHOMI renge
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0 We preferCRTs ourselues, butif you do have to play yourretro systems on new TVs the RAD2H should help.

the m arket uses a line doubling m ethod
to achieve low latency, and ourproduct
is the only RGB-to-HDOMI cable which

incomporates a sm oothing Olten

Tell usa bitabout yourconnection
with RetroTINK.

| becam e aw are of Mike Chi when Bob
Neal at RetroRGDB.com interview ed
him backin 201 8 show casing the
retroTINHZ H. | becam e aw are that this
w as st o sideline proléct forMike

as his m ain business w as designing
headsets to m onitorbrein activity!

Why are yourleads lim ited to one
percustomer?

The leads are cumently limited to one
percustomersince we have been
running a preordersystem. Howeven
we hope to stock these in future for
im m ediate purchase.

How have you m anaged to achieve
such low latency?

The low latency is due to the inherent
design of the RADZ2H. [tuses aline
doubling m ethod whereby only one line
of inform ation is processed ata time
retherthan one whole frame.

Why does the PlayStation version
need an eltemal powersupply?
Unlike all othervarations of the RAD2H
the Playstation version of the RAD2 H

reQulres powering via 8 USE cable. This

is because the PlayStation consoles
cannot provide enough powerfrom the
AV Mult Out socket

Whyisasmoothing Olterincluded?
As the sm oothing feature was part of
the ordginal RetroTINH2 H design, we
decided to include this on the RADZ2H
foruse on polygon gam es,

Do you plan to support any other
system s outside of the ones you
do already?

W e have successfully tested the
RADZH on the Nintendo Wi, Orginal
Hbol and Oream cast. These system s
are capable of outputting higher
resolutions like 480p and abouve,

how eversince the RADZ2H can only
accept the lower240pM80i signals we
decided not to sell dedicated RADZ K
cables forthose system s as it doesn't
utilise them to theirfull potential. ¥

Head to retrogam ingcables.co.uk
form ore inform ation
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JANUARY 2003 B New
M etroid games, the retum
of Shinobi, retro releases

and even reviews of Neo
Geo gameslStranded in
2003, Nick Thorpe wonders
when we'll get a magaline
-a dedicated to this kind

| of stuff...

NEWS
JANUARY 2003

On KO0 January, lan Carr
admitted causing the death of
a sixtyeartbld girl by dangerous
driving, while driving a stolen
caron 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
Can’s BN previous convictions B
including one for causing death by
dangerous driving in BXKXO0 ¥ and
two lifetime driving bans. On 3%
January, he received a ninefandEhX
halfiyear sentence for the crime,
one of the longest ever handed
out for this offence.

O n B2 January, M aurice Gibb
of the Bee Gees passed away
suddenly at the age of B3, in
Miami Beach, Florida. Gibb played
bass and sang in the group, which
became one of the world’s besti
selling musical acts thanks to hits
such as Stayin’ Alive, Night Fever
and How Deep Is Your Love.

Intemet traffic worldwide was
signBcantly slowed by the SQL
Slammer virus on 28 January.
This barely hit home computers,
but infected 7,000 computers
H mostly servers, the majority
of which were infected in ten
minutes. The virus relied on poor
IT security, as it used a buffer
overllow exploit in M icrosoft’s
widely used SQL Server database
software that had been exposed
and patched six months earlier.

% ¥ RETRO GAMER
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H5ameCubelThanks to its firs®&erson perspective,

Metroid Prime conveyed an even greater sense of
atmosphere than its predecessors.

THE LATEST NEWS
FROM JANUARY 2003

fter a troubled
development at Retro
Studios, the GameCube
exclusive Metroid Prime
Enally emerged B and the BrstR
person adventure received glowing
reviews in its US import form.
Samus’ Brst adventure in over six years
received a BOMO0 score in games¥ M the
Brst in the young magalfine’s history X
with the reviewer praising it for feeling
like Super M etroid and integrating series
staples like the M orph Ball that Ryou’d
never expect to work in a Brsttherson
gamell. Edge’s B0 review lauded the
retention of player agency, noting that
Halthough you're guided as to what your

H5BARThough less revolutionary than its GameCube
sibling, Metroid Fusion was still an excellent adventure.

next move should be, you rarely pay

immediate attention to this, choosing

instead to embark on exploratory

missionsl. NGC scored the game HéH ,

praising the graphics for displaying
Emore effects than we everimagined the

Cube was capable offl.

W ith highEprollle 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 Mrst game in the series, it

paired Rebecca Chambers and fugitive

Billy Coen on a joumey towards the

Spencer M ansion. Edge gave the

game 7/0, and NGC scored it HéH ,

opining Bwhile it's introduced an

' etinabi

EPSZt wasn't the longest or prettiest game, but for allEbut
action few games could touch Sega’s Shinobirevival

excellent new twoltharacter system,
it has eliminated very few of the
increasingly obvious Baws that have
haunted previous Resident Evil titlesi.
Also aniving via the United States was
Sonic M ega Collection, a compilation of
Sonic’s Bé6bbit adventures. This eamed
a surprisingly miserly 78 in NGC
though with revelations such as, BKittsy
was disgusted by the sight of it¥ and
minus points like, BIf you loath Sonic
this will make you feel il it seemed as
though the Nineties never ended.
Over on the Game Boy Advance,
M etroid Fusion saw Samus being
stalked by a deadly doppelganger
known as the SABX, and reprised
Super Metroid’s 2D formula. The
game scored very well, eaming 2K
from NGC and B0 from Edge. It also
received ¥ /M0 from gamesX , which
noted the controversial addition of
mission brielings. BSome hardcore
M etroid fans will feel that they take
away some of the skill needed to play
the gamef the reviewer conceded,

Ebut they actually remove the need for

the aimless wandering that the SNES
game featured so heavilyX It was a
good month for retro gaming fanatics
on Nintendo’s handheld, too. FPS
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[Neo Geo] Evoga's spiritual successor to Double Dragonwas a good buy, for anyone with £300to spend on one ganre.

sequel Doom Il 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
1o 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”.

ToedJam & Earl lll: 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,

BACK TO THE NOUGHTIES: J ANUARY 2008

[Xbox] Nanmco's high budget action ganme wasn't
quite as polished as it should have been, but still
offered some thrills.

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] Al this landfill and smoke would greatly displease
Greta Thunburg, who was born in January 2003.

DECEMBER 2002

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)

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)

W haca

SIA%FIJ‘A‘.I
ADVENTURES

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)

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)

games™

EVIL ZERD

before adding “..

This month's feature is a look into
o the world of gaming PR, including a
‘\ &9  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™",
then | 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
PNO3, 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.

RETROGAMVER 7
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ANGHTONTHE TILES

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. | loved a good game of Pipe
Dream back when | was a kid, put more time than | 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,
| 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 | have sadly forgotten, and the
Net Yaroze game Mah Jongg from a PlayStation demo disc. To my surprise, |
totally bounced off them. | 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 | could
never figure out why some matches were valid and others weren't. It wasn't until
| decided to try playing again this year that | realised the problem - | didnt have
instructions for either game. Once | realised that tiles have to have either their
left or right edge completely free, and not be covered at all, | was well away. |
ran through plenty of puzzles in a weekend. So now, after years of ignoring it, |
suddenly want to play Shanghai again. | 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, | thought | was
done picking up Master System games - every game | 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. | guess that’s
proof that no matter how well we think we know a favourite format, we can still
find ourselves surprised. ¥
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JOIN RETRO GAMER AS WE JOURNEY TOA |\

E FAR, FAR AWAY AND A VERY. VERY LONG!
AGO AND TALK TO KEY MEMBERS OF 1

~ "BIOWARE TEAM BEHIND ONE OF THE FINES

~ AND BEST-LOVED STAR WARS GAN
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tis 4,000 years before the nise of the
Em pire, the birth of Luke Skyw alker
and the Rebel Alliance. Yet the Republic,

a dem ocretic m ass of aligned sustem s and

IN THE
HENOW

0 PUBU SHER:
UJCASARTS wonds, Is on fam lliany shaky ground as the forces
0 DEVELOPER: of the Sith Lord Darth Malak plague the galaly,
BIOWARRE Eagerto assum e despotic control of the m any
0 RELERSED: system s, Malak Is waging war against the Republic
B8 5nd its guardians, the Jedi. Hnights Of The Old
DEEQJ{FV%'E{%US Republic opens as his forces am bush the Republic
0GENRE | Space cruiserthe Endar Spire, forcing the playen
ROLEPLAYNG  In @ scene famillarto the beginning of Star W ars:
GAME A New Hope, to take Dight via an escape pod,
along with warhero and top pilot Carth Onasl.
Beneath the stricken Endar Spire sits Ters, and it is
here that the aduenture, spanning several wordds,
encom passing m ultiple missions and num erous
colourful charecters, begins with a search fora Jedi
nam ed Bastila Shan. Across som e of the realm s
we already know and love, and em plouing & very
Star W ars them e of dark versus light, this backdrop
to Hnights m ay appear conventional on Orst
0 (PCOFan favourite efam InationOyet undemeath the patina Is an RPG

HHY7. Do we detect
a hintof sarcasm?

that e0pands the lore of the Star W ars universe
w hile presenting a superb gam ing
elpenence that enreptured both fans
and those new to George Lucas’
legendany saga.

Long before Disney began to
create Its varably successful Star

o g

=
b LT

[0 PCOIt mightbe setway before the mouies, butlocations and charecters still look unmistakenly StarlWars,

- Woars spin-offs, videogam es were

. splnning @ whole wodd of scl-0

- built around that galaly fan far

. away O0We received a cold call

from Simon Jeffrey then director
of developm ent at LucasArts,0

- remembers Greg Zeschuk, Bioll are
cofounder and elecutive producer
on Hnights Of The Old Republic.
OHe reached out to us to see if we
- would be interested in doing & Star
. Wars RPG, and it was a true cold call D we'd never

Owed

: metoreven spoken to him before.0 Bioll are w as
Wst beginning to wrep on Neverwinter Nights, an
am bitious role-playing gam e that encom passed

- a breve new engine forits fantasy tale. Olt was a

. great coincidence,0 continues Greg, Uas we were
in the process of selecting a ne0t proléct [t was an
. easy declslon forus and ourteam .0

By 2000, Biold are was an ebhilareting com pany

to work fon having already forged a gigantic
- reputation In the RPG genre thanks to the

- m arvellous Baldur's Gate and Its seluel, Shedow s
- Of Am n. But the developerhad very real shadow s
of its own to contend with, Ol'd say it was alw ays

: turbulent, but those eady days were pretty elciting
as we were always doing new things and leaming
about the industry0 Greg saus. Baldur's Gate's

- spidtual follow up, NeverwinterNights, becam e

" the m ost contentious prolect of Bioll are's then

THE MARING O~ STAR WARS: BNIGHTS OF THE OLD KREPUBLIC

(- reached out toustosee
if wewod dbeinterested
in doing @ Sar Ubrs AR

and it was a truecd dcal |

never met or even

spoken to him before]
GREG ZESCHUK

[1Greg Zeschuk cofounded BiollJare,
and we speculate he could be an
actual bdi Hnight

U bmes Ohlen worked atBiolllare
for2e years before starting Arcanum
Worldsin 201 8.

[ Drew Hampushyn worked on the
story forHOTOR and has written &
numberof Starllars novels,

DEVELOPER
HIGHLIGHTS

BALBUR'S GATE
SYSTEM: PC, MAC
YERR: 1998

NEVERWINTER NIGHTS
PICTUREDD

SYSTEM: PC, MAC
YEAR: 2002

SYSTEM: PC, HBOH360,
PLAYSTHTION 3
YERR: 2009
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P SHORT HISTORY, M AINLY DUE TO THE TECHNICAL
BOUNDARES THE DEVEIDPERW AS TRYING TO PUSH, AND
THE TROUBIES ATPUBUSHING PARTNER INTERPIAY. S PILING
OVERINTO AEVERW INTERS DEVEIDPM ENT SCHEDUIE, A
NEW PUBUSHERHAD TO BE FOUND AS WORK BEGAN ON
KNIGHTS 0 FTHE 0 ID REPUBLC. BAFROM THE BEGINNING,
BIOW ARE WAS AMUIM-PROJECT COM PANY, SO WE WERE
AW AYS WORKING ON BAIANCING HOW T0O DO M ULTIPLE
GAMES ATONCE,I EXPIAINS G REG. EXTHERE'S AW AYS A
EINITE AM OUNTOF TAIENT AVAIIABIE, SO WE COUIDN'TDO
THEM ALLFULLBIAST SIM UITANEOUSLY.E THE CORE TEAM
OF KNIGHTS WOUID BE CONSTRUCTED FROM A VARETY

OF SOURCES, AS THE NEW SCOPE W ARRANTED. M LK,
BAIDURS G ATE Il AND KEVERW INTERETIGHTS PERSONNE L
ALLCOM BINED TO FORM KNIGHTS' SEUAD, AND AS THE
EEVERW INTERDEVEIDPM ENTWOUND DOW N, FOCUS
FULLY SHIFTED TO THE STARW ARS GAM E, BUT NOT BEFORE
CREATIVE LIEAD JAMES 0 HIEN AND HIS TEAM OF W RTERS
AND DESIGNERS WERE SEEUESTERED TO HEIP GET THE
FANTASY RE3G OVERTHE LNE.

FOUOW ING THAT EIRST INITIALCONTACT W ITH ESUCASEIRTS,
THE ESRST M AJORDECISION WAS WHERE, ORRATHERW HEN,
T0 SETTHE GAME. AW E WERE GIVEN THE OPTION OF
SETTING ITEITHERBETW EEN EPISODE V AND EPISODE V1,
ORIN THE PRE-HISTORY THOUSANDS OF YEARS BEFORE THE
MOVIES, REVEALS G REG. HENDERSTANDING A BIT ABOUT
PUBUSHERAND UCENSORM ANAGEM ENT, AS WEILLAS
BEING GIVEN THE OPPORTUNITY TO CREATE SOM E STAR
W ARS CANON, WE CHOSE [, ESERE YEARS BEFORE THE
MOVIES, AND WERE GIVEN A IOTOF IATITUDE IN W HAT
WE CREATED.ES 3 USEFULASSET, AND G REG SMIIES

WHEN WE ASK HOW FARTHAT LATITUDE STRETCHED. ETHE 7 : : !REMEMBER, THE LAUNCH TOOK
L HRET S AL R 1 1 B (R T < J PLACE IN THE DAYS WHERE
IATER’ EHEAD DESIGNERJAM ES O HIEN CONEIRM S THE e | e ) CONSOLES WERE CONSIDERED THE
3 LB [ A B8 OB e 00 P e T i FUTURE, SO WE THOUGHT IT WAS
REPUBLC ER AUDWED US TO TELLA STORY W HERE THE E A s o _ A BETTER BUSINESS DECISION TO
o BN 0LEAD TN COBOLET

IS THAT WHEN W ORKING IN OTHERPEOPIE'S UNIVERSES, k2 e ' : GIEG
ITS IM PORTANT THAT YOU HAVE THE FREEDOM TO CREATE {1 EEREW HO'S THATHUTT? W ELEY TS NOTJ ABBA.
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SEVERAL CHARACTERS 50 m veemn oF e BI0 [IONSTRUCTED BY EIARTH BI0 EEIN ACE PILOTAND HIGHTER B10 ITHE BEAUTIFULAND COBALT
TO ACCOMPANY THEM w aNDAWORAN W ARS, GANDEROUS ~ REVAN W ITH THE SOLE PURPOSE WITH A ROGUISH APPEARANCE, ORPHAN M ISSION IS ERSTMETON
ON THE EBON HAWK AND  oRoo IS BRSTENCOUNTERED ONTHE ~ OFASSASSINATING KEY MEM BERS THERE'S A LITILE BITOFHAN S 01O TARS, ATA BARCALLED J AYVAR'S
BEYOND. HERE'S WHAT TO  PLANETTARS, PLVING HIS TRADE AS ~ OFTHE REPUBLIC, HK-ERIIS ONE T0 THIS HUMAN. THATS W HERE HANTINA. ICCOMPANIED BY A
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THE MISSIONS W HERE YOU EXPECT  INTO YOURHANDS ON TATOOINED FORCES AND ESCAPE T0 THE NEARBY  DESTRUCTION OFTHE DOOMED TARS
TROUBLE 50 MOSTOFTHEM I ERM, GOOD LUCK. PLANETOFTARS. VIA SITH BOMBARDMENT,
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THE MAKING OF: STAR WARS

Early artwork denonstrates the scale and beauty BioV\are was airming for.

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 |l, 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,

A

: KNIGHTS OF THE OLD REPUBLIC

[PC] You can't have Tatooine without Jawas and
the nefarious, yet easily spooked Sand People.

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 — | 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

i N
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ZAALBAR JUHANI JOLEE

SHAN BINDO

RACE: WOCKIE RACE: HUMAN RACE: UTILITY DROD RACE: CATHAR RACE: HUMAN

A

BASTILA T3-M4

BIO: Don'tlet T3's cute BIO: Sylphlike and felinein
Wookiee, exiled fromhis and honour, Bastila Shan appearance fool you—an appearance, Juhani often Kashyyyk after a ferocious battle
hormeworld of Kashyyyk also possesses a powerful expertin conputer slicingand struggles to balance her with his wife Nayama who had
following a disagreement with Force power known as Battle nanipulation, this little droid devotion to the Force with the fallento the Dark side, Bindois
his brother, Zaalbar strikes up Meditation, the ability toinspire  is a highly capable hacker, and fierce nature endemic to all discovered during the ganmein
an odd friendship with Twi‘lek colleagues while denoralizing is vital to the success of the Cathars. Juhani joins the squad  the Shadowlands region. A touch
Mission Vao on the planet Taris.  enemies. Commander of the player's mission. T3leaves its upon discovering the Star too enotional to be a true Jedi
Along with his friend, Zaalbar Endar Spire, Shan has a key home planet of Taris aboard Map, and is notable for being warrior, Bindo becomes friends
agrees to help the hero's search  role in the player’s mission, the Ebon Hawk, thus escaping the first openly gay character with the hero, and proves to be
for the Star Forge and bring an with locating her on Taris the a life of wrong-doing for crime written specifically for the Star  a valuable menber of the Eoon
end to the conflict. first main mission of the game. lord Davik Kang. Wars universe. Hawk team

BIO: Arelatively young BIO: Strong of character BIO: Self-exiled on the planet of
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P 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 | 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

2 RETROGAMER
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Upon collection of

the Czerka can

. 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 | personally feel Malak was a great villain and

. —in the end — a somewhat tragic figure. | 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

[PCl As is the case with BioWare games, a lot of the worldbuilding corres from conversations.

Védant want it tol ook printtive but we
al sonantedit tol ok | essrefinedthanthe
noog nSar \Vdrs novies. By ek \Vdt tsand
(asey hedthisasa hugetascfar thefirst

correct fees, |
offer.

fewnanths of devd oonarnt
GREG ZESCHUK

[PC] Nothing says ‘epic adventure’
than ‘correct fees'. But hey this is the
franchise that made trade negotiations
a major plot point. ...

will extend what resources

I'm sure you understand.

[PC] The villain of the piece, Darth Malak.

- 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 B
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THE MOVIE

Mxed thought s fromthe
devel opment teamon a
possibl e cinemat ic out ing
for the A d Republ ic

Il 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? “| think it would be
great, but | 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 |
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. “lt would be interesting to
see, but honestly | 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. “| 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.”
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» [PC] Arriving

too late to save
the crew of the
Endar Spire.

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

P a much higher level than they might at first
suspect, which brings us neatly to Knights O f

The 0ld Republic's famous twist, a jaw-dropping
moment 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. “l liked the
twist,” remembers Drew, “but | knew it would all
come 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, former ally of chief antagonist
Darth Malak, memory-wiped
by Bastila Shan, and now in
the service of the Republic as
a mere footsoldier. “The idea
of the main character being
the villain was som ething that
came from a brainstorming
session | had with Cam Tofer,”
recalls James. “The twist
that ended up in the story
was mostly me and Drew
watching The Sixth Sense and
Fight Club and using them

as templates for how to do
that kind of twist.” The former movie 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 come out of the blue. “l was

thana

‘Imnorea cont ent desmer
gane designer,
solwantedtofocus on
the cont ent, rat her than
develqmga New ganes
syst em Therefor g using
Neverwnter asa |
pont madea lot of sense
JAMES OHLEN

hyperfocused on that,” notes
Drew, “dropping these clues
and lines in at various critical
path junctures, then explicitly
referring back to them during
the actual moment when you
discover your true identity.”
With the game utilising
Neverwinter Nights’ Aurora
engine — branched off and
customized along with
elements of MDK2 — the
technical developm ent of
Knights Of The 0Id Republic hit little more than
the usual highs and lows of creating an am bitious
vidleogame on relatively new hardware. “We
had already developed choreographed combat in
Neverwinter Nights, which was integral to getting
across lightsaber duels,” James recalls. “I'm
more a content designer than a game designer,
so | 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.” As development began to march
slowly, but steadily, towards the end straight,
James focused on polishing the game via his own

off

playtesting, internal testing and soliciting feedback

from LucasArts. “I'm pretty sure | played Knights
more than anyone else before it shipped,” he
jokes. “But | was really tired of the game by the
time it was done.” Meanwhile Drew Karpyshyn,
having overseen the key intricacies of storyline and
characterisation, tried to ensure inconsistencies
were spotted as soon as possible in order to
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(PO0The Bbon Hawk's
design echoes a more
famous thunk of Wnk',

m inimi0e any im pact on developm ent, But with a
gam e the sile, am bition and innovation of Hnights,
there were two notorous aspects of the industry T
that could not fall to reartheirugly heads: crunch e e S
and bugs. 0Every BiolWll are gam es has thousands - -
of bugs! D elclaim s Jsm es. 0And we always B ’ 3 = 20
¥ G i T
spend m onths sOuashing them .0 Stom ping on - —

digital insects aside, it was the nascent Microsoft
O PCOPreparing to ice up hardw are that often ceused Issues, specilcally
a Tusken Reideron Tatooine.  Its CD ddve, as Greg eOplains, 00ne of the m ain "OBII E EPUBI Ic

issues we faced 0 and one Microsoft was loathe
|5 the Force strong with this mobil e converdion?

to talk about O is that we stream ed off the Hbol
CD disc in real tim e, especially for the voices, and
what we didn't know was that the HboO didn't By the miracle of modem technology, itis now possible to have the
have consistent disc perform ance.0 Faced with complete Hnights Of The Old Republic elperence on the go, thanks to
troubleshooting the varous Issues, Microsoft Aspur's eOcellent port foriPad, iPhone and Android. Given a sparkling sheen,
revealed that they had used multiple m odels of the grephical lustre in particularshines on these deuices, with the elpanses
disc drves within the console, some of them more of planets such as Tatooine and Manaan looking impressively lush and
reliable than others, leaving Bioclll are with little alure. Adapted foruse with touch controls, the game also works well, with
option but to plough on regardless, the playerable to dart theirsluad around each wodd with ease, wielding
lightsabers and blasters against the numerous enemies. Almost every other
nd then there's the crunch. Drew aspect of the original game
Hampusyhn recalls in particular the survives intact, only now you
rush tow ands the end of Hnights' can travel to the Sith Academy
developm ent, OBioW are crunch Is on Hormiban while on the bus,
alm ost alw ays brutal,0 he lam ents, 0Many people ortake on Darth Mal sk and his
on the team putin months of 80 -plus hourweeks, Sith horde while waiting at the
and tow ards the end some people were working dentist. Grounded with the same
| 00 -plus hours perweek. We tded to limitit to si0 epic plotand charecters, HOTOR
days perweek, leaving at 9pm on weekdays and mobile is a fantastic game for
6pm on Saturdays, with Sundays off. Howeven those looking to relive one of
m any people ignored those hours and worked the Onest StarllJars games, orto
overtim e, Including all of the senlorpeople. In the playitforthe very Orst time.
Onal few weeks, | putin several 30 -plus-hour B
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[ FoIIovv| ng the success of Knights OF The Old Repuiblic, BloVVare was succeeded
by Qosidian for the sequel The Sith Lords. Utilising the sanme engine, Odyssey, the
ganme follows a mew character known as “The Exile’, an e?d led Jedi Knight atatime
wien the order has atmost been wiped out by the evil Sith. While graphically similar,
Qosidian made several twea ks to the style of gameplay pioneered by the firstgae,
including a smoother party systemanda large range of new Force powers Once nore
relying heavily on cha racterlsatl on, interaction and plot to drive the experiencg, 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 garme
begah in 2004, but failed to proceed beyond early concept art, story, world and quest
designs. Then, at 2008 E3, BioWare andtLucasArts canfirmed they were workingona
long-runoured MIVIORPG set in the Old Republic. Released in 2011, Star Wars: The Od
Republic is set 300 years after the events of the first two garmes as another war threatens
to consume the galaxy. Players areable tojoin either the Jedi or Sith, while offering a

* moral conplexity beyond this binary choice. Phenorrenally successful pon release, The

(Ad Republic has since received several expansions and seen a nove fromsubscription
toa free-to-play model —and it still operates today, making itan ideat way to dip back

i = . into thls mysterious and fascinating era of the Star Wars franchise. '

[PC] Here we are exploring the prestigious Starfleet Acadermy.

KNIGHTS OF THE
OLD REPUBLIC:
THE TRIVIA FILE

Rvenor esnipoets of infar nation, freshfrom
theoconputer banks of the Hoon Hawk

A ot I [PC] Familiar locations appear in Knights, such as
. . T LR &8 . the V\bokiee homeworld of Kashyyyk (bless you).
GameCube and PlayStation 2 versions were -
never considered, due to Microsoft exclusivity.

P shifts as we scrambled to Therevas ar Udl Ut  Star Destroyers, waspish X-wing

An early idea was to have the player be get it approved for the gold fighters and the gangling,
a clone of Revan, before LucasArts told [master] disk.” While not quite as V\e@t tm@nem ponderous AT-ATs of The Empire
BioWare that clone stories were off the table. grave, James acknowledges the mcd esuma’, SO it Strikes Back. It's a somewhat
A few months later the next film, Attack Of The urgency to finish off Knights was I : harsh analysis, not shared by
Clones, was announced. critical towards the end. “There \I’Agcsjnt tmlaliitd B*lt |'|: We Greg, or Drew. “Considering it
was crunch, but we got the [ 1 BI o i OSUTM@", was one of BioWare's biggest
Just before LucasArts contacted BioWare, game done before summer, so " m WO l hits, won multiple Game Of The
James Ohlen and Ray Muzyka were mulling it wasn't too bad. But if we had lthd( Oc LB. ,,d Year awards and is still beloved
over a licence of a relatively unknown book at the pushed into summer, | think most havel cst our Ninds by millions, | don’t think | can

time called A Game Of Thrones. of us would have lost our minds.” JAMB OHLE" have any regrets,” says the latter.
Nevertheless, in a mighty fine Upon release, Knights Of The
Menmbers of KOTOR's cast appeared in videogame that had its development stretched Old Republic was indeed a worldwide smash hit,
BioWare's Mass Effect— notably Jennifer right to the very limit, James still harbours some - and a pleasant surprise to many fans jaded by the
Hale (Bastilla) and Raphael Sbarge (Carth). regrets. “It would have been great to get more of  : prequel trilogy episodes The Phantom Menace and
x4 the epic battles that are so important to why Star ¢ Attack Of The Clones. And it proved a relief, albeit
' Many of KOTOR's characters came from Wars is awesome — the ‘wars’ part is so integral . a temporary one, at BioWare. “\We didn’t really
James Onlen’s childhood Star Wars tabletop to the franchise,” he notes. Despite the wonderful i have time to sit back and enjoy [the success],”
campaign by West End Games. depth to Knights, it's hard to disagree given most  : says Drew. “By then, we were already dealing with
fans fell in love and were mesmerised by imposing the next crisis, whether it be Neverwinter Nights I,
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[PC] Conrbat took cues from the D&Dsystemfound in BioWare's previous RPGs.
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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 | 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

T

We are the Outcasts

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. “| 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 | wanted to do with Dragon

- shunned from the surface for our crimes
and banished here to the Undercity. We banded together to form
this village that we might survive in this hostile environment.

[PC] BioV\are had the creative freedomto create its own
renrarkable slice of the Star V\ars universe.
-

; N

e

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

i 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.” ¥
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After finding success with 3D
football and shoot—em—up ftitles,
Vincent Baillet decided 1o tap into

the trend
games.

The developer reveals

for isometric adventure
hou he

added something unique 1o the genre
with +the biology—themed Bactron
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0 PUBU SHER:
LORICELS

0 DEVELOPER:
VINCENTBAILLET

0 RELERSED:
1986

0 PLATFORM:
AMSTRAD CPC
THOMSON

0 GENRE:
PUZA R

DEVELOPER
HIGHLIGHTS

MACH 3

SYSTEM: ATAARI ST,
VRRIOUS

YERR: 1987

TURBO CUP PICTUREDO
SYSTEM: ATARI ST,
VARIOUS

YERR: 1988

WEST PHASER
SYSTEM: ATARI ST,
VARIOUS

YEARR: 1989
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DAmstred CPCOThere are | | yellow enbymes to activate in Bactronbthe blue ones are hostile vadants,
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D Amstred CPCOBactron's penultimate level has multiple elits, and you won'thave time to take the wrong one.

-
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Words by Rory Milne
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[though Sendy White's Ant Attack
came out earlien It wasn't until
Ultim ate released its sem inal
Spectrum classic Hnight Lore
towards the end of | 98Y4 that the
isom etric aduenture genre took off,
and It took anotheryear forthe 30

form at to be adapted forthe Am strad CPC's
low-res | 6-colourmode. The credit for this
second achievementwent to designer ROm |
Herbulot, who topped the Am strad charts with
the surreal and Innovative Get Delten

Bu this point, fellow French developer

Vincent Balllet had devised a forced-
perspective football title called Footand an
Into-the-screen shoot-'em -up nam ed 30 Fght,

: and so he feltconOdent of creating an isom etric
i aduenture of his own. Vincent rem em bers that
his Orst step was to do som e research. 0There
were some pretty good gam es atthattime

i thatused isom etric graphics,0 he notes. 00ne
of my references was Get DelJten of course,
butl'd also broken seuveral bysticks on Marble
Madness, Spindilly and others! So let's say

i thatitwas the global trend at that time to work
on isom etric gam es, as isom etric greaphics were
a3 simple way to rendera 30 world.0

Having assessed the com petition, Vincent

neltlooked fora theme forhis gam e 0 which
i he subseluently called Bactron D when news

of a forthcoming movie pointed him

in @ very different direction from the
isom etric prolkect being devised by

the developerhe shared a desk with.
OThere was @ m ovie called Innerspace
that was planned forrelease,0 Vincent
recollects. 0l think the idea for Bactron
0 where there was a tiny wond Iinside
a bodyOcame from thatmovie. At
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Control now

Pul0l e

lssues

The controls in Bactron differ
from those in otherisom etric
gam es in that you walk
backwards when you head in
the opposite direction of the
one that you're facing. With
thisin mind, itm akes sense
to getused to the controlsin
an opponent-free room before
tackling the rest of the gam e.

our Enemy
Bactron's orbs-on-plinths
drain yourenergy on contact,
but they're motionless, and its
blue en0um es are harm less
ifleftinactivated. The game's
double orbs and spinning tops
are slow and easily avoidable,
butits skulls and pum ps are
farfasten and freeling them is
often the only option.

nﬂgm?l
pedition
Due to Bactron's time lim it,
thiggenng the game's || yellow
enOym es before its patient dies
isim possible without knowing
theirlocations, The en0ym es
are always in the sam e places,
howeuven so you can m ap them
out over successive tnies and
then take the shortest route
between them.

Practice

Once you've m apped out all of
Bactron's en0um es, you need
to practice the pulQlesin the
stages between them so that
you can overcom e them Ouickly
enough to beat the clock. Once
you've nailed them, you need
to rapidly pull them all off one
afteranothen but even then,
every second counts,

Bactron has fourroom s
situated as far from its starting
locations as possible, and once
you've entered this block itcan't
be elited. That said, one room
contains an enOum e, which

m akes the stages unauoidable,
butit's vital to auoid them until
afteruou’ve activated the other
ten enOym es.
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D Mmstred CPCOYbU can rush pastulruses that are quarding
elits In Bactron once you've lured them awau

the sam e tim e, Loriclel
was also developing MGT

done atthe same time as LN -l-hE

Bactron with the sam e
tools on the sam e oflice
desk. MG T's action took
place on @ huge word,
butthose two gam es
were cousins, although
they were opposite in
m any ways.0

Notonly was Vincent's
design for Bactron Oulte
distinct from MGT, it
also differed from the gam e thatdelned
| 6-colourisom etric gaming 0 BOm | Herbulot's
GetDelten in as much as Bactron wouldn't
Involue m plng onto and over things, or
m anaging a sidekick. 0Get Dellter featured
several innovations,0 Vincent acknowledges,
Oyou had Scooten and you could even m p
on @ bed and break it! But Bactron had to go in
anotherdirection, even though Get Dellterw as
a real inspiration. At the time, thatgeme was

SoOme
mares,

Some

Vincent

fantastic, but the goal was notto copy it ltwas
the com petition to som e eltent, and Bactron

SO SOme rooms
had purrles,

were big and

small”

é 0 Mmstred OPCOTAggering Bactron's final enDume restarts
:  the game with a strictertime limit to complete yourmission.

“I wanted
0O Magnetik Tank. It was gnmE dluers‘l-l-.:l

ended up being really
different. You had to
surprise players, and give
them a new elperience
forevery new gam e.
Also, if Bactron had been
able to Wmp Itwould
have com pletely changed
its gam eplay.0

In keeping with Get
DelOten howeven Vincent
created room s for Bactron
that contained logistical
puldes, although he
contrasted these designs

levels,
had
SOme

ere

Baillet

i with levels based around m a0es, and he varied
the sile and shape of each of his game's
stages. 0l wanted som e diversity in the levels,D
Vincent relects, Oso some room s had pullles,
som e had m ales, some were big and som e

i were small. Thatway, each room you went
Into was a new sumprise. We didn't have ham e
i design docum ents' at thattime, nordid we
have a clearcreative process. If we had a good
i |dea, we Msttried to Implementit We didn't
spend much time on a prolkct, so we had to

: Ond sim ple ways to entertaln players, and the

itwas fun to progrem it
and fun to play with that

i feature. Yes, Bactron could
get blocked if the player

i falled. But that's life, and so
i If they didn't do a great b
i then they were punished,
and they would take m ore
core nelt tim e. Stuck players
i would Wst restart the gam e,
[t seem s strange now, butl
i think Itwas nom al then.D

around, navigating m alles

i 0 Mmstred OPCOBactron's viruses aren't great at auolding
§ obstacles, and theu sometimes get trepped behind them.

m a0es were st a sim ple way to add diflculty,
with notmuch code to wnite.0

Anothersimple method of increasing

Bactron's challenge followed, as Vincent took
the innovative step of allowing his game's
hero to pull D a5 well a5 push 0 obstacles and
oblects around, and when he noticed that it
was possible to get trapped during the process
he viewed It as a feature rather than a bug.
OEvery gam e com es with a bitofinnovation,D
Vincent says m odestly. OIf | allowed Bactron

: to push and pull oblects, It
was probably st because

0 VincentBalllet teaches
games design and culture, and
consults within the videogames
Industry and beyond.

Of course, moving things
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P ond solving pulOles only
added so much gam eplay, and
so Vincententrusted his artist
Bruno Masson with designing
som e eclectic opponents forhis
titular protagonist Bactron to
go up agalnst OBactron was a
virus Killen and his enemies were
viruses, so it was obuious they didn't
have to have the sam e appearance,d Vincent
reasons. 0Bruno Masson st proposed the
characters, and they were so nice thatwe

sald yes to everything he did. We didn't have
an [brtistic direction’, so there were probably
som e inconsistencies in term s of gam eplay
and graphics, butwe st wanted to have a
fun-looking gam e. And everything Bruno did on
this prolect was fun and beautiful.D

utonce he had coded these viruses
into his gam e, Vincent felt that his
hero reluired som e form of defence,
and the designerconcluded that
the most appropriate weapon for

a bactena to have was a mouthful
of healing Ouids that could be spat
overnearby opponents. OI'm notsure Itwas
unhugienic,0 Vincent argues, Osince Bactron
was spitting 8 very powerful chemical mi0, a
Kkind of super m edicine, and you could see the
radical effects ithad on the viruses, Anyw ay,
Bactron didn't havue arm s orhands, so he
couldn'thandle a Halashnikou or a

Laser The only way forhim to attack

was by using his mouth.D

As well as gluing him a useful O If
antisocial 0 attack m echanism, Vincent

also gave his player character a core
oblective of triggering yellow enlum es

to treat Bactron's viruses, although this
wouldn't actually be shown In-gam e.

DThat's 3 good idea! Butwe didn't think

0mstred CPCOBactron's naturel defence takes the
form of spit that temporerily freeles his foes to the spot

0 Mmstred CPCODue to Bactron's stict time limit, once
uou finish a stage you need to beat a hasty retreat.

aboutitatthattime,0 Vincent says of depicting
the viruses in his gam e being attacked by
enbum es. OUnfortunately, Loriciel will notbe
releasing an update! Itwould nothave been
com plicated to do so, butl'm notsure itwould
have Im proved the game much. [twould
[Lst have been a detall to give a little m ore
coherence to the story, Bactron could have
been im proved In m any ways, butwe had
to coare about the budget, so when we
released a game, we had hundreds of new
ideas to Improve itbutno time to do s0.0
One idea that Vincent did Ond tim e for
was to introduce harm ful blue enbum es
into his latest prolkct, the dangerof
which was left forplayers to discover Ol
suppose that the blue enOym es were st
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0 Amstrad CPCOThe more ambitious level designs in Bactron combine confined spaces with determined opponents to great effect.



| e Wl e et a4 s . f? P %%’ﬁ

0 Amstred CPO0Despite theirhoming instincts, the viruses 0 Mmstred OPCOIsometric malke-like barmers populated by
in Bactron get confused when uou hide behind obstacles. lethal viruses are a staple of Bactron's level designs.

“"Bactron didn't hawve arms or
hands, so he couldn't handle
a Kalashnikovy or a Laser! The
only Iut?g for h.1|£|.'| 1o a'l'_l_'ll':.acl-: mas
- usin is mouth™

- -.=-_ = =
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_.:: Vincent Baillet

g

wasn'twhatyou would call a triple-A gam e
now, butatthattime itwas a success. | saw
som e reviews that were Duite good In France,
and | saw a review In an English m agaline that
was so-s0, but maybe English burmalists
were more senious than French ones!
Anyway, when a game was Onished, we st
started anotherone and stopped thinking
about the previous release.l

Butdecades laten Vincentis happy to
glue some more thoughtto hisinnovative
adventure, and feels that with hindsight
he would m ake som e changes. ORs a
gam e designen | would certainly change lots
of things,0 Vincent considers. 0The gam eplay
needs a com plete refurbishment | would add
more pullles and more room s, and | would
add sumprises, | would putin more rewards and
design an ending. It was probably a mistake not
to spend time on that, butitwas @ mistake that
had no conseluences 30 orso years ago!l

Revisions aside, howeuven Vincentlooks

an econom ical way to geta new enemy without

much work,0 Vincent adm its, before adding,

Olet's say that they were st a prank! The

playerwould think thatit was okay to touch

the blue enOym es, but when he did so he soon

discovered thathe would have to avoid them

the neOt tim e.0

A second pitfall swaited players at the

very end of Vincent's gam e, as the deuveloper

designed Bactron's Onal four stages to be

Inescapable once entered, regardless of if

all of the enOum es reQuired to com plete the

game had been activated ornot OWell, all

of those gam es were about tral and erron0

Vincent points out. 0l don't actually remem ber

that specilc feature, butitlooks like It was
intentional, and thatit was a kind of trap.

0 MAmstred CPCOSome of Bactron's stages are so ) }
littered with oblécts that they feel like obstacle courses. Thatwasn'tvery fairforthe playen but

players were a lot m ore forgiving and patient
then than they are now.0

i But as if to underine the challenging nature

ﬁg of gam es m ade in the Eighties, Vincent gave

[ ]

0
.

RTATATARATAVATAY

- !! &QEE Bactron a second twlist by sending players who back at Bactron with understandable pride,
e : E * com pleted his gam e back to the start. 0R lot of and concludes that his challenging isom etric
* E E the gam es at that time didn't have an ending,D title Is of Its tim e and still stands up well, even
. - e
c. % ﬁ_" Ly Vincent recalls, Olt was probably because decades afterits release. 0l've spentsom e
oo S o of prolkcts being late, an 3 nstm as Ime watching videos about Bactron, an
| = - *ﬂ: f (bcts b lat d that Chnist t tch d bout Bact d

frankly, I'm proud to have created this gam e,0
Vincentbeam s, Olt's probably not the best

gam eplay, but technically and graphically the
Ouality is Ouite good forthose old com puters,
and the conceptis ratheroriginal. The gam e
designernow contrbutes the mostim portant
aspectofagame, butin the Eighties the
program m ers had all the powen and Bactron Is
a program m er's gam e. It's certainly not perfect,
butit's good enough that we're discussing it
3Y years afterits release.O *

was coming and you had to hurry to release
som ething. In Bactron's caese, we spent 00
of the budgeton this, as we thoughtitwas a
useless feature, but Bactron was the lastgam e |
did without an ending.0

Due to the eOpectations of the tim e, the
unforgiving aspects of Bactron largely went
unnoticed on the gam e's release, and Its
visuals and novel gam eplay guaranteed strong
sales and solid reviews. Ol think the sales were

ATATAY:

R
KR

AT T

0 MAmstred CPCOBactron’s titularhero makes a mad
dash from & nasty uirus on the game's opening stage. ~ JUite high for Bactron,0 Vincent recollects. Olt

T T e T e T e T
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Rescue forthe ZK Spectrum
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both forlcon Design, Ste Cork
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great gam es. When the time came for
him to mouve to pastures new, this time
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working for Softw are Creations, & new
challenge was put before him. Now, an
arcade conversion can be an elciting
prospect 0 but that can depend on the
game. It's falrto say that Ste Cok was a
litle underw helm ed with the conuersion b
that landed at his feet at his new workplace.
OW hen | amuved | im m ediately got given
Psycho Pigs UHD to work on O though this
w as because no one else wanted to do It
and | was the new guy, | drew the short
strew 0 he e0plains. So not a great start

to this conversion bumey, and it seem s
that Softw are Creations wasn't that keen

to take it on in the Orst place 0 so why

w as the studio conuerting the gam e at all?
ORpparently they had to teke this game

and conuvert it to the hom e com puters as it
w as a prerelulsite for Softw are Creations
to get the Bionic Com m ando licence,0 Ste
eOplains, So with a gam e to convert that
neitherthe software com pany norany of its
progrem m ers were really that interested in,
it was down to Ste to be a professional and
get on with the b in hand.

e 537 o

L 2P 6
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With what seemed like a 1P
proleéct that was more a necessity
than fun, how did Ste go about
m otivating him self to m ake a good
b of It? Playing the gam e m ust
have been a good start, did seeing
itin the Desh Orst-hand insplire him
and m ake the task enlyable? 0God
no,0 he replies. OI'd neverseen
it before, and afterencounterng
the arcade m achine | still wasn't a
fan. | rem em berthinking bnly in
Jpan...' when | saw it0 Despite
not falling In love with the gam e,
Ste's a professional, and if you've a
[bb to do, you have to get on with
it 0 fan ornot

So how did he get on with starting
the conuersion? An arcade cabinet setup
with the gam e would be & start at least.
OWe had 8 AMMA board of the gam e,
running with what you could describe as
Muestionable’ English. Think Al YourBase
Are Belong To Us' and you get the idead Ste
elplains, 0That's it really, in term s of help.
Unfortunately, we only had one [AMMA-
com patible cabinet, and | had to constantly
keep sw apping out the board with the
otherproléct being worked on, which got
tedious.0 All of these factors com bined didn't
really have the foundations of m aking the
conversion operstion as sm ooth as it could
be, but Ste had to geton with it

rr

ssessing the onginal arcade
gam e gave Ste the chance to
think about how this could
work on the Spectrum . With
the obulous and m ost likely issue to be
colourgiven the Spectrum's lim itations in
that area, it was down to Ste to think his
w ay around this problem . DConsidering
it Ghe arcade orginallhad large colounful
charecters m oving around the screen and
overthe top of each othen it was obuious
it was going to lose a lot of colourin its
conversion to the Spectrum . Attribute clash
on that scale would be unforgivable, and
you couldn't m ake the charecters w alk
around each othen So the Orst thing that
had to go was the coloun Once you've lost

ROUHD 02 2P
1000 24T -

all that, all that's left is m oving som e sprtes
around, which is a no-breinerd Luckily for
Ste, the colourclash issue seem ed to be
the only m albrbugbearforthe conuersion
in term s of keeping It grephically as close
to the original a5 possible. He was able to
retain the m albrAty of the orginal features of
the arcade gam e, too, Including the In-gam e
m usic. 00nce you took out the colours,
there wasn't much left to be a problem so
| don't recall taking anything else out0 Ste
remembers, OWe did atleast get to use
the Spectrum | 28's AY chip, so there was
sound and m usic being played, orat least
as good as the AY chip could do.0

Thet's not to say there were no other
problem s, as anotherissue forthe
Spectrum version would be a strong
em phasis on green backgrounds. The
orginal Psycho Pigs UH's backgrounds
were coloured in green hues, asitwas
set on a gress playing Oeld, which led to a
problem in term s of how it was displayed
on a television. CRT sets 0 which were
staple of the Eighties 0 and the Spectrum
did not really get on with each othen as Ste
highlights. 0Green is one of the colours that
Erew !’ on 8 Spectrum game when viewed
ona TV, so we knew it was going to look
like crep right from the start. Not very
inspiring, considerng this was going to be &
very prom inent colourw ithin the gam e.0

In a proléct that seem ed full of negatives,
w as there anything about this conuersion
that would lift the spidts? W as there
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anything Ste was a fan of? The only
things | enjoyed at all were keeping some
of the Japanese-English phrasing to retain
at least a little charm, he recalls. Also, |
managed to sneak in some bits. | think the
main one was that in the demo mode 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
time, drops down on one knee facing out
of the screen at you, then middle-fingers
the player before running off to join the rest
of them. That still amuses me, but | think it
only managed to stay in because with the
graphics quality of the pigs it's not easy to
make out. Once seen though, it can never
be unseen. So that’s something to look
out for the next time you play it, and finally
something to smile about for Mr Cork.

With the conversion now in the bag
after what was the end of a less than
enjoyable job, surely completing his task
would leave Ste happy in some way. How
did he feel about the finished article?
Proud? Happy? Erm... well, we'll let Ste
field this one. Sorry, but | hated it. |
wasn't proud at all. The original game was
no fun in my opinion, and whatever charm
it might have had got completely lost by
being turned into a mostly mono game
on plain backgrounds often with hideous
colour crawl. | was glad to be done with
it, honestly. Not my finest hour, but you
did what you were paid to do and it was
always possible someone liked it.
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0The strking artwork created for
the bpanese [Tlega Drdve version.

|
¥ D PRomstarlicensed the game from Taito
w fordistdbltion in l;lor'th America.

ﬂ ou'd likely Ond Twin Cobre at
the back of the arcade, hidden
from the area where the Dashy
showstoppers from Sega,
Honami and Nam co drew crow ds.
Here Iin the gloom uyou would tupically Ond row s of
generc stand-up cabs housing gam es that offered
cheap thrlls, This was the dom ain of second-tier
developers like Tecm o, Irem and Toaplan.

Toaplan was founded in Jspan in | 98Y and Duickly
established Itself as a purveyor of vertically scrolling
shooters thanks to gam es like TigerHeli and Slap
Fight ke AlconD Both titles were published by Taito
and achleved success in arcades, but it was the
Om ‘s 1987 gam e Aying Shark (bke Shky Sharklthat
cem ented Its reputation as m asterblasters. Twin
Cobre followed later the sam e yean and w hile it was
presented as a selluel to TigerHeli it was built on
the blueprnt of Aying Shark. Indeed, at Orst glance

ULTIMATE GUIDE: TWIN COBRA

dddd4i
lll[lllh

you can argue that it's sim plu AHuing Shark with the
biplanes sw apped out forhelicopters.

The games run on the same 68000 setup, so
theu're visually alike (blthough the enem y sprtes
and shots in Twin Cobre are better delned against
the background, m aking It slightly falrerd Both
gam es also utilise a vertically m ounted | 9-inch
m onitor displauing a resolution of 3200240 pilels,
with @ hordOontal scroll used to display the full
3200320 pilel playbeld. Twin Cobrs has ten stages,
twice as m any as Aying Shark, although more
doesn't m ean different, as they're the usual mi0 of
enemy towns, ailelds, docks and whatnot. Both
gam es also feature end-of-stage (bosses' which are
nondescript, bullet-spewing hunks of m etal that you
can engage on in m ost cases, ignore.

Where Twin Cobrs differs is in its weaponny,

w hich has more in com m on with the futudstic
arsenal seen In Slep Fght Toaplan's tredem ark
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P smartbomb is featured, and your
m aln weapon can be upgreded by
collecting the (B' icons that enemies
drop, as per Aying Shark, but the
gam e actually features fourm ain
wesapons. Some enemies will
release a glowing orb which cycles
through fourdifferent colours, and
the colourrelates to @ weapon. This
m eans you can chop and change
yourweapon durng plau, selecting
the best one to deal with different
scenanos the blue weapon is
brlliant forwide coverage, for
elam ple, while the green one
is great forconcentreted Orel
Best of all, each weapon can be
continually upgreded to frenkly y
ndiculous levels, Atits full powen the blue wesapon 0CRc8de0Red and blue
1 cobres replace the sngIe

unleashes waves of powerful shots that can gramchopperfBenin the
clearthe screen. This is like & bullet hell shooter i bpanese version.
where you're the one unleashing the hell! All
this powercom es at a cost, of course. Get hit
and you're reverted back to your feeble two-shot
standard weapon, and in a 0ash the odds swing
overw helm ingly against you.

As the title indicates, Twin Cobre was the
Orst Toaplan shooterto feature a sim ultaneous
two-playerm ode. With two players blaling out
the gam e is even m ore spectacularand no doubt
boosted the gam e's populantu. So it's sumpAsing
that the co-op mode is absent from the Jpanese
version, Hyukyohku TigerOU/tim ate Tiged] w hich
w as released at the same time. There's @ mynad of

otherchanges between the two versions, the m ain W

one being that when you're hit, the action pauses aHrcadBU‘“bUf‘f|l5t _ ek
and you're retumed to a predelned position, where = pomﬂzfﬁfﬁfﬂfmwe .lglgl

a5 In Twin Cobre you camy on instantly from the wontsurvluetheﬂrs arca, e |

sam e position. This m akes the Jspanese version

m ore dif0cult bt least form ore casual players O - 1 - "
see the 0 0 A with ourelpert player for a different - "

] | | [ ]
szt ol gy 000 10 il e _H.I.HZI'IU I.lli' EI:I 1 'I' LHJI'_II: 'IZIEHI‘C oo,
changes were m ade forthe Westem release, but i -
It's presum ed that Am edcan distdbutor Rom star : . _ _ . -l r b

re0uested them so the gam e could com pete with
the glut of two-player shooters.

Twin Cobre debuted In the UH at the
Am usem ent Trede E0hibition in January | 988,
where CO VG&E's Clare Edgeley liked what she
saw, OFast moving with pretty grephics, Twin
Cobrs is bags more fun than Thundercade,O she
reported back, referencing a two-player shooter
from Sets that would Ond its own calling at the
back of the arcade. ORIthough it's the same
scenano as Thundercade, it has a more gutsy
feel, m aking it farm ore of a challenge.0 Nick
Helly was not as im pressed, aw arding the gam e
600 In Comm odore User 0 Twin Cobre passes
m ost of the tests in term s of grephics, sound and ol -
playabllity. If coin-ops were reconds this would be

BDAZOOKA
- — I — L ——
fdendly and pretty much the same as the last one.0 Gl 1krbu-be;1 each life with reemran " our standard weapon fmeﬁms*s ﬂtembmname fora fgﬂblﬂ;eaponr 1

ol

L

a Stock Aitken W atem an release O slick, user

Slap Fght to hom e com puters, but Twin Cobre w as
destined to stay an arcade eOclusive. That would P

You'd have thought publishers would have +and can colle ite[]tnao esln!ame ~  frontand entreﬂq full [:!Jenlt n hots?r* ands!acl-{wdds. left = —
gone afterthe conuversion rghts, especially as = Eroplthem.to de: troy both erﬂn*es ll\leashes oﬂ?nso missiles, so gou "N ang qhand Is only good fondgalllg i .L
Telecom soft had scored a hit with Its versions of i andinem fire within a wide pad“ 1 want to stick with It re than l “with enem whﬁttacmv m the l o i L
Huing Shark, and Ocean had previously brought Saue Somf sses, appl Jor*a Itematlu& ﬂng. en whenﬁ er*gd u-p. . I'_
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YEAR: 1989 )
ThIS is an eDcelIanttonuerS|en from Ta|fo,
Bﬁaphlcallgihls Lbrjanese eEIclusll)‘e sl’(s sdm ewhere. -
between the NES and-Mega Drive ueraons. whlle

: the -gam eplag is veny close to the coln- op. Al Jthls
i shooﬂng aeﬂon packed: onta 3 ilng-HuCand Bl Itr :
deﬁcUItto com pnehend g e

B EAR: 1990 i

: Another fantasﬂc conuensmn Egou may stant T

5en5|ng 3 th,em.e her'eD There 500 §uppor*t fqr~ co-op 4
plag. and the spr'{tes suffer from th'e usual ﬂ|c|-19r‘
but none ofthat Peallg m atterswhen the. g9am e .

; p]ags this well, Plusall of the stages, weapons and -
bosses are Iﬂcjuded Deueloped by mlcromcs. thIch . -
also conuer\ted ngepl-/ell to Jthe NES

- . an = e W ., & ", = L . . TR et T

Y EAR: 199 i

-ThelacH ofaturoalayer*featurelsa Gurious '. i

" omJ'ssnon and som e stnange palettas are used
Dsuch a5 the glowlqg tellow taan on stage oneld ., % y b -
“But, once agaif, when Itcom e5to,gam epLal_.j this . G . T T
delluers the authentlc accade e[]peder'rce 0 asgou ‘di X o R , 4

' e[]pecton the fT-]ega Drwe

s . an ®" a = (R

0 Ei'cgdeﬂ green lasermakes easy work of the = - DRArcade0Two players, both with ml]e.d-outblue
heavlly amed warships. ] weapdns, unleashiAg bullethell on the enemy ™
| L 1<} L] ]

8 ERA: 1993 . [
The trustg HSSU[][] powerhouse hosts another*
*arcade- per‘fect port The gpaphlcs. speed and

- 'l
i lJNmuP'Elri ﬂJEPGLUEg

ol o D 7O SUCCEED
.-g'mN'.EE-iD T.

: sound are.. all com panable Lulth ’(he coin- opD In fact

R it sounds b'bztten th'an euer, ’tharrl-fs tothem a't:hlne <7
|=m sound chip. Htthe time ofrelease thls was )
eaﬂlg the m ost‘falthful' UeFSIOﬂ to date AT

u" . . "

Wﬁ ] ‘I.- ]

. e s
- . '
1 Ip o il
O " - ... “The obscure Fu[l'ltsu console lshom ) to t_.jetan@ther‘
o .. tn_qpeglb}e‘t;oquerslon It's allmo_s’cldenﬂc_al to the - X

-HB8000 Uersion, but sourids.even better a5 this - * °
was adise g game uJI{h a CD audio soundtpath .The '

. nem iOed m usic adds an. eltra dior enslon to: an .-

almadl_.j eDceflent eUpeﬂence

-. i ‘-'-
- ' : WEAR: 1996

.mm o i ' h : Dofh Twin Coljna and 'ngquoHu Tlgefhare l'ncluded -

- Elot Toaplan 577ooﬂ_ng Bat{le, along.wlth the_ﬂ(st - s
-l 1Dr~ reln laser’ 85 m ost folls know &'m ost form I dable weapon In the r .. - game TigerHelt. All of the games are arcade . = -+« *
I .- = hmit_Thls t‘m*snarm ut?.jlg., L] gam‘p Idlngg pou'J-ItUp! ) ‘ v '

: ﬁ-«lgltp@n ec for*cleanlnwg -Jod amoun Htmaﬂlmugpw R‘
'l I

j 3 i-iln j can it It#st
E“E se. eltsparﬁr hOLE onca ou hold

3 penfect with.o generous AuM ben c-)f opﬂon‘_-,‘ to’

~tweak, m oking thlsone of the besi. amd m nst
" cpueted shm up collec’udns -
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WE TALH STRATERY WITH MARTIN BEDARD, WHOSE TWIN COBRA
HIGH SCORE IS RANKED NUMBER ONE ON TWIN GALAHIES.

Tell us a little about the details of your Twin Cobra
record score?

My arcade record is 3,557,840, set at Funspot, Weirs Beach,
in June 2007, Since then my personal beston MAME Is
7,437,720, achieved in Novem ber 2015,

LB
What's your history with the game?

RAround 2002 | started getting into MAME and searching
for traditional shmups. Twin Cobre was a standout forits
gameplay and music and | was elcited to Ond itat Funspot
durng my Orstvisitin June 200Y.

What's yourweapon of choice when going for a
Twin Cobra high .score?
The m ain workhorse is the blue spread weapon, which you'll be
using 950 of the time. If everything goes nght, the only place you'd
want to switch to the green laseris the level nine boss, When you die
it's better to use the red weapon until you've powered up a few times,
since blue is inferioratlow powerlevels. Neveruse the yellow devil.

QEE

_“
'
=
=
i i |
fe
| ]
—

o ol || L

1oEl |

How moeny loops did It take to achieve your 7462729 "' o0

sconre, and how does the diflculty increase on REASRUE you

subseOuent loops? FNE
RANK  Hane

Mu MAME score ended on loop fourstage nine. The T

difference between loops is the increase in enemy St

bulletspeed. It's most noticeable in loops two and

three where the speed increases by approlim ately

| 80 and 130 respectively. This continues ata slower

rate until loop nine, where the speed Is aboutdouble

whatitwasin loop one. Mu goal is to reach and

conuincingly play through the loops where the

bullet speed is m a0ed.

d?rzu

Personal best score
How pleased are you with your score stands Wist shy of

achievementsin Twin Cobra? b Lo 7.5 million|
Honestly, Twin Cobra feels like unOnished business.
W hile the Jspanese release has been m arathoned, the westem
release does not appearto have been pushed to thatpoint. Thismightbe
m—— due to changes like the sim ultaneous two-plauerm ode that
P increase the challenge In som e aspects. Presum ably due to
perform ance issues, the fram es at which wespon dam age
Is registered are splitbetween plauerone and two, which
essentially halues single helicopterdam age output,
even when plauing alone. This m akes the gam e very
different when dealing with large enemies orbosses
since routes that rely on Ouickly defeating enem ies are
no longerpossible.

We were under the impression that the Japanese
version was trickierdue to the checkpolnt system?
The checkpointsystem addsits own challenge. Some
checkpolints are dif0cult to recover from, but all are
doable. The gim ped dem age outputof the westem
version adds m ore nisk to the moutes since you have to
rely more on avoidance. Furtherm ore, yourhelicopterin
E?fgﬂ;ﬂﬂ:;ﬂ%’gﬁ;gh the Western version m oves a lot faster Ultim ately, which
webaite Deplaymarpire.netd version Is truly harderis som ething thatcan be argued.

0Mega DrAvelDespite some'
odd colourchaices, the/Tlega
Drive vegsion is a decentblaster
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P change In 1989 when Taito developed a version
forthe PC Englne, albeit eOclusively In Jopan. This
w as followed by a NES version in 1 990 w hich

recelved a widerrelease O although despite camying
WHAT CAME B=F0RE AND AFTER TWIN COBRA the Twin Cobrs title In the west, the gam e supports

e P . Wst one playenr This is perhaps understandable
EEGH0D ' PUE Rk b given the NES hardw are, but the sam e concession
: can't be m ade forthe Mega Drve version w hich
also lacks co-op play Ot's also docked points for
cleady adding the subtitle Mesenrt Attack Helicopter
to teke aduvantage of the Gulf Wad One thing to
note Is that these three versions all rew ard the
player with an anim ated end seluence, where as
the arcade gam e st loops continually,

Laterversions forthe Shamp H68000 and AT
Towns Marty were only released in Japan, so
they falthfully follow the Jspanese coin-op and
are single-player only. A co-op version eventually
made Ithome In 1996 as part of Tosplan Shooting
Battle | forPlayStation. This Japanese com pilation
features TigerHeli plus both Hyukyoku Tiger and
Twin Cobre, m aking It the perfect collection for
fans of the seres 0 and shooters in general. [t even
features a side tateQuview for that authentic arcade
elpenence. The only thing missing is Twin Cobre I,
the |1 995 arcade seluel that was developed by
Takumi following Toaplan's closure the previous
uean The seluel was released forthe Sega Satum

H E l.) | ‘ [: [:] B R H | | in 1997, as Hyukyoku Tiger!l Plus, and came

H’EHR 1985 2 YEAR: 1995 com plete with @ rem i0ed soundtreck and elclusive
Satum-only stage.

[f you want a blast on Twin Cobrs today then
em ulation Is obulously the easlest option. How ever
forthe true elpedence It really needs to be
played on the orginal coin-op hardw are. Tim e has
m oved on, but it's alm ost certainly still luking at the
back of an arcade som ew here in the wodd. %

While riffing heavily on Hevious and [ 942, Toaplan's first Running on Taito's powerful 3 hardware, this belated seluel
shooter does introduce som e of its own ideas, m ost is a typically flashy product of the ere where the visual effects
noticeably the smart bom b. It's fun to play, but com pared Ouhich are adm ittedly eOcellentdalm ost overshadow the

to Twin Cobre it's alarm ingly sedatels classic case of a gam eplay. There are only sil stages but it neverlets up for a
gam e that's well and truly surpassed by its successon second, One fonhardcore shooter fans,
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RoadBlasters

PURE PALM POWER

» ATARILYNX » 1990 » ATARICORPORATION
| 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 - | simply
didn't care. | loved arcade games and the Lynx allowed me
to play plenty of arcade classics in the palm of my hand.
Sure, | 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 /
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. | lost count
of the times | 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.
My favourite game from that period was the excellent
RoadBlasters, which had been coded by the talented
D Scott Wiliamson 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 Wiliamson 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 i
extras to crow to your friends about, but it didn’t matter as
RoadBlasters offered a tremendously satisfying arcade-like 1
experience that the other handhelds of the time simply =
couldn’t match. | no longer own a Lynx collection, but I'd g =]
imagine that will change with the release of the Analogue i t
Pocket. If | do start collecting for Atari’s system again, then
RoadBlasters will be one of the first games | pick up. 7%
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-~ _ " FROM THE ARCHIVES:

ARG
SYSTEM
WORKS

Today it's best known far its anime fighting games, but this Japanese
develaper has a heritage stretching back to the 8- hit consdles. e find
out howthe company went from creating conversions to combat dassics

Words by Nick Thorpe

f you're the kind of gamer familiar with : decades Arc has grown into an important part

Arc System Works, you're probably best : of the gaming landscape.

aware of the company as a developer of Prior to the studio's creation, founder Minoru

fighting games. The studio has carved : Kidooka had been working at Sega as an
out a formidable reputation in the genre, with : arcade hardware engineer. With the Famicom
popular series such as Guilty Gear and BlazBlue : experiencing its golden era in Japan at the
being supported by work on licensed games time, Kidooka and a number of colleagues left
such as Persona 4 Arena and Dragon Ball : to form Arc Co, Ltd in 1988, with the goal of
FighterZ. But there’s much more about this : developing home console games. In the early
company that you may not know - for example, : days, the company concentrated on porting
its early history as a conversion-focused arcade games. Most of the staff were still just
developer, or its current status as owner of : engineers, explains Kidooka. Being engineers,
Technos properties like Double Dragon and : they couldn’t create a brand-new game - draw
River City Ransom. Little by little, over three : up a plan, create all the assets and stuff. Also,
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[SNES] Sailor Moon Sis a bit of a hidden gemin the SNES library, thanks to its inport-only status.

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

- 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, | 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.”

[SNES]  uite a nunrber of Arc's early games were
inthe racing genre, including Cyber Spin

: 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

MINORU
KIDOOKA

| 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 CEQ.

TOSHIMICHI
MORI

B Mori first worked with
Arc SystemWorks as an
artist on Guilty Gear X at
codeveloper PicPac Airreal.
He joined Arc SystemWorks
in 2003, and he's still with
the company today as chief
development officer.

TAKESHI
YAMANAKA

W Starting at Arc System
Works over a decade ago,
Yamanaka has worked
ongames 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.

Asacompany,we cant just say;
Wewant togowith Consde A andthat’s
it'—we have tobe adetowork with

nrultiple platformns

Minoru Kidooka

It was during this late Nineties drive to create

: original games that the company created the P

o ——
1

ke }
- ‘; o =
[Master System] Despite being a new conmpany, Arc was
given high-profile conversions like Moorwalkervery early on.
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ARCADE HERITAGE
M 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.

FIGHTING GAMES

l 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.

2D GAMES
H 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
tolook as if they're
actually sprites.

STAGE 1
“ull=-Erontal

ANIME GAMES

M Inthe 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.

AGNOSTICISM

W 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.

P 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.

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, | 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

LEruil

[Garre Gear] You'll often find surprises like Sonic
Drift 2when looking back at Arc's early work.
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Arc Co, Ltd is Sega releases
_/an founded by Minoru the Master System
Kidooka in May;, conversion of
AR C comprised mainly Michael Jackson's
fv'ros ; EK"‘S" of former Sega Moonwalker,
enmployees. developed by Arc.

Arc Co, Ltd Bishoujo Senshi
changes its nanme Sailor Moon Sis
to Arc System released for the

Works, and moves
to the northern
Kohoku ward.

SNES, the first of Arc
SystemWorks’ many
fighting games.

PlayStation The first Guilty Prismaticallization
mech shooter Geargarre is debuts on Dreancast
Exector becomes released in Japan, and becones Arc
Arc SystemWorks’ published by Sammy. SystemWorks' first

first original, self-
published gane.

It wouldn't arrive in
the UK until 2000.

entry into the visual
novel genre.
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[PlayStation] Exectorwas Arc SystemWWorks' first
self-published ganre, made possible by Sony’s third-party policies.
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[Dreanrcast] Arc has dore a good few visual novels, though
early efforts like Prisnaticallizationwere never localised.

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

Bentudlywe
enoughtohdda

national tournament

Toshimichi Mori

grewthe community

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

games - though it did

arcade boards,

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

there was a period

where we were transferring everything to
: high resolution,”
: 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.”

says Toshimichi Mori, chief

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,

R R T R R e A I R R AR

CE=F — = [Arcace] G.ﬂltyGeaerasamgesteprwerltspremc&ssor and a breath of fresh air in a stagnating genre.
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PUSH START

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 Xll, 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, | 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 P

Guilty Gear X Evolution hosts an Guilty Gear 2: BlazBlue: Calamity Arc System For the first The studio Arc System
is released, and is Arc SystemWorks Overture takes Triggeris releasedin Works fully acquires time, Arc System acquires the Technos Works branches out
Arc SystemWorks' ganre for the first the series from arcades, establishing the Guilty Gear Works has over 100 back catalogue, into western game
first arcade gane. tine, holding a Guilty 2D fightingto 3D the conpany’s intellectual property enployees. That including the Double development and
Console versions Gear X2tournanrent action adventure. Its second most prolific fromSega Sanmmy nunber will grow to Dragonand Kunio- creates a studioin
soon follow. won by Daigo Umehara.  reception is lukewarm fighting series. Holdings. around 200. kunseries. Torrance, California.
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FIVE DEFINING GAMES

BISHOUJO SENSHI SAILOR
MOON S: JOUGAI RANTOUI?
SHUYAKU SOUDATSUSEN

M 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.

 GUILTY GEAR X

: M 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.

: BLAZBLUE:
. CALAMITY TRIGGER

: M 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.

P and Family Mini Golf. It has also become
known for visual novels including the Jake
Hunter mystery games, which it acquired from
WorkPlay (which itself acquired the property
from Data East) and the Xblaze games, which
take place prior to the events of the BlazBlue
series. Even Arc’s fighting games often include
visual novel modes. The company has also
dipped its toes into other genres, such as when
it developed Hard Corps: Uprising for Konami.
Then, the next big fighting project was the
new Guilty Gear Xrd series, which utilises
cel-shaded 3D models that animate as if they're
2D sprites. “When we were still trying to draft
out the core plan for the Guilty Gear Xrd series,
Ishiwatari was like, ‘l want to make a project
that wows people’ - he wanted not just to
surprise them, but make them look on in awe,”
says Takeshi Yamanaka, producer of the Guilty
Gear series. “Technology has finally advanced
to the point where we can finally fulfil the vision
he had when he made the first Guilty Gear.”
Like Mori, Yamanaka puts great emphasis on
community. “My ultimate vision is that what is

g Iy i=1N X

=g

: most important is the feeling of
connecting with other people,”
: he explains, touching on the

: philosophy behind the series,

: which will continue with Guilty
Gear Strive in 2020. “Of course
: the single player content is

: definitely there and is not to be
overlooked, but ultimately the

: main focus, the main fun part

¢ is fighting with other people.”

M T ITE e
]

Technology hasfinally advanced
to the point where we can finally
fulfil the vision Ishiwatari had when

he made the first Guilty Gear

Takeshi Yamanaka

espite the fact that Arc System Works
has done astonishing work with
cel-shaded 3D models in recent years,
long after most of its peers have

abandoned the practice, Arc System Works

. still uses actual 2D sprites in recent games like
: BlazBlue Cross Tag Battle. “It's just something
: | wanted to try to do,” says Mori. “It's not a
technique that's outdated or anything, it’s still

: very applicable. There's no real reason to say,

: ‘This is outdated, we're not going to do this any
: more' - this is one way to present a game, and
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box 360XBlazBlue’s HD sprites prove that
2D has always been a valid stylistic choice.
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®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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| feel that it’s still working.” Despite working

: on the impressive 2.5D Guilty Gear games,

: Yamanaka agrees. “One may be using newer,
state-of-the-art technology, one may be using a
: more traditional method. Ultimately, they're just
: different ways of presentation — they achieve

: their purpose, they still have their merits.” As

: such, the company is something of a champion
of 2D, one of the last companies to push sprite
: work to new and greater heights.

:  Another way in which Arc System Works

: champions the past is in its role as the
custodian of certain classic games — most

: notably those of Technos, which it acquired

: from Million Co, Ltd in 2015. “It was actually a

: long collaboration between the two companies,
for over ten years,” Kidooka explains. “The

: company has always been doing new games,

: especially for Kunio-kun. The licence holders for
: Technos Japan were also of a good age already,
and felt it was time to pass it on to the next
generation, so they were like, ‘Maybe Arc can try
: to take on the legacy.” The company continues
: to introduce new games in these series, recently
: working with WayForward on River City Girls.

: Today, as well as creating games in its own

: series and those it has acquired, Arc System

: Works is now a key contact for rights holders

: who want a fighting game based around their




JAKE HUNTER: MEMORIES
OF THE PAST

W 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

: DRAGON BALL
. FIGHTERZ

: M 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.

some amusing comedy side stories.
] i

!
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WPSAXKill La Kill IFis Arc’s most recent anime licence, and is a 3D brawler rather than a 2D fighting game.

property. Recent examples include the likes
of Dragon Ball FighterZ and Kill La Kill IF. “It's
increased quite significantly in recent years,”
confirms Mori. “I'm always getting scolded
by these two,” adds a laughing Kidooka. “I'll
say, ‘Yes, we'll do the job, thank you very
much for the offer!’ And then they say, ‘No,
we're not going to do it!’ Generally, whatever
the hardware is, whatever the platform
specifications are, if there’s an offer I'll take
it.” This sort of work does come with extra
requirements, but Kidooka understands the
need for them. “There's an additional layer of
approval that we have to deal with because
we're not working on our own properties, but
with that difficulty comes quality. Even working

s
MBatumiVirtual Open
Tennis goes to show there
are few genres or systems
that Arc hasn't tried.
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on our own things, we have to gather feedback
: from lots of different people.”

Arc System Works expanded into America

in 2017, with Kidooka's aim being to be closer
: to that market to pick up feedback on the

: ground, and celebrated its 30th anniversary in
: 2018 - the YouTube music video it released to

: celebrate that milestone is well worth checking
out. That's really key — Arc System Works now
: has around 200 employees and has forged an
: identity as a developer of excellent fighting

: games, but it retains the quirky nature that
made Guilty Gear stand outin 1998.

So where is the company going in the

: future? Kidooka turns the question over to the
: producers. “The most important thing for me

is to create more content that is recognisable

: worldwide,” Mori answers. “We have somewhat
: established a foothold as a fighting game
company, so we wish to use that as leverage

. to continue to create inspiring fighting games

: —but also not neglecting our other areas and

: other genres, to make for a more worldwide

: approach,” says Yamanaka. “In the future, we
may make games that aren’t fighting games, but
- we wish to achieve a style that fans will look at

: and think, ‘Ah, this is a game by Arc’ - to have a
recognisable ‘Arc image'.” But we suspect that

: with such distinctive games as Guilty Gear Xrd

: to its credit, the company already has the image
: —broadening it beyond fighting is all that needs
: to be done to fulfil Yamanaka's hopes.
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PUBLISHER:
DATASCFT

RELEASED:
1987

AVSTRADCPC,
VARIOUS

GENRE:
PLATFORIVER
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DEVELOPER:
CODEMASTERS
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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

have a scary mansion
- 25 as the setting.
H R The twins also
; i differentiated Ghost

| rnnt:Hn EnEnt:v ]

Hunters' hero from

Bust-A-Buster First Sline Part|.

ST e e e e e S e e e e S e e e S e e e,

Anstrad CPC Ghost Hunters was originally called

Super Robin Hood's
English protagonist

Philip e=plains

on iel‘l e nt hel
hlgh gy original G4

convinced hilip
platformer but

ed to
ostT Hunters

by making him American and giving him the
unlikely name of ‘Hunk Studbuckle’.

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

i videoed it, freeze-framed the man running and
i tried to copy him frame by frame. How close

i we actually got was debatable, but that was

i certainly what we were going for.

The convincing movement of Ghost

i Hunters’ protagonist further set it apart

i from its predecessor, but not as much as

i the subsequent addition of shooting gallery

i 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 | think we messed up the controls for the

shooting, really, and we half-knew that they
i weren’t working brilliantly.

would be quite good to
game'’s crosshair targeting mechanism, the

i brothers had no doubt over their choices of

: supernatural targets. We liked the idea of

: Dracula turning into a bat and flying around,

i Philip enthuses, and obviously the hero
couldn’t be a ghost hunter without there being
i ghosts. We also had some skeletons — because

But despite having reservations over their

differentiate

Everything
from America was a little bit cooler, so we were

& 5HOS T
UNTERG

and Andrew
they

al so

how firing mechanics
t he

SUPER ROBIN HOOD
SYSTEM: AMSTRAD CPC,
VARIOUS

YEAR: 1986

DIZzZY PICTURED
SYSTEM AMSTRAD CPC,
VARIOUS

YEAR: 1987

FANTASY WORLD DIZZzY
SYSTEM: AMSTRAD CPC,
VARIOUS

YEAR: 1989

Justmonths after the Gliver twins
made Ghost Hunters they created
their first Dizzytitle.
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1994

The onginal 0 and, in our opinion, best

0 version of Street Raceron the Super
Nintendo featured 24 tracks and a
four-player split-screen m ode, a first
for a racing gam e on the system.

[tall flew along ata tidy 60 fremes
persecond, too, despite coming on

a tiny eight-m egabit cart with no
enhancem ent chips.
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1995

The Mega Drive version has notably
wonrse sound and music than the
SNES onginal, and the lack of Mode 7
means that here the power-ups
appear as flat sprites rather than 30
icons laid on the track. The Rumble
mode Is also som ewhat Inferon being
changed to a sim ple circular track
rather than an arena.

D PlayStation0The 32-bitversions of the game feature a
short fun intro that highlights Street Racer's wackiness.

1996

OWe used an eltemal program m er
forit, bhn William 5,0 says Mev Dinc,
of the Gam e Boy version. (He was
brilliant. bhn also did Arst Sem ural
on the C6Y, which was am aling.0

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.

1996

Doing alm ost like a straight-ish
conuersion obulously didn't do [Wstice
to the PlauStation version,0highlights
Mev. OWe should have really started
from scratch. It wasn't an all-out
proper 30 racen although we did

use a 30 engine. It got Oulte & good
reception, but it should have been
much betten to be honest.D

ALLISTER

"i="‘;, "1“’“

=PRI =

|—l

—— ——

TFETFLEE\]TEDS]_I\DFF%T[STFE/E[:[BI-UU
FETHESHE AHERSHT TUINS

What did yuou work on before
Street Racer?

My main work was on the Amiga, and
mostofthe big titles were for Team | 7:
gam es such as Prolkct H, Alien Breed
and Super Frog. | then moved onto
the SNES, doing Lawnm ower Man for
Grandslam Enterteinment

How did uou getinuolued with
Street Racer and Vivid Im age?
Atthe time |l was one of the only
suppliers of SuperNintendo m usic,
having Orst purchased sound drivenrs
from David Whittaken who subseOuently
wentoffto Amenca to work at Electronic
Arts. Virgin Gam es had also recently
written a sound driverforme forthe
goame Oregon: The Bruce Lee Story. It
was am aling and could do pretty much
anything, Including real-tim e synth
sounds, allowing much nichercontentin
a tiny amountofmemory. Mev Dinc, the
ownerand main coder at Vivid Im age,
then contacted m e, having heard about
my work forVirgin Gam es.

What were yourinsplirations for the
game's soundtrack?

| was very much inspired by Tim Follin's
work on gam es such as LED Storm on

the Amiga. His quitars and 00y chords
were the perfect com bination in which to
m ake catchy tunes thatdon'tgetbonng in
the long run.

Were there any particular diflculties
on Street Racer?

The SuperNintendo, whilst having
eightchannels of audio, only had 6460
of BAM thatyou could use to store
songs, so my com positions and sam ples
had to be very com pactindeed. | used
real-tim e generated synth melody lines
in order to savue RAM. Partof the problem
was thatyou ended up using very low
sam ple rates foreltrem ely low-0 sound.

| found thatyou could getround this,
howeven by keeping the percussion

sam ples at the highest rate, thus giving

a reasonable hi-0 elpenence. | think

we also ended up swapping In banks of
sound from ROM in orderto m ake each
tune a bitmore unilue.

What have you been doing since?
After Street Racer| moved onto gam es
such as RollerCoaster Tycoon for the PC
and Onverforthe PlayStation, and also
then moved heavily into the handheld
videogam e m arket. | still work full-tim e
providing audio fortoday's gam es.
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GAMES’
REVISIT SOME OF VIDEOC
h‘:lvcl)EST ICONIC CITIES AND Tovgggc':'gl‘
| EXPLORE WHAT MAKES THEM
= Words By Paul Walker-Emig '

Ourlove of videogam es is so often architecture reveals a city's history, borders and doesn't mean It has to replicate real cities, rathen
D connected to the virtual places they boundares gesture to its powerstructures, locations the dunamics that Om akes cities tickD. He says
allow us to inhablt, Afterall, this is what reflect real places we are fam illarwith back at us, developers need to flgure out what m akes Othese
videogam es can do that otherm edium s can't: allow offering an opportunity to anchorand odent curselves spatial eOpressions of society cities. W hat m akes
us to live In a fictional space. Videogam es cities and around them, as we do with real landm arks. them fascinating, elciting, and desireble. If they
tow ns are perhaps the most powerful elpression Honstantinos Dim opoulos, who has tumed his undenrstand, adapt orreplicate their fundam ental .
of this, Itis in these spaces where we are given the PhD in urban plenning and geogrephy tow ards structures and processesl.
opportunity to see a society in action. They speak to urban design In videogam es, tells us that while a 0If they capture and reintempret theirdynamism,
us 0 neglected districts tell a story of social ineQuality, convincing virtual city needs to feel believable, this spectacle and vibrency, they can creft uttedy

uniDue and welrd places that will feel real,0

E Honstantinos continues. |
- - The cities in this list are e0am ples of places that

h."'-t-n--..... have done [Wst that. We aim not only to revisit

these mem oreble places but, through them, to

elOplore what m akes a videogam e city Im pactful

and com pelling enough forthem to rem ain

lodged In ourminds.
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That a city should be packed with
people going about theirbusiness is
precisely what m akes Racoon City such

an unsettling place. When we first stepped in to
one of the PlayStation’'s most mem oreble locales
back In 1998, what we found instead was a city
abandoned, broken and buming. This might be

any city: It has delicatessens and petrol stations,
parking gareges and basketball courts, alleyw ays
and courtyards. That fam iliadty m akes It & fantastic
location fora homortitle. We've all walked streets
at night with no one else around, and perhaps felt
a little uneasy as we take & shortcut through an
alleyw ay, or found ourselues nervously crossing the
elact Kind of dishevelled basketball court that can
be found in the gam e. Racoon City plays on those
fears and realises the wonrst of ourim aginations by
punctuating those m om ents of tense loneliness
with lurching Dom bies out foryour flesh. Its

im pressively detalled and evocative prerendered
backgrounds still hold up today and its vision of
broken soclety 0 perhaps best elpressed in m aking
a sym bol of stability in the form of the police
station the centrepiece of a place tom apart by
chaos 0 still has the ability to chill, especially when
viewed in the 201 9 Resident Evil 2 rem ake.

[ArcadelYbu can
really feel the gime
and sweatof Metro
Oty Ybu mightwant
to clean yourselfup
afterplaying through
it mind.

gy man]

0 PlayStationO
Racoon Oty feels
familian which
makes its ombie
outbreak more
unsettling. [tcould
happen in your
own hometown.

. 0PauStationd
Though the malbrity
of the game is set
indoors, these
outside elcursions

| are temifuing

| because there

are manymore

| Oombies around.

I P

[RrcadelYbull get to uisitevery
aspectof Metro Oty from its dangerous
subway system, to high-rise apartments,

a

4

[k
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You might say that Metro City is ust' a
backdrop forthe side-scrolling beat-'em -up
action of 1 989's Ainal Aight, but you would
be vastly underselling the work that background art
B | isdoing in the process, The eary sections of the game
in the slum and subway, with thelrsm ashed windows
and rem pant greffiti, provide an evocative representation
of urban decay, with the gam e clevery contresting that
to the glistening high-dse towers you can see in the
| background. st that Ouick glim pse tells you this is a city
| ofine0uality and inlstice. W hen you move into the West
Side and characters start to fill the background, you get
a sense of the dunamism and enemgy typical of big city
night life, and you end up in the wealthy Uptown ares,
serving as a sym bol of money, comuption and powen
1 This bumey coptures so much of the feel of @ modem
m etropolis and tells you a lot about its social dynam ics.
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world, made up of severel districts fromithie mucky
lowerareas to the omate affluent districts.

0 IPCONovigred is the biggestcity In the ll.#lcherﬂs

_ T

o

Many videogam e cities have to

gesture tow ards scale, asking

the player to fill in the blanks.
Novigred Is not one of those cities. Dw arfing
every otherlocation in the gam e, this is a place
both big enough and well-designed enough to
feel like a real town. We ask The Witcher3's
prnciple wrter Jokub SOam aleék what he feels
accounts for the city's believability.

0l think the key factoris density0 Jskub
replies. 0There's a lot going on in Novigred: the
m arket sOuare is filled with m erchants, pilgim s
fill the namow streets, street urchins plan thelr
ne0t prenk in 8 nanow alley behind a tavem,
dock workers camy cretes across slipperny
cobbled streets. Putting so m any NPCs In one
location was a technical challenge, but we
were detemined to get it AghtO

Nouvigred feels fam iliarto anuone who has
visited old European cities, and Jskub eOplains
that Is accounted forby its inspiretions. OWe
picked m edieval Am sterdam as ourstarting
point 0 & bustling, busy port town,0 he
elOplains, OWe looked tow ands other European
cities, too 0 foreOam ple, the wooden crene
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[PC0The streets In the lowerareas are populated
with strumpets and religious fanatics, as well as
people going about theirdaily business.

towerdominating Novigred's w aterfront is
based on an iconic bullding from Gdansk, the
so called Brem a Zurew .0 Howeven it was also
im portant to ensure the city was consistent
w ith the fiction. OWe woanted to m ake sure
that Novigred m akes sense within the W itcher
universe 0 so before we designed the m assive
w alls sumounding the city, we looked at the
geogrephy of the widerregion to detem ine
what kind of stone would have been used as
building m atenal.0

In creating such a vast space, we wondered
w hetherthe team had any concems about
players getting lost. 0Yes,0 Jskub responds,
Obut, to an eltent, that was also ourgoal.
We wanted to create 5 clty which would
overwhelm you at first, where you can get
lost, which invites you to elplore. Having sald
that, we didn't want to frustrate our players!
So, we made sure that each district has
recognlisable structures which can serve as a
w aupoint. The fact that Novigred is located on
a hill also helped 0 once you climbed the top,
you could see the city below you and figure
out where you want to go.0

WELCOME TO —_‘
4
(ARTESCHER

Ant Attack is an isom etrc gam e in
w hich you have to find yoursignificant
otherand guide them to safety while

being pursued by giant ants. It takes place Iin
AntescherD an obvious reference to MC Escher0 a
clty which has an Im pressive sense of atm osphere,
especially forsom ething created within the limits of
the powerof a ZH Spectrum backin 1983, [t works
because the city does not rely on realism butinstead
works with im pressionism, creating a place which
has the feel of a ruined city that m akes sense within
the conte0t of & post-giant-ant disasten

Before appeanng
in PokOm on
Gold, Silver

0 Crystal, Pokem on
HreRed 0 LeafGreen

and Pokem on HeartGold
0 SoulSilven Saffron City
m ade its debut in PokOm on
Red 0 DBlue. Creating a city
that's meant to feel like the fictional Hanto region’s
version of Tokyo is no easy feat on the Gam e Bouy,
but Saffron City does an adm Ireble [bb. The city Is
dominated by Silph Co's skyscreperHD at its centre,
but, unlike m any of the otherlocations in the gam e,
also has plenty of houses to support the lllusion that
this is @ busy m etropolis. Furtherem phasising the
scale of Saffron City is the bucking of the otherwise
observed trend of one Gum percity Saffron City has
two: an optional AHghting tupe Gum and the Saffron
Bum propen where you have to defeat Psychic type
PokOm on to eam yourPokOm on League badge.

0 BBA0Saffron Oty has been remade multiple times, featudng again in FokOmon
Gold 0 Slver, AreRed U eafGreen bicturedl and HeartGold 0 SoulSilver




PSY0vhamam is already
unsettling, butit's also infested
wlith unseen homors that are
revealed as Uou play Bloodbomer,

BLOODBORNE

INTERNATIONAL AIRPORT

If you've ever
wondered Ifit's
possible forsom ething

Dlel
JULHEEEN, | §!MF‘

SCUELINE 10 X

MIDGAR

/
?( FINAL FANTASY \il ‘ﬂ

\

to be both beautiful and

temifuing at the sam e tim e, look no furtherthan Yhamam . With its
cobbled streets and wrought iron fences, it drew s on Victodan London.
Yetitis the im posing Gothic spires that loom overthe skyline, and the
intricate and disturbing statues that w atch overyou, that best set the
tone of this place of unknow able homon You can feel Its history, the
layers that have built up as the city has grown and changed on its path
to becoming the nightm are itis when you enterit This layerng of a
sense of past through architecture and topogrephy is com plem ented
by snippets of story about the history of Yhamam that sparingly
gesture tow ards the events of its past 0 an approach that's typical of
Fom Softw are and, we'd amgue, farm ore effective than the W iki-esOue

lore-dum ps that gam es are prone to. As If that wasn't enough, Yhamam
has an Incredible sense of atm osphere. Am ongst an already intim Idating
landscape, wisps of fog, faint scream s in the distance and the rem blings
of madmen com bine to create an oppressive am biance fitting fora place

The FAnal Fantasy seres
has been home to many
stunning locations over

the course ofits long history, but none are more fam ous, norhad
asmuch of an Im pact, as Midgan The powerdynamics of the city

are wdtten into its very design, telling you everything you need to know
about who Is the oppressorand who Is the oppressed. The city is lald out
in @ lange circle. At its centre, the headBuarters of the powercom pany
Shinre rdses into the skuy, dominating everything below. Lining the edge
of the elght plates that rediate out from the HO are gigantic chim neys
that spew smoke from the com pany's Mako Reactors into the sky, a
signal tow ards the Shinre Com pany's disregard for the naturel wodd and
the gam e's broaderenvironm ental them es. Undemeath these plates lie
the city's downtrodden and disregarded in slum s blocked from sunlight
(end, If you're following the city's obuious sum bolism, hopeOby the brutal
and uncarng capitalism that has enclosed them both systemically and
literslly. W e discoverthat these poordistdcts 0 nam ed Sector!, Sector?,
and so on 0 once had nam es that have been forgotten, a sum bolic
gesture tow ards the way that Shinre has crushed theses com m unities
and theirculture in the process of creating a dystopic police state. That
Final Fantasy Vll is able to tell us all this through its design of Midgaris a
testam ent to what a clevedy concelved city It is,

that elists to unsettle those of us who dare to hunt there.

[JPCOThe alien Combine
structures can be seen erected
apund Oty 7, like aninfection.

The first of m any
well-bdged
. moves Half-

UfQ 2 makes with
Citu 1 7 is to let you
eOpenence itnotas s
videogam e level, but
as a clty. You amive
by trein in 8 run-down
station and im m ediately
get the sense of being

! survellled a5 a drone floats

aboue and tekes a snapshot of

you. A video plays on a big screen on

the wall, the city's adm Inistretor W allace
Breen talking about what a fine city you've
amvued In as a guard roughly hassles a citilen,
presenting a contrest that tells you he's a lian
You elperence the city's oppressiveness
fist-hand as you are herded through fenced
areas like an anim al, then find yourself being
bullied by a guard who knocks a can to the
floorand m akes you pick it up. In this short
introduction to the gam e, you leam so much
about the kind of city this is.

Ny City | 7's architecture Is heavily
"'-',..f % inspired by Eastem Europe,
\ teking In elem ents of Sofla
in Bulgeria, Budapest in
Hungary, and others 0 a
choice to drew on those
cities' history of invasion
and oppression. City | 7
7 adds to that with a new layer
&+ 4 of architecture O the Wtting
"/ scifl structures of the alien
Com bine forces that now control
the city, teardng into its bulldings and
streets, appearing alm ost a5 wounds on the
very fabrc of the place. This is a conscious
attem pt to represent the aggression and
violence of the alien occupation In the very
teOture of the city, and it works fantastically.
Cruclally, howeven Half-Life 2 never
forgets about the people that live in City | 7.
It is yourconstant elposure to theirsadness,
thelr sacrfices, thelrsolidanty and thelr
hum anity, that gives this oppressive dystopia
Its sense of tregeduy, and that glues you a
stake in attem pting to liberste it
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Before Anal
Fontasy VII
literalised its

social dynamics in the

X WELCOME T0 X
city of Midgarin UNIDN crrv
1997, Beneath A E AN A Sler] SKY

Steel Sky m adel L,___'["”t|-‘-"'~-""TIU."'|.L'-|_ AIRPORT I
the same mouve In

| 994 with its depiction of

Union City. Here, different econom ic groups are
confined to different sectors, with the dchest at the
lowest points of the city and the poorest at the top,
trepping them In an area they are unable to elit
Rendered in @ mem orable art style overseen by
comic book legend Dave Gibbons, the city taps Into
m any fears we still have today. This Is a place where
citilens have gredually had theirdghts eroded and
are now ruled by an Al In an oppressive survelllance
state. Theoretically, it's left a betterplace by the

tim e you reach the end of the gam e, but we'll

see how that tums out when we revisititin the
upcom ing seluel, Beyond A Steel Sku.

Shexnireg District, North

Inaba is a small, Duiet
Japanese rural S
town unprepared /:"'"

forthe spate of strange "
murders that punctuate z
its peaceful facade and
sets yourprotagonist
and theirfriends off on
a Ouest to find out who
is behind them by visiting &

surreal parallel TV wond where they

battle dem ons. Despite the darkness that loom s
overlnaba, there Is som ething Idullic about it

that m akes uou invested in retuming it to a place
where people can be safe. |t evokes a sense of
nostalgle and cosiness that m akes you wish you
could grow up there. Thatis in lange part to the way
the gam e connects you with its com m unity. You

m eet fdends at Yasogam | High School, hang out
togetherat dunes Depantm ent Store, becom e a part
of the family at the Dolm s household and down
beef bowls with buddies in the shopping distAct
The gam e's focus on bullding relationships, both

to advance the story and enhance your abilities,
ensures that Inaba as a place Is connected to the
people you meet there. It's that sense of com m unity
that m akes it such a pleasant place and sees it
wom Its way into yourheart.

b 11
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"« Ny dyr « WY
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00POdThe retro sci-fi
aesthetic, aswell asits
underwaterlocation, makes
Rapture stick out as a setting.

Spectacle can go along way in

m aking a location stick in the

memonry and Rapture certainly
has thatin spades. From the fist moment
you catch sight of the underw atercity after
descending in a bathysphere, its neon lights
shining from skuscreperwalls as whales and
sOulds thread theirway between them, you
know you are in fora treat.

W hat m akes Rapture such a com pelling and

coherent place, despite its fanciful location,
is that It is built from an ideologu. The city's
creaton Andrew Ryan, is an avatar for Ayn
Rand’s obléctivist philosophy, prortising
rebld Individualism and eltrem e laissel-faire
capitalism overany concept of collective
responsibility orsolidantu. Rapture em bodies
that idea in its structure, its politics and its
economy, portreyed by the supempowergrenting
com pound of Adam, w hich individuals end up
killing others forto e0trect it from theirblood

and realise an individual greatness they im agine
them selves to be achieving, ultim ately teardng
the soclal fabrc of the city apart.

The tensions, contradictions and conflicts
inherent in Ryan's Ideclogy eOplode to create
a com pelling dystopic vision, a story the city
tells us of what was and whatis, through Its
creled Inhabltants, sm ashed establishm ents,
aduertisem ents, and so on. That story is
enhanced by the placels 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 homon it is also clear that
Rapture was, and som etim es still is, 8 beautiful
place. The consistency of the ideas that
undemin the city are mimored in the consistency
of its style. Rapture was built as an opulent Art
Deco pamadise, blending @ Twenties and Thirties
sensibility with sci-fi to create som ething that's
both distinctive and stunning.

0 IPCOYbuU encounterBapture
afterithas been laid to waste,
but Andrew Ruan's ambition is

still clearforall to see.
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Grand Theft Auto's
parody of New York
City, Uiberty City,

revolutionised open world
gaming when it appeared In
GTA Il and came back to wow
fora second time in GTA IV.
Obbe Verm eill who worked as
technical directoron GTA Ill, Vice City, San
Andreas and GTA IV, tells us that Liberty City,
and the cities to follow, represented a huge
technical challenge.

00n the eardiergam es, the biggest problem
with the city was the streaming,0 he saus.
0The memory of the PS2 wasnl big enough
to contain all of the building and teltures of the
city. The solution was to load Gstream Obullding
m odelsBeOtures from the CD as the player
entered a certaln area and rem ove these once
the plauerhad left. The problem is that the CD
drve of the PS?2 was slow. Even by placing
the m odels stretegically on the CDO [building
m odels that were neareach otheron the map
should also be neareach otheron the CD to
avoid unnecessary CO head movem entsOthe
game was not able to load the m odels Ouick
enough when the player was drving & fast car
through the citu.

[PCORt the time, GTAIIl's
Uberty Gty was a revelation,
and would influence manylater
open world games.

0If the player ot ahead’ of the
streaming, the city would sim ply
not be there, oryou would only
| see very low-detall versions of
the m ap. If you look at the m ap of
GTA I, you'll notice there is @ m ain
dreg on the start island (PortlandD
The m ain dreg has & building on it
halfw ay down the island. This building serves to
slow the playerdown and was added Duite late
dunng developm ent to help the streaming. We
also Increased air faction forcars at certsin big
rmads trevelling though busy parts of the cityl

Glven that the GTA gam es cleary pay heed
to the locations they are based on, we wonder
how much realism Rockstar attem pted to
copture when designing cities,

0The artists would plan the cities with
gameplay in mind,0 Obbe affim s, 0They
would talk to the level designers and the
producerto make sure the layout would work
forthe game. At RockstarNorth, we always
priortised gam eplay over anything else.

0G7TA IV's m ap consists of islands
because it adds varetyD Obbe continues.
0Brdges, docks, distinct islands, waterto use
speedboats, etc. Multiple Islands m akes fora
bettergame, so we went that waul

; FATAL FURY: KING OF FIGHTERS 4
Fatal Fury gave the globetrotting
D structure that Street Fghter !l m ade
famousitsown twist by Oeroing in on
a single city and having you battle com petitors
from across its vanous districts instead. Each of
Its stages are full of intrdcate detall and packed with
energy and movem ent O like The Happy Park where
beautiful colonlal townhouses serve as a backdrop
to the bauing crowd cheerng on yourfight, orWest
Subw ay, where treins Doom past a packed street of
restaurents. A nice touch was the way stages would
often change as you m oved into the second round,

the lighting showling & tum to dusk to glve the stage
a different feel, forebam ple.

|
vision of Seattle
Lmmm achieves st what

] "—-:-";}l Shaedowrun's

you'd want from a piece
of fiction prolecting the
tralectory of o real place
into the future. It retains
elem ents of the architecture
of today, m aking it relatable,
and augm ents this with

a sci-fi style that signals that we are in the future.
Drewing on cybemunk influences, the city feels
rough, gdmy and dingy 0 & place approprately
dangerous to quide your party of badass sam unei,
deckers and sham ans through.

Shadow run's future version of Seattle Is divided
into multiple distrdcts foryou to trevel to in the Mega
Drve version, giving it the appropriate sense of
urban sprew |, Dow ntow n Seattle is where you'll
find & host of comporstion bulldings and bars and
the Penum bre DistAct is an upm arket area for the
dch, filled with im portant comporete buildings and
high-class clubs. Seattle 2050 provides contrest to
that with the Redm ond Banens slum s and the black
m arket shops of the shady Puyallup Barmrens. | 2
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River City holds ”
Dsom ething in comm on ’ T B ——
wlith genre-m ates like B,VE
Fnal Fight, Double Dregon ,
and Streets Of Rage in that it l'—-_r-E-_j_?-H'FrT-—__
serves as a backdrop foryou = N TERNATIONAI A !r;rs--—. -
to beat up goons with fists, [ B L AIRPORT iy

bats and trash cans. RiverCity
is different in that you can elplore it as you please. You m ove through
residential areas, shopping streets, parks, rmadw aus, brAidges and m ore.
[t might not be as detailed as som e of those aforem entioned gam es,
but the ability to treverse it freely gives it @ som ething of eQual value.
Cities are places we are used to elplorng and River City glues us the
freedom to do that

There are m any things that m ake

Dunw all a fantastic videogam e city:

its sense of atm osphere, the way
Dishonored's them es are em bedded in its
architecture and design, the distinctive art
style in which itis rendered. W hat sticks out to
us, though, Is the way It favours intrdcacy and detall
overscale, offering the playerm any waus to m ove
through and elperence It. We ask Akane Studios’
co-creative director SObastien Mitton If the developer
places a greater focus on intricacy in its city design.,

0l could not say If it's elual ornot, because it's
a process that is done overtim e, starting with a
satellite view, then Oooming In gredually, until you
end up designing & rediatorcap!0 he tells us, 0But
itis true that the sam e attention is glven to the big
picture, the history, the solidity and the coherence of
a place, as there is to the way one drew s a street,
then an apartm ent on that street and so on.
ORAnotheraspect to which | pay a lot of attention

is the topogrephy of the place. It's very difficult to
creft a city on a slope, and it's not com mon to see

[ (PCOArkene's clties are

thattell theirown stories,

helps the playerto odent them selues because they
feeling of an open wond in & level-based geme.0

creating dense cities like those found In Arkane’'s
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crammed full of hidden detalls

Dishonored gam es. OW ithout distinguishing
between Dunw all and Hamaca Orom Dishonored 20
we do alot of research, including perodical telts on
the Black Death, paintings, docum entanes, photos,
thatin gam e. But we feel it gives a unilue feeling of and, of course, trips to selected destinations,0 he
organic canyons where you can lose yourself. It also replies. OW hen the first ideas and research feels
solid, | start thinking through the mind of different
have a betterview of the city landm arks. It glues the inhabitants of the city, location by location. Arst it's
basic: Ach, poon Then | refine: loyal, treiton Then per
We ask SObastien what kind of research goes into function: quands, workers etc. It really helps to think:
0 own this place, whatdo | want to see?'

The city of Skara Brae in The Bard(%
D Tale was an incredible achievem ent

for1985. A medieval-eslue fantasy
town populated by roques, wamors, druids and
monsters, the city was rendered in 30 grephics
and laid out overwhat felt like @ huge scale at the
tim e, featudng multiple streets full of shops, tem ples,
tavems and dungeons. Of course, by modem standards it's not all that
big, norvery detailed, but Skare Bree nevertheless m anages to create
the Im pression of being a real place within the not insignificant lim its of
the technology developerintemlay was working with,
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'EaE‘. It's the first location we visit
l ﬂ in the iconic Monkey Island
L sedes and the perfect archetuypal
swashbuckling town forwannabe pirates.

Melee Town is nestled in an island cove on the "4
fictional Carbbean island Melee Island. During the N
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opening of the gam e, as credits roll across the screen

and we listen to som e calypso-style music, we view the

town from a distance seeing points of light rom antically shining out into

the night. Soon enough, we getinto the town properand meet its eccentdc
residents, Here you find the iconic Scumm Ban where beerstains on the wall
hint at old barrom brewls and crusty captains berete ourhero Guybrush In a
fashion he Is golng to have to get used to. W alk across its cobblestone streets
and you'll also find a Bil, a church, 8 dodgy quy with a panot on a shoulder
selling stuff out his coat and, of course, a voodoo practitioneroperating out
of the House Of Molb. What more can a prospective pirete wish for It's the
perfect place to get you into an adventurous m ocod and get you on board with
Buybrush’'s goal to get a ship and see what else is out there.
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If you everwondered ﬁ S E
D what m akes Shenm ue’s g INTERNA [IONAL AIRPORT ‘

Yokosuka feel like a

real place, part of that can be
attnbuted to the fact that it Kind of is. Shenm ue doesn't st bonmow

the nam e of the real city of Yokosuka, ortry to capture its spirit, but goes so far
as to replicate real streets and shop fronts to an astonishing level of detall. This
virtual version of the city is farm ore than a photocopy of the real thing, howeven
Shenm ve sltuates you in the city's com m unityu. Protagonist Ryo Is, afterall, a
resident there, so the people who you talk to around the city often know who
you and yourfamily are0the gam e wants you to feel like & part of this place.

W hat really m akes Yokosuka stand out, howeven Is the way It ties to sim ulate
the duynamics of a citu Residents have a routine, going about theirdaily business
Imespective of what 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. It's this sense of a place in motion that really distinguishes Yokosuka
from the videogam e cities that cam e before it

0 0PM0Assassin's Creed Il movement sustem makes navigating the streets and

canals of Venice a parkour-charged thrll.
Assassin’s WELCOME TO _j
DCPeed has
becom e such g
a reqular feature of
the gaming landscape
Wsthow much of an
im pact Assassin’s msms I:HEED "
Creed Il had when It was released in 2009, The geme’'s recreation of
Renaissance Venice is a treat forhistory buffs, featurnng real locations
such as the Basilica Of Santa Mara Glorosa Dei Fred, the Pialls San
Marco and the church of San Globbe. The city had a sense of energy
about it too, with, what were forthe tim e, relatively large num bers of
citilens roaming the streets, offerdng opponrtunities for protagonist Elio to
hide in plain site am ong them. W hile these things are a part of its appeal,
itis not the game’'s im pressive recreation of real historcal architecture
orthe people that walk its streets that m akes this gam e's city special.
Rathen itis the way that it m ade its architecture a plauground in @ way
we'd neverseen in a gam e before. Assassin’s Creed Il's Im proved
parkourinspired m ovem ent offered a fresh and ebhilersting w ay to m ove
through & citu Fom the duynamism of dashing across rooftops, to the
mom ents of calm where you would take in a spectacularview after

scaling one of the gam el towering landm arks, this city w as a libersting
and rew arding place to eOplore. W

thatit's easy to forget

D O0PCOFora game thatends with you swordfighting with the Pope, Assassin's
Creed Il does atleasthauve some wonderfully falthful clties.
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B Sega manufactured an arcade version of
the Xbox, called Chihiro. Unlike the consumer
model, it had B22RMB RAM and used GDEROM

instead of DVDEROM for game distribution.




During the early part of the Noughties,
Tomonobu Itagaki’s Team Ninja was
creating amalling 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#andBslash
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 itis
the version to go for.



AT ke
2] =
. = :
b T X e
T 8] _erhedel

4 e
-.I.I [
3 |

hoe bl

S

NA— NN\ — N\ A\ —




0PCOThere was only one map In the
orginal game, but the varying difficulties
and the different start positions (bnd
challengeslofeach faction meant that
there was plenty of replayability
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ey there was enough Ousality thathe wanted to _'.‘-c!;ff -
""-‘pur‘sue som ething beyond the hobby r*eleasesa'_ . Orstand said: [Dkay, I've gotto Ota map into

I ! "hl this, how m any pilels do | have fonra minim ap?'}-‘-
~ Then, Mkay, that's the sile that the m ap will be;;:} :
: .~ How many tilescen | 0ton the screen?'D '?lﬂ,".!gff,'&lf,_-ﬂ
into developm ent! thought that| wouldn'tgo,,"_“'?—'j.":r The core gam eplay from the very beginning Y |
: i{publlc dom ain with thisone butinstead ['d ?F-I'r';:‘ﬁ-had hum an and Al-controlled factions = ;
~ try to Ond 8 publisherD Steve's gam es had _‘i—‘..;.,ii elpanding across @ map, eOploring for
1,.'_1."l prim arily been teOt-based adventures, but ’_Eg X . treasures and battling one another forultim a
bf't- throughout them all, he focused on & certain - victory: yourbread and butterYH gam e, before

s

;...-:-’.-.'am ountofperm anence thatinvolued a hero !-_Tv ?';fthatwas whatwould delne the subgenre. For

_}. \"I:o character that grew as the player progressed. *}._:_t-:ﬂ Steve, who was living in Melbourne, Hustr*alia._-f_‘ 4
 OButl'd neverreally worked on & strategy gam e g: there was a smartchoice of publisherto alm
'u-.-l.i": before,0 says Steve, which he adm its meant he ‘:"' for Ol did know & quy at Strategic Studies
_g‘.}lj'_"éﬂhad no ides whatl was doingD when itcam e-_’%er‘oup and | senta game up to them to look at.D:t*
~ to deuveloping the strategic layer of the gam e.'_’l'.‘{'__ recalls Steve, SSGB was already well-known In_-:?"ré_s;
ﬂl‘{i_DThe process was partly copuing what!l'd seen 3‘," the industry forits electronic wargam es, and =~
In Em pire and partly copuing @ board gam e, butﬁﬂ"ln foct had developed Reach For The Star*s._g'.'.;';t
Kind of approached it from a graphical polntof-ﬁlﬁ;'QTheg initially hated it,0 says Steue._EIthegf'-,‘. %
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-1 lotof strategy gam es, «
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In*plugged them | into hls‘ﬂm Iga and stanted‘ -
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e gam efSSG changed its ‘tone.and slgned 5

deal with Steue..He ‘would pmduce the gam e,
ﬁmm hls own eom pang InOnite Interactive, -

u‘Jor*I-ﬂng as par‘t.Qf an alllance_-of sonts wlth‘
BESEH @an alliance that lasted for Irg 05 th-
Q_ngth of the Wanords fr*anchlse; t
rSteue adm its thatthls was hugel 1)
duantageous fOP ’Lhe gam e. *88[3 5 el]peenc

'{ouched on num erous factors ofgame : _
- euelopm ent ultim ately leading to ﬂDUI’Le ’.: 3
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me toh é[b‘ﬁlnf"tm‘fer*starfd uI-Quer‘gthIng
ori-ied So we w orked pnettg closelg togethg.

- 0 eflﬁ melboume him in Sane dlng f
"oppg discs back and forth .
his would go"a-n; become one e,'l}

,-" ostpr‘alsed aspects of thergam el_w hen

released Im}SSU forDOS, F}m iga and mad; 3

ach ofthe elghtfactlonq could be contnolle -

i by elther“p hum aﬁ pIager*-a‘othe Al, and the

tter\atu as able to act r*atheraﬁ"eallstlcallglﬂteueﬁ

owrlx. to som etimes belng Ineffectlue with It
ash. Howeuen the big focus wason the . _
eatsm ultiplayer gam Ing ﬁthls was'langel

E time before the Intemettaften*all ﬂFo.rm‘e i

pam ing has alwags been adsoclal thlng Ibdbnd 50
uith LUan/or*ds even before the deal was slgnec}
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4 Ith some more of the guus at SSE wonHIng
uith me atthe time, and uJe,had the sanulce

;- y proper artistO _1 1Joh " =l
 Before work ont e eDuefbegan Steua

- 'gandlng Warlords and the inOuence Ithad ,
; ~on hisinitial considerations fora seUueI.-'IﬂNoq
-'_ one eversald anything bad, they liked stuffl'l 3
was very different to the Intemet' And so ;_
"'r*eactlng fora little bltto. that, sal_.Jlng. £Dh. .we e
.-.'éhould add this feature, we should add that =
- feature. @}hls soup of sound Ideas ultim ateld
'Fefta bad taste in the mouth, and so aboutj
ear'lnto its developm ent the decision was
m ade to keep the seluel much sim pler*‘Dl; %
hought Oet's Wst throw itall out, we'll star*’f'
a agaln. we'll make Kind of the same gam e but
~we'll add In neat stream lining features.| +Thl "‘ v

Jl:uas where elem ents such as Questing cam e in,

b , o e
. given a much-needed overhaul. Ol was very
teen to m ake & scenano editor for Wanords /1,0

. gam es like The Bard's Tale coming outwith 5]
*"‘cenar‘lo editors and then som eone could mqal-;ej
5 Lord Of The Rings scenario that ! could p|al_.j l‘ .
_} ‘Releasing in 1993 forDOS and then a l_.Jea 2
i3 aten on Mac, Wanards Il really highlighted
*_ e Dualities of its pnedecessorHThough I’tdl,I
ittle more than relne the core gam eplag of
vthe original, 1t did so with & gneater*degr"ee
5 prDaDD Though itnow had Civililation tg
com pete uJIth it still managed to draw in
o a= large base of fans. Itwas notwithoutits
change5 to the orginal, howeuven and notall
; **' of them forthe better‘,ﬂLUe wanted to use |0ts_§
3 :i",; of different m apsin the second gam eBﬁsagm '
e Steue which the team did. Num erous scenaﬁosr

e stages added o

b

ondlg recalls the fan m all that he would

. to help guide the playen while the Interface a,-
pAT | and thlngs only becam e harder from the )< ok

5dds Steve, Obecause I'd seen o couple of oth_e"

] Enter*talnm entwas very certain of the addltlon

: ..Zone service as we were writing the game, s0

Green Dragons
% = £
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Fiying
Fear +5
Mo Teerain Bomus

bunge mom baslcallgmostg g‘?ngselfbu '_" r

duJal_.J thmugh he Nlnetle. 88 78
struggled to keep up with thef'
- slew of Duality strategy gam e "
;, ‘thot were m aking It to the PC at
the tim e. mastePDfDHon r*elease+ g
a2kl in, 993°0° and with itthe term BIH :

‘886 worked to release Warords Il Delule
85 8 stopgap, leveraging elisting work on

arords lll fora cash inection before Ste(J'
1oved onto whatwould become t e fuII
edged third gam e" =t o » atla . ¥ '--*.

- DWoaenords Il was lntenestlng because 'lu"
,,-had to integrate it with an Intemnet service, =

which we hadn'teven done before he sags,_
_-erIaInIng that the new publlsher*ofRed Orb‘ '

~ofonlinem ultlplagerﬂThat took Ouick a blto K
; tim e because they were writing the Red Drh

there was alotofdebugging on both ends. BU"
we gotthene eventually, and | think thatis wha
‘helped numberthree be a really big success. v

= h|n|-1 it's the biggest sellerin the serdes.0 Butthls

_wos the' ,t_’glm e that _8_9&9 h'Im edlj d,Id1nq,t e_J_ ches
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3 rtspace of time, he adm its that Othere
%o'ubt_th:é-ﬂ?b’?ﬂéhemﬁlﬁqdﬁmﬂigame g
gan !éplagsucl-ie
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was likelyinspired by
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The Magical
Muest Starring
Mickey Mouse

MODE 7 HEAVEN

» SNES » 1992 » CAPCOM

One of my favourite Mega Drive

platformers is Castle Of lllusion

Starring Mickey Mouse, a game |

have completed countless times.

You could probably guess, then, that when
| 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. | was desperate for more
Mickey, and | 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 | hastily picked
a copy up for a rather hefty K65 (pretty much an entire
week’s wages for me back then). Yes, it was expensive,
but I didn’t care as | had to own it. | rushed home as
quickly as | 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. Mickey
looked a lot different to how he had appeared in Castle Of
lllusion, but there was no denying how much richer the
backgrounds and sprite design were.

M echanically it was richer than Castle Of lllusion as
well thanks to the introduction of unique costumes that
would see Mickey 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 ¥ uest back in the
day (and also today, now | think about it) are the game’s
fantastic boss encounters. They're far more considered and

-~ RETROREVIVAL

varied than those found in Castle Of Illusion and they also
do an exceptional job of showing the versatility of Mode 7.
Take this encounter with an iceskating Pete for example. It
still looks absolutely wonderful today and I’'m not ashamed
to admit that | actually find him a lot trickier to beat
compared to when | first encountered him in 1992. ¥
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[RrcadelRchard has brought gifts forthe Serclan
welcoming party 0 & bulletwith each of theirnames on.

(RrcadeOBehind you! This soldiernarmowly misses Rchard'shead,
and ins n

110 L

This leader of Sercla's clawed assassin ranks is uite an agile
chap, leaping about the screen like a ninlk. Landing your first
couple of hits on him Isn't too hard, so long a5 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 0 he'll leap from pillar to pillar before attacking
you, starting from the left and m oving right. Blow him out of
the sky and keep on rolling.
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Like m ost lightgun gam es, the goal of Tim e Crisis
Is to shoot down yourenem les before they shoot
you. Wild Dog's m ercenares wearuniform s that
denote thelrrenks, helpfully colourcoding them O
those in blue are requlargrunts, the ones wearng
brow n beckets are & bit m ore dangerous, and the guus
in red are Imitatingly streight shooters. Then there are
the soldiers who typically weargreen oromnge and
speclalise in e0plosive weapons lIke grenades
and rocket launchers, the shielded soldiers, and the
cleaw -wlelding assassins. |f you get farenough, you'll
encounterthe white-clad im pedal guands, who are
am ongst the gam e's toughest foes.

As we sald earien the genlus of Time Cnsis is
the addition of the foot pedal. This handles two
im portant functions O firstly, retherthan 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, Wst like In any good action
film Obnd presum ably, real lifed Richard tekes cover
w hile he reloads. As long as you've teken coven the
enem les can't hit you and you can't shoot them 0O
typically, uou can't even see them O leading to m any
m ore possibilities than In previous gun gam es. Som e
enem les appear and alm ost im m ediately fire 8 shot
on target, and If you can't take them out before

=1 e enti L.
This knife-wielding aristocrat has a deadly aim O st about
everything he throws your way will hit. This usually means
ducking after you've fired once, whether you hit him ornot.
He can roll out to the left, step out to the right or Wmp up
behind the plant to begin with, and then go left, right or
centre during the second phase. He can only appear from left

or rightin the final doorway phase, but he'll try to fake you
out by peeking round the cornen so be wary,
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they do, ducking into coverat least prevents you
from losing a life. In anotherscene, you might enter
to find 8 m achinegunneralready fidng, w atching a
hall of bullets fora gap In which you might pop out
and retum fire. It even Introduces the possibility of
environm ental halards, such as falling oblects,

Of course, In m ost lightgun gam es, dithedng for
too long will see you Killed by bloodthirsty enem ies.
Belng different, Tim e Cnsis needed an additional
elem ent of pressure O afterall, If you could stay
concealed foras long as you liked, the gam e would
be too easy and Incredibly frustreting for arcade
owners. So Tim e Crsis includes s tim e lim it, m uch
like recing gam es, with an e0tenslon grented every
time a screen is cleared. If the tim ereuerreaches
Oero, the gam e is overim m ediately regardless of the
num berof lives you have rem aining. In this respect,
the gam e design supports the fast-paced action
m ovie namative, as you frentically try to clearout the
baddies as Ouickly as possible.

[RArcadelCutscenes like this really help
to sell the action moule feel of Time Ciisls,

-:--'“3"-7_",“
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Once the (bcket com es off, you know the big boss Is serious.
He starts off by circling the fountain, popping up to the left
and right of the screen, before bining & bunch of particulany
nasty enemies for a coordinated attack 0 watch out for the
rolling stonework! During the final phase of the battle, he'll
m ake him self hard to see by attacking from behind a wall of
flam e, and he Ouite likes throwing sm oke grenades as the
lead-in to a close-Ouarters attack.




[Rrcadellt's notWstenemies out
to getyou O fall to duck and this
hook will take a life from you.

LIFE

B eLLET

Right from the attrect m ode that fashions itself
after a cinem atic treillen Tim e Cnisis presents itself
in an'action m oule stule. Sm all stage opening
cutscenes show Richard engaging in vardous hervic
acts, from Ading a hook-like Oipline into the opening
stage to scaling the side of a huge towen Even the
first-person trensitions between action seluences
are handled with that sensibility O there are som e
brlliant setpieces, such as when Richard looks
up to see a sOuad creshing In from- above on a
chandelien. orwhen he's running tow ard @ mimor
only to see a soldier fire 3 ound off from behind
him. The audio is handled with similar aplom b,
Although the soundtreck vardes throughout the
game, most of the m ain actien scenes play to
different parts of the m ain theme, with separate
drem atic pleces reserved only for special occasions
like boss fights, There's som e wonderfullyham my
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FORHUFT INFERNO

Inarea | -I, this forklift truck Is carrying a crate full of
e0plosives. Shoot the crate a few tim es to take out everybody

in the area and save yourself some time.

‘. .. _— @ ,.I ’ 28” EE_

voice acting in cutscenes, and enemies will shout
as they m ake a beeline forRichard dudng the
gam e, although only fam ily-fiendly things like, 0Get
him !0 and, when hit, 0Shucks! 0

All of this action m ovle style would be pointless
if the gam e didn't allow you to getin on the fun
though, and Tim e Crisis delivers here. W hetheryou're
going one-on-one with a helicopten diving out of the
w ay of a speeding carorfighting yourw ay through
a darkened moom it only by flashes of gunfire, Time
Crisis m akes you feel like a hero. Plus, thanks to
certaln secret tdcks, you can cause approprately high
levels of camage O there are elplosive cretes that
allow you to take out entire vom s in one go, and
even @ mom ent that allow s you to drop & bunch of
girders on unsuspecting baddies. The boss battles,
although they are few In num ben are also Incredibly
drem atic. Perhaps unsumdsingly, Tim e Crsis received
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When the speeding car attacks you in area | -3, the natural
tem ptation Is to dodge It. But you can also take It out by
shooting It, which saves more time,

AT
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RrcadelAs you can see, the sunsetdeadline
forRachel's rescue isn't faraway at all.

(Arcade0Careful

with the ehibits!
This museum breaks e
down pretty Oulckly, u =
especially given who's
hiding behind the
paintings. m 5
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DOH OF TRICHS

There's another e0plosive crate hidden in this part of area | -3,

on the left of the screen by the grenadien Unlike | -l ‘s crate,

this won't end the scene.
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[HrcadelHeavy weapons specialists
come ammed with machine guns, rocket
~ launchers and more, and become more
¥ common a5 the game goes on.
%

ULTIMATE GUIDE: TIME CRISIS
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crtical acclaim. Nelt Generstion m agaline felt that
the arcade version Othrusts the lightgun genre into

a brend-new temtory0 and awarded 1t50. In

com petition to win an arcade cabinet, CV&E descAbed
the ability to take coveras OA great gim mick,
backed by a superb gam e O Incredible
grephics, and gdpping situations.

Tim e Crsls' popularty Oulckly e
gave It the momentum needed for
Nam co to announce a PlayStation
conversion, com plete with a
brend-new gun controller A seluel

You'd be forgluen forelpecting the
PlayStation version of Tim e CAisis to be

. F J followedinl397, introducing new VSSE cutdown from the arcade gam e, and It
- ; : ' 3 MR agents and a sim ultaneous tw o-plauer is. The gam e runs ata lowerresolution
1 m ode that took advantage of 30 by allowing and at 30 fram es persecond instead of
/_ . plauers to view the sam e gunfight from & different the 60 of the arcade gam e, and there are
I _] l—-'l—L angle O allowing players to target an enem y that m ay nips and tucks to both polygonal models
Wﬁﬂa’_ggﬂﬁ be hidden from theirpartnen Furtherseluels and and teltures. Howeven the strong gam e
| = T 2 S @ | j spin-offs included innovations like weapon selection direction ensures thatit's st as fun in
and a second foot pedal, allowing you to choose both the hom e asitisin the arcade, provided
(RreadedTime’s running out! IfRichard doesn't o ft and right m ovem ent. W hile the seres hasn't been you m ake use of Nam co’'s G-Con Y5
e, et movs on. an autbmatic gomg SRS spotted since Tim e Crsis 5: True [Tlesterm ind amved lightgun. But a faithful recreation of the
in arcades in 2015, you can bet it won't stey dom ant arcade gam e Isn't everything that the
*— forlong. If you need any rem inderof why, Wst go PlayStation version offers to plauers.
*. back and play the odginal Tim e Crsis O its m odels There's a brand-new mission in this
and tebtures might look a little dated, but thanks to hom e console version, setin a Sercian
t. that foot pedal and som e wodd clessic gam e design, hotel thatis actually a front for an
It's as thrlling now as it was backin | 995, armm s factory, run by the enigm atic

villainess Hantans. The gam e proceeds
similany to the m aln arcade gam e,
butwith a crucial difference 0 rather
than being predeterm ined, your path
through the facility is determ ined by
your perform ance in the gam e. That
ensures there's a bitmore replay
value to this vanant of the gam e,
which isideally whatyou wantin a
hom e console release.

Uke Its arcade parent, Tim e Crsls
forthe PlayStation was well recelved.
Edge scored it800, declanng that
DEach tim e you think you've seen the
m ost breathtaking setpiece, another
714 topsitforsheergun-toting thnlls,0
_' 7 — i =etie = I i and halling it a5 0a videogam e

. . ] sym phony of destructiond. CVGE gave
DEARTH Y GIRDER THE FUTURE'S GRIGHT

it50, with Steve Hey com m enting,
If you shoot the restraining strap holding up the girders at the You never have to hit any of the soldiers wearing orange, but DIt's virtually & perfect conversion,
end of area 2-1, they'll fall and kill the enemies 0 st m ake they'll add precious seconds to the clock if you do. Be Ouick butto have a batch of e0tra levels as
sure you duck away from the last one. though O they're Oulite shy,

well Isa gam er's heaven!D

RETRC GAMER | 8|




[Tlodem gam esyou'll still be playing in years to com e -

info

0 Featured System: PC

U Year 2019

U Developer ZAILM

UHeyPeople:
RobertHuruitd
AleksanderRostou

Lo UDeeper

0Disco Huyslum was
onginally developed
underthe title No
Truce With The Furies
until 8 name change in
201 8. We think they're
both pretty cool names,
to be honest.

U Disco Hyslum began
life a5 a tabletop RPG
campaign being put
togetherby developer
ZR0JM. [twasonlylater
thatiteuolued to become
a videogame,

A

Why this surreal
detective (P4,

pachked full of

innovative ideas,
will go down
invideogam e

history, notonly
as a fantastic

goame, buta

revolutionary

interventioninto

f I == (e e
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the genre

Wonrds by Paul WalkerEm ig

|
(]

S

A

CONCEPTUALIZATION [Medium: Success| -
Some fring ctly* what's needed
right now. Spice up that *vanilla® murder
investigation,

sCiEnce is *e

b Py
L)

0 PCOYburskills will often egg you on to follow thelrown particularinterests and proclivities,

»

Sl = rS

UM

THE BRCHGROUND

Developm ent studio ZAOJM started as a relatively
inform al collective com posed of artists, activists
and wdters playing around with Dungeons U
Dregons cam paigns, am ong otherthings, iIn 2009,
Ouertime, ZAOJM solidified to become a gam e
developerand the gam e that would become
Disco Elysium w as its first prolkct. The studio

had no previous reputation to bulld on, but the
prom ise of 8 gam e that would echo the best of
Planescape: Torm entin its gam eplay design es,
that means no com batd in com bination with a
beautiful watercolourart style, atleast won it some
attention. When it was released, its Ouality was
undeniable. Lavished with deserved crtical preise,
Disco Elysium becam e an BPG essential.

Rl =15 T

You play as a disheuelled detective com ing off
the back of a ddnk and drug benderwho, despite
an elistential cAses that has seen him forget
everything about who Is, has to get to grps with

the issue of the m an hanging from & tree outside
the hostel he Is stauing at. You and yourpartnen
Him Hitsuregi, m ust solue this m urden prm adly
by heading out to Interview the residents of the
neglected distrct of Martinalse.

The way you go about doing this vardes wildly
depending on what Kind of detective you build and
how you invest skill points as you progress. Inuesting
points in faculties like Logic and Visual Calculus will
m ake you an Intellectual detective able to m ake
deductions about what happened at a scene and spot
inconsistencles In testim onu. Skills like Em pathy and
Inland Em pire fall into the psychic category, m aking
you able to pick up on how charecters are feeling and
be more sensitive to intultion. A high Perception skill
will allow you to spot detail you would otherwise miss,

| Half-Life m akes you betterat intim idation, Shivers

attunes you to the voice of the city, and so on.

The level of vandety Disco Elysium Is able to
present thorough these skills and theirdifferent
com binations is staggenng. You'll find that Investing
a few elpedence points in a skill has the potential



theryou
to help out, butwhe
5 good idea 1o tell them uou

yourname

SHILLS

Disco Elysium's diverse

set of skills let you shape
yourcharacter's personality,
along with theirabilities. In
fact, they are characters in

theirow n right.

THOUGHT
CRBINET

This is a place where you
can brow se thoughts your
protagonist has had. They
usually offersom e kind of
stat buff when you're done

contem plating them .

STRONG
CHRRACTERS

Disco Elysium's charecters
are fantastic. Som e of them
can seem like stereotypes at
first, but yuou Wst don't know

them well enough yet

EMBRACING
THE WEIRD

This gam e often takes an
appealingly sumeal tone. It's
one you can lean Into if you
investin the m ystical and

intuitive skills available.

PLAY DRESS UP

Every plece of clothing you

wearcom es with stat buffs
andrdebuffs. You might
look rdiculous, but plauing
dress up can m ake all the
difference when you're

trying to pass skill checks.

] o5 are on call
DIPCOvburcharacters Coueaﬂgw;JnH Jtwould be

don'tknow wha
< any more i5 up to You:

FUTURE CLASSIC: DISCO ELYSIUM

to com pletely change the way you elpenence the
gam e and the city you are e0plorng 0 st one

of the m any com pelling ways that Disco Elysium
responds to plauerchoice. What really m akes Disco
Elysium's skill system special, howeven Is the fact
that these skills all have a voice.

Im agine you're truing to pry som e Inform ation out
of anothercharecten W hile yourspeaking, yourskills
will be popping up in yourm ind, offering theiropinion
on w hat's unfolding. Em pathy might tell you that this
particularcharacteris upset about som ething, giving
you a clue as to how you should proceed to get what
you want. Invest m ore points in Em pathy afterw ards
and it'll becom e a louderpresence in yourm ind as you
go forw ard. Invest too m uch and you might find that
w hat w as a useful skill starts to hinderyourdetective
as he becom es overw helm ed with the em otional
burden of picking up on everyone's feelings. Even If
you don't push too farin one direction, you'll still have
to deal with the fact that yourskills will occaslonally
disagree on how you should handle a situation,
creating a fascinating dunam Iic betw een the different
parts of yourdetective's psyche.

This is all situated in a Achly drew n wodd with a
carefully thought out political history that offers a
crtical lens on the wodd that we live in. In the eady
golng, It com es across as cunical and strenge. To an
eOtent, it still can be, if that's how you choose to play
it. Give its charecters tim e to grow, howeven and

' you'll find som ething nch and com pleD that thinks

- DPCOThere are plenty of side Duests to delve into,
S butyou can Wst focus on the main mustery too.

DPCOThere are a few keyideologiesin &
the world of Disco HysiumOyou can align
uourself with them, if you so choose. A

0 PCOCut on the coastline uou can meet
the forgotten, disreganded and different.

carefully about how history and ideology inevitably

| shapes individuals and theirlives, Having sald that,

none of this stops yourtie talking to you now and
again, so we suppose Itis still pretty welrd.

Even within the grend tredition of RPGs, this
gam e, and its protagonist, are Incredibly m alleable,
freOuently responding to yourchoices in interesting
ways. Taeken In com bination with the game's
sophisticated woddbuilding, shamp political eye,
uniOue m echanics and strong wting, It deserves
every bit of preise it's got.

WHY IT'Ss A FUTURE CLASSIC

A gam e this good alw ays has a chance of going
down In history as a classic, Disco Elysium's status
is assured, howeven by the influence itis sure to

| have on the RPGs we will be playing in the com ing
| years. Its Innovations in how skills becom e a part

of yourcharecterand the degree to which they
shape the way the wodd responds to you and the
way that you intempretit, feel like 8 watershed for
the genre. There's neverbeen anyuthing Ouite like It
before, but, as is often the case when a gam e hits
som ething new out of the park, there are bound to
be games like Itin the future. In decades to com e,
when we're casting oureue back overthe history
of RPGs and picking out those that have shaped
its course, Disco Elysium will be one of those
indelible reference points. That, aboue all, is what
m akes it & future classic. &
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Honami's senes has a nch history that spans three decades. A potent
mi0ture of iconic gam es, low pAnts runs and the recent success of
NetliO's TV sernies m eans the franchise continues to gain interest from

collectors, Let's look at the titles you should probably seek out Orst

Words by Damen bnes

MUSIC TO OUR EARS

CHSTLEVENIA
o THHONY O
THENIGHT =

03 3 APAND

Hum anoid

Ybou'll play as Alucard formost
of the game. He has access to o
large ansenal of weaponry and
some great

gearbut Death

nicksit all off

him as soon

ashe enters

Drecula's

castle,

Whoops.

som e of the highest

price varances. The PAL

PlayStation version Is anguably the m ost collectible
variant as it features English teOt and, like the
Jpanese version M3300 com es with an elcellent
CD soundtreck., We've seen mint com plete coples
sell foras much as 0350, but 0200 seem s to be the
going rete. If you see lowerpdces, double-check the
listing as it's probably missing
the bonus CO, m anual orgam e.
[f you're not fussed about the
soundtreck then the US NTSC
version is the best option as it
runs at the comect speed and
costs between 070 and 0100,
Hnally, if you're a Satum fanatic
you can pick up the Jspanese
elclusive, with new areas and

M Virtually evergyone considers Sym phony Of
The Night to be the best gam e In the Castlevania
seres and It's certainly som ething we'd never
dispute. Holl lgareshi's reboot was such a huge
success It created a tem plate that m any later

Bat

This fom Is retheruseful as

1t glves Alucard the powerof
flight, vastly opening up where
he can trevel. Additionally

it can hamess abllities like
fireballs and the use of sonar

gam es followed and led to similaradventures being
term ed as OMetroidvanias’. W hile it's not the rerest
Castlevaniao gam e out there, it's certainly one with

EHPECT T0 PRy |

020 0 (/")em

PF\H’
EHPECT TOPAY

07 0 0

num erous technical Issues, for
070 to O1Y40.

0 PlayStation0These two foes will be familiarto
anyone who has plaued earier Castlevanias.

DPayStationDW atch out forthis enemy both ends
are e0tremely dangerous.
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Take a look at the m any form s of Sym phony
Of The Night's stan Alucard

Wolf

Thisls the first form Alucard
picks up and it allows him to
coverdistances at great speed,
Alucard also galns bite and
chamge attacks while using this
form, but it's relatively weak.

L

e

Mist

This shape allows Alucard

to auwold enemles and pass
through gretes. Eventually he'll
be able to stayin this fom
forlongerand even polson
enemlies with it



THIRD TIME'S THE CHARM

SO YOU WANT 17O COLLELCT. . . CASTLEVANIA GAMES

(HSTLEVENIR I

HONAMI

M There are three Castlevanio gam es
avallable forthe NES, and unsumrsingly
the best one is also the gam e that fetches
the highest prices. The Jspanese version

is generslly m ost coveted as it features an
enhanced soundtrack, it's also a little easier
than the westem versions, which is also
worth considering. Prices for a cart start at
around 035 with a com plete version selling

O0INEODrecule’s Curse is a huge grephical
improvementcompared to the firsttwo games.

SOMETHING BOLD, SOMETHING NEW

(HSTLEVAEN

foraround 080, :
Shelling out 035  gHPECT TOPAY
will also net you ol 5

W HO
a PAL cartddge. ——
BolOed versions start at 01 50 and can climb to
Wst over0200. Altematively, if yourconsole
can play It, we'd suggest trecking down the
NTSC US version as It is propery optimised

and has classier artw ork.

= QO03IZFO0 TIMWE
i 24 0ooooonoED
NENNEENEENREEERD

EHPECT 10 pRy

O0NESOThe game's first boss puts up & U D
good fight, so be prepared fora beating. W sAp

altgi=s!

(i)
)

HONAMI

MINTENDO)S

M We're big fans of OrderOf Ecclesia
because it tdes to do innovative things to the
Metroiduania tem plate and largely succeeds.
Shanoa m akes foran interesting hero, largely
due to herability to wield glyphs that can
enhance hercom bat skills, Low pAnt runs of
Ecclesia now mean it's becoming one of the
pricler 0S8 Castlevania gam es to buuy. You can
get a lone cartddge foraround the 025 m ark

— ,:-.'r"‘l’ Foy whewstew et

DDA There are plenty of macabre enemies that Shanoa facesin
herfirst aduenture.

S At U )

(forcom parson,

Down Of Sormow

and Portreit Of

Ruin cost around

035 com pleted but you'll pay at least 060 for
a com plete European version. The US one Is
cheapen while the Japanese version typically
sells for085. It does have a lot of teOt, mInd,
so0 m aybe stick with the English options.

PRy

0D The glyphs are a great addition to the frenchise, greatly
elpanding Shanoa's attacks.

al

E'EHEE—:';_L-!‘ET\'J-:-_;:
M Let's getthe bad news outof the bl s oy i
way Orst: the recentinclusion of
Castlevania: The Nelt Generation on
the Mega Drve Mini has done absolutely nothing to lower
prces of the orginal cartddge release. This s worth playing,
though as Honam i's only Mega Drve Castlevania is a real
gem due to its im aginative boss Dghts, spectacularvisual
effects that really push the Mege Dnve's hardw are and &
sumpnsingly decent soundtrack. The abllity to play as two
different charecters, Eric Lecarde and John Momis, glves
the gam e plenty of longevity and we'd argue the Onal battle
wlith Draculs outstips the one found in Super Castlevania V.
Unfortunatelu, every version of this desirable Mega Dnve
gam e Isn'tcheap. The PAL version sells foraround 030 for
a cartddge and costs 070 to 01 50 com plete, the US version,
titted Castlevania: Bloodlines, is avallable foraround 090
com plete, while the Jspanese edition search for Vom pire
Hilleddrenges from an eye-watenng 0460 to 0680!

o
[
St

0Mega OAvelltwouldn'tbe a Costlevania
game withouta foreboding towerto climb.

Mega OdveOUWe're a big fan of Eric as his
pole vaultis superuseful attimes,

Meet the two heroes of The NeOt Generation

L]
JOHN MORAIS T
Despite his sumame, bhn Morris l-' _]’. -
is actually descended from the i [
Belmont bloodline. He Is a bit of
a treditionalist when It comes to
vampire dauing and prefers to use
a good old-fashioned whip to send
demons back to hell. Thanks to that
whip, cbhnis able to swing from

cellings, which means that he can

|

take a different route from Ericin

certaln stages of the game. E
.

ERIC LECARDE
Thisintrepid e0plorerhas known
bhn since childhood, so was only
too happy to sk hislife to take part
in his friend's incredibly dangerous
misslon, Unlike cbhn, Eic's weapon
of cholce Is the Alcarde Spean o
weapon that offers great reach.
While he can't swing from ceilings
like _bhn, he does haue access to a
powerful pole vault mouve that can
often get him out of harm's way
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Pirate carts abound
The high prices of Castlevania games means pirecy

Is an Isaue. |f you see a copy of a certain game that
seems too good to be true, It's most likely a fake.

DEVH OPER: HONAMI
RHEASE 1991

CASTLEVANIA TV
.

B Many consider this SNES classic

to be one of the absolute best

traditional Castlevanio gam es

and It's easy to see whu. It's

effectively @ rebootof the onginal

gam e, butis suitably enhanced

forthe SNES thanks to som e

elceptionally effective Mode 7 effects, an eclectic range of
versatile bosses and a truly sensational soundtreck, which

m any considerto be the bestin the frenchise’s eltensive
sym phony of stunning tunes. Fortunately, Super Castlevania
IV has no language bamers so the Jspanese version Is
alwaus worth considenng, particulany due to its appealing
bo0 art. Cartddges start at 8 tennerand com plete coples sell
foraround 035 to 060. The unoptim ised PAL version Is the

m ost desirable and cart pices range from 030 to 050, BoOed
copies also Ouctuate between 035 and Ol 35, but090 seem s
to be the sweetspot If you're not fussed owning the uglier
NTSC US cartyou'll be paying around 020 forthe cartddge
and 050 fora com plete copu.

B H
g w=-11 =

aimer

gafeEm) | | aﬁéﬂlﬂ;: RERVIIIAS L il 85

[BNES0The map is elceptional, showing
Wsthave faruou've bumeyed.

[BNESOThe Mode 7 is elcellent and really
highlights you're plauing an ambitious game.

WHAT MAHES SUPER CASTLEVANIA V'S
BOSS CREATURES SO GO0D?

The Castlevenia seres has always had some
eloeptional boss battles overthe years, but the
ones found in SuperCastievania |V have dearty
left a big Impresdon on us Smon Belmont faces

a numberof elotic flends on his way to Drecula's
castle and the powerof Nintendo's| 6-bit console
meant that they leauve a farbiggerimpression that
the mauors from the eardierNES games. You'll battle
everything from a nightmarish sheletal head with a
disqustingly ugly tongue to an impressive Mode 7
rock Golem that shrnks in sl underthe strength of
uourwhip attacks. And let's not forget the dark lord
himself who awaits you at the game's end.

@l ORE GAMES TO CONSIDER

&‘Qinbﬁ 500 TIME 0291 ":FME i
CHERY st Body

0600 MSA11900 CART WAAANDOSS50 WHD 0550 MSADI 000 (WARARNDO350 WHD
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Different names
If you're after bpanese games, search forthe
name Akumalbu Drecule. Vempire Hllerls a good
result forsome games, too.

| Robert Carlyle and Patrick Stew art, while som e

Not Wst eBay

Facebook groups and public forums are & good way
to source rere games, Yahoo Ructions in Jbpan is also
worth conddering forthe rerer _bpanese titles,

Who needs mint?

Ybu can save & fortune on & lot of Castlevania
games by [Wst buuing the cartridge verdon. st be
sure to Keep an eye out forpossible fake coples.

BEGBIE DOES GOTHIC HORRKROR

(Ho TLEVENIR:

MERCURYSTEAM MO JMA PRODUCTIONS

held togetherby
a robust com bat

M There's plenty to enldy about this m odem
reboot There's som e great nods to the
frenchise’s history, the cast features the likes of system and your
upgredable Com bat
Cross, which gives mmn?n
you access to plenty ; '
of m oves. Luckily EHPECT 14 PAY
there's litle interest A HDBE 0 ]
in HboD 360 and Sl
PS3 gam es at the m om ent so you can get Lords
Of Shadow forlitle outlay You should be able
to get the Hbo0 360 version for03 and the PS3
| offering fora Ovenr The superorPC version is
_{ also auallable for05. The lim Ited edition featurdng
a collectible m ask is prciercosting around 025
forthe PS3 version and 045 forthe HboO edition.

of the boss batlles are truly elcellent. It's all

00PCOWe're recommend plauing the PC version as it's been
ellceptionally well optimised.

IS THE 3D CURSE BREAKING?

RS TLEVAN R O0URS=
(F H—{NESS U éﬂwam

l'h' of Dagienmee

HDNHmI
2005

M Curse Of Darkness is a decent stab at e 30 Castlevania and differs
from the eardier30 gam es due to protagonist Hectorhaving access to
a lange num berof different wespons. He can also gain additional help
from Innocent ODem ons which can be enhanced and evolued. W hen
it com es to acOuidng Curse Of Darkiness, the cost differs depending - .
on which version you plan to EHPECY TO PRy |

pick up. The PSe outing is more g:l' 8 0

easily avallable than the Hbol ~—100 Ho .

release and as a result prices Ouctuate around 030, the US
and Japanese versions are cheaperstill, fetching around
020. With regands to the HbolO version, the prce largely
comes down to whetheryou can play Am ercan discs, If
you can get the US gam e, go forit as it's around the 01 0

to OI'5 mark. If you can only play a PAL verslon, It's 8 m uch
rerergam e due to its smallerpAnt run, and renges between
048 and 075, No HboD version w as released In Jspan.

DHbo00Boss fights are a litfle clunky buta huge
improvementoverthe N64 30 games.

0900 MSA0Y50 WAARNDO! 450 WHD 01600 MSADI 050 (WRAANDOR570 WHD 0330 MSA0620 WWAARNDI 70 AUHD




BACH TO THE DRAWING BOARRKD

SO YOU WANT 17O COLLELCT. . . CASTLEVANIA GAMES

(HSTLEVENH LEGCI:HH

U-DAR-NESS

EHPECT TO PAY

01300

U SAD

M [f you want a cheap Castlevania on the N6Y then you
should pick up the 1 999 original. If yourcash can stretch,
though, we'd advise seeking out Legacy as you get farm ore
mileage foryourm oney It not only works as a preQuel to
the Orst N6 Y release, focusing on newcom ers Comell and
Henry, but also allow s you to replay Camie and Reinhardt's

adventures. The gam e has been suitably rellgged,

how even and features Im proved visuals,

new level layouts and otherim provem ents. This version also eredicates m any of the niggles we

EHPECT TO PRY

0 IN6YOComell certainly has his hands full, fortunately he's Ouite the fighten

AGAME WITH REAL SOUL

HoTLEVENI R

had with the odginal. Legacy's prices
Ouctuate: the Jspanese version has a
few language Issues butis the cheapest
at 045 com plete. The unoptimised PAL
altemative is around 030 fora cart, but
usually 080 com plete. The US version is
even prcierwith com plete copies selling
for0l 30 and often reaching 0250.

EHPECT TOPAY

06 00 |

[UHD

HONAMI

2003

M All the GBA Castlevanio gam es are worth

ow ning but the Onal entry rem ains our favourite.
[t's similarin m any ways to Sym phony Of The
Night featurng a levelling up system and the

intiguing Tactical
Soul' m echanic

w hich allow s hero
Som a to absorb the
souls of enemies

EHPECT TOPRY |

090 g
and then use them T ——
to enhance his own powers, Today, this GBA
classic is prcey, with a cart of the European
version costing around the 035 m ark. Com plete
is even m ore e0pensive, with prces renging
from 060 to Ol 40. Although the bpanese
version sold pretty poory it's relatively easy to
source and goes foraround 068. The Am erican
version is sim llary prced. Altematively you can
buy a European double pack w hich includes
Ham ony O f Dissonance for040 to 095.

EHPECT TO PAY:

091 0 MsH10250 D_HFHNDJSSD W

0540 MSAI0680 WAARANDOYI 0 MHD

0200 MW=A13230 [].HFHNII]E?EI -

EHPECT TOPAY

01500

UAPAND

ECNE

M Even though thisis easily auailable

on PSY as partof Castlevania

Relluiem , the original release still

m anages to fetch 8 handsom e sum online. If you do have &
PC Engine and a CO-ROM add-on it's certainly worth seeking
outasit's still worthy of yourhard-eamed cash thanks to
its brenching levels, anim e-styled cutscenes and a truly

m arvellous soundtreck. If you're lucky, you mightbe able to
find & copy foraround the 070 m ark, but0l 50 Is the usual
prce you're likely to plau. It's m ore likely that the cheaper
versions you see on eBay are reproductions by PCEW orks.
If you're despenrate to elpenence the gam e butdon’'thave
access to a PC Engine, there's the aforem entioned PSY
version for0l 6.99 Migital-only, sadly0the cut-down SNES
offerng is grossly ouemated and sells for0300 to 0500 on
PAL while the Jbpanese offering is a betterdeal at090.

&
[

E
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0PC Engine CDOThere are plenty of decent boss fights, Including this fearsome fellow.

There's anotherversion of Bondo to consider

If you've alwaus wanted to play Abndo Of Jood on the go then let us suggest Castlevenia: The
Dracula Hehronides This PEPeldudue Is a 2,50 remake of Abndo Of Hood but also Indudes
the ortginal game and Symphony Of The Night The US version starts at 020 or025 Ghe
cheaperprice being the greatest hits verdonOwhile the UH offering starts at 030. The (bpanese
version is the most elpensive, often selling forouver0Y0.

CASTLEVANR
FORTRATOFAUN

DEVHLOPER:

EHPECT TO PRY:

0140 QUSAI05! 0 AARNDO3Y0 WHD 060 MSAX070 WAAAND | 0 AUHD
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ESSENTIAL GRME T —
SERA BASS ASHING vow 3018 01 00z

There's only one Dream coast Oshing gam e that was released in
every terntory, so it's the only one we can really descrbe as
essential, Luckily, that particulargam e is pretty special. Sega's
teke on Oshing ditches the hours spenton cold nuerbanks

and st concentrates on the thAlls 0 the struggle between the
Dsherm an and his ne0tbig catch, The arcade presentation still
holds up well, with detalled underwaterenvironm ents, drving
guitarm usic and an elcitable announcerwho m akes every single
thing sound like it's the m ost thrilling event of yourlife. It's st
glonously silly fun, In that classic Sega coin-op tradition.
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PERIPHERAL VISION: FISHING CONTROLLER

Hshing
Controller

0 PLATFORM: Dream cast 0 RELEASED: 1999
0 COST: 059.99 Daunch, with Segae Bass Ashingl Ol 50 boledinboledO

here are 8 wesalth of application-specilc

accessones out there in the wond of

retro gaming. Some, like steedng wheels and

llghtguns, m ake reasonable sense due to the
num berof gam es that use them. Others, like dence
m ats and guitar controllers, serve to highlight the
populanty of a particulargam ing fad. And then there's
the Ashing Controllen

Created to accom pany Sega Bass Fshing, the home

conversion of Sega's sumprsingly popular arcade Oshing
gam e Get Bass, the Ashing Controlleris designed to
resem ble the business end of a Oshing rod. There's a
handle, analogue thum bstick and buttons foryourleft
hand, and & rotary device foryourndght hand to reel in
the big ones. Additionally, the controller features m otion-
sensing functions and bullt-in vibretion. SI0 Oshing gam es
were released forOream cast: Bass Rush Oream, Lake
Masters Pro, Reel Ashing: Wild, Sega Bass Fishing,
Sega Bass Fshing 2 and Sega Marine Fshing. Of these,
only Sega Bass Ashing w as everreleased In Europe.
The oflclal device isn't so com mon in Europe as a
result, and it's easlerto Ond thind-party versions, but the
controllerworks Wst One across all regions so it's okay to
pick up a Japanese orAm erdcan m odel. *

L AT e R T AR T T TRRELELATNOL

Hshing
Controller fact

B Two non-fishing gam es also work
with the Ashing Controllen Soul Calibur
allows you to swing yourswond by

swinging the controllen and Virtua

Tennis allows you to swing your '
racluet the sam e way A
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BIG BOY BARRY

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

Alex Verrey was only

14 years old when

he appeared as a
contestant on Channel 4's
GamesMaster, but his
Sonic skills caught the eye
of TV executives and soon
he was appearing regularly
on Sky's Games World as
elite gamer Big Boy Barry.
He went on to front his
own segments alongside a
pre-fame David Walliams
and presented ITV's TIGS
with Gail Porter. He moved
into videogame PR in the
Noughties and is currently
CEO of his own company,
Little Big PR. When we told
Alex that more readers
had submitted questions
for him than for any of our
In The Chair interviewees
since Matthew Smith

a decade ago, he was
genuinely surprised.
“Wow, I'm truly humbled,”
he grinned. “That’s lovely
to hear. | suppose that I'm
the right demographic for
your magazine!”

9| RETRO GAMER

Is the highlight of your career beating Dave
‘The Games Animal’ Perry at Street Fighter Il
on national television?

Yes. But it was just another day at work for the
Big Boy Kyigglesk

Have you seen his show on YouTube?

He's actually asked me to be on it and get
tattooed live on camera while we chat about the
old days, but I'm too scared to get a tattoo. Dave’s
a good guy and I've got nothing against people
who put themselves out there. At least they tried
- better than sitting at home being ‘Joe Critic’.

Do you still get recognised as Big Boy Barry?
Yes, and it surprises me whenever it happens. |
get asked for selfies, and my wife thinks it's weird
but | think it's humbling. | haven’t changed a lot,

| suppose. You see those, ‘W hat The kids From
The Goonies Look Like Now’ Farticles 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 who likes to laugh.

Well, we reckon that there are worse ways
to be remembered!

Big Boy Barry is still very much a part of me. |
have a personalised ‘BBB’ number plate and my
luggage is monogrammed BBB. I'm very thankful
forit, and | don't shy away from it.

Reader MatOfTheDead wants to know
where that persona came from?

When Hewland International started talking about
this new Games World show for Sky, they wanted
to have house champions called ‘Videators’,

an obvious take on Gladiators which was big

at the time. They got me on board and the

M Alex very much embraces his Big Boy Barry past — his PR
company is even called Little Big PR.

original persona was a rip-off of Harry Enfield’s
‘Loadsamoney’ character - this Essex wideboy.
He was going to be a villain, saying he was great,
you were crap... but it wasn't working so it
morphed into a more likeable character, a playboy
gamer who was pretty unbeatable.

These days you would probably get accused
of body shaming with a name like Big Boy.
The original name was actually Fat Boy! M_aughsi
| was a 15-year-old kid still at school and | didn't
want to be known as Fat Boy. Jesus, it was

hard enough growing up as a big guy. | didn't

feel comfortable with it and neither did David,

so we changed it to ‘Big’ and then Barry was
added at the end.
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&% | haven't changed
a lot. I'm still an

overwelght gamer
who likes to laugh A

BigBoyBarry
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lInlthe chaigwith?

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 | 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 Big Boy wasn't quiite big enough to take on The Ultimate V\arrior.

@ RETROGAMER

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 | 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?

Ill text David from time to time and | 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 |
have known since school. | 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. | 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. |
don't wanna toot my own horn but | think he was
pleased when | 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 19927
[Laughs]. | 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

Dy g, Tharsciory, Warca |, 200

5

ORN 1] 2
[ZX Spectrum] Alex received Sanantha Fox Strip Poker for

the Spectrumaged 6. It was soon confiscated by his parents.
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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.

| 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 | had a
month to get ready. | spent every minute | could
practising. A week before filming, they phoned
me to see how | was doing and | said | was up to
160 rings. Then when | got on the show, Dominik
Diamond [the presenter] said, ‘So you've asked
us to increase the challenge to 160 rings, eh?’
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alongside somre chap called David \\allians who apparently did alright for hinself.



IN THE CHAIR: BIG BOY BARRY

Alex picks his
TV highlights

GAVESMASTER

B ‘| 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.” that was at the time.”

| was as shocked as anyone! | 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, | messed up the spin and | died
immediately with no rings. | 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, | heard this
voice from the gods saying, ‘I think he deserves
another go at that.” It was the director, and on my
second go | 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 | can remember being alive. It was
all about finding arcade machines on holiday. | 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 | 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.

| was six years old and devastated they'd taken
away a game and | just didn't know why.

So games were always part of your life, but
was acting too?

| 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

= TOWATCH

MUHAMMAD AL

M 'l 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 | did realise how awesome

DAVID PERRY

W \\e did a feature with ‘the
other Dave Perry’ who was at
Shiny at the time, and what a
nice guy he was. V\Ae 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!"”

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?

| had drama lessons as a kid and used to
perform in shows with my dad. | 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?

| thought it was a wind up! It came totally out the
blue. When | got the gig as Big Boy Barry, | 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, | think,
which was a pittance but | 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. | 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]. | remember David and | 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.

STAR TREK

W '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. | got to
interview Patrick Stewart and
all the stars! | was meeting my
heroes and it didn't disappoint.”

HULK HOGA

m '] got to interview Hulk Hogan
and we had lots of fun with each
other. And | did this show called
Mad For It where | played Pie
Boy, who would throw custard
pies at kids like in Tiswas and |
got to have a fight with Bam Bam
Bigelow from VWW\E!"

‘ ‘ | have Teletext to

thank for my career.
How many people
can say that? ’ ’

Big BoyBarry

Alex still occasionally adopts his Big Boy Barry persona.
Here he isin character at EGX3.

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

RETROGAVER &8
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ACCEPTABLE IN
THE NINETIES

Big Boy Barry would invariably be seen with a nobile glued to his
ear in the Nineties — this one is actually one of his smraller models.

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 |
don’t think we'd do that these days. There
was far less sensitivity about that kind of
stuff back then. There are things | look
back on with regret, like | wish I'd satin on
the edit more, | 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. |
don't think | was ever an arsehole but |
could’'ve learned more.”

Big Boy Barry realises he shouldn't have eaten that last nmushroom ...

A RETROGAMER

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?

| 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! | 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 Videators?

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, 'l want what you've got," and

| respect them for that. Generally we got on

but yeah, there was

some tension.

Big BoyBarry

Did you feel pressure to keep on top of your
game as a Videator?

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. |
was comfortable on camera, was a solid gamer
and the contestants weren't that great because

it was an unknown show. | 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 | had
my own show and | felt the pressure to do well
on Beat The Elite to reinforce the Big Boy Barry
character. | 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
Videator 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. | felt the pressure because |'d often be
filming my show and just didn’t have as much
time to practice.

“ Appearing as a contestant on
GamesMaster was a sliding

doors moment. My career
could’ve been so different

Alex still has the Golden Joystick he won on Ganes/Vaster thanks to his Sonic skills.



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 | wanted more to
do than the Beat The Elite role so | became a
commentator along with Dave Perry throughout
that series. | 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.

| 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?

| wish | knew, my friend. The ratings were high
and it was still really popular. All signs were
pointing to another series but | 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. | wish they’d relaxed that so we could
have more fun with it. | did persuade them to
have a games-themed evening show but | 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. | 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?

| thought Go 8 Bit was good and I'm a big fan of
Gameswipe. | think | 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. | 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?

| am speaking to some people right now about an
idea for a games show. | 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 | came up with that line a while ago and
I’'m still waiting for anyone to dispute it! | mean, if
you're including the likes of YouTube or Twitch, |
haven't, but in terms of ‘proper TV, | think | hold
onto that crown.

IN THE CHAR: BIG BOY BARRY

| YOU ASK
THE UESTIONS

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 girfriend
Charlene. She’s very happily marnied
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 joumalists
like Gary were our PewDiePies. | 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?

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! | loved EA Hockey and still think it's
never been bettered... and I'm confident
| can take down any of your readers.

MERMAN: Have you ever had to

do PR for a game you hated?

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 tumed 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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) Of The Wolves

THEKIDS AREN’TALRIGHT

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, | try not to moan about what | 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. 7
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¥ Shenmue
Il Bnally
arrives, four
years after
it was Hrst
announced.
Has it been
worth the
long wait?
Elsewhere
in this issue,
Darran takes
alook ata
brandEnew
Mega Drive
game and
checks out a
couple of new
retro books

% PICKS OF

AT
DARRAN
Xeno Crisis

It's 20, 'mplaying a
new arena shooteron the
Mega Drive,andit’s great
fun.Whata fantastic time

Pokiimon Sword
Theexit’ debacle has
ticked a lot of people off,
butnot me. I'mloving this
Pol&morithemed love
letterto the UK.
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Shenmue I

MAYBE | SHOULD GET ANOTHER?

INFORMATION

H RELEASED:
OUT NOW

B PRICE:
ER4ER

E PUBLISHER:
DEEP SILVER

E DEVELOPER:

YSNET

E PLAYERS:
B

» BPS4&XThe locations that Ryo and
Shenhua spend their time in are
delnitely the graphical highlight

of the game.

Here’s a sobering
thought:it's been

MM years since we
left Ryo Haluki

in the cave he

found at the end

of Shenmue Il. In that long period

of time, we have seen famously
protracted developments such as

The Last Guardian through from start to
Bnish, and even Duke Nukem Forever
completed its nightmarish R4Rear
joumey in the inteim. And with fan
backing for Shenmue Ill reaching into
the millions of dollars, it's safe to say
that Yu Sulluki’s followBup has a certain
level of expectation attached to it B 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.

Ko howmes iy peetty far from the village, b
5

¥a

&

» BPS&XTraining solo builds Ryo’s endurance,
while sparring with others lets him develop his

But for all the odds against it,
Shenmue lil is here, and it is a faithful
followBup 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 Bghts. W hen he’s not doing
that, there are a range of distractions
available to him B he can eam money by
splitting logs, gathering herbs or Bshing,
or he can hone his martial arts skills by
training and spaming. He can have fun
playing in the arcade, buying capsule
toys and gambling, or he can take on all
manner of side Buests from the people
he meets. It’s not the biggest open
world, but it’s Huite dense.

Of 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 retumed,
and in some cases they’re back with
a vengeance. Shenmue lll is so slowl
paced that it outdoes the original game,
which is Huite an achievement. The
English voice acting is still decidedly
ropey, and QTE seluences can still
prove to be an unwelcome interruption
during cutscenes. If you got annoyed
trying to catch leaves in Shenmue i,
chasing after chickens here will imitate
you to no end.

That’s not to say that nothing has
changed, though the evolution is subtle.
The freBuent loading breaks of old are

attacking technilues.

BREF HISTORY

K 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 208R, Yu SuBuki 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 B7 miillion
with Blacker backers’ accounted
for. The Bnished game is Rnally
here, almost two years after

the projected December 20%7
release date.
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That's the' way!

» [PS4] Splitting logs is just one of many part-time jobs, with a fan favourite returning later in the game.

replaced by a seamless open world,
and controlling Ryo is far less of a chore
than it was in the past. ltems 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 games are more 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 performance.

The combat has been overhauled
too, seemingly with a view towards
sim plifying things for traditional RPG
fans. Rather than the old method
of using directional comm ands and
buttons to pull off moves, you now use
button inputs pretty much exclusively,
and you can assign moves to R2 to

ease things further. You can also heal
yourself in battle using the expensive
Snake Power drink, and dodging enemy
attacks only requires a well-timed flick
of the analogue stick. There has been
some loss of depth as a result — most
notably, there's no throw button now —
but the new ability to target individual
foes during group fights is very
welcome, and the camera is broadly
less wayward than it was in the past.
But the magic of Shenmue was
always that it allowed you to absorb
yourself in the everyday life of a place
and tim e far removed 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 names
too, and while their character models
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 come home to Shenhua every
night and see her and Ryo learning
more about one another. 0f course,
once you reach Niaowu, the bright
lights reflecting off the water create
some amazing scenes, too, and this
city is much more welcoming for those
who enjoyed the hustle and bustle of
Hong Kong in Shenmue II.

More than anything this is a game
for the fans, and if you've waited
patiently to see Ryo’s story continue
this game will satisfy you, even though
it doesn’t conclude the tale. Of course,
you probably made your mind up about
buying Shenmue Il back in 2015. But
for potential Shenmue newcomers, this
is the easiest entry point to the series
—there’s a recap movie to get you up
to speed with the story so far, and it's

REVEWS: SHENMUE B

» [PS4] The action
intensifies as Ryo chases a
pair of thugs through the city
streets of Niaowu.

V¥ SOMETHING OLD
SHENMUE Il DREAMCAST

Vv SOMETHING NEW
YAKUZA 0 PS4,PC

less clunky than its recently reissued
predecessors. If you enjoy taking your
time with a game and diving into the
distractions it offers, you'll love it. Just
be warned that it is an extremely slow-
paced game, and if that's not what
you're after then you might find yourself
better served with som ething like the
Yakuza series, which offers a similar
experience hut with a greater em phasis
on action and fast-paced drama. *

In a nutshell

Despite the financial constraints, Yu
Suzuki has delivered an authentic
Shenmue experience with today’s
technology. Like any Shenmue
experience, that will m ake it
divisive —but those of the right
disposition will love it.

>> Score 72

» [PS4] All your favourite distractions are back, including the eternally compelling capsule toy machines.

RETRO GAMER 9
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ThelbH

BUILDING A BETTER BREADGIN

INFORMATION

0 RELEASED:
OUTNOW

0 PRICE
010999

0 PUBUISHER:
RETRO GAMESLTD

0 DEVELOPER:
INIHOUSE

0 PLAYERS:
(N

BRIEF HISTORY

0 Onginally launched as an
Indiegogo proléctin 201 6,

TheCb4 recelved only 01 00,611
ofits 01 50,000 goal, butkept

the funding as it was a Oelible
goal ratherthan all-ornothing.
The mooted December?20l 6
release date was missed by a
wide manrgin, and the prolect's
initial release was TheC6Y

Mini in March 201 8. TheCbY,

the version reviewed here, has
changed in spec somewhat over
the last three years, dropping

the cartidge and USD slots and
moving to a full-sille recreation of
the onginal system, instead

of the proposed slimline form.
The promised handheld version,
The 64 SH, has uet to be released.

100 | RETRO GAMER

A couple of yeanrs
ago, Retro Gam es
Ltd released TheC6b\Y
Mini, and we broadly
liked It, The 500
scale recreation of the
classic 8 -bit com puteroffered a decent
selection of gam es and the ability to
load yourown, as well as clean 720p
video output and a good renge of
options. Howeven it wasn't a perfect
eOperence. Loading yourown gam es
w as a bitunwieldy, the virtual keyboard
interface w as a bit clunky, and the
bundled bystick wasn't much fun to
use, The good news is that the full-sile
version of TheC6Y rectiles m ost of the
problem s that we had with the olden
sm allerdevice.

As with the previous m achine, the
elterdorand presentation are handled

FLAYEr ong

00008085

D0TheCbY0The impressive Nebulusis one of the highlights of the game list.

e0trem ely well. The bo0 contains
everything you need to get started O
the m achine itself, plus the bystick,

a Micro USB cable forpowerand a
HDOMI cable forvideo. Pleasingly, the
m achine doesn't follow the recent
trend of skim ping on plug adepters
forthe USDB powercable, and a

m ulti-region one is included. There's
an authentic-looking Ouick start m anual
in the bo0, too. The m achine itself Is
a full scale recreation of the orginal
Commodore 64, and feels Wst as
you'd hope. As well as the powerand
video ports, the system includes four
USDB slots, enabling you to connect
tw o ysticks, an e0temal keuboard
and a mem ory stick should you desire.
That's a big step up from the previous
m achine, w hich only had two slots,
There's no way to connect orginal

FLAYEr THD

00000000

e

OThe fully usable keyboard makes playing some games
a loteasiercompared to the Mini version,

D0TheCbY0Galencia mightnotbe truly old, but the
arcade blasting is so good thatyou won'treally care.

00TheCb40Grdrunneris one of only two VIC-20 games builtinto the system.



[TheCB4] Most retro gaming devices don't offer as many screen options as TheC64 does.

Pixel perfect CRT
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European 4:3 CRT

[TheCB4] The system's presentation is basic but effective, showing

screenshots, information and box art for each game.

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

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

Display
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North American 4:3

North American 4:3 CRT
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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

REVIEWS: THEC&A
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[TheCe4] It's possible to go into BASIC, though nost
of us will still just do this.

PRTIE30 HEM 1 #:4 NI Gofoee

[TheCB4] We appreciate the CRT filter, but we'd
love the ability to tweak the intensity of the effect.

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 maijor faults,
TheC6B4 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.

SLORE PL Hi: LLAHA SLORE FL. 2
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SELTOR 0l

[TheCB4] Jeff Minter's games — like Attack Of The
Mutant Camels— are arguably the highlights of the
new additions.

RETROGAMVER



Xeno Crisis

System: IVega Drive (tested) Neo Geo AES, Dreamcast, PG, Switch, PS4, Xbax One
Buy it from: Online, shopbitmapbureaucom  Buy it for: £55 (IViega Drive) £1499 - £199 (other versions)

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

Eight Dragons
System: PC  Buy it from: Online
Buy it for: £999

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
o 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 IVbode’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

® RETROGAMVER

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

KONAMI'S MSX LEGACY
HE UNOFFICIAL STORY

Konami's IVISX Legacy:
The Uno cial Story

Buy it from: amazon.co.uk

Buy it for: £42.41
If you're expecting a juicy look at the
creation of the MSX you'll most likely be
disappointed. Youwon't get a behind-the-scenes
look at how Konami came o be involved with the
IViSXand its followup, but you will be treated to
detailed looks at all the games Konami released
for the systems, from Space [Vanbowto a gigantic
section on Snatcher. Everything from cheats to the
controls of each game is included and there are also
litle extracts on howgames 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.

S, fe—1

PC The modern console versions are cheaper, and

don’t have the button issues of the Mega Drive outing.
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Mega Drive Finish a level and you'll be able

to upgrade your marine in a variety of ways.

Pixel Bookc'aI >

Buy it from: bitmapbooks.co.uk

Buy it for: £2999
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 knowy and the brief coverage
of certain games and genres highlights that, butit'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.
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[Arrstrad CPC] Racing with Bikerrasters
leads to sonme exciting bike action.

Attt T e
; M

[Amstrad CPC] Avoidi ng spikes and wal|
Junping towards the exit in Miss Input.

Amstrad CPC owners have done
well for new releases of late,
first with the release of Pinball
Dreamsand 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

DYING THE C

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 unigue ideas this
time is Cobra which supports multiple
players and is based on a popular
Spanish board game. To make things

-----------

[Amstrad CPC] Deciding what to do with a poor dice throwin Cobra.

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.




NEW GAMES NEEDED

If you have a homebrew project you would like to see featured then
please contact us at: retrogamer@futurenet.com

western passagewavs his only wvi

Alejandro Del Campo K frelluently known as Rhino of BG
Games B is the programmer who decided Pinball Dreams
could and indeed should be released for the Amstrad CPC,

so we wanted a Huick natter to End out more

Converting Pinball
Dreams must have been a
mammoth task, who was
involved in it?

Delnitely we were a big team
for an Mbbit game: B2 testers
to adjust the gameplay M oM,
Higgy, Kukulcan, Dredd,
SuTeKH, M aV, Raft, M ac, The
Broth3rs, Batman, M axit and
Alejandro ValdeRate three
musicians lBuTeKH, Raft

and M cKlain three other
graphicians M ac, Toni GRlvel
and mel Amoldemu provided
the disc loaderand | made the
code and tools while Batman
EBG cofoundeprovided
support to the development.

How long did development
take and where do you even
start with a game like this?
W e worked on it at different

times between 2086 and 20XK.

It all started after having some
crallly ideas about making a
game on CPC.We had done

a scroll routine as collaboration
foranotherteam 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 Bnd out if the project
was possible on the CPC at
HO0fps and with the ball physics

»BAmstrad CPCEBlast off
into space and explore the
universe with Ignition.

at least as good as the original
At that time we made the
physics in Javaon PC and
then we made the maths
ibrary for ZH0 as alrst step.
After measuring CPU cycles,
structuring the memory so
that everything would Bt in and
implementing the physics on
CPC, we had solved the most
difficult problem and the rest
was only a matterof time.

In hindsight, is there
anything you would have
done differently?

Surell| would reorganise
collision codes to include more
variety of matenrials and | would
try to improve the physics, |
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 betteron
cartridge, but, in general, we
are happy with the result.

W hat kind of feedback
have you received from
Amstrad gamers?

Better than we expectedl
W hen you've been in a

--------------------------------------------------------

development

forso 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 B0
videos about the game have
been uploaded to YouTube
and there were more than
K,000 downloads in the Hrst
ten days since the release,
which is a great achievement
fora CPC gamell

Finally, do you have any
exciting future plans that
ourreaders would be
interested in?

Ourplans are to continue
making games and demos
not only for CPC, but also
Amiga, Spectrum and other
retro platforms. O ur next
development on CPC wilbe a
racing game based on classics
like O ut Run or Lotus.

Exits: E

exit was bach east.

Also here:

an air-vent panel

There was

(loose)

a scratching noise in the

vicinity of the air-vent on the far

wall..

canykeys

"Hhat can

Something has
crawled into
the ducting, but
do we want to
see what?

RC64XWandering
around a spaceship
in search of objects

to use as valves.

BPlus/4&

that be?" wondered Anderson.

ROCHDALE’S
FINEST

Zenobi’'s John Wilson @ sometimes
known as the Rochdale Balrog B 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 tum seen over twenty Bve appearing in the
space of a month, giving Plussy owners lots of
new pulllles to ponderover.

These new releases can be downloaded
from Plus/4 W orld at Kikstart.me.uk/balrogiR 64
including The Secret Of Little Hodcome,
Alien Research Centre 2 and the wonderfully
descriptive Ramsbottom Smith And The Quest
For the Yellow Spheroid.

SEEM

DRoeA L iGHT YEARS

LOVING THE
ALIEN

Staying with conversions, developer Rod

B part of the amusingly named group

Rod B Emu ® has recently put out a version
of Ultimate’s isometric 3D exploration game
Alien B, the release of which completes the
ambitious task of porting the previously
missing Filmation titles to the Cé4.

It’s impressive, running as fast as orin some
cases faster than existing Bbbit versions while
offering support for further hardwarebbased
acceleration among its many features and
enhancements. Explorers can start searching for
more information at Kikstart.me.uk/alienB&: 6 4.
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Originally released on the

ZX Spectrum, Amstrad CPC
and C64 by budget purveyors
Mastertronic, a homebrew
conversion of Pulsoids was
developed on the Oric series

in 2003 by Twilighte. 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 tums out that keeping
the line in play takes concentration
and skil, 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. A L P H A R AY
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»RAtari 8-hitkExploring darkened caves is
dangerous, so always take a lamp.
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»KAtari 8-bitXLots of spikes barring Joe's
way, some more obvious than others.
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BPlus/&XThankfully, these large
spaceship-sized lifts don’t play muzak.

PLATFORM: COMMODORE PLUS/4 » DEVELOPER: BAUKNECHT » DOWNLOAD: KIKSTART.ME.UK/ALPHARAYX264 » PRICE: FREE DOWNLOAD, X6.99 ON DISK

In the future, multi-planet-sized
corporations will, 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
wombholes 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 factoris
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, leaming the lay of the
land and where enemies are going to
appearis vital to success and, while
there's a generous number of lives
available, losing one of them sees
areplacement for the player’s craft
materialising at a checkpoint.

Collision detection can be a little
unforgiving at times, which in tum
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 aPlus/4oraC16
with extra RAM should definitely
give this a blast.

XY Score 91K

FPlus/4XMeet the new boss, larger and
scarier than the mid-level boss.

¥Plus/AXThis part of level two has

large blocks flying in

to avoid.
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Don'’t forget to follow us online for all the latest retro updates
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TUTRTUT ASTRO BLASTER {

LIFE
PLATFORM: SINCLAIR ZX81H6KK» DEVELOPER: DAVID PLATFORM: ZXSPECTRUM » DEVELOPER: MATT JACKSON MAYBE THERES 4 g
STEPHENSON » DL: KIKSTART.ME.UK/TUTRTUTRZ X81 PRICE: FREE » DOWNLOAD: KIKSTART.ME.UK/ASTROXBLASTERXSPEC
PRICE:XTBA, CASSETTE

; : H »EZX SpectrumiThe glade has been
Based on the com-o_p of W|th each shot ﬁred, so simply comupted, so Nixy has a iffcultjob ahead.
TUT-TUT the same name, which was blazing away will eventually max
released in 1981 by Sega and it out, which in tum leads to

Gremlin, Astro Blasteris a an enforced cooling off period _

gallery shoot-'em-up with a before firing can be resumed.
few differences. Yes, there This managing of resources Nixy The Glade Sprite returns
are the relentless waves of is challenging in the middle for a second platform-based
e (o= Sy enemies to destroy but the of a pitched battle and takes outing on the Spectrum.
I [ ship has a limited fuel supply some acclimatisation, but This new adventure continues
., - .
so you must top up regularly to players must be both frugal where the first left off, with
Flirah G avoid becoming a sitting duck. and accurate with their bullets Nixy in search of the Seeds O f
KEYS: FEEs4 RO DR To make things more to take out waves as quickly Doom which she believes are
AIR - PPN : difficult, the ship’s weapons as possible and reach the next responsible for the corruption
bg:ﬂ%ﬁﬁgﬁ:fﬂﬂmmw also have a temperature gauge refuelling station without too that threatens her home. Head to
which slowly creeps upwards many overheats. Kikstart.me.uk/nixy-2-spec, and
After spending most of 1921 vainly m owners of ULA Plus-enhanced
searching, the location of the fabled SCOI"e 8 SM systems or emulators have
Pharoah’s tomb looks to be retaining its the option of playing with an
secrets... until tall tales of local tomb altermative palette of colours.
raiders being attacked by mummies : | Over on the Atari 8-bit, Moon
reach your ears. You might not believe in I ' M Patrol Redux is a visual overhaul
such things, but right now you’ll take any k- :§:' (M of Atari's own conversion of the
lead which presents itself. ' E = Irem classic, originally released
Surprisingly, the stories tum out to be S ’ in 1982. The changes are almost
true. O n the plus side that means finding exclusively cosmetic, cleaning up
tombs full of priceless artefacts of great - rough edges on what was already
historicalimportance, but the minus is that a solid game. For an insight
they’re actually defended by the undead and : 4 into what was done, and the
you'll need to both outrun and outthink them ! - download, head your way over to

to gather up the treasures. : i Kikstart.me.uk/patrol-redux-a8.
Completing each chamber involves
collecting numbered keys to unlock doors
including the exit. This task is made more
challenging by the Pharoah'’s guardians

e i, | DMG DEALS DAMAGE
harder to reach because of them - but the

und_ead anﬂ..n i pamcular{y.bnght and can be PLATFORM: GAME BOY » DEVELOPER: DR LUDOS

avoided with some Pl-anmng- DOWNLOAD: KIKSTART.ME.UK/DMGRGB » PRICE: NAME YOUR OWN

¥ZX SpectrumiTime to dock the ship and take on some fuel.

m SCOI'e 8 1 N The Game Boy has turned 30, but the birthday M5ame BoylOne way to
. . E deal with the competition
celebrations might be soured by all of the other mobile e e
gaming devices it’s taken on over the years. That means
T Lo the enemies include clones or competitors of the Game Boy,
LI L L t‘ its predecessor the Microvision 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.

DeveloperDrLudos has a track record for quirky and fun
games and this is another example. The first screens are pretty
easy, but the difficulty amps up around when the first boss
appears where minions must be captured to use as projectiles.

M5ame BoylThere’s some extra health
m SCO l'e 8 6 M on hand, if DMG can survive to collect it.

TUT -TUuT
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NAME:

bsh Fairhurst
FRVOURITE CONSOLE:
DOream cast

LOCATION:
United States

TWITTER:
0 UmitedRundbsh
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valuable now, butl paid less than
0/ 0 foritwhen | gotitbackin|99Y,
| wouldn't get my Genesis until the
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A collection to dream about

osh Falrhurst certainly know s
the appeal of collecting gam es.
He setup Limited Run Gam es
wIth Douglas Bogartin 201 5 and
specialises in releasing physical products
of digital-only releases. As you m ay have
guessed, he takes his own pensonal
collecting very serdously.

0l sterted consciously collecting gam es
whenlwas!1,0he tells us. Ol had Wst
discovered Yahoo! Ructions O this w as
1998, | think D and | bought an Atari and
MasterSystem along with som e gam es for
each. Prorto then, | had held on to all of the
gam es |'d acOuired in my life butl don't think
|'d realised that| w as collecting gam es yetO

W hen you start looking through his
collection, though, itbecom es clearthat
Jbsh has plenty of interest in Sega. W hat

is it he loves about the _bpanese
= = " publisher? 0Growing up,
DUCH *. muyolderbrotherwas

-~

TALES ¢ . the Nintendo kid0 he

OThis gam e is insanely "1

elplains, OHe bought
1 his SNES with his own
1. m oney and as such,
)

end of 1 994, so | was still buuing  +
I
NESgames when othershad  «
'

moved on.0 pong

~. _PAID: 03.95 .-

-
- -

gl
T

HHRE FROM U TED

the SNES stayed In his mom and he did
not allow me to play it Ourgrendparents
boughtus a Genesls forChrstm asin 1 994,
so all of myl 6-blt gaming w as done there.
Byl 999, | was pushing Beanie Babies and
PokOm on Cards on eBay and | w as able to
eam enough money to buymy own brend-
new Seqga Dream cast when itlaunched
in the USon 9 Septem berl 999. The
Dream cast cem ented m y love forSega and
tumed m e into a bona fide Sega fanboul
Jsh's love forthe Dream cast has
grow n strongerovertim e, and he now has
a com plete set of US and PAL gam es. Ol
hita pointin 201 6, | think, where | realised
that | already ow ned the m albAty of the rere
and valuable gam es0 he says. Ol started off
slowly buying the common games | was
m issing with credit card rew ards points, and
by 201 7 | had successfully com pleted the
set. | have am bitions to play every gam e
and catalogue m y eOperences if | everfind
m yself retired afterUm Ited Run Gam es.0
So when you've collected all the westem
releases fora system, going afterthe
Jbpanese titles seem s the nelt obuious

¢+ DRAGOON SAGAH

_"’ Microsoft had som e wild Bing.com

If cashback prom o going on where they
1 were giving back 500 of any eBay purchase.
: Through this, | got the gam e for0l 80. That
" was the most|'d everpald fora gam e. Upon
"‘ receiving I, | plaued through itand
X its now one of my favouriteslD

step and It's som ething Jbsh Is certainly
keen on attem pting. O%es, | am cumently in
the process of picking up all the bpanese
el0clusives 0 even the ones | have Oero
ability to play 0 because | am & crely person
that constantly creves m ore Dream cast
contentD he happily adm its to us,

So as a collectorand sellerof valuable
and collectible gam es does bsh think that
the tim e forcollecting classic gam es has
ended? Olt depends. | think what s [Etlassic’
is subléctive,0 he eOplains, 0The Wiiisn't
classic to m e, but the weird reality is that an
| 8 -yearold probably had theirfinst gam ing
m em ores on that platform . That thing is as
classic to them as the MasterSystem was
to me when | picked up mine. It's affordable
forpeople to acOuire W ii stuff Aght now
0 but a lot of the earierstuff is definitely
planted in unaffordable temitory form ost
people at this pointD

So with the rsing prces of gam es,
what's (bsh's advice forbudding collectors?
Olnitially, buy the gam es that m atterthe
m ost to you,0 he concludes, 0Save the less
elciting stuff forlastiO *




COLLECTOR'S COBNER

Got an im pressive collection of yourown? Contact us at:
Ki RetroBGomertUR 20 RetroGam eddMag [B retrogam el futurenet.com

P\umheu
fhwl 1 Wear Ties

t.'

d PLUMBERS

OON'TWERAR TIES 9
What & termible, temible gam e thisis

forthiswhen| gotitin 8300 lotwith 30 other
, 9amesand aconsole for050. | badlywant to

form odem platform s but the Aghts
areamessil

PAID: 050

SNATCHER

!f 0 can't belleve how valuable
f thisgamels, Itsinsane, My fiend
I" picked this up ata gam e store for04.99
:' in2007. | paid him farm ore than thatwhen
1 hesolditto me to help pay forhis wedding
I-. nng Obutl'm going to pretend| pald the

. 0499 Afterall, theprce tagis stll -~
. Al
5

there on the caselD

_ PAID: M, 99 i

~ ,-“5‘!"1#-"‘*@1:'41-‘!- LA g
R e Lo Y APy “-ﬁ‘ rr“:tL‘ i“lﬁE\ ' '- I - ..I

LFWEL IN THE CROWN

ANAL AANTASY HV: A HING'S TAHLE
PROMOTIONAL CARTRIDGE

M [Dne of the developers of this digital-only spin-off gifted m e this
boOed prom otional Item. | don't know how m any of these Suare

Eni0 m ade, butit's very cool and very rare 0 got slam m ed on

Reddit because people
didn't believe this was

-

even reald0

PAID: FREE

\
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Quhich Is why! love D1 pald basicallynothing

' sublectthe world to & rem asterofthisgame -
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BARBGAIN HUNT

Ybur guide to the Nsing woAd of retro prices

STHR WARS: BNIGHTS OF

THE OLD R=PUBLIC

You've got a couple of options if you're after this
BioWare classic and neltheris very elpensive, The Hbol
version sells between and I which

Is @ pretty great pice forsuch an am aling
gam e. The PC version is a litle cheapen starting at [EER, while
the Mac version starts at o JINERL

nnnnn

"1|'J‘.r"5f-:1l:'r:|':r
TIMECRISIS

Nam co's PlayStation conuersion offers plenty of blasting at a cheap price. The PAL
version Is avallable for as little as , but if you fancy the version that com es boled
with a G-CON you'll be looking to spend at Ieast

STREET RACER

There are lots of versions of Ublsoft's Kart recen so we'll cover
a few here. The SNES version sells for around [IIEY, while the
Mega Drve version starts from m The PlayStetion offerng is
yours for* w hile the Satum version starts from

S A U

ROADBLASTERS

Well this is going up In price. Damen paid fora copy Oue years ago,
but now you'll struggle to Ond & com plete one in good condition for

under*.

GHOST HUNTERS

If you're eagerto replay this eardy offerdng from the Oliver twins you
won't have to pay to much. It renges from forthe Spectrum
version to for the Am stred offerng.

HARDWARE HUNT

DREAMCAHST HSHING CONTROLLER

The Assion altemative can be had from around m unboled to com plete. If
you want the stick featured in this month's periphersal vision it starts at [EIFST unboled
and sells foras much as mm com plete!

EUMINATE DOWN

1
1

1

1

: On |0 Novem ber a sealed copy of the average
i Mega Onve shooter Eliminate Down sold

I on eBay for a staggenng [EESIINE. The

: elcitem ent was short-lived, howeven as it

| appears to have been relisted and is still

! avallable forthe sam e asking price.

1

1

Prices correctattim e of print
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HAVE YOUR SAY... SEND US A LETTER OR MAKE YOURSELF
HEARD ON THE ONLINE FORUM - WWW.RETROGAMER.NET

Dear Retro Gamer,
The other day my 22-year-old son
was reading your briliant 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,”
| sagely told him. “Says who?”
was his immediate answer, and to
be honest | didn't really know what
to say to him. “lt's just the way it
is, son,” | told him and left it at that.
It did make me wonder just
what retro is and how a magazine
like Retro Gam er determines
where the cutoff point for retro
gaming ends. You often mention
modem games in your history

STAR LETTER
IS IT RETRO?

articles, which is a little weird to
see, so | would be interested to
learn what the team considers
to be retro, if only so | 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 most months, 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, meaning the PlayStation,
Xbox and GameCube are
certainly fair game.

D RETRO GAMER

DO SOMVETHING

Dear Retro Gamer,

Where's my article about the Nintendo

DS? The system is more than okd
enough to feature in the magazine,

yet. Sure there’s been the odd smaller

_ .. article about certain games (I loved

'.\ the Phoenix Wright Making Of you
. ran) but | want more. Nintendo's
handheld is still brilliant fun to play
and i has an incredible range of

» We so didn’t use Pictochat for things like that. ..

but you've not run a proper article on it

™ oSkthiar
—y e g L] =

TN |

» [PC] It's always nice when a reader discovers a new game thanks to the magazine.

diverse games, from obscure curious to
big hitters like Zelda and Mario. I'd love
to see more coverage of it in the mag.
Simon Norris

The DS is certainly som ething we’ll
cover in the future, Simon, but we'd
like to get hold of some bigwigs at
Nintendo for it. In the meantime,
you can look forward to the odd
gam es-related feature. Darran’s
been promising one looking at

all the games that feature ‘DS’ in
their titles — Castlevania: Dawn Of
Sorrow, Dig-Dug: Digging Strike —
for ages now, so you never know.

A REAL FANTASY

Dear Retro Gamer,

| ordered Final Fantasy Xl after reading
about it in your magazine and I've
finally gotten around to playing it. What
agreat game 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. | think it's largely down to
the characters, who are all interesting
and have largely solid arcs. It also helps
that the combat system is excellent and
easily one of the best I've experienced
in a Japanese RPG. The biggest thing

| found though is just how modem the
game feels, even though it came out in
2006. k really does appear to he ahead
of its time. Anyway, thanks for covering
a game | never expected to be any
good. 'm glad to be proven wrong.
Christopher Reynolds

Glad to hear you're enjoying the
game. Darran’s been playing it for

the first time 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 Gamer,

I noticed the intentional error on

page 75 of issue 198 of Retro Gamer
magazine regarding the caption to the
Star Wars Chess screenshot. As most
scifi fans will know, Seven 0f 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 getting in touch, Stuart.
If you look at any of our Star Wars
articles you'll probably find out
that what you've stumbled upon

is a running joke. There's certainly
nothing like that in this issue...

» [PC] Stuart spotted our intentional Star Wars joke. Good
job we didn’t put any in the cover feature. ..
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SHEN MOOD

DISCUSSED THSIVIONTH

been a little unlucky. Everyone we
personally knew who backed the

My Kickstarter copy of Shenmue Il campaign received the game ahead DieHard

finally amived today, and | was of its retail release and no one It's thattime of the year where everyone teases

interested to hear your take on the appears to have endt.ad up paying ?ﬂﬂfwﬁ:mﬁdﬁm

whole Shenmue Il kickstarter debacle?  more. Your best bet is to probably has beenslyly asking Darranif he thinks Home
I'm sure you already know, but the get in touch with the campaign Aloneisa Christmas novie, revealing thatit's

original Kickstarter backers like myself organisers and go from there. g&fﬁgf&ﬁgﬁ'ﬂfﬁ&s

have had to wait longer to get the Dana;l,itsttosee howar;g'yhegefls.

game than non-backers who bought it
in the shops at release. Not to mention

QVMEGFTS

Dear Retro Gamer,

that we have ended up paying more for  Well done for getting

our Kickstarter copies than non-backers  to 200 issues. One Ty Howrrany readers

have paid for their retail copies on the of my favourite o i i Pewot(:admfrickg

day of release! things about Retro _ s o his?
Also, some retail purchases Gamer is that the e, i

seemed to have received some kind free gifts are brilliant '

of ‘Day One’ bonus in the form of The thing is that in

downloadable content, whereas the issue one, a disc with

only thing we've got to show for our games on it came free.

$60 investment is a four-year wait and Will you do this again,

a measly cardboard slip cover! Sorry for  or is there a reason

the rant. Its just annoying. why they don’t come

All the best, with the magazine?

Nick Pointer Alex Kelly

Thanks for getting in touch, Nick. We're glad you enjoyed

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

Your say

in a videogame?

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

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

!_Q s m—
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catalogues are worth now.

Drew Littler

@oodlesODimm

It's gotta be Firelink Shrine in The save room in the Raccoon City

Dark Souls. After a run down into Police station, under the stairs with

Blight Town (or wherever), finally the dark room attached toiit

coming back to the bonfire torest, PC We're guessing Cliver Boulton-Lear is something of a joker.

level upandchattothe NPCsis a

wonderful change of pace (before The Harborline track in Ridge

doingitall again). Racer always seemed pretty IVhridia from Super IVEtroid The Rubacava in Gim Fandango,
pleasant to me, eternal sunshine graphics and score really nail the the moodis justright ltmade a
anda nearby beach. . you've just feeling of isolation (although I find lasting impression onme the

For me its a splitbetween the City gotta watch crossing the road itsoothing). firstime | playedit!

Of Lost Heaven in [Vifia, which

immerse you sosfecvelyin

another time period, and the ShadowIVbses Island followed Green Hill Zone inthe original Final Fantasy Vlll's towns are my

amazing sepia-shaded world of closely by Midgar. Sonic. Thatmusic whenit starts favourites, but fim unsure which

Resident Evil 4 of which there is with the green landscapes and 1 like most It's either Timber or

nothing quite like it learnedrobb blue sky justmakes me smile. Fisherman's Horizon. It's definitely
The West Vhnsionfrom Timber!- Ed

Spltirbouss anre

I would have to choose Sient Hill “hickdlen mansior from Every death trap-flledlocationin

for its relaxing atmosphere and Splatterhouse 2 Atmospheric and Space uest il Death has never The Fairy Grounds in i No Kuniis

charming local characters. suitably gruesome. been somuch fun! pretty cool.
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COMIMAND & CONQUER:
NOD =NDING

0 Ybu know, the @D likes to charactense the Brotherhood Of
Nod as a terronst group. But for those of us on the inside, its o
brotherhood of love. The prophet Hane has brought hum anity
from the caves to the pinnacle of cluilisation 0 and on ourroad
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 ellam ple. . .
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[} Congretulations! Ybu've done a brlliant [ How will Hane display his dom inance? [ The hackers are in. To show his

b, and Hane has singled you out for Well, he's going to use a bunch of gretitude, Hane presents you with the
spedial praise. Within m om ents, the hackers to take control of som ething word 0 orm ore specilcally the chance
Brotherhood Of Nod will have achieved really cool. Ignore the fact that it to uttery destroy a very specilc portion
victory over the comupt @0, and your looks like a Nineties sci-0 m ouie, and of it He suggests som e targets, including
streteqgic elcellence m ade that possible. concentrate on the wond conOuest bit the BOel Tower and the White House.
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[ Ybu have yourown targetin mind. In fact, you've known [} Boom! A particle beam obliterates the Palace Of
elactly whatyou'd do In this situation fora verylong tim e. The Westm insten sending Big Ben creshing down into the streets
com m and Is sent and outin orbit, the hildcked ion cannon of London. Ybu galle upon the chaos and destruction with Ouiet

begins to hum with the enom ous Oow of energy Ybu brece for  satisfaction, foralthough the B0 labelled you & m enace, Yyou
the coming Im pact. . . know that this was the true hom e of the ulle and ulllainous.

I4 | RETRO GAMER




THE UNOFFICIAL SNES

== E00OKS

P| X E | BOOK e

EEEEN Available now from www.bitmapbooks.co.uk



