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WHAT'S YOUR FAVOURITE MOMENT
FROM THE HALF-LIFE SERIES?

DARRAN OONES
Form eDit's probably the Orst
encounterwith the helicopterin
Half-Life 2. It's a temifuing thing
to endure.

Erpertise:

Ouggling a gorgeous wifeltwo
beautiful gids and an aw ard-
winning m agazine

Currently plauing:

Rez

Fovounte game of all time:
Strider

ANDYSALTER

Mine isn't from In-gam e, A
friend at work cam e In one day
and com plained that he had

to take his son's PC overto a
fdend's house In orderto install
Half-Uife 2 because of Steam. . .
and now no one thinks twice
about stuff like that

Erpertise:

Modding gam eslno Wanilla'
versions form e0thanksO
Currently plauing:

Henshi... again0

Fevourte game of all time:
Rom e: Total War

DREW

Letting Bamacles suck up
enplosive bamels and detonating
them is one of life's sm all
pleasures that will neverd
evergetold.

Expertise:

Bad beards

Currently playing:
Resident Euil 3

Favourte gam e of all tim e:
FAnal Fantasy VIl

%

NICH THORPE

| was really happy when the
unreleased Dream cast version
of Half-Life w as leakedUeven
though m otion sickness
prevented m e from actually
plauing It

Exrpertise:

Owning Ove MasterSystem s, . .
and a Sega Mark 110
Cumrently plauing:
Langrisser! 0 11

Favounte gam e of all tim e:
Sonic The Hedgehog

IAN LEE=

| don't really have a favourite
moment | Wst remem berit
being the Orst gam e | everplayed
onlineDand itblew my mind that
you could actually run around and
shoot otherpeople who were
plauing. It was so exciting.
Curmrently playing:

Doom Etemal

Expertise:

Buuing overpriced stuff on eBay
then nevertouching it

Favounte gam e of all tim e:
Hlite (BBC Model BO

FAJL
WALHERHENG

| love the Introductions to both
gam esOw hich are both incredible
and very InOuential, Butin tem s
of pure fun0l loved relding the
prson In Half-life 2 with an arm y of
Antlions at m y com m and.
Erpertise:

Pretentious Indle gam es
Currently plauing:

Mutazione

Feuourite gam e all tim e:

Metal GearSolid

FAJL DRURY

I've neverforgotten that trem
dde into the facllity at the
opening of the Orst gam e.

It seem ed so futudstic in

all senses,

Expertise:

Monorsils

Curmrently playing:

Dream s

Favourite gam e of all tim e:
Sheep In Space

RORYMILNE

Nearthe start of Half-Life when
you're running scared in near
darknessOeverything is collapsing
around youland you realise that
this isn't Wst another APS,
Erpertise:

The gam e thatl'm wrting about at
the tim e of writing

Currently playing:

The 0 vestprobe adventures
Favounte gam e of all tim e:

Tem pest

e

GRAETEMASON

I'll neverforget the ending to
the orginal gam e: no regretsO
MerFeeman. ..

Expertise:

AdWsting the tape azim uth with
a screw drver

Currently plauing:

Comm and 0 Conluen

Red Alert 2

Favounte game of all time:
Resident Euil 4

he word Wnprecedented’

has been thrown about alot

since we started work on this

issuelbut few otherwonrds are
sultable forwhat's going on in the wond
Aght now. These are challenging times
foreveryone and as a result of the new
m easures that are happening in the UHO
Retro Gam eris having to adapt Wst like you
areJw hich is why the m agazine is sleeker
than usual. Desplite thisDwe're confident that
your favourite retro m agazine rem ains w hat
it alw ays has been 0 an essentlial quide for
anyone that loves reading and leaming about
classic gam es. If you don't typically subscribe
to the m agazne then this is the perfect
opportunity to do soOparticulary in our
cumrent clim ateland we've also got o fantastic
digital offer available as well w hich you can
read about on page 26.

As |'ve sald m any tim es beforelRetro
Goem eris nothing without its readers and
we'll be doing everything we can to ensure
that each Issue Is filled with all your favourite
retro-related content W ith thatin mind
we've put togethera doozy of an issue that
covers the entire glut of retro gam ing from
8 -bit budget gem s like Grend FPriv Sim ulatof
to stone-cold classics like Ant Attack and
essentlal arcade hits like Special Crim inal
Investigation. And then of course there's this
m onth's cover statlHalf-Uifelone of the m ost
Im portant APS frenchises of all tim e.

Stay safeltske care and
we'll see you all next issue.
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with a bunch of new games for you

to experience, and an interesting chat
with Roy Templeman

94 Mailbag

Here's the perfect opportunity to share
your retro experiences with the rest of the
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REINVENTING
THE ARCADE RACER

Trevor Ley and Tom Turner on restyling Racing Apex

ew coders know racing

games like Sumo Digital,

and the Sheffield-based

developer is currently
working with Lucky Mountain
Games to restyle its 2010
Kickstarter project, Racing Apex.
We were able to chat to Sumo's
development director Tom Turner
and Lucky Mountain Games' creative
director Trevor Ley about Hotshot
Racing, their exciting new racing game
that aims to recapture the brilliance of
the Nineties arcade racer.

What Nineties racers has Hotshot
Racer been influenced by?

Trevor Ley: The visual style was
inspired by Virtua Racing with the
bright colours and blue skies of
Daytona USA. There are also slight
hints of Rad Mobile.

How long has Hotshot Racers been
in development for?

TL: Hotshot Racing started as Racing
Apex back in 2010. Development was
self-funded at the time so it was very
slow going. [We] started working with

[PC] Both Surmo Digital and Lucky Mountain Games have spent a long tine on Hotshot Racing's drifting mechanics.

A WA .

‘Suno Engine’ which also spawned Suno's port of QutRun 2

[PC] Hotshot Racing runs using a nodified version of the

Curve Digital and Sumo Digital who
have been working for approximately
18 months using the ‘Sumo Engine’.
Tom Turner: Sumo Nottingham came
onto the project in October 2018 and
we had a peak team size of around 25,
with a lot of the staff coming directly
from the Team Sonic Racing project.

What challenges do you face
making an arcade-style racing
game in today’s market?

TL: Generally, racing games in the
Nineties arcades were very short
experiences, whereas players at home
expect something longer. That's why
we have additional game modes and
online racing.

We're pleased to see you aim for
60fps. Why is it so important?

TT: It was important to us that we offer
the same great experience across all
platforms, and fortunately the tech/
aesthetic choices for Hotshot Racing
has allowed us to deliver on this.

What kind of options are your
providing for multiplayer?

TL: Hotshot Racing has local and online
multiplayer options, so if you want to
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[PC] As you'd expect there's a large nunber of available vehicles and they all handle differently to each other.

do a quick arcade race or a longer grand
prix to the chequered flag with a friend
that is definitely possible.

Tell us about the pursuit modes...
TL: The first is ‘Cops And Robbers'. If
you are a robber, you have to drive and
dodge the cops and race to stay ahead
of the other robbers to gain the biggest
bounty. If you are a cop, catch and ram
the robbers to convert them to cops,
set up roadblocks or drive at the robbers
head-on to stop them! The second

is ‘Drive Or Explode’, where you stay
above the ever-increasing speed limit to
prevent taking damage —drive too slowly
and you'll explode! Both game modes
hark back to the takedowns you could
do in the old Burnout games and the
chase action of games like Chase HQ.

Why add local split-screen co-op?
TT: | think it's the perfect complement
to the social strength of racing

games. It's all about the thrill of
competition, seeing, hearing that
real-time reaction of people you're

passing. There's no better way to
experience that than locally, like we all
used to in the arcades!

How has Sumo Digital fitted into
the project?

TL: Without Sumo the game could
not have reached the level of quality
we have now. All their previous racing
game experience has been leveraged
in Hotshot Racing.

TT: We were very appreciative of Trev
trusting us with his baby and it has
very much been a collaborative effort
from day one. Crafting great racing
experiences is a core part of the 'Sumo
Digital DNA', having previously worked
on titles in the OutRun, Forza, SEGA/
Sonic Racing series and we were very
happy to continue that legacy here in
the Nottingham studio. When we were
first approached about codeveloping
Hotshots Racing, we received the
latest preview build from Trev and

we basically fell in love with it. The
combination of the retro aesthetic

and the ambition to provide a deeper

[PC] Hotshot Racing features a local nrultiplayer node as
well as online multiplayer opportunities.

RETRORADAR: REINVENTING THE ARCADE RACER

TomTurner (top) is Suno’s development director, and
Trevor Ley (below) is Lucky Mountain's creative director.

_ K

£E It was important to us that we
O er the same great experience
across all platforms 77

Tom Turner

driving/handling model was a great
opportunity to apply our in-house
racing experience.

Drifting looks fun, how much
development has gone into it?

TL: From the start, the vehicle
designers at Sumo focused on getting
the drifting feeling right. We wanted it
to be easy to do, but hard to master so
that players can always improve. The
main reference point was Split/Second.

Is it true Hotshot Racers
uses a modified version of

the engine used for Sumo’s
OutRun games?

TT: For Hotshots Racing, we made
the decision very early on to build

the game from the ground up in our
in-house Sumo Engine. This gave

us the advantage of having a mature
toolset that is focused on racing track
development/iteration and vehicle
handling [...]. The tools have gone
through many iterations over the years,
but you can indeed trace a lot of the
core tech right back to the OutRun
game we produced in Sumo Digital’s
early years. %

[PC] The purstit modes have been inspired by franchises like Chase HQ

RETROGAMER
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VECTOR GRME PIONEER DIESIAGED 638

etro Gamerwas
saddened to hearof the
death of Tim SkellyOw ho
passed away on | March
aftera long illness, OTim was truly
one of the trellblazers of videogame
developm entl says Deff LeeOw ho
worked with Tim at Gottlieb in
the eary Eighties. OHe was not a
m an you failed to take notice of0
possessing In elual m easure stylel
swagger and self-assurence. He laid
claim to those attdbutes through
his keen intelligencelsham wit and
artistic sensibility0
Tim's Orst involuem ent with the
Oedgling gam es business was in
| 970when he produced some simple
gam es to be played on a bespoke PC
in an early exram ple of a cubercafe In
HansasObefore bining Cinem atronics
in Southem Califomia. He had been
glven the b by Lanmy RosenthalOw ho
had produced the com pany's eady hit
gam esObut when Tim reported for
his Orst day ot workOhe found Lamy
had abruptly left and teken all the
developm ent hardw are and softw are
with him. 0l know he had Wst given
me my blg break but | was still
enregedd Tim told us when he was
ourDesert Island Disks castaw ay back
in RGI 8. OIt was an unconscionable
thing to do.0
UndetenedOTim taught him self how
to use the com plicated and potentially

0 rcadeBWamiorwas one of the very first one-on-one
fighting games and remalins a high point of vector
game visuals,

0ArcadelRp-Offwas Tim's favourite of his own games
and he was especially proud of how It encoursged
cooperation between players.

8 | RETRO GAMER
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0 Tim dreped proudly overa row of Reactorcabinetsbtaken forthe back coverofhis book of uideogame-related cartoonsDShoot The RobotThen Shoot Mom.

erplosive vector
technology and

m anaged to produce
StarHaw k0978
based heavily on the
trench run scene
from Star W arsD

w hich proved a hit
in arcades. He went
on to design half a
dozen coin-op titles for Cinem atronicsO
including the beautiful Waemord 979
Am or Attack 0 980 0end Rip-Off

0980 @Dw hich ploneered the concept
of co-op plau.

After an acAm onious depanrture
from Cinem atronicsOTim bined Sega
for a short whileOas it attem pted
to move Into the burgeoning vector
gam e m arketObefore being recruited
by Gottlieb to help Kickstart its new
videogam e division. OHe was an
insplretion as well a5 @ mentorto me
and others recalls W amen Davisd
the creator of 0 0bert OHe was
the unofOcial leader of ourgroup at
GottliebOsim ply because of what
he'd already accom plished and the
fact that we all looked up to him.
Despite his rockstar statusOhe was
always generous with his advice
and knowledge.0

O0Tim was a rock-and-roll starin a
m all organ wodd agrees Dave Thield
who collaboreted with Tim on Reactold
the Orst coin-op title to of0cially display
the progrmem m er's nam e on-screen.

CETIm was o
rock-and-roll
starin @ mall
organ world 77

Dave Thiel

OHe was brilliantD
m ercurdal and
didn't suffer fools
grecefullyl

Though Reactor
proved too esoterc
to be a com mercial
successOit rem ains
3 testament to a
coderdetem ined
to push the boundanes of @ medium
he considered & deueloping art
form . After Gottlieb's videogam e
division closed Its doorsOTim spent
sir years as art director at Incredible
TechnologiesOdrew ing on his student
days at the Chicaego Academy Of
Hne ArtsDas well as his erpenence
in the coln-op business, He retumed
to Segs in the eary Nineties and
worked on the all-conOuenng
Sonic The Hedgehog 20particulardy
contdbuting to the abstrect visuals of
the special stages.

Tim would later apply his
enpenence of making gam es to
developing intuitive userinterfaces
at MicrosoftObut for retro gam ersD
he will always be remem bered
for his pioneerdng work on those
eary vector gam esOw hich still bum
w ith their creator's im agination and
technical genlus. ®

Ourthoughts are with Tim's wifeO
HoraOw ho Kindly provided some of
the im ages for this piece.

0 MrcadeDAmMorAttack: the Morse code you can hear
in the attract mode actually spells out@on'tenlist’ 0
Tim'slitfle pacifist statement.

0 MrcadelStarCastle would go on to inspire the Atar
2600 title Y6r5" Revenge.

0ArcadelReactorwas Tim's only released game for
Botllieb butyou'll find Insectorand Screwloose O his two

unreleased prolécts 0 on MAME
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WWho is lain Lee?

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

The aaventure games

as a weird kid. I've pretty

uch accepted that now.

onestly, | think | knew it back

n the day. | always preferred

my own company, | would make
up strange games and languages, and would
often hide if my friends came knocking for me
on my front door. Looking back, | can understand
most of my behaviour as a child and feel a lot of
affection for that kid.

Recently however, I've found myself
questioning something | used to be obsessed
with. Text-based adventures. | would play them
a lot. Madness And The Minotaur, Twin Kingdom
Valley and Bored Of The Rings were some of my
favourites. And I'm talking from the age of nine
years old, so really young. Not having played a
text adventure for decades, | thought I'd have a
go and get back into them.

Booting up the old hacked BBC — it has a USB
slot, don’t you know — | was actually very excited

at the prospect of staring at a load of words on a
screen for a few hours and solving puzzles that
would have had me stumped back when | was
a kiddie. With so many options to choose from,

| plumped for Colossal, the classic from Level 9
released in 1982.

The starkness of the screen was beautiful.
Black with just a few words displayed in blinding
white. It took me back in time to setting up the
computer in mum and dad’s bedroom on the
portable telly. | was actually nervous. Would | be
able to solve the puzzles? Could | even complete
this mythical beast? | was ten back when |
originally tried this. Now I'm 46. Surely this would
be a piece of cake?

The first thing was getting to grips with the
parser, you know, how you input words. GO EAST
and GET KEYS were relatively straightforward,
but | had forgotten just how difficult it could be to
reduce your instructions to two words that could
be understood by an idiot. | managed it though,

and started making progress. | found the keys,
opened the grate and even chased the snake
away with the bird.

But | was bored. Really, really bored. It was
boring. The story was dull, the challenges almost
sent me to sleep and | had absolutely no interest
in what was happening. | ended up switching it
off after 40 minutes.

I’'m not saying any of this to be controversial or
to upset adventure fans. If it's your thing, then |
salute you and wish you well. | guess I'm trying to
understand WHAT THE HELL 9-YEAR-OLD ME
WAS THINKING??? How the Debbie McGee did
|, as a very young child, sit and play these bloody
things for hours on end?

| see a therapist, and | thought we were coming
to the end of our work together. It looks like I'm
probably going to need another six months with
him to try and understand my inner child just a
little bit better. Because at this precise second in
time, | think he’s a bit of a div and a loser. %

€€ [\as ten back when | orignally
 tried this. Nowlm4a Surely this
vould e a piece of cake???

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

RetroGamerUK @ RetroGamer Mag D
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m of the belief that |, and likely
any of you, lived through the
reatest era of videogames.
or at least a decade (or more)

now, gaming has been in what |
think of as ‘'The Incremental Age’; games have
stuck rigidly to a handful of genres and templates,
graphics have stopped taking giant leaps, and

the biggest technological development in gaming
— virtual reality — is one that has been knocking
around for close to 30 years.

Our privileged generation got to see the
development of gaming in real time. We were
the guinea pigs that the mad bedroom scientists
unleashed their experiments upon. We seem to
have lost the thrill that came with encountering
a type of game that looked and played unlike
anything that had gone before it.

[t's almost weird that |I've never really lost the
memory of playing those landmarks for the first
time. Mine may be different from yours, but the
first time | was rendered speechless by a game

0L UMN|

\Who is Paul Rose?

was Sega’s Killer Shark — an electromechanical
shark-hunting game from the early Seventies. In a
dingy seaside arcade, having to stand on a box to
reach the cabinet’s harpoon controller, it was the
first one which got lodged in my brain. Then came
Battlezone — taking the Space Invaders format, and
putting me right inside the action.

| recall playing Sega’s Zaxxon (somehow, Sega
features heavily in this list) for the first time, its
pretending-to-be-3D visuals convincing me that
game graphics surely couldn’t get any better.

How wrong | was. Seeing the Disney-level
animation of Dragon’s Lair running at a local funfair,
getting in the queue to play it, and then throwing
caution to the wind by sinking a precious 50p coin
into it (almost enough to buy a new car in those
days). And dying almost immediately (I soon
learned it was a game that was more fun to watch

than play). Knight Lore was another big one for me.

From seeing the first screenshots in a magazine,
then actually getting to play it — and scarcely
believing that it played as well as it looked.

L6\\& wer e the guinea
pgs that the mad bedroom
sclentists unleashed ther

exper inents upon??

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

Age of Innovation

Going round a mate’s house and witnessing
the cinematic, technicolour glory of Defender
Of The Crown and Dragon’s Lair. The first Sonic
The Hedgehog — faster than any game |'d ever
played, and with parallax scrolling to boot. In my
own home! Then came the 3D era. Doom. Super
Mario 64, Tomb Raider. Jump forward a few years,
and Half-Life 2 nailed realistic physics. And it was
around then that games, for me, began perfecting
what had came before, rather than pushing
forwards. The thrill started to evaporate, replaced
by endless sequels to FIFA and Call Of Duty.

But being generous, what progress is there left
to be achieved? During the first 30 years of true
videogaming the industry built something out of
nothing, and, game by game, moved it ever closer
to photorealism. Our mad, complicated,
multifaceted, world recreated through lines of
code. I've not lost all hope that maybe I'll once
again fire up a game and sit there open-mouthed,
scarcely able to believe what I'm seeing, but |
fear those days are gone. ¢

Do you agree with Paul’s thoughts? Contact us at:

RetroGamerUK @ RetroGamer Mag D
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retrogamer@ futurenet.com E
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MAY 2003 X Are online
games worth the hassle?
Developers aren’t convinced

but console manufacturers
are, and the verdicts are
rolling in. Nick Thorpe takes
a break from watching Flash
animations to bring you

all the news

NEWS
MAY 2003

The month began with an
apparent triumph for coalition
forces in the invasion of Irall.
Anmiving by plane on the deck of
the USS Abraham Lincoln aircraft
carier on B M ay, US president
George W Bush declared that
malbr combat operations in Ira
had Enished, while standing in
front of a banner reading MM ission
Accomplished'. Just over two
weeks later on 6 M ay, the US
and UK announced that allied
military command will remain in
place indelnitely.

The last foreign Bumalist
working in Zimbabwe, Andrew
M eldrum, was elcted from the
country by the govemment. He
had clashed with the authorities
in 2002 over his publication of a
report alleging that supporters of
Robert M ugabe’s ZANUEPF party
had executed a woman in front
of her children, but was acHuitted
of publishing a falsehood. His
oficial deportation order had been
ruled illegal by a Bidge, but the

govemment proceeded regardless.

Advances in cloning continued
this month. On 23 M ay, the
white-tailled deer Dewey was
bom following a successful
cloning process by Texas AN M
University scientists. The Brst
ever cloned deer was swiftly
followed by the Rrst ever cloned
horse, as Prometea was bom at
the Laboratory O f Reproductive
Technology in Cremona, Italy.
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EPCROver 400,000 players were signed up for duels
like this, and EA was going to struggle to cope.

THE LATEST NEWS
FROM MAY 200

eporting from the Game
Developers Conference,
Edge noted that the focus
of the year’s talks was the
diffculty of creating successful
online games. O ne of the key players
in this space was Electronic Arts,
which offered sobering words for any
developer trying to enter the scene.
Gordon W alton, executive producer of
The Sims O nline, noted, BThe more
success you get with an online game,
the bigger drain it becomes on the
company'’s resourcesX A great example
of this was Star Wars Galaxies, which
had a team of 27 people Mist looking

BXboxXXbox Live was wowing players, and playing
MotoGP 2 was one of the best options to start with.

after community management and
problem solving, as well as six shifts of
customer support staff. Server capacity
was another malbr problem, with Rich
Vogel claiming, BW e've already taken
400,000 preorders but there’s no way

support were Bnally eaming some
postdaunch coverage in the press after
both anived in M arch, and Sony’s plans
were nearing fruition. Cube was wholly
unimpressed with Nintendo’s Rdismal
offeringl, which was accompanied by

we can handle that number of players in Ha marketing campaign best described

the Brst weekH Even getting the game
design right was tricky B the company
shut down online racer Motor City
Online because Bthe game was Ruickly
dominated by skilled playersdl and Enew
players were faced with more defeats
than helping handsg.

This was all especially interesting as
both Nintendo and M icrosoft’s online

EPSZIf you couldn’t get online, at least the multiplayerin
Midnight Club Il was pretty tasty.

as invisible®. GameCube players
wishing to go online could purchase a
modem adapter or broadband adapter,
but both were supported solely by
Sega’s Phantasy Star O nline. BNintendo
has undersold itself and seems
indifferent as to whether UK gamers
go online or not® the magazine opined.

ENintendo’s showing at next month’s

E3 will conm whether it has genuine
commitment to the online cause or notX
A B 3R.BR Xbox Live Starter Kit
package was refluired to enlby online
gaming on the Xbox, consisting of a
headset, demo disc and subscription
code B the necessary broadband
connection hardware was already
built into the console. XBM felt
that Microsoft’s service was highly
impressive, giving it the issue’s main
review slot and scoring it B/&0. The
reviewer felt that Beven bad Xbox Live
games become playable simply for



[PS2] PS2 online was a while off, so Hardware was previewed with a LAN connection instead.

the mix of camaraderie and obligatory
heckling”, which was probably for the
best as the second opinion box noted
that “the standard of games so far
isn't that great”. Unreal Championship
and Moto GP 2 were considered to
be highlights of the line-up, which also
included Mech Assault, Whacked!, NFL
Fever 2003 and Capcom Vs SNK 2: EQ.
PlayStation 2 owners would have to
wait until later in the year for their fix
of online gaming, but that didnt stop
Play taking a sneaky preview of three
of the games in early development
for Sony's service. However, as it
noted, only SOCOM: US Navy Seals
was actually online, with the others
running via LAN, and this failed due
to “some kind of internet connection
problem”. Destruction Derby Arenas
was considered to be more garish than
its predecessors, but offered “that
very familiar Destruction Derby feel”
in its handling, and Play felt that “the
signs for this are good”. However,
the magazine's greatest praise was
reserved for Hardware, a vehicular
combat game using military equipment
such as jeeps and tanks. Play felt that
sacrificing realism for constant action

was the right move, and that the game
represented “what online play should
be all about”.

But what of non-networked games?
Well, Xbox fans had some predictable
but solid fun to digest, with NHL 2K3,
NFL 2K3 and TOCA: Race Diriver all
picking up 8/10 scores. A rare 1/10
was doled out to Pulse Racer, as the
magazine felt the "visual effects are

comparative to the Game Boy Advance”

and the controls were “jumpy as a
kangaroo”. For GameCube owners
not entranced by the recent delights
of Metroid and Zelda, the new ports of
Conflict: Desert Storm (8.2/10 Cube,
89% NGC) or Burnout 2 (90% NGC)
might do the trick. However, the most
intriguing news was that Shigeru
Miyamoto himself had apparently
confirmed that Konami was bringing
Metal Gear Solid to the GameCube —
and according to Cube, had alluded to
not only some sort of remake, but the
prospect of Metal Gear Solid 4 as an
exclusive. The magazine did express
scepticism on this point stating, “VWe're
perfectly willing to believe that another
MGS title, along with the remake, is
under development, but for this game

BACK TO THE NOUGHTIES: MAY 20083

[PC] Motor City Ohlinewas shuttered, falling victimto
the total inability of newplayers to— ahem-‘git gud’.

to be MGS4 is remarkable — perhaps
too much so.”

Midnight Club Il impressed Play,
scoring 82%. Though not entirely
convinced by its open city course
structure, the magazine praised the
game's multiplayer modes noting
that, “This is where the weapons
come out and the damage starts to
mount — not to mention the shouting.”
Importers were also urged to check out
Soulcalibur II, which scored a whopping
96%. On the PC, space trading sim
Freelancer arrived to a muted 5/10
from Edge, while Delta Force: Black
Hawk Down earned 7/10, with Edge
recommending it to those that “can
stomach the precarious ethical nature”
of the first-person shooter’s tale of
American intervention in Somalia.

Join us again next month — just make
sure you do it on Pioneer II, okay? %

[PC] Ve mriss the days when wholly apalitical games
would create stories fromongoing military conflicts.

MAY 2003

PLAYSTATION 2
1 — Enter The Matrix (Atari)
2 — Midnight Club Il (Take 2)

3 — Tom Clancy's Splinter
Cell (Ubisoft)

4 — Grand Theft Auto: Vice City
(Take 2)

5 —The Sims (EA)

1 — Enter The Matrix (Atari)

2 — Return To Castle
Wolfenstein: Tides Of
War (Activision)

3 — Moto GP: Ultimate Racing
Technology 2 (THQ)

4 — Burnout 2: Point Of Impact
(Acclaim)

5 — Halo: Combat Evolved
(Microsoft)

GAMECUBE

1 —The Legend Of Zelda:
The Wind Waker
(Nintendo)

2 — Enter The Matrix (Atari)

3 — Burnout 2: Point Of Impact
(Acclaim)

4 — Super Smash Bros Melee
(Nintendo)

5 — Metroid Prime (Nintendo)

1 —Ignition Remix (R Kelly)

2 — Favourite Things

(Big Brovaz)
3 — Take Your Shoes Off
(Cheeky Girls)
4 — Loneliness (Tomcraft)
5 — Rise & Fall

(Craig David feat Sting)

PLAYSTATION. 2

Play

The latest build of the long -waited

Tomb Raider: Angel Of Darkness has

arrived at Play’s office, and reactions

are mixed. “Some old flaws seemed

to loiter around the edges of play.
The controls in particular need some
tuning, as does the combat system,”
wrote the magazine, though they
would “surely be improved in the
final stages of development”.

Edge

It's the annual awards issue, and
this year Edge’s game of the year

is Metroid Prime. Nintendo won
publisher of the year and Tecmo
took developer of the year. Animal
Crossing and the Steel Battalion
controller won awards for gameplay
and hardware innovation, and poor
old Blinx: The Time Sweeperwas
named disappointment of the year.

'
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Cube

The future of Animal Crossing
appears to be in doubt — at least
as far as European players are
concerned. The Viewpoint pages
contained the question, “\Why

did Animal Crossing vanish from
releases inissue 15 and no diary in
issue 17?" The sobering answer:
"“Cause it's never gonna happen.
Sob.” Sob indeed.
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(dohal Defense

MASTER SYSTEM 1987 SEGA

Growing up with the Master System left me with some

very distinctive views on gaming. For example, for many years

| just couldn’t work out why anyone gave a damn about Strider

because the Master System version just made it feel like a slow,

generic platform game. But at least that can be chalked up to a
ropey conversion. With Global Defense, which you might know better from the
arcade or other formats as SDI, the problem was most definitely me.

Beyond my problems with Shanghai-style puzzle games, which I've mentioned
in these pages before, there were very few games that | legitimately struggled
to work out as a kid. Unfortunately, Global Defense was definitely one of them.

In the arcade, a joystick controlled the movement of your satellite, while the
targeting reticule for your intercepting fire was controlled using a trackball - this

is a good system that allows you to deal with both aspects of the game at once.
On the Master System, with one d-pad and two buttons, something had to give
and simultaneous independent controls were the big casualty. Instead, one button
was reserved for fire, and the other functioned as a way of switching between
controlling your satellite and aiming your shots.

That's already reasonably complex for a kid, but what really tripped me up was
the way that your shots only became damaging once they’'d reached their target
and exploded - completely unlike every other game 1'd played to that point. I'd
get irritated when | saw my shots appear to pass straight through enemy missiles,
and of course because | didn't understand the game at all, | never made any
progress and got even more frustrated.

Global Defense isn't a true classic, but it's a pretty good game - certainly one
that's totally unworthy of the barely concealed disgust I've regarded it with for
many years. But how many players have written off brilliant games that they
simply couldn’t get to grips with, due to age or some lack of information? Write in
if you have a similar story, I'd be fascinated to hear about it.
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-LIFE

We follow the Dourney that began with Gordon Freem an taking the train to work to explain how Value's
revered series revolutionised game design and set the standards for the titles we are playing to this day

Words by Paul

e all knew Half-Uife was som ething
special as soon as we stepped
into the shoes of Gordon Freem an
nding the train Into the heart of
the Black Mesa Research Facility back in [ 998.
At that tim eDwe were still accustom ed to thinking
about the spaces thatgam es 0 and Orst-person
shooters in particularD took place in as levelsO
an artilce providing the backdrop forgam eplay
to happen. Black Mesa was different. This was
an environm ent You weren'tdropped straight
into @ comdorwith agun in yourhand and an
enemy to use iton standing in front of you.
You were playing as a person amiving at work.
Valve took the tim e to show you a workplace in
operationOwlith people going about thelirdally
businesslland gave you som e tim e to inhabitits
protagonist as a nom al person doing theirbb
before everything went to hell.
0OGordon0and by extension the played
is there forthe whole Incldentl says Adam
EngelsOprolectlead on Black

i
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i Mesalthe recently com pleted

rem ake of the onginal Half-Life.

OYou kick it off0you Oght through

the facilityDyou Kill the big bad

at the end. You are notdropped

into som.eone else's problem Dand

you have contert forthe whole

aduenture. | thinkBeven to this

daylit m akes Half-Life stand out.
0The facility itself seem s

0 0PCOThe enigmatic G-Man hides in plain sightdan
omniscient observerof Gordon's progress throughout

Black Mesa and beuond.

notonly huge but activel
continues Adam Orelecting on the
worndbuilding thatm ade Half-Life

Walker-Emig

feel so revelatory when he Orst encountered
it. OUKe the whole facility is operating stout
of view. Ithelps whatmightbe a cheesy sci-0
fantasy feel grounded and real.

As Adem suggestsOHalf-Life's opening was
indicative of the approach Value took to designing
the gam e atlarge. There was a concerted effort
notto create a sting of videogam e levels that
you would take on one afterthe othedlbutinstead
create a consistent place that felt believable and
try and situate the plauerin it as
3 real space as much as possible.
Valve built a wond that responded
to youOwhere the scientists going
abouttheirbusinessin the labsl

break moom s and comidors of Black
Mesa would acknowledge your
enristence and react to the things you
do [(kven to the pointof pissing them
off by exploding theircasserole in
the microwavel It's a place where
erposition isn't presented to you on
a plattelas if you are the centre of the universel
butwhere overheard conuersations provide sm all

0 PCOInstead of prerendered
cutscenesthe team at Value opted
1o haue events play outin-engine

through Gordon's eyes.
detailsOthe environm entis used to help tell the

storyDand those with a keen eue are rewarded
with unsettling appearences of the nefadous
G-Man lurking In the penphery. This Kkind of
approach isnow relatively com m onplacelbut at
the tim e it represented a huge shiftin the way we
thought about gam es.
ForDavid Speyredwho isnow a developer
at Valve and worked on Half-Life 20the Orst
Half-Uife had a profound im pact. 0My Orst
exposure to Half-Life was plauing the Way one’ b
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P leaked build 0 butdon'tWdge m e0those were
different tim es0d David recalls. 0My im m ediate
reaction waslOrhis is am azing and Im portantd
| would love to m ake gam es like this." | found
the seam less integration of storytelling and
gam eplay so com pelling and transporting0l had
neverinhabited a videogam e protagonist so
com pletely. Oay Stelly and | had m ade gam es
togetherall through high school and collegeland
he'd gone on to do loads of wonderful work on
Half-Ufe. He'd been encouraging me to apply
to ValueObutl was busy and happuy living in
BoulderdD David continues. 00nce | plaued MWay
one' and realised what they had accom plished
with Half-LifeOl didn't need any m ore prodding. |
cam e up foran interview on the day that Half-Uife
wentgold and happened to take the team photo
dunng the shipping party. Itwas e mem orable
dau. Back thenOl considered Half-Life im portant
enough to change the course of my life.0

The sense that Half-Life represented o
fundam ental shiftin the way gem es would be
designed was felt across the industry, Donathan
Cheylwho was working on System Shock 2 at
Looking Glass Studios at the tim e0rem em bers the

1\ _ 0

iy
wirall
-

[ 0PCOGordon isn't seen too farfrom his trusty HEV Hazerdous Environment
Sultwhich helps him treverse hostile areas.

Valve's fantastic comedy puzde game began
life as Nerbacular DropOan indie game developed
by students who were taken on by the companu.
The game [ettisoned the idea of a princess trying
o escape a castle and setitin the Half-Ufe
universe Insteadlin part to allow the small team to
use assets from Half-Uife 2.

20 | RETRO GAMER

temmorhe feltwhen he cam e to realise
what Value had achieved.

0l had a temible sinking feeling
when | Orst played Half-Lifel
Oonathan rem em bers. OHow the
hell were we going to com pete with
this? It redelned whatwas possible
with a Orst-person shooterD the
frenetic gam eplay and waferthin
wondbuilding of the past was gone
in one stroke. Black Mesa feltlike a
real place populated with som ething
otherthan st mindless enemies to
be gunned down. It evolued the Orst-
person shootergenre into som ething
entirely newDit dem onstreted the
powerofin-engine storytelling and
itpushed forward the state of the artin term s of
weapon design and enem y behaviours. It's hard
to believe what an incredible statem entitwas.0

The in-engine cutscenes Donathan references
were integral to the ethos of what Value was
trying to achieve with Half-Ufe. Situating you in
the wondd meantm aking @ com mitm ent to never
taking you outof it DGordon resonated because
he becam e the playedll Adam argues. OBecause
he does not talk and because you neverhauve
control taken away from youlitis easy to see
yourself as BordonOnot as a person controlling
som eone else.0 By keeping you In control at all
tim es and having namative events happen to you
as a playerwho is m oving through the space
where those events are happeninglrather than a
characterin a cutscenelora piece of tekt between
stagesOHalf-Uife avoided“the dislincture that the
gam es thatcam e before it sublkcted you to. After
Half-LifeDothers began following Valve's lead.

0l think the m ost enduring legacy of
the Half-Life franchise is the continuity of
erpenencelwesaving through actionOnarrativel
puzzZlesOdowntim e and vistas while never
breaking the Orst-person perspectivel David

A game that's had a huge Impacton multiplayer
gamingOesports and streaminglamong other
thingsCounterStrke began life as a Half-Life
mod. Valuelhaving picked up on the building hype
around the betaltook on deuvelopers Minh Le and
Oess Cliffe0and they Onished and released the full
version of the game underthe studio’'s bannen

[

[ (PC0Gordon Inadvertently causes the Resonance Cascadelwhich Kickstarts
the whole bloody mess atBlack Mesa.

relects, OEvery time | expenence whatl think of
a5 a kraln nde’ in @ Orst-person gam elin which
the playeris taken on a linearurmey through a
bunch of environm ental spectaclell feel like I'm
seeing the legacy of Half-Life.0

Anotherarea where Half-Uife delineated itself
from whatcame before was in the behaviour
of its enem ies. More often than notlenem ies
in the gam es that preceded Half-Life would do
one of two things: run straight at you without
any regard forthelrown safetylor stand Oxed in
one spotlrobotically shooting at you until you
took them down. In Half-LifeOthings were very
different The m andnes that show up to lock down
and wipe outany evidence of whathappened at
Black Mesa afteryou’ve spentsom e tim e battling
the iconic Alien-eslue HeadcrabsOVortigaunts
and other assorted alien creaturesfwere a
particular revelation to players accustom ed to
the dead-eyed dum bness of uideogam e enem iesl
showcasing an abllity to work together and
respond to whatyou were doing. They would
retreat and teke coverforce you out from hiding
with grenades and Dank you. That the idea of
m annes as an elite force of trained soldiers was

THE GAMES THAT HALFOLIFE SPAWNED

The Team Fortress seres has been fertile ground
forerpedmentation for Valuelas well as a huge
success. Team Fortress (lassic was ordginally used
to promote Half-Ufe's SODH and Team fFortress 2 has
been a successful guinea plg forthe now-common
phenomenon of microtrensactionsOto give Wstone
erample of its many innovations.



0 0PCOThe military soon tums up at the Black Mesa facility]
butnotto help out . .
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[10PCOThe gunplay in Helf-Ufe Is excellentdbullding on
and evolving the action established in PC classics such as
Doom and Juake.
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being realised (blbeltin a rnudim entary waylin the
way they behaved in-gam e was mind-blowing0
and forced the gam es that cam e afterto place far
more focus on enem y Al that would actin more
interesting ways and presentm ore engaging
challenges to the playen

Donathan reveals thatlthough the team was
late in developm entOthe innovations that Half-Life
m ade were signilcantenough that Looking Glass
Studios felt com pelled to try and incomporate
som e of Its lessons into System Shock 2.
ORlthough System Shockhad already established
itself as som ething distinct from the Doom -stule
run-and-gun shooters in term s of its com m Itm ent
to worddbuilding and sim ulation0Half-Life showed
us how to blend som e of those ideas with more
accessible gam eplay m echanicsll he explains.
0The controls were sim pledbut the wondd and
challenges in itwere not System Shock? was
nota Half-Life-style gam e 0 itwas slowedm ore
free-form Ocontalned RPG m echanics and differed
in many otherways Dbutitdrew Oatellessons
from whoatwe saw In Half-Ufe. Although we didn't

Day Of Defeatis anothergame thatbegan life
as a Half-Uife mod thatOyet againOValue decided
to snap up. Released in 20030itis @ multiplayer
Wodd Warll shooterthat takes a Battleleld-like
approachlin thatit focuses on oblkctive-based
gameplay and teamwork. A Source engine
remakelDay Of Defeat: Sourcelfollowed in 2005,

have the developm entresources orthe tim e to
reproduce the Kinds of things we sew in Half-Uife
on System Shochk 0welalong with every other
developedknew thatwe'd have to reach thatbar
in the future.

0l think every APS m ade since Half-Life has
been ertensively inOuenced by It Donathan
continuesOspeaking of the broaderinlOuence of
the game. Olt m ade developenrs pay attention
to level-building as som ething m ore than st
constructing com bat arenas. It showed how to
use in-engine anim ated selluences to tell 5 story
withoutbreaking outinto prerendered cutscenesl
and itdem onstreted how m ore com plex enem y
behaviourslanim ation and audio could resultin
deepercom bat expenences.l

Notm any gam es have had the kind of
farreaching im pact that Half-Uife didObut what
m akes Half-Life so special Is that this sedes
didn't settle forchanging the shape of gaming
once. Itdid ittwice.

Half-Life's story had left the potential for
a selluel openlwith plenty of Duestions | 2

A stunning reimagining of the orginal
Half-Uife made by CrowbarCollectivelwith
Valve's blessing0Black Mesa is faithful to what
was great about the onginallbutisn't afreid to
make tweaks where needed. Most notablydthe
infamously bad Hen chapters from the orginal
game have had a huge overhaul,

THEIMPACT O~ HRLF-LIFE

0 PCOThe seres walks the line between sci-fi action and body horror This poor
scientisthas been mutated by an alien Headcrab.

0l THNREVERY
HPS MAD=E INC=
HAL=UREHRS
LN EHTENS VY
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DONATHAN CHEY
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00PCOA memoreble section from Half-Ufe 2 has Alyx introduce Gondon to herrobotic pallBoglby

playing fetch with itusing the Greuity Gun,

: 15
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[ 0PCOYbu freOuently team up with members of the
s resistancelslong with Alyxs VanceOthroughout Half-Ufe 20
making you feel like you're part of a collective.
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GETTING TO GRIPS WITH THE GRAVITY GUN

USHR GUIDE

The qun's primary Ore
Is used as a kind of puntd
knocking oblécts outof
yourwau. The secondary
pulls oblécts towards youl
which can then be Ored.

OUANTUM NAMING
The Grevity Gun's ofOclal
name Is the (Pero Point
Energy Held Manipulator,
(Fero Point' is a real term
taken from the Deld of
Ouantum mechanics.

BUULETS AND BALANCING

Part of whatmakes the Grevity
Bun so appealing is its versatility.
[tcan be used to solue puzdes as
effectively as itcan be used to take
outenemiesin combat

22 | RETRO GAMER

HUMBLEOCRGINS

The Grevity Gun began life as what
was pAmanly a development toolO
nicknamed the PhysqunOthatcould be
used to manipulate obleécts, Ouertimel
the potential in the Idea was realised
and itbecame the Grevity Gun.

[ (PCOCommeanding Antlions against the Combine
forces using Pheropods added an element of stretequ to
Half-Ufe 2's action setpleces.

SUPERCHARGED

One of the most
memonable and satisfying
sections of Half-Life 2
occurs nearthe end where
the Greuity Gun gets
superchargedOallowing you
to greb hold of enemies.

P Unansw eredOparticulany through the
fascinating characterthatis the G-Manbwho could
freDuently be spotted following yourprogress
throughout the gam e. 0G-Man works because
people love a good m ysteryld Adam suggests.
DThe way he keeps om Inously and casually
showing up throughoutyouraduentures really
helps bulld him up within the plauer's mind. To
paraphrase som eone elselthe theatre of your
mind is way m ore interesting than anything you
could puton-screen. G-Man feels like a threat
withouthim everreally talking much orshowing
much em otion.0

This tantalising namative Wstilcation fora
sefuel was bolstered by the huge cntical and
com m erclal success of Half-LifeDthe gam e

selling one million copies by Apnl of 1 9990a

m ere Jue m onths afterits release. A follow-up
seem ed Inevitable and indeedlin 20040the hotly
anticipated seluellHalf-Life 20w as released.

alf-Life 2 began in the same way as its
predecessor: wlith Gordon Freem an
amiving on a trein, As well as being a
deliberate echo of the Orst gam elOthis
feltlike & stotem entof prncipleds recom m itm ent
to the ideas that m ade Half-Life such a success.
You were amving In @ wond that wanted to
convince thatyou could be in a real place. That
wond was the incredible City | ?0a dustoplc
Eastem-European-inspired city overseen by the
oppressive alien Com bine. In introducing us to
and bullding a vivid picture of this placeOthe
gam e did much of what the onginal Half-Life did0
butbetten It goave you a taste of what people’s
dau-to-day life was like as you m oved through
it0showed you what this city was like to live
in through gam eplay rether than exposition D
having a bullying guard force you to pick up a
can he knocks on the Door0 and told you stones
via its environm entDthe dilapidated ships that
lay abandoned In bamen landscapes where
wateronce Dowed gestunng with charactenstic
subtlety to the im pactthe Com bine has had on
this wodd0Oto give st one eram ple. [t0eshed
outthe ides of picking outinform ation from
stolen mom ents of conversationOusing PA
announcem ents to glue you a8 Davourofhow the
Com bine rules here0and created m ore mounded
and believable characters foryou to interact with.,
Euven the gam e's architecture was effectively
em ployed as a way to give the plauyerinform ation
without relying on expositionOfunctioning as a
visual representation of whatkind of force the
Combine was and whatitwas doing to the city
via the steel of its brutslly angularbuildings
Wtting into the city’s treditional architecture.
Half-Life played & huge role in establishing
the idea of videogam e levels as real places
rather than shooting gallenes. Half-Life 2 added
a depth and nchness that the gam es thatcam e
afterwould try to em ulate once again. Butit
was not st an aesthetic success, 0The level
design of both gam es was excellentlespecially
Half-Life 2 says anothergreatinluencerof
the APS genrel0oom and 0O uake designerOohn
Rom eroDwho cites Half-Life 2 as a gam e that
Orsised the barin designl.
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The game was
designed in such a
way that the wondd felt
incredibly open and freel
whilst subtly guiding
the playeron the path
they were supposed to
take and arm ing them
with the knowledge
they would need to do
itwithoutthem even
Knowing It DHalf-Ufe 2
and its Episodes set s
new standard forteaching
the player and layenng

design m echanics to m ake the playernotonly feel |
powerfullbutin controll Adam says. Half-Life 2 .

was great at showing you how things workD
rather than telling you. When itintroduced new
ideaslit would typically take a gredual approachl
showing you a m echanic with zero pressurelin
Its sim plest form Othen rem ping up the dangeror
com plerity associated with it as you encounterit
agaln and agaln. Foreram ple0there’'s a mom ent
where the gam e forces you through 8 namow gap
with bamels thatyou have to push pastlinevitably
sending one rolling down the hill In frontof
youOwhere it gets hooked and reeled in by the
hanging tongue of 8 Bamacle. You now know
thatuou can effectively feed Bamacles oblkcts
to get those pesky tonques out the way and get
pastthem. ThenOim m ediately after thatOyou Ond
som e explosive bamels Quhich you already know
are exrplosive by this pointd You can'thelp but
puttwo and two togetherand reslise that you
can feed this to the Bamacleslsetit alightwith a
gunshotand blow them all away to clear the area.
Plenty of gam es have failed to leam this lesson0
continuing to bore us with clunky tutonalsObut
those thathave been wise enough to learmn from
this approach have em ulated It again and agaln in
the years since the gam e’'s release.

Sir yeanrs having passed since the release
of the Orst Half-LifeDHalf-Life 2 naturally took
leaps forwanrd from a technical perspective. Even

A Btk Moy 8 ==."f.-'l B

El EDING AFER THOS= TECHN
INNOVATIONS AND 8HOANG THE=
IMAJCHTIONS OF THET C3HTHD

THE HUARS OF THE FHODUCTO
BAVID SPEYRER

more so than its predecessodlthose technical
Innovations would have a huge InOuence going
forward. 0The timing of those gam es ata
momentin gaming thatwas nch with technical
opportunities cam e into playll says David on the
senes’ im pact 00n Half-LifeOskeletal anim ation
and Al were opportunities forinnovation. On
Half-Life 20ngid body physicsOfacial anim ationO
m atenals and shaders were all becom ing
possible in real tim e. Going after those technical
innovations and exploning the im plications of
them created the pillars of the product.0

The gam e was heavily praised forits stunning
visual effects and incredible facial anim ation O the
latter s big partof whatm ade the characterof
Alyr workOsm all movem ents of her face able to
com municate emotion withoutherhaving to say
anything. Again0Value had seta new bapforwhat
was to come.

W hile those facial anim ations and the
gam es stunning visuals were inluentiallitwas
unOuestionably the gam e's pioneenng use of
phusics that would have the greatestim pact from
a technical perspective.

We're now so used to knocking overand
throwing oblkcts around in gam es thatit can
be easy to forgothow novel thisonce was.
Half-Uife 2 was the gam e that m ade these Kkinds
of phusics-based interactions Into som ething
that would becom e com m onplace. Going back

ICAL

>

THEIMPACT OF HALF-LIFE

As the engine that powered
Hal f-U fe 20Source showed itsel f to
be a powerful tool capable of some
Impressive technical feats. The engine
arose out of GoldSrcOthe engine used
for Hal -Uifelw hich was already based
on & modi0ed version of the Juake
enginelwhich Value had licensed from
id Software. While working on Half-Ufel
the team began splitting off new features
they were working on into whatwould
become Source. Partly because of this
historydthe Source engine is unusual
in thatithas a modularnature. Unlike
otheruversion-based engineslin which
numbered iterations are released to
replace previous versionsdSource
modules can be updated independently,
This modularnature makesita
Oexible tool thatcan be tweaked and
updated with less risk of the Apple
effect of backwards-compatibility
problems to which otherengines are
more susceptible. Malbroverhauls of
the engine have occunmedBhow evert)
in Source 2006 forthe Half-Life 2
EplsodeslSource 2007 forthe release of
The Orenge Do+ and a tweaked version
forLeftY Dead. Games made in Source
include Team Fortress 20Fortal and
Portal 20Vampire: The Masluerade U
BloodlinesddDesr&stherand The Stanley
Pareble. The engine is now being
replaced by Source 200rst used foran
update of Dota 20and the engine on
which Half-Ufe: Alyshas been built

RETROBAMER | &3



HOW HALFOLIFE 2 HELPED
HICHSTART DIGITAL DISTRIBUTION
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Half-Life 2
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pto Half-Life 20som e ofrthe’.gam e's_p;aﬂz‘z'rgs
adm Ittedly scream DLD_C_]B,‘HT_.'FHE-PHH’SICSDJ 3
little too loudObut they also bAng so m uch to the
believabllity in the wondDfrom the way barrels

roll down hills and Doatin wateto the way e

erplosions create unpredictable chaln reactions.
Because of this gam elphuysics becam e a standard
forthe titles that would follow in its footsteps.
That Half-Uife 2 was able to conuince us of the
value that phusics sim ulations cen bring to gem es
iIsin large partdown to its m ost fom ous weapon:
the Grevity Gun. DThe Grav Gun is probably the
mostimportant weapon everdeuvised foran FPS
because it showed how physics sim ulations could
be used forgreat gam eplauld argues Donathan
Cheuy. 00f coursellots of othergam es have
m essed thatup sincebbutit's still an inspirational
weapon because of Its m ultiple uses and
potential forinnovation by the playenrd
0The Grevity Gun was incredible because ofits
versatilituld says Oohn Rom eroOciting Ravenholm
as his Ofavounte areal HereOwe were encouraged
to see the potential of physics-based gam eplay in
the mostenlbuyable of ways. Wondenng through
a macabre zone populated with sham bling
zom blesOygu couldn'thelp butbegin to calculate
the possibilities when you spotted o sawblade on
the wallOinstinctively grabbling it with your Greuity
Gun and then OAdng itate zom bie to slice itin half.
Ravenholm Is arguably the perfect
encapsulation of whatm ade Half-Life 2 special.
lt served as a successful prototype fora kind of
gam eplay we'd neverseen beforelit took place in
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an enpertly designed arealcrafted with technical
and aesthetic excellenceland built an incredible
atm osphere through enuironm ental storytelling
and sound design.

onathan Chey tells us thatDas with the
Orst Half-LifeOhim self and his colleagues
couldn't help but be InOuenced by it.
OWhen we bullt BioShockDwe were able
to drew on the Kinds of resources we neededland
| think it's very much a gam e thatcom bines ideas
from System Shock and Half-Life and0l thinkO
m oved the bar forward on whatboth sedes had
donel It keeps the m ore free-form level designOthe
RPG elem entsObut adds m uch m ore sophlisticated
level designOenuvironm ental storytelling and
in-engine story seluences to thatll he saus on the
elem ents of the Half-Uife senes thatim pacted the
. way the gam e was designed.
e OEBven Void Bastardslan indle
gam e withoutthe budget to
do m any of these thingslpaus
attention to the legacy of the
Half-Life seriesll he continues,
OThe opening level thatgently
teaches you how to play while
starting the wonddbullding process
seem s like a clichD nowObut|
don'trecall seeing itbefore the
iconlic train Ade to Black Mesa.
The Orst level of Void Bastards
Isn't so different.0
0l believe any APS developed
after Half-Life 2 was inOuenced
by it0sim ple as thatl says Oohn
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0 0PCOBlack Mesa breathes &
whole new lease oflife into Value's
landmark shooten
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0 PC0Black Mesa finally released this year : e ""!‘_‘_‘_ H
aftera lengthy development period. it -
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00PC0We don'tremember
DrHeinerlooking this good in
= the odainal Half-Ufe. . .
/ 1]

0 PCOImpressed by the work from Its development teamOValue gave
Dlack Mesa its blessing’. Ybu can buy iton Steam right now.

Rom ero on the im pact Half-Life 2 had. Olt raised
the barofthe genre. The key points of inOuence
are a strong storyldgam eplay pacinglwond
realism Dweapon vanety and physics use.l
We can all look at som ething like the
prevalence of phusics in m odem gam eslorslow -
bum Introductions thatmirmmorGordon's Orst Ade
and trace thatlegacy back to Half-Life. Howeved
Doavid points out that there are otherdlless obulous
ways in which Half-Life's legacy is still very m uch
in evidence in modem videogam e developm ent,
DSom e of the things that Value did wenre
innovative at the tim eObuthave since becom e
more com monplacell says David. OForexam pleld
Valve recognised that fora gam e design to
succeedlithas to be tested by plauers with
no priorknowledge of the designenrs' intent.
Playtesting with real custom ers reveals the
hundreds of ways that geam e designs which sound
good in theory can fail in practice. Following that
processland relentlessly Oxing the problem s
observed in playtests until the design succeeds
was a huge partof Half-Life's success.
ORnotherinnovation was eliminating
the design hierarchy and trusting individual
contrbutonrs to m ake design decisionsOwhich
contibuted to much of the mom ent-to-m om ent
craft and m agic of the Half-Life frenchise. So
m any of Half-Uife's Inventions arose from
som eone undenrstanding the constmaints of a
particularproblem space and trying to do the
coolest thing they could within those constraints.0
In that respectiHalf-Life m ay still have plenty
to teach us. The [kabal’' system referenced by
DevidOused to develop the Half-Life gam esl

0 (PCOHalf-Ufe: Alys still has that
undercurrentof horrorthe sedesis
] known fon Headcrebs in VAROBereams.0

splitthe team up Into semi-autonom ous groups
working on different aspects and sections of the
gam e outside of a standard hierarchical system D
offering a space forinnovation and vanety
that was evidently very successful. It rem ainsO
howeverdlunusual.

0l do believe the cabal developm ent
amangem entwas a greatidea that resulted In
a rollercoasterof an erpenencel says Oohn
Rom ero. Ol've neverdeveloped a gam e with that
team structurelbut! do think som e com panies in
the industry should try and see how ittums outD

RegardlessOthe huge Im pact Half-Uife has
had on videogam es isundeniable. In freluent
greatest evergam e list appearances and sl WL
sem i-sedous [bkes clam ounng fora true third / ..’
el = atin e SElEL Con ealin g [TipaEt cnes 00PCORecentinnovationsin VRInspired Valve to retum to the Half-Ufe
had on the fans that played Itis as obulous as its seres with Half-Ufe: Alyx0which is auailable now.
inDuence on the designers m aking the games we
are plauing todau. Itis asloved asitisim portant.
AndOit's not Ouite overyet

0l hope that Half-Life: Alysx can be forvirtual
reality gaming what Half-Life was to Orst person
shootersl says David. Ol hope thatitbrngs
new people to VR by dem onstrating what a fulld
high-production-value VAR gam e can deliverin
term s of Achnesslengagem ent and Im m ersion in
a Octional universe.O

And we hope that there mightWstbe more to

come from the seres. Wh Y ne ttake 5 third shotat [ PCOValue's drive to push the envelopelplus an exciting new forey into VRhas
revolutionising videogam es? * made Helf-Ufe: Alyran electdfying erperience.

00PCOO Y| 7 is an oppressive place afterthe Combine InvasionBand Value was
Inspired by many cities throughout BEastem Europe.
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Activi si on thought the Oliver
t wi ns'’ Grand Priw Simulator
rl pped off RAtarli's Super
Sprint0 but the brothers
were actually 1 nspired by
Codemasters’ BMK Si mul atonr.
Philil p Oliver enpl ains how
the twins started thelr racer
after visiting & safari panrK

Words

RFNOW

0 PUBU SHER:
CODHNASTERS

0 DEVELOPER:
PHILIPAND
ANDREW OU VER

0 RELERSED:
1987

0 PLATFCRM:
AMSTRAD CPCD
VRRIOUS

0 GENRE:
RACNG

by Rory Milne

here are no hard and fast rules for

coming up with ideas forgam esD

and this was especially true during

the Eighties, That said0the background
to the Olivertwins' racing gam e concept Safar
Madness was more unusual than mostlas
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E 0 MAmstrad CPCOHItting ol slicks in Grend Pris Smulator
' can cause cars to spin-outand lose control.

Philip Olivererplains, OWe thoughtitwould

be hilanous if you took ourbrother's crenge !
CitroOn 2CV through Longleat Safan ParkO
because the monkeys could probably pick most
of the pieces off itlD Philip grins, 0That's where
we got Safan Madness from. The problem was
that since you couldn't scroll on an Am stradD
the whole road system had to Oton one
screenOwhich meantthatwe ended up with
m atchbor-sized cors and tiny m onkeys.O

The Olivers tied everything they could to
m ake m onkeys dism antling eCVs work on
a humble Am strad CPCObefore tem poranly
putting Safen Madness on hold. 0Around
that tim eOwe pitched SuperRobin Hood to
Codem asters Philip say. ODlt was only when
we Onished Ghost HuntersDand we had seen
BMH Sim ulatodlthat we thoughtwe could revisit T
Safan MadnessObutinstead of a safan you could

be going around recetracks.O
Having gluen theirracera
more grounded them eOthe

! twins nextlooked to a childhood pastime to
inspire courses for thelirretitled prolect: Grand
Prix Sim ulaton 00ur track design skills wenre
: honed on Scalextric Philip beam s, OWe were
always trying to m ake bridgeslso we had
to have them in Grand Prix Sim ulaton You
had to keep a straightline going underneath
them Ootherwise you were buggereddd

Besides building bridgesOthe Olivers tweaked
the road handling of Grand Pris Sim ulator's
playervehicledtaking theirlead from & BBC
Micro classic and watching TV. 0R really big
inspiration was Geoff Cram m ond's Revs(D Philip
i enthuses. DIt didn't haue sliding around cornenrs
butl think we had watched
rally drivingland that was all
aboutcontrolling the slidesD
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DEVELOPER
HGHLIGHTS
PRO BMH SIMULATOR
SYSTEM: AMSTRAD CPCO

VARIOUS
YERR: 1988

GRAND PRIH
SIMULATOR 2
PICTUREDD

SYSTEM: AMSTRAD CPCO
VARIOUS

YEAR: 1989

0ET BIHE SIMULATOR
SYSTEM: AMSTRAD CPCO
VARIOUS

YEAR: 1989

0 Grend Priv Smulatorwas the first
of many Bmulatort tifles that the
Olivers developed forCodemasters.




THE MARING OF GRAND PRIH SIMULATOR

0 | thi nk we
had watched
ral |l y dri vi ngl0
and t hat wa s
al | about
control |l I ng
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ma ke Grand
Pri » St mul ator
0Mmstred OPCOThe fastestlap times are achieved 0Mmstred CPCOMake sure to nail uourapproach
S -tl O t rnto re D by deflly difting around comers. oryou'll end up snagged on a barmen
i nteresti nag
Phil i p Ol it ver
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and those did m ake Grand Prix Sim ulatora lot
more interesting.0

Of courselas interesting as sliding around
Grend Prir Sim ulatorwasOthe gam e needed
an opponentland so Philip and Andrew
added a computercoadlwhich was essentially
a playback of theirtest runs. 0The problem
was when anothercargotin the waul Philip
notesl0so we made the com putercar start
slowly to give the player a head start, It then i
raced better to stay on yourheelsObutif you 0 (Fmstred OPOOYbu have to drive streight undenthe
fucked up it would overtakeBand If you collided  bridgesto auoid getting stuck undemeath.
with itthere wouldn'tbe any effect 0 it st :
wasn't that cleverd

NeverthelessOthe twins Incorporated their
ad hoc computerdnrverinto theirgame's
two-playermodelst to up the ante. OWe
Ogured thatif we had to have a one-player i almosteveryone exceptpublisherActivisiond
mode with 8 com putercarthen we could st due to the game's similanity to its upcoming Grend Prin Sim ulatorto Andrew Graham. Then
leave It there forthe two-playermode Philip coin-op licence Super Sprint OWhen the action Codem asters did a deal with GaloobOwho
reasons, Oltmade itlook more interesting0and cam e through the postOCodem asters called owned Micro Machinesland itwas renam ed.O
itgave you more of a challenge.0 us aboutitland we Wstreminded itthatwe ; Reviewing Groand Prix Sim ulatornow0Philip

Furtherchallenges were added In the form of had done BMH Sim ulatorwith cars@ Philip Is happy with the Am strad recedland points out
on-track collectibles worth bonus pointsOwhich recollects, 0Codem asters went to the press. It whata bargain itwas, OWe're dead proud of
gave Grand Prix Simulatoradditional replay did brilliantly out of it0the sales of Grand Prix i 1100 Philip says with a smile. Oltlooks absolutely
value forvery little coding time. Olt was st i Simulatorwere spectaculanr( lovely, The m aths could have been a little bit
adding a bitmore depth Philip reasons. O0ANnd : A home computerseluel followed two years bettedland there were a couple of bugsObut
all gam es back in those days had scoreslso ! lateDand shortly after a third iteration was { bearin mind thatitwas only 01.9900 %

0RAmstred CPO0Sections of this Grand Aris Smulator
course feel like tacKling a slalom run,

there were spannenrs that you could collect for planned forthe NESObutits name was changed
pointsland It was easy to add them .0 to toeke aduvantage of @ m arketing opportunituy.
The exntra effort putinto Grend Pris Sim ulator i OCodem asters looked atits best-selling

*

by the Olivers was appreciated on its release by titles: Dizzy and Grand Prix Sim ulatodD Philip

i recollects. OWe couldn'tdo bothOso we left

Amstrad CPC

The gam eplay at the heart of the

Am strad original is alm ost as

im pressive as its beautiful | 6-colour
courses, |ts bory player cars do get
snagged on barniers and under bridges
but otherwise theirhandling is perfect.
In term s of engine and skidding noises
the original's sound effects are spot on.

/H Spectrum

Understandablylthe Spectrum version
isless colourful than the oniginalObutit's
disappointing thatits graphics aren't as
well designed. Additionallylits cars are the
sam e colourwhich is a bit confusingdand
itsin-gam e sound Is poon These minor
faults asidelit's a pretty decent conuersion.

alsva "FBBBB

Commodore 64

The playercarsin the C6Y iteration
slide wildly every tim e you turnOwhich
m akes it feel like you're racing on icel
although there are fences around bad
bends to help keep you on course,

The C6Y conversion has som e great
pregame musicObutits vehicles sound
more lIke desk fans than racing canrs.

Rtari 8-bit

Like the C6Y portOthe Atan 8-bit
version has | 2 courses to the original's
| Y0and they're less brightly coloured
than those in the Am strad game. On the
plus sidelits cars don't slide around as
much as their C6Y counterpartsfand
theirengine noises don't cut out when
they screech around corners,
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THE EVOLUTION OF

0074 Spectrum 0Ant AttacK's core
oblective Is to find hostages and get
them safety outof Anteschen

4 20
AFMO E O GIRL TIME SCHN

R 0023 SpectrumOYbu can save
ammo In Ant Attackby Wmping
on ants to temporerly stun them.

lven his background in sculptured
it follow s that art school graduate
Sandy White would gravitate
toward 30 com putergraphics
ratherthan 20 onesObut that

d erplaln hisleap from stone to pixels.

In factDSandy w as fascinated with circuits and

com puters from an eardy ageland as he explainsi

this led to him com bining art with technologyd

w hich got him & bb with a perk. 0l was using a

SinclalrMH Y at art collegeDw hich had a litle LED ___SHN S0
calculator displayDand | m ade a few sculptures that BHMO BOY GIRL TIME ——
N

had processors in them [ Sandy recalls. 0Som e
businessm an saw what | was doingdm aybe at my
degree showOand his business had a plan to do
som ething with Prestel 0 a basic online service. So | was doing0and he Wst sald00U hat? You should
| got roped in as a progrem m edlst to m ake a bit tum this into @ gam el So that's what happened.
of extre cashOand | got the loan of an Acom Atom .0 | ended up getting a Spectrum and taking that

W hen the young artist wasn't using the Atom for  mndom city on the Atom Dand thinkingDRightO | bet

Sandy notes. Ol got thelr collisions working
with the citull m ust have had a steersble

grephics. My brotherhad a Spectrum Dso |
went to see that Then | showed him what

!ﬂ: workOhe tinkered with its low -resOblack-and-w hite | could wrte 8 game.'O
\' ? displayDand this resulted in him accidentally Hauing chosen to repumose his isom etrc
N building & virtual wodd. Ol m anaged to m ake an environm entdSandy could have studied the handful
Isom etnc cubel Sandy recollects00and | wrote a of gam es to have used the skewed perspective
bit of code that spreyed cubes all over the screen previouslylbut they sim ply weren't on his redan
0 Sandy White now worksin the in mndom places. Then there was a m agical 0l'd neverseen 0 Obertland believe It ornot!'d
audio software Industrbutstil momentOwhere | added a line of code that lined neverseen Zoxxon elthedD Sandy adm its. Ol didn't
dreams of making Ant Attack 2.
them up by theirvertices. Once | did thatOl got play gam esOl wasn't 8 gamen It was Wst one
I 1 I rendom walls and towers appeardngland that w as of those classic eram ples of when a technology
| Cb1 t th | the geneslis of Ant Attack's clty. Supem an w as reaches a certain point there are certain obulous
a in the cinem a at the timelso | m ade 5 little directions to go with I1t0and you get independent
ﬂw —_' m Supem an sprte to Oy ocveritO reinvention of stuff.0
At this stage0how evedSandy's out-of-hours Perspective aside0Sandy's Isom etric open wordd
— | art proléct was Wst that He wasn't calling It w as a product of Invention rether than reinventionD
5 % Ant AttackDit wasn't even a gam elbut all that w hich the developerpopulated with charecters O
h U?,— changed aftervisiting his youngerbrothen Ol had one hum an and others of unknow n ordgin. 0They
|5L = 1 glve the Acom Atom backl Sandy sighsO were onginally Wst black blobsOand their
~ Oand | knew | had to get som ething with DOocking algodthm cam e about eardy on
I»—




[ZX Spectrum] Steady nerves
are required to negotiate some
of Ant Attack's nore precarious
isonetric structures.

W

[ZX Spectrum] The grenades
in Ant Attack are more like
Frisbees, but they're great for
dispatching ants.

s B 14 = ==
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[C&4] Srrall gaps in Ant Attack’s
city walls prove as useful in the
CB4version as in the original.

'__'.5!] ; '=“ ﬂ hi[ZXSpectrum] If youcan'tfinda

ghwall in Zonbie Zonbie'to drop
ghouls off, you can build your own.

ANGLE RESCUED
i | .

Of the options available to him, Sandy try rg t the ants. There was loads of stuff that
decided to make his game’s opponents could have been done, but | thought it
ants, which ended up dwarfing his human
hero, but for technical reasons rather than
a love of Fifties B-movies. "l don't think I'd

character in early as well, and the black / .
blobs would just follow it. | suppose they | t t . w .
could have been spiders or ants — or 'I: bJ d I have learned to climb, or maybe there
even Liquorice Allsorts! Attack Of The % could have been other adversaries or
Liquorice Allsorts, | quite like that!"” e ﬁ% J é,{i & %l:} creatures that you could have set against

|u

would be unorigina

to Spectrum. “The routines that moved the n keeping with this belief, Sandy

seen a giant ant movie,” Sandy exclaims, grenades about were very similar to the based Ant Attack's follow-up around
"and I'm not even sure if | thought about routines that moved the ants about,” Sandy zombies, an idea that was conceived
the ants as giant ants when | was making says of the choice of weapon for his debut with the sequel’s codeveloper and
Ant Attack. The bricks were as big as a person game. "The grenades were just more blobs, and his then-girlfriend Angela Sutherland.
as well, that wasn't right. But there was so little they didn't get lobbed through the air, they actually Zombie Zombie was a real concerted effort to
planning, it was all just emergent.” hugged the ground and [ran along it]. It was to make up gameplay, where as Ant Attack hadn't
But one aspect of Sandy’s project emerged and avoid mathematics and physics. But a gun would been,” Sandy says. “Michael Jackson's Thriller was
was then removed due to being overly problematic, = have been an interesting challenge; | could have around, and there’s no doubt that it influenced the
more specifically his ants’ climbing ability. “I used a shotgun with a big blast area.” choice of zombies. It was the zeitgeist of the time,
probably had them climbing the blocks,” Sandy If anything, the grenades in Sandy’s game and it was responsible for that.”
reveals, “but in the time that we had | couldn’t get — named Ant Attack by its publisher — further But while zombies were thematically distinct
the gameplay tuned. The game worked when you differentiated it from standard gaming fare, and from killer ants, the heroes in Sandy’s second
knew you were safe; you knew you could jump its uniqueness and compelling gameplay ensured project looked identical to those in his first. If they
onto something and that you would be okay.” brisk sales. However, a second Ant Attack were the same characters they could connect
As well as providing safe areas, Sandy opted wasn’t on the cards. “l can't figure out why the games, except for one snag. “There was
to arm his game'’s heroes — by this stage he had | never did a sequel,” Sandy frowns. “There a problem with the hero and heroine in Ant
two: one male, one female, both human, since was so much potential just to follow up with Attack, in that they were nameless,” Sandy

Superman hadn’t survived the journey from Atom a much bigger environment. The ants could explains. “I think that was probably why they



074 SpectrumOCompliant zombles
In Zombie Zombie tum pinkOand will
follow you to theirdoom.

=TI WPl

0024 SpectrumOTep Lombie Zombie's
foes on the back to make them follow

youlbutonlyif they're green. 1 w

didn't go on to be the sam e charecters in Zom ble
Zom ble. W hat would we have sald O0s@M@Boy and gid
0 Here they are again?' But there was @ m arketing
element missing thereland | wish we had tied the
two gam es together using the charecters.O

Aside from the two gemes' player charectersO
less obuious sim ilanties em eged as Sandy and
Angela developed Zom bie Zom bielin that the
follow -up adopted an abandoned feature from its
predecesson OAn seroplane was there in the Ant
Attack spAtesll Sandy rem em bers. OMaube late
on in its development we were even able to build
bits of the city bu dropping bricks from the planel
and that was camed on to Zom ble Zom bielland
probably by that time |'d heard com m ents like:
0U hy didn"t you do Supem an?' So Oying had to be
in Zom bie Zom bie.0

But as well as OuingDand dropping brcksD
Zom ble Zom bie's aeral trensport 0 & helicopterO
could rem ove brcks from its citylgiving its heroes
alm ost godlike powerlalthough they lacked the
grenades that Ant Attack's protagonists had been
am ed with, Ol hadn't thought of doing & god
gam e Sandy pondersO0the bullding in Zom ble
Zom ble was Wst me trying to glve a fun elem ent
l've no Idea why the grenades from Ant Attack
didn't go inOthey so easily could have, We should

THE EVOLUTION OF

have done Choplifte®that would have
been good. Dam n. Dam n 1t0

Unlike Chopliftedhow everf Zom bie
Zom bie's player charscters only had puffs
of alrto defend them selves withDa plot
point that was diven by the restmints of isom etrc
gam e design. OProbably the gam eplay cam e OrstO
and then the blowing' came in to exrplain what you
were seeing Sandy reasons, 0The problem with
guns was that you had no Onesse with alming0so
m aybe we realised that everything in front of you
w as belng tangetedloand that could have been the
reason we went forblowing.0

But if Zom bie Zom bie's defence m echanics were
Inventivelits offensive m anoeuvres were wildly
innovative. They involved form ing steps up to sheer
drops In clty wallsOw hich zom bies wouldn't w alk
away from if they were lured Into falling from them.
OW ell that's what you do in zom bie m ovies 0 you
Kill them 00 Sandy rem arks on his innovation. 0But it
wasn't a movielit was a gam eland there were no
gunslso what mechanism was | going to use?

ZOHMHIE o ssssssas

IRRsAaaaAl T =1

DIZR SpectrumOThe enemies in Zombie Zombie
become red splats when they fall off high-up structures.

STAGES OF EVOLUTION::

MODES OF

TRANSPORT

How on-foot travel was com plem ented by
helicopters and [ktsuits

b

ANT RATTAHCH

In order to explore Antescher you have to leg
it0there aren’t any altematives. That saiddyour
characternever gets tired and you can change
direction withoutlosing speed. This m akes
escaping the game's ants a m atterof running
towards an isom etric structure and seeking
shelteron top orbehind it

ZO0MDBI E Z0MDBI E

You can run around Zom bie Zom bie like in
Ant AttackObut you can also take to the airin
a helicopten As well as letting you Oy safely
overyourenuvironm ent at top-speed looking
forzom biesOthe seluel's whindybird also
allows you to add orrem ove bricks from its
abandoned city's walls,

| 0 OF THE MASHKH

The sprawling m aze in I00f The Mask s a

m ess of narmmow comidonrs and tightbends
that can only be navigated on-foot You're
erploning it against the clockOso running
rather than walking is ,eluired. The game's
portals are more open spaceslhowevedthat
you can Oy around in a [Btsuit




STAGES OF EVOLUTION:

POl NTS
OF VI EW

Ground level and aerial isometrics to
third-person perspective

L

ANT ATTACK

Although not the first isometric game,

Ant Attack was the first game to be built
around an isometric open world. Where as
earlier examples like Zaxxon and Q*bert
heavily restrict your interaction with their
environments, Ant Attack allows you to fully
explore its virtual city's structures.

B
/OMBI E ZOMBI E

As well as a street level viewpoint like Ant
Attack's, Zombie Zombie also provides

you with a bird’'s-eye view of its isometric
playfield. Far from just a freeing experience,
the follow-up’s aerial vantage point gives you
a far more effective lay of the land than you
get from on the ground.

|, OF THE MASK

Rather than isometric projection, I/, Of The
Mask uses a third-person perspective

that gives you the impression of running

into a labyrinth, where the majority of the
game takes place. I, Of The Mask further
differentiates itself from its predecessors with
aerial into-the-screen interludes.

| was trying to achieve something that
was within the zombie theme, but that also
had gameplay, and you got a red splat when
they fell off the walls, which was fantastic!"”

ess fantastic were Zombie Zombig's

sales numbers on its release, despite

its undoubted originality. Sandy and

Angela responded by recruiting coder

Paul Fik, and the trio devised the

ambitious third-person perspective title /, Of

The Mask. "l just wanted to be doing something
cool!” Sandy beams. “By that time, I'd met other
Spectrum programmers, and there was a gentle
competitive feel, because you could forge new
ground. The first Spectrum games weren't pushing
it, then we had this two-or-three-year window
where you went from flat simple graphics to /, Of
The Mask, which was getting towards the pinnacle
of what was possible.”

The downside, however, of pushing the
Spectrum to its limits was the restrictions it placed
on I, Of The Mask's protagonist, who Sandy got
running through the game's maze of corridors and

-----

[ZX Spectrum] Zombie Zombie's opponents tenporarily
turn red, rabid and deadly if you walk in front of them

[ZX Spectrum] T-junctions in |, Of The Mask lead to different
coloured corridors containing colour-coded conmponents.

flying around its portal sections with the aid
of a jetsuit. “I would have made a hero that
could climb and move his arms, but | was
very limited technically,” Sandy reflects. “It
was really hard to make him walk, and you didn't
see his feet actually touch the ground. The jetsuit
was a nod to Jetpac; it was one of the games

that | most admired. Ultimate brought this level of
professionalism that was just gob-smacking. It was
like it had arrived from some other planet.”

The vibrantly coloured labyrinth at the heart of
I, Of The Mask also appeared to be from another
planet, which is unsurprising given one of the
game's maijor inspirations. “| was influenced by the
original Alien,” Sandy acknowledges, “but what |
imagined in my mind’s eye was way better than
what | ended up with. | would have totally loved
to have had a free environment, but | just couldn’t
do it in the time. I, Of The Mask could have been
Wolfenstein 3D, but so much of the gameplay was
dictated by what was technically possible.”

The second aspect of I, Of The Mask's
technically-driven gameplay — its aerial portal
sections — enabled the game's hero to teleport
around his world or get a chance to collect
robot components by blasting one of three
egg-shaped crystals. “| didn't know the eggs were
called crystals in I, Of The Mask's instructions,”
Sandy points out, “in my mind they were eggs.
Alien was around when | was at art college, and |
remember | was so struck by that scene where the
top of an egg opens and an alien shoots out. So
in my mind that was an association between I, Of
The Mask and Alien."

The laser weapon carried by I, Of The Mask's
hero also reflected the game'’s sci-fi aspirations — in
contrast to the grenades and puffs of air in Sandy's

[ZX Spectruml I, Of The
Meask's forbidding robot
appears when you walk through
some of the gane’s walls.

0000286 |
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[SCORE]
AmMmao. LIVET,
DA SpectrumOThe portals
In 100f The Mask contaln
teleportation eggs thatyou
activate with yourlasers,

0024 Spectrum OFollowing successful
collection of @ component yourdtsuit
remains temporerily powered-up.

=

previous gam esland as well as blasting
eggslthe lasers were reluired to shoot down robot
parts. OWe'd gone into perspective 300s0 we
had m oved on from pAmitive weaponsd Sandy
enthuses. OPlus the laser w as probably Wst easier
to render It was also an artistic decision to have
lasers instead of grenades orblowing.0

As with Its weapon0/00f The Mask's
ultim ate oblective of assem bling a giant robot
w as aesthetically divenDand Sandy credits the
m echanic to a pairof classic sci-0 m ovles. Ol
had & fascination with m ovie robots O like Gort
and Forbidden Planet's Robbyll Sandy grns.
OPrecticallyDyou could have Wst been ticking off
crosses in an inventoryObut collecting robot parts
was a betterway to present it. The intension had
been that once you collected all of the parts the

THE EVOLUTION OF

B ST
[SEORE]
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B |

0074 Spectrum OA filmic
fullscreen countdown precedes
attempts to obtain /00f The
Mask's robot components,

oo0 | 1606

LIVED.

be. The gam e Wst barely got Onished.D
But desplite deadline issues and falling
short of Sandu's vision0/00f The (M ask
review ed even better than its predecessors,
Sadlylit sold poory despite its acclaim .
0/00f The Mask was Wst a nightm are
Sandy winces. DEventuallyfDwe were
opersting on two hours of sleep a dayd
and caffeinelwith an alamm clock w aking
you up when you had Wst gone to bed. | was
hallucinatinglseelng things in front of my eyesband
how it even got out to the shops is crezy0
Drewing a line under s trying experencelSandy
and Angela m oved into Am iga developm entObut as
Sandy enplainsOtheir fourth proléct lacked directionD
and so ultim ately the groundbreaking senes that
began with Ant Attack rem alned a tdlogy, DDOick
Special started out sim ply as a cartoonOa Oat
anim ation In an Isom etdc environm entl Sandy
considers, 0There was a little dogDand Dick was s
detectiveOwell that was Angela's plan for it anyw ay.
She sailed off doing nametiveland | w as still
interested in the m ore technical side0so | guess it
could have alm ost been anything from my point of
viewDl Wst wanted to do innovative stuff.0

1
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STAGES OF EVOLUTION::
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How on-foot travel was com plem ented by
helicopters and [ktsuits
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ANT ATTACH

Strictly speaking0Ant Attack has two
weapons: its hero's feet and theirgrenades.
You have the option of m ping on yourant
opponents as often as you likeOalthough
this only stuns them . If you need @ more
perm anent detement you can lob a limited
num berof explosive prolectiles at them .

T

A, i ﬁ
0MBI E 20MDBI &

Unlike antsO@mm ping on zom bies gets you
eatenlso in Zom ble Zom ble you blast air at
the undead Oends. This sim ply sends them
offin anotherdirectionUso the seluel's real
weapon isits protagonist's breveryDand you
have to use that to lure its zom bies into taking
falls that end in bloody splats.

| 0 OF THE MASH
There aren't any threats in /00f The MaskObut
its senal stages reluire a prolectile weaponl
m ore specilcally a belt-m ounted laser Its
purpose is to activate rather than destroy:

in the gam e's portals it tiggers eggs that
teleport you aboutland it's used to trensfer
robotcom ponents.
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ARCADE 1989 KONAMI

I've mentioned many times that |

used to frequent Quay Amusements

in Poole whenever | was in need of

an arcade gaming fix. My partner in

crime was typically my friend Wayne
Osboume and, as I’'ve noted in the past, he had a
penchant for fighting games and would typically pay for
me as he always seemed to have more cash.

While it's typically Capcom that gets associated
with arcade scrolling fighters, it's worth remembering
that Konami was no slouch in the genre, either. Due
to the company focusing on licensed brawlers like
The Simpsons, Teenage Mutant Ninja Turtles, Bucky
O’Hare and X-Men, games like Crime Fighters didn’t
typically get the same attention from gamers because
there were no recognisable characters splashed across
the side art or marquees.

It's a pity that Crime Fighters doesn’t get the love it
deserves, because it's a viciously violent brawler that
puts you in the tight denim jeans of some undercover
police officers (both two-player and four-player versions
of the game were available). Granted, Crime Fighters
isn't the most original of games and it gleefully packs
every trope and clich of the scrolling beat-'em-up
genre into its eight core levels, but me and Wayne
never cared because it was such a blast to play.

Crime Fighters, like Capcom'’s Final Fight, is all about
crowd control, as each level typically swarms you with
thugs, from mohican-wearing punks wielding poles to
hair-combing greasers and gun-toting heavies. Every
criminal deviant appears to have been catered for in
Crime Fighters, and you get to mete out plenty of
justice on them, whether it's aiming a flying kick at their
heads, aggressively stomping them while they lay prone
on the ground or viciously kneeing them in the groin.

It's not just violence that Crime Fighters excels
at, there’s plenty of humour to be found in Konami’s
game — and we just don’t mean those aforementioned
groin clashes. Greasers fuss over their hair as they
approach you for a kicking, billboards squash you when
they fall on you, while pimps flatten you by slamming
glass doors on you if you approach their call girls. That
balance of violence and humour continued with the
sequel, Vendetta, but that's a story for another time... ¥
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VWHATEVER HAPPENED TO: SIMCITY

SIMIL AR G AMES THAT DIDGET HELEASE D

SIMCITY
EINNENDRS

B The SNES version ultimately represents the finished vision of

SimCity on consoles, albeit

with rather different music

to what was being prepared

for the NES game. If a ROM

hacker ever ‘completes’ \ ol
NES SimGity, this will be the l _
game they base it on. i

SIMCITY 2000
1993, MAXIS

platforms. HAL Laboratory
ported it to the SNES in 1995,
Imagineer did an N4 version
that was only ever released
in the Japanese market,

and Full Fat brought it to the
Game Boy Advance in 2003.

[NES]

P generation is surprisingly swift on the NES, likely due to the si nplified nature of the overview.

T he prototype that is now
widely available was likely the
last build sent to the U SA”

a blog post on 25 December 2018,
the organisation ran an in-depth blog
post on the game, comparing it to
the 16-bit version and explaining as
much of the game’s history as could
be explained. On the same day, the
prototype was made available online.
It's said that SimCity was started
on the NES, before development
was moved over to the SNES. As a

sizes, in contrast to the final SNES
version. By combing through the
game’s unused data, it's possible to
see more ideas under consideration —
botanical gardens as reward buildings,
a baseball stadium, and even graphics
for the special UFO scenario can all
be found by those who know where

| to look. Notably, the soundtrack
| was completely different with the

result, the game shows a good chunk | exception of one major theme.

of the direction that Nintendo was
taking the game in, while showing

where decisions had yet to be made.

Many of the features that eased
new players into the game, including
Dr Wright and the bank loans, were
already in place. The concept of
receiving new building types as
presents was included, too, as was
the way that tiles visually changed
to represent the growth of the city.
However, it's easy to see where
some ideas were yet to be set in
stone — for example, the main tiles
and present buildings are of different

1900 JANH

SIMCITY &
8733
.".'T;Fl'l".llll'llll & 10U

ularions Mr.
IEEE?‘.I new toun has

PwEad and develop
-:-::nrnu.ln on Wour oula'?

[NES] The friendly Dr \\fight provides assistance 1o

newplayers, justas he would in the final SNES garre.

W The sequel to SimGitymade its way to multiple Nintendo

CITIES: SKYLINES
2015, COLOSSAL ORDER

B One of the most popular city-building games on the market

at present is another
example of their suitability
for consoles —including
Nintendo's Switch,

which received a port

by Australian developer
Tantalus Media in 2018.

i y wiH -

ik % ?&9 l . =
[NES] One of the cuter touches in the SNES version,
the use of Bowser for the giant nonster, isn't seen here.

According to the Video Game
History Foundation, the prototype
that is now widely available was likely
the last build sent to the USA, and
combing media doesn’t provide any
evidence that the game developed
beyond this version. Yet the prototype
doesn't provide any clues as to why
the NES version was cancelled —
though it contains bugs, the game
appears to have been progressing
well. The cartridges themselves are
said to originate from focus testing
sessions, and we can only wonder
how SimCity would have gone down
with the rather young NES audience

waiting--
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at the time. Another knock against
the game would have been that
it was shaping up to be relatively
expensive to produce, requiring the
powerful MMC5 mapper chip as well
as battery back-up. We'll likely never
solve this particular mystery, though.
While NES owners at the time
missed out on what was shaping
up to be an excellent game, the
cancellation of SimCity ultimately
didn't deprive us of much — we
still got to experience Nintendo’s
unigue take on the game, just on a
different and more powerful platform.
However, it's the sort of find that's
thrilling for archivists. It's rare to
see an internal Nintendo prototype
be leaked online, it's rarer still for
the game in question to have been
cancelled outright, and it's quite
extraordinary for a prototype of that
nature to offer genuine insight into
the design process of a classic. Until
games start to come with their own

| DVD-style documentary materials,

tearing through lost gems like
SimCity is the best alternative.

g 4288

Current Funds

£ 4300

Go With Figures

[NES] Th

e budget screen here usesan odd Mac-style presentation, as pointed

outby the Video Gane History Foundation.
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ULTIMATE GUIDE: SPECIAL CRIMINAL INVESTIGARTION

TAITO MINED ARCADE GOLD WITH CHAJ'E He,
Bur HOW COULD IT TOP THE CATCH EM AND
CRASH EM GAMEPLAY FROM THE ORIGINALS
WE TAKE A LOOK AT THE EXPLOSIVE SEQUEL THAT

BLEW THE BLOODY DOORS OFF RIVAL RACERS
Worps By Martvw CarroLl

hen it came to
capltalising on &
hit coin-opOfew did
it with the speed0

efciency of Taito. If an arcade
gam e was doing the business then
a follow-up would appearrepidlyb
often within |2 months,

Butclearly no one at Taito was
tasked with leveraging brand
strategublbecause the selluels
were rarely m arketed as such.
Instead of Operation Wolf? we got
Operation Thunderboltinstead of
Rastan 2 we got Nastadlinstead of
Bubble Bobble 2 we got Rainbow
Islands. Okay so Rainbow Islands
was subtitled OThe Story Of Bubble
Bobble 2' butyou get the idea O in
the EightiesOTalto rarely took a
hot title and sim ply slapped a big
fatnum eral on it. The seluel to
its 1 988 hit Chase HO followed
this pattern0debuting less than
a year afterthe original with the
titte Special Crim inal Investigation.
There was no mention of
Chase HO on the cabinet artD
orin the gam e for that m atten
DispatcherNancy was gonel
replaced by som eone called Haren.
[t wasn't even conOrm ed that the
two cops were Tony Gibson and

oy g P

:*:*'.a-'*'fg 'I'_II'E
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i Raym ond Brody from the orginal
blthough the US arcade Oyer
stated that they were D despite

i depicting Brody as a white guyll
gum ption and ruthless :
attract m ode fortwo seconds to

. know that SCl was Chase HO 2. So
i whywasn'titnamed as such?

Yet you'd only have to watch the

The reason was sim ple: as with

its other seQuelsOTaito didn't want
the new gam e to supersede and

i therefore replace the exlisting
onelwhich was still relatively

- new atthe time. Ratheritwas
presented as & com panion to

i the Orstgame Done that arcade
owners could place alongside the
oniginalland collect earning from
both. This thinking was particulany
appropriate for SCl because
itintroduced an elem ent that
transform ed the gam eplay: gunsO

In Chese HO you ceughtup with

i the enem y vehicle and sm ashed
itinto submission. In SCI you

. coughtup with the enem y vehicle
and sm ashed itinto submission
' Daided by amm o. With Brody
holding the wheellGIibson would
. pop outofthe carlthe palrhad
swapped theirblack Porsche
928 fora red Nissan 300ZH with
. T-barroof0and blast the baddies
. with his hand cannon. Herel

o
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ALAN GRIER

WE CHAT TO THE ARTIST WHO CREATED THE GRAPHICS
FOR ICE SOFTWARE'S CONVERSIONS OF SCI

L

Coin-op conuversions f—
of driving games were
ICEs bread and butten
Foreach title(did the
team simply build on the
previous one?

Absolutely. |ICE's founder T

lan Momison had —
previously coded Enduro ’-“’f'*‘ji':.---r
Raceflan excellent N .

and well-received

Whatare yourmemonres
of playing SCI?

My main memones of
plauing SCI come from
the arcades. When
itwasin the of0ce It
was workOand | rerely
playeditin frontof
colleagues as| was
temible atit0Butitwas
a pretty cool game.

racerforthe Spectrum,

There was no way a recing engine
that good was going to be used Wst
once. lan ensured that every ounce
of goodness was slueezed from it
on titles like Turbo OutRunOCisco
HeatDRoadBlasters0Hydre and SCI.
QOuerthe yearsitwas continuously
re0nedlupdated and ported to
several machines.

Did you have the original SCI coin-op in
youroflce to base yourgrephics on?
We did. Overthe years sevenral
publishersupplied arcade machines
came and went from the ICEofOces.
We would simply setup a camenrs on
a tripodOstick the game on freeplay
and play away. Whoeverwas the best
playerwould then spend hours plauing
through every single stage while
someone else snapped away. ltwas

a labonous but necessany task. Then
itwas a tip to the local camenrs shop
with ourspoolsin hand. We'd take a
bag full of photos back to the oflce
and getto work.

What software did you use to
recreate the grephics?

In the Speccy days my tool of choice
was Melboume Drews fantastic
drewing program inits day. | later
used DESAS Hite on the Atan ST. |
hold my hands up to producing Amiga
grephics on the ST0somy about thatO

How did you Ond working on the
SpectrumOwith its colourlimitations?
| loved every minute of itDespecially
producing loading screens which
weren'tas technically limiting as
sprites. | would roughly sketch out

the composition on paperthen trece
the main outlines onto a sheet of clear
acetate which | literelly Sellotaped to
my TV screen. Fora long time | thought
| was being unilue and Innouvative

DO until | Onally metotherartists and
realised we all used the same method.

=

The shooting certainly
added anotherinteresting element
0 swerving all overthe road while
punching the Ore button to bring down
the cAminals. Fun times.

Can you rememberanything about
the Amstrad CPC version which was
neverpropedy released?

Very little I'm afraid. | Wsthad to dig
into my old games archive to checkifl
was responsible 0 and | wasOl wish |
could thedOfurtherlighton it

Sl recelved average scoresbut
many review s praised the graphics.
Thatmusthave been pleasing?

[twas atthe timelbut racing game
fatigue was tamishing the whole
erpenence forme by this point. The
racing englne was showing its age
and the constant tweaks and revisions
overthe years were yielding minimal
improvements, | believe itwas retired
after Hydralland we moved onto
shoot-'em-ups and platformenrs for the
nert few years, They truly were the
happlest of days.
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0@miga0Alan's pirel workis easlly the
highlight of ICEs home conuersions,
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0 rcadedThe game features occaslonal downpours thatmake dAving conditions difficult

the chopper
that swooped
down and told you
which nction
to take in the
original Chase HO
would now drop a
Ove-shot bazooka
w hich you could use to blow
vehicles to bits. From stage four
onwards you'd be handed a
shotgun to deliverextra dam age.
Atits heartit was still 3 wild
drlving gam elbut the gun gim mick
dominated the proceedings.

The gam e also introduced
a bunch of new obstacles and
effects, On the opening stage you
had to contend with oncoming

Eéuﬁﬁ”“‘ 83%3833 i

YT WAS A PRETTY cOOL
GAME. THE SHOOTING

CERTAINLY ADDED ANOTHER

INTERESTING ELEMENT’

Alan Grier

i vehicles and inclem ent weatherd
while stage two introduced

i suspended roads which you could
crash overthe side of. Lateron

. stray boulders and cross-town
buses would block yourway. The
. vehicles you had to apprehend
were more challenging tooD

. as each one was surrounded

by wheeled minions that you

| had to sm ash orshootOrst.
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0 RrcadelRirsupport amives and drops off a fiue-shot bazooka fordishing out extre damage.
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0 RrcadedVideogame lore dictates that there'll be a handy tunnel behind the waterfall.

The craziness Duots increased
throughout the gam e and by
stage Oue you were up against an
| 8-wheelerand a helicopten
Ratherthan chasing random
crim s as in the Orst gam e0SC/
featured a kidnap plot which
tied the stages togethen This

i culminated In & tricky Onal
challenge where you had st

: 30 seconds to save the m ayor's
daughter from being blown up.
Fail and you'd get the bad ending
as well as an Instant gam e over

i Dcontinues weren't perm Itted on
this Onal stagesucceed and
you'd witness Gibson lighting up &
sm oke to celebrate o bbb well done.
i How very Elghties.

s you'd probably
) quessO0SC/ ran on the

/ eract same hardw are
/'f as Chase HO Band
Continental Circus
before itD0 nam ely the Taito Z

i system which was powered by
twin 68000 CPUs and & custom

i GPU with sprite zooming
copabilities. The game was m ade
i auailable in two form s: 8 stand-up
cab and a rerer cockpit vanant
com plete with Dashing siren on
the roof The two red buttons on

| the steering wheel Ored the gun
and were placed so thatyou could
push them with yourthumbs
while still holding the wheel with
' both hands. The US stand-up

LR AR ENEE]
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0 rcadelThe outlandish penultimate stage sees you engaging both an enemuy truck and choppen



CONYVES

COMMODORE 64

Even a game thatmerely
functioned would have surpassed
the oniginal Chese HO on the C6Y40
so to find the seluel was actually
rathergood was a bonus. It
doesn't really benefit from being a
cartridge-only release Othe stages
are all too sam eybutit's still o
solld conuersion.

ULTIMATE GUIDE: SPECIRL CRIMINAL INVESTIGATION

/j / / ) (7 BHICH OF THE HOME
J / o ’J/\.. ORI A BT pamyy  lhE

i
2X SPECTRUM ATARI ST AMIGA iy
This ranks as one of the m ost Like a lot of | 6-bit coin-op You guessed it0based on the ety
disappointing coin-op conversions conversionsOthis looks superb lead ST version with minor —' e
on the Speccyldue to its poor in screenshots with its largeD im provem ents to graephics _?‘ "
sense of speedlheavy controlsO detailed sprites and good use On ore colours in the sky and s
m uddy visualsOm ind-num bing of coloun Yetup and running backgroundsOand superior audio
m usic and an all-round lack of it falls apart thanks to its lousy thark the police sirenOabsent
polish, Ocean really should have fram erate that really drags down on the STO It's also not as choppy
kept this one in-house and updated the gam eplau. In short: looks bona  as the Ataen release so that's a big
the original code. fideOplays cockeyed. plusObut then again it's no Lotus.

| viéigee i JI' 22

PC ENGINE

At the tim e of release in | 991 this
was the m ost faithful version yet It
even includes the weather effects
that were missing from other
conversions. It's really fast tool
and actually outpaces the coin-opD
m aking this one wild rde. The only
downside? It's 3 touch too easu.
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SATURN PLAYSTATION 2
Not d fectObut tt A If 're looking f
MA'S"‘ER SVS',-EM anod ir;::eftEZ; ?d:e C;nfep:siognnea anizzep:epeohcf)e:::?)ei;zr: then you'll

Like the MS version of Chase HOD of the original coin-op Owhich is find it on the Oapanese-exclusive
this features a flat track with no hills included on the sam e CDO If you're Taito Mem ories || Douken
ordips. Butthisis a much better a fan with @ multiregion Satum collection. Forreasons we can't
effort overallDand m ost elem ents then this Dapanese-exclusive fathom Oneitherof the Chase HO
from the coln-op are Iincluded. It double packOreleased In 1 9960is games were included on the two
does lack challenge0howevenr You definitely worth chasing down. Taito Legends packs that were

can finish m ost stages with 30 released outside of Oapan.

seconds ormore lefton the clock.
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STREET BEA

STAGE |

A Porsche-like sports carwith one of
three kidnapped girls aboard is fleeing
towards the suburbs, The caris supported
by bom b-flinging bikers.

RAuoid the oncoming
vehicles in the opening sectionOthen catch
up with the target and ram the bikers out of
the way before bringing him to a stop. Easu,

STAGE 2

Anotherof the kidnapped gidsisin the
back of a station wagon hotfooting It along the
coastline freeway A pack of black Porsches
will protect the target.

Take it steady on the bridge
sections 0 you don't want to end up in the
drink. Grabbing the bazooka speeds up what is
already a streightforwanrd apprehension.

Raym ond reveals that the final kidnapped gidOthe
current m ayor's daughtertlis in @ warehouse that's
about to blow. Ybu have 30 seconds to save hen

gam e oven Ease off on all the cormersland save uour
single turbo for the final strelght section. Good luck.

Y | RETRO GAMER
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STAGE 6

This is tickylas one crash and it's

Turns out that future m ayor Tony Raum ond
I5 behind this whole business. He's racing
towards the desert in his convoy that includes

half dam agelRauym ond will take to the skies
in his chopper Wait forit to drop low then
hit turbo and sm ash into it.

HOW 70 KEEP
THE STREETS SAFE

STAGE 3

Crim e boss Bob Black is speeding towards
the mountainsin a lim ousine. Otherlim o5
protect the bossland at one point the road
turns Into & Muenr Don't ask.

Watch out forrolling
boulders in the road and also the cliff edges
lateron. The boss' cohorts are easy to

dispatchOuse the bazooka on the boss,

an arm ed choppen

When the truck reaches

STAGE 4

The patrol wagon teking Bob Black
downtown has been stolen by an assoclate and
driven at speed through the city He's aided by
a bunch of blue sponrts cars.

Be aware of the three buses
that cross your path eady on. The final chase
takes place on a long flyoverdram the enemy
vehicles over the sides.




cabinet was slightly
differentDhoweverd
with the qun button
located on the odd-
shaped gear shiften

The game was
released in October
1989 and m ade its UK
debut at the ATEl expo
the following Danuary.
NewslOeld's Robin Hogg took It for
a test dnive at the show and gave
itthe thum bs up. OChase HO still
holds its own in the arcades even
nowl he reported In Lzap6 Y. OThe
erhilaration of racing Oat-outis still
wonderfully strong in the seluel.
Play tNOWD The reviews were
positive in otherm ags tooOwith
the general consensus thatitwas
as fun as the Orst gam e and the
gunplay added an extra dim ension.
0SCl Is @ rem arkable update of
a rem arkable onginall wrote
Com modore Usedlwhlile sisterm ag
Sinclair Usersaid it was Odestined
to be a hitin every arcade In the
landD and awarded the game 80 0.

At roughly the sam e tim e0
Ocean’'s conversions of Chase HO
were proving to be a hitin
hom es 0 even if the Ouality of the
different versions vaned wildly.
Ocean predictably bagged the
home computernights to SC/ and
outsourced mostof the versions to
ICE Softwarelthe Glasgow-based
developerthathad previously
converted Turbo OutRun and
sevenral othercolin-op dnving

ai0RkE (REIrieair

ULTIMATE GUIDE: SPECIRL CRIMINAL INVESTIGATION

“THE RACING ENGINE
WAS SHOWING ITS AGE
AND THE CONSTANT
REVISIONS WERE YIELDING
MINIMAL IMPROVEMENTS

Alan Grier

games. The Commodore 64
version was converted by
Probe Software.

Now If there was one Orm
that knew aboutbranding itwas
OceanOwhich prom ptly retitled it
Chase HO Il and pushed itoutin
time for Chrstm as 1990, Versions
forthe PC Engine 0 991 MMaster
Sustem 09920and Saturn 09960
followedOand these all retained
the SCI title. Confusingly @ gam e
named Chase HO Il was released
forthe Mega Orive in 1 9920but
this wasn't a conuersion of SC/ and
was closer to the original gam e.
There was no shooting fora startd
and you could choose one of three
pursuit vehiclesOincluding a truckD

Fast forward to 2007 and
anothergame nam ed Chase HO 2
arnived In the arcades courtesy of
Taito. The grephics were updated
and fully 3D butit featured the
sam e old pursult-style gam eplau.
Even Nancy was back. As
enlbuable as this moderm update
waslfans of the serles know that
the true seluel to Chese HO goes
by a different nam e.

-

MISSION
TERMINATED

WHAT REALLY HAPPENED TO THE
AMSTRAD CPC VERSION?

0Amstred CPCOThe Amstred version was based on the Spectrum
release butmade good use of the Plus's erpanded colourpalette.

Chase HO was fantastic on the CPCOso expectations were high for
the seluel O especially asitwas being developed a5 a cartridge gam e
forthe enhanced CPC Plus range. The gam e was previewed and even
reviewed In m agazinesObut sadly it was neverreleased O orthat's
whatwe thought at the tim e. Since then atleast two copies have
surfacedOproving that the game was | 000 com plete and ready to
ship. So whathappened?

The full story was covered in Retro Gam erissue Y6. To recap:
coderlan Momison recalled that the gam e missed its crucial
December!| 990 release date and Ocean decided to scrap it rather
than release Itlate. How som e coples escaped is @ m ysteryOalthough
we know thatone was bought from & mall ordercom pany in 1993,
We asked Alan Grerif he owns a copy and he doesn't0buthe does
still have all the grephics he created forthe gam e.

L
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O rcadelin| 992 Gibson and Brody retumed to arcades fora third time in SuperChase: Criminal Termination.
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[ C6Y DConstantly flicking yourgaze between the action on the top screen and the
track layout at the bottom gives youreues a real optical workout.

0 6Y DSuccess relluires fast reactions and
forwanrd-planningbespecially as you approach a tunnel.

THE MARKI NG OF

oUICIDE

After charming us with the steam-powered ULocoO Tonuy
OTonyrevisting Suicide Gpressathis  Cp o wt her returned to the tracks for 8 supercharged
cumentplace of workBSumo Digitalin ,
his hometown of Sheffleld. seluel 0 not once but tuwice

IN THE
HENOW

0 PUBU SHER:
GRETUN
GRAPHICS

0 DEVELOPER:
TONYCROW THER

0 RELERSED:
1984

0 PLATFCARM:
CoY

0 GENRE:
RAILSHOOTER

0l

FOR THE C6H
0UlI CHLY DBECARUSE
| LOVED DOl NG
AS SO00ON AS
ONE WAS FI NI SHEDO
| WARAS REARDY TO
DO ANOTHER ONED

Crowther

THEM

Tony

Y5 | RETRO GAMER

MADE GBAMES

Words by Paul

here is 8 saying that you can spend ages w aiting
fora bus and then three arnve at once. In 19840
proliDc Commodore 64 coder Tony Crow ther
decided to apply itto train geam esOproducing
LocoDSuicide Express and Black Thunder
all within the space of sirx months, 0l did iton & whim Ol
supposel grins Tony. 0Some of my old mates from Alligats
sald | oughtto go back to Loco which I'd done forthem and
| thoughtOYeahOm aybe | could do betternow...D
LocoOhis take on Sega's arcade obscunity Super
Locom otive Osee RGI 96 for the full storyOwas Tony's Onal
game forAlligate Software before he left to become a
directorat Grem lin Graphics. He coded Potty Pigeon and
the C6Y version of Monty Mole in Duick succession and
then began work on hew train gam e'llas it was known
throughoutits developm entlonly being dubbed Suicide
Express by Grem lin boss lan Stewart st before its
release. As with LocoOplayenrs steered
thelrengine along a cnisscrossing tangle of
interconnected tracksOdodging enemy Ore
8 [:] and exploding obstacles. The train was now
and the pastorel backdrop of rolling hills and
Dag-waving station m asters was replaced by
the futunistic setting of the planet Nilm erg.
0l was a sci-0 nutthen and | still am
now( says Tony. OI'd gotbetteratsprite

more than elghtd The enem y spaceships are
two sprites when Loco's were one and even

Druruy

the pillarthat goes across the screen reslly fastis a sprite.
There are sprites everywhere

There are dangenrs everywhereltoo. Notonly is your
craftla sleek and heavily arm ed m onorsillassaulted from all
angles by foesOyou regulany have to pass through tunnelsO

¢ obscuring yourview of any track-based hazards. Add to

that the need to collect am m unition along the wayla dayl
night cuycle and a dizzying speed to the action0and attaining
| 0000 pointsDwhich triggers an end seluencelbecomes a
serous challenge.

0l didn't m ean to m ake itharderD protests Tonu. Ol st

! wanted to add m ore features. And bu doing thatOyeahOthat

m ade itharden lan (Stew artltook & big interest and would
som etim es saylCan you m ake It do this?' Was | good at
taking advice? | like to think so. Though | probably needed a

i bitofconuvincing.. D

As we play the game on a C64 Mini which we've setup

i stSumo Digital in Shefleld0where Tony haos worked since

nuclearrather than steam -poweredlthoughD

20l 0it's obvlious he's still proud of the Oickerfree speed of
Suicide Express, Howevedlwhen we commenton itbeing
his Orst gam e to feature speechlhe goes oddly Ouiet.

0lI'd rathernot talk aboutit reallyd he says after an

awkward pause. OAre you notpleased with the harsh
m etallic tone of the voice?0 we ask. ONoOit's that!'m not

pleased with where itcoame from. | m ay have nicked it from
somewhere. | don't think they can sue me nowlcan they? It

was from Tales Of The Arabian Nights. | hacked thatgame

m ultiplering so | had plenty to play with. Far

to m ake mine talkOwhich was cool buta bitnaughty.0
He wasn't the only one being naughty. Tony had bined

i Gremlin on the understanding he would be an elual partner



THE MAHING OF SUICIDE EHPRESS

[ 6N DSUicide Express was Tony's last game forGremlin before leaving to setup Wizard 06Y 0Tony: O was fascinated with mazes, I'd Wstdone Monty Mole which has a big maze in.
DevelopmentsBthough he was to retum fora second spell at the Sheffleld-based company | was chuffed with thatso made sure | gotone in thisD

39

with lan Stewart and cofounder Hevin Norburn but when
Geoff Brown came on board0Tony felt his nose pushed out
Ol gotcheesed off because Geoff and lan started
doing stuff without asking m e he explains. OA chap in
developm ent called Roger Taylor said00¥ou don'twant to
putup with thatd and persuaded me to bin him and setup
Wizard Developments. I'd own 500 of the com pany which
sounded betterthan the 250 | had atGremlin0l thought
we'd be able to use Suicide Express to launch the new
company butittumed outGremlin owned it The game

DEVELOPER
HIGHLIGHTS

Z1G0ZAGB

wasn'tOuite Onishedland | wasn't1 000 happy with itObut SYSTEM: C5Y
there was o prerelease version thathad been sentoutto YEAR: | 987
m agaznes forreviews...so Grem lin gotone of them sent CHALLENGE OF THE
back and duplicated thatOl neverhanded anuthing overto GOBOTS (PICTUREDD
them and theu neverpalid me a penny foritO SYSTEM: C640VARIOUS

Annoyed and outofpocketDTony took legal advice and was YERAR: 1987
told that whilst they couldn't stop Grem lin releasing Suicide BUG BLASTER
Expresslthey could alterthe visuals and release Itundera SYSTEM: C640VARIOUS
different nam eQwhich explains Black Thundea nearidentical YERAR: 1983

gam elalbeititcam e with a Ben Daglish score replacing
Tonu's version of Hotta by Sky bee borout Back To Blackd

Both gam es received rave reviews in Personal
ComputerGames and YourCom modore and Tony smiles
broadly as he recalls those heady days when he was
producing @ new game alm ostevery month, Ol m ade
gom es so Ouickly because | loved doing them . As soon as
one was Onishedll was ready to do anotherone. | delnitely
enlbyed thattime alotD

One thing he may nothave enlbyed is the software pirecy
prevalentin those ploneering days of home micros. Is that
why the opening screen of Suicide Express shows a skull
and crossbones being blasted by yourtrain? 0I'd forgotten
thatl he smiles. 0To be honestOl was the worst for piracy as
| had thousands of copied gam es.0

We leave Tonylsham efaced but smirkingOspeeding across
planetNilm eng. Hang onONilm eng’? AhOwe Wstgotthat ..

RETROGAMER | Y7




Zappenr

0 PLATFORM: NES 0 RELEASED: | 985
0 COST: 044.99 Daunchd300 boredOtodeyldl 50 WnboredCtodayd

hen Nintendo m ade the decision to localise the Fem icom

forthe intemational m arketlone of the periphenrals

the com pany decided to bring overwas the Beam Gun.

The lightgun already supported a few gam es including
Wild Gunm an and Hogan's AlleyDand would help to differentiate
the NES from previous consoles in the wake of the m arket crash.
Perhaps feeling that the Dapanese design m odelled on a revoluer
was too realisticONintendo rebrended the device as the Zapper and
opted fora futunstic design m ore evocative of sci-0 weaponry than
a real plistol. The Zapperwasincluded as partof the Action Set and
Delure Set NES bundlesBas well as being available separately.

There are two visually distinctive models of the Zapperin

circulation. The orginal model introduced In | 985 was designed
to m atch the console's colourscheme O it sported @ two-tone
grey lookOwith a red tiggen Howevera change to the law on the
m arking of toy Orearm s in the USA forced Nintendo to redesign the
gun in 1989, Though an orange tip would be suflcientto comply
with the lawONintendo replaced the darker grey plastic of the barrel
and handle with brAghtorangeland the trigger was m ade black. *
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Zappenr
fact

B The Zappers appearas weapons
in the Splatoon senes, The N-Zap 85

and 89 sport thelronginal colour

schem esOwhile the 83 Is coloured
red and gold like the onginal
m odel of the Famicom.

PERIPHERAL VISION: ZRPPER

=SSEN TIAL GRME
DUCH HUNT

Between Duck Hunt's ease of acOuisition and
its iconic stetus in retro gem ing culturelthere
was no othergam e that could recelive this
spot Both the duck-hunting gam e and the
clay pigeon shooting mode camied a sports
shooting them e0and if thatdidn'tmarkitout
as more family-friendly than the likes of Wild
Gunm an0the cartoon dog thatlaughed at you
formissing shots certainly did. Thanks to the
ubliOuity of the SuperMano Bros and Duck
Huntmulticarts that were bundled with Action
Setconsoleslwe'd be rethersumnised if any
NES collectors didn‘t slready own this gam e.

=
=
=
=
=1
=
=
=
=
=

AL P P LV v I YT o PR
o i ot Ly I‘|.\ e W, {1‘.\‘ Y

F3134334333| 001000
SCORE

RETROBAMER | Y9







y
Stunt Car Racer

sHH YouLL Wake e sTeve!

AMIGA 1989 MICROSTYLE
When | used to work at Gateway, | was friends
with a person called John. | can't remember his
sumame, but | do recall that he had an Amiga. Well
actually, he didn't have an Amiga at all, it belonged to
/ his mum’s boyfriend, Steve, and he never liked us using
it because we were stupid kids that would break it .

Luckily for us, Steve the idiot as John called him worked nights,
so he was rarely in, and the few times he was around he was typically
fast asleep. As a result, John and myself would often play on Steve's
precious Amiga without his permission. In a way this added to the thrill
of playing, because you were caught in this weird state of nervous
excitement where you were enjoying the game, but painfully aware
that Steve might wake up at any moment and give you what-for.

Some things are worth risking a punch for when you're a
16-year-old kid though, and Stunt Car Racer was one of them. Being
the owner of an Amstrad CPC 464, | had nothing on the machine
that came close to it in terms of the game’s speed and ambition, and
| was constantly blown away whenever | had a chance to play it. The
track design is perhaps one of the best aspects of Geoff Crammond’s
game, and while none of the designs felt as crazy as Sega’s Power
Drift, they still managed to feel incredibly distinctive and a world away
from the traditional flat tracks found in most racing games of the time.

The Al of Stunt Car Racer always felt challenging as well, and
I'd get immense satisfaction whenever | was able to come first
in a race as each position gained genuinely felt earned. And then,
of course, there were the excellent physics which often left your
stomach chuming as your car launched over jumps and hit the floor
with a shuddering crunch. Falling off the side of the track was also
= == = terrifying, although that was mainly because our shouts of frustration

==
;- I_I I-I i- : I-I would wake Steve up, and then we’d get in trouble! 7%
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Sega’s 16-bit hardware had multiple great BPEGs, both |
action and turn-based, many released in English. With the
Mega Drive Mini featuring Shining Force, [andstalker, E
[ .
5 Phantasy Star 1V, The 5tary Of Thor and [ight Lrusader,
one game was copspicuous by its absence! L
Worps By ] OHN 5 © EPANIAK . t
m
2 espite Soleil being Toshio Toyota and Yukihiko Tani
released worldwide were involved in earlier games like
n (including South Sol-Feace, Final one, El Viento and n =
Horea)and getting Earnest Evans. Their colleague at -
rave reviews, it never Wolf Team, Masaaki Uno, would go 1
developed the same following as on to Camelot Software, working on I
more popular Mega Drive titles. the Shining Force and Golden Sun 5
For the many who saw screenshots,  series. Wolf Team itself eventually
e 50leil sim ply became that cute became Namco Tales Studio,
. elda clone . While there are developing the Tales RPGs. Keep in .
sim ilarities, to dismiss it as a mere mind also that Telenet was one of "
clone is to ignore its originality and Japan s RPG powerhouses, at least -
signi cant wider conte t. For the for home computers. 50 what we - I
heritage of Soleil is entwined with have is a group of colleagues and -
the heritage of the Mega Drive itself.  friends who honed their skills during E
i i . Also its cuteness is super cial the RPG boom years.
i (R R Soleil gets dark, e tremely dark. Ofcourse GAUs rstgame, and
" I can relax here. The game was developed 5pleil s predecessor, was not an
Bl don't have to worry by Ne Tech, formerly GAU RPG, but the fast-paced technical c
about becoming history. wwssd Entertainment, a spinoff from Wolf  masterpiece Ranger Xin 1993, & o
SESS  Team, which was a subsidiary of showcased incredible visual effects
Mega Drive The UK and US Telenet Japan. The GAU cofounders  few other Mega Drive games came "
Eﬁﬁaﬁﬂ?ﬁnﬁﬁm close to, while the dual-mecha
i funnier; but the religious aspects com bat was diverse and novel, and
a weretoneddown.  BA [T it earned the team a reputation of
being one to watch. Its follow-up q
was Soleil, released in Japan as
5hin Souseiki Ragnacenty in June
199  right between Phantasy
3 * " Star Wand The Story Of Thorin
g 2 ST P TR (L ] the Fhmnolugically listed gamesbof
have to worry about becoming fi8l our intro. I fact, on the Mega Drive,
B frled chicken.” - there had already been around 0 B
I e amples of the genre in Japan r.
alone more if you count western W I
BE




00MNega Drive0Swams of bees
regularly pop up. They don'tham

youbutwill push you into treps.
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00MNega DriveOPlatforms in heaven only

become uisible once touched O the layout

Is differentbetween UK and US releases.
|

i ™

ULTIMATE GUIDE:

MORKE FROM SOl LS TERM

Soleil's developerspun off from Wolf Team and was known
as BAUONexrTech and eventually NER Entertainm ent

Sol-Feace 09300

Shares the same program m er and
character designer as Soleillthough
developed while at Wolf Team .

A hor-shm up released on Mega
DrveOMega-CO and Sharp H68000,

Earnest Evans 19910
Solell's m aln program m er

Yukihiko TaniOacted as both lead
program m er and directoron this,
The playercharacterhas a bizarre

m anonette style of m ovem entd
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Rangert 09930
Solell's character0 grephics
antistlToshio Yam am otoOhandled
graphics and gam e designOwhile
Soleil's subprogram m er Toshio
Toyots took on lead program ming.

Wrinkle River
Story 19960

Solell's script wniterand gam e
designedYayoi Ondalalso

handled the scenano and design for
this, Also0please stop rom anising it
as Linkle Uver',
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Shir: You must be kidding..
" You seriously want me to go
o that place all alone...?

—_
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00MNega Drive0Sonic The
Hedgehog makes an unusual
cameo appearsncelounging

by the beach.

.....

"Tsk...Tsk...! ['m a
gal lant hedgehog. Don't

mess or you || get burned”

=]

D0Nega Drivel0ne of many
puzdes: throw the sword

and mouve downlso on the
rebound Ithits the red switch.
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Hitty

Hireable at Anem one Beach village
for50 Malins. Replenishes all HP
if reduced to zeroOso it's therefore
ertrem ely valuable. Always have
Hitty in your team .

Chilly0Penguy

Found afterbeating OctopusOthis
penguin enhances your attacks with
the powerofice Harmessing this
ability is the only way to dam age
certain fire enem ies.

Leviathan

Defeathim atthe end of the Root
Tem ple to m ake him in your
cause, He increases the speed of
weapon charging and swinging.
NiceObut not essential.

MonarchylButterfly

The butterfly allows you to
control the movem ent of your
sword like a fluing drone. FHight
time is limitedOunless paired with
Moa lateron in the gam e.

AB.GAMER
]

Maclohnny

Your starting anim al and your
family's household pet. Supposedly
locks down enemieslbut apart
from a couple of arbitrary story
puzzles itis uttendy useless.

FlashOCharlie

You have to beat this speedy
creature in a race to acluire
him. Thisis probably Im possible
norm allylso Wstbribe him 50
Malins to run slowen

LUongDRacooon Dog
One of the last anim als you get It
mimics the appearance of the m ain
charactedddrewing enem y attacks.
Notmuch use apart from during
the last boss,

RioORrm adillo

Now Is the time forsome annoying
puzzles, The C button flattens

him 0so he can be used as a
throw able m obile platform Oor to
activate switches.

The cute critters that will
help you on yourepic Ouest

Moa

A late-gam e acOulsition0Othis bird
enhances otheranim al attnbutes.
Palrit with the butterfly for an
outregeously ovempoweredlindefinite
rem ote-control swonrd attack.

Dippuy0Dinosaur

Found in the desertlthis prehistonic
dinosaurtums the lake into a
shortcut It's also essential for
crossing the oceanlplus several
splke and water traps.

Cecil0Ciel

Gained afterbeating the third
bossOthis flying sOuirrel m akes
yourswonrd go furtherand rcochet
off walls, This is needed for

m ultiple switch puzzes.
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| nfernoOlion

Found at the icy Castle Freesialthe
lion imbues your trusty swonrd

with the powerof fireOPair

this ability with the dodo to set
enem ies alight.

Anotherlate-gam e recruit. The
dodo can attach ice or fire to
enem iesfand also drags enem lesl
item s back to you. Itis absolutely
cruclal forthe final bossO

['m
|"r”L|d |'1th LI"‘-F"lt'"h.‘:.
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Piecesl Cater*pi | I ar

This guy Is a (bke character

who you get aftercom pleting

the chickenOcaterpilladdflower
puzzle. He does nothingObutlater
transform s into a butterfly,

(% e D S, i D S i
"

Costs 100 Malins to hire and

m akes you tem poranly invincible.
HonestlyDthere's never any
situation which Wstifies such a
price orlosing @ weapon slot

Edgar{]Egg

The third and final hireable anim al0
costing 50 Malins. This one acts

as a superbom bOattacking all
enemies on screen. Sadlylhe's
never really needed,
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P orclusives. Solell would need to
be special to Nse above the crowd.
Rise it did0sconng 8B X In
BeeplfMega Dnve m agazinelthe
anom alous sik was due to its
Dresem blance to a certain workOO
while only Uncharted Waters |l
scored slightly higher thatissue.
Roughly six months laterit would
reach English-speaking countriesl
geea - localised by Sega Of Europe as
Soleil and0according to Mean
Machineslcom e outin Danuary.
Atlus handled the Am encan
localisationOrenam ing it Crusader Of
Centy andDacconrding to Alectronic
Gaming Monthlyhreleased it March
| 995, Each version uses an entirely
different scriptDthe Atlus version is
funniedlbut the religious them es are
rem oved O notice the lack of halos
in heavenO/Mlean Machines scored it
920 while EGIM gave 8 BIXBB. Both
scores cem enting Soleil's legacy as
a classic. InterestinglulGam eFAN
reviewed itin its Apnl 1 995 issue
alongside Phantasy StarlV. Sega's
in-house RPGE scored a respectable
90 7MBe0while CrusaderOf Centy
scored a phenomenal 98 M2 M5,
Decent scores were also In
NextGenDGaom eProB VGO CE et al,
Every publicetion regarded the
gam e positively 0 likewiseOall m ade
reference to Nintendo's Zelda senes.
Howeverif we analyse Soleild
how much like Zelda is it really?
RAfter all0Zelda from | 986 followed
the gam eplay tropes already set
by The TowerOfDruagalDragon
SlayeCouregeous Perseusl]
Hydlide and others in Oapan. [twas
hardly ornginal and0to be m ore faldl
both Zelda and Soleil should be
descrnbed as extensions to a stule
of gam e already well established
before elthen Of courselthere’s
still no denying certain sim ilantiesO

00Nega DriveOin
Hot DaisyJump on
this bridge board to
reveal a rope and
apple oflife below.

ovmdopivedial etk

00Mega Drve0Rfterwamping into
the pastlyou witness the desert
people holding an unist tdal.
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especially to A Unk To The Past.
Both gam es start with @ young boy
receiving the family swonrd from

a relativeOsald sword Is used to
cutdown swathes of grass to Ond
goodiesOboth boys weargreen
tunicsOenem ies can be attacked
atclose range or from afarlwhile
blocks mustbe pushed to solue
puzzlesOthere are a senes of
commonly them ed Wungeons'

to conOuerbe they dessertlicel
Ore etc. Also there are chickens
(erceptin Soleil they talkad If your
only expenence of Soleil is seeing
screenshots of shared traitsOit's
understandable you mightdismiss it
as st another Zelda.

Play a little further thoughO
orcom plete the gam eland you
discover Solell to be highly
innovativeldelning itself as distinct
from Its peers. For a start the story
is nothing like any ZeldsBw hich
tupiOes the cliched thero saves
prncesslwond’ arc. In Solell you
are given yourdead father's sword
and shield because hum anlity Is in
an endless warwith n onsters'0and
all I Y-year-old bous are drafted into
a sortof feudal militia. What sets
the player apartis thateandy on you
are cursed with understanding all
creatures bnd notunderstanding
hum ans@allowing 8 window Into
theirwond and the prelbdices they
suffedithus initiating the adventure
and eventual tim e travelling.
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00MNega DriveOThis puzde

Is Ingeniousdlist make

sure to use DippyDinosaur
afterwands to cross the waten
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D0MNega DrveOThis section has
uou navigating an underwater
@ maze with a limited airsupply
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Soleil subverts m any RPG tropes.
You don't really save anyone. Hey
parts of the plot revolue around belng
unable to rescue certain groupsband
the tragedy thatensues, God him self
becom es enraged thathum ans are
failing his trials by killing everythingl
and so he threatens to wipe out all
eristence. Soleil isn't really about
a hero saving the woddObut rather
a boy defying hisom nipotent
creatordtim e trevelling to rewrite
history and undo god's own work.
Howeuverit's notepically conveuyedd
like Greek m ythologyObut through
a senes of sm all namative vignettes
encapsulated in each separate
stage. Whetherit's the MotherSlime
weeping forherchildren slain by
heroesOforbidden love between a
gid and m onstedm assacre in the
churchDorunlst thals which lead
to erecution of innocentsOthe wond
of Soleil is Olled with ordinary folks
thum ans and m onstersOsuffedng
atthe hands of a cruel deity and
even cruellerneighbours. As
Schopenhauersaid: Olife iIs suffedngl.

By farits biggest divergencel
thoughOis gam e design. Solell
featured an integral recing section
neany a yearbefore Chrono Tngger
did the sam e. Meanw hilelinstead
of conventional inventory item s like
every other RPG0you gain anim al
fiends each with a unilue skill. Two
can be @kOuipped’ ata time and there
are special com binations to unlock
abilities. Soleil's boom erang swonrd
is m ore versatile than Zelda's beam
sword0its Wm ping phuysics are funD
while Its com partm entalised levels
and style of block puzzlesis m ore
aligned with Duintet's Soul Blazeror
lllusion Of Gala. AnallyDhow m any
gam es from the | 6-biters accurately
drew anim ated sprtes forcharacters
facing eight directions?

Now that we've m ade the case
for Solell's distinctionOit's worth
celebrating its producerlscenanio
wntedland gam e designer Yayol
Onda. It's a sham e heronly
signiOcant credits are for Solell
and Wnnkle River StornyObecause
she had the creativity and vision
to nval Sega’'s own Rieko Hodam a
as Oueen of the ORPG. Today Soleil
Is rem em bered fondly by those
who played itObut strengely has
neverbeen re-released. Noton
m Inl consoles norof0cial download
services, Meaning youroptions are
emulation ora minimum of 050 fora
com plete bored PAL copu. *
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BUSS
RUSH

Battle against m onsters
and your sensesl

WOU-

Open o floodgate on the m ountain
and then rde it to the old lady's
house and this first boss. (She's
hiding in the fireplace.0

How to beat it:

It's early-gam e so you're severely
underpowereddm aking this

first boss Ouite tricky, Auvoid the
oblects flying around his head and
throw your swonrd,

OCTOPUS

Aftera long trek through Anem one
Beach you reach OctopusOand he's
weanng a penguin as a hatlBeat
him to recruit the penguin.

How to beat it:

Very easylstay low. His arm s can't
hurt youOso st avoid hisice blasts
and throw yourswonrd, It changes

colour afterenough dam age. v

¥ WY Y YO YO

SHUFFLER

Nauvigate the fiery depths of Bur
Daisy to find this tricky fellow. You
don't actually fight his whole selfd
ratherelight miniature versions.

How to beat it:

Only one copy can be dem aged. Hit
anyland the correct one flashes,
Heep youreye on it as they movel
attack only when they stop.

Salchuffle aol! How dare
vou challenge me! Here's

RORIE

At first you think you're clim bing
arope atthe top of the TowerOf
BabellObut suddenly it reform s itself
into a boss.

How to beat it:

Mostof the time it's invulnerable.
Wait foritto charge and fire
energy balls 0 only im m ediately
afterwards can itbe hurt,

I b R R R R ¥

GEORAMA

Getting through Castle Freesia is no
easy taskOfeaturing several ncochet
sword puzzles. The bossOthoughOis
funOrunning both hotand coldD

How to beat it:

Be prepared to swap between your
fire and ice buddies. Use fire on Ice
Beoram aland ice on Fire Georam a.
Ruoid any buming ground.




LEVIATHAN

At the bottom of the Root Tem ple is
the Leviathan bossOwho afterwards
becomes a friend. The battle is
more of a test before he bins you.

How to beat it:

He m akes yourm otherappearon
the lower raftlsending hom ing
attacks at hen If they hitOhe gains
healthOso rebound them back.

PUPPET MASTER

[t's possible to glim pse him in

present Bum DalsyObut you can only
fight him aftergetting the dodo and
stealing his puppetthrough the wall.

How to beat it:
E0ulp the dodo and the lion. Set the
puppeton fire, Afterit breaksOthe
PuppetMasterruns around 0 bum
him while you canl

MALDIRA

Hnown sim ply as Mragon’ in both
the Oapanese and UH releaselonly
RAtlus' localisation of the gam e
gives it the nam e Maldra.

BARON

Talk to every village anim al In the
past Monkey leaves. And the
wounded m onkey. Oust south are four
enemy stars 0 m p into the centre.

How to beat It:

Considering the difficulty of
finding this bossOhe's super easu.
RAfter rolling into & ball he st
moves around the arena’s edge.

How to beat It:

EQuip the cheetah and run around
this boss on the central platform .
Throw yoursword when possible,

RAfterwardslhave a chat with god.
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CHAMELEON

The first of the bosses you fight
in the past. You'll find Cham eleon
afterclim bing to the top of the
dessenrt tower and descending.

How to beat it:

You're only likely to take dam age
when its tongue is extended. So
keep running. You can ignore the
babies as they run off-screen.

MOTHER MONSTER

RAfter travelling back in tim e you
fight the heart of @ monster which
form s part of Dahlis Valley itself,
The dungeon is its innerbodu.

How to beat it:

[t doesn't attack you at all. So
stswing away and then listen
to It adm onish you form urdering
creatures, [t's Ouite tragic actuallu.

SENSE OF SIGHT

This along with the other four
senses can be tackled in any orden
The order you fight them in does
not affect the battle.

How to beat it:

[t hides beneath the floor tiles. Use

Moa and Monarchy to control your

sword around the arena. The holes
in the floorcannotharm you.
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SENSE OF TOUCH

The second of the flue sensory
bosses: a8 pairof touchy hands
which try to im pale you on spikes
around the field's edge bo-erd

How to beat It:

The ground is annoyingly slipperylso

one solution is to use Mos and the
butterfly forrem ote-control swonrd

attacks, OrWst hititreally fast,
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SENSE UOF HEARING

A m usical note to represent one’s
sense of heanng is Oulte sm art,
This is the halfway m arkODwith only
two more senses after to beat.

How to beat it:

E0uip the cheetah. When the boss
swaps the floor stay central. As
you slide in one direction start
mping towards the centre,
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SENSE OF TRSTE

This Oight' is basically Pac-Man0
except with apples instead of dotsO
and mouths instead of ghosts,
Sadlylthe apples do not heal you.

How to beat it:

This is rdiculously easy. Dust
collect all the apples to win. If you
hired the bat earlieronlyou might
as well use him now.
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SEN SE OF SMELL

A glantslug with what appears to

be a blackened nose? Whateveritisl
itcannotbe hurt with conventional
weaponslonly spike traps.

How to beat it:

Walk overtiles to prim e the spike
traps. You can activate them by
Lm pingObutit's saferto press C
while the arm adillo is e0uipped.
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SPIRIT ENERGY

The final bossOBeating it will open
the gatewaylallowing m onsters to
return hom e. You also get to play

around in & fun post-gam e endingD

How to beat It:

FinallyDthe Racoon Dog com es in
handy D use it to absorb all attacks.
Use the dodo to open the eyeOthen

the lion to burn it v
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DMany game stamp sets -
are based around a specific L d
theme and the Royal Mail's

was no differentlfocusing on — 1 9

the best of British gaming.

COGANE

| 3 of retro gon il e the UHups the
SRR Wl O el ik

Words By Mi choel Barron

he Orst stam p to feature a videogam e children and teenagers 0 celebreted gam es as
dates back to 1 988 with Pac-Man as som ething new. But as time went on they began to
part of the Dutch Youth Care Cam palgn com mem orete gam Ing as som ething that has been
series of three stam ps. Two years later nomm alised as a part of everyday living and a pastim e
in 1990 Isreel issued a set of three stam ps. Each foradults as well as children. W ith the aduancem ent
one was devoted to an individual com putergam el of com puters and grow ing populanty of video-sharing
and Chessl Volleyball and CorRaces were celebreted platform s such as YouTubeOuvideogam e enthusiasts
in all their8-bit glory The Nineties would see a few have used the tem plate of the hum ble postage stam p
01t's unsurprsing that s charscteras popularas Mario videogam e stam ps from unassum ing nations like to design theirown videogam e-them ed stam ps
would end up getting celebreted as & stamp set UgandalGuemseylCentrel Afican Republic and Palaul  whilst shadng step-by-step guides forothers to m ake
but the m albrity of these sets would not see the light theirow n designs.
] . g of day until the tum of the century Online platform s such as DeviantArt 0 where
: [ The history of videogam e stam ps Is intertw ined users upload thelrstam p designsam ong m any
[ with individual nations' fascination with technologul otherart form s 0 are in such high dem and they have
{ particulardy eardy com puters. In | 987 India celebreted stdct rules lim iting the num berof dally uploads.
R | 00 years of Service To The Blind by issuing Rules also coverstam p design w hich must have the
B one stam p out of 3 set of two with a com puter] approprate BGeeth’ sunounding them . People in the
[._ dem onstreting how com puters can help those who USA 0 despite the country notissuing a com plete set
2 [ are disadvantaged in society. In the sam e yeard of videogam e-them ed stam ps 0 have caught onto
—Lr _.[' ARTAT RAustrslia issued a set of fourstam ps celebreting the idea that people want to design brget grephic
el e i e by SN m icrochips and robotics am ongst other technological designers to createltheirown pemsonal stam ps and
Pts. OOBOBOA Zimim innovations. Philatelists G5tam p collectorsOthem selves  send them out to theirsocial circles through Zazzle.
HI PB43900 have been widely using microcom puters to assist The biggestloldest and geogrephically dispersed
. . . with stam p collecting since the eardy Eighties. videogam e-related stam p designs are linked to titles
?.en;‘(??;;ﬂn%g:fPNT;L;C%:;;Q;:?ZQ;;?E]?t’:g?sed The aduent of the 2| st century saw & different that are based on TV shows orcom ic books. For
in stamp form, approach to gam ing. Previouslylpeople 0 m ostly instance the comic book serdes Asterx by Goscinny
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DIf oureditorhad a b creating
videogame stampsodds are they'd
end up looking very similarto this
0'd add feathersOthough - Ed0

0RA numberof stamps were released in Frence in 2005 celebreting popularfrenchises like ZeldalRauman and Spyro.

and Uderzo was Orst m ade Into a videogam e In
| 983 by Ated. Before the end of the 20th century | 8
Astenx videogam e titles had been released. In 1992
Buemsey issued its Orst Astens stam p. In 19990
Frence issued a single stam p and & mini-sheet.
Belglum followed suitin 2005, Ten years laterd
Deutsche Post issued its own Asterix stam p set.
In19900Capcom released the videogame Chip
[N Dale Rescue Rangers based on the Disney
TV seres. W hilst countres including Redondal
Caicos IslandsDGam bia and the Maldives had
previously issued Chip (N Dale-them ed stam psO
countdes including Saint Vincent were inspired by
the gam e and released theirown stampsin | 992,
In 1989 Honam i released the Orst Teenage Mutant
Ninld Turtles gam e on the NES 0990 on Amigal
Am stred CPCOAted STOCom m odore 6 Y0PC and ZH
Spectrum Obased on the odginal Eighties children’s
cartoon sedes, The 25th anniversary of the odginal
TV seres and 20th anniversary as & videogam e
prom pted anniversary stam p issues in 2009 in Palaul
Gam bia and Saint Vincent.

One of the m ost fascinating stam p crezes Is
partly owed to the legacy of the Discw orld sedes
of games released in 1 995 and | 996 based on the
Discw orld books by the late Sir Temy Pretchett
Since the issue of the Orst stam p in 200Y (Hatalists'
have collected stam ps which now com prse of two
volum es of stam p catslogues. The ongoing interest

in these stam ps based on the descriptions /e Fio sl

in the Discw orld books [kspeclally Going rfI
PostalOis partly down to the stam p &
designers adding lots of special little prAnting
emons known as Bports',

Videogam es and stam ps have become
so Intertw ined that stam ps have been
incomporeted into videogam es them selves,
Nintendo has created so m any gem es
with stam ps there is & wiki page dedicated
to them. On NES Rem i+ alone gam ers
can collect | 00 different stam ps. These
are unlocked by collecting @its' eamed
from com pleting challenges and achieving
high scores. Stem ps caen be used to create

0OWii UDAlarge numberof Nintendo games feature
collectible stamps, Here's a selection from NESRemix,

uniDue Miiverse posts from within the gam e. Each
one has an 8-bit retro design from NES classics
bordered with tdm m ed teeth.

As classic videogam es have become more
established In ourcultureda plethors of anniversary
issues have been released. In 2006 Dapan
com m em oreted the tenth annlversary of Resident
Evil and the Ofth anniversary of Devil May Cry. 11
uears latedlthe 30th anniversares of Street Aghter
and Mega Man know n as Rockm an in Dapanlwere
released on the sam e day on 20 Novem ber20l 7.
With a prce tag of 05300 brroughly 0500for the
Mega Man issue alonelthese com m em orstive sets
were not marketed foreveryday use and as a result
sold out Ouickly,

Apart from the likes of Oapan and Belgium 0
few countdes have continuously issued
videogam e-them ed stam ps. This is disappointing0
because stam p Issues globally galuanise
intemational interest am ongst gam ers and philatelists
alike. Hopefully following Royal Mail's latest
set celebreting the iconic work of Brtish gam e
developersDwe can encoursge m ore videogam e

stam ps packages in the near future. %
. 0TheRoyal Mall's
= ¢ recentseresofstamps
Y proved extremely
popularwith gamers.,
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EENESNEING GAMES HAVE PROVIDED AN EHCITING ALTERBNATIVE

EEEEREINSEIE H TING FOR DECADESOAND WITH EHPERTISE IN BOTH

EEEEERREING AND GRAMESOCOUR TRIPLE THREART OF INTERVIEWEES

NS U RE THRT EVEN THE GREENEST ROOHIE CAN DISCUSS
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U RrcadelTag Team Wrestling
offered a sumrisingly rounded
erperdencelthough other
games Ouickly improved on Its
method of selecting moues.
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=S

0 | RETRO GAMER

[ PSY0Modem wrestling
games have pursued depth of
simulationdsometimes at the
erpense of ease of entry

he cham pionship m atch

Is overland standing In

the middle of the Ang is

3 50-som ething form er

NFL playera suprem ely

A intense individual who
has his amm ralsed in victoru.
His opponentla relentless homorm oule
m onsterwho can be stunned but never
truly stoppedBwill show up on TV
tom onmow as his alterego 0 an excitable
but eminently unnerving children’'s TV
presenter Yeslprofessional w restling is
preposterous. But we love TekkenOand
that allow s you to kick the face off the
devll him self with a schoolgidOso why
not lean into the creziness? It's well
worth doing solas w restling gam es
have evolued along very different lines
to reqularOghting gem esland offera
totelly different w ay of genersting thdlls
that is m uch bettersuited to having
m ore than two players.
The developm ent of wrestling

gam es coincldes with the industry’s
Am edcan boom years in the EightiesO
but m ost of the eady gam es didn't
feature the sters that were chasing
cham plonships in real life. Many
developers were content to use their
own charecters. Eady gam es in the
genre include arcade gam es like Tag
Team W restling and [Mat Manisland
com putergam es like Rock (N’ W restle

ﬁﬁim

and Chem pionship W restling. These
established the basic principles that

m ost wrestling gam es would followD
offering full m ovem ent around the

rng retherthan limited 20 m ovem entD
and placed an eary em phasis on the
im portance of bouts beyond standard
one-on-one contests with thelr
inclusion of tag-team m atches. One
console gam e stood out as 8 comm on
introduction with ourinterviewees.
0The Orst one | everow neddl believel
w as the NES Pro Wrestling gam el
the one with Stam anl says O'he
Uibreran’ Levs BatesDa wrestlerwho
can cumently be seen on All Hite

W restling's Oagship show Dynam iteD
w hich airs on ITVY on Friday nights. Ol
remem ber The Am azon O | feel like he
w as the predecessor for Blankaland

| emem berloving him. The hum an
wrestlers were coollbut form e0l
enlbyed the overthe-top charecters.0
Actorand form er Gam e Inform ereditor
Oustin Leeperhas long been involued
with wrestlingOhaving perform ed on
the Indle circult and wdtten forW W E
videogam es. 0l'd guess it was Pro
Wrestling on the NESODat my fdend
Steve's house. He (bnd his big brotherd
had a bevy of cartsl he responds
when asked about his introduction

to wrestling videogam es. DIt was
good fun. Starm an w as the stadm an.

ULy

0MrcadeOWomen's wrestling has been represented
since the early days of the genre thanks to stars like Dump
Matsumotoland laterCutie Suzuki.

Still0it wasn't in Punch-Outls league.
Or Excitebike.D

Looking to broaden the appeal of
thelrgam esldevelopenrs soon began
to seek recognisable characters. Sega
essentially bormow ed the likenesses of
the likes of Antonlo InokiDHuUlk Hogan
and Andre The Giantin the | 984
arcade gam e Appooohlbut soon after
secured Dum p Matsum oto's likeness
forOapanese arcade and Mark |l
gam esllocalised as Body Slem and
Pro W restling respectively Bandai
produced a Famicom gam e based on
the Hinnikum an m anga seresblocalised
as MUSCLE on the NES as the toy
mnge was betterknown in the US,
The Eighties expansion of the W ord
W restling Federstion peaked with

>
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JUSTIN LEEPER

DDustinLeeperlyo

M Now an actol0ustin's past
workIncludes wrestling and
games wrting.

W

© |

.. 7‘ 4

&

LEVA BATES

D Wrestlingleva

W As well a5 wrestling for
ABEWOLeva is a streamer
and cosplayen

0 Commodore 640Wrestling games have always seemed closerto sports sims
than fighting gameslas Epyr's development of Championship Wrestling Indicates.

TIME

SIMON MILLER

D SimonMiller3| 6

M Formergames bumalist
Smon is now a YouTube star
and wrestlen

[ INE3ODespite the lack of recognisable
starslFro Wrestling was a popular

Introduction to videogame wrestling.

INESDW W FWrestleMania wasn't a satisfuing game
1o playbutithad all the real stars and thelrmusic.
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VAR:ED
MATCHES

M Once you've
mastered the
Himination
Chamberlwhy not
tryladdermatches?
Afteryou’ve done
themOhow about
tables? The more
waus to dish out
the painbthe more
sustained your
interest.

ATMOSPEERIC
PRESENTATION

M W hen the crowd is roanng0
the commentators are all
stunned and you eam an
instant replauluou'll know
that you're doing well and
hopefully get totally absorbed
in the moment.

—
»-...__________-.

# WWECHAMBER

SPECTACULAR
MOVES

M Unless you love chinlocks
(hello to Baron CorbinGif
you're reading@players want
to pull off the same amazng
feats of powerand athleticism
that defy belief when
performed by real wrestlers.

I

—
¥
.

M While there are
some greatwrestling

games featurng oniginal

charectersleveryone
wants to playin the
arenas they see on

WiSH FULFILMENT

M |0 the pastlcrossover
chanacters like Amie here provided
thisObut these daus Create A
Wrestlermodes take care of a lot

.'. 4
/n

fp— =

i K. MURRAY
17500

| 1983 | 1995 | 1995 | 1965

televisionOwith the real [: GE
stars that make the
shows so memoneble.

Ml -l of the plauers’ more imaginative

ideas fordream matches,

1210% S Fxo

&2& L z

P WrestieMania I1l 1n | 98 70w hich
featured Hulk Hogan defending his
world cham pionship agsinst Andre The
Biant That sam e yeatMTlicro League
Wrestling becom e the Orst com puter
gam e to feature offcial W W F brending0
though 1 989's W W F~ W restlelMN anis for
the NES w as retherm ore popularand
delOnitely m ore conuentional. The Omrst
W ordd Cham pionship W restling gam e

w as released forthe NESin |1 9900and

Oapanese prom otions followed through

the eary Nineties 0 by | 9950you could

Ond gam es based on All Oapan Pro

W restlingDNew Dapan Pro W restlingd

FontierM artial Arts W restling0All

Oapan Women's Pro W restling and

OW P Ooshi Puroresu.
Unfortunatelyllicensed videogam es

have a reputation forpoorOualitydand

WIRES TL IITE GAMES TINELIITE

V[ =/=/=4

M Masato Masuda
designs the NES game
Pro WrestlingDwhich

he codes by himself He
would latergo on to work
on the InQuential Are Pro
Wrestling senies,

B Human Entertainment
releases Are Pro Wrestling
Combination Tag on

PC Enginelthe Orst game in
the long-running wrestling
frenchise that continues to
this day,

M Microleague Wrestling
becomes the Orsthome
computergame to camy
the W WFlicence. Howeverd
its gameplay consists of
using menus and looking at
still pictures,

M Sego releases s licensed
arcade game based

on Oapanese women's
wrestling starDump
Matsumotolone of the
eanllest eramples of a
licensed wrestling game.

B Tag Team Wrestling

bu Technos becomes

one of the Orst wrestling
games released to arcade

audiences. |twould later
recelve a NES conversion
some years laterin| 987,

¢ | RETRO GAMER



eardy W W F gam es on home system s
did nothing to buck that trend. As &
resultOthe gam es relied heavily on the
powerof theirbrending. Sim on Milledd
a popularpresenteron the YouTube
channel W hatCulture W restling0an
active independent wrestlerand form er
editorof the gam Iing m agazine H36 00
rem em bers his expedence with W W F
W restleMania forthe NES. Olt had the
m ost basic m echanics im aginable and
essentially every SuperstarWst did the
sam e m oveslbut that didn't m atter at
the time. [t was m y Orst erperience
wlith & wrestling videogam e and that
w as enoughbeven If Hulk Hogan
looked m ore like Hom er Sim pson
than The Im m ortal Onel he recalls.
OW ithout doubt the best part of it was
the MIDI m usic that replicated the
them es you would hearwhen w atching
the show.0 That's som ething that Leua
loved about W W F Superstars on the
Gam e Boyltoo. Ol used to listen to
MrPerfect's them e overand overl
would Wst have the charecterselection
m enu up and have the m usic playing.0
How evedlit's worth noting that
w hile the W W Fhom e gam es of the
time were often not greatDothers were
rerely m uch betten Ol always w restled
using my action Ogures 0 as did my
best fdend Austin Ades e grew up
to trsin togetheltoodl says Oustin.
ONo sim plistic 8 -bit or| 6 -bit game

UNDERTAKER

0Mrcade0Midway's W W FWrestleMania gave
wrestlers proléctile attacks and the ability to knock
theiropponents 50 feetinto the ain

19yoy-—»
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[0 BNESOByY @ccldentally’ knocking out the refereelit's
possible to break the rules in gameslike SuperfAre Pro
Wrestling Special,

could Adval the Oue-starm atches and
com pelling storylines | cam e up with
on my own. And reallylaside from FPro
Wrestling and Tecm o Word W restlingd
the US wrestling gam es of the time
were garbage.0 Players looking fora
great wrestling gam e experence were
betterserved looking to the arcade at
that pointin time. W W~ Superstars and
W W F Wrestlefest by Technos are both
fondly rem em beredland Midway's
attem pt to apply the m agic of NBA Dam
to wrestling in W W F~ W restlelMania

w as com m endable. Meanw hilelgam es
like SNH's 3 Count Bout and Capcom's
Saturday Night Slam [Masters did the
business without the need forlicences.
On consolesOthe long-running Are FPro
Wrestling sedes offered DOuality action
with its tim ing-based greppling system 0
but the gam es were conlned to Oapan.

rom the mid-NinetiesO

w restling gam es began to
offerm ore than st the
abllity to play m atches. The
Orst m albrinnovation w as the
advent of properstorytelling 0 & naturel
progressionOas unlike in treditional
sports where m atches and events are
scheduled and drem a arises from the
resultsOthe drem a tends to provide

the im petus form atches to take place
in professional w restling. Dapanese
developers led the way hereOwith one
particulardy infam ous eram ple being
Boichi Suda's story for SuperFAre Pro
Wrestling Specialw hich culm inated

1995

with yourw restlertaking his own
life Wst daus afterhis cham pionship
victory W W E gam es inltially follow ed
the televised stores faidy closelywith
W W F Sm ackdown 2 and W W FNo
Mercy both replicating the events of
the com pany's storylines in 20000but
gam es soon began to include orginal
stores. 0l think every Yuke's W W E
gam e brought its cwn Oavourto story
m ode. They weren't perfectdbut they
were always worth playing saus
Oustin. 0That's not som ething you can
say about NGA 2H3 versus NGA 2HY0
foreram ple. W ith streight sim sOthe
newest one Is basically alw ays the
best. A com pelling story adds valuel
and m akes the gam e worth keepingD
revisiting.0 This Is som ething that sports
sim ulators have actually im ported from
w restling gam eslsuch as the scrpted
The Ooumey m ode In recent AFA
games. In 20080 TNA Im pactiwent
even furtherby introducing & wrestler
portreying SuicideOthe player character
from the videogam e.

The otherm aldrinnovation0and

0 MNeo GeoOThe greater
grephical capabilities of
Nineties machines allowed for
sprites that feltlike largerthan
life performers.

O~

Uest! dTbnia
had the most
badic mechanics
imagnabl e

and every
Syperstar st
did the same
movesbut that
didn't metter

at the time
S'MON M:LLER

arguably the m ost im portantDw as

the Introduction of creative m odesl
beginning with wrestlercreation. W hile
they had been present in Oapanese
gam es since the | 6 -bit daysOthey .

really gained traction in the west with ;?EUZ:}:;ZTLUQLEED
Acclaim's 30 wrestling games W W F | 4 champion AD Styles.

0INGYORH's Virtual Pro
Wrestling 215 cited as &

L Ay

M The home computer
game WWFWrestleMania
becomes a bestsellerin the
United HingdomOclimbing
to the numberone spoton
the Amiga0Atan ST and
all-formats charts,

M The Orstgame in the
Toukon Retsuden seres

15 releasedldeveloped by
YUke's. The game would
laterbe released as Power
Move Pro Wrestling in
North Amerca.

B The Man Breeze releases
Virtual Pro WrestlingOa

30 wrestling game forthe
PlauStation. The company
would laterbe renamed

AHl Corporation and then
syn Sophia.

B Acclaim’'s W W FWar Zone
becomes the Orstgame
based on the promotion

to feature moderm gaming
elements such a5 30
grephics and & Create A
Wrestlermode.

M Sego releases All Oapan
Pro Wrestling Featunng
Virtua on the Satum. The
game features Virtua Aghter
chanectersfand Sega
sponsors a wrestlerto play
WolfHawkOeld in ADPW.
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OINGYOW LW vsnlo
World Tourcompared

favourebly to WWFWar
Zonelmirroring W CW 'slead
In the Monday Night Wars,

[(Fro wrestl ing
never had its

NOH(bm or

Tecmo Bbwl O

stil | think

3 good arcade
wrest| ing game
woul d find an

audiencd]

JUSTIN LEEPER

[ (PlauStation030 grephics
allowed forincreasingly

authentic and exciting

presentation in games like

WUWFSmackdown 2.

P W ar Zone and W W F AttitudeD

with m agazines like Gam esll aster
shadng guldes on how to create the
likes of Duke Nukem and Lere Croft.
Subseluent gam es have greatly
increased the versatility of Create A

W restlerm odesland expanded into
otherareas including arena design

and even Onishing m oves, Todaul
these features are considered to be
essential, DMy buddy Rustin Ades
says thatlas o kidOw restlers were

his superheroes. We wrestling fans

im agine what it's like to be & wrestled
and alm ost everyone has an ides of a
charecterthey'd want to portreyl says
Oustin. 0The creation suite has alw ays
facllitated this 0 evoluing to uploadO
dow nload functionalityDcustom logosO
etc. You can m ake Wst about whatever
yourmind can im agine.0 Sim on agrees
that wish ful0lm ent Is 8 key reason for
this populadty. ONo one likes to play
the fantasy caerd m ore than w restling
fansDand as you're not likely to see

The Young Bucks versus The New
Day anytim e soonOw hy not let people
do it in the gam e? It's st another
selling pointll he saysObefore pointing

out 3 good com m ercial angum ent for
including them . 0%ou also ward off any
potential com petition If you do It Aght
You m ay love New Oapanbbut if you
preferwhat 2H Is doing and you can
m ake OKkada overthere. . . greatd
These innovations com bined with
som e gam eplay breskthroughsOtoo. On
the N6 YORH w as doing brlliant work
with gam es like Virtual Pro W restling
in Dapan and WCW vs nllo: Word
Tourelsew hereOculm inating with the
crtically accleimed W W FNo Mercy
The gam es offered a rch system
of grepples and counters and even
took into account the relative weight
and strength of wrestlersfas well
as excellent creative m odes. On the
PlayStation0the W W F Sm ackdow n
gam es by Yuke's were less com pler
and m ore im m ediateQw ith a greater
focus on authentic presentation.
Relecting the staete of the televised
productlgam eplay erpanded beyond
the dng with backstage brewls.
By 2000030 wrestling gam es had
progressed to the point that they
weren't st great wrestling gam es
but great videogam esland achieved
genuine crossover appeal as a result

uch like sports

gam es in generall
the wrestling gam e

m arket has become
less com petitive over
tim e0largely due to the Im portance
of brend recognition and the global
dominance of a single prom otion.
When WCW and ECW folded around
the tum of the millennium and the

W W F rebrended to W W E0publishers
looked to introduce licensed products
that weren't based on m albr televised
prom otlonsObut few of them lasted
long. Acclaim launched the Legends Of
W restling sedes featudng unaflliated

" LD
& DT

0 MreamcastlGames like Glant Gram 2000 began
a trend forintroducing legendary formerwrestiers
such as BruiserBrody

w restling greats in 2001 Obut the
seres ended after the third gam e due
to the publisher's 2004 bankruptcy.
Eidos featured w restlers from Insane
Clown Posse's indie prom otion Duggalo
Cham pionshit W restling in 2003's
Backyard W restlingDbut the seres
w as abandoned afterthe 200Y seluel.
Both Leva and Sim on highlight the
2003 EA gam e Def UDam Vendetts as
one of the best altematives. Ol really
would like to see another Def Jam. It
Wst offered som ething differentDand
of course because you didn’t have
actual wrestlers it gave you a bit more
leew aull says Sim on0aduocating for
the gam e's m echanical differences and
outlandish action. Sadly for w restling
fansOthe seluels Def Oam : Aght ForNY
and Def Oam : lcon m oved aw ay from
the wrestling roots of the original gam e.
As a result of this reduction in
com petitionOarcade-style wrestling
gam es have unfortunately all but
disappearedlwith W W E's last Dirtation
with overthe-top action coming with
2011's W W E All-Stars, DThe 2H sedes
is great at what it does but it's very
much focused wrestling. The sportis
clearly m ade forthe m ore outlandish
style and to stay sway from that is
0dd to melespecially when you look
at All-Starsl says Sim on. ONot only
w as that 8 welcom e breath of fresh
air0f a little lim ited aftera while@but
it did aldght With a bitmore time
and thought we could've had a new
frenchise on ourhands there. | get
it hit e snag when THO went out of
business but still.0 Oustin feels that this
shift tow ards sim ulation has actually

WIRES TL TG GANES TIMELIITE

M |n a licensing memy-go-
round0THO gains the WWF
licence Acclaim held fora
decadelEA gains the WCW
licence THO left behindOand
Acclalm picks up Extreme
Championship Wrestling.

V(=/(=/=4

B Hectronic Arts releases
WCW Backstage Assaul tDa
wrestling game that doesn't
actually feature anyin-rng
action. Unsurmpnsinglylthe
game becomes a notable
crtical Oop.

=00y =oryi =200
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M RAcclaim introduces
Legends Of WrestlingD
paving the way for
throwback wrestling games
such as W WE Legends

Of WrestlelMania and
RetroManie Wrestling.

B Hectronic Arts introduces
Deflam VendettaOwhich
achieves the distinction of
succeeding without s malbr
wrestling licence 0 only
forlatergames to forego
wrestling forstreet Oghts,

M THD abandons its
resource-intensive strategy
of releasing different

W WEtitles across vanous
formatslinstead porting
Smachkdown Vs Raw 2007 to
all malbrformats,
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H These matches feature no
disDualifications and no countoutsBend
don'tnecessarily have to finish in the Ang.
These have many names including Street
HghtExtreme Rules and No Holds Banred.

M Wrestlers are allowed to do whatever
theylike to one anotherfwith the winner
being the firstto make theiropponent
bleed. Stone Cold Steve Austin losthis first
word championship in this tupe of match.

reduced the appeal of the gam es.
OModem wrestling gam es kinda suffer
from Madden-itis, Through so m any
iterstionsOthe genre has gotten more
com plex 0 and thereby intim idating for
new bies orretuming players. At tim esD
control will becom e needlessly m ore
com plicated due to lack of ideas( he
erplains, 0Pro wrestling neverhad its
NBGA Oam or Tecm o Bow Obut | still
think & good arcade w restling gam e
would Ond an audience.0

There's a sense that w restling
gam es still have room to grow. One of
the odd things about them Is that they

CAIE
MMTATLCH
M The classic way to settle a feud 0
conOne heated dvalsinside fourwalls of
solid steellwith no dislualilcations, As
well as winning by pin orsubmissionOit's
possible to achieve victory by escaping.

M This type of match takes place against

a time limitDwith the wrestlerscorng the
most falls winning. Normal rules still applud
50 you can score via pindsubmissionO
countoutlknockoutordislualification.

L _AITITEIT
MTATLCCH
M With an item O often a champlonship
belt0 suspended abouve the ringlwrestlers
mustclimb the ladderto win. Howeverd
creative contendenrs can find many ways
ofusing a ladderto cause palnCtoo.

M Only a submission victory here counts
D eltheryou make youropponent pass
outltep outorverbally submit The 00 uit!
match is a varation where a verbal
submission is often made on the mic.

m alntain the core conceit of wrestling
0 the pretence of a legitim ate athletic

com petition. W hile non-fans seem

to assum e that we're ignorent of the
concept of scrApted entertainm entd
dismissively telling us Oit's not reall

you know O before m emily w atching
Marvel's latest Avengers docum entaryd
we know that the results of wrestling

m atches are predetem ined. Yet this

is neverrelected by wrestling gam es.
00ne thing they miss is that a lot of

tim esOyou're hitling buttons Wst to
bring the opponent down and00'm
gonna pin youl but it misses the art W

p‘f

TAIRI E
MAT N
M Popularised by the Dudley Boyzlthis
type of match reuires you to drive your
opponent through & wooden table to
win. There are no disDualiBcations or
countoutuictordes here.

M This involves many wrestlersDwho are
eliminated when they are thrown overthe
top rope to the floorD lastman standing
wins, The Royal Bumble Is & battle royal
varantwith imed entres,

6:59
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[DBreamcastiAs H-W
popularised hardcore
wrestlingdgames
Introduced brutal elements
like barbed wire ring ropes.

=008 | 2005 ==

o= =one )

W Yke's departs the annual
W WEgame prolectlwith
Visual Concepts developing
WUWEPHR0 solo. The game
is infamously buggy on
launch and became target of
much online ndicule.

M Midway releases TNA
Impactlacross varous
formats. The game's
onginal charecter Suicide

M n the wake of THO's
bankruptcyOTake Two

picks up the W WElicence
to publish underits
well-established 2H Sports
brend. Visual Concepts bins
the seres as a codevelopen

M Spike Chunsoft releases
FAre Pro Wrestling WondD
ofOcially licensed by New
Oapan Pro Wrestling and
|laterOvia DLCO0apanese
women's wrestling
promotion Stardom.

M Publisher Slang releases
lucha Uibre AAA: HOroes
Del Ring forHbox 360

and PS30marking & rere
videogame outing fora
promotion notbased In
North Amenca orOapan.

isintroduced to the actual
showDwlith vanous wrestlers
donning the mask.

RETRO BAMER | 6
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Foralong timel
WWEsgameswere
distinguished from
othermalbrseresin
the sports realm by their
inclusion of scApted
story modes. Oustin
Leeperwrote the Road
To WrestleMania stordes
for W W E Smackdown vs
Raw 2009020/ 0 and 201
0 a b forwhich he was
well OualiOed. Ol have a
background in wrestlinglactingOwAting
and games. | tded to use all of those skillsO
plus Wst a love forand knowledge of the
source matenal says Oustin, O0Making
onginalOcharacterspecilc stonesis
something that was rerely done before (br
sinceand | took my bb50very serdously.0
Working on a licensed property
can mean restrictionsland W WEIs
famously protective of its brend. OW W E

6 | RETRO GAMER

HVE OF THE MOST ESSENTIAL
WRESTUNG GAMES FROM
OVER THE DECADES

Wi

WWE
ESTLEFEST

Technos' arcade grapplerfeatures a great
line-up of golden age W W FstarsBincluding Hulk
HoganOOake O'he Snake' RobertsOMr Perfect
and The Ultimate Wamonr The chunky cartoon
grephics perfectly represent the Hghties
wrestling sceneland the tag-team battles make

forgreat multiplayen

. approved every storyline at
the outline levelOthen every
completed scrptO which
reached hundreds of pages
perstoryin SVR 20/ M
Dustin erplainsDwhen asked
abouthow much freedom
he was given by W W H]
though he's sure to remind

us that keeping the licensee
happy wasn't the only bb.
OHeep in mind my bosses
a8t THO and ourdeveloper
YUke's had to approve everything as well.
So while | was a one-man idea factoryll
delnitely wasn'tleft alone to letloose.0
Despite thatDOustin was allowed to do
some things very differently from on
televisionOsuch as creating new stablesO
utilising lesser-used characters such as
The Boogeymanloreven doing crezy
things like having wrestlers zombiled.
0The Orst yearfthey sent s writerout to
THD who unbeknownst to W W H] believel
came In a blank slate and tied to rewnte
everything I'd done. Thatwas stressful.
RAfterthatOW W EKIND of gave me more
freedom. YesOthey'd come back with

tweaks and editsObut they were usually
minon | don't think | everheard00W W E
wants this SuperstaJorthis story@ in
the subseluent two games. They were One
tuming Mustero heel orputting Vince in a
chicken suit.D

ForDustinOs big challenge was wrting
forwrestling that's being presented as a
televised productDwhile allowing forthe
factthatit's not. OA videogame is nota
movielpeople have to play it SoOmelding
gameplay and namative is essential. You
have to take advantage of the interective
aspectldon'thave every big moment play
outin a cutscenell he explains. Dustin's
approach was to try to wrte scenanos
that provided something unilue forthe
playerto doOcompared to Wst playing
regularmatches, Oltcould be sald that
gameplayin Smackdown Vs Raw was
a little. . . established. So | tded to mix
things up as much as possible 0 whether
thatwas Smackdown Vs Rew 2009's
BetterThan-U-Topla rules orchannelling
survival homorgames in Smackdown Vs
Raw 201 1's versus Undertaker story.0

SATURDI
SLAM MASTERS

W hile Capcom's arcade grapple-'em-up
mightbe short on recognisable characters

NIGKT

beyond Anal Aght's macho mayorMike Haggarll
it does offerthe kind of immediacy that makes it
perfect forthe arcade 0 and as & resultl

it's great fornon-fans who Wstwant some
altemative Oghting action.

M Formore insightinto the Road To
WrestleMania stoneslit's well worth
checking out the commentated gameplay
videos on Oustin's YouTube channelD
youtube.com ser® TonTongue.

of storytelling that a lot of real wrestling
m atches tend to haveland it's really
hard to capture thatin a gam el says
Leva. OW ith cham pionship storylines
orthe careerpathll think that's Kind
of cool because they try to include a
storytelling aspectObut the m atch itself
is not as m uch of a storytelling mom ent
as realdife m atches0

W e put this thought to ourother
interview ees, OHow som eone hasn't
developed s title where the idea is to
work togetherto put on a m atch for
the fan | don't know @ says Sim on. Ol
get that there are system s built that
encounsge you to do itDbut| m ean
throwing any sense of [feal’' com petition
out the window and sayingDMHey,
No. The conceptis to entertain. Gol
So If som eone covers you in the Orst
m inute you Kick out at the count of one
because It's too eady to be defeated.
Fans would love thatdorat least |
would. [t may be a touch more dif0cult
than yourbasic best this guy' idea
but thet's wrestlingdd How evedfrom
the deuvelopm ent perspectivellustin
vlew s this as an ertrem ely dif0cult
task. OW hile actual pro wrestling has
im provisational elem ents n ore than
fans m ay realised| trust we all know
It's a show where the participants are
working togethertow ard a goal. That's
not possible against an Al opponentd
and | haven't seen two people br
TRS-stule progrem m ingOchoreogreph
a m atch designed with the peaks

-




WWF WWE e PRO
NO MERCY ALL-STARS  WRESTLINS WORLG
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Wrestling was atits absolute hottestin the Ratherthan the usual simulation stylelthis The Are Pro games have long been
yearc0000with stars like Stone Cold Steve licensed game wentway overthe toplwith championed fortheirgreat creation tools and
RAustin and The Rock gamerng considerable wrestlers backOipping to the top tumbucklel ertensive game modesland being able to
malnstream populanty Though itshipped witha  leaping 20 feetinto the airand slamming each download otherpeople’'s creations makes that
crppling save bugOthis N6Y game is still evered  otherso hard they genereted shockwaves, even betten This latestiteration adds the New
forthe depth of its grappling system and its Almost everyone on the rosteris a top starllso Oapan Pro Wrestling licencelgiving the game an
versatile charactercreation tools, you'll probably have a favourite. additional inlection of starpowen

tl
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and valleys of an actual m atch. | don't uou take a Octional characterand can = Hik Thorpe Face 80-2
really know how to Oxr that. | added saylHere they are as a good guylhere !_“'L,_
| -

erclusive com m entery to my Road To they are as a bad quu.'0 -

—

o LAYER 1 -I Pan 54
raree _" =

= LAYER 2 | Part 158(1)

W restleMania m atchesOhad certain Solwhat does the ideal w restling '_w"_ . P ae) 5
events tied to dem age statesland gam e look like to ourerperts? DAOforit T:::,_‘ LAYER 3
even created a m atch-reting system. to eristDand B forme to be In it says q,,,,_l n :venj
But adding real m atch psychology is Leva with a laughOafterbeing asked to .' st S J ’ oy
seem ingly im possible.D im agine what would m ake a theoretical I—:::: ’ 1 L"f“ " |
All Blite W restling videogam e great. Ol .Eﬁ“# | LAYER & |
here's also more that could don't know anything about if 3 game ._'(':“%J FLME_“‘!
be done in term s of wish is happening and what direction they'd [ | e r S
fulllmentwhen itcomes go inObut | Wst want it to be fun and — s %i*‘ s _'__"‘_"E“ "__=
to charactersltoo. Leva not be glitchy. | honestly would love 3 =N ) - ﬁ LAVER § |

7 highlights Honam i's Rum ble Wst to have a geam e outD We asked
Roses as one of her favourte gam es Sim on to provide his Ups and Dow nsO
forthis very reason. Ol thought that was  as he does forw restling show s on fanbases are m ore knowledgeable and 0PSYOCreation sultesin
so much fun. It was cheesy as all get YouTube. OUps form e are alw aus going m ore picky than wrestling fans. Of games like Are Fro Wrrestling
outObut | absolutely loved It It was an to be aim ed at that Ouidity in the ringD coursela gam e working reliably and éﬂ?gii::ptgﬂgﬁlblemu
all-women's gam elcharscters were Wst a5 much of a nerd as that m akes m e conslistently should go without sauing.
overthe-top ddiculous O probably the sound. | love It when I'm counterng W restling fans can forgive a botch or
sam e reason why | love Starm an and humicanrenas with powerbom bs off two if you're trying yourhardestbut
The Am azon she says. 0But the thing the top rope. | react like | would when they can smell a rush bb orcash greb.0 [:thh
| loved about that gam e w as that they | see iton TV and that's the best As W hetheryou're a fan of televised Chamonship
could tum. When you beat the game forthe Downs. . .yeah...don't have greppling action ornotOthere's plenty )
as one charectedlyou would unlock the 289 glitches in yourgam e and to love about wresting gam es. Som e StOf“gl inesor
opposite charecters. So foreram plel m ake fans rely on constant patches( people will love the altemative take he coreen
when you beat the gam e as the m ain he saysUrefening to the infam ously on com bat sports that the best in the path[] thinl—{
babyfacelyou unlock heras a heel. It broken W W E 2H20. ForOustinOit all genre offedland the often peedess that’s Hind Of
w as kind of like you had double the comes down to the m amage of strong creative options provide am azing COOl b@aUSQ
charecters and double the storylines brending and a solid gam e erperence. opportunities to amenge any fantasy
because you were able to unlock thatl 0R good wrestling gam e has to be Oght you could think of. So the next th@g tf“g tO
and | Wst thought that was a really fun to play. The gam eplay has to feel tim e you're in the m ood to open up iﬂCI Udea
cool conceptl How evedlshe notes AghtOw ith good collision and satisfuing a can of whoop ass on som e digital Stopgtd | ing
the dif0culty of Im plem enting this in a faction. | think It's Im portant to have (bckasslput on a wrestling gam e amﬂ]
licensed gam e. OIt'd be harderbecause m ultiple options form ultiple positions O instead of yourusual brew ler of choiceD LEVA BATES
people see a chamecterand thinkOMD KO a standand set by AHl's gam es. Stauing because Retro Gam er said so. You
this is how this charecterisl whereas true to the source m atedal is vital. Few can thank us laten
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» PLATFORM: MEGA DRIVE » RELEASED: RER6 » DEVELOPER: TRAVELLER'S TALES

ometimes, a game comes along that feels like a minor

miracle, and Toy Story is one of those games. It’s based on

one of the biggest Blms around, but it’s actually good, and

it's available on the B6-bit consoles. After months of looking
longingly at the shots of PlayStation and Saturn games in magazines,
it feels good to have something of your own to get excited about
again. But of course, it's a platform game B and while there are
sprinkles of variety here and there, the effect of the polished visuals is
beginning to fade slightly.

Then it happens. Just over halfway through the game, Toy Story
throws you a curveball and ditches the platforming for a Brst-person
maze level. You've never seen anything Buite like it on your ageing
console ¥ the speed and size of the 3D display leaves games like
Zero Tolerance looking rather sad. Sure, you're collecting cuddly aliens
rather than shooting murderous ones, but who cares? You're watching
your trusty old console defy your expectations. 7

BIO

Given the advanced 3D -

technology used in Pixar’s debut IR PR (L., S
H B I .

feature Blm, you may have %

reasonably expected that its

videogame adaptation would

use the new generation of

3D consoles. Traveller’s Tales

instead delivered something

of a last hurrah for the B6-bit

systems, delivering prerendered

visuals that looked great on

both Mega Drive and SNES

and incorporating technically

tricky sections that pushed the

consoles. The Blm’s various

scenes were mined for minigame

ideas including top-down racing

segments and a Brst-person stage,

giving the game a sufficiently

varied feeling to cut through the

mid-Nineties platform game

malaise. Licensed games don’t
often get better than this.



MORE CLASSIC
TOY STORY MOMENTS

Buzz Off

W hen Woody and Buzz

Lightyear compete in a race

across Andy’s bedroom, the

old cowboy dollis at a distinct

disadvantage. To showcase

the astronaut’s ammogance,

Traveller’s Tales gave him some hilarious animations,
letting him Ry through the air while doing an ancient
Egyptian walkk or posing.

Show Your Work

The game’s most memorable

boss battle features Woody

trying to defeat a nightmare

vision of Buzz, who can glow

in the dark and Hre real lasers.

This is one of the few scenes

that was not based on the Bnished movie H instead, the
concept was taken from an abandoned scene that was
never rendered by Pixar.

Pizza The Action

In the stage Food And Drink,

the nomal platforming rules

don’t apply B instead, you

must sneak through Pizza

Planet while wearing a Mega

Gulp cup as a disguise.

There’s no limping necessary, list good timing to avoid
being kicked over by kids or knocked silly by cans falling
from vending machines.

Let’s Go Away

The M ega Drive version of

Toy Story is the only one to

include the Day-Toy-Na level,

and while you can argue that

it doesn’t add a whole lot B

ultimately, you're Hist driving

down an empty road B the technical implementation was
another moment where you couldn’t believe you were
playing a B6-bit game.




SURVIVAL ADVENTURE
GAMES USUALLY RELY ON
MONSTERS, BUT DISASTER

REPORT’S DANGERS ARE
TERRIFYINGLY REAL.
- KAZUMA KUJO TELLS US
HOW HIS DISASTERTHEMED
SERIES WAS CREATED, AND ©
EVEN SURVIVED A CRISIS TO
BECOME A CULT FAVOURITE

WORDS BY NICK THORPE
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om etim esDa single idea can
change everything. Durng the late
NinetiesOHazum a Hulb w as a key developer
behind renow ned shoot-em -upsOhaving
produced In The HuntOMetal Slug and
R-Type Delta. Howevedlas with m any creative
individualsOhe soon developed the uge to try
som ething a little different0and this would set him
on & path that would shape his career fordecades to
come. 0Around 1 99901 had a strong urge to [n ake
a gam e that was unlike anything else’. At the tim el
novels and OIm s often had them es of surviving
through & disastedlbut | realized not m any gam es
dealt with those them esll says HulbOwho was
then a producerat lrem. 0The PlayStation 2 was
about to com e outDand | thought that this would
be @ good time to try creating 8 gam e that dealt
with disasters.0 This w as the ordgin of Zettal
Zetsum el Toshi 0 released in North Am erca as
DisasterReport and in PAL reglons as SOS: The
Final Escape. The gam e cast players as rookie
new spaperreporterHeith Helm Damiving forhis Orst
day of work on Stiverlsland only to be ceught up In
an earthOuake.
Hulb was able to drew on real-wodd erperencel
w hich is what led him to choose earthOuskes as
the pdm ary obstacle to contend with. DUIVING In
Ospanlwe often deal with earthOuakesDtyphoonsO
volcanic activity and othernaturel disastersObut even
am ongst all thoseDearthOuakes are by far the m ost
feared he erplains. 0Thanks to clim ate satellitesO
we can now forecast typhoons. Forvolcanic activityd
you can rem ove yourself from the areas that will be
affected and lim it yourchances of being involued
in som ething. Howevedlwe don't know when or
where an earthOuake will happenland | thought that
showing that fear through a videogam e would be
suitable and have a large im pactO Of courselreality
wasn't the only inOuence that led to this theme.
OThere was also a TV drem a on when | was a kid

0 0PS20In Duietermomentsthe
DisasterReportgames refuire
you to scavenge foritemsin

chopsloffices and homes.

| —
=

S
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THE HSTORY OF DISASTER BEFORT
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0PS20In one of the game's mostimpressive setpieceslHeith and Haren sprint
away from a falling building.

called Oapan Sinks that m ade a lasting im pression on
meDand | wanted to create a gam e like thatll says
HubOreferming to an adaptation of Sekyo Hom atsu's
aw ard-w inning nouvel.

Disaster Report has much In common with
survival honmorgam esObut the natursl disaster
them e meant that com bat was out of the Ouestion.
0Making an earthOuske into @ gam elso to speaki
reQuires a unilue twist | feel the m ost dif0cult
aspect is that there are fewer factors that give a
sense of erhilaretion and achievem entl says Hulb.
Oln com batldefeating enemies provides the player
that feeling of satisfactionObut handling 8 gam e
centred around a naturel disasteddm eans having to
depend on a gam e design that deals with not being
able to defeat these naturel disasters.0 Tension
m ust therefore be created in otherw aysOw hether
that's treversing collapsing structuresOdealing with
unerpected aftershocks oreven escaping from
falling buildings. 0Displauing the collapsing buildings
w as som ething that was diflcult at the tim eObut
even having m any bulldings displayed in & now
w as som ething that| rem em ber struggling with@
erplains Hul. OForthe bulldings that collepsedDwe

0 PS20Heith narmowly escapes death
25 the floorbelow him crecks apartD
plunging Into the depths below.

0 PS20As an aftershock hitsOHeith breces himself and hopes to auoid falling
debris from the overpass above.

had to create the parts that would break one by
one and create theiranim ationsOw hich took a lot of
time. We didn't use a phuysics enginelbut retherdid
everything by hand.0

The survival aspect is em phasised by yourneed
to scavange resources. Helth's bag has lim Ited
spacelthough he can Ond largeronesband he
needs to stey hudreted durng his attem pt to reach
an evacuation point. OBy m aking the w atersource
the base of opemtionsOthe next obl@ctive would be
to Ond the next watersource thus opening up the
charecter's renge of m ovem entlthis was how we
designed the gam e progression. Alsolby m aking the
w atersource a save pointOthe playeris able to feel
happliness and relief when they Ond onell says Hulb.
Oln orderto have s widerrenge of exploretionJwe
m ade it so that the playerhad to camy waterwith
them . How evedlyou are not able to camy whatever
you needland item s like w aterbottles reQuire space
in yourinuentoryso we had the playerdecide
between camying waterorsom ething else.0

Though the homorof naturel disasters is the
indiscAm Inate0em otionless destruction they causel
Hulb and his team did load the plot with hum an >

YN
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ASTROPHIC COLLECTIVE

A NUMBER OF D!ﬂlﬂ GAMES HAVE TAKEN NATURAL DISASTERS AS A CENTRAL THEME OVER THE YEARS - HERE ARE SOME OF THE MORE NOTABLE EXAMPLES

EARTHOLAHE SAN
FRANCISCOI 906
1981 « APPLE I

This grephic aduenture offers players the

chance to erplore the famous Califomian
city dunng one of the most destructive
naturel disasters in Amencan history,
That's not allOthough O the game also
features a murderplotladding a sense
of human drama thatlaterdisastergame
developers have also included.

10800
AVALANCHE
2003 » GAMECUBE

Nintendo's snowboarding seluel needed
a way to up the ante from the brlliant
Nintendo 64 originalOand it setlled on
natural disasters as 8 way to do so.
Certain courses reQuire snowboarders to
outdde avalanchesOwhich are tiggered
eltherpartway through a course oreven
at the very beginning.

=all
2005 * PSP

Talto's platform puzde game casts you as
MrEsclan escapologist who continually
Onds himself dealing with disasters
including OresO0oods and earthOuskes.
His goal Is to lead his fellow survivors to
safetylin a game that feels like a cross
between Prince Of Persia and Lemmings
in mechanical terms,

DISASTER:
DAY OFCRSS
2008 » WII
Formerrescue team memberRaymond
Bryce has the worst day everO as well
as surviving an earthluakeOtsunami
and volcanic eruptionOhe'll have to take
down a termonst plot single-handedlu.
This preposterous game veers between
third-person action and on-rells shootingd
and is great fun despite its uneven Ouality.

P clem ents. As the game
progressesOHeith’s bumalistic

disasterw as as m an-m ade as the

island It destroued. Oin an scival  SOIMELNING that makes a disaster game what it is”

disastedlthere is no outlet for
the charscters' orplayers’ anger
and having things Wst end In
sadness is som ething we wanted to avoid. | wanted
to create som ething that those feelings could be
directed tol Hulb tells us. Heith is accom panied by
one of two fem ale com panions durdng the gam el
Haren Moms orHelly Austindand his relationship
w ith whicheverone you choose proves to be
incredibly im portant to the gam e's ending. O0There
aren't m any things that change depending on the
partnebut | wanted to have as m any changes as
possible depending on yourrelationship level and
who was trevelling with youll says Hul. 0There are
endings that m ay leave a bad taste In yourm outhlO
but | think that in and of itself is som ething that
m akes a disastergam e what it is.0

lrem released DisasterReport in Dapan in 20020
and Agetec published the intemational releases in
20030wlth the gam e recelving a positive crtical
reception. OfOcial PlayStation 2 Magsezine's review

00PS200oshua has to cling to a relling In orderto pass
through the reging flood waters of Geo Oty

72 | RETRO GAMER

“There are endings that may
nstincts uncover the foct hat e 1) yoUP mouth, but I think that in and of itself i is

KAZUMA KUJO

crticised a Olaughably poord trenslation and felt that
Othe gam e's grephics leave a lot to be desiredl0

but sw arded the game 70 0 forbeing Oa wholly
original conceptl that w as Oenlbyable despite its
delclenclesl. FPlay described It as Oa thinking person'’s
gam e that had the potential to be bdlliantOD
awarding it 790 . In a retrospectivedPSITI3
sald that the gam e Oproves that a good
enough idealeven if done cheaply and at
tim es hopelesslydstill worksh.

fterworking on other PS?
prolects including R-Type
Final and Steam bo't

ChroniclesOlrem returmed
to Disaster Report with a
sefuellwith the English
title of Row Dangen 0Rather
than being an Im provem ent0
| wanted to have differences
between the gam es so that
it didn't stagnate says Hulb.
OWe wanted the game to

be very different from the
previous onelat the very
least using a disaster other
than an earthOuake. W hen
we were still designing
itDwe wanted the game

to take place in winten In
the beginningOthe ides
w as having snow or
snow -related dem agel

leave a bad taste

00 '49" e

snow brings to mind lelsure
activitiesOso we decided on
3 0oo0d.0 A new element was
the need to keep the character
wam and drydby using
weatherresistant clothing
and looking forheat sources.
HoweveHulb was keen to
ensure that this new factordidn't overburden the
playen OWe wanted to use the cold as one of the
key pointsObut adding multiple elem ents m eans
that there’'s m ore forthe players to keep track of.
We didn't want that fear of the cold to become
lessenedlso we removed the thirst elem entO
With few gam eplay changesOthe plot took
centre stage. Unlike the Orst gam eDit was
possible to play as & varety of different
characterslthough thelrstores
needed to be erperenced in
a Ored orden OWe wanted to
depict the ides that depending
on a person's status orpositionD
they would view and approach
a disasterdifferentlyld says Hulb.
OForm ost peoplela disasteris
a tregedy to be grdeved overand
that they would want to avoid.
Howevedleven without a disasterd]
there are people who are living
dif0cult livesOand & disastermight
i bring them certsin opportunities so
| thought that would also be a good
story to tell. We also wanted to have
m ultiple charecters that would affect
the othercharacters in subseluent
playthroughs.0 To ensure that
player charecters cross pathsOall
of the stores take place in Geo
City 05eo Frontierin ODapan(D
an advanced city with m albr
underground construction.
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MOTORSTORTE
AROCACYPSE s

Euolution Studios decided to spice -
up Motorstorm's racing action with
tomadoes and earthluskes for the third
game In the tiloguy. UnfortunatelyOthe
game was besetby real disasters (Lit

was cancelled In New Zealand and Oapan
following earthOuakes in eady 201 | Oand
delayed in the rest of the wond.

0 0PS0The newlgenerslised stress
barmakes iteasierto representvarious
types of hazard in a single game.

O0l'm conOicted as to whetherthe Geo Fontier
setting was necessary ornotl Huld says. DHow ever]
we wanted to portrey s city 0 eOulpped to handle
naturel disasters 0 in a situation where varous
facllities were inaccessible because of disastenl
One of the aspects of the series that Raw
Dangerem phasised w as that the protagonists
are not necessarnly heroes. As an eram plelw hen
confronted with a m an hanging from a ledgeluou
can choose to ty to rescue him Obut you can also
sim ply smile at him oreven steal his hat. 0Rather
than truing to Include comical scenes purely for
the sake of hum ouwe tred to expand the renge
of player choicesOw hich in som e caseslresulted
in som e funny mom ents, So it wasn't ourm ain
oblctiveObut those options were provided to help
players m ake theirchoices as honestly as possible
says Hulb. In laterscenaroslthis gets considersbly
m ore sedouslas players can even m ake the choice
to let otherpeople live ordie. Ol want to conueyld
above all0that people’'s actions and em otions within
a naturel disaster are not grecious. | want players
to erperdence the gam e without womying about
w hat others think. | kept this attitude In mind while

Assemble

Talent nfo plions=HIT tem

Wakeehift Comt Garbage ag L

b s (ha Adbesiwe Tape 1

0PSR0Plenty of Items are useless alonelbut can be
combined Into useful geartlike this makeshift coat.

00PSPOA fire tomado seems outlandishObutit's a real
thing that can happen 0 making it all the more temifuing.

m aking gam esland It's applicable no m atterw hich
game I'm working on.0

Raw Dangerw as published relatively late in
the life of the PS20amving in Oapan in 20060with
Agetec and 505 Gam es Issuing North Am ercan
and European versions in 2007, The gam e recelved
broadly positive review s, Edge gave the Dapanese
version 70 00w ith the m agazine praising Its
Odrem atic and cinem atic Daiits lovingly crefted
chaotic destruction and aboue all its network of
interconnected personalitiesD. PSITI2 also review ed
the im port versionOaw arding it 780 and noting that
Oan English version could add up to | 00 to that
scorel0but wamed that Othe frem erste has a good
shot at ruining the whole thingD. The PAL release
received 80 0 from PlayStation O flclal MagazineD
but OfOcial PlayStation 2 Magazine gave the gam e
40 00crticising the grephics including Dw obbly @Ilyd
w atedland assessing the charscters as Oim possible
to connect withO.

00PSR0As well as escaping disastersDAmbermust hide from the
cops 0 unless she's lucky enough to loot a police uniform.

[ (PSPODespite slightly more cartoonish charectermodelsD
plenty of human drema drves the storyin the third game.

he third gam e Iin the senes retumed to the
Tthem e of o city hit by an earthOuakelbut
used Ore as a freQuent hazard. However
it was more notable form oving the action to the
sm all screen as It was developed exclusively for
the PSP, 0The gam e w as created underthe theme
ofDRA Zettoi Zetsum ei Toshi you can take with
you." We wanted Zettal Zetsum el Toshi 3 to be
som ething useful in a disastedlso we m ade it for
a portable system. Anotherreason we chose a
portable gam e system was because we wanted to
im plem ent m ultiplayerelem entsl says Hulb., Sony's
handheld might seem like an odd platform forthatO
butit's im portant to rem em ber that this was at 5
time when multiplauer PSP gam es like Monster
Hunterwere selling millions of coples in Oapan.
Zettal Zetsum el Toshi 3 allowed two to four
players to bin forces locally As a resultDthe team
decided to allow players to pick between the male
charecter Naoki Housaka and the fem ale Rina
Makim urebthe form erbeing strongerand the latter
less prone to stress. OW e wanted selectable gender
to be one of the elements. We tded to m ake It
so that there was a breadth of charecters that the
playerwould really want to becom el Hulb recalls.
0Thinking about it now0l think the strength feature
wasn't really im plem ented all that wellland we
might not have even needed to put itin there at all.
We were hoping that the differences in ability would
be fun form ultiplayedbut | feel as If that aspect
wasn't fully realised.0 Stress was more of a catch-all
replacem ent forprevious m echanics. DWe wanted
to broadly deOne the elem ent that detem ined the
player's m ovem ents m ore cleardy than Eold' or
Ghirst'0as in the previous gam es. Soc0we m ade
Btress'. which contains those elem ents.0 »
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A QUICK GUIDE T0'THE CHARACTERS YOU'LL MEET THROUGHOUT THE DISASTER REPORT SERIES

— 1 ~ )
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n. . JOSHUA HARWELL AMBER BRAZIL

KEITH HELM KAREN MORRIS KELLY AUSTIN GREG BACH A waiter working After the police
A rookie reporter who Trapped by the One of Kexis s fmumphmm- a the mayor's special Stokion in devteoseC,
finds himself trapped earthquake on her companions mltihaffly m&rg jnurn:.n]iﬂt avent &t Gso City, this fugitive student
on Stiver Island. B 0;};1:111':; mm'] i happens o be a bit of ho sooumpei e hm“:mks sl
s “m“"gfu‘;‘;i Keith after being after those events. She a jerk, though he does mmfsﬂﬁgmfﬁﬁ;m Aidan Chase, who
:;nﬂmen;?:;the rescued from a falling returns in Raw Dangsr, el doapuuaiely Arying Buggests that she

0 T8po i bus. She really loves and again under whichever partner you il revisit the soene of
disaster in Geohc i hm'.dOE and demands her Japanese name choose to leave behind. to reac 1:; 5 her brother's murder
investigating the ' in Zettal You can unlock his to see a certain
motivations of the you travel with her to gmm ﬂﬂﬁm 5 photos a8 mementos. {njured survivor. to clear her name. ]
NorCal Corporation. Lmacua it. J L ) L _J & — %
i
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announced in 2016 as a project in pe 34
survival genre - but with a cruclal twist. Unlike in the

(or at least, disasters that can be plausibly passed off as such), Kyoe! Toshi casts you as a civilian during the
kind of glant monster attack that occurs in major Japanes

safety, as crazy eye-beams and gigantic feet destroy everything around you. Excellently, the monsters in Kyoei

THE DISASTER REPORT SPIN-
~ THOSE WHO DON'T FIND
The 4 version of Disasté

ot 4

Raport 4 Flus: 8

gte 1s that de

WMSASTER

LS UICITIL

THAT OFFERS UP KAIJU, FOR
RTHQUAKES SCARY ENOUGH

g cities at least twice a week. It's your job to make it to

; veloper Granzella actually designed a
leally translated as ‘City Shrouded In Shadow’, was
al Namco, and saw Granzella return to the disaster

saster Report series, which deals with natural disasters

but didn't arrive

Toshi aren't just generic nasties either, The likes of Godzilla, Ultraman and even the Angels from Neon Genesis

Evangelion get involved in the city-sundering conflicts from which you must escape.
Kyoei Toshi was released in October 2017, arriving as a P84 exclusive after the planned Vita version

was scrapped. The game scored 31/40 in Famitsu, earning 8/10 from three reviewers and 7/10 from the

remaining reviewer. It mada its debut at number two in the Japanese all-format charts, landing ahead of

The Evil Within 8 but far behind Gran Turismo Sport, and sold at least 60,000 copies before disappearing from

the charts. Unfortunately Kyoei Toshi wasn't released outside of Japan and there appear to be no plans for an

English-language release, so If you want to play this one you'll have to import.

TRO AMER




PAIGE MEYER

This student faces
plenty of troubles
during her escape,
including a teacher
who needs rescuing,
another who wants
to “privately tutor”
her and an encounter
with her sadistic
bully, Emily Rose.

ISAAC SCHILLER

This taxi driver
appreciates the

finer things in life —
mostly smoking and
drinking. He picks
up the fare of his

lifs in Bophia Briggs,
a reporter whose
determination knows
no bounds.

T\
|||iljf \ '

0 PSY0This bloke looks shadyland he's looking for
someone. Misdirecthim and you'll gain Immorslity points.

LR

With lrem withdmwing from videogam e
developm entOHuld left to form his cwn studio. OWe
believed in the possibility of the disasterthem ed
gam e and founded Grenzellal he explains. OW hen
we startedOwe did not have the sales rights to the
Zettal Zetsum el Toshi senes, We tded to get those
AghtsObut negotiations were taking a long tim e.
When we didn't have the rightsDwe began research
on developing a gam e. ThankfulluDdurng that tim eD
we acOuired the dghts to the Zettal Zetsum ei Toshi
series.] The com pany resum ed distdbution of the
original gam es on digital storesland decided how
to proceed. OW e thought we could start overwith
Disaster Report Y0w hich had been indelnitely
postponed. | wanted to bring out 8 game that was
m ore than Wst collapsing bulldings and broken roadsO
| wanted It to also deal with the misfortune that
people can bring upon each otherd The com pany
announced the developm ent of Disaster Reponrt Y
Plus forPSY in 201 Y, DBy m aking the gam e forPSYO
the m aln changes we im plem ented were Oxing the
story parts that were diflcult to understandlas well
as adding @ m ode where you could exrplore the town
half a year after the cuents of the m ain game.0

Disaster Report Y Plus: Sum m er(Mlem ores w as
com pleted in 201 8. A Switch port was released
in 201 90and NIS Am erca has released these
versions plus a new PC version in English. The
gam e increases the role-playing elem ent of the
sedesOallowing you to design yourown charecter

THE HSTORY OF DISASTER REFORT

NAOKI KOUSAKA
A 19-year-old student,
who survives a bus
crash caused by an
parthquake at the
beginning of Zettal
Zeteumel Tosh! 3. His
personality is more
or less up to you,
thanks to expansive
dialogue options.

IVAN KOZLOV

This, bandaged man
ig guffering from
amnesia, and trying
to piece together his
own identity. Sierra
Young accompanies
him - that is, onee
ghe manages t0

find him in the

first place...

0 PSY0These dayslGrenzella works with disastererperts to
ensure that the games are authentic and even informative.

and decide theirm otivations and backstory.
OWe wanted to make it easier forthe
plauers to get em otionally investedl saus
Hul. OW e also think that it is Im portant
that the players are able to play with
theirow n customised charecter0 You
have a langernum berof options when
responding to othercharsctersland
you can now eam polints for
m orel and im m orel actions.
Forthe Orst tim e0the goam e treps
the playerin a disasterzone O the
em phasis being on long-tem survival
and interection with fellow survivorsOrether
than Im m ediate escape. OW e tded to show
that the stress and exhaustion aren’t Wst
present Im m ediately after an earthOuakel
but they increase overtime. | think that if
players are able to experence these feelings
and overcom e the fearof the disasterand
feelings of helplessnessthen this was a
gam e worth m aking says Hul. Ol hope
that m any people give it a try0

Having been working on Disaster
Report fora couple of decadesOHulb
reects on how the erperdence has
changed him and his team. OWe became
m ore serdous about natural disastersO
w hich have happened durdng gam e
developm ent and post-launch. We've

RINA MAKIMURA

Rina replaces Naoki
in Zettai Zetsumei
Toshi 3's story, so
she's also a student
on her way to Central
Island. She's & year
younger than her
counterpart, and is
physically weaker but
less easily stressed.

The protagonist of
Disaster Report 4

Plus is whoever you
want them to be = you
must design your
character before the
game begins, and you
get to decide their
backstory as you play
through the game.

0 PSY00isesterReport Y increases both the timescale and visible human

-~

cost of disasterscasting you as one of many long-term refugees.

been more and more interested in naturel
. *disasters on a dally basisll he erplains. 0The
public sentim ent tow ard the Disaster Report
serdes has also changed. In the pastithere
were crticism s about naturel disaster
them ed entertainm ent. But after
bullding upon the seres [by releasing
sevenal instalm entsMthe public

has slowly gained understandingd
eventually leading to m ore positive
reactions tow ands naturel disaster
them ed gam esfand attention
from non-gaming m edia.0

Much like Its m any
protagonistsOthe Disaster
B\ eport series is a real
survivon Despite
all the challenges
“that It has facedD
from inconsistent
intemational brending
to its own brush with
an earthOuakeOthe core
ides Is strong enough that the

gam e has retained a loyal following
fora long timeland even now there
really Is nothing else like Disaster
Report If the concept intdgues
youlgive the games a go 0 you're
unlikely to regretit. 9
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PUSHING THE LIMITS

Resident =il

This milion-dollar port proved that the Nb6Y wasn't
immune 1o an infection of Resident Eull 2's size

0 PLATFORM: N6Y 0 RELEASED: 1999 0 DEVELOPER: ANGEL STUDIOSOAACTOR S

intendo’'s decision to shun
CD-ROMs forthe N6Y didn't
prevent the system from hauving
plenty of great gam esbut it did a
huge amount to shape the type of gam es
the console received. While the N6Y's
hardw are w as capable of displaying large 30
words with the kind of stability that PlayStation
ownenrs could only dream of0the storege
lim itations of ROM cartidges m eant that the
system struggled with the AN VOuolce acting
and prerecorded audio that were com mon on
Sony's hardw are. If you wanted to m ake a great
m ultiplatform gam e0it seem ed as though you'd
have to play to the strengths of neither form at.
Resident Evil 2 was not developed as a
m ultiplatform gam e. Oust as with the orginal0
the PlayStation w as the tamget platform and
anything else was secondary and would come
laten As a resultOthe gam e is designed for
the strengths of the hardw are O it features
plenty of ANV and voice actingDw hile the
storege-intensive prerendered backgrounds
lowerthe burden on the system's 30 grephics
capabllities. The gam e w as so large that It didn't
even 0t on a single CO-ROM.,

That's what m akes Angel Studios’ work so
im pressive. The 64MB cartddge the team had
to work with was the biggest the Nintendo 64
could suppontObut still mughly a tenth of the
size of one PlayStation disc, Yet the team of
nine full tim e staff and a contrectorm anaged
to crem Resident Euvil 2 into that spaceland
m Ireculously did so without any signilcant
cutbacks 0 every bit of the survival homor
erpedence is there to enlby More signilcantlyd
the sm all Am erican developereuven m anaged to
erpand on the experencelofferdng altemative
control schem es and options to reduce the
gorela new rendomiserm odelnew cheats and
ertrs story Oles connecting the gam e to other
gam es in the seres.

The exclusive features and sheerwow factor
of Resident Euvil 2's N6Y port ensure that it's
constantly in dem and with collectorsDand
therefore it's not the chespest version of the
gam e. A loose cartridge will set you back 025
orm oredand you'll haue to get a little lucky to
plck up a bored copy forunder0l 00, How everd
if you do preferto play it on Nintendo's platform O
you can rest assured yourgam ing experence
will be wholly uncom prom ised. ®*




The team developed a proprietary
FMV compression system for this
game, and the results are excellent B
virtually all of the original scenes are
here, though the framerate is halved
compared to the PlayStation version.

Textures were reworked to fit the
Né4’s 4KB limit, while voice data
was compressed to save spacell

backgrounds were, too, but you'd
struggle to notice without a direct
side-by-side comparison.

W ith an Expansion Pak installed,
Resident Evil 2 will sometimes utilise
a higherres mode. Combined with
this version’s texture fittering, this can
make for a cleaner appearance than
the PlayStation version of the game.

Angel Studios struggled with audio
conversion and brought in Factor 5
to assist. It was a smart move N the
music ended up better than the
PlayStation version, even offering full
support for Dolby Sunound setups.




SIMON BRAT TEL

For a period of three years, his name was synonymous with impossibly
fast and impressive games, on the ZX Spectrum computer in particular.
We journeyed to the north of Wales to meet up with Design Design's
Simon Brattel, to find out more about the man behind the games

Words by Graeme Mason

It’s raining when we arrive at
the offices of Design Design
Technology, just outside
Wrexham. It's raining when we
leave, too, and presumably it
didn’t stop in the three hours
between given the large puddles
that dot the car park. Inclement
weather aside, the rest of the
afternoon is a pleasant one,

in the company of a man
responsible for some of the
most technically memorable

ZX Spectrum games of the
mid-Eighties. From the large
open maze of Halls Of The
Things to the lightning velocity
of space shoot-'em-up Dark Star,
these were games that captured
the hearts of gamers, and the
magazine Crash in particular.

A commercial games coder for
a mere three years, he was the
Spectrum programming fire
that burned so very brightly,
very quickly, before software
deadline fatigue forced him back
to his roots as an electronics
designer and builder. From the
halls of Manchester University to
the headquarters of his Design
Design empire, this is Simon
Brattel, in the chair. Expect
copious urine-related expletives.
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Hi SimonKHow and
when did your love of
computers beginK

| started in the very early
days - actually probably
ahead of the curve around
1976, and | was building
homebrew stuff before you
could just walk into a shop
and buy a computer. | guess
| was always interested

in electronics, essentially
pissing around, getting my
friends to fund my education
by building amplifiers for
them. And then along

came these things called
‘microprocessors’, and |
thought, ‘Yeah, they look
interesting.’ So, | started
building my own home
computers from scratch. And the thing was, you
had to make it all up as you went along, looking
at the data sheet of the chips. My first actual
commercial computer was a ZX80, which had a
whole 1K of RAM. It was a horrible thing.

Did you have a purpose to all of this

tinkering aroundi

It was just for fun really, something new and
interesting. | always dreamed about having a
computer, probably from watching The Goodies
where they had these bloody great things with
tapes. It was a hobby; | was still at school and

living with my parents, and did most of my
computer-designing during French lessons. | had an
arrangement with the teacher: | was never gonna

M Suited up and ready to design.

learn French, and as long as
| didn’t disrupt the lessons,
he didn’t actually care.

C'est la vie. Eventually
this led you into

software designi

The interesting thing about
designing your own hardware
is you have to write your
own software and operating
systems. | mean, there were
8K ROMS that you get for
the KCLommodoreXPET, but
they were unobtainable, so
all the software running on
the machines you had to do
yourself. Then, while | was at
university, | bumped into a guy
called Neil M ottershead, and
Neil had a Nascom 2. Wow,
it was really advanced, and at the time Neil was

a much better programmer than I. But the beauty
back then was that you had to know a lot about the
hardware to get a thing like the Nascom working.
Neil had written his own assembler and various
utilities, and we basically put this on my hardware.
We called it Zeus, and it was brilliant.

How did you first start working for

Crystal Computingll

| had bumped into Graham K5taffordRin a book shop
in the early Eighties — he was perusing the 6502
section and | was in the Z80 section. We took the
piss out of each other, and had another chance
meeting a year later. Graham had met up with a guy
called Chris Clarke, and they had set up Crystal



. 1IN strangers, they
. were fighting over
the Spectrum, one
with a finger on the
" key and the crowd
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€& olways dreamed
about having
com putertlprobably
from watching The
Koodies where

they had these
bloody great things

w ith tapes ”

Sm on Brattel

D Even the olderSmon
Brettel occasionally smiles.

ZEUS

M Neil Mottershead created this

HALLS OF
THE THINGS

Com puting. Eventually they rented a three-storey
Victodan house in Cheetham HillDManchesterd
but to start we were all living In varous flats and
student accom m odation. It som ehow ended up
with Neil and | putting togethera version of Zeus
forCrustal to sell as an assem blen It was a strenge
relationship: they didn't want ournam es to appear
on this anyw here0they wanted it to com e out as
a Crystal productOw hich w as fairenough. SoONell
and | snuck ournam es into it anyw au.

AhDw a5 this the very first mention of
Design Design?

| came up with the name when I'd been m aking
am plifiers as a kid. Lots of Ds, . som ething about
itDas a child | had this very vague idea of setting
up a design communelwhere people would come
to us a5 @ group and we would solve problem s, |
w as very nalbel

Whatwas yourfirst actual gam e?

I'd wrtten a fairnum berof Space Invadertype
gam esObut actually the fist game | wrote had

a rnow of about nine light bulbs and there were
switches undemeathOand you had to hit the

rnght switch to go with the lights. That was all |
could essentially do on my first com putedwith its
room -wide set of switches.

Were you em ployed by Crystal?

NopeOwe were still studentsOpissing aroundOand it
ended up one day Neil and | dim ly thinking that we
didn't like any of the gam es out thereOthinking they
were all crep. We were playing 8 gam e on Nell's
Nascom called Heys O f Hreallan eary m aze gam e
0in factDa very good gam e forits time. We were

w ith anotherquy called Martin Horsley by now0Oand
he suggested you could do a similargam e in real
time and with more monsters. [t sort of ended up
with NellDMartin and | wAting Halls Of The ThingsD
w hich | still think is the best thing we everdid. It

INVARSION OF THE DARH STAR

M A Star Wars gam e in all but

BODY SNATCHASO

w as the first gam e where you had things exlisting
off-screen and where the enemies essentially had
the sam e weaspons as you. Now adaysOyou'd call

it 3 sandbor gam eland It was developed for funO
really0the three of us wrting the com putergame

we would like to plau.

When did you think you were on to

som ething special with Halls?

There was one evening where we took it up to the
common room s in the university halls of residence
and put the gam e on the television screen there.
Overthe course of about fourhoursOthe room
filled up with people who were blown away by
this gam e. All strengersOthey were fighting over
the Spectrum Oone with a fingeron the O key and
the crowd bayingDFreball itD' At one pointdthe
three of us backed aw ayllooking at this room ful
of people and basically said to each otherl e've
got som ething hered A few years ago0l looked

at the code and rew rote & few thingsOand added
soundOw hich we could have done at the tim e and
| actually regret. Ouramgum ent back thenOthoughO
w as that sound would have slowed it downOw hich
we would have hated.

Which of yourdevelopm ent m achines w as
Halls created on?

Lurch. They didn't really have nam eslbut then
people would ask me what they were calledlso
|'d st come up with som ething. Lurch was from
The Addam s Fam ily. Basil w as Basil Faw ltu.

After HallsOyou turned yourhand to a
fast-pacedOahem OunofficialDarcade gam e?
WellDlI'd alw ays liked Defendedlbut | could never
play it 0 It was too fastOand | didn't like the controls.
But | thought it was brlliantDa great plece of
progrem m ing0and loved the idea. Very pretty
grephics forthe perod. So | wanted to do & version
and do it as a frem e-lockedOreally fast gam e to

TT|:L} O0enngs from Smon
L that are worth yourtime

TANH BUSTERS

M With his colleague Martin

Greek-deity-inspired assem bler

forthe Nascom 2 com puter)
before Sim on helped port it

to his own hardware and the

ZH Spectrum Owhere It was
published by Crystal Com puting.
It was praised forits ease of
use in particularland is still
used to this day by Spectrum
Next enthusiasts,
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M While it m ay have reQulired flue
hands to playdthere's no doubting
the breadth of Halls' technical
achievem ent: 8 vast m azel
replete with hungry m onsters
that didn't st exist on-screen
and an open-wond ethos that
successfully generated enough
atm osphere to entertain plauers
foryears, A genuine 8-bit classic,

W Lightning-fast and franticO
Invasion successfullymimics much
of the original arcade gam e that

1t0 ahem 0 paus loving hom age

to. Most of Defender's gam eplayis
presentlfrom the energeticlaser
beam s and helpful radar screenlto
the deuilish aliens who are trying
to abduct hum anoids from the

planet surface.

nam el0ark Staris regarded by
m any as Sim on's m asterpiece.
Featuning a breathtaking first-
person view rerely erperienced
on the ZH Spectrum Oits clean
lines and frenetic blasting action
Im m ediately cem ented the

gam e as anotherhigh-Ouality
release from the bearded
wonder of Manchesten

Horsley having already produced

the excellent Battlezone clonel
Rom m el's Revengelfor the
ZHSpectrum 0Sim on him self had
acrack with a similargam e on

the Am stradBwith the sm ooth and
Im pressive Tank Busters the resultD
com plete with Its best bitter-fuelled
enplosionsOferm ented in its coder's
alcoholic stupon



[ZX Spectrum] By the tine Forbidden Planetwas released, Sinmon was
tiring of squeezing fast 3D ganes onto the ZX Spectrum
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[ZX Spectrum| Forbidden Planet is technically inpressive but tough as nails.

show technically that you could do that on the
Spectrum. Neil wrote a couple of bits for it too, and
we were using his assembler. He was probably
writing the new version of Zeus at this point.

Why was Zeus 2 not released commercially?

| can't recall specifically — maybe we were just such
assholes that we didn't want to give anyone else
the tools. Or that it was too tied to the development
machines to be given away, as it was written
specifically to run on our machines.

Your last game for Crystal was Warlock Of
Firetop Mountain...

At some point Penguin got in touch and they
wanted a computer version of the book.
Essentially, they had seen Halls and liked it, and
wanted something like that, only bigger and

with different enemies. It was an interesting
programming exercise because the thing with
Halls Of The Things was that the size of the

maze was determined by how much memory the
Spectrum has. It's actually got the whole map
stored in memory as one byte per space in the
map, which makes it easy to do things like moving
the monsters, but the problem is it takes up a lot
of memory. They wanted a bigger maze, so we
couldn’t do the same trick, we had to compress the
data and the consequence was the maze had to be
very sparse. So we ended up with this maze that's
hugely bigger than Halls, about 16 times bigger in
each direction, but got very little in it. There aren't
enough monsters, and you're sort of wandering
around this empty maze with not much happening.
We put a few tricks in, like a trail for the monsters
to follow and a few things guarding doors, but it
didn’t do much for me.

SCOre =20

The result was directly compared to Halls -
did that annoy you?

Yes, because the code was totally different, it had
to be. And they got what they asked for. There's
also a bug, | think you can’'t actually complete it
because the point where you find the warlock and
kill them is supposed to open an exit, but the code
that opens the door actually screws something up.
Shows you how much playtesting it had! We were
under pressure and basically pushed the memory
capacity to get this huge damn maze in. We were
never particularly happy with Warlock.

How did Crystal turn into Design Design?

We called it ‘The Night Of The Long Knives'. It was
very childish, and essentially Neil, Martin and | fell
out with Chris and more or less kicked him out of
his own company. Graham, being a programmer,
sided with us. Everyone will see this differently,

so I'm just giving you how | look at it now. It was
when Design Design took over because we were
getting fed up with Chris trying to stamp his name
over everything. He went off to join Artic and work
with Jon Ritman, whom we always used to take
the piss out of. We were great friends and he'd
come up and stay with us. One time, he came up
after he'd released Match Day, and as a joke | tore
up his Match Day poster into little bits and put it on
a piece of string as toilet paper. We'd wind each
other up like that.

Why use your old name Design Design?

Well, basically, | was quite smart, ‘cos | said, ‘Okay
we need a name for this, I'll let you all use Design
Design, but if | ever leave, I'm taking the name
with me because it's one I've used for a long
time." Which they were all pretty happy with.

IN THE CHAIR: SIMON BRATTEL

Sinmon pauses for a swig of fizzy pop
during a computer show.

. “ :
r‘fd, ? |

ue redally ouaht to get on
odder

» wall
"Hey,aren't you supposed to

"Shh no—one will notice®

[ZX Spectrum] Dark Star's B-side housed the nockery, Spectacle.

[ZX Spectrum] Dark Star's speed was maintained by
keeping its graphics sinple.

SELECTED TIMELINE

W HALLS OF THETHINGS [1983] ZX SPECTRUM

B INVASION OF THE BODY SNATCHAS! [1983]
ZX SPECTRUM

B ZEUS [1983] ZX SPECTRUM

B RETURN OFTHETHINGS [1984] ZX SPECTRUM

B THEWARLOCK OF FIRETOP MOUNTAIN [1984]
ZX SPECTRUM

B DARK STAR [1984] ZX SPECTRUM

B SPECTACLE [1984] ZX SPECTRUM

B TANK BUSTERS [1985] AMSTRAD CPC

M FORBIDDEN PLANET [1986] ZX SPECTRUM

B SPECTACLE 2 [1986] ZX SPECTRUM

B TAKING TIGER MOUNTAIN [1986] AMSTRAD CPC
(UNFINISHED)
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1 YOU ASK
THE QUESTIONS

Readers can get involved at
WWW.retrogamer.net/forum

ISABREMAN: How did the idea

of the interactive high score tables
come about?

It was an opportunity to slip more jokes
in. Writing games took time, much

of it spent alone, with not much to
entertain my sense of humour. So |

had free rein to dream up jokes and slip
them into the code. Besides, | needed
some excuse in case my bursts of mad
cackling were overheard.

WILL BROOKER: Was the name

Design Design inspired by Duran Duran?

No. No, oh no. No, not at — well, okay,
yes. Maybe. But which Duran Duran?

LEE THEASBY: Why didn't you do

Commodore 64 conversions?

Didn't like the machine much, mainly
because of the 6502 processor. But we
did keep a 6502 programmer, must have
been in a cage somewhere, and they did
conversions for Halls and Zeus. .. actually
it might have been the cellar. Not sure we
would waste a cage on one of 'em. Not a
whole cage. Not each.

CARLETON HANDLEY: What's the
password for Spectacle 27 This is an

in-joke — | worked at Walking Circles
and somebody rang once a week
asking for it.

Yeah... I'm sorry about that. | won't
do it again. They changed my meds
and... oh, sorry. That was someone
else. Ignore that... there's a clue in one
of the high score tables, a reference to
a Marillion CD. On the cover, a magpie
holds a key and the password is either,
‘The magpie holds the key,” or, ‘'The
magpie holds the golden key." | don't
remember exactly.

& RETROGANMER

£ £ 'd had enough. Another 3D
game, boring as hell. Everything

We did have a ponder
about other names, but it
became that by default as
it had been mentioned on
stuff and we all liked it.

So, 1984, new
company, new games.
Who's in charge?

We let Graham think

he was in charge, but all the decisions were very
ad hoc. From my point of view, | just wanted to
play around with electronics, design hardware and
write software for fun. Basically games were an
inconvenience we had to do every now and then
to pay for it all. It was quite amusing times — we
were basically pissing about, making lots of money
and having fun.

Simon Brattel

You acquired the nickname Crem — what was
that about?

It was from the Kenny Everett cartoon series,
Captain Kremmen. Simon Jackson's girlfriend, Fiona
Churchyard, called me it and | spelt it with a ‘C’
because I'm stupid.

Your first game at Design Design was Dark
Star—how did this come about?

There was a Star Wars machine at one of the
motorway services on the M62 and we would
sometimes head out that way in the middle of the
night to go and play the bloody thing. Dark Star
was originally a starfield demo which I'd done for
my graphics card that I'd designed at university.
Basically, the machines | was doing had better
graphics than you would get on a typical home
computer, and | did this demo to show off a moving
starfield to show off the fact it had nice pixels. At
some point, while | was playing with this, | reduced
the Y to zero, so instead of having a big block of
stars you actually had a flat plane and the visual
effect of slipping in and out of this looked really
superb. I'd always thought I'd quite like to do a
game with this, but I'd found if you want to do
proper 3D, the maths is quite involved. But if you
took a block of stars and just slide the viewpoint
around so it never changes angle, it just moves;
you get pretty much the same visual effect, and
reasonably fast. I'm quite proud of all the coding
tricks | used to get it to go fast. If you look at the
towers, it does have some hidden lines, people
thought it was done to make it more realistic, but it
was to stop me having to draw those bloody things!

was hard, | pushed the speed
up, then added things and
drove the speed down

It was well-reviewed...

As a programming exercise | was very proud of it,
but as a game, it was really very simple. Spaceships
were drawn with three lines; | couldn’t afford to
draw any more than that. Most of my code was
designed around doing something impressive-
looking, and trying to put a game on it. Crash were
a great bunch in particular, and | think it was the
only time they ever gave 100% for something

as well. Think it was for ‘use of computer’ —
presumably because | threatened them!

Dark Star's cassette had an odd program
called Spectacle on its flip side. What

was that about?

The first adverts for the Spectrum made a fuss
about the fact it was a colour computer and there
were these teletext images basically implying you
could do teletext on the Spectrum as a sales thing.
So it occurred to me as a piss-take that we ought
to do something that looked like teletext. [In the]
meantime | was getting bored writing Dark Star,
fiddling around with code, drawing lines, optimising
and getting thoroughly fed up. | loved to joke
around, and games were an excuse, with the high
score tables, and | started muttering darkly about
doing this teletext editor, knocking it up on my
development machine, but not having time to do
anything with it. But Martin Horsley liked the idea,
and he wandered off one weekend and wrote all
the code for Spectacle and dumped it on my desk.

The high score tables — you became
renowned for them!

We could never resist the opportunity to take the
piss. | used to joke that we made games so we
could release high score tables, as people wouldn't
buy them by themselves. Everyone moaned there
wasn't one for Halls, so it started with Invasions
Of The Body Snatchas!. It used a proportional
font so you could get as much text as possible in
and | think everyone came up with names to put
in. Martin came up with ‘Little Fuzzy’, there are

[ZX Spectrum] The hero stands triunphant over a dead
Thingin Halls Of The Things.

[ZX Spectrum] Attractive Defender horrage *cough*
clone, Invasion Of The Body Snatchas! is fast and frantic.



[Z2X Spectrum] Go waggle that thing in someone else’s direction.

references to the Blues Brothers, and a bloody joke
behind every single line.

What came after Dark Star?

| did the Amstrad game, Tank Busters, which | still
like. | used to have a Battlezone arcade machine — it
was a stunning game that we all loved. Martin had
already done Rommel’s Revenge on the Spectrum,
and | thought it was too slow. Take nothing away
from him, brilliant to have done it on the Spectrum,
but the framerate was never high enough. So |

had in the back of my mind to do a better version
of Battlezone, and technically | think it's probably
the best piece of software I've written from those
days because it was hard to get it going fast. And

it bloody moves! It was a short, sweet couple of
weeks programming, but towards the end | needed
an explosion for when you shot a tank. In Rommel’s
Revenge they just disappeared, and | thought, ‘I'm
not having that." But | couldn’t do it, it involved far
too much processing, so we all went out one night
and got completely pissed, seven or eight pints of
Old Toms. When we got back, everyone else went
to bed and | sat down in front of this thing thinking,
‘| have to do something about these explosions.’
And | woke up and the development machine is
still on with Tank Busters sitting there. | hit the
space bar to fire and there's this beautiful explosion
breaking up into fragments, spinning off and
bouncing everywhere. It was perfectly formatted
code, and conclusive proof my subconscious is

a lot smarter than | am. Although, subsequent
experiments have not been as effective...

Dark Star sequel Forbidden Planet marked
the beginning of the end for you with
videogames. What happened?

It was awful. I'd had enough. Another 3D game,
boring as hell. Everything was hard, | pushed the

speed up, then added things and drove the speed
down. Technically, Forbidden Planet had a lot of
bits that were very hard to do, like the force fields
you have to see through when they're open, which
didn’t translate to looking particularly impressive.
That was where it went wrong, a lot of work went
into the mechanics and fundamentally it didn't

pay off. I'd really had enough of writing games.
'‘30-year-olds don't write games,’ | thought. How
wrong was |I? And it wasn't my best decision to get
out of the games industry.

Were you working on anything when you left?
Yes, there was a game that never reached the
shelves called Taking Tiger Mountain which was
going to be Tank Busters 2 with a strategy element,
probably for the Amstrad and Spectrum. You had

a console interface, you could type commands in,
arrange supply drops and it was two players as
well —a cunning piece of hardware that connected
two Amstrads. But | never finished it; | walked out
in 1986, and told them they could use the name
[Design Design] for a year. It was very stressful
working to deadlines. | set up KBM Systems and
began doing more electronic design.

Design Design became Walking Circles...
| thought that was a really good name, after the
illusion of circles that spins, | think. | was jealous.

Which of your games are you most proud of?
Halls because the gameplay was spot-on and it
wasn't just a programming exercise. The three of us
worked well and it was written for fun.

How do you look back at your time making
games in the Eighties?

| look back at it fondly. It was a great bunch

of people and we got paid a lot for having fun.

IN THE CHAIR: SIMON BRATTEL

1 YOU ASK
THE QUESTIONS

JAKE WARREN: Whatever happened

to the crew of the black Astra?

They grew up, and had to leave
Neverland... | took the Astra when | left
and used it for a few years, before giving
it away to a friend. Not that the tax office
ever believed that.

RORY MILNE: Why wouldn't you tell
Jon Ritman how Knight Lore worked
when you sussed out how some of its
graphics could go behind others before
he did? What was Jon's reaction?

Gawd knows, | don't remember. We
were probably both stoned at the time.

NORTHWAY: Did you make any

16-bit games?

Yes, an unreleased version of Battlezone
on the Amiga and a follow-up to Invasion
Of The Body Snatchas! for the PC back
in the 8086/80286 days, and a few
others buried away inside various bits of
hardware for people to discover.

FLORINTHEDWARF: Why did you

insist on using 90% of the available
keys for Halls?

We developed it, and played it, on my
homebrew computer, which had a really
nice keyboard. The keys weren't the skin-
crawlingly awful experience they were
on the Spectrum, so we didn't really
think about avoiding them. | suppose
the number crept up without us noticing
we'd reached n-n-nineteen. | took pity
on people with the recent re-releases of
Halls, and it can be played with just five
keys, or passably with a joystick!

What set us apart was having a decent sense
of humour, which is absent quite a lot these
days. And | was basically free to do whatever |
wanted, spending most of my time designing
computers, fiddling about with software for
myself, and writing the odd game as a sideline.
You know — pissing about.

RETROGAVER &
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M It's been
a real
rollercoaster
ride this issue
as we've
dabbled with
both the peace
and tranluillity
of the latest
Animal
Crossing
game as well
as the insane
carnage that
can only
come_frorp
experiencin
tlfg excellen%
remaster of
Doom 64

% PICKS OF
THE MONTH

AT
DARRAN
Doomé4
I've been playing this on
Né4,andit’s nice to see
how many enhancements
Nightdive has made toits
ambitious remaster.

DRE
ResidentEvil 3
JillValentineis clearly
the best Resident Evil
character, soit’s greatto
see hertake centre stage
again afteralong hiatus.

8 M RETRO GAMER

RURRT=U

INFORMATION

» SYSTEMS:
XBOXONE (TESTED), PC, PS4,
SWITCH

» PRICE:
RH3KN

» PUBLISHER:
BETHESDA SOFTWORKS

» DEVELOPER:
NIGHTDIVE STUDIOS

» PLAYERS:
]

» BXbox OnelNightdive Studios
has added several new stages that
were originally planned for the
Né4 release. They're extremely
challenging, so be prepared.

Doom 64’s
Nintendo 64
exclusivity meant that
many gamers never
got to experience it
Brst time around. This
is a crying shame, as it’s easily one
of the best examples of early Doom
that you can buy and proved the Né4’s
capabilities at handling a fast-paced
frantic Brst-person shooter. Thankfully,
Doom 64 has now been given a larger
release thanks to a fantastic new HD
re-release by Nightdive Studios. It's a
wise decision on the part of Bethesda,
as the Vancouver-based Nightdive has
Buickly built a solid reputation thanks
to impressive remasters of Turok:
Dinosaur Hunter, System Shock, The
7th Guest and countless other classics.
If you've never gotten around to
playing the original N64 release, let’s
Hist say you’re missing out. Granted,

» BXbox OneRDoom 64has a number of
stages called Bun Levels’. They're not fun
at all, though, and are brutally dif¥cult.

aspects of Doom 64 feel oldfashioned
thell, they felt a bit archaic back in the
day when compared to the likes of
GoldenEyelbut what it does it does
very well indeed. The core Doom
gameplay is all present and comrect,
which means you’ll be looking for keys
to open colourcoded doors, Ripping
switches to activate lifts and access
new areas, and religiously exploring
every nook and cranny of the expertly
designed levels to Bnd secrets that
will contain useful items like ammo
and aimour. Doom 64 works so well
because everything about it feels
so incredibly pure. Rather than a
simple remake of the original game,
Doom é4is a completely new entry
in the Hellspawn-slaying series with
brand-new chapters and a selection of
secret, sometimes brutal levels.

The map design, while not Buite
up to the standards of John Romero’s
work on Doom and Doom |, still
manages to hold up exceptionally well,
starting off relatively straightforward,
but soon tuming into labyrinthine mazes
that will test both your mental agility
as well as your trigger Enger. The
weaponry on offer is as satisfying as
you’d expect from the Doom series and
while the Hring animations are nowhere
near as impressive as other versions,
the actual feel of each gun is superb
and you really feel the impact of your
weapon’s Brepower as it rips and tears
through demonic Resh.

o
Fi AN

BREF HISTORY

» The original Doomwas released
in December BXX3 and instantly
revolutionised the Brst-person
shooter. Its inuence was
widespread and EDoom clones’
Ruickly became synonymous with
any shooters that followed in

the game’s wake. Doom 64 was
released as an Né4 exclusive in
M7 and contained 32 brand-new
levels along with numerous
enhancements to the original
Doom engine.



1 Mc

Doom 64's menagerie of foul beasts
will be largely familiar to those that
have played earlier Doom games, but
their new designs which admittedly
can look a little blurry at times certainly
help to keep the experience fresh and
reinforce that this is a standalone Doom
game you're playing, and not some

uick-and-dirty port. While only a few
new demons are exclusive to Doom 64,
they fit in perfectly and will uickly
succumb to the excellent weaponry
that's available to use. Chainsaws,
shotguns, pistols, rocket launchers and
even the BFG9 are all present and
correct, and the game also introduces
the Unmaker, a dangerous laser that
was planned for the original Doom but
never made the cut.

Perhaps the most impressive
aspect of Doom 64 is just how cheap
it actually is. 3.99 is ridiculously
inexpensive when you consider just

» boxOne The Absolution is Doom 64's last level and what the project was called before it hecame a Doom game.

— 0 ILF ] LA

how much game there is to enjoy in
Nightdive's latest remaster, and it even
comes free with certain versions of
Doom Eternal making it even better
value for money. Of course Doom 64's
paltry asking price would be pointless
if it was a sloppy version of the original
N64 game, but this is far from the
case and Nightdive Studios has done a
cracking job on making Doom 64 nice
and presentable for modern gamers.
The most obvious upgrade to the
original game is the core controls. The
N64's lack of a second analogue stick
meant that you had to rely on either
the C or shoulder buttons for strafing.
It worked fine for the time, but is a
little hard on the thumbs today we've
recently started playing it after picking
up a NTSC version . That’s no longer
an issue on modern controllers and
as a result everything feels that little
more responsive. Graphically it has

REVEWS DOOM 64

» boxOne There are plenty of familiar
weapons to use in Doom 64 and each and
every one packs a mighty punch.

Vv SOMETHING OLD
WOLFENSTEIN 3D PC

V¥ SOMETHING NEW
DOOMETERNAL BO ONE

» boxOne Doom64s pu les are relatively simple and often focus on the collection of keys.

been given a significant upgrade, too.
Running on a modified version of the
original Doom engine, Doom 64 always
looked good on its original release,

and Nightdive has done everything it
can to ensure its distinctive look has
been replicated on modern systems.
There are new hrightness options, it's
possible to change the field of view and
add a filter, while num erous antialiasing
options have also been included.

But that's not all, Nightdive has also
added a brand-new chapter to the
game, that consists of six challenging
new levels, as well as an additional ‘fun’
level, bringing the total level count up
to an impressive 39. This new chapter,
which takes place after you complete
The Absolution Doom 64's final stage ,
is filled with dangerous enemies,
sneaky pu les to solve and some
brilliant map design. It's tough, but feels

» boxOne Play your cards right and you can watch
enemies turn on each other, saving you bullets.

like a natural extension to an already
impressive game. *

In a nutshell

While Doom 64's gameplay is old, it’s
also incredibly pure, and as a result
it's aged far better than similar games
of the period. Add in some enhanced
extras and a low price and this is an
essential purchase.

>> Score
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Hot off the heels of the excellent
Resident Evil 2 remake, the survival
horror series has returned for a
reimagining of the series’ threequel.

Due to it being developed in tandem
with last year's game, Resident Evil 3 will
immediately feel and look familiar to those
who explored the RPD. This time stepping
into the boots of Spencer Mansion survivor
Jill Valentine, you find yourself in the streets
of the doomed Raccoon City pursued by a
terrifying bioweapon: Nemesis.

And this is where we find one of our
main criticisms Nemesis just doesn't really
command the terrifying presence like he
did in the original game - here he just feels
like a spooky setpiece generator. When
he appears, he genuinely is threatening
and wiill likely wipe the floor with you, but
he only shows up at set times. While you
felt like you were trapped inside a location
with Mr X in RE2, here Nemesis feels like a

BRARR R s

% PICK OF THE MONTH
Resident Evil 3

» System: PS4 (tested), Xbox, PC» Buy it from: Online, retail » Buy it for: 4999

compared to the showdowns against Mr X
or William Birkin in last year's remake. This
is thanks to Resident Evil 3's stronger focus
on action and gunplay.

Yes, there’s less solving puzzles here
and more dealing with bigger hordes of
brain-biters. And Jill now has access to a
dodge ability that can slow down time when
executed at the right time, which makes the

. . , PS4 The scriptand voice acti lot better when
game feel more videogame-y, but it doesn’t memx&méﬂgfzfggz '

ruin the fun. There’s still an emphasis on
managing ammo and health, so don’t think
everything you come across can be solved
by throwing bullets at it. Sometimes it's just
better to run.

How much you’ll enjoy this remake
compared to last year's depends on how
you like your horror — more atmospheric or
action-packed? If you prefer Aliens to Alien
then you'll probably like this as much as or
more than RE2. If you revel in slow burns
though, this will fall short. However, it’s still

nuisance you have to outrun for a bit. That a strong remake of the original.

said, the multiple boss fights against this . . .
(v) » PS4 Environments are typically more urban than other Resi

big bad beast feel much more improved > Score 82% games, and are crammed full of undead.

Langrisser| Il La-Miana1 2
» grlsyt?t?om Qnline, retail » B:uy it for: 3999 » System: Switch (tested), PS4, Xbox One

» Buy it from: Retail » Buy it for: 5499 » System: Switch » Buy it from: Online, retail
This package bundles together remakes This homage to MSX-era platform games » Buyitfor: 4999
of the first two games in Masaya’s was first unleashed upon the world in 2005, The Animal Crossing series continues
tactical RPG series, the first being and quickly became famed for its rather to evolve with each new release, and
better known in the west as Warsong. obtuse design. ltfalls somewhere between Super while New Horizons certainly isn’t earth-
Fans of games like Fire Emblem and Shining IVEetroid and Rick Dangerous — you have the freedom shattering, it's becoming an essential way
Force will be right at home here, with a neat to go anywhere you like, butit's rather di cult, with to while away each new day. While progress
wrinkle being that your party members can hire some very sneaky traps and very little in the way feels slovwwand the ahility to only have one island per
soldiers, unlocking di erent types with their of helpo ered to new players. Both games play Switch seems stingy, there’s no denying that much
own strengths and weaknesses as you promote similarly, though the sequel’s visuals are a little has been done to make New Horizons as accessible
them through classes. You can choose between more impressive and you play as the daughter of as possible. The addition of Nook Miles, which are
classic or remade music and character art, but the original adventurer. The games are undoubtedly granted for achieving tasks like collecting insects or
the graphical presentation on maps and in battle well constructed, but can prove highly frustrating. building items, adds some much-needed structure
is relatively weak for a full- price game. if you can The physical bundle is quite lavish, featuring a puzzle, to the series, while the inclusion of a cra ing system
look past that, the two games are still good fun CD soundtrack and art book, but the two games are also helps to flesh the game out. Add in lots of
and both of them are pretty he y, so they will last available separately as digital releases for a loner charming flourishes, and New Horizons proves that
a long time for even avid fans of the genre. price — seek them out if you're unsure. Nintendo’s cute sim still has plenty of life in it

>> Score 77% >> Score 72% >> Score 85%
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[CB4] Hopping around the King's Valley
in Hokuto Force's MSX conversion.
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The last couple of months have available at the end of 2019 was the being published by developer Wil and is
been spectacularly busy for the platform-based King's Valley from a pair-matching memory game where
Commodore 64 scene, so we'll just Hokuto Force. This is the Konami MISX the player must find two identical cards
touch on some recent releases. game of the same name shifted over within the deck laid out on-screen to
: (0B4] Practicing with Drunken Chopsticksis To get things going, Antonio Savona to Commodore’s beige Breadbin, and remove them.
= I perfect for when there's a fiy on your food: has recently put out another Activision everything has survived the conversion Heading back to action games,
Atari 2600 port in the form of Crackpots,  very nicely, judging by the quick play there's a YouTube video behind
where the player’s avatar must drop we had after exploring behind Kikstart.me.uk/leap-c64 of Leap,
flowerpots on spiders as they clamber Kikstart.me.uk/kings-valley-c64. which seems to be a visually attractive
up a wall. This seems a little harsh on Drunken Chopsticks by Atlantis is a tribute to the Gremlin Graphics classic
the spiders to us, but Dan Kitchen, the slightly more surreal game, where karate ~ Bounder currently in the early stages of
developer of the original game, has master Mr Miyagi encourages the player  development. Finally, there’s a couple of
given this C64 port his seal of approval to capture flies threatening their food shooters in the form of Into Hinterland
and it can be found at Kikstart.me.uk/ with a pair of chopsticks hovering over World - Kikstart.me.uk/hinterland-c64
crackpots-c64. the plate, loosely recreating a scene — by demo scene developers Abyss
Also on the conversion front, Jon from The Karate Kidin the process. Connection, and Vega — Kikstart.me.uk/
Williams has released a port of his C16 This task is very difficult both in real life vega-c64 — from Atwoods Studios,
migfgggsg:esiﬂ 'SCII-flavoured classic Major Blink — available at and the game, but would-be martial both are space-bound adventures, with
with Atwoods Si&g?@g’;ﬁ action Kikstart.me.uk/major-blink-c64 — which artists can give it a try at Kikstart. me.uk/ the former offering some challenging
' is a no-nonsense blaster in the same chopsticks-c64. Those wanting to and fast-paced blasting, and the latter
style as his previous release Berks exercise mentally rather than physically dishing up PETSCII graphics and a more
Fourand the other games in that might want to look at MatchSClIl— sedate feel to the action that we found

series. Another conversion made Kikstart.me.uk/matchscii-c64 —which is  rather enjoyable.




NEW GAMES NEEDED

if you have a homebrew proict you would like to see featured then

please contact us at: retrogamer@futurenet.com

The ARuarius hasn't received much attention aller it was
discontinued, but one man looking to change that is Roy

Templeman. We had a Buick chat with him about the
challenges of programming for Mattel’s system

The ABuarius doesn’t get
much homebrew love,
what drew you to it?

There are two main things
that draw me to this machine.
HHLike so many out there,
you have an emotional tie to
your Brst computer, in my
case that was the ARuarius. It
was a Christmas present for
tenyear-old Roy, who wanted
a Spectrum, would have
settled for a ZX8R, but got an
ARuarius! 20l absolutely love
the underdogs. The ARuarius
is certainly an underdog.

And how difficult is this
system to program for?
Very. The limitations of the
machine make it dificult to
do some of the things that
other computers can do

with ease. Simple things like
colour changes, keyboard
repeats and graphics. The
ARuarius has no UDG ability
whatsoever, and no Byraphics’
mode. It means that
everything is character-based,
this makes creating games
very difficult.

(T
Fraan FETPIS say fo abae?

How long did A¥uariworm
take to write?

If you include all the testing,
then it probably took about a
month or so.

What has the response from
ABuarius gamers been like?
Fantastic! Everyone loves
Aluariworm. | think it's

the Brst new game for the
ABuarius in the last 35 years!
I was at a retro computer
meet-up only a few weeks
ago, and took my ARuarius
with ARuariworm. | was
taken aback by the number
of people that wanted to play
it. The good news is that
Cronosoft will be publishing
ANuariworm very soon, so
other ARuarius owners will
be able to get hold of a brand-
new game for 2020 on tape!

Finally, do you have any
future proRects lined up for
the ARuarius?

Wel,, | have written a couple
of ten-line games B Invader
and Bomb CatcherH and as a
result of those, | have begun
workon Bomb Catcher2. 1
appear to be on aone-man
mission to increase the
games library for this terrible,
yet lovable underdog! | have
around 70 machines in my
collection, and | defnitely like
the underdogs. | have been a

BABuariusBA worns life is, it seems,

collector for

about 20 years.

The Aluarius was

my Brst computer. |

think that the salesman

saw my dad coming, as he
managed to convince dad
that his son wouldn’t want

a ZX8y, it had no sound, no
colourand only BK of RAM...
BV hat you want is this! The
M attel ARuarius, with colour!
Sound! 4K of RAM, and

it's cheaperthan a ZX8H!’
Dad did the Bight’ thing, and
bought the thetter’ machine.
W hen | opened the ARuarius
on Christmas, | was anything
but disappointed! | didn’t care
that | had never heard of an
ARuarius, | didn’t care that it
only came with one game B
Tron Deadly Discs B | didn't
care that it was only on the
market for four months. This
was my computer. And so my
adventure began at ten. Had
it not been for that ARuarius,
and its lack of games, | don’t
think that | would be in IT
doing what I love today. It
started me on a career path,
that was HsBalso my hobby.
How lucky am I?! Thank you
dad, thank you M attel, thank
you ARuarius.

Huite similar to being in a conga line.
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A LICK OF PAIN

RAmstrad CPCR
This world may
be a dangerous
place, but it looks
prettier now.

RAtari 78008
Lining up three
of the yellow
blocks to
appease the
dragon.
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Over at the CPCW ki forums, a user called
Fmtrx has been playing with Richard Aplin’s
ENKO conversion of Shinobi, pulling it apart
to modify the graphics and edit the colour
palettes used with a piece of software
called cpctoolkit. The result of this work is
Shinobi Remasterand, while the gameplay
remains the same, the new look is striking.

There’s a discussion thread which can be
found at Kikstart.me.uk/shinobi-rem-cpc which
goes into a lot more detail, including some
side-by-side comparisons from both CPC
versions and the arcade original.
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ENTER THE
DRAGON

It's a work-inprogress at the time of
writing, but Dragon’s Cache for the
Atari 7800 is a Columns-style action puzzler
that’s already received a noticeable amount
of love and attention. Players can become
avaricious dragons on their own, but the game
also offers a battle mode where two dragons
can duke it out for treasure.

The current version is available to
download as a public beta from Atari Age
behind Kikstart.me.uk/dragons-cache-7800, so
ProSystem fans may want to give it a go and
perhaps offer up some feedback.




Released in 2008, Shoot Redux:
M arifrisky Space Warrior on
the Spectrum was developed
by Computer Emuzone under
its CEN Minigames label and is
a gallery-style shoot-em-up.
The asteroids at the top of the
screen aren’t a threat but they are
worth points and so should be
the primary target. The rockets
that regulally zoom down the
screen usually end up as collateral
damage since they spawn directly
above the player craft.

Players shouldn’t expect any
depth from Shoot Redux i there
aren’t any long missions to
worry about K and it does have a
somew hat steep diflculty curve,
but at the same time this is one
of those simple blasters where it’s
easy to just get into ‘the zone’ and
relax despite the frantic pace. Head
to Mikstart.me.uk/shoot-redux-spec
for more information.

» BN SpectrumXShooting straight up the
middle, looking for a gap to zap asteroids.

» BN SpectrumXTime for a relaxing hail of
bullets and some mindless destruction.

MILLIE AND MOLLY

PLATFORM: COMMODORE 64 » DEVELOPER: CARLETON HANDLEY » DOWNLOAD: X I} START.ME.UR /MILLIEXC64 » PRICE: X3.00 DOWNLOAD

Millie and Molly’s world is full
of malicious monsters and the
two ladies have decided that
enough is enough. Dispatching
these creatures might seem easy
since it's just a case of walking
left or right directly into the space
they occupy, but, because neither
of our heroes can jump, the player
must instead use ladders to move
vertically through the stage or fall
onto items which have previously
been positioned. Only one character
is available initially, but when both
are in play a tap of the Hre button
will toggle between them, and it’s
possible for the inactive one to act

as a platform for the other if needed.

Neither of the characters
can die within a stage, even
if they should plummet
from a great height or
something large falls onto
their head, but it is feasible

for them to end up in an
impossible situation, so
the game offers a couple
of ways out. There's the
traditional option to restart
the current stage N either
directly from the in-game
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menu or by using the current level

code to return to it at a later date with

fresh eyes B or the more interesting
time-rewind feature, which is
activated by holding the fire button
down during play and sees recent
events spooling rapidly backwards,
accompanied by on-screen noise
that’s reminiscent of a VHS recorder
until the button is released.

It's obvious that a lot of thought
has gone into making this game
very approachable, and there isn’t
a clock ticking down during each
stage, either, so players can stop and
ponder at length about the puzzles
before making their first move. That
relaxed attitude and freedom to
rewind away otherwise game-ending
mistakes doesn’t mean the puzzles
are easy however, and it doesn’t take
long before all of that extra thinking
time comes in handy. There's even
a built-in level editor included from
the game’s main menu which can
be used to knock up new stages
and save them to disk for later,
allowing the more creative players to
test each other further.

XX Score 93K

HC64Magically changing control between the
two playable characters to solve a puzzle.
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MC648Some of the monsters fall but others don't,
which is something that needs to be allowed for.

MC648Making mistakes isn’t the end of the
world... justa leaming experience.




Don't forget to follow us online for all the latest retro updates | {
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A FAIRY
WITHOUT
WINGS

PLATFORM: GAME BOY » DEVELOPER: NEX ETE
PRICE: NAMEYOUR OWN
DOWNLOAD: K ¥ START.ME.UR /FAIRYXGB
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M5ame BoyXOne enemmy type slowly drifts
around after the player, so nowhere is safe.

All of the fairy folk have been caged up
and carted off untilonly one remains
to rescue them, which is a bit of an ask.
She might have an innate predilection for
gathering molars and the like, but she was
bom without wings and can't Rit freely
around while going about her job.

Having to walk means that gathering all
of the teeth on each stage while avoiding
baddies is going to take longer and prove
more dif¥cult than it would for her sisters,
but doing so grants the brave sprite the
ability to Hre lightning bolts which can be
used to free the captives.

The controls can sometimes prove a
little nicky and the game is quite stingy
with dishing out time, but this is a neat
platformer. A little forward-planning will
help with completing the stages, but quick
reactions and solid D pad skills are far more
important to save the fairies.

XX Score 85K

Mame BoyREither the
5 : are really small or whatever lost those tes:t:lrizalrlj;s
4 ! oty !
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AQUARIWORM

PLATFORM: AQUARIUS » DEVELOPER: ROY TEMPLEMAN
DOWNLOAD: X IR START.ME.UX /AQUARIWORM
PRICE: FREE DOWNLOAD, TAPERTBA

Life as a snake might seem fun from the outside but
there's constant danger, especially if you should Bnd
yourself trapped in a mazelike environment with only
the occasional morsel of food available to sustain you.
It doesn’t help that once you’re in motion and slithering through
gaps in the walls it's impossible to stop, so fast reactions are a
must to avoid fatal head-on collisions with immovable objects
and parts of your own body which expands every time you eat.
Agquariworm isn’t the best implementation of the classic Snake
formula that we’ve seen on an 8-bit system K there’s nothing
preventing an immediately fatal reversal of direction, for example
¥ but is a reasonable if sometimes frustrating experience to
play. It's hard not to appreciate it as an exciting sign of life for the
M attel Aquarius however, and we're interested to see where
both the platform and developer head next.

Score 70K

RAquariusBLining the wormup for what is hopefully a tasty snack.

ANGRY BETTY

PLATFORM: ATARI 88BIT » DEVELOPER: MICHAEL RASK ULA
DOWNLOAD: R IX START.ME.UX /BETTYRA8 » PRICE: FREE

When Betty decides that she wants a new house, it’s

up to herpoor, beleaguered husband to scrape together

the required cash. Fortunately, our hero knows how to wield
a pickaxe so he can go digging for treasure while taking care to
avoid the patrolling underground creatures, becoming trapped

after excavating too much soil or running out of air.

Along with their trusty pickaxe, the player has a limited
stock of ladder segments and explosives which can be used to
recover from difficult situations and, along with saving for the
new house, money eamned from gathering subterranean riches
can be spent at the shop for more supplies or upgrades to the
default mining tool.

The idea is interesting but the execution is somewhat clunky,
with sluggish controls and sometimes ropey collision detection.
This could have been far more entertaining, but as it stands it
won't keep the average player coming back for more.

XX Score 61K

SHART BOMBS : &

»EApple lIXDefend your world in the
horizontally scrolling Planet Invasion 2020.

There have been a couple of
new games for the Apple Il
recently. Planet Invasion 2020

is a simple, Defenderstyle
shoot-em-up where the player's
craft is Kown over the scrolling
landscape to blast UFOs. There’s
a limited supply of fuel to worry
about, but this can be replenished
by blasting the rockets. You can
Mnd the game at Rikstart.me.uk/
planet-invasion-a2 and, while it's
simple now, it might be expanded
on in the future.

Bagatelle is based on the game
of the same name where balls fall
down a table and score points by
dropping into holes guarded by
pegs. We gave it a quick try and,
although it’s a little hard to tell
what’s going on sometimes, we
found it entertaining so Apple fans
may want to give it a try. Head to
Mikstart.me.uk/bagatelle-a2.

RAtari 8-bitXThe ladder can be helpful after
literally digging yourself into a hole.

RAtari 8-bitXThere’s a limit to how far Betty’s
husband can go to escape her wrath.

........
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HAVE YOUR SAY SEND US A LETTER OR MAKE YOURSELF
HEARD ON THE ONLINE FORUM WWW.RETROGAMER.NET

STAR LETTER

MAKE THE SWITCH

Dear Retro Gamer,

Have you considered putting
Nintendo’s Switch on the cover
of Retro Gam er? Before you
laugh me out of the room, have
a think about the sheer am ount
of retro-hased content which is
available on Nintendo’s machine
and it all begins to make a lot
of sense. Virtually all the Neo
Geo AES library is available on
the system, and there is a large
number of other arcade games to
buy, too, from Data East classics
to those from Nintendo. And then,
of course, there are the large
number of com pilations you can
buy for the console, both digitally
and physically. There are countless
Mega Man collections, the SNK
com pilation, the recent Psikyo
collections and many more, plus

ISCORE

TIME] 39

I've not even started on titles like
Okami Resident Evil Wonder Boy
and the Sega Ages range. Basically,
Nintendo’s hybrid handheld is an
essential console for any retro
gamer and the uicker you put it on
the cover the happier I'll be.
Regards,

ason Tumer

Thanks for writing in, ason.
While we're unlikely to put

the Switch on the cover, we

do agree with you that it's a
fantastic device for playing
retro games on. Granted, many
of the games you've mentioned
are also on other contem porary
systems, but the Nintendo
exclusives and the system’s
versatility m ake it our preferred
choice, too.

» Switch Nintendo’s hybrid console has a staggering number of classic titles, compilations and remasters,

including the excellent Sega Ages Out Run.

>

» Darran’s spending far too much money on boxed N64
games at the moment, so he feels Lee’s pain.

9% RETRO GAMER

MINT IN BO

HiRetro Gamer,
My son recently discovered my old

PlayStation and PlayStation 2 consoles,

along with a load of games for each.
He has now decided that he wants to
display them in his bedroom as part
of his gamer setup. Unfortunately, | no
longer have the original boxes for the

consoles, and some of the game cases

are broken and cracked due to the
moving we have done over the years.
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» SNES If we can get hold of the relevant developers we'll certainly consider a big article on Fighter’s History. It's

unlikely to make the cover, mind.

| was hoping if you knew of any
seller that sells original or duplicates of
the console boxes and packaging. | am
also looking for original or duplicates of
PlayStation cases to return the consoles
and games back to their retro glory.

| thank you for your time and any
inform ation that you can provide.
Kind regards,
Lee Cunningham

It's great to hear that your son is
enjoying your older games, Lee. In
terms of replacem ent cases, your
best bet is to try the likes of Etsy
and eBay, although many of these
are reproductions, which ultim ately
dilute the collecting market.
Alternatively, look for cheap sports
games at places like CE and
replace your cases that way.

GET READY TO RUMBLE

HiRetro Gamer,
You run a terrific maga ine and I've
bought it from the start. One huge
game series that has slipped your
net for coverage has been Fighter's
History. This is surely worthy of a full
eight-to-ten-page story and not some
lam e four-pager You have a character
called Karnov with his own tim eline,
you have three fighting games and
the original Fighter's History Dynam ite
made world news with its court battle
between Data East and Capcom.
Please could you devote a nice
eight-pager to this series. Imagine the

beautiful Kamov's Revenge art on that
edition of Retro Gam er’s cover.

Keep up the great work,

Mohammed Khan

Thanks for writing in,

Mohammed. If we can get some
suitable interviews we'd be more
than happy to cover the games
you've re uested. Our very own
Nick Thorpe is familiar with the
series and he’s well aware of the
court case you mention. We will see
what we can do.

IT'S BUSTIN' TIVE

Dear Retro Gamer,

First, thank you for the awesome job
you do on this publication. As a long-
time reader of your maga ine 1 plus
continuous issues I've come to find

» i0S Ifitwasn'tfor ames’ email we'd have no idea that
Ghosthusters Pu le Fighter existed. Thanks?



Snail Mail: Retro Gamer;
Future Publishing, Richmond House,
33 Richmond Hil, Boumemouth,

Dorset, BH2 6EZ
Email: rerogamer@futurenet.com

certain features to be my favourite
MNick’s Back To The Noughties, folowed
by when a Conversion Capers is
included in an articlel

I'm writing to you with a certain
relluest. | would love to see an article
on either the history or making of the
Ghostbusters games. The David Crane
game has always been awesome and
has been ported to almost as many
platforms as Doom. | can name a
number of Ghostbusters games but
would like to see if | missed any, and the
differences between all the ports. Along
with a history of all the Star Trek games,
you would then have covered nearly
every game I've ever cared about!
Thanks,
James

Thanks for your email, James.
We've actually covered the original
Ghostbusters all the way back in
issue 25. We could certainly

look into covering the

franchise’s history &
in videogame form, ,
particularly with a *
brand-new Elm on

the way.

MORE MINIS

Dear Retro Gamer,
W hen is Nintendo

Your say

Graham Plowman

So many moments... one that
stands out is the ‘tripod’ battle in
Half-Life 2when you're with the
resistance in the main square
of City 17. There's something so
satisfying about bringing one of

Every month, Retro Gamer asks aBuestion
on social media and prints the best replies.
This month we wanted to know...

What's your favourite moment
from the Half-Life series?

Blue Shift. The whole elevator
scene. “Get this thing started so we
can get on with this miserable day!”
And Calhoun’s POV of the whole
resonant cascade.

going to come to its senses and
release a mini console based on the
Nintendo 64? There are some fantastic
games on Nintendo’s console, and
I'd love to be able to play classics
like Super Mario 64, GoldenEye,
Castlevania and Donkey Kong 64 on
a big television. It feels like the SNES
Mini came out ages ago and I've
played the 28 games on it to death.
But if | could play a new mini with
64 N64 games on it? Wow! What a
game-changer that would be.
Regards,

Paul Taylor

We're sure Nintendo is considering
making the system, but it probably
won't be as straightforward as
you're hoping, Paul. In addition to
the usual issues with acBuiring
suitable licences, there’s also
hardware ramillcations to

»EPCHLots of readers mentioned Ravenholm and with good reason, it’s terrifying!

DISCUSSED THISMONTH

Working fromhome

Like many of you,teamRG is now working from
home in the wake of the COVID-EX pandemic.
Darran has setup shop on his dining roomtable,
placed perfectly so that his Nintendo Switch
collectionis on cleardisplay during the team’s
video chats. Andy is thrilled thathe can keep

an eye on his beloved Kenshi while he designs
pages. Nick has retumed to his hometown to
help care for his family and expand his Master
Systemempire. Meanwhile, Drew is growing
whathe calls anBsolation beard’, and frankly it
looks like teenaged bumRuff.

consider. The PlayStation Classic
stumbled in this aspect, so we'd
imagine Nintendo won’t move
ahead with anything until it’s
conlldent it can nail the emulation
at a sensible price.

those machines down.

David W hite

The tram ride. As soon as
that began, | knew Half-Life
was unique and special. To
me it was new, it was like an
interactive movie. It is still my
favourite game of all time.

@Bunkerneath

Looking out for the G-Man, then

me get to him!

noticing him through the window,
which | can't break through. Just let

The demo of the original Half-Life
before release of the game itself.

| was blown away! | played it a
zillion times before the actual
game came out (@nd that blew me
away again).

@magedghoraba

Half-Life: the tram ride to Black
Mesa is probably the best game
intro in the history of videogaming,
as it smoothly sets you up for the
ride of your life! Half-Life 2: “We
don't go to Ravenholm..." and for a

good reason! That chapter alone is
the most frightening zombie game
ever made!

| think the journey up the Citadel
towards the end of Half-Life 2
was an epic moment. The sense
of scale... looking around at it all
was amazing.

Robert Beadle

Picking up that crowbar for
the first time and venturing
into the unknown of the Black

Mesa facility. It was absolutely
groundbreaking at the time.

imon Che Rodriguez

The opening of the original
Half-Lifeis still incredible.
Developers used pure creativity
rather than just throwing
technology at the screen.

@AnotherHowie

The very beginning of

Half-Life 2in City 17. All those
old apartment buildings and the
canal. Excellent worldbuilding.
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MR DRILLER

[ IY's hard belng the child of @ gaming legend. Poor
Susum u Honl is forever butting heads with his
dear old dad0Taizo Hon of Dig Dug fam e. Duning
his rebellious teenage yearslhe decided he didn't
want to blow up monsters like his dadland has
taken a m ore pacifistic route to heroism with his
trusty dnill. Taeizo wamed him thatit'd neverwork O
let's see if he was right . .

Oh! You're not from around
here. Me? I'm the King of
the Underground kingdom.
What can I do for you?

[} Having taken care of enough coloured
blocks to build an artilcial Belgium In the
sealSusum u Onally m eets with the chap
behind all the problem s 0 the leader of
the Underground Hingdom Owho is Ouite
happy to recelve a uisiton

Well, you're our of

control againt

You're making too manyf
—top this right now!!

0 Well0Susum u could. Stockplling Is Onelbut only If you do it
responsibly Going into overdrve and im pacting on otherpeople
isn't okaespedially if you Oood the word with blocks, Oust get

a litle ertre each week during the good tim esland you'll be
ready forwhen the crisis hits,

93| RETRO GAMER

[J Susum u Is not so pleased. In factbhe's
positively m ad that the Underground
Hingdom has behauved so thoughtlessiy]
by Olling the wond abouve with coloured
blocks. It's falrto say the UH can be &
pretty bad neighboursom etim es.

[l Butthe Hing isn'thaving any of itJand
enplains that the blocks aren't Wst weird
rendom constructions 0 theyre foodD
and the Undenground Hingdom s taking
precautions by stockpiling them . Who
could begrudge them thatight?

E||'{-;'II;IJ-T-\‘|.-'E!;]“--] st1:||:';“
immediately.

Corry about the mess.

[ Sultably chastenedlthe Hing prom ises to stop overproduction
im m ediatelPrestorng socletal harm ony That's why he's the
Hing O ultim ately he can behave responsibly and direct the
Hingdom to do the sam e. Now he st needs to issue a decree
conceming the purchase of toilet papen . .




«16-bit style pixel graphics

* Original synthwave soundtrack with 30 + songs

« In-depth car customisation and upgrades

- Single player story with 60 -+ levels

« Competitive online multiplayer

* Local multiplayer with up to 4-players split screen (PC only)

Download it NOW!

Available on Steam, \ 7
Apple App Store and Google Play Store
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