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‘s no doulst that lguana have astab-
lished thamsehes as one of the top pro
gramming companies for tha NB4. Within

just a short space of time from the NBd's
launch, Iguana had released Turok: Dinosaur
Hunter. to the workdwide acclaim of NB4 own-
ors. Like Mario 64, Turok seemed to harmess all
of the special abdities of the N64. and pack-
aged them together with some ground breaking
gamaplay to croate one

of the best games
available in 1997,
But the pro-

chipset, they managed to pro-
duce the first NE4 game using
the machine’s high resolution

Tha guys msponsible for Tuk. If you see them in the strest, pay your respects

mode of B40 by 480 piels. This game,
Quarterback Ciub ‘98, had good. solid game-
play, but it was the game’s visuals that were
seen a5 o new benchmark for other program-
ming companies, and somathing for owners of
other 32 bit consoles 1o drool over

NEd4 Gamer managed to catch up with tha
peopla bahind Iguana, and asked tham ques-
tions about their upcoming games, programiming
secrets and visions about the future of the NE4.

The two game gurus we managed to inter-
vimw are Damin Stubbington and Jason Falcus.
Diarrin s the Vice President of Acclaim Studios [
Including Iguana and Proba Entertainmant) and
Jagon is the Director of Product Development
at lguana, Jason's job is to ensure that the com-
pany produces great quality games, within a
reasonable timescale. This is achieved by work-

ing with the Creative, Art and Technical
Directors, along with their departments, to
ensure that every aspect of the game is as good
as it can possibly ba, with the result baing great
games like Turok

N6y Gamer: Players in Australia are very
impressad with the visuals Iguana have been
able to create on the NE4. How did you guys
manage (o get the NB4 running in its High Res
mode with so much graphics on screen?

a5 lighting, We will not be using this engine
again, but rather exploiting and evolving our
new angines, such as the Allstar Baseball
engine, Quagmire, as well as some elemants
from the new Turok 2 engine

Nby Gamer: Wa've noticed that NHL
Breakaway is in a slightly lower resalution than
Quarterback Club's. Was this because of the
slightly faster pace of the action and the mora
detailed polygon models in NHL Breakaway?

N64 Gamer Goes behind the scenes with the makers

of Shadow Man, WWF Warzone and Turok...

Shadowman looks like it

[Darin & Thanks for the compliment! We have
spant a lot of time and effort really undarstand-
ing the NG4 hardware. Remember, we started
work a3 8 member of Nintendo's 'Dream Team’
on the SGI Onyx emulator, back in 18951 Our
programmers are, of course, world class, and
many of them understand how to write really
tight, optimised, assembly language coda. This,
combinad with the clever usa of highly opti
misad modals and emdronments, has allowed us
to exploit the Hi-Aes modes of the NG4S

Néy Gamer: After the success of Quarterback
Club and the great responss to the game's
visuals, is lguana planning to use Quarterback’s
graphics engine in any ather sporting gamas for
the NE47

[Darrin 8] The QBC graphics engine was
dertved from Turck 1, with soma additions such
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wiill smash Toent

[Darrin § Yes. Some game types demand different
things of the game machines. With the very large
amount of Al code and other game code required
to make Hockey play like it doss, we had to com
promisa and ga for a Medwm: Res made that,
while still tachrscally Hi-Res (compared o the nor-
mal 320x240), was mone RAM-afficient

Nby Gamer: All Star Baseball ‘98 looks like
another gift from the gods to NG4 gamars. Will
the game play as well as it looks, and do you
expect some major competition with Han
Gnﬂe}-'s Baseball from MNintenda?

[Darrin § This game has been in developmant
for almost 2 years now! Tha first thing done was
the Al and player logic. using "stick-men’ on a
PC! Every emphasis has been made on making
the best-playing baseball game 1o date. A nice
ponus is the beautiful Hi-Res stadiums, and
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amazingly datailed player modals! Ken Gritfay
has always been a formidable gama, and we sea
no reason 10 doubt that the MNEL version will
continue that tradition - we just have 10 make
sure we work extra hard (o pokish oursl

Néy Gamer: WWF Warzone is due out in
Australia sometime this year and already locks
to be a very promising wrestling game. In what
ways does WWF Warzone beat gamas like
THQ's WCW va NOW. and what wrestlers and
gameplay features will be available in the game?
Ibarrin 8] The biggest differences betwaen
WarZone and WCWvaNWO are in 5 areas:
grophical ook, sound, cusiom wiesther, raining
room and game play. Globally, we chose to create
an ultra realistic axparianca for the plaver and fan
Graphically:

* All of our wrestlers are modeled and textured
from actual photographs of the real wrestiers,
We had the wrestlers come into the studio for
individual photo sessions.

Locks vielent. dossn't it. This i the gamo we've been waiting for

* We have also used mation capturing to get
the realistic fael of wrasthing, We had actual
professional wresthars parforming all of the
moves that our wrestlers do. Each wrestiar will
have over 60 moves to choose from,

Sound:

* We are using the actual announcers from the
World Wresithing Federation 1o do our play by play,
* W have the actual voices of all of the wrestlers.
* Wa have axtensive audience partic-

ipation built into the game play.
Tha crowd will chant to inapire
the wrestlers to do batter. The
crowd will do cat calls for their
favorite wrestlers or their most
hated wrestlers.

= We have all of the wrestlar
thame songs.
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Gameplay:

* We use motion capture to make the moves
look more realistic.

* We have unique moves for sach of the
wrestlars including thair finishers and submis-
sions. Also, we have a realistic set of motions
for each wrastler, For example, Undartaker will
only do moves Undertaker is famous for doing.
* Wa have wrestler attributes which affect
gama play. Soma wrastiers are stronger than
other wrestlers so their hits will do more dam-
age. Some wrestlers are faster so thay will
climb the turnbuchle quicker and run quicker
Custom Wrestier room:

* Wa can create uniqua wrestlars and save them
to the memory card (o share with our Friends.
The custom wresther room will contain neary 40
complete costumes created from indnidual
pleces that can be mixed and matched (o create
any different kind of costume configuration,

Training room:

* We provide a training room where a player
can leamn how to do all of the moves his/her
favorite wrestler does. This room displays the
required button combinations to do the mova,
a3 well as, tha combination you pressed so you
can sa@ whane you made the mistaka.
M4 Gamer: | guess the question that's on most
people’s lips when they tallk about Iguana, is
how's the progress of Turok 2 going? After the
phanomanal success of Turok, gamers ane
wondearing how you guys at lguana will bet-
ter the origanal, and what new game-
play features and graphics
effects will be
included in Turok 27 v
[Darrin 8 Turok 2 will
be a real surprse to
everybody. The game
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has bean rebullt from the ground.-up - from stun-
ning nénw waapons. 1o incredibia new enemies, to
unreal-looking enmvimnments with realtime lighting
effects that are out of this world! The replayabili-
ty of Turok 1 was questionabie: this has baen
addressed in Turok 2. While exact details of the
goame ane still sacret. | can state thal you will be
totaly biown pway this time around. As you can
so4 from the totally untouched-up screen grabs,
MN&4 Camers are in for a guite a treat.

N6y Gamer: Iis also been recantly announced
that Iguana will be programming the NE4 version
of Forsaken. That game is said 1o be the next
great multiplay expeniencs 1or CONSoes and com-
puters! Can you tell us a little about the game
and its features? We'va seen some early shots
and they look remarkably like the 30 accelerated
PC version. Do you expect this quality to hold
for the final product, and just how great do you
see the game bacoming an the NG47

{Jason Faicusl Forsaken is @ graphically stunning,

This early shot of Turck 2 shows thal the graphics have improved greatly

3D shooter, sat in the near future, We have taken
the eriginal graphics, and style from the Probe
developad original {on PC and PSX), and built
complete new levels and features into the NG4
version, making it more of a console product, and
squeezing a hall of a lot of gamaplay into the rel-
atively small space of a cartridge. It also boasts &
4 player splil screen multiplayer battle, and &
couple of gameplay options unigque to the NE4
vergion (soma hidden 1). Tha quality of the eardy
shots wall nat hold for the final product -thasy wil

be imprenved || The produet has come on leaps
and bounds since then, and & now nearing
completion, Forsaken could be ona of the
best games Acclaim has pro-
duced for the N64.

Moy Gamer: Wreaking Balls is

another title you guys have in



development for the NG4S, What can you tell us
about the gama?

[Darrin &) Rackin’ Balle, ag it is now known, is
quite & unigue gama. It provides frantic race
action for up to 4 players, set in 8 world that is
very surreal indeed! We wanted (o create a very
different game to the ones wa ame known for,
and this ia the result! It's 5 completely onginal
title, containing puzzle slemants, rasing ele-
maents, combal elements. and even some plat.
form elements. With over 100 levals, and B play
er characters (plus many other secret onesl),
players will be pleasantly surprised by this one!
W&y Gamenr: It's & fact that lguana have been
one of the best programming companies mak
ing games for the NE4 thus far. Is the machine
a refatively difficult console to programme on?
What do you feel are the machines greatest
assets and limitations? Can we axpact lguana
to remain ai the forefront of quality program
ming on the NE4 in years to come

The amount of detail is already impressive and Iguns says it will improve

llasen Falews] Here ot lguana UK, Forsaken (s
tha first product wo have worked on for the
Med, and we love it | There have been some
difficulties in getting the most out of the
maching, but that apples to any platform if you
want to push it to the limits. Its greatest asses-
is are definitely the graphical power - it's amaz
ing that a conscle ke this can out-perform PCs
which cost over ten times as much. Its limita-
tions ara in ite storago capacity . car
tridge, though this hasn't proved to be
too much of a burdan, using clever
comprassion tachniques, and care-
ful design. However, as we

have proven with Tarok 1, which
containgd over 100 megabytes of
uncompressed data on an B megabyte
cartridge, with good compression

schemes and clever design, the cartridge can
become more of a friend than an enemy. We
are alsn devaloping our second MNB4 title,
Shadowman - a 3rd parson parspactive plat-
form advanture, with a more adult theme. This
is in its early stages, and should be relaasad
tenards the end of the yesr. But its going to ba
HUGE, so watch out for it ! | can see tha NE4
having a long future, and as long as it's around,
Iguana will be developing for it. We hava had a
good haad start, by developing Turok so aarly
and we ane planning tithes nght now that
stretch two or more years out from today, so
yeas, you will sse Iguana and Acclaim on the
N64 for years to come

Néy Gamer: Will Iguana expand its games mnto
other genres like racing, RPG's and fighting
games in the future. NB4 Gamer believes that a
3D fighter using the graphics engine saen in
Quarterback Club would be phenomenal. Is
there any chance of this happening?

[Darrin 8] It's funny that you say that - we have
bean thinking the sama! We are always locking
for new genres to attack - it's really a question
of resources. However, as we develop more
efficient ways of maximising our anginas and
technology. we can afford to branch out and do
something new. Rackin’ Balls is an example of
this, As far a5 specifically committing to a 3D
fightar at this time, no we ane not cur.
rently working on amything
However, a8 time goas by
who knows!T
Nby Gamer: Do
you feel the
MNB4 has a
bright future in
the videogames mar-
ket. Does the console
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have tha power and abilities to hold off future
consoles from Sony and Sega?

Iparrin 8 Mintendo has ahwvays provan longewity
in the past, and from what we ses happening in
the States right now, there is no reason to
question their ability to compeata in the future.
Thee new, more powerful consales will be next-
next-geaneration. On the other hand, their abili-
ties will probably not ba so drastically different
&5 say, tha SNES and MNEd's capabilities wers
The consola’s ability to be compatitive will ba
more & question of high quality, extrermely fun,
games; the software is the key to any consoles
success or fadure. Right now, we are very confi-
dent in Nintendo's ability to produces quality
scitware for several mom years on the NG4
Thare is also the question of the 840D, with
it's modem, which could also dramatically
extend the Iife of the NE4

N6y Gamer: VWhat sort of things do you guys
get up to when you're not programming games?

WWF Warrone's charscters are the best ssen on any homs corsols, Bloody smarzing!

[Drarrin Slubhlﬂglor‘l Wall, here in Austin, TX,
there are lots of Watersports (jetaliing, boat
ing. fishing. water skiing. atcl, plus a pretty
amazing nightiife. Many of us also are avid
gamers, s after a hard day s work we go
homa, and play gamas!

Dasen Falewa) Well, | think top of tha ket would

definitety ba drinking beer | followed closely by

playing video games, and watching
movizs. But of course
evarybody 9 100 busy
finighing Forsaken al
tha momant 1o even
think about that!

Néy Gamer: Well guys, thanks for
your time, and we're sure we'll see
many mone greal games from

Iguana in the future (Turok 2)
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