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“Let’s make a game involving
e | snow,” said Shigeru Miyamoto.
Chief coder Giles Goddard took
this simple brief and created
the Wave Race of the pistes...

hile the N&4 was never the Miyamoto to discuss a potential snow-
machine of choice for fans of based game using the inverse
realistic racers, it was host to kinematics (1K) technique he had been
what remains probably the most working on in between his regular odd-
authentic snowboard sim ever coded - jobs on titles such as Super Mario 64
1080° Snowboarding. (see NGLAE1). Its a brain-twisting
Way before the current ‘adrenaline  method of calculating realistic,
sports' trend kicked in, ex-Argonaut unpredictable animation in real-time,

coder Giles Goddard met with Shigeru which would tum out to be just the
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thing for recreating authentic high-
speed tumbles on a ski stope.

The game, which actually started
out as a skiing sim, was built by one of
the smallest teams ever assigned to a
Mintendo EAD (Entertainment, Analysis
and Development) in-house project —
Goddard began coding on his own,
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to thelr own devices - "Mintendo didn't
know themselves what kind of game
they wanted to make,” says Goddard,
"50 they gave us the reins.”

The real deal
Thee team decided to swap skis for
snowboards, mainly so that tricks could

The team decided to swap skis

for snowboards, mainly so that

tricks could be included.

with just two artists to design the
courses and graphics, Fellow Brit Calin
Reed joined two months later, and the
team was supplemented by a third
coder halfway into its development
cycle. Essentially, though, they were |eft

be included as well as straight racing,
and the first few manths were spent
refining the handling of a rideress
board. Goddard’s experience of
snawboarding in the lapanese Alps, a
five-hour train journey from Nintenda's

Kyato HQ, allowed him to apply first-
hand experience to the game,

“We put a lot of effort into not just
using the left and right of the stick, but
also allowing you bo brake by pulling
back. In snowboarding, half the time
you're fat trying kg go down the hill -
you're trying torstop yourself going
down the hill. If you look at the slalom
snowboarders in the Olympics, you'l
see they're trying to stop themselves
going fast, That's what fun about
snowboarding in general.”

That the early demos met with an
enthusiastic reception from Miyamoto
and Nintendo's directors was much to
the team's refief. “We had put our foot
down from the start about no cutesy,
character-based stuff," explains
Goddard. "That was the biggest hurdle
we faced from EAD. They'd neverdone
a game like that, and they weren't up

&

for it. But we were such a small team,
and Nintendo were such a big
company, that if it didn't work it was
gonna be peanufs to them. Mintendo
take lots of risks internally, and many
unusual, off-beat projects are cancelled
without anyone on the outside ever
hearing about them."

That strange man
Miyamaoto's own contribution to the
project was the method for landing
after making a jump - you have to
press the Z-frigger to bend the rider’s
knees and absorb the impact. “We just
thought it was one of those weird ideas
at first,” chuckles Goddard. “We put it
in anyway =at to make him happy,
but because he knows what he's talking
about, even if nobody else does.”

As inevitably happens with all
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wayside during development. Most
disappointingly for Goddard, the
processing power required to
implement full inverse kinematics
proved to be beyond the N&d's
capability, and in the final version only
the riders’ begs have a touch of 1K
applied to them

Two additional CPU opponents
were aleo remaved, leaving just one
rival to compete against. The team
wasn't too bothered about that, since
including the additional riders would
have meant having to reduce some of
the graphical detail. Plus, they had

noticed that during the more
competitive four-man races, the
playtesters were ignoring the game's
painstakingly crafted physics, in favour
of simply hustling down the slopes
ahead of the computer riders,

A critical disaster

With 1080% close to completion, the
team had a worrying moment when
Mario Club, the group that tests and
rates all MNintendo games prior to
release, awarding the game a
shockingly low score of around &0 per
cent. Goddard blames this on the fact
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that most of Mario Club are long-time
Mintendo fans, who weren't sure what
to make of his PlayStation-style realistic
sports sim. Besides, Mintendo was
always more interested in releasing
1080° in America, where it would find
a more welcoming Western audience.
“It woukd have probably done a lot
better in Japan if it was more cutesy,”
laments Goddard.

Of course, it proved more than
successful enough to warrant a sequel
If you're wondering what to expect
from the GC version, Goddard cites
Dark summit as one of the best of the

new wave of snowboard tities, “That's
what | wanted to do with 1080 to
start off with, One of the great things
about snowboarding s the ability to go
wherever you like, It'd be nice to create
a game where you can make your own
course by picking your way down the
mountain, and nowadays you can do
that. Probably the main reason that
hasn't happened yet is if you give too
much freedom, people end up doing
the same thing every time, and think
the game’s boring. Somehow you have
to force the different levels and courses
on the player..." NGE
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Mountain Village isne
of the longer courses in

it's riddled With
ufséw'fq&
can chonse to
jne straight
aheaa, or siide up onto the
ridge to the left for a more
difficuit challenge.

The ice tunrel branches
at several points, giving six
possible routes and a total
of three exits onto the
fower slopes, The safest
opfian 15 to stick to the
left-hand fork every fime,
which gives the easiest exit

An assarbment of
alternative routes can be
found aver the top of the
buildings and along bits of
pipework, but because of
the high risk of falling,
weaving through them is a
mare reliable way fo geta
fast time.

MOUNTAIN VILLAG
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| you're dusting down the

Traelling through the
hut gies you the chamce
to make a hug )
cuthing oyt some of the
harardous Bumps on
the steep slope below
IF you're going faor
trick points, this {s the
option to lake

Failure to hit the £-
tistton at the moment of
impact usually results in a
time-wdsting tumble, We
must have played this
eourse hundreds of times,
bust we still fell over when
w2 were faking these
screenshots, G,

Finished, with only a
couple of scrapes along
the way. Almost 30
seconds outside our old
record, though - you'll
find 1080° very tough if

cart to piay for the first
tirme in years. ..
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