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If the concept

of a game based around
demolition brought to
mind the horrors of

the reality of Blast Corps showed what the
idea could do in the hands of a worldclass
developer. Rare reveals all...
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Britain’s most revered developer with
truisms is that the simplest the release of Goldentye, made its
ideas are often the best. 5o name with such huge hits as Donkey
when Rare co-founder Chris Kong Courtry, Killer Instingt and the
CIMTAY \r'pEC - Starnper set his designers and code serminal Battletoads

monkeys the task of producing a gamé

based around an ingenious twist on School Building
that most modest of pleasures - "W hadspme very talented artists and

ne of the most commonly hel

smashing things to tiny pieces on a eng who were straight out of

grand scale - the company had to be college ™ reveals a member of the

an to anather winner. original seven-strong Blast Corps team.
“If you knock down bulldings it will — “| think the combination of their

be fun," suggested Stamper, sowing enthusiasm and recently honed skills

the seeds for what became arguably enabled us to produce some pretty

Rare's most origingl and offbeat NB4 interesting and unique work.

title. A small team was assembled to “At the time it was actually the

work on fleshing out this basic concepl  largest tea any of us had worked in,

int 2 game worthy of a software 50 itreq a greater degree of co-

house that had, prior to becoming ardif an we were used to. Since
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then, team sizes have increased
dramatically, but the Blast Corps team
wis still small enough to allow for
individual members to make a very
obvious contribution, and also meant

If the carrier so much as touched an
obstacle then it would trigger an
apocalyptic explosion. After the carrer's
path was cleared, players were able to
retum to level the rest of the buildings

“We simply wanted a game

where

you knocked down a

load of buildings.”

we stayed focused on the core
elements of the game.”

The most important of those core
elements was the missile carrier which
players had to protect by demolishing
the many buildings that littered its path.

in the cities they were formery
supposed to be “saving' from
destruction. It was, admits Rare, a
“completely idiotic” concept, but one
that formed the heart of an
exceptionally compelling game,
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Vandal hearts

“The basic premise never changed
throughout the project.” says our Blast
Covps insider. "W simply wanted a
game where you knocked down a load
of buildings. Everything really
developed around this, and all the other
elements were introduced to diversify
the gameplay.”

It was a fully formed game from a
very early stage in its development,
with a ‘completeness' matched, among
the Med's early rebeases, only by
Hintenda's in-house work. The
confident young team was never
troubled by the bugbears that were
encountered by many other first-wave
Ne4 coders - such as the numerouws
ongoing revisions to the machine's pre-

MAGIC MOMENT

release hardware: "Things like that tend
to be fairly superficial.*

The only thing the team had any
bather with, however insignificant, was
the Ned's radically different controlier,
with the analogue stick that was soon
to become a standard feature on
PlayStation and all subsequent conscle
pads. “To be honest, we kind of missed
the point of it at the start," admits a
team member. "It wasn't until we
played Super Mario 64 that we saw the
stick's potential.” The designers quickly
added an optien to use analogue
acceleration as well as the standard
analogue steering

demolition
Having toyed with the idea of making

emm——
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4 the camier complete a
miare circuitous path
around the levels, the
| team sel'tled for
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the player would be forced to flatten
specific buildings, and the gameplay
could be very tightly focused. Although
the levels are generally quite large, with
many branching areas to find, the game
was designed to be explored at a more
leisurely pace once the serious business
of saving the camier was completed.
‘With Blast Carps' basic mechanics
in place almost from the beginning, the
developers were able fo add whatever
their imaginations could conjure up.
The huge range of vehicles is the most
obvious indication of the time and
freedom that Rare had, but it wasa't
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simply a case of dropping every tiny
idea into the game. Rare's quality
control meant that things such as giaht
robotic mantis and scorpion craft we
dropped in favour of less spectacular,
but more challenging, vehicles like t
notorious Backlash truck - a dumps
with a very difficult shiding attack t
didn't find favour with every Blast
Carps player.

“Backlash was the vehicle that
required the most skill to use,” counfers
a team member, in defence of his
creation. “Its attack was based on t
powerslide in Super Mario Kart. | gugss

LRGS0

some people just couldn't be bothered
to learmgow to use it propery and

consequently found it a bit frustrating. "
e not achieving the kind of
sale eserved, Blast Corps stands out

as one of the N64's mare impressive
titles. Released shostly after the
machine's March 1997 UK launch, but
with the kind of design innovation and
technical expertise that very few coders
outside Mintendo ever came close to
equalling, it was the game that

establishegl Rare as the company few
64 fa r magazines) could stop
talkingabout. NGC
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2 The first wehicle you get hare

like a futwristic petrol tamker,
but contains a destrictive
surprise in ity yellow trailer - a
pair of battering rams that can
tlatten any buildings placed
close fo either side of it But
there's no way past the carrer
o that narrow bridge. .,

@ Luckily the Thunderfist robot
is waiting futher down the
road. is Dragon Punch attack s
Just the tickef for wiping out
large or smail buildings, and
you can clear the camier's path
withoul having to change
vehicles again {unless you want
to finish the level in shyle),

@ The Ballista bike is equipped
with dwin rocked lawmchers,
which you must keep topped
up by collecting the ammo
crates dotted around the place.
It's sarmewhat haphazard and
indiscriminate in its destruchive
powey, and that carrier is stilf
roiling fowards the finishing
Iime. Mrstakes are easlly made.
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@ The solufion i to take a detowr
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leaving the carrier to frundle seross
the bridge. There isn't a lod of fime fo
spare before if hifs the first obsfacles
on the other side, 5o a swilt
demalition job is called for as you
race around Lo find something
with a little more
destructive ability.

8 With the path
fo the end of the ?
level fully eleared,
you have a little extra time to find anather
vehicle and eam a few bonus points Far
demolishing some of the peripheral
buldings. Of cowse, you cowld just get
into the tnuck at the end, then refurn
later to explove andfor wreak havoc at
your leisure,

@ After the carrier has completed its
jourmey, the level ends and you're
given the stats that tell you just
o much mayhem you've caused,
and how many secrets remain
hidaen. The only way to find
them ail is to return to the
Tevel, Bhis time minus the
carrier and any buildings
pou dlready wrecked,
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