Making Of... Shadowman

Article scanné dans le magazine NGC Magazine n°66 (Avril 2002)

Sujet de l'article : Shadow Man

Scans réalisés par les membres du site Nintendo64EVER, usage exclusivement
destiné aux autres membres du site. Toute reproduction, partielle ou complete,
ainsi que la diffusion de ce fichier est interdite. Les magazines originaux sont la
propriété intellectuelle exclusive de leurs éditeurs respectifs, les scans
regroupés dans ce fichier ont un but uniquement documentatif et informatif, aucune
exploitation commerciale ne peut en étre faite.

Nintendo64EVER | Making Of... Shadowman (Article scanné dans NGC Magazine n°66 (Avril 2002)) - page 1



THE MAKING OF...

SHADOV

It was the darkest, scariest,

The relationship with beady-eyed voodoo priestess Mettie and Mike was
extremely important. It was her vision of the impending apocalypse that sent
you out on your quest to stop The Five in the first place, and it was her you
came back to for hints and tips... as well as a little lurvin® later on too. Sort
of. Mike and Mettie appeared to get down to some action at one point,
though it was never mentioned thereafter. Interesting. Veeeeery interesting
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most disturbing

ame ever

made for a console, let alone a
Nintendo console. Let’s hold
hands as we get Shad all over.

hen we first caught wind of
Shadowman, way back in
NGCs late teens, it sounded
so far from what anyone
else had tried on the N4, we thought
t might be some kind of deeply
upsetting joke, pencilled in for a
Mintendo release only to later appear
strutting its stuff, on the PlayStation, at
the time, the console for more mature
games - or 50 a countless number of
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tunnel-visioned coders would have had
us believe. But no. Twelve months later
it arrived, and it was stunning - packed
to the rafters with the sort of content
even Resident Evil would balk at. What
other game, after all, included one
head-remaving serial killer, let alone
five — one of whom was the ultimate
killer himself: Jack the Ripper

And as we quickly found out, serial
killers were just the start. Based, like the
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Turok games, on one of their own
comic books, Shadowman was a labour
of love, a project the people at
Acelaim's spectacular Teesside studios
had always fancied, but had never been
given the opportunity, or had the
hardware available, to realise their
vision. Until the NB64 arrived, a machine
that — in the right hands - could create
30 worlds of unrivalled majesty and
beauty. Though, as Shadowman's
Creative Director Guy Miller honestly
admits: "I rarely think about which
format a game is on. If a game's good,
then it should work on any format.”

Comic relief

50, with the hardware in place, Teesside
set about the task of realising their
vision for the Shadowman game,
including marrying the basic ideas and
premise from the comic book with their

own oniginal concepts. “1°d say that we
probably created more of our awn
hideous creations for the game than we
took from the comic,” admits Guy, now
recuperating as Design Director on the
Harry Potter games, after years spent in
the company of Avery Marx, The Home
Improvemnent Killer, and couple-
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by gods and demans from the Voodoo
refigion. The serial killers, Marco Cruz,
Victor Batrachian et al, were all of our
own making.”

Dead or alive
The key idea behind Shadowman was
to create a sprawling, free-roaming

The idea behind Shadowman

was tocreate a s

prawling,

freesroaming world like Zelda

murdering drifter Marco Cruz, The
Repo Man, “Central characters like
fike LeRoi, Jaunty and Mettie were all
lifted directly from the comic, wheraas
the monsters were either products of
our own imaginations or were inspired

world, much Bke Zelda, where you
could go to places where you could see
miles into the distance, explore massive
locales without the pressure of
objectives ar guests, interact with other
characters, discover secret areas, and

gh the game's
basic confrol sysfem
wis Lakent from Zelda
(imeh 7 a Limk-syla

that alfowed

wour o strafe enemies)
Shadowman had a
additional imventary of
extra moves.
he was abourt as
flexible a :reer'ur' as
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biocks, as here.
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yet be entertained and gently nudged
along by an engrossing, fantastically
dark story. In fact the story was,
perhaps, the game’s strongest element,
flipping between Liveside, the world we
know, and Deadside, vast, underground
asylums and temples where Mike LeRoi,
part-time private investigator, turned
into Shadowman, the bare-chested,
green-eyed, demon-hunting ace

And it all worked beautifully. ..
mast of the time. While the story was
bulletproof, a top-notch namrative that
kept the game ticking over
magnificently, there were dangers with
giving the player that amount of
gameplay autonomy = bame owt by the
fact that Shadowman required a lot of
backtracking in order to complete
certain tasks. “In retrospect, | do think
there was oo much backtracking," says
Gy, “It was our first truly sprawling
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action adventure and | think that there
was too much of the sprawling and not
enough direction for the player.” Even
so, while it might not have

ngenious structure of The Le

Zelda, it certainly had enough set-
pieces to match Mintendo's classic

Scare in the community
Chief amang these was the Londan
Underground level, a gorgeous, ‘
terrifying journey through an
dbandoned tube station, with the
eventual prize being a meeting with the
stunningly mental Jack the Ripper. But
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wther standout moments accurred in
the Mew York tenement block where

the lights were out and you had toaled-

up serial killer Avery Marx an your trail
(a section that included a neat liitle nod
to the finale of Silence of the Lambs)
the creepy Asyfum Playro: wihere a
lullaby played constantly in
background, and the Gardelle County
Jail, where Mike LeRoi/Shadowman
BBk on serial killers Milton T.Pike,
Marco Cruz and Victor Batrachianso
how did Guy come up with The Five?
| took inspiration from a numbegof

W ab’pusser-al killegs ~ we actisally

based our fictional psychopaths on the
actual psychopaths in those books
; ite sevial kifler was the
bal Lecter pastiche, Dr Victos
hian®, Guy goes an to tell us,
“mainly beca gotdo do my

adieulous German/Swiss accent," That's

right’s Cuy even did some of the
vajces, ‘anather remarkable part of
Shadowman, as the speech squeezed
into the castridge lasted well over an
hour. "The guy we got to do Shadsy
himself was Red Pepper. You can hear
him doing voiceobers for film trailers
and BBC dramas. He's a great guy - a
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DARK AND
DANGEROUS

While other, lesser developers
harped on about the N&4 being
unsuitable for more mature games,
Aeclaim stuck two fingers up to the
naysayers and went ahead to make
just about the most adult game
money could buy. | was never
worried about the content,” Guy
assures us. "Actually, | was rather
excited at the prospect.” The
question is, d MNintendo ever
express any doubts when they saw
what Shadownan had in store for
MEd gamers? “Te my knowledge,
we never suffered any interference
fram Mintendo," he says certainly.
“Howewver, Acclaim were very
nervaws at one paint during
development. This was just around
the time those two idiots went into
their high school and blew away a
whele bunch of their schoolmates, It
all stemmied from the cretinous
argument that videogames inspire
violence. Which they don’t. They
just copy the real stuff,"

real method actor, While we were
recording, he spoke all the time in an
American accent, even though he's
fram London, He was once a tube train
driver and used to make
announcements in ‘funny” voices.” And
what of Guy's own stab at
superstardom? “It felt great doing the
voice of The Lizard King. It's always
good fun playing villains and while |
wias in the studio | also method acted -
I ended up tearing out the recording
engineer’s throat with my teeth!®

He is, of course, only joking. Er,
well, probably. NGE
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