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secretive? Always. Reluctant to talk to the press? Usually. The best console developers in the
Western world? Definitely. Next Generation talks to Rare's Tim and Chris Stamper, a.k.a. ...

Nintendo's

“Super Stamper Bros.”
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are is one of the most secretive game
m companies in the world. It produces great

games — not hype. And the company's been
ooing It since 1781, Following the success of 8-bit home
computer hits (ke KnightLare, jetPac, and Allen &) in
the early "80s, Tim and Chiris Stamper reversa-
engineered an MES and became Mintenda’s first official
Western developer. The company produced maore than
%0 MES, Game Boy, and Super NES titles (“paying their
dues,” as the two call ity and are now riding high as the
outfit responsible for Donkey Kong Country and
Nintendo &4 hits Goideneye, Banjo-Kazooie, Conker's
Quest, and DK Racing.

In earhy 1995, Mintendo purchased a 25% stake in the

LK -based compary, thus ensurng its support for future
hardware generations Recenth, Next Generation met
with Rare's head honchos, Tim Stamper, creative director,
ard Chris Stamper, technical directar, to find out a little
mare about Mintendo's right-hand men.

Nintendo’s favorites ...

NG: Rare’s been very secretive over the years. Why is this?
Tim: | guess we're not hare far personal publicity — we're
here for pubicity for the company. Rather than seeing an
interview with a picture of somebody, we'd rather promote
and push our videogames as far as we can.

Chiris: Also, there just aren’t enough hours in the day.
We've baen working ridiculous hours, seven days a week.
And I'd much rather focus on the games we're working
an than actually pramoting cursehses, There's always
something to do on the [atest games that we're working
on. There's ahways some detail that we need to look at,
and when we're happy with one part, we st mave on o
the next, so it never ends.

NG:; Do you think this sobriety and lack of exhibitionism
was part of your atiraction to Nintendo? 'S aiso a
company that keeps its cands very close 1o its chest ..,
Chris: | think Nintendo was very comfortable with us
because our objective has always been quality
videogames first. That is aur number one priority. 5o |
think there's a natural sort of synergy between Rare and
Mintenda.

NG: Rare and Nintendo certainty seem to share a similar
design philosophy ...

Tim; We've been working with them for 12 years, 13
years — a long time. And our target market and awdience
is the: same as theirs, We both want games to do wellin
Japan and Amernca.

NG: 50 is thera much communicaton between Rare
and Nintendo?

Tim: Yeah, we occasionally go down and visit them.
Chris: But we don't have any input as such into their
games. When we visit them, they shaw us what they're
working on, and wihen they wisit us, we show them what
we're warking on,

They don't get imohed with us at all — we decide
what games we're going 1o write and we decide exactly
whiat we're going to do. Mntendo just sort of expects us
to produce great games, and that's exactly what we're
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here for. We decide at Rare all of the games that we're
going fo write, and then Nintendo will be the first people
that will actually see the game in progress. But the design
and the initial decision to go ahead with each game
happens here.

NG: 50 Mirtenada and Rare don't work as hand-in-hand as
people might expect?

Chris: No. Obwviousty Nintendo will say, “we'd love this
or that type of gama” or whatever, and we wolld
certainly listen, But we pretty much decide what it is we
want 1o produce.

NG: s this type of autonomy straimed when Rare warks
with @ Nintendo property such as Dankey Kong?

Chris: in the instance of Doakey Kong it was, but you
have to remember there was nothing available on Donkey
Kong before we took it on board. There was no Donkey
Kong game or develaped charactar — it was just this
small sprite from this arcade game from way back. When
you say "Donkey Kong”™ now you don't imagine the old
BAme, you imagine the new game.

Definitely not PC

NG: Rare must be one of only a few developars in the
world not working with the PC. Have you no desine to
doso?

Chris: Mone at all.

NG: Why?

Chris: I'm very, very comfortable working on Nimtendo 4.
I see the PC as something af a nightmare in terms of
trying to produce games for it. For myself, involved with
the technical side, Nintendo &4 is a wonderfud machine to
work on ..

Tim: That doesn't mean 10 say we don't play PC games
because we do

Chris: [laughs]. That's true. But the thing | like about
Mintenda &4, and | don't think many people realize this, is

Nintendo expects us to produce great
games, and that's what we’re here for

Chriy Stamger, sl deecise

that because it's a cartridge-based machine, although
some peaple see that as a disadvantage, each tme you
add a larger cartridge to Nintenda &4, you're changing
the whale machine itself, and it bacomes more powerful.
The PlayStation is pretty much fixed in what it is, but as
tme progresses, Mintenda &4 is becorming & mare
capable machine.

50 | thirk you're going to see that Nintendo 64
FAMES are goeng to continue to improve and grow. kot
anly will we see evolution in the technigues that we use
o make games, but becsuse of cartridges getting larger
and because you can dynamscally download 5o much
inmformation from the cartridge, it's ke having a bigger
machine with more memorg 5o Nintendo &4 is 3
wonderful maching to actually work on, and | think that its
future is quite inferesting,
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on 2 standard format that we know ecdsts and s designed
far actually playing games

Chis: | think if you're going 10 develop a game with your
eye on porting it to another platform, | think you're going

b

to make compromises right from the start. And we don't
hawe to do that. We just look at the Nintendo 64 and say
0K, what's the best possible game that we can produce
on that?™ with no thoughts of how we might comert it o
another plattorm, And | think this is iImpartant

Also, and this is something we touched on before, we
want to be in a pasition wiene we can throw enough
resources at developing a game, comfortable in the belief
that we can get that return back to carry on the process,
den't think we could do that on the PC and | dan't think
we could do that on the PlayStation — | just think it's too
confused a market.

Tim: 'l handle t"IIE- one [laughs), | was {ESICQ'J the same
question in Japan. I'm nat a big fam of network gaming,
think that if you have to go and play a game over the
nebwark, it simply shows that the Al In the game is not
good enough,

Thie best network gaming experience is whan you
2et a networked machine connected to peopie you know,
say in a company building where you've ot a network
and you can play six or eight PCs across the network.
Then you can get people fighting in groups and it's good
fun — it's really, really good fun

But wiwy anyone would want to play anybody that
they don't even know is completely beyond me The
whole point of playing a network game is that afterwards,
If wau win, you can go around and make fun of your
opponent in person and say, I kicked vour butt!” or
whatever — it's just part of the whole social thing. But to
play somebody miles away whorm you don't know &5 just
such a bizarre concept. | find it very alien
Chris: For me, multiplayer games are about four people
Sitting at ane screen ...

Tim: But you have to know the people you're playing
with. It's like in an arcade with a two-, three-, or four-
player game. If there are people on the machine you don't
kncw, you don't genesally want ta join In, especially if
thery're bigger than you and you beat them

Brealtlng the 16-bit muld

paint
Chris: It was a step that we worked very hard to achieve.
we'd done a kot of “me 100" type products on the NES
and that gawe us the resources. Then, when the market
changad, we were able to use these resources to
produce Donkey Kong and K
of products.

Chris: | think that's probably very, very tnse | think that
wau have to have the resources and you have to have

the confidence.
Tim: We had a meeting about this list of equipment that
was required to write Donkey Kang Cowntry, and it was
colessal. And | guess that wias a turmang point in Rare's
life. The safe way would have been to have said, "No, we
will not buy that equipment, yet we'll wait until the price
comes down,” but then somebody alse would have
Botten hold of it, I'm sure.

t was a big decision, a big decision for Rare. If that
had gone wrong, it probably would have broken the
COMmpany.
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NG: 50 produscing Domkey Kong Country was a case of
Eetting out the calculator and warking out how much
||_-,"."!:I|'-:r:ng Was requirad

Chris: Yes, we worked out how much the SG equipment
and all of the licenses for the seats would cost. It was a lot
of maney, a big imestment for that type of game.

NG: Presumably the profits more than balanced the
books?

Chris: Well yes, | think it's in the Guinness Book of
Reconds. It's just a phenomenal seller.

NG: Does all this big-budget imvestment and succass
mean that there is no langer room in the videogama
industry for small developers starting out? Could a new,
mpany — perhaps similar to Uitimate, the
company hat Rare grew from in the 8-bit era — compete
with the likes of Donkey Kong Counine?

Chris: it's a problem for sure. There's no guestion about
it. But what's interesting is that now that we are a
publisher, we are being contacted by small developers,
and our philoscphy has always been, “What does It take
to produce a number one best-selling game?” And we
knowy that it's not purety an isswe of maney or time. 50|
think there are coportunities for those small developers,
bt it does need to be with Someons who does have the
resources to actually make it all happen, The equipment
yau need, the time you need — it's a big undertaking.

NG: S0 what would It take, in development terms, to
compete with a game like Comker’s Quest?

Chris: Realistically, a developer needs to kook at 8 bwa-
year window to produce something veny, very special,
Really, you prababiy need rmore than ten people to do
that, and if you want to look at what it's going to cost for
15 of 20 people for two years ...

Tim: But every game doesn't have to be like a Conker's
Quest. Tetris wouldn't take ten people, two years to
produce. | think if ary of the small developmert
companies have a great idea that they're confident they
can pull off if they had the resources, they should contact
a bigeer software company and see if they can get same
spansarship ar some assistance.

Chris: eah, | think it's about getting the deal, That's
axactly what we did. There are steps that you have 10
take, and if you think you're going 10 jurmp right to the top
on the very first game, you'll guickly find out that it's just
20ing to be very difficudt to do There's nothing wrong with
mowing one step at a time, and that's exactly what Rare
did. Wee paid our dues in terms of producing a lot of
comersions in the early days.

Tim: These resources that we now have are the result of
Rara having gone through ail the stages and processes
that other companies have to go through to reach the
point that we've managed to reach now, In the past we've
had to do conversians, thind-party work — jobs we had to
take on because the company needed to survive before it
could reach a stage where it could produce its cwn
dream products.

MG: You say Rare can now produce its "dream products.”
You've just expandad 10 fill 2 whole new busding. Does
this mean yet more Mintendo &4 development, or will you
broaden your horizons 10 develop for other formats?
Chris: | expect 15 to continue producing high-quality
Nintendo products, but | also see this new building as
2hing LS resources to develop coin-op games. Also, If we
have a group of guys in the company that comes to us
and says, "Look, we've got this really great idea and we
need a year, we need this equipment, we'd like to g0
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ahead and do it,” then | think that Rare is in the emdable
pasition of being able to say to them, "0k, take a year, and
if after that the game looks good, we'll proceed with i.”

NG: And what do you see as the ultimate “dream
product™?

Tim: | guess the ulfimate game would be one that would
always manage to changes itself and so you would never
gEt bored waith it. Like golf, for example, which lots of
people get addicted to. Sure, they might change courses
and hawve a different experience each time they play, but
it's always the same game | wonder if one day a
videogarme would ever reach that sort of status — that
would be a game that would be great to write,

Pride and prejudice

NG: Which Rare game holds the fondast memaornias for
Vou?

Tim: The ones we haven't written yet [laughs].

Chiris: Yes, it's the games that we're actually warking on
nenw that we find most exciting.

NG: Across the industry as a whole, do Yo thimk Bameas
ang getling oetter?

Tim: Working in the software industry it's aiways great to
see gther companies producing number one games or
games that are really, really good bacause | think it

The ultimate game would be one that
would always manage to change itself

Tim Simmper. creaihe dnecior

perpetuates the industry We're all gameplayers at Rara
We love to play other people's great games, and it is
disappainting when you ga out onto the streets and take
your hard-2amed money and you buy a game that looks
good but you're unhappy with it.

Traditionally, our core audience is probably 12 years
old, which is younger than the PlayStation audience,
which is around 21 vears old. Our audience hasn't got a
ot of disposable income and it's very, very important that
wihen they buy a game that the game is gocd,

NG How do you feed about making “kids” games aimed
for 12-yearolds? Don't you get tired of it?

Tim: Cur games are designed 50 that both expenenced
and novice players will get a great deal of enjoyment from
them. The experienced gameplaver will have the
opportumity bo experience the whole game as it was
intended. On the other hand, a novice player can pick up
something like DK Racing and can begin to win the
balloons and open up more tracks and just have a great
time an that.

Alsa, | think that if you look at successiul movies,
there aren't many that aren’t parental-discretion-
recommended rated. Films have to appeal acrass the
board to be very, very successful and simifarty, we're here
o write a successiid game and not target a core or
specific audience. There are a lot of games now that are

Tim Stamper

Nintendo64EVER | Nintendo's Super Stamper Bros. (Article scanné dans Next Generation n°38 (Février 1998)) - page 5

g66L A1EN090 NOILYHINID LX3IN

17



18

talking

NEXT GENERATION rebruary 1998

dark and depressing, and kids don't want to play them.
Maybe all of these companies that are out there are
producing these types of games, maybe they're writing
Eames for themsehses and not for the audience,

NG: Do you not ever feel ke wring a gam
yourselves instead?

Chris: | love the "Nintendo-style” games, 50 We are
making games for oursehees. For me, DK Racing 1s 3 game
style that will have appeal acrass the generations, and |
think that's great. | don't want 1o play games that are
targeted or skewed for the higher age groups | want to
play something that's fumn,

NG: Golgeneye is a vary adult game, with some very adult
content ...

Chris: | thought that Goldenaye was great! | wish that
somehow we could get that sort of gameplay and skew
it to the shghtly younger as well because | still think that
those people that are interested in gameplay itself
wiould play the game, regandless of whether it looks
skightly cuter.

youl eves worried about Mintendo's reacton to

t Wence n Goke
Tim: Yes, we were very worried [laughs].

Chris: But you must remember that it is a known
guantity it is understood that Bond 15 icensad to kil
Tim: And ot licensed to limp [lawghs]. | mean, the
character wasn't created by us. We wene just producing
the game around the maovse.

NG: When rakir

the implications of doing a m }

Chrris; We were concemed about taking on the Bond
license, but | do think that because of our reputation, we
had a lot more fiexibility than any other company woulg
hawe had.

MNG: Wil there be a

Tim: Yes, we are working on another game with the
Bond beaim,

Chris: And at the moment they're warking to make some
significant improvernents to the engine, so I'm sure they'll
come up with something very exciting for the future

se from nowhere?

Chris: | think Sony has a wonderful brand name and a
very good machine, But at the end of the day, | think that
if it's quality that yvou're looking for, | think that you have
1o pick the Mintendo &4. And if you're looking for a
maching wheare the quality of the games will continiue 1o
Irmiprove, the Nintando &4 15 the only candidata

Tim: ‘Well, with regards to developer suppaort, | think Somy
has made it realty easy for a smaller developer to jump
online with its system and produce a game that is going
to D2 s0id, | don’t know how many copies these pecple
are selling, but | gather it's nat very mary units —
especially with a company that is not fully funded.

number of t
had tf CE, )
Tim: I'd sconer do fewer tities that were of higher quality.
I'd rather ses one single, high-guality game rather than
ten low-guality games,

DOCE, W

NG: What are the dangers of
software?
Chris: The danger is quite simgple. If there s an
overcrowding, thare are too mary games, and this
results in canfusion for the gamers and a tendency o
reduce the price of games. And with smaller revenues,
how are the developers ever goang to genarate enough
resources to actually produce triple-A games? It's never
Boing to happen,

In this respect, | would say that PlayStation is ona
downward spiral market and Nintendo &4 is on an upwand
sparal markeat

LICHT RO LIy

downw
software Companies arne
I a crash similar to
era happer
dragged do
Chris: | think we're all awara that it is 2 fashion businass,
and companies have to be ready for the lean times, Rare
is prepared for when the market changes, but the
PlayStation developers I've spoken to lead a pretty hand-
to-mouth existence, and when the market changes,
they're going ta be in trouble.
Tim: But this is an entertainment industry, and people
are getiing more and more spare time and they want o
be entertained. So the industry isn’t going to be here
today and gone tormarrow. I've heard people speculate
about the possible demise of the game industry far 15
Vears, but the industry™s still nere and we're still
here producing games.

Wi with everyone else?
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