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DPEVELOPERS DMA HAVE MADE A NAME FOR THEMSELVES WITH SOME

EXTRAORD INARY GAMES. AND GAMEPLAY, THEY HIT THE BIG TIME
WITH THE ON THE AMIGA, AND THEY HAVE CARRIED THAT

ON TO THE PRESENT DAY.
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DMA Design have a long history of producing highly original and addictively playable games on many fermats

n 1988, David Jones was a sludent at what
is now Abertay University in Dundee. In his
spare tima he liked o write games
programs on his Commodore Amiga. One
game in particular, a side scrolling shoot-'am-up in
the style of the popular R-Type, was sufficiently
good o secure David a publishing deal with
Psygnosis. The game was called Menace, and it was
|ater released on the Atari ST and the PC as well,
Impressed by the game's reception in the press,
David and some friends started work on a follow-up

FURTHER SUCCESS
The following year, DMA were approached by
Nintendo, who asked them to develop a tithe for the
Super Nintendo (SNES). The result was Uniracers, a
wild high-speed racing game the like of which had
never been seen on the console. It was published by
Wintendo in 1994 in the USA, and 1995 in the UK.
Lemmings 3 was released in the same years on the PC
and then the Amiga 1200 platforms,

In 1997 Take 2 Interactive published Grand Thert
Auto on the PlayStation and PC. The game was a

IM 1991, THE NEW COMPANY SCORED ITS FIRST MAJOR HIT WITH THE LEGEND ARY

game. When Blood Momey was released the
following year, it proved to be even more popular
than Menace had been, and was enough to
convince David that he had found his calling in life.
That year he abandoned his college course and
slarted his own software develops
called DMA Design,

In 1991, the new company scored its first majos
hit with the legendary Lewmings, onginally released
on the Amiga platform by Psygnosis. Lemmi
an unprecedented success and is undoubtedly one
of the real classics of the computer games world., It
was converted onto mare than twenty different
computer systems. Further success for DMA
followed in 1993 with the retease of Walker, an
innovative and stylish shoot-"em-up,. again published
by Psygnosis. The same year saw the release of the
critically acclaimed Hired Guns and the sequel o
Lemmings. Lemmings Tribes

t company,

commercial success and received good reviews in
games magazines bul stirred up & wave of controversy
in e more hysterscal sections af the tabloid press due
to its theme of organised crime, This criticism did
nathing to harm DMA'S reputation, and the company's
futune was secured when it was bought by the leading
UK developer and publisher, Gremlin Interactive, In
conjunction with Gremlin they now have the biggest
motion capture studss and game audio studic in Europe,
DMA have also done more work for Nintenda
with the release last year of Sody Harvest and Space
Station Silicon Valley for the NE4 consale. The fulure
continues to book bright for DMA Design, and the new
games they hawe in development at the moment show
their continued commitment to high quality, sugremely
playable games. We've got a Beta Look an their latest
creation, Tanktics. elsewhere in this issue, but let’s
take a look back at past glories and fubure successes
from north of the border.

Blood Money was a critically acclaimed side-scrolling shoot-'em-up
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1997, they probably
sy the game was
ent, the game
n an 'eighteen the British
f Film Censors {BBFC), wi i5 the statutory
body with responsibility for setting age limits on films,
vidans and compuler games. However, playable
dermos of the game were made available an the
me PlayStation magazines, and were
children under the age of eighteen. This led
to a lot of slightly hysterical ranting in the more
reactionary sections of the tablodd press, and even (o
a debate in the House of Lords. However, this sudden

n 1993, DMA wene approached by Mintenda and

asked o develop a game for the popular Super
Nintendo console, and they duly obliged. Liniracers was
the result, and the game was published by Nintendo in
1994 in the United States and 1995 over here. Uniracers
s00n bacame known as the fastest racing game on the
SMES, attracting a wide following.

Set in a world inhabited by a race of sentient unicycles,
basically the idea of the game was to race these living
machines around a series of utterly devious tracks,
performing wild stunis and trying to clock wp as many
paints as possible. The game consisted of eight tours, each
named after an animal, with the slowest ‘crawler’ stage

f you ask anyone who has been playing

computer games for a few years to list their all
time favourite games, 1'd wager a pint or three that
nine ogut of ten of them will have Lemmings near the
top of their list. One of the undisputed classics of al
time, Lemmings was first released in 1991 on the
Commaodare Amiga, and rapidly established itself as a
favourite. It was converted to over twenty other
formats, including the Atari 5T, ZX Spectrum and even

] o l "
R .

nederiely did nothing to harm the sales of the game,
which was later also released on the PC,

The reason for all the controversy was the theme of
the game. As a small-time % out to make an
impressign on the local organised crime bosses, you
were asked 1o undertake a series of missions, usually
Invalving car theft, drug dealing or some ather such
nefariows activity, The game was sat in three huge top-
down wiewed cities, complete with other drivers,
hapless padestrians, and of course the police, who
would do everything in their power to try and bring
your crime spree {0 a sudden stop

Despite i1s confent, or perhaps because of it, GTA s a
superbly playable game, and a seguel is in the pipeline.

bieing sponsoned by a snail, After training, you could race
agamst the rmysterious ‘ghost’ racers or play & two-player
match agairst a friend. In the single player game, the aim
was bo incnaase your skall until you could take on the Anti-
Uni, the end ol game boss and the fastest unicycle in the
wiorld. The secret fo winning was to pull off as many stunts
as possible. You could combine stunts into huge combos,
and the better the slund, the more speed you picked up

Thig is every inch a DMA game, with the emphasis on
criginality and supreme playability rather than flashy
graphics, The backgrounds may have been a little bit
bland, but the garme was 5o fast and imohing that you
simply dian'l notice its shortcomangs,

the Philips Cdi system, Two sequels were to follow in
1993 and 1994, and the game is still played by
many people to this day.

The basic idea of Lemmings was deceptively simple:
A frapdoor at the top of the screen would open and a
hundred suicidal lammings would begin to drop through
onto the obstacke course belaw. The courses were a
series of 20 platforms, and the idea was to get the
lermrmings from one side to the other with as few
casualties as possible. This was achieved by ordering
selected lemmings to build bridges, dig tunnels or
siniply stand and stop their fellows from plummeting to
their doom ower the edge of the platform. Simple

h, but each of the fiendishly designed levels was

more difficult than the last, and you just had to keep
coming back for more. The game was, and still is
totally addictive
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ast year DMA released their first two games for the

Mintendo B4 console. Space Station Silicon Valley
was a madcap 30 platform puzzle game set an the long
lpst space station of the title, The siation is populated by
a bizare menagerie of robotic animals, such as a two-
litre racing mouse, a rocket-powenad fox, a dog on wheals
with 2 built-in rochket launcher and a rat w phoding
turds. And shesp, which DMA seem 1o include in a kot of
their games, for some reason. The space station is on a
collisson coursa with planet Earth, and you have to solve
a series of increasingly difficult puzzies in an attempt o
take contral of it and prevent a disaster. There are fifty
Incredibly diverse |evels in the game, and more than
enough totally original gameplay to satisfy anybody.

From giant insects to rocket-powered foxes, DMA's Nintendo B84 games, Body Harvest and Space Station Silicon Valley, are full of bizerre adventures

The olher NE4 title is Body Harvest, a time
travelling achs e in which you seek o save the world
from an invading of giant imsects who have
attacked four differant locations an Earth at four
different periods during the past century. The game
levels are completely cpen for you to explore and are
absolutely huge, pushing the boundaries of what the
cartridge-based system is capable of. DMA estimata that
it would take one hundred hours o complete the gams
This is mot just a shoot-'"em-up, however, with elements
of role-playing and adventure mixed in for good
measure. Top features include interactive characters,
dorens of driveable vehicles and a complex series of
puzzles that will keep you hooked for weeks

|

THE FUTURE'S BRIGHT, THE FUTURE'S TARTAN

MA are also working on two or three new projects

for publication later this year. For a Scottish
company to make a game set in Scotland sesms only
natural, 5o the lads from Dundee are working on just such
a project. Clan Wars is a violent PC action strategy game
sat in the Scofland of William Wallace and Robert the
Bruce. It was described by one of the programming team
as making the film Bravehaart look like a tea party. The
game will combing elements of arcade action and real-
time strategy, complete with siege warfare and huge 3D
battles. The only thing wea've saen =0 far is a few braf
sagments of utterly brutal motion capture, but if they ane
anything 1o go by, this ona's gaing 1o be a lat of fun.

Even more secret is Affack, described by the team as
being “fike Millwall supporters fet loose in Jurassic Park”.
The game will be released on the Mintendo 64, the
PlayStation and the PC. Featuring 2 manic cast of
dinasaurs and cavernen, this will be one of the big
games to wakch out for in 1999

Of course the game we are all waiting to see is
Grand Theft Auto 2, but DMA are saying nothing
about this one at the moment, other than to confirm
that there will be a sequel in due coursa, Gary Penn,
Creative Manager of DMA, would only say that it
would be "more of the same, only more s0°, Watch
this space for more news when we get it
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Gary Penn is tf ager of DMA Design Lid, by speak from persanal expe n the

He kindly took tir | 3 labbad

a few woeds with of digital for 3

nling compelled to cause harm to amyone in the

DMA's gams world, no mat nuch they may pess me

: o an Tar 5 Lp : Sinpe DMA games are sed all over the
! B il a team i lave wiorhd you find that different cour

SO T us locked in the cellar? warnang attitudes towa A content?

G.P.: Both - except the mad genius runs freg G.P: There cor 15 fudes

towarnds garmes arour As far as | can te

e Lhidic

Although most of the DMA games that | have seen tand g

Qience, some

DMAS CAMES ARE ALWAYS VERY ORIGINAL AND CONTAIN SOME PRETTY WACKY
lapanase are insane in the best
i think they | the other coumtries — also in the be
: 1f you had a completely free reign 1o make a

game designed just to emlertain Gary Penn,

G.P.: It would cert W plysic
paramount. Its b wiould be tight anc

allow for ¢ le compound intera

Do you 1hink that the press attention adversely

Ame, of

G.P.: | think there can be such a thing as bad
pulslicity = @ point wherne (he extreme

mundane and people grow b with the monotony

point w E
vinlence 1satise’ viewers Lo vigdence in real life?

nk you for talking fo us, and we

ook forwards 1o seaing DMA's new games soon,

The creative process st DMA Design is a team sffort - and what & t ELUUR GITR LU - DRV RGO ELE R LURCDE DR RS D L TR S
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ild Metal Cauntry is the title of DMA's next big release,

due out in the next couple of months. It is sat in a

distant star system in the far future, where an

advanced civilisation destroyed themselves in a
cataclysmic civil war, The only remnants of this long-vanished
people are the sophisticated artificially intelligent war machines
they created to do their fighting for them, the very machines
that caused their downfall, Over the years these machines have
evolved behaviour patierns that mimic the animal life they
destroyed in the was, and now live wiki on the surlace of the
planets once eccupied by their masters, jealously hoarding the
myster Power Cores that are the roe of all their en
These Power Cores are the ultimate energy source, and ¢

winning the game, as well as serviving in i
option. Up to eight players can fight each o
weapons from the single player game in one of
tanks, each with unigue characteristics

SOUNDS GREAT

The game utilises DMA's proprietary 30 graphics engine, called
3DMA, to generate huge landscapes with varied terrain
realistic weather, dynamic lighting and accurate physics. You
are completely free to explore the landscapes, and it is possible
to follow and even identify the enemy tanks by the tracks they
eave. Any object that 5 nat part of the landscape can be

DMAS PROPRIETARY 3D GRAPHICS EMGINE, CALLED 3IDMA, CAMN GEMERATE HUGE LAND SCAPES

races have long sought a way to caplure them, anly to be
deteated by the lving ma hat guard them. Your mission
i5 fo pilot a 5 vanced fank in an atternpt 1o take on the

machings at a time and hopefully recover the Cores

TAKING CONTROL

The controls of your tank are different from any other game but
allow a unigue deg) manoeuvrab Both tracks are
controlbe ] Y, 50 you can have one go forwards
while the serse, spinning the tank on its axis. The
turret is stesred separately, and the main gun elevated to give
howitzer-type shots which can fire over obstacles. Thene are a
vast range of weapons available in the game, many of which
wse the amazingly accurate physics modelling to produce their
effects. There are bouncing shells, magnetic shells, cluster
bombs and guided missiles, amongst others, as well as a

moved or destroyed, or used for clever tac Advanced Al
routines control the anamy we s, giving each type a distinct
and recogr s hehangur pattern

Just as important to the overs
of sound
Lucashrls to e cated awd X
Metal Country they have created a 30 warld of sound imalving
multiple samples for each vehicle and weapan which changs
depending on range and direction, cor
effects as shells fiy overhead. The sound effects sima
world just as effectively as & 3D accelerator card does 4
graphics. Wild Metal Country uses more processar Liieon
sound effects than any other game.The result is a :ci'nml[[lg
and extremely playable game that combines stealth lﬂmﬂm‘
and tactics, The game is not just going o be availabESERSInE
PC either - Wild Metal Country has been chosen as GRSSGIUDHE

tion of mines which can be dropped from the back of your Eurcpean kaunch titles for the Sega Dreamcast
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Wild Metal Country exemplifies DMA's philosophy of putting gameplay above all other considerations, but the graphics are still utterly 17" - |
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