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The History of

Super Mario

..0r how to make some of the
best video games in history.
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ha surrounding a certain Ms. Croft, She bath the vdeo game industry and the minds of small children
may well be the icon of the moment, from Tokyo 1o Timbukiu has been huge. Total CONTROL attempts
o rediscover this most enduring of characters and find just why
Manio is mane popular than even Mickey Mouse. ..

The first steps

Mario started life as nothing more than bit-part
character in one of lhe mosl popular arcade games of
1980. The real star of the game was a glan!
monkey who had kidnapped a princess and
had her tied up at the top of a construction
yard. The game was, of course, Donkey
Kong, and the player took control of an eight
pixel-sized character known anly &s
Jumprman - a jumping character was a first
for video games. He was 1o go on to

become the biggest video game star of all
time, and these humble aesthetic

beginnings were to shape how he would look
in all his future outings. For now, though, his
task was simple: negoliaile a series of
platforms, defeat a boss character and
rescue a princess. This simple formula was
to become the essence of every ane ol the
Mario games to come,

This game was Shigeru Mivamolo's second
ever game for Nintendo after the relative flop
of his Popeye arcade game. Who is Shigeru
Miyamoto? Well, lo some he is the Sieven
Spielberg of video games, to others he is Me,
Mintendo, whilst 1o others still he is known P,

Y ou can forget about all the cament hoo- influence this seemingly inconspicuous character has had over A

G wihen B comes o Dewng the most
lamous video game characher in the world, shi
falks a long wary shodl. The honour of being the
mast famous, st played, and arguably best
kowed character of them afl, goes to a small

Itakian plumber by the name of Mario. The
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simply as “Shigs'. To put it bluntly, Miyamoto has been
responsible for umpleen of the biggest selling games In
history (his credits include Star Fox, Zelda and Melrofd, lo
name bul a few) and without him Ninlendo would not be the

ARE THEBE GAMEB WORTHY

company they are today. We will go on to see how, through
the Mario games, Mivamolo has made possibly the beggest
contribulion o the artform ol video games in ils brief history,

How did Marno's name come about? Well, according io
Nintendo folklore, he was named after a New York warehouse
manager, Mario Sengali. We'll never know the truth behind ths,
but It's kind ol nice o think thal {here was a real person
behdnd the characles.

Brothersmarms

Mario's leading role debut, atong with his brother Luigi,
was (n the arcade game Mario Bros. Guite unlike any of
the later games, this was a single screen platformer where
the objective was simply to score as many poinis as
possible by killing the enemies emarging from two pipes at
the top of the screen, and many of them went on to
feature heavily in the later games. Killing the bad guys
was & simple matter of either hitling the platform below
them ot jumping on their heads - are you beginning to
see where the later stuft comes from? These two games
contain the basic elements of all Mario games — platforms,
killing enemies by jumping on their heads, boss characters
and rescuing a princess.

The néxl step, whisre thess (wo games came
together. was in Super Mario Bros., which
appeared on Nintenda's first home consale, the

MES. Here was a sideways (from lefi to right)
xlulllng plallnrmer which was divided up
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The contrast between the ook of Mang on the SNES and Maro on the NB4 is stark. Gameplay, however, remans namarkably similar
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into five level worlds = the final level of gach world would
see a confrontation with King Koopa (later to be known as
Bowser) and, eventually, the end of the game would see a
final baltle with Koopa for the Princess. The game also
introduced the idea of secrel
areas, where a hittle
expioration of the beaten
path woubd see the player rewarded with extra Hves and
other bonuses. Other innovations included collection of 100
gold coins for an extra life (a feature copied by slmos! every
platform sincel, a poinis bonwus for completing the levels
quickly, and the system of a ‘super” Maria (hence the
name) where, by collecting a musheoom, our hero would
grow twice the size and could withstand ane hit from an
enemy, There was also a power-up that transformed Mario
into a fireman, and this idea of different abilities would be
explored later on in the series.

The follow-up o this hugely successul game was,
unsutprisingly, called Super Mavio Brothers 2, and (in Japan
at least) was more of the same thing - only ten limes more
difficult. In the US and Europe, however, this game was

released as The Lost Levels. Super Masio

Bros. 2 was differant kettie of fish
entirely. This game originated from a

Japanese platformer, only when it was

released in the West, the central

characters had been replaced by the
Mario characters. In essance this was nol a
real Mario game, and the gameplay
differed significantly from the first game.
This was the first instance when Nintendo
tealised that Mario was big enough to sall
a game off his own back.

The third game, and the true sequel to
Supsr Mario Bros., was the groind-

HE'S 6OT A LOT
OF CHARACTER

Mario's appesl dees nof just e
puraly in the qu

Altheugh this de

parl. Perhaps the characier
himself ploys a signiticast part 1o
i sppeal o1 the gamas - [adeed
he displayy some classic design,
worthy of Disney. Classically
sylised, wilh the largs eyes, a
round face and deessad in bright
primary colaurs, Mario displays
all the gualidies to sadear him 12
chuldran and adulis alvke. He
offers no thraad and, fo the
conirary, he represaats fan. Masio
Is almast always depicied with 2
imils @ his taca

Co¥
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MARIO US. SOMIC

I 1o the 16-B1 consola
hatthes, Semc ths Hedgehog was
Sega’s mawm weapon agains!
Kinbesdo's Mario, snd the two ware
pitched in o phatherm charactsr war
1o thie dealh, This was ona of the
contributing factors o Sega's
domsaanc s the US and Europe
owid arch rwvals Ninbendo. Althowgh
1o Mario games are considered 1o
be far suparior fo any ol ibe Sonic
games, il was perceived value

Image - that was importast. ds
mich a2 Marig represented Nintesdo
with bty reunded, fun, almost chid
ke gualities, the hedgebeg
epitamisod Saga in these days: last
sreamdined aed altogethar mode hip
Bul limes change, and mow the Mario
games ave considered far superior 1o
Sega's recent efforts with The

hedgebog, Wil this all change with
Somc ddventurer an Dreameasi?
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breaking Super Mario 8
NES. This game was e
the most engross:ing pl
werne 50 many cool ideas in i, The game retained the now
classic sideways scrolling platform action, bul Miyamoto
filled the levels with all manner of ingenious puzzies, These
usually involved the ‘de-shelled’ turthes and your subsaquent
use of that shell to destroy blocks to allow you to get to
secrel areas and gain extra power-ups. The game also
encouraged exploration, and indeed some of the evels
waorked not anly from left fo ight but also vertically. Soma
also challenged the player with levels that mowved by
themsehes; players had 1o progress before the end of the
level caught up with them.

This was also the first game that introduced the map
idea, where all the levels in & particular workd were placed
on a map. This allowed the player o play levels in
different orders, skip levels and take multiple routes to the
boss castle, Also, on these maps were located many sub-
games - games thal would reward the player with extra
lives or olher bonuses. These took the form of siot
machine games, choosing one of thres
chests for a bonus and defeating sub-
bosses. Basically, this game was in a class
all ol its own, &nd the invention in SME3
has rarely baen Seen since

16, 3, which first appeared on the
utiomary at the time and offered
form adventure ever seen, There

ENE
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The era of the SHES
One of the most important launch Ltles for the SNES was
Supaer Mario 4 (AKA Super Mario World), The plattormer
built an the solid foundations of the third game and then
polished every one of that game's features and added a
whole load of its own. SMW is still arguably the best ever
2D platiormer, and il deserves io be played by anyone
with a liking for such things.,

Back came the map intertace firsl seen in SMB3, bul this
was a more refined system thal allowed players to discover secret
areas. Multiple routes were akso to play a large part in the game,
and Mario 4 had a huge number of levels — 112 in total -and
some of them were (he most liendishly designed levels the genme
has ever seen. Levels wene also designed for players bo come
back and revisit them to discover secret areas. This was largely
done by activating ‘swilch palaces’ which in tum activated
ooloured blocks (hal allowed access to secrel areas. A mammioth
e st (agan) redefined the boundaries of platiorm games.
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Smwsh Bros uses all the lamous [and résmous] Maro chemcters

As the sequel ko the superdative SMVW, Yoshi's island cerainly
Pl ks ok cut out Bo live up bo Ehe reputation of it predecessor.
Miyarmoto still had a fow fealhers to he bow
and introduced enough new ideas 1o make
this game yet another classic in the senes.
For stariers, players did not have direct
control over Mario = this time he was a baby
miwd & passenges on the back of Yoshi. The genéral idea of the
game was 10 iranspor the tiny plumber across a number of levels
to rescue Luig from the clulches of Bowser. As an inleresting fale
on the ‘super’ idea of having two hits before you die, your first “hit’

WORK HAS ONLY JUST BEGUN DN B84 B, AND IN MIYAMOTOS WORDSE, “WE DMLY

would launch baby Mano info the air, floating in a bubble. You then
had a few secands to recapture him before Bowser's minions
wiolhd Wy dovn and caplure him.

Inko three
dimensions

It weas at this
point that the
siries branched
off info the age
of Ninfendo 64. Mario mtumed as the central characler in the 3D
game and Yoshi camied the mantle of 2D in Yosi's Shory. Of
course, whal Miyamolo achieved with Super Mano 64 5 now
consigned to history. 1t was the firs successiul 30 platiormer that
desarves, to be viewed nof only as 2 game but a great expenment
in 30, After all, many of the game’s best features were already
seen in Maro 4 - the power-ups that changed our hero's abilities,

the secret amas and sub-games wene all seen before n 20 form
The big attraction was (and still is) the look and feel of the game;
for the first time players felt like they were taking part in a massae
cafinon adveniume. Howeser, for wome
intangible reason Maro G4 did not
possess the same addictive qualities of
the 20 games, and players complained that the game became
tedious when the sel puzzies had besn solved and all that
remained was the collecton of 20 red coins and 100 gold coins as
thee only tasks left to complete, SHII, Manio 64 remains arguably the
best 30 platformer yel - only Rare's Banjo-Karooi can claim to
have come close o emulating the joy that
Mryamato's game has given to millicns.

Toshi's Story continued the tradiion of the
Miyamolo plationmer, ondy in a muchrevised and
economical way. That is to be kind fo & game which
should have been SMW for the NB4. but was lacking in many
departments, mosily because the game has kess than thirty bevels.
The game can still boast the clacssic traits of a
Miyamolo plathormeér and has some of the
most wonderbully deawn veuals ever 58en in a
game of this penre. Yoshi's Sfory does have

some delghtiul moments, but i1 s
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MARIO = LICENCE TOPRINT MoneY

Hintando wara nol low o oedlone that thinr Tennii [Arcada, NES 3]

characher was popular enoagh that il a gama [ 1]

had aa associabion wilh hem ihen i would safl . 1943

by the heckettoad This i 3 complefe listing of Maro Bros. (NES, Arcade

Mario's video game appearances - camee

1883 - Maria Peball (NES)

rokes indluded

1881 - The Donkay Neng - e Ot 1885
serias (Arcade, NES Supar

Mario Brothers (RS Arcadel

1986 — SMBZ- The Lot
Levels Uapan, NE3)

.'. i 1945 : i
Ay Wikt Tysoa's Pumch Ot!! (NES
i |
A 13BE - Supeéd Wano Land
(samabiy|

Oct 1588 - Smpar Hala‘.-
Broers 2 (US, UK NES)

Fab 1590 - Super Mari
Brothers 3 (NES

Ot 1980
Dr: Marag (NES, Goasmesboy, SNES

b
Saper Maiw Workd

.

Ko 1957 - Mang Land 2

hegg 1391

[Gamtboy

game, and in Miyamoio's words, “We only have Mano and Luigi

up and runming arownd on screen”, If the game takes two years

Even the bad guys ans

portrayed 0 the Same winy

a8 Mario - round and fun
Strangely casy
ol trusty N
confirm that he

The future?

MNow thal Zeiga &4 ha
attention bo whal

of all-time, namaly §

mot yet known what machine the game

I;

for a launch fitle on the Niniendo
OF course, the plattormer is
that Mario has appea

game) then we may
le 1o play It Super Mark
10 aryone?
t the only e of video game
Who can forget the sublime Super

Mavio Kart on the SNES? A wonderhil game in its own right and
nat at all related to the platform explodts of Mario and his

ok at the credits is enough chi
weculive producer of the game. Buns

. It woudd have sold even if Nintendo had made a
of nobodies as the main characters... but hey, if

ain't beoke and all that..

finished, Miyamoto can tum his
anlicipated video game
o 6. However, il is
Il eventually appear on

MIvAmoto
SPERRS.

| think that basacally the pant thal we

worn focuimy on wilh A6 - and thes

iy o iy ot ba @ lessan i ofhers

s tharl i the persd. I0 gamies have teen

deveioped Sefichly by the creators. We

came 3 SMES brom the ofhar side and
triead b caber 1o the selfiubnets of the users and Seir deses for
contnl, & good game camssra, and eawe of play This was sel 2 lesson
foor oy, bcanrse we e fnnoven Thad Ths was e beat wary to do
soce we first sharied expemaantmg w10 using tha FX chp for the

Super NES. 50 the SHE4 project was more of 2 reminder o ey, snd #
recorfmed that, 2 wth all pames. you howe B cater io fhe sari
desmes. Also, we leamad 3 fol while makeng SAGY atout the potertial
ol the Hintendo 64 Rardwam rsell And whils makeg the game. |
discovered muny peants aboul the game's 30 snging thal coakd be
modihed or mproved We ddn | huree bme 0 eplemend theie
chasgers during MG but now a0 we start work on thi mar games
Jeicta, tor mxampla — we Can Complete 4 lne-up of the SHE syshem
and gamers bl F-Mavn can be 3 complelaly new weroon

Miyameda on how Mario 54 has taught s a few things aboad 30

Thave noficed had a fol of kindergarten kidt are beter than |
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Sapt 1997 - Supar Maria

Nart (SKES
Jume 1993
Mario &5 Missing! (SHES >
rio 5 Missig! (SME -
Faby 19584 - Super Mare Land 1

(Gamebaoy|

Sepl 1096

| e e 1T
" Hugust 13538 - Mario Ml Stars
w] [SNES)

Buper Mario 64 singlehandedly changed tha way that peopla would

One of the best garnes ever i feature Ma
RPG-a game fom ';].'_p_;arq_‘_.cnh which sadly
Fortunatedy, thal game's saquel looks certar

Oet 1995 - Super Mario
Werld 1 Toshi's Istand (SHES

'I“K May 1996

wils Super Mand
ver made i to Evsope
ik i ower herp,

o -
<y

1988
Sup. Mat RPG apan, US SNESI L

Super Barig b4
A4 1944 - Al Star
Smash Brod
L% 1]

|

—
Fab 1587 — Marig Karl #

30 in games. it has spawnecd

oped in-house, it has a8l th trademarks

might expect from Nintefto tar

bent 10 Eall sughy inko the com,
Thie game leatures Ni

o i n
Marno [obviously), Princess Peac

lam 1989 - Mane Party (NE4)

e o B

Mario Golf 64 [He4)

Yoshi's Story could hove
bean 8 Super Mamo World
for the NB4 - it snt

i many wannabas

Smash Bros. s not

o the beat-"emeap genne
ognisable characiers
iy Kong, Link, Fox

o, Ludg, Samus Aman
{#romi the: Metrowd gamess) and

Yoshi. Each

haa his or her

cut-md characters in a thees dimensional wo
Expect it some time towands the end of the ye

The new Maro games

strengths and special attacks, and these are remarkably
different from a bog standard fighting game.

wet 10 ook on these new Mano games as worthy
i loiicw in this footsteps of the greats or are they an

That [atest batch of Mano-tited games fol

board garme that featunes the characters from the

patiormmens — you can find out more alsewhes in |

am af playeg SAGY - 5o i weems thal it bhas appealed ba the

youngar audence

Miyamole o6 (be ieipoaie io Mara 54,

Tru Fhe 1980, when we staried on the origingd fekds and Topes
Mo Bros | we ko The wame kind of concepls for pach game, w0
11's no wonder thal e by senes. are commergeg and tat Super
Maw (15 approaching the Jeids concepl Even Maigh the
imdeatymg structares of the two games are comaipeg, emebonally
| think thal paopls well ke differes! mpenosce; wilh the twa
pames. Wt Zeddla pou are supposed 1o be m & cortem age, i a
crtaim pear in the past, and you ans puaf il cerlain sdwshons. and

unadshaimed attemgl by
Mirtonda fo make olf
the most recognisable video game
characher in the workd? Ondy time
and the playatslity of thesa lithes will
tefl @ they can stand up lor all that
Mano represents: innovation,
playability and, above all, pure,
unadulterated fun

fw buic

you will el or aven ‘umell B air’ and feel bow ‘warm' o 'cokd §
i in e ndda workd. B wil| hoel ke 2 wery difherend gams ™

Wigampln 0o the simildmines between Mass and Jelda

Ha wan m Moo 64 nbout hal 2 e bedorn completion. and we
alvo planned 1o Bave bem pop op 0 Maro RPG. bl be ‘dsappaaied
on the way' 'm sure that i the games 1o coma we will meet this
wiv P Chadacier dgan

Migamedo on UN-based developars Rafe

Rarn dots preal work. Banjo-Nareow i 50 pood and wa cas only

hape thal e Mane & seguel will be a5 complex. Rare i a good
compamy and | mah thal en cas make & game lopether wome day

Miryamato on Leigi

Tamey will I';c,';lL‘, evaive, thanky fo rabegies Ehat maks
davelspnrs wanl (o guackly continpe om wilh Eves work By how
much fen will theoe games be? g wnvtil now aur siralegy kas
Baen 1o make Fames 15 greal boking a5 podsibie and 10 think
Eungs out whadd muking the gams !
b2 adnde by they whan making gams |05 eany b0 fonget this. bl
W'y mpcaisary when coming up wih new games. Thess type of
o averions are Bae Lish ol kand

& ol the dlmds] imptinds

Fefaryary 1599 ihaue 4 Total CONTRIL
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