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Every month, we’'ll be

revisiting classic N64 games

with the people who made

them. Factor S’s Julian

Eggebrecht takes us

through the difficult

development of the prequel

to Gamecube’s most eagerly

anticipated launch title... Humble beginnings
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do justice to the Star Wars mowies
“The SOTE guys went off to work on
Episocle I: Racer,” says Julian "

LucasArls needed another team to do a

timeline — we had to concentrate on
side-stories. That turned out to be
pretty hucky, because atherwise we'd
never have managed to do those

Factor 5 put all their efforts
into pitching for a sequel to
Shadows of the Empire

Star Wars Ned game for Christmas, Our

original idea was to do a 'best of' the
movies, a Greatest Hits of Episodes IV,
W and VI - basically, exactly what
Rogue Leader on Gamecube is, But
back then they wouldn't allow games
to be set in the Star Wars movie

scenes justice on the Ned - Gamecube
turned out much better!

Sticky patch

The Met hardware, so well promoted
by the SOTE team, proved problematic
for Factor 5. In fact, it was only in the
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[ast four manths of development that
the game began to look like something
special, Julian says: It took us a long
time to get to grips with the N&d
what we had one year into
development was really terrible. The
game only came together when the
SOTE team lold us about 'microcode
[Nintendo's jealously puarded code
library that gave "Dream Team” coders
access to the N64's custom chips). We
knew it'd be perfect for making the
landscapes much faster than using the
CPU alone

"We persuaded Nintendo by giving
a writlen presentation, saying how
we'd use the microcode if we had it
That comvinced them, but it was a year
into development, and we'd already

W

& Ve 1958
grandiose plans for a

2 for

system, which became
Mz X (the system

L

spent 12 whole months working on the
zame engine."

Factor & proved equally adept at
dealing with LucasFilm, even though
the movie giant was busy putting t
finishing touches to Episode | at the
time. Producers from the company
were always on hand to cros-reference
the game's storyline with the carefully
co-ordinated events of the ilms and
books, making sure there were no
glaring contradictions or embarrassing
timeline emors. It also meant the team
were privy to the kind of ins: der
knowledge that Star Wars fans would
give their eye teeth for. "We had to go
back and forth to the Lucas ranch,
checking ..-fl-,-tll ng, not unly,I ayrainst
what already existed but also what
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