The Making of ... Turok : Dinosaur Hunter

Article scanné dans le magazine NGC Magazine n°64 (Février 2002)

Sujet de l'article : Turok: Dinosaur Hunter

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 | The Making of ... Turok : Dinosaur Hunter (Article scanné dans NGC Magazine n°64 (Février 2002)) - page 1



calling card shows their r-f‘l
iguana avoiding a hail of Turok's
dinosaur-slaying arows, “lggy
was always very close l s as a
mascot - he's still part of the
Acclaim logo, and many of us still
refer to Acclaim Austin [the
developer was renamed a couple
of years back] as lguana,” says
David. “We just thought it would
be fun to do, and the artists and
animators actually did it in their
spare time so that we could get it
in the game."
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ays after the N64's UK

launch, a FPS arrived that put

its PC cousins to shame in
terms of graphics, speed and
cular enemies.
avid Dienstbier reveals how
this memorable sequek

spanmer came to life...
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efore 1997, we had a fairly
pood general idea of what to
expect from a Nintendo
console, On a machine from a
company that had long specialsed in
primary colours and family fun, the last
thing anyone anticipated was the kind
of cutting-edge first-person shooter
that was previously the sole preserve of
expensive gaming PCs
Turak ch'u-"qed all that, and
established a system-selling franchise
thataweuld.gxentually continue kong
after-the W64 itself had been
superseded. Iguana Entegainment’s
Binef was simply to create an N6d-
exclusive title based on Acclaim’s Turok
comic senes, and producer David

Diensthier was hired to decide how it
was all going to be done

3D powerhouse
David explains the reasoning behind
opting for a first-person game: "The
ME4 had some graphic capabilities that
were not possible on the PlayStation, 1t
was quite a powerful machine in terms
of its 30 capability, and 30 games -
first-person shooters specifically = w'erc
just eoming to fruition an the PC.
was time to make the transition VJ the
console, but in many ways to make it
better than it had been on the PC."
Acclaim’s influente a8 3 laREtErm
third=party supporter of Nintendo
meant |guanaenpoyed Dream Team
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status
but the benefits we

| pul us under mtense pressure . chablenge for | pudna
abvious
Dawvied =W had o

from Mintenda; we - to the indwstry. 11 was the

Surprisingly, Nintendo had no
qualms a the amount of
graphic violence in the game.

input earkier on, and we spent more
face-to-face time with them dunng
development. We had a closer
sekativnship than was normal ®

Even with Nintendo's considerable
mput, though, working on the game

Mario Club

ever actually developed,”

The talented but inespenenced tea
put in months of gruellsng avertime i
order to dearn The tricks of the Lrade,
and desipn the tools required to
produce & wideopgam
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Walking with beasts
One thing for which Iguana was
|;r.'||4.-I||I was Adclaim's prowess in

ion-capture technolagy. The
-;,l:::|||.||::|l WS Il'J'JIIlIt'u alh \.._,l||||':_"-|||.|" L:l
a pioneerin the techniques used to
create ifelike 30 animation, and at a
time when the expensive PrOCEsS Was
oy just begmmng to filker down into
the wider videogame world, already
had its own dedicated motion-capture
studio up and running

Comseguently the humarnoid
characters cowld be smoathly and
convincingly animated without too
much trouhle =i was simply a case of
cutting down the large amount of data
genesated, i order to squeeze iLonlo a

SPEED Turok
n filk

» preased

considered

feasiive was included

B AR ¢ .i[illl"!',l,'l and cleaning up any
rough edges by hand. Animating the
dinosauwrs was much harder, though,
since there was so litthe reference

terial available, It you look at the

er films and things that had been
done with stop-motion, they lacked the
sort of detail, the weight, the subtleness
that current computer-ge ed films
depict in thelr creatures,” explains
Dawid. "The animators spent Same Hmee
lpoking dEéxisting material such as
Ju Park and other dino-themed

from the past. They also looked at

wildhife foolage, and tred to creale
moticn that they felt looked realistic fof
creatures that we obwously couldn't g
and leak at first-hand =

FEBRUARY 2002 Nat 91

Dinosaur Hunter (Article scanné dans NGC Magazine n°64 (Février 2002)) - page 3




The Terex was a cut
above the ather
basses, and remanis
the game's gefining
scary momend. “ifs size
created certain kinds of
mightmare situations in
terms of how coilision
detection works and
the amount of space
you need o interact
with the thing
praperly. One of the
biggest challenges ws
petting @ creature that
Igrae in close felieb il
per, without
break down inlo
monsfony, © says

ENOFMOLE Jurosanr
into & wary farge open
arena proved fo be a
simple, and very
playabe solufion, o
the problem

o
g
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Blood money

Surprsingly, Mintendo had no qualms
about allowing a title with so much
graphic viclence to grace their console
Inthe-past, the company had insisted
that Mortal Kombaf be deansed of
gore before they would allow the SNES
version 10 be released, but times and
attitudes had changed since then. “We
were kind of concerned [about
Mintendo's reaction]”, says David, “but
they knew we wene aiming to create
something that was geared towards the
older gamer, and they knew that was
very important for any platiorm if it
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“The weapon design process was simpl
David, “Everyone knows aboul the BFG in Doom
- we thaught
much further than it had ever gone before.”

B, " SEys

hat was neat, but we could fake it

Part and parcef of the weapon design was &
particle sysiem tha
massive layered

used fo creale the spechicular wedpo effects.

enatred the team fo craaile

ate mabions,

was aiming to appeal 1o the widest
possible market. So we had no
censorship from Nintendo, "

A lack of time, technology and
cartridge space had forced the
dbandonment of large parts of the
original design document. Hundreds of
pages of material ended up on the
cutting room floor - for example the
cave-dwelling Leaper enemies were
originally supposed to be able fo scuttle
along walls and cedfings, and an entire
scene featuring a vast brachiosaur
during the Treetop Village level had to
be cut. “The original design was quite

to do, then desig
eich one fo achieve
gunsmake drithing fro

d the weapons
of code for

% ane pasitioned o the side of the sereen,

urok's right hand - somedhing 1

now a standard FPS
Quake had placed

different, but interestingly enough it's
very similar to what peogle are going to
seg in Turok Evolution.”

“We were extraordinarily pleased

Wi
you work so hard with a group of very
talented people that you get to know
very well, and it bursts out and
becomes 2 multi-milliopsseller
best feeling in the warld.”

And did he expect Turok to become
such an enduring series? “Quite
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honestty, no. | don't think any of us
expected it to continue for so long, but
| think that's alse something that's
thanging with videogames

these days - coders become
attached to franchises

They wanl to create the

next chapter and players

want to experience it. 5o

it’s nothing but a thrill

Many people ask me if |

ever get tired of warking

on Jurok games, and the T
simple answer to that

question is no. " NGE
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