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ENTER THE
DRAGON'S LAIR

2008 marks 25 years since groundbreaking
laserdisc game Dragon's Lair arrived in arcades.
To celebrate, United Coders is bringing the
classic title to DS with a brand-new approach to
development. games™

B "I STILL RECALL being blown away by the

.== tanlastic visuals Dragon’s Lair offered, and

places lirst powered up the Dragon’s Lair arcade.
It remained a major crowd attraction for as long as
| can remember, and | spent all my pocket money
io rescue Prin | failed.” Those
are the memories of i, lecd O Tammer
s version of

Dragon’s Lair. "When it was released in 1983 it

was ahead of ils time. The laserdise techneolo

explores the phenomenon

3 WILN O Mangquese Signed ':_‘i-‘_.' the four creators
Biordi's website ‘-‘a"'-‘-"'-'-'.fT'-Tﬂgﬂ‘.iﬁ.ﬂirf{ftiﬁ.!.?{}ﬁ':.

ther key player is Shane R Monree, famous for his

RetroGaming Radio shows. Technical director Dave

c knows the game inside out, having reverse-

engineered the original ROMs to fix flaws. A second

y assurance) group, was brought

in to test the game and provide all-important feedback
on bugs and problems.

was in its inf INCY. What made it '.-;I:;r—:::::.". a7 ] I I'mw LONG DREMD

st OF GETTING INVOLVED
original creator did a fantastic job on

visuals, which still impress 25 years on.” m{ R DMGON'S
. : : Ve

The storyline may be familiar Darmea

1 " " | L |

nars overcomes e oads 10 daledl

monster and rescue the iair maiden

.:]" e Aanrd hie e are Brineaias vy i =

fans and his team are bringing the game (o
Ly
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d New audlencea wiin ine Ddessings and Co-oRarmion
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of original creators Don Blu
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Although | ld like

believe that | have grown up (my wife begs to differ)
| never forgot about Dragon’s Lair. For as long as |
can remember, it has been a dream of mine to get

involved in a Dragon's Lair game. Granted, it is now

there are

o .

aboul oU ditferent versions on a variety of
F:'-[:Jl:f.:':.'llf'.'- ':.::.-:.:i COnsoles '.l'l'.:'. Fie .'I'.':.I'.{.'E"_"

was ever arcade perlecl. | approached

el 1
|

™ " { I | L1
LIrCrgon s Lair LLC (the onginal creators)
and Digital Ledisure (co-cwners of the
intellectual property) with a proposal

; . SR o
o develop a wversion for Nintendo DS

Olsen explains why the Fanel has been

important: “The arcade version of Dragon’s Loir
eleased in North America
version, and even .
yed diflerently. For example, difficulty
odes and DIP swilches in Europe were different
from the North American counterpart. Also, in Europe
there was an exira scene you could play where Dirk

i
[
bk

md is atlacked by tentacles, This scene
was never played in the Nerth American
version. In fact, when the game was
originally released back in 1983 the
actual laserdisc had quite a lot of video
foclage that was completed bul never

irn the lindgl version ﬂrr_!ggr:ff.' Lexf

less than a year ago. | grabbed the HANS OLSEN 8 C ¢ has roughly 40 scenes

!

opportunity to get United Coders involved [ ond programmer are playable depending on how

in the project,” says Olsen.

o ensure the accuracy and playability of the
conversion, a special group was formed. The Dragon's
Lair Advisory Panel, consists of die-hard fans who live
and breathe the game. Their love for the game is

[]

expressed in many ways - from Alan Pinion's arcade

ghl of these scenes
reversed counterparis, and some scenes,
platform, are played multiple times duri
single gameplay session.”
As another long-term fon of Drageon’s Lairand its s

ollow-up Space Ace, Shane R Monroe CONTINUED ».
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B Lasa than o year cgo an assembly of experts including
game's onging coeatorns and o hand-pleked selection of
Cragon’s Lair fans started up what became known as the

Dragor's Lair Advisory Parsl The team worked tiselessly B

to ke the DS version as arcede-porioct as possible,

where Dirk has lo

NEVER BEEN REPEATED

TO THE SATISFACTION

profit | made into that time, making videos of the Daphne emulation
i 2
| i wrhil araanl A fertving o o coameare with the DS and checl
2. Understand that, while | spent a fortune on o compare with the Do and checkin

g for bugs.
n the liming
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N An orginal background enimotion
painting, on display of the Game On
eothibition ln 2006,

B The opening shot of Mordroc's Castle,
whare the action lakes ploce.
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Testing Times

So, where did the testers

actually test the game? The
answers may surprise you...

At work mainly. People
ask me why my DS is
sitting there |'L::*.n'1'-_|_:_:
cartoons all day”

Chris Ahchay

: .
'‘My only sanctuary
; the bedroom when

e kids are at -;*.c.-‘;f_‘.*;;,

ike to lie down on
the bed and relax with my D5"
Steve Drysdale

1 test it when | manage
to pull one of my co

B workers away {from their
DS at lunch. [v_:,:f.:r‘: some
odd locks from people at my
office, but they approved once
they knew what [ was up to”
Warren Ondras

"Anywhere: work, front
room, iram, . 2E "'I."'
cramp in my legs if [ sit
+ on the loo for too long”
Andy Pelton

“Whenever [ get
chance: at work, in

P 1 5 N
ey e latlalaiblslala BiEtaTala
il ar Gurng TUNCH,

when my son is taking
a nap, on d five-hour read trip
to Mississippi. One night, at
around lam, | was testing the
game with my headphones
on. My wife, hali-asleep, rolled
over and asked me what [ was
doing. | told her | was working”
Alan Pinion

"Relaxing on the sofq,
or in the study while
I'm waiting | r my PC
to do something. Pretty
much wherever [ am {t Lhe time
(and yes, that dees include the
toilet). [ end up isolating myself
from the rest of the world, to the
displeasure of my wife"

Craig Train

B e B pieir el g = R e N .
as N iNe original, 5o | recended a vided of me
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Ty ailals B 1 L% T T Al PR ey |

ass ploying it « : ir

Hl LAODNnG, anda Ney Coukkni

believe it. Needless to say, it's in the game now
game alreday exisleq, (he leslers
had to approach things differently. As well as

$ms " Sl = b | ; ny
WO DU s  LaTic =':'.. RS, LTe  LHCTYETS

had lo try the unexpected o see how the game
reacted. As Monroe continues: “['ve played the

SOenes over and over ogon, T".:l!]"i-""'i. cltermate

aven in the odd ways thal
TS0 !:"."UE}-".:' haven't seen. bora :5Il:'l!::'-|'.3' CICITTRE:, the

CrrreoLant

methods, tried to die

of accuracy testing is enormous becouse
the fans will expect no less than perfection this
lime. I'm pleased 1o say that this has been the
most accurcate wersion of J'.-":::c_: w's Lair short of
an aclual emulator like Daphne. [ played so much
of this game at the arcade and on Daphne that |
il o -i:a the moves and liming in my sleep. which
IMeans | WS nit- FRCKITIY "1 ot 'L'i' the me, .-I.'%'.II'....A.'
gdamned sure every scene was as accurate as |

could possibly make il.”

EEE DIRK'S SHARP SWORD would 'n-.r.'x come
in handy for culting the immense amou
data down lo size. Initially, the HLD-DVD
version was used as the source, but during

.
the developmen! process the decision was

laken to go bock 1o the original -I:]!-T.H:':_Zl:!-i':'
witin a slorage capacilty l_'u;.l;'-'f_:lfl_'rll o
between 30 and SUGE of uncompressed
data, there was a real challenge to get the
20 minutes of animation seguences onto
DS at a high quality. Olsen explains: "The
larges! cartridge size currently available
from Nintendo is 128MB. ".‘.-1- spent the

best part of two months experimenting with the

.
original videc and audio to see how much we
could COMETess and i"":"' to fil every EII':I:JEIE" video
:Il':""‘ AR TN 3'.' [..-.-..-.l onto o " intendo car fl'i'[l"..
;i:ri dozens ol prololypes and experimented
with warious video lormats and COaecs,
Dragon’s Lair panellist Warren Ondras has
done this sorl of video lransler belore. "My main
ke making archival-

interest has furned oul 1O
vl ] 1 '
aualily digital translers from crusty old analogu

laserdiscs, so they can be enjoyed long alter
I.:-l.":' hove rolled 1o pleces. | don't do video work
professionally, but I've carved oul a niche in
this aredq.
to help
2002 Dragen’s la
issue {one of the ':: lserdiscs aver
produced), and the laserdisc video
transler for 2005's Thayer's

DVD from Digital Leisure.” Several

I've hoad the opportunity

out with the creation of the

lazerdize e

=y

Ouest

members of the lesiing bteam knew

of Unaras's wark and s :i::rm.'-'.‘m': nie HHUND_E_'QED_!
Dragon’s Lair Advisor

gel involved. Ondras puls s interest

IT'S SAD TO SEE IT
GO, BUT IT'S ALWAYS
SATISFYING TO SEE IT
ON THE SHELVES

B Crow I.:':I'l:?q'.rl.'l.r?.'i Lair DS s l:l:u'rl.;:-.-l." y, both Space Ace
and Dragon'’s Lair Il e expoected o bollow, possibly
s a doubie 0 ad The pabishor is r'.-.'rur-:::L'.- '.l.'nrnr'g; 5
sor whitther of not Dragon's Ladr is a success firsl

lot lurther on other games. But it wos e
a marvel lo look at, that’s lor sure

Lirk now [aces a dilemma belore he e
starls his quesl: the choice of two paihs, 8
Arcade mode or the noew Direclor’s
mode calers for lons of the original ona
>ontrolled solely with the D-pad, and the A-bufios
to swing Dirk's sword. The scenes
semi-ramdom order, just like the ori

machine. The new Director’s Cut mode

‘journey’ through a special map of th
appears on the second screen, and the crder of
the scenes encountered is diflerent. "In Directos

=
explains Olsen, "you hove mone

Cut mode,”
video, an exira scene, more Dpes
live in Wolal), and a unique scrofne
-L'LILF||.L'“ 'I"'l'.5||LI'¢.' L". '.:'.i'_-i Moos e
player can use the D-pad to novioos
Llirk, or even the stylus to top on
boltom screen to invoke an ocom

In addition, the Rumble Pok shobes
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the Nintendo DS when the Leoyer 8
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supposed to make a move. Most e
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in the machines down to lhe ease
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collection of the discs. boards, ploayars ang

artwork for warious machines including Cobra
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Commuand. He admits, "] aclua Iy only played
Civeseram’e Loie s Berek in 1GRT B e
._.J“._.._..s Lar once back o [dHos. I e

G
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ST nsive lor m “ 1 Wi o~ § = =T et Tl 1 =12 I s
expensive [or me as a kid of 14. 30 cents went a

and in which direclion to move. from a _.'.'.:iﬁ
.
perspective, when in doubt, if the Nin

shakes it's time to take action or you die. Tom

ry e B A
also hove voice recog JILLEROT, IMEedning ¥
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back. relax. and talk to the Nintendo DS o conteel

Dirk thro ..'.3.".3'.4". the adventure.
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Emerging from the darkness of the castle and

L

into lhe light, development has taken a tolal
ol six months. The lirst two months were spent
axperimenting withvideo formats and compression
algorithms. OUver the next four months the game

gradually built up to the linal release candidate
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B Ployens can chooss to play through Arcode mode or

3 ENTER THE DRAGON'S LAIR :
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In It For
The Money?

[S DIRK REALLY just trying

to save Daphne? There's

the temptation of the gold
and jewels stacked up in the
dragon’'s lair itself, but one
scene puts a new perspective
on Dirk’'s motives. In Pot Of
Gold, Dirk has to dedge the
Lizard King to retrieve his
sword, which has become
attached to a moving pot

of gold. Having disposed of
the lizard, Dirk takes a few
moments to fill his backpack
with coins. The later games
also feature gold that Dirk can
grab for bonus points. And

in Dragon’s Lair 3D, treasure
and gold coins are often found
just lying around the castle

- prompting Daphne (through

the new Direciors Cut mode. Fans of the ofiginal game the magic amulet) to tell Dirk
choosing Arcode mode will controed th cparm with just the ol e silelbbi uth Snsannain
8 D-pad and the A-bution and will hawe only three Bves, _ P g _ P .
while Director's Cut mode will bring marny new while she is still in peril.

Hir

submitled to Nintendo for approval. “[ have a WITH THE limited

Sy

background writing games on (b4, Amstrad CPL memory

S L AL ]

of 8-bit

and Amiga and Atari ST, and the development machines, Software

Projects

. - Ll aramt ¥ omnre (T Heom  Tife K

process 1s not that differant, says Lisan. I8 liKe
| . ] 1 n -'I..- Cal .l wr N I Fa ) 1Py 11
learning to ride d Dicycla: once you leqrn your
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WY Qrouna e i:E.".'l..'.k.'I:.'i.':i'.'.'ﬂ 0L, NE Sirengil

":I'I-':I wedknesses of the NaraWars, Wriling oo

could not

into its conversions.
This resulted in Escape

on Nintendo DS is similar to most other platiorms. From Singe’s Castle, not
Mind you, if you've only done games on PC, Xbox an official sequel but a

or PlayStation, there is a lot to learn. On Nintend further collection of eight ‘helper’ arrows to guide Jaguar CD-ROM. The
DS, memory and space on the carlridge is sparse games based on the

and every byte counts.” arcade scenes including
Boulder Alley and the
Throne Room. The story
saw Daphne abducted

=l a.-rnl..'

MNow that the whole process is over, Olsen locks
back on the development. "The best moment was,
without doubt, when we did our first playable
alpha version, which leatured only four playable
scenes. It looked and played amazingly, and the
feedback from the Advisory Panel and the QA
team was amazing. We could heve finished the
game a little faster, but it was critical o us thot
we delivered a state-of-the-art product with no
compromises on qualily. The worst moment is
undoubledly the day we submitied the linal build

to Mintendo ane

nd realised we had reached the
end of the road. The game is done, playable, and
anters production ond you hove this empty feeling

inside. You are proud of completing the game,

Albice In Wonderkand

depus Seatures inchading extra s, _i.._ +

by a shape-shifter in development at the

shortly alter Dirk had same time as the closely

rescued her from Singe. related Space Ace, but
The game was work had stopped in 1984

squeeze all the scenes of  also split into twe due to the unreliability of
the original arcade game  instalments, over the laserdisc machines.

multiple floppy disks, Time Warp was ported

on 16-bit machines. to many ol the emerging
Escape From Singe's CD-based formats - the
Castle featured optional CD-1, 3DO and the Atari

inexperienced players. third game in the series,

The proper arcade Dragon’s Lair [II: The
sequel, Dragon's Lair [I: Curse Of Mordread,
Time Warp, was released appeared on Amiga, ST
in 1990, This had bean and PC in 1992,
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Singe's Costle, complete with helper armoes.

" y . ' " A sequence from Drogon's Lair [l on the Amiga, The Sloping Corridor in the Amiga Escape From
bul alse sad to see it go. But it's always @ inspired by

e o
satisfying to see it on the shelves.
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Nintendo's Lair
Dragon's Lair has been
released on several
different Nintendo
formats in the past.
However, none have

ever come as close to

Tephcgtlng thg COINn-op GAME BOY Released on the Game Boy, FORTHCOMING
s thG Up{?ﬂlﬂlﬂg DS yld Spectrum game He ssedin ATTRACTIONS
new clotnes. . b Ahis Is -'.._;._ OLSEN REVEALS that United

K }'11 ra i '..:.. '_l i.'-:I.-.'..-'._'.:.'-..'.l“: -l.'.: .. - ; EI Vg & !.._]. Cﬂ-dEEH :I"I.CIE' ]':I].C[ﬂ‘E {ﬂ-l’ more
el ol s B laserdisc action. "Throughout the
process of developing Dragon’s
Lair for Nintendo DS, we have
created a genuine laserdisc

17 game engine, which allows us
N 100NN {13 to adapt any laserdisc game to
our code. Obvious games for us
to work on would be Dragon’s
Lair Il and the unique Space Ace,
both of which are very similar to
Dragon’s Lair from a technology
point of view.” PSP and P52 users
will be pleased to hear that the
eriginal Dragon’s Lair is also on
the way to their machines, with
exttra features that could not fit
onto the DS cartridge. "We are

e e e e also very interested in porting

ETFEPEE b: :31- :":".l.'.'-; r J ..: 1 kit more forgivin ’ ..'.:- .:. 1o th ':.'.:'. :-;-- an old retro game called Mr Do,”
The casile was recreated in 3D, with Dirk and th too much from Castlevania, particularly as Dirk continues Olsen. "] am confident
enemies in pseudo 2D, an effect that didn’t alweays now carries secondary weapans, like an axe. Still we will do another DS title with a

Ly}

conversion. Here's

1 " 1
WOILK. |': ACITTIR LIALY 15

Christmas 2008 release, but don't
be surprised i you also see a
PSP title on the shelves with our

label on it.”
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B Hese i a batty exompse of just one of Disk's
ENY OmUuEng dlirlh soanes
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NES This was an incredibly difficult flick-s -1l AME E!-':'T_ I:.EI['GH ramming 20 ditlerent

!:Z‘l:.f:'.[:."l:"l"."_ qame, many pec e o s B ol
saw bevond the opening screen where Lirk has
to cross the drawbridg
a lire-breathing drage - a b 5E5 5
sprite 15 quile IMprassive 107 r
S =t~ b Firme omllameimner e o il 0 SRl EEETE S e
RJBTIAR TECHR e 2 : . o T oy W Dirk obviously did not jump out of the .
bornes. Avoid the NES version of Lragon s Lair But, unil now, s Wwas ine Dest way o enjoy a thiron i time. .. .
{o crvoid raising your blood pressure poriaple Dragon’s Lair experience. _I_ B 3




