
  



  



  



  



  

But it didn't begin as 
Retro City Rampage...
But it didn't begin as 
Retro City Rampage...



  

GREAT ideas are often the EVOLUTION of good ideas. 
(Paralleled in prototyping, playtesting, and tuning your game)
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In The Beginning...In The Beginning...
Before Retro City Rampage, there was Grand Theftendo



  



  



  



  



  



  



  



  

Under the hood of an NES game...

THE CODE!

Under the hood of an NES game...

THE CODE!



  

ASSEMBLY LANGUAGE!ASSEMBLY LANGUAGE!



  

Let's AUTOMATE this!Let's AUTOMATE this!



  

C Style Includes, Defines, PragmasC Style Includes, Defines, Pragmas



  

Inline/Macros for cleaner coding!Inline/Macros for cleaner coding!



  

IF/ELSE & SWITCH STATEMENTS! ZOMGBBQ!IF/ELSE & SWITCH STATEMENTS! ZOMGBBQ!



  

Structs for data declarations! ZOMGBBQx2!Structs for data declarations! ZOMGBBQx2!



  

It sure would be cool to see it
running on the real hardware!
It sure would be cool to see it
running on the real hardware!



  



  



  



  



  



  

But wait, 
how long have you been working on this?

But wait, 
how long have you been working on this?



  

It's been 7+ years...It's been 7+ years...
● Over 7 years!? What took you so long?

● An overly ambitious project!
● Much of the development was part time 

(although at many times, I worked as much as a full time job!)

● I did everything myself (engine, tools, hardware, art)

● I had to redo things 
(rewrite code from NES to C++, draw a new city, etc.)

● ...but the main factors:
– Spent too long on the tech

● Make your game already!
– Too much time polishing minor details
– BUSINESS. CONTRACTS. PR. PITCHES --> MONTHS!
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Have it, Do it, Keep it in mindHave it, Do it, Keep it in mind
● Passion

● It's all you need
● Passion gives you the motivation, drives you to do your best and learn

● Automation
● Do MORE with LESS, automate everything you can

● Design
● It's not an afterthought
● “Gosh! There's more to design than I gave designers credit for!”
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The EvolutionThe Evolution



  

2004 2006

2010

THE EVOLUTION – From NES to PC to Retro City Rampage



  



  

Defining Moment #1
Shifting from NES to PC

Defining Moment #1
Shifting from NES to PC

● NES development has many downsides
● Debugging is limited
● Assembly codebase getting large
● Constantly battling with memory limitations

● Idea! I'll rewrite it easily in C on the PC, finish it, then port it back!
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PC Version in 2006



  

Defining Moment #2
GTA, share the spotlight!

Defining Moment #2
GTA, share the spotlight!

● “Haha! why don't I sneak in a Leisure Suit Larry or Monkey Island bar 
into the city?”
● Wait a second! 

– “GTA: Monkey Island!”?
– “GTA: Leisure Suit Larry”?
– “GTA: Trailer Park Boys”? (Go CANADA!)
– ... I like this idea!

● Started adding missions in as homage to other characters.
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Defining Moment #3
The Break-Up

Defining Moment #3
The Break-Up

● “I sure would like to make this a full time job”
● “This is way too ambitious to finish part time”
● “...but, I can't make a job out of this if it uses the GTA IP”
● “Well, it would be fun to make an original game”

● The Grand Theft Auto 3 content is scrapped.
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Defining Moment #4
ZOMGBBQ! This is GENIUS!

Defining Moment #4
ZOMGBBQ! This is GENIUS!

● Writing jumping code...
● “I need to write code to handle when one character is on top of another.”
● “What should they do?”

– “Land on top?”
– “Slide off?”
– “Bounce off... and stomp the other one like Super Mario stomps goombas? HELL YES!”

● The direction shifts from gritty to comedy!
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Defining Moment #5
Functional vs. Fun:  A Programmer Learns Design

Defining Moment #5
Functional vs. Fun:  A Programmer Learns Design

● After years, everything is FUNCTIONAL.
● “Yay! An 8-bit game with everything GTA has!”

● Wait a second... “GTA with 8-bit graphics” doesn't mean “FUN”.
● It needs to be fun at its core.

● Time to learn that there's more to this “design” thing...
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Playtesting is KeyPlaytesting is Key

● Stuck in a programmer's mindset?
● Want to design a good game?
● Start with playtesting –it almost does the work for you (at first)!

● Examples...
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More Automation!More Automation!

● Automate EVERYTHING!
● Do MORE with LESS!

● Automate EVERYTHING!
● Do MORE with LESS!



  



  



  

More Automation!More Automation!

● I'm not doing that again!● I'm not doing that again!



  



  

LayoutsLayouts



  

ShadowsShadows



  

Ground TexturesGround Textures



  

VOXELS FOR VEHICLES! ZOMGBBQ²VOXELS FOR VEHICLES! ZOMGBBQ²

Free open source voxel editor
(A Command & Conquer editor, whoa!)

Custom exporter!



  

TIDY IT UP!TIDY IT UP!



  

PedestriansPedestrians



  

Sprite Tool (Chrank)Sprite Tool (Chrank)



  



  



  

Runtime DebuggingRuntime Debugging



  

ConclusionConclusion

● Scope realistically.
● Automate everything you can.
● Business & proper marketing take up a lot of time. A LOT!
● Don't do it alone!
● Have local dev gatherings!
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Brian Provinciano
Vblank Entertainment

Email: info@vblank.com      Twitter: @BriProv 
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