"OPEN

FEs

#

= 1T =TT =1 1

1111111

e ot

1







‘ For One Player

Retro City Rampage:

WITH BLURSTPROCESSING!

The entire open-world is in danger.

THE PLAYER is out for a friendly frolic of CRIME CAPERS when suddenly ambushed by EVIL GOOD GUYS.
They will stop at nothing to end his RAMPAGE OF DOOM threatening the citizens of Theftropolis City.
Are YOU bad enough to defeat the EVIL GOOD GUYS?

Retro City
Rampage’

The Gg

RETRO CITY RAMPAGE lets you play as THE PLAYER. Take the wheel with five finger discounts on over

30 vehicles and wield over 20 weapons that will make you say “WHOA"! Run down innocent pedestrians
to hear the magnificent monophonic modulated sounds. Order a pint of “SOUR MILK” from the barkeep
to make yourself sick and avoid taking responsibility for your actions. At some point, defeat the

EVIL GOOD GUYS thenrelax and go do it, when you want an ICED TEA.
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WATCHIN AMAZING ASTONISHMENT

INREALIMOVING PICTURE. _
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MAY CONTAIN CONTENT | '
INAPPROPRIATE FOR CHILDREN I

Visit www.esrb.org
for rating information |




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...

Before Retro City Rampage, there was Grand Theftendo

1= "Grand Theftendo"

the precursor to Retro City Rampage
which ran on actual NES hardware
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WATCH IN AMAZING ASTONISHMENT
IN REAL MOVING PICTURE. _
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Under the hood of an NES game...

THE CODE!
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Ainesprg
.ine=schr
.ine=smir
.inesmap

ASScSLY LANGUA

O b e e

.org 58000
bank 0O

Startc:
lda
sta
1da
sta

Loop:
Jmp

.0rg

AW
W
AW

setup the PPU
¥300001000
22000
#300011110
£2001

Loop

Jank 1
SFFFA
0 :(NMI Routine)
Start ; (Reset Routine)
0 ;({IRQ Routine)

ank 2

ks |

£0000

Anckhin "test.chr"™ ;gotta be 2152 byte=s long

)
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Let's AUTOMATE this!
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Style Includes, Definegs

, Pra

grnas

155 R R R R R R K R R K R R R R R R R R R A A A A A R A A A A A AR A AR AR AR AR R w f
15¢ S/ the code bank containing code only used on the reset intitialization
157 #rom.bank BANE CCODE RESETINIT

158 #rom.org OxEQOO

155

160 #interrupt.start reset main

161 #interrupt.nmi reset nmi

1z #interrupt.irg reset irg

1a3

164 #include "std init.as"

185 #include "sys\extraram.as"

ladg

167 #include "main.as"

18

163 #include "titleh\titlescreen.as"”

170 #include "titleb\brandscreen.as"

171 #include "titleh\logoscreen.as”

172 #rom.end

173 R R R R R R R A R R R R R R R A R A A AR A AR AR AR R R AR AR R AR AR R R AR A AR AR A R R ARk R r kR R [
174

175

176 ] /R R R R R R R R SRR R R R N
177 ¢ QGEEE B8 02 CB.C
17 # 00 QOO B0 00 OO OO
173 # QO o[s{ele]s[oflsle]e]s
1s0 ¢+ 00 OO EQ 00 OO GO

18 + QEEE EE B8 BB B8
182 2323 I I I I3 I3 S SIS I3 E SIS SIS SIS II SIS A0

=]

=
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45
47 }
45

Inline/Macros for cleaner coding!

} while (nonzerao)

455 f!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!

50
51
52
53
54
55
58
57
58
55

Tl

* memset inline( memdest, value, memsize )

=

=

=

=

memSize==07 memSize=25&a

memdest: Memory location of
value: Memory location of
memsize: Memory location of

Register=s changed:

-

=

¥

buffer

Bbit
Bbit

variable,
variable,

ine memset inline( memdest, wvalue, mems3ize)

lda walues

1dx #0

do {
2ta memdest,x
inx

CpX mem=size
} while (nonzero)

Ebit immediate
Ebitc immediate

wvalus
wvalus

TEE EHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH

73

=

gize==07 =ize=25f%

AT e e e e e e ol ok ok e e e ol ol ok ok e e ol ol ol o ok e e e ol ol o ok e e e ol ol ok ok e e e ol ok e e
1z S/ Imitializes the sprite objects and the MMCS k
1z function InitSprites|()

1a[-] {

15 aggign( MMCS.CHR BANESIZE,

1l assign ( MMCS.5PRCHE BANEKE SELECT 1K 0000,

17 assign( MMCS.SPRCHR BANK SELECT 1K 0400,

18 assign( MMCS.SPRCHRE BANK SELECT 1K 0800,

15 aggign( MMCS.S5PRCHE BANE SELECT 1K 0COO0,

20 aszsign (s2prdraw.anibank, #CHR_ITEH_ERHE_G(LR]
Z1 azsign (drawhud. sprbank, #CHR_HUDELIPS_EAHK_C
P

23 SprObj ClearVirtualCaM() // done all at once
Z4

25 memset inline (peds, ¥0, #=zizeof (peds))
ZE memset inline (cops, #0, #sizeof (cops))
Z7 memset inline (chaos, #0, #=zizeof (chaosz))
ZB

23 1lda #0

20 2ta peds.randcount

31 sta cars.randcount

32 sta oamcpy.doflip

23

24 SprCar Init()

325 SprPed Init|()

38 Spritem Init ()

37 HudBlips Init()

3B }



IF/ELSE & SYITCr STATEMEZNTS! ZOMNGS50)!

AT et e e e e e ol o ok ke e e ol ol ol ok o e e ol ol ol ok e e e ol ol ook e e e ol ol o ok o e e e ol o ok o e e e ol o ok o e e e ol o ok ok e e e ok o ok ok e e ke SN tya

12 function m000 8Ball Proc onfnimate () Z5 and #E:-_ICE:-H_TYPEI-IE!LSE{

13[] 4 25 tay

14 lda thread=s.state 27

15 cmp #5 28 [] switch(req.y) {

15 [-] if(lessthan) { 25 [ case ¥ (ICONTYPE.CHECEPOINT << 4) {
17 cmp #1 30 assign (icons.checkhit, #FALSE)
1a if (equal) 321 lda =pritem.id, X

15 [-] i 3z [ switch (reg.a) |

Z0 or Xi(sprped.flags3, #DS_PED_RUHHIHG] 33 [£] case #EUILDIHG_CZ-IEEE{PE-IHT i
Z1 324 lda #SPRCOL.GEEEN

2z ; follow the player 35 }

23 ldy md00.carspr 6 [ default {

24 SprPed WalkTo Car XY () 37 lda #SPRCOL.EBLUE

25 | 38 }

26 -] else | 33

27 [ switch(reg.a) f{ 40 }

25 -] case #6 { 41 [-] default {

29 assign 16i(collide.destx, 542§) 4z lda itemTypes.flag=2, vy

30 assign 16i(collide.desty, 3040) 43 and #IE_EE-]'_E:-URHASE{

31 SprPed WalkTo X () 44 }

32 [] if (fal=se) { 45

33 Print_Hessage(ESCIE&] // this i=s the place right here | 46 sta addspr.colour

34 47

35 inc threads.state 42 lda add=spr.=status=s

26 } 43 =ta =Spritem.=status,x

an ] 50

38 [ case #7 { 51 lda itemTypes.chrindex, vy




ol

Strucis ror cfarca caclaraiions! ZOMGEEC)L2]

48 WEAPCHN PISTCL, 70
47 WEAPCHN UZI,

48 WEAPON RK47, 72 [
45 WEAPON Mle, 73
50 WEAPCHN ROCEET, 74
51 WEAPON SNIPER, 75
52 WEAPON MCLOTOW, 76
53 WEAPON GRENADE, 77 H
54 WEAPCH SHOTGUN, 78
55 WEAPOHN FLAMETHROW, 79
56 WEAPCN WHEEL =]u]
57 } Bl
53 5z [
553[-] cyvpedef struct WELRPONTIYEE { 83
&0 byte ptr ff pointer to the status tile B4
el byte flags B5
&2 byte clipsize =13
&3 byvte chrindex 57 [
&4 byte maxdi=t =]
€5 byte flags2 B39
(1 byvte damage a0
&7 byte radius a1
&8 char name[3] 32 [
&3 ¥ 493
T g4
71 S R R R R A A AR A AR A AR A A AR AR A AR AT AR AR H & O
72 #endif 98
TE [ EERRAARRAARRARRAARRARREARR AR AR AR R AR AR Rk R Rk R R g7 ]

J.'I.HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH

71 [-] WEAPCHTYPE weaponTypes[] = |

{status weaponsg tiles fist-status weapons tiles,
W _NOAMMC |WDIE NONE,

10, 0, 1, W2 PUNCH,

r—i‘ r
“_'_-_3_“]',-

istatus weapons tiles bat-status weapons tiles,
W _NOAMMC |WDIER 4 |W LOCH,
10, oxC1, 1, SPRCOL.GREEN|WZ PUNCH,
4, &,
“3'3_-'”]':'

i{status weapons tiles pistol-status weapons tiles,

WDIR 1,

15, 0xC3, 12, SPRCOL.BLUE,
6, &,

"Pistol™},

i{status weapons tiles uzi-status weapons tiles,
WDIR 16 |W EXPLODE |W_HOLL,
10, OxC4, 14, S5PRCOL.EBLUE,

— —

.:F -:f
II'_TE-_II ]_ R

istatus weapons tiles ak47-status weapons tiles,
WDIR 16 |W EXPLODE |W_HOLLD,

10, 0xC4, 31, SPRCOL.ORANGE,
12, &,
"LRE-4T"},

{status weapons tiles mlé-status weapons tiles,



It sure would be cool to see it
running on the real hardware!
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* Use bath controllers
for two players.
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But wait,
how long have you been working on this?



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, | worked as much as a full time job!)

Wello everything myself (engine, tools, hardware, art)
| 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!

Il




Have it, Do it, Keep it in mind

e Passion

* |t'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
* |t's not an afterthought
* “Gosh! There's more to design than | gave designers credit for!”
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The Evolution
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THE EVOLUTION - From NES to PC to Retro City Rampage
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WATCH IN AMAZING ASTONISHMENT
INREALMOVING PICTURES!

s K "

“h——h —— —L‘Lﬁ; e e — — P— -

—

aNEW,FOR)
820X

T

A
F

s /
f




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

* |deal! I'll rewrite it easily in C on the PC, finish it, then port it back!
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Defining Moment #2
GTA, share the spotlight!

 "Haha! why don't | 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 ideal

» Started adding missions in as homage to other charact
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Defining Moment #3
The Break-Up

“| sure would like to make this a full time job”
“This is way too ambitious to finish part time”
“...but, | 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!

* Writing jumping code...
* “| 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!”
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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".

* |t needs to be fun at its core.
* Time to learn that there's more to this “design” thing...
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Playtesting 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 Automatio

* Automate EVERYTHING!
* Do MORE with LESS!
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Palette Order

Sort By

Chck on the color to select or double chek to edit
0. R:0. G:0, B:0

Index:

256 Color Palette

_m _"." &
e —
fe

BT

- i

TR e = EEEEES 5 B R ol S BmRsET SRR I - R W L 4




More Automation! |

* I'm not doing that again!
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Layout

3 City Tool - [Layout Editor]
B Fle Surface View Help
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Snzacows

Building shadows are automatic based on its height.

0 Y o PP e P s s [0

Shadows for stamps (fences, objects) can be automatic or custom_ If bmp palette[253] (purple)isused in the
stamp's texture, an automatic shadow will not be generated. Instead, anywhere this colour is used will become
the shadow.
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ground textures

output

groundmap.bmp




VOX=LS FOR VerllCLE:.

Voxel Section Editor I v1.37 [car_police2.xl] [ S|

File Edit View Section Palette Scripts Tools Options Sites Help
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5 ection Editing Yiew: Right

Body -

Tools
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Bruzh
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Type: RedAlert 2 X Size: 24, Y Size: 28, 7 Size: 48 H14,Y:0,2: 47 Pos: 14,17,25

4

[ Animate X
[ Animate Y
[~ Animate Z

[v Edge Detect
[~ Show Normals
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Free open source voxel editor
(A Command & Conquer editor, whoa!)

Custom exporter!
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Direct Colours
Transparent

sprpal[ 3] (light colour)
B sprpal[2] (dark colour)
B sprpal[1] (black)
Mapped Colours
Hands
B Pants
B Shoes
J Shirt (torso)
I Shirt (upper sleeve)
Shirt (lower sleeve)

Head Placement Markers
East
South
North

B South-East

B North-East
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Walk with weapon Iy m h [y I:E"Eh _ Run with weapon
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Walk shooting weapon prmy By [ By i [ Run shooting weapon
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Idle shooting weapon H ﬂﬂ!

Ducking (taking cover)
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W HES Chrank

I New

(= Load Project  ~ [ Save Project

I view Animation S Generate =»

Files
Input Bitmap: D:yprogramming'gtaigfxidecals\effects.bmp

Output CHR: D:yprogramming'gtaigfxchridecal effects.chr

™ Output Map:

[~ Output Tiledef:
[~ Output Srchdr:
[~ Output Scrhdr:

Tile Options

 Bxa [T Insert Transparent Tile as Tile #0
& Bxi6 [~ Crop Transparent Right/Bottom Edges
Transparent Colour: % White ¢ Black [V Colour Palette

Number of Banks: 1 :I

“ P [J Show Tile Validation

o T oe o o [

res5Ion
[T Enable Compression
[T Similarity Compression [~ HFAip
max Simiarity: © = 0-64) [ VFUP

Map Options

Map: {* Source{ Source Struct (" Binary { Binary Tabled

= Load Options [ save Options

—Byte Formatting:
Byte Order: Byte #1

Tabh43210 Fa k43210 TaRd43210 NEL
Tie Index: 00000 DOODODOO0D0O0 OO00EEE B
H Flip: DOOO00000 O0@OO00000 OODO000000 &
W Flip: DOOO00000 @O000000 OODO0O00000 &
prority: [O0000O0O0 DOOO0000O00O0 OO00000CC B
ralette: [O0000O0O0 DOO0O00000O0 OO00000OCC @
caiision: 0000000 O000000O00O0 0000000 @&
Index Base: 0 Max Index Bits: & i’[maxties:z&&}

Output; Iz vl Bytes: ¢ Together ( InSeparate Buffers

[ Output Width/Height inSource |~ Double Indexes (for 8x16 tile mode)
[~ Output Sprite Index Array

Name | widgth | Heignt | coords | pirs |
Effect_Magic 1 1 0,0 &
Effect_Sparkle 1 1 0,1 4
lcon_Lock 1 1 0,2 3
KickUp_Dust 1 1 0,3 4
BlastBubble 2 1 42 1
BoomBubble 2 1 4,3 1
BlastBubbleBig 3 3 0,4 1
WhiteBlock 1 1 4,1 2
Ghost 2 1 0,8 g
sprite &7 5 1 6,1 3
sprite #0 2 1 12,1 4
sprite #0 1 1 6,4 3
—Sets
width: 2 :I ¢ Horizontal % Vertical
Height: 1 :I # of Frames: 4 :I [~ Mirroring
@Luad IHSa\re %Gfmerate IV Mirror #0
H B Es .
O Num Palettes:! =]
=3 | 00 speed: | 8/60
LR LR LR N LR L N LR NI R ILRIR LRI LRIRIINININTININ]]
E BrtEm Frlﬁlﬂm‘-
NESECHRVAN
EH MNMES GRAPHIC HHK'H

Project Loaded.
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Runtirne Daougying

(3591 3433 £:0 O1EEE aws:539 E15 | frameskip:0
g P lAHEr e I5HD = THA S

:0 0lbbe al=:55 oz’ 0 rl-ameskik:0

Y
i

used=18, rand=17, nonrand=1, free=2

: RUNNinz = STATE : init — ., | E—— '-._-r
| | . il

I — i 20

#2325 Eunninf!! STFITE|E imit hll

Lol EEL

el |
CO@rds =0 P oo g a—

[ | —'—
T LFEEI!t- =>LiFbOard
ODEFECT EROOMS | A1 L, o

REFLZST

FireL) AMDET
I I . H e

Al
1

(356034361
ProrZHeEWSParELEin [56,:348 1]

Mame:LmeWsFareEDi niiEa)
[pL=t=1 5 A R =

MUSIC ID: FXI_ACross_Rodstors
Filemame: FXI_071_ACKOss_KROOfLoRs it
ACtist: Wikt

SOMn3 Mame: ACh0sSs EOoftors

-[ 3583 3425

MUsiC stream cCachke: 172 .27¢172.27 KB used
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e Scope realistical
* Automate everyt

Y.

Conclusion

ning you can.

» Business & proper marketing take up a lot of time. A LOT!

e Don't do it alone!

* Have local dev gatherings!
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Brian Provinciano

Vblank Entertainment

Email: info@vblank.com
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