
B I T M A P  B O O K S  P R E S E N T S

B I T M A P  B O O K S  P R E S E N T S

CLICK
HERE
TO ENTER

B I T M A P  B O O K S  P R E S E N T S



First released 1990 / Genre Racing / Developer and publisher Nintendo

F-Zero
“While Super Mario World was unquestionably the 

Super Nintendo’s key launch title in all regions of 
the world, it was F-Zero that better demonstrated 
the incredible power possessed by Nintendo’s 16-bit 
system. Using its much-hyped Mode 7 graphical 
power, the game presented a smoothly scaling 
(albeit entirely flat) landscape which made all 
other racing titles of the period look obsolete in 
comparison. F-Zero was much more than just a 
pretty face, however; it had gameplay to match
and even by modern standards is an addictive yet 
thoroughly challenging racer. With its colourful 
vehicles, futuristic tracks and fully formed cast 
of comic-book heroes and villains, F-Zero was 

an important weapon in Nintendo’s battle for 
supremacy over the incumbent Mega Drive, 
proving that the company was just as comfortable 
breaking new technological ground as it was 
creating compelling fictional universes and riveting 
gameplay concepts. Fierce debate still rages as to 
which instalment in the F-Zero franchise is best, 
and it says a lot about this debut release that it 
still compares very favourably to F-Zero X (1998) 
and F-Zero GX (2003), subsequent entries which 
replaced 2D visuals with polygons but stayed true 
to the thrilling gameplay of the 1990 original.”

Damien McFerran, games journalist
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Super Mario World
“Super Mario World has been my favourite game 
ever since I pestered my parents into buying 
an imported Super Famicom and the Japanese 
version of the game back in early 1991. I spent 
the whole trip home clutching that ergonomic 
new controller with all its extra buttons and 
excited beyond words to see what Mario in 
16-bit was like. I was not disappointed.

“While the Japanese text meant I had no clue 
what was going on, the brilliant and intuitive 
gameplay meant it didn’t matter. In fact, the 
mysterious message boxes in the game intrigued 
me until I played the PAL version and discovered 
they were just mundane tutorials!

“Yoshi is, of course, the standout addition. His 
ability to eat enemies to gain different powers, 
as well as being a springboard when the player 
misses a jump, adds a new layer to the Mario 
formula. There’s also the wonderful touch of 
bongo drums being added to the music whenever 
you jump onto Yoshi. Best of all, 26 years later 
and I’m still finding new things in the game 
to surprise me. In fact, I just recently found 
that Yoshi can eat activated purple blocks. 
A simply timeless classic.”

Simon Wilmer, guest reviewer







SM: Donkey Kong was such a 
massive step forward. When we 
showed it off at the 1994 CES, the 
crowd thought it was for what 
was then known as ‘Project 
Reality’ and would become 
the N64. And then Nintendo 
of America’s Peter Main came 
on stage and dropped the 
bombshell that it’s coming out 
on Thanksgiving on the Super 
Nintendo. It was just an amazing 
moment. We didn’t mention 
the music for Donkey Kong, 
did we? We had a massive 
advantage there because Dave 
Wise somehow managed to 
massively up his game, despite 

not having anything to work 
with. We had all the fancy 
graphics, but the tunes for the 
Donkey Kong series are just out 
of this world – God knows how 
he managed that.

GM: I think I was the only one 
in that press conference that 
wasn’t clapping and cheering. 
I was just thinking, ‘how the hell 
are we going to get this ready 
for Christmas?’. We still had 
a colossal amount of work to 
do, but seeing people play and 
enjoy the game at CES gave 
us the confidence to up our 
effort even further.

You almost can’t imagine the 
graphics without the music. 
SM: It was like a new style of 
graphics – somehow he managed 
to do a new style of music, even 
though it was with the same 
tools as everybody else.

GM: The ‘water level’ music 
still remains in my top two pieces 
of music that’s come out of Rare. 
It had that ‘goosebumps’ feeling 
that doesn’t come along too often. 
Grant Kirkhope’s ‘Night 3’ piece 
for Viva Piñata is my other 
favourite, so I’ll leave it to 
Dave and Grant to debate 
which one was the best.

After Donkey Kong Country, 
did you move straight on to 
Donkey Kong Country 2?
GM: We had a holiday first! 
We agreed to give up all our 
holidays (and pretty much our 
lives) in order to get the first 
game finished, so in return Rare 
paid for us to have an amazing 
holiday in the Caribbean. Once 
we got back, we took everything 
we’d learnt to try and make 
Donkey Kong Country 2 even 
better. After Donkey Kong 
Country 2, I was feeling burnt 
out and needed a change, so 
the core of the team moved 
on to something new.

CS: For Donkey Kong Country 3, 
the team was split, with some 
starting on that and others moving 
to Project Dream, which later 
became Banjo-Kazooie on the N64.

SM: We went to Japan in 
1995 to see the unveiling of 
the N64 and we had Donkey 
Kong Country 2 then. I think I 
was a bit disappointed because 
Nintendo didn’t seem to push the 
sequel. I think they were gearing 
up for the N64 launch, which is 
probably natural. Donkey Kong 
Country 2, despite being a better 
game, got a bit lost in all the 
noise of the N64. Obviously at 
that time they were showing 
playable versions of Super 
Mario 64. So even then, we 
were thinking that the future’s 
in polygons, yet Rare went on to 
make Donkey Kong Country 3, 
which still sold pretty well – 

about three-and-a-half-million 
copies. The Killer Instinct games 
must have been coming out at 
that time as well?

KB: There was a conversion 
to SNES which I helped out 
on while working on KI2 for 
the arcade.

Was it a challenge to port 
Killer Instinct to the SNES?
KB: We literally just stripped 
frames out, and the backgrounds 
weren’t all animated rendered 
sequences as they were in the 
arcade due to memory, but it held 
up well! I wasn’t overly involved 
in the conversion; I oversaw it, 
but it was a pretty straightforward 
port because we knew the SNES 
inside and out by then. Actually, 
before DKC I spent a lot time 
experimenting with SNES 
projects that never even 
saw the light of day.

What were they?
KB: We were going to do a beat 

’em up game called Wrestle Rage 
featuring the Ultimate Warrior 
from WWF. It never happened, 
but I can remember it was going 
to be a bit like Double Dragon. 
We were just looking for ways to 
use the features on the SNES like 
the transparency. I thought it’d 
be great if we could use water as 
a weapon during a fight, holding 
your opponent’s head below it! 
It was a bit gruesome! We were 
also looking for ways to make 
Mode 7 a feature as it wasn’t 
really used in DK. In terms of 
other games, there was one that 
involved a man that could turn 
into a dinosaur. That’s all I can say.

SM: Oh yeah, I remember 
that. I remember the concept 
of it, anyway.

KB: You don’t have to be a
genius to work out what it 
would have been called.

SM: Did it get as far as being 
a playable thing?

KB: Yes I seem to remember it 
was pretty cool, but it stopped 
production because then it 
was all hands on deck with 
Donkey Kong.

SM: You should say the name, 
no one’s going to care.

KB: I think the working title 
was Dinoman, because he could 
turn into a dinosaur. We’d look 
at all these games and see which 
one looked like it was going to 
go somewhere, and those two 
unfortunately never made it past 
the demo stage. Had we managed 
to get Donkey Kong Country 
out earlier, it might have been 
different. We didn’t want to let 
Nintendo down, and we only 
had two teams. There was a team 
that did Donkey Kong Country, 
and there was a team for Killer 
Instinct because we’d also 
promised that that was going to 
be ready for Ultra 64, which of 
course became the N64. Apart 
from the odd Game Boy game, 
there weren’t any other major 
projects going on. But some of 
those that we canned would’ve 
looked fantastic using rendered 
graphics; I can just see them 
now. But as soon as we got the 
go-ahead for Donkey Kong, the 
other games went on the back 
burner and then stopped I guess.

GM: I was the designer on 
Dinoman! We spent so long 
trying to make a cool level using 
the shiny Mode 7 feature that 
we neglected the basic gameplay. 
Although I do think a dinosaur 
that could climb any surface 
called ‘Clingonadon’ remains the 
pinnacle of my character naming. 

Early concept ideas for a reimagined Donkey Kong 

Donkey Kong concept sketches by Shigeru Miyamoto

“Donkey Kong Country 
2, despite being a better 
game, got a bit lost in all 
the noise of the N64.”Steve Mayles
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