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Your First Look At...

ELTIC LEGENDS ARE STUFFED
with tales of Cuchulainn, a war hero
whao lived fast, killed hard and died
young, Tir na Nog rells a ficnonalised
story which begins at the point where
the ather storics end — at the death of Cuchulainn. Tir
na MNog is The Otherworld, or Land Of Youth, a
secret world inhabited by rhe birrer-and evil Sidhe. It's
into this world that the now-dead Cuchulainn must
ventiire in an atempt to re-unite the four parts of the
broken Seal of Calum, and so once again imprison
The Great Enemy and bring peace to the universe

The story of Tir ma Nag originally formed the
basis for a highly acclaimed adventure ganie on the
ZX Spectrum in 1984, Ar the time it was hailed as 2
graphical masterpiece, an adventire of unparalleled
armosphere and depth, and the closest thing yet 1o a
fully playable interacrive movie. The original team of
Greg Follis and Roy Carter are still rogether, and have
been working for the last two vears ona PC
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The return of a gaming legend

Almost a decade ago, the Celtic tales of Tir
na Nog were recounted in a classic piece of
ZX Spectrum gaming. Now the original

programmers are hard at work bringing the

legend to life on the PC.

BY MARK RAMSHAW

interpretation of one of the Spectrum’s finest hours,
But why bring it back?

Greg Follis: “There was a huge body of
documentation which was never nsed (it was a 48k
Spectrum, after all). There was so much stuff left, just
wiaiting to be used, so a new implementation of the
story was a natural idea.

Bur is updating a Spectrum game to the PCa
legitimate exercise? “Well, re-using an idea works in
the film and music world,” points out Greg, “It%s a
rewrite, rather than a retread or a revamp. After all,
people didn't put Shakespeare’s pl.l'_-'s on onge and

(Aborwe/abowe-right/ighth
This trio of shats shows
perectly the idiesyncratic
graphical style of
Psygnosis' Tir ne Nog.
Photography, scanning,
overpasnting snd all manner
of montage effects are
usad to give the game &
phola-realistic, yat
famastical, sir. &l the in-
game arl s handled by
game designer Greg Follis.
It wa do ancther game, |
think wa'll expand the team
{0 bring in other artists and
dasignens,; axplains Greg.
“Working on Tir ne Mog has
baan fun, but iTs & halluva
kot of work for just mysalf
and programmer

Raoy Carfer

then forget about them, did they?”

But how much of the Tir ma Nog story is rooted
in legend? “The actual story that's in there about the
Great Scal is 100% fictional,” explains Greg.
“However, the character Cuchulainn, some of the
incidents and associations are legend. Bur even the
fictional parts are true ro Celtic mythology. [ think
there’s a depth to ir, a feeling thar there's more there
than you're actually secing. [ guess that's because of

the mythology angle.,”
The Land OF Youth is brought to life with over
200 richly detailed and populated locations, through

which strides Cuchulainn, a Celtic legend and gaming
hero of impressive proportions. The sereenshots show
just how much of the screen he occupies, but they can't
convey the wonderful way he strides around, seales in
and out of the screen, and remains active and animated
throughaout the game, all in a very distincrive graphic
style. This semi-photorealistic style is used throughout,
giving the game a totally individual atmosphere,

Greg Follis expliins how the game’s unique style
is achieved. “I produced most of the scenes using
collage rechniques. T rake photographs, then draw or
paint on them, scan thiem in then do it all over again
A lot of the animaton is done by videoing then aking
drawings of the snap frames, as opposed to putting it
through a video digitiser. It gives you a different sort
of animation, The resules are idiosyncratic, I must
admit. Tir ma Nag is certainly different.”

Control is all handled with the mouse, with
location-sensitive movement styles, Some screens scroll
honzontally or verticalily, for instance, while others are
static with Cuchulainn moving around in 3D, The idea

Above) Cuchulninn kooks out aver the mystical land of Tir na Nog. Somewhere out there
the fragments of Calum's Seal await

{Left) The mighty Cuchulainn in all his glory. Mot only does he fill a pretty impressive
portion of the screen, but he's also beautifully animated..

iz obviously to give a movie feel without any of the
problems associated with interactive movic games.
What Ter me Nag retains from the Spectrum
original is the plor, the basic characters and locations,
and the use of an excellenty animared main character.,
Bur Tir na Nog isn't a simple port by any means, The
acmaal game exccution is totally new. Whereas the
orginal followed a basic adventure format, with much
roaming around empty lanes, a few bits of combat and
lirtle else, PC Tir ma Nag is crammed full of useful,

“It’s a vewrite, vather than
a retread or a vevamp. After all,
people didn’t put Shakespeare’s
plays on once and then forget
about them, did they?”
Greg Follis

dangerous and intriguing locarions, and forsakes much
of the combar for a much more puzzle-based formar.

As in the original there are the malevolent Sidhe,
along with giants, dragons, wights and other bizarre
creatures of legend. Fans of the orginal will instantly
recognise certain elements, bur all the puzzles are
new, so obld-nmers won't have any advantage when it
comes to getting past Mathair the dragon when trving
to recover the Cauldron, for instance.

At its heart, Tir ma Nag is very much a “Use
Ohbject A to Solve Problem B and advance to location
C™ sorr of game. Bur the various locations, plots and
sub-plots are woven together so much and so well
that the whole thing begins to feel far more organic
than you'd expect. Much of the actual character and
object manipulation has vet to be put in place, but the
version we saw looked very promising. 1f Follis and
Carrer can push PC adventuring forward as much as
they did with the original a decade ago, then Tir na
Nag could become a real gaming milestone, silencing
re-write sCeprics in the process, =

(Above) A member of the proogramming team makes a guest appearance, thanks to another
deft bit of scanning and momntage work,
(Fignt} A point-and-click curssor is used to guide Cuchulaing around the kand of Tir na Nog. He
sutomatically works out hows o reach a point on the screen, 5o R0 Aavigation is necessary.
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