YOU CAN’T KEEP A

GOOD EGG DOWN!
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Philip and Andrew Oliver always said they would never do
Dizzy again, but a fortuitous culmination of several events g was aucited a1 the prospect sncugh to
during the Easter of 2017 inspired the creation of a new
game - Wonderful Dizzy. Philip tells the story...
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sary logo ol Diezy, produced by Pieir
'PIT” Gratkiewicz. This ked 1o several
magazing articles and the opening of
the Dizzy Eggshibition at the Nabonal
Videogame Arcada in Nottingham,

Following the successful 2015 re-
laase of tha found-in-1he-lolt Wonder-
land Dizzy on NES. at the apening of
ths Mussum avent on 8 Apd 207, we
anmounced o second found-in-the-laft
Dizzy game - Mystery Wond Dizzy.

A week later and com-
plately out of the bDlue,
Dimitri Ponomarjoy contact-
ed me via Facebook from
Estonia to say he planned
to release a new version of
Crystal Kingdom Dizy for
tha Spectrum 128K, He and
some fkands had recreated it
from scratch over two years,
‘It's been a really intenesting
sxpanience to maks & new
Dizzy gama in 2017," ha told
me. "I first saw Dizzy when
| was ning ysars old, | was
Traasurs lsland Dizzy."

| thanked him poiitely
thinking it would ba another
average Dizzy-fan game. Bui on
Easter maming | read several positive
articles aboul the new releass and
ona confained & videa Hnk We wens
blown wway with the quality. It was
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much batter than the oniginal in tenrs
of graphics, use of colouwr atributes
and the smaothness of the sprtes. We
got back 1o Dmitri, praised him on his
feam's work,

AR the same tima, Hengique Ofifiers
launched tha ZX Spectrum MNeot Kick-
slarter campaign: a new machine, fully
compatible with the oniginal computer,

wa still have desks next to each other)
and conchuded that it would be cool ¥
wa dealgned 8 new Dizry game for Dmitri
and his team o make and lBunch on the
Spectrurn Mext.

It probably wowdn have come fo
anything wers it not for a sleopless night
waondering what such a Dizzy game should
o, Whhile thinking over posssbiities, sattings
and purrles, | suddendy had a eureka
rrcsmant - whad if we based 8 around the
Wizard of Oz, with the Yolkiolk taking on all
ther diffenmnt rodes T | spokon 1o Andrew about
this in the moming and he agreed: & mada
perfect sensa. i we wers aver o do a new
Dirzy garne, the slars wers niver going 1o
b this well-aligned again.

Putting the team together

| part togaether & short summany of the

cancepl in under an hour, sen it 1o Dmitr,

Jarrad, and Piolr, asking if they"d like to

holp make this drearm a reality and thay all
i s, Andinenw contacted Hengue, and

offer free Next developmant kits to those
wiarking on the game.

The characters

Hawving dacided on the Wizand of Or thame
it was bime b work outl exactly what that
meant. In the oeginal Dorothy was 1he
protagonist, but this would have to be
Dizry. Ha would have 1o meat the Scare-
cronw, tha Tin Woodman and the Gowardly
Lian, Owicusly we had to featuma tha fiour
witches: Tha Wicked Witch of Weal sal
on vengeance alter Dizzy killed her sister,

and packed with improvements and Tha Wicked Witch of the East by landing a
axpansions. It had a massive backing bt o bier, and th Good Witches of North

and  flaw
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past its initial goal very quickly, Hanri:
que I8 a friend ol ours and we thought
it would ba nice 1o ba involved in some
Wiy,

Andrény and | chatbed about thes at
work (35 years working together and

and South, Of coursa, the story
wouldn't ke complete without
the Wirard of Oz and tha Munch-
Hing.

Dizzy, taking advantage

of the ZX Spectrum
MNext's features,
graphica modes and
sound.

Wa docided to cast Yolkiolk
in the various roles: Doy as the
Scarecrow; Derzd az the Tin
Woodman; Crydan the Cowardy
Licn; Daisy the Good Wich of
tha Morth, with Dora as the Good Witch
of tha South. Dizzy's nemesis has alvays
beesn thia endl wizard Zaks, but in the Wizard
of Oz his anemy is the Wicked Witch of the
West, but we based her appedrance on
Zaks. Oh, and Pogie, Dizzy's pet fhiifle,
could play the role of Tato,
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Location, Location
Ghearly the game has to siad in the
Munchkin Vilage, a safe place in which
pliyers can gat a brhsfing of what
challanges §a ghead of them,

Thore's tha Ememld Cay, which is
home o the Wizard of Oz and the casta
of the Wicked \Witch of the Wast. We also
introduced homes for both of the good
wilches — The Crystal Palace far tha Witch
of the Morth and Auby Chateau for the
Witch of the South,

There's the Yeliow Brick Road, tha
Red Brick Road, the Poppy Fledds and
the Haunted Woods of coursa. Alsa,
axpanding out the word, we've infreduced
a fow rerws locartions Be the dogks and the
[=hi) 8

It really ks quite amazing how weil the
Wizard of Oz story fits with the mequine-
rents of a Dizzy game!

Going into production
While we worked out the hll design,
war gnlisted the passion and skills of a
very lfanted group 1o make the game
m roality. Wa roughed out the key areas
on paper and then tumed this inte
an Excel spreadshest — ona cell per
Ipeation. Then wa skatched a screen
layout for sach location, Scanned them
in and put them into the spreadshest.
Wa thought up lots of puzzies
and input small images into the
Spreadsheal, ovedaying them onbo
the comect locations. We did the same
for tha charscters. Then added lots of
arows indicating whan items neéaded

1o be taken. Alongsda this we created
a Google doc which described all
the characters, ithe puzzies, the key
locations' features and all the dialogue.
This wa then shared with the production
fmam.

A very international team

Based in Estonia, Dmitri Ponomarjov
Is responsible for most of the in-gama
graphics and also managing the
production tearn. A Spacirum fan for 20
years, ha teels it shapad his preferences
in cultural and art seathabtics. Oné of
those memorable games was Dirzy
= The Uitimate Cardoon Adwnturs,
which mativated him to lsam English
avan before starting school. He says
ha was lascinated by the wvisuals of
the first Dizry game: “When 1 saw the
crystals on the loading screen, iy
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| Imagination was overshelmed, and
| ‘that one small feature became cne of
| really know why'

| Siberia. He's responsible for the

when | later saw the erystals in-garms,
the biggest cultural influences; | don’t
Evgenly Barskly lives in Novosibirsk,

programming. His computer  hobby
began at the age of 12, He lsamed
to program by trying to fix Spectrum
games and eventually gracuated
from  the Siberdan Unbersity of
Telecommunkzations and Information as

Marco Antonio del Campo Gdmez,
based in Spain, created e leading
soreen, Poland's Piotr Gratkiewicr come-
mted concept skeiches of the game's
characters, opening and closing graphics
and the logotype and poster. Mearwhila,
British Jarod Bentley |5 responalble for
many of the in-game speites.

“We hope that Dizzy

fans will be pleasad to
see a complately new
and original Dizzy game
/. In the classic 2D style
of the originals’

Felfiow Fussian Sergey Hosov Is
craating the game's music, after moaiv-
img & greal responss for his musc for
Crystal Kingdom Dizzy, based on that
for the Amiga version.
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