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When it was announced that Dlzzy wdas

news was eggshellent. But what made Prince
Of The Yolkfolk such a critical success?

finally making a comeback, fans thought the

PHILIP OLIVER IS an honest man; friendly,
‘ [ approachable, generous with his time. It |
BEEE s hard to imagine him having a problem
with cmybody but, when it comes to his most famous
creation — a small, popular egg-shaped character
called Dizzy, which he produced along with his twi
brother Andrew — he is fiercely protective. And that is
one of the reasons why it has taken nearly 20 years
to see the return of a character that once dominated
home computer gaming in the late Eighties and early
Nineties; two decades of talks during which ol that |
was reached was a stalemate.
A lot has changed since the egg’s final adventure
gar‘lej Crystal Kingdom Dizzy, was released. Since
1, 2D virtual worlds have largely been supplanied
by SD eisle] gomers tend to like their adventures to
be more real, with fit, athletic characters such as
Lara Croft and Nathan Drake coming to the fore.
Technology has changed tco. Back in 1992, mobile
phones had yet to take off — and indeed
wouldn't truly hit their stride for cnother seven
yedars — Glid yet now

I
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those huge breezeblocks
have given way to sleek, handheld, internet-
connected computers. Today's world is more
of a fantasy one than much of what was
contained in those Dizzy games of old.
And yet despite all of that, there has been
a leng-standing desire to see the character
KEY STEFF: return. Fans petitioned for the comeback of
Paul Ranson everyone's favourite boxing-gloved egg, yet it seemed
(producer) as if
Pete Ranson

Atari ST, Amiga
PC, NES, CD32

would never happen. But then smartphones
came of age, a former developer began to play

artist, desi
(IonSCmii;'grir;el:i around and suddenly ever; ‘thmg started to fall into
(programmer) place. Now the time was right.
The Oliver Twins "Over the years there have been iss*'es with

(supervisors) Codemasters, between us and them, 1

all resolved; it's all in the past now,"

+ “We don't bear a grudge forever.”
Dizzy is currently stoarring in an i0S/ A:lo' oid

remcke of Prince Of The Yo]kfak CO

ut it's okay. It's
says Philip Oliver.

M Dizzy's limited inventory meant the eureka moment
that accompanied each puzzle often came hand-in-hand
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>ENES DIZZY: PRINCE OF THE YOLKFOLK:

TASTLE RANPARIS?

MR MARVELLOUS
A The first game was okay but
it wasn't really until the sequel,
o ¥ T SUGRE -';-'vr' T e T ) Treasure Island Dizzy, that 1

Yoo a2 a00G100 L sl L A b liked the litfle egg. Then
o 3 o 4 = @' i really liked the gg.
) }t‘:?f:_ f . ,:.9};‘;225!,@,- E,‘?!':E?? oo e & e e Fantasy World Dizzy nailed it

GRS

with better puzzles and a bigger

m—,;; Tm 1 game world, plus it removed the
’ W':ﬁn e g]-ef- Al &} S ? . annoyance of only one life that
g"‘ ] L o - Treasure Island had. The games
’ % . we 3 5 went a bit downhill from thert
! point for me and then the quite
" frankly dire spin-offs confined

[ - him to the sume fate as Humpty
: Dumpty. Good to see him back,
though I would have picked one
of his first three adventures over
the one we're getting.

) 3 Taure
RADIOFLOYD

| Fantasy World Dizzy was my
first game! 1 had the Atari ST
version, which I guess doesn't
count but I loved it. I can still
picture every screen, my brain
exploding with endorphins the
first time I activated the portcullis,
Dizzy Grandfather drifting off to
sea... Reading about Treasure

*2 " (000000 00 ~mmm, a8 ; @
v e  TRAPPED* e
: e e JREUPPE] EH _

Island Dizzy from the picture on
the staircase thinking I'd missed
something amazing.

RYAN WHITELAW |
4 My favourite game series
when [ was younger. Fantasy
World Dizzy was the best in many
people’s eyes but Magicland
Dizzy was the best. It was

E e 12 T T technically better them the others.
E THE FERR?“HH o Kwik Snax was also great fun.
- B _--—‘ o e although obviously not a Dizzy

" }“"‘iﬂi"r—u = . title in spirit. Oh, and I always
¥ hadacoft spot for Dylan too.
| SLAPPY MCGUIRE ]

! I hated Dizzy. Watching him
twitch end fidget just stood there,
while you failed for the fifteenth
time to negotiate the boxing-
glove wearing testicle past a
raincloud, fills me even now
with bile.

Audlﬂnr‘es are dmdﬂd by the Flash-like
's i0S remake. For
big step down.

what it's w:n‘ln we think

el
L
5%

apdil R

games™ 177




which was originally published in time for 400297 20 §
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mape  Christmas in 1991. As the sixth eggy puzzler,

it was released as part of the Dizzy's Excellent

Adventures compilation, lumped in with Spellbound

Dizzy and a few non-platform spin offs: Dizzy Dowr

' The Rapids, Panic Dizzy cnd Kwik Snax. The most

> critically well-received of the lot was Prince Of The
Yolkfolk, despite boasting just 30 screens.

Prince Of The Yolkfolk was, like the previous two
puzzle-platformers, created by Big Red Software,
which had taken over from The Cliver Twins for the
fourth adventure game, Magiciand Dizzy. Big Red
went on to produce all of Dizzy's other adventures
from that peint on, since the Olivers felt they had taken
the series as far as they could given the growing | “Philip had drawn out some basic maps on
restraints on their time. | paper and we replicated the entire design using cm

"We were only two individuals and we were very : extremely basic map editor that Andrew had coded

2 In 8-bit times, the Codemasters logo was busy.” says Philip Cliver. “We also knew that whatever | using the Spectrum engine as a basis,” Romson
a guaranteed badge of budget brilliance. : 5 4 | D e 4 : e

game we wrote, it was going to become a big seller, | recalls of his work on Magicland Dizzy. "It was

so we wonted to try our hend at others things. | using these techniques that we organised all of our

By that point, we felt we'd established the Dizzy | subsequent run-and-jump adveniure games back in

the 1990s.”

Ranson's team was small. His brother,
Pete, was a recent art graduate and he
produced the graphics. Fred 'R’ Williams
was a whiz at 8-bit ‘coding. And although
Big Red was coniracted to produce the
Dizzy game, the twins managed the
process passionately. Not dissimilar to the
style guides and bibles that developers
refer to today, the Clivers had their own
set idea of what made a Dizzy game, and
they were keen to impart that to the new
team. Tt was their insight that sometimes

adventures pretty well. People knew what
was allowed to be in a Dizzy game and
what wasn't, and they undersicod the
ethos of it. And we knew the guys at Big
Red really, really well because they were
based in Leamington and had worked
at Codemasters. We thought we could
trust them to go and do a Dizzy
| adventure gome.”
: -. Big Red was headed up
-.1 by Poul Ranson, who had
grown passionate about the
Dizzy series after playing the first

three games. He was very keen to we had to fight through to make Dizzy the
take over the series, having been told by the . character he is today,” recalls Ranson. "I remember
Olivers that they wanted to outsource the next title. | that the fascination we had of Big Red was to
A dedl was struck very quickly and informally while | make the game as large as we could. It was a redl

programming challenge to get the games with as

memy reoms and as many puzzles that we could.”
Magicland Dizzy was enormous; Spellbound Dizzy

was even bigger. Its 100 screens made up the largest

at a party hosted by the Olivers in their lat. Remson
agreed to take the source code of the original Dizzy
games and adapt it to a new version that Philip Oliver
had designed.

vV NOW 1S 1he

M There we
concerns at brir

S S0oIne

back. “There’s I
awiul lot of wc

the bridge si

WS
an awful lot of

been produce

i a) AN
g £30-£4

in a box would have be

and "11(3‘.7(-?01 on

and slightly wo

the reaction of v fact we ¢

M Philip Oliver,
Dizzy co-creator



map of any Dizzy game and, by the time of its release,
Big Red was really shaping the charccter in the
way it wanted, believing Dizzy to be a clever egg
who should solve problems by his ingenuity and by
helping pecple. It used the development team's
cnarchic sense of humour to challenge comic
boundaries. “We did it in the pentomime way that
Shrek and Pixar movies parody children's content
today,” says Ranson.

When it came to Prince Of The Yolkfolk, however,
Big Red changed tack. With a Christmas deadline
looming, it was not possible to produce yet ancther
staggeringly large adventure, so the team made
the decision to go with a smaller map. “We wanted
to create something that was both commercial and
good before Christmas arrived — and Christmas back
then arrived on 25 December, not early November as
today's game release calendar has it,” remembers
Ranson. “It made us focus on puzzles that were
neat and logical, and the quality of the graphics was
distilled into areas that all the players would all see
without as much effort as the bigger games.”

The game's design was largely placed
in the hands of Pete Ranson, leaving Paul
Ramson to run Big Red while still working
for Codemasters, regularly driving back
and forth from his company's base in
Meacclesfield to Leamington Spa. “Pete drew
the levels on a piece of wallpaper that was
blue-tacked to the wall,” Ranson remembers.
“Pete recalls making the POTYF map in one
weekend with something called a pencil.”

HIS BROTHER REMEMBERS the time well.
"l was involved in many projects for Codemasters
seeing that Poul was development director there and I
was the lead artist and designer at Big Red Software,”
he says. "Big Red was Paul's company and it worked
exclusively for Codemasters. Very incestucus.”

As well as producing Dizzy, Big Red had dlso
branched off with a new character called Seymour,
whose first adventure had been released in 1991. It
was very much a Dizzy-inspired game. Codemasters
had argued with Big Red over Dizzy's direction,
telling the developer it couldn't put Dizzy in reallife
situations. Seymour was produced as an alternative
hero and was placed in games that revelved around
settings as diverse as Hollywood and the wild west.

' At its heart,
Prince Of The
Yolkfolk was
just a natural
evolution of the

- tried-and-tested

. —and hugely
successful —
Dizzy formula.

DIZZY: PRINCE OF THE YOLKFOLK :

Come any closer mate and

"We had wanted to make Hollywood Dizzybut it
wasn't approved,” remembers Pete Ranson.
working on that game at around the same time as [
was designing Prince Of The Yolkfolk and Spellbound
under the watchful gaze and overall approval from

"l was

Philip and Andrew who were busy playing around
with Nintendo Entertainment Systems and something
called a SNES. Big Red was very much still embedded
in the old Spectrum and Amstrad scene, and games
that we were making at Big Red were being converted
to the other formats by other companies for Codies,
and vice versa. There was a lot of cross company and
mutucl development tennis back then.”

All of this experience of producing Dizzy-style
titles ensured the tearmn was able to work to the
strictest of deadlines, even though it was bel ing wmtten
at the same time as Spellbound

Dizzy - Prince Of The Yolkiolk - Clover
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 CRACK THIS!

The egg with the hat Is back...

[ ALSO ON DISK! “=s=es:

This is a
Dizzy game

as it should

be, complex
enough to
present a long-
term challenge
but not so
contrived in
puzzle solutions
as to propel
you towards a
added cell

tion,

Dizzy and right oif the beack of a Fun School
pmmn title for Europress. To pile on the pressure,
Richard and David Darling, who ron Codemasters,
were keen that the collsction sheuld include only
adventure games rather than the arcade game spin
offs although that didn't happen in the end.
Nevertheless, Poul Ranson was confident they
would pull it off. "It is safe to say that the Big Red team
were probably the most competent people in the
world to produce Dizzy-style adventure games, and

so the challenge was issued to get a new Dizzy game
done in time for Christmas, which ot that point was
less them two months away,” he says.

The map design and puzzles were designed in
a weekend by Pete, They were shown to Paul who
drove to Leamington Spa to show the Derlings and
the Olivers. Pete began to draw the graphics while
John Cartwright, who had been working on the Fun
School game, made headway with the code. The
original engine developed by Andrew was used cnd
the graphics were built from a combination of existing
assets and new art created by Pete in the moments he
had free for producing the game.

"Pete hand drew the graphics on paper, scanned
them in using a hand ‘drag’ scanner cnd then
rescaled them to producticn size using software called
D-Feint,” says Paul Renseon. “I remember that
regular builds were sent to us using the Royal
Meil, emd took entire days te arrive.”

For the first time, the Clivers didn't have
as much input. “But we had been embedded
in the development of Dizzy games for
approaching a year so we could get really
under the shell of Dizzy, so to speak. I think
that the puzzles on the whole were not that
different to the previcus gomes, but I would
volunteer the ones in POTYF and Spellbound
had a cultural shift to include more humour than had
been present in the previous incarnations.”

The game was completed in time and it was rapidly
tested, as always, by Richard and David Darling’s
much younger brothers and sisters. And it went down
a storm, not only with them but with reviewers. Net that

Paul Ranson was surprised. ‘1
think theat this gome was
a neat cnd complete

experience that was
balanced more in

T'm Dizzy. 1 banished a troll
from your land, healed your
lion, pruned the thorn bush
and made your daughter
smile again To name a Few!

the favour of the players completing it,” he says. "To
some extent it shaped my development experience
from that point on. [ became aware that sometimes,
oS games programmers, we concentrete on the code
more than the entertainment experience.”

At the time, the gaming landscape was changing
and the 8-bit era was coming to an end. POTYF was
relegsed as a budget cassetie and, on November
1892, later lounched as an enhanced version on
the NES under the name Dizzy The Adventurer.

HAD A CULTURAL

SHIF'T TO INCLUDE
MORE HUMOUR

It also formed part of The Excellent Dizzy
Collection on the Sega Master System and
Gome Gear in November 1993. (the Olivers
left after this compilation was released, splitting
Dizzy's intellectual property between themselves
and Codemasters).

"There was so much happening at the time - the
decline of the 8-bit era, the rise of the 16-bit home
computers, the advent of console gaming,” says Pete
Remson. “Big Red moved from Greater Manchester
to Warwickshire just to be close to the hub of activity.
Looking back, it's amazing that we did it all in the days
before email and a usable internet. Everything was

done on transfer disks end via printed letters
and actual real post, with postmen, stamps
and everything.”
The lure of Dizzy never left Paul Ranson; nor
did it lecve The Olivers, who appreciated how
the character shaped their development and
business careers. Codemasters also knew it
was sitting on a valuable franchise. In its day,
Dizzy was king at Codies. "He pervaded all of our
meetings,” says Faul Ranson. "He was the reference
to which all the games being made were compared.
To be honest, at the time, I frankly did not cuite
comprehend the values that Phillip in particuler was
driving into us. It is cnly since becoming a parent that
I quite ‘got’ cur target children's market.”
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And so it was that, at the start of
2011, Paul began to play around
with the chcracter again. The idea
of resurrecting Dizzy had been doing the rounds
for years. There were even plans to produce a 3D
version and the market was tested with a video -
commissioned by the Olivers - which showed Dizzy
in a three-dimensional world. This was backed up

by a petition at yolkfolk.com calling for him to be
‘brought back.

"The 3D pitch that we designed back in what must
have been 2002 or 2003 was just a kind of concept of
what it would be like if you were to take Dizzyinto a 3D
world,” says Philip Oliver. "It was o question of what it
might have looked like and it came about because we
had an artist who was available and very passionate
about Dizzy. He was talking to us about it cnd we said,
‘Lock you've got a little bit of time on your hends; why
don't you do a re-imagining and we'll discuss it with
Codemasters?’ But it was decided that, commercially,
to try to put Dizzy in a big 3D game at that time was
pretty high risk. I think that was a fair conclusion.”

BUT LAST YEAR, the advent of smartphones
and the large casual market for games that has grown
around them sparked off talks between Paul Ranson,
the Olivers and Codemasters. Ranson,
who now heads up Slam Productions, had
been toying with the chaoracter in order
to prove that the technology his business
had develcped was relevant to the
creation of a platform game. He visited the
yolkfolk.com website and thoughts turned
to remaking Prince Of The Yolkfolk, a
game which he felt wouldn't take a long
time to do given the low number of screens
involved. A prototype was soon underway
and it was shown to the Olivers. Working
with DNA Studios in Leamington Spa, the
demo was turned into a guality product

“Paul has aways been very passionate for the
game and he really wanted to bring Dizzy back,” says
Philip Oliver. “He engaged with us and Codemasters
about it, asking if we could. We thought it was great
but, just as importantly, that it was the night time to
do it."

Programmer
that brought the powers-that-be at Codemasters
on board.

DIZZY: PRINCE OF THE YOLKFOLK iiitiz:

M Paul Ranson,
Big Red Software

The remade game tock a couple of months to
code, with much of the attention paid to perfecting
the controls as best they could - which
Philip Oliver admits was the most
difficult part of the process. "They work
pretty well and I think Paul has done
a great job, but obviously there are
no buttons,” he says. "If you look at
Fruit Ninja and Flight Control, they are
designed to be set up with glass, but
Dizzy wasn't designed for that. Yet it
works well; they've done a great job
making it work as well as possible.”

Should the game sell well, there
will be more. Philip Oliver doesn't
rule out the possibility of new games,
nor does he dismiss bringing the game to consoles.
“] think we'll see how this one goes but, all being
well, it's marking Dizzy's return. Never say never - it
would be a great honour to come back strong with
more.” Whether or not that means the unreleased
games Dreamworld Pogie and Wonderland Dizzy
will be unveiled is anyone’s guess, but they
would certainly form treats for the patient fams,
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