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SEGAS PHANTASY ST/ INE OF THE MOST

SIGNIFICANT METAMOR ANCHISE. SINCE FIRST
APPEARING ON THE S AS TRANSFORMED ~ *

¥

.

INTO SOMETHING THA ECOGNISABLE FROM
THES ORIGIN% IT GA T0 SEVERAL PHANTASY
STAR DEVELOPE = EVOLUTION OF THIS

SUCCESSFUEISSIEEE H BENBRAITH SEGAS
BIHE TIME. =
[ -
ving recently been successfully
d on the Japanese stock market
cade games, like After Burner and L4
& Harrier, were a tour de force of
1 pyrotechnics — they were
the raw power of custom
abinets that had no
Thanks largely to
fulfillec Otiawo's drive for
one of Se of the Sega arcade
though at the Suzuki, in
unlrtgagmable oppable.
~ Starseries, lying outer and
much
its stride. Gamers th
njoying stellar arcade titles
& from es of Taito and Capcom; hits
like Bubble Bobble and ldeHNere heavy i
L 4 " (o] cI;aracter art ind gal lay, and prove
to be instantly popular. Sega, though, was called
- in a different league altogether. = Club). Spec’
o
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MAGNIFICENT

One of the many new and
innovative features that Phantasy
Star brought to the series was
the ability*to nurture assupport
character that would assist the
player on their questa
Mags as they were known were
elther found or traded with
other players.
They needed constant feeding
but like all living things would
thrive anﬁ grow based on the
food they were given. If a mag's
diet consisted of ré€overy foods
then it would have healing
bias, likewise if a mag was fed
on magic recovery foods or
photon drops it would become
aggressive. Mags had three
evolutions: its original state; at
. level 20 it would split in two;
the third evolution happened
depending on character and
mag class but defineﬁe mag's
attributes and photoh attacks.
Mags took their power from
photon damage taken by the
player in battle — once the power
bar hit 100 it was ready to send
off its photon blast.

» The first Phantasy.Star villain. The once
magnanimous King Lassic.

LT

» Don't be fooled, despite having n‘inger,
Myau was an amazing asset to the party.
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THANES FUN SAY LNL
ME. 1| LUESS IF
MEFESSE AN ST
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had accura
burgeoning

The results
Otiawo all he
anticipated ga
Quest 3:aNES e
Final Fantasy and

-
» The firsttime incarnation of Dark Falz as seenin PS1.

around Sega for a
at this point; he had joined
art of the arcade division.
portunityididn’t present itself
, o he continued to work
at begrudgingly in the IE'E
ment sector. His career high at this
as to be director of the seminal Ys.
imoto was a big playegwithin
.C. and his mandate for Phantasy
was to ensure that the gan'rs got
ctly what they asked for without

lwabo, his job was to score the works
e team and provide a suitable set

:Fatim the Greek legend of Homer. As

sound effects — not an easy transition

| your previous musical scores
e been for fast, action arca(l;ames
‘er Burner and Space Harrier.
the team membefs in place, it
me to create the game. “l don't
nember all the details, but Yuji
ated basic concept with game
each team member broke
further to eventually create *
ar's design,” begins Reiko
'e wanted a game that was
other consumer RPG that was
e thought the 3D dungeons in
g, and detailed




PHANTASY STAR
"

#"I' . Do vou‘_ . “BACK THEN
mlE_lrEEmBER TA-III__EEIaEAL |é)F
FRO WAS
r" CTICALLY
JNHEARD OF,
WE WANTED
TO DO THINGS

..--" e
. ..-Il._:'-
-

» Above left and right: By Phant T YOU ENTERED THE LOBBY?

4Dark Falz had evolved ag v ; i . Walking into the lobby of Phantasy Star Online N DONE
Phalmzs." Star a"’;':: Dark Falz hata for the first time is one of the series’ biggest BEFORE SO
evalved into one ot the Mo TERERRS highlights. Despite only being able to use »
bosses to be seen on a videogame. X N g
a keyboard to communicate, Sonic Team'’s 'I'HE IDEA OF
ingenious chat system instantly broke down
the boundaries for players all around the world. A FEMALE

L]
With the game skeleton created, it fe
to tl'designers and programmers .. kl
flesh to the bones. Development gathe
4 at pace and at'this point the game really 1l
started to take shape. |
Oshima and Reiko were determined to
haveﬁeir 3D dungeons and event scene:
and as such tasked Naka with developing
a 3D engine for the Master System, asking
him to use all that he had learnt from
the Yu Suzuki code he had seen as a
conversion programmer. Naka rose to the
€hallenge and delivered an e*ine that
was beyond the then known threshold of
Sega’s 8-bit console. The same incentive
was applied tggTokuhiko Uwabo for
making Phantasy Star's soundtrack. “How
would you have approached this in the
arcade division?” was the question that
was asked. The angwer would hit game
in the pocket as Tokuhi id exactl
. the arcade division wo o: increa
the spec of the hardware. So Otia:

green-light e incomplete P e key
I to have its own FM sound chip b ed the sex ol
the cartridge. This wasn't all th {even changing the

ners treat it as a

. Still, Phantasy

d a great success
sequel was quickly

on. AM8 stayed tog f
trengthened by Toru Yoshida

8 as team manager. Sega had
om the past ew that vﬂth
onsole almos y for launch,

shape of the,Mega Drive, it had a
chance to get an RPG established
re Nintendo had finalised the specs
s then next generation SNES.

e first thing Toru Yoshida did was
ake the decision that the game

Id be in 2D: “l wanted to lose
sparse 3D duingeons of the first

e and create a densely-populated
environment to give a sense of scale,”
he told Mega magazing at the time.
The battles would play out in three
dimensions though and the character
animation had improvéd immensely

accommodate the 3D se tic
Starwould need a
the team were tolc

As Phantasy Start
"_ story line progress
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THE OTHER
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PHANTASY SET Of

. STARS * .
Being a Sonic Team franchise has '
seen Phantasy Star locales and
characters appear in ly other . i -
games, usually as hidden extras.  Since the as created as and proved to
Some are interesting curios but  remained ite a departure fo#;che series. Set -
some really are somethingto  the po! ousand years after the event
behold. Hoshi Wo on the Sega \yith Rolg tasy Star Il, this time the plair would
Master System allowed players ; . N
1o visit PaimalNoaaE the end o hrown into the midst of a civil war,
Dezoris via a shuttle that must . him thr | h the game being open-ended. The
sound familiar to some of you. Ph I player could take a different role in each  ©
Super Daisen Ryaku on the Mega  of the s sration and this led to differ&ht story
Drive contained a MapCREIEENNNI. ne branches and one of four different
planet Mota. Shenmue 1and 2 | A . X
featured a Myau Musk Cattoy IS Pal game endings. Having little correlation to
while the bus Toy had the journey  struggl the first two Phantasy Star games didn’t
Paseo-Zema on its information prevent the game from being excellent in
board. Rouge's final stage in th l ts own right though.
Sonic AdvenitiSE the ec ”Ph ntasy Star: Generations Of Doom is
PSO pick up boxes containing < . Zasyiota
rings, and the subsequent Sonic has st l sligh ly different from the other, begins
Adventure 2 battle contained  had 1 anari Tsukamoto. “Phantasy Star 1, Il
O costumes for Shadow and  destined d [V all have a vertical flow, while /Il
Sonic, unlockable by attaining all  op5oe s the feeling of being more like a side
A grades. Even as recently as the A E I
GameCube Beach Spikers, Sonic ad ur It s"a fact not missed l?y Reiko
Team have been hiding away parﬁbr L a. “Mostef the planning staff for
goodies —just type PHANTA2  would o e were from Phantasy Star Il ﬁe
as at?}trls name to U”"r’]"'f twg favouri ues. “When we were in the planring
Nun? :n le:;‘ss OA ugrf:vr\leaarllrfgge videog or Phantasy Star lll, we thought
also becomes available. ~ Would be anted to make something that
Phantasy St e played without prior knowledge
instance), e first two adventures, instead of the
I~ YOU PLAY ONE . "
PHANTASY STAR GAME.. A

3 PHANTASY STAR ONLINE - DC
it R | L Never mind the many console firsts it
s Lo b b e | broke, Phantasy Star Online should be
‘ =N # . enjoyed because it took the beloved

i series in an exciting new direction,

whilst ensuring fans wouldn't be

disappointed with the end result. Those
| d i with a 360 or PS2 may want to try

A Ty, ISR T - Phantasy Star Universe, as it's the same

game but on a far grander scale.

THT fET-

(Pl )

» Phantasy Star 3 CARD Revolutionwas a fantastic game, with some of the pi

r@-game visuals seen M; GameCube. Worth lo -! g
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PHANTASY STAR

L3
t they had at the
me, resultingiin a
title that would tie up
the unfinishe ds of

the earlier games, while
introducing 16-bit gamers

to anime storyboards and
animation and a much more
fined graphics set. The

le configurations had
hanged and it was now
e to chain techniques
to create combinations,
oss battles much more
Alternatively you could fight
vehicles in the “Machine

S interesting how the team
hantasy Star all wanted to
e final episode. Kodama,
e could pick and chose
orked on this title
anted to illustrate

, friendship and

B #"l \""-'I"a

» PSOtook materials from the original Phantasy Star and brought them right up to date

1 ¥ nt races” while Toru
game being a direct continuation. | think was out-pe , “with Pmntasy
itis an interesting game in its own right. utside of t goal was to finish the - .
The reason why the story was so radically Otiawo had as the one where — "E | iy
different is that the de¥elopment team RPG had se and as such | - £ -
wanted to create a unique Phantasy Star, that had be: gies to'it” finally, . t W
something they achieved and I'm very recognisabl ds “I fodussed a . s #_I-
happy with the outcome” Sega's R& D ¢ energy on painting [ = e 1_* o+
After the run away successes of the were finding e inhabiting Motavia of - ¢
first three games, Sega and ers alike the Genesis ha d with the results”. l.l;_ il )
were hungry for more Phantasy Star, '.n years develope solved wanted to [m_. e —— i
and a couple of minor releases on the capabilities of t erfSe was summed Wgsterisins mansters siarted ko
Game Gear did little to sate the thirst for that Sega re -
a return to Algo. The first Phantasy Star add-on for antasy Star had > : r'] ’:T’]’atfjgSstfr’y‘;b;’;‘ﬁs‘i;:t’;’j;:'d"ﬁbmnt
Adventure was an adaptation of the Sega hardware rs and drew feel to Phantasy Star.
Game library download title Phantasy sprite scali rom its design teams .
Star Il: Text Adventure. This game sought Mode g. It all stopped. Phantasy
to provide a background history for the Di | d a hiatus that would = . 'l,'
i characters of Phantasy Star Il and was begal rs. With hindsight this I'E_ il & ": _"l
greatly enhanced by the use of graphics. gam nse, as Phantasy Star i - _l
The second, Phantasy Star Gaiden, is set Sege that FFVII did, except a - _’.‘, !
between Phantasy Star 1and Il, where D lier; the rumoured Saturn " T |
the player learns that Alis has gone off to - C only have delivered more of Ty 3 E
set up her own colony. AIthou&-n solid % after six games Phantasy : 5. . ) i
play the game was aimed at a young ] tecl y to catch up so -
audience and the anime graphics didnt pr S again.
convey the feel of Phanta: ar like o September 1999 Sega made
‘ games. By now, 1993, Sega was a adlines at the Tokyo Gam ow
tidal wave that swept over eve ) cing that a new Phantasy Star
before it. Its arcade machine > Id be released for the fledgling
cast system aﬂ)uld ELCHV
se of the console’s technology.
Sonic Team would;take responsibility
&

or the development of what would go

on to be one of Sega’s biggest games of

the last ten years and for many would

- Jprovide an entry level 16 the Phantasy
Star universe.

3D & Development was beset with
_ = . = ts Kodama. problems: the Jépanese beta was
Pl O (o o ni s  be a little running late and was proving unstable.

ey I "y Va andle a This was to be the first online console
® e couldn’t convey RPG and as such Sega,was breaking
eil. Tl b TS g we rea%\lvanted.” new ground and had no history or best T
2d in December 1993, thg & practices in place — every milestone had ”2;:;5:'13 :ffuz’l‘"f:giﬂ'esrhl']':)gsgg:g;’:snt
asy rteangwew everything to be learnt along the Way. As the launch follow a set routine.
= & -
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STILL IN
THE DARK

Dark Falz or Dark Force is the
only recurring character.that has
made an appearance in every
game. Seemingly destroyed on
countless occasions he just keeps
coming Pack. As far as videogame
bosses go he has killed more

lead characters than any other.

He panders to the weakness

and vanities of the worlds that

he dominates and watches as
citizens evoke their@wn downfall.
Phantasy Star 2 talks of people
getting complacent and lazy after
the gvents of PST, living as they
have in a Eutopia for 1000 years.
Dark Falz has evolved down the
years and tackling Dark Falz at the
end of PSO on Ultimate setting

is one of gaming’s toughest
challenges; his Megid attack alone
can reduce a whole party’s health
to one HP, leaving them all but
dead — once you leave a boss
battle to resurrect, you can't rejoin:
until the boss is vanquished. For
maximum frustration try tackling
Dark Falz with a retro editor, who

accidentally sells the epic weapon &

you leant him when he was meant
to be buying trimate, doh!

» Right: The Anime displays of Phantasy -
Star 4were superb, and depicted the o
game in a way not seen by western
Jgamers :fnhat point. =
approached Sega hit upon the idea of s |
giving away ChuChy Rocket! —an addictive .
puzzle game —to Dream Arena users. The
idea was that if you gave a game away & b
en-masse, you would negate the relatively
low (at the time) online user numbess by -
encouraging use of one game.
Naka agreed and told Sega World back ™
in 1999, “in this case it was the network. &
We learned a lot of lessons from ChuChu . 4 i
Rocket!, but for PSO we hadito learn a
lot about thegdifferences of networking in - -
different countries, since this is a global
RPG. | realized in a sense how great > ‘ L]
Microsoft is, because as long as yd.'have
Windows, you can cé‘mect' to the network - i
and play online games anywhere. So N
s with Diablo and Ultima Online, Windows
- takes care of most of the networking stuff,
whereas in making PSO we had to start
with the game; and then one level liow
that — the network.” He then went on to
add some light to the biggest struggle
facing PSO at the time: “A PC costs mayb
ten times as much as a Dreamcast, and *‘
people generally look at the many PC
games that are online and think it m'be
¥easy, since there’s a whole bunch of them.
But people probably don't realize how
much more difficult it is to make network
games for a machine that costs one-tenth
of a PC. Tthink that in the en , we were able
to create something that was even better.”
.As the deadlin_e approached, last minute
changes were made and some
atures were droppe:
reduced in size. Phantasy
Star Online launched in
Japan on 21 December

ever noticed that the sounds ef Phantasy
Star Online were largely a reworking of
the original score; PS@ had absorbed
all that had been Phantasy Star before
and restructured it into a world draped
in beauty and shro*d in foreboding.
The timeless tale of machines and nature
- failing to coexist was to return and there is
much evidence to suggest that Phantasy
Star Online was borne from a backstory
of Phantasy Star Il. The story unfolds
gainst a backdrop of helpless optimism
the planet Ragol and Pioneer 2: a
arrying a race of settlers looking

2000 and the response
was Bverwhelming.
Players were
awestruck by the
vibrant world that Yuji
Naka and his team
had created and few

a®

for a new home after their home world

was destroyed. Tihe Hunters Guild (which
first appeared in Phantasy Star IV) offers
quests onto the planet surface that drive’
the narration. Each quest acts like a
burlesque dancer slowly and tantalisingly
unwrapping layer upon layer until all you
see is Ragol without the veneer. And then
PSO unfolds into a warped fantasy, a
future-world Hotel California you can check
out any time you like. But this is a world
you can never leave; the harder you look
the less hospitable Ragol becomes, until it
dawns on you that the reason there are no

e instantly recognisable Mother Brain from Phantasy Star 2. She evoked the
ers of planets in an attempt to thwart your attempts at shutting her down.



survivors from T)iqneer 1 is that the world
is consumed by an evil is feeding off
anything that has the misfortune to be
alive on Ragol. No one can be trusted and
as your cha.ter develops and grows you
can't help but feel an affinity with Re Ring
Rico, who, although missing, has litte

the planet with useful information
gamer to discover. Despite never m
her, the fate that befell he .*r'
even the most savac
Online the game a
tomeetupina

ouf

eleased

update
gher-level
2002

endo

X would

e form

de 1and 2.

e of PSO,

d version

apons ‘

isode 3:
ameCube -
ith Pioneer 2
L

e b

J feel that it would be

ed to conclude the story that
sing a totally different "
chanic to the previous Phantasy
hac e in common w
arlier Phantasy Star g
but played out tt
battles. The
the same as

more can we exp
series? According tc

best of the old and
of balance betwee
put the same weig

it, and | feel it isinore fun to play that
way. | think there is currently a very good TRANSCEN%D
balance between offline and online play LANGU AGE

in PSU.” Time will tell, of course, but no

one has ever been disappointed when BY EN ABLING
i hings fi Ph
stacnave ey somoream? . ICON CHAT
L3
-
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