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Foreword

By Kurt Kalata

When I was young, sometime in the late 

able to truly revisit that fascinating game 

1980s, I remember coming across a  Rygar 

from my youth. It was a quarter-munch-

arcade cabinet, probably in some pizza 

er, for sure, but that weird yo-yo was 

place on vacation. I was immediately 

still as cool as ever, and my older self 

entranced by it, particularly because of 

was able to appreciate some of its other 

the distinctive weapon wielded by the 

stranger aspects. (I’m still unclear what 

hero. Many other arcade action heroes 

these gigantic pots are between levels...)

had swords or guns, but the legendary 

hero here had something that looked 

It was only a few years later that Tecmo 

like a gigantic spiked yo-yo. However, 

realized the fondness that people had for 

back in those days, I was at the mercy of 

the game, and released the PlayStation 

my parents if they’d be willing to spend 

2 title. Though inspired by  Devil May 

the time (or spare change) dawdling on 

 Cry, the big 3D action franchise of the 

an arcade machine; I was lucky enough 

era, it was no mere rip-off; that yo-yo 

to play a little bit of it, though not 

weapon is again front and center of the 

much, since it was pretty difficult! The 

destructive action, and it’s just as fun 

attract mode demo also showed a level 

to wield in the third dimension as it is 

with a gigantic bright sun against a red 

in the second. (Although I have a great 

background, a striking image if there 

affection for the  Castlevania series, the ever was one. 

PS2  Rygar ended up being quite a bit 

better than the  Castlevania games on 

Back then, when the widespread internet 

the platform.) The developers were even 

was still about a decade away, there was 

thoughtful enough to include a reference 

a reasonable chance that you’d only see 

to that blazing sun! 

an arcade game once or twice, and then 

never see it again, unless it was popular. 

Outside of a re-release of this game for 

That ended up being the case with  Rygar, 

the Wii, Tecmo hasn’t paid much mind to 

which I had never found anywhere else, 

 Rygar  since, but perhaps one day Team 

outside that one time. The years went 

Ninja will take the lessons they learned 

by, and it became a faint memory, just 

from  Ninja Gaiden and  Nioh, and let us of a warrior with a proud stride and a 

wield the Diskarmor once again! 

ridiculous weapon. 

As I got older, I was able to re-explore 

the NES library to check out some of the 

Kurt Kalata

games I missed, one of which was  Rygar. 

Editor-in-Chief

Of course, the NES port is fun, but also a 

Hardcore Gaming 101

totally different game, much like  Strider 

and Tecmo’s own  Ninja Gaiden, so it 

didn’t quite satiate the same desire. So it 

wasn’t until MAME that I was finally

6
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Tecmo

株式会社テクモ

Like Nintendo, Tecmo — 

the company known today 

for titles like  Ninja Gaiden, 

 Tecmo Bowl, Solomon’s Key, 

 Fatal Frame,  and  Dead or 

 Alive — didn’t start out as 

a video game company. 

Founded in Japan in 1967 

by Yoshihito Kakihara, 

the Imperial Trustee 

 Ninja Gaiden, Solomon’s Key, and Tecmo Bowl U.S. box covers Corporation started as 

a supplier of cleaning 

equipment. A few years later, in 1969, the company shifted focus and began selling amusement equipment. 

In 1981, the company (known as Tehkan at the time) pivoted into video games and produced its first arcade game,  Pleiades. That same year, Tehkan established its first stateside division in Los Angeles 

 Tecmo Koei Headquarters in Yokohama, Kanagawa, Japan and  Pleiades was unveiled in U.S. 

arcades by coin-op supplier Centuri. 

Tehkan rebranded to Tecmo in 1986 

and developed its first home game, 

 Mighty Bomb Jack, for the Famicom 

in Japan. In the same year,  Warrior 

 of Argus ( Rygar) was released for the arcade. 

In 2009, Tecmo merged with Koei 

to become Koei Tecmo Holdings 

Co. Ltd. The company continues to 

operate today as both a developer 

and publisher, with headquarters in 

Yokohama, Japan and subsidiaries 

in California, Canada, Europe, and 

Singapore. Koei Tecmo divisions 

such as Team Ninja ( Ninja Gaiden, 

 Dead or Alive 6) and Omega Force 

( Hyrule Warriors: Age of Calamity) 

are responsible for some of their 

most popular releases. 

 Mighty Bomb Jack and Pleiads arcade flyers 
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Releases

1986

* Arcade

1987

* Commodore 64

* ZX Spectrum

* Amstrad CPC

1988

* Famicom(JP)

* Sega Mark III/

* NES(US)

Master System(JP)

1990

* NES(EU)

* Atari Lynx

1994

* Sharp X68000(JP)

2002

* PS2 - The 

Legendary Adventure

2005

* xbox - Tecmo 

Classic  Arcade  

2008

* wii - The 

battle of argus

2009

* Wii 

Virtual Console 

2012

* PS3 - The 

Legendary Adventure

2014

* PS4 - 

Arcade archives

2018

* Switch - 

arcade archives

* Commodore Amiga
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アルゴスの戦士 / RYGAR | 1986

4.5 Billion years have passed since Earth’s creation. Many dominators have ruled in all their glory, but time was their greatest enemy and it defeated their reign. And now, a new dominator’s reign begins……………
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The original arcade version of  Rygar (Released first in Japan as  Argus no Senshi) is a simple side-scrolling adventure. The player moves left to right, slashing, jumping, and dodging enemies on their way to the safe zones that mark the end of each of the game’s 27 stages. Power-ups that spawn from the earth can be collected to temporarily boost the players abilities, and are lost when killed — which, between the one-hit kills and swarming enemies, happens frequently.  Argus no Senshi was, after all, primarily designed to make money, and in the arcade, that meant ensuring a player kept the quarters coming. 

 Service instruction manual

 “How to play” instructions

 Arcade machine

Specs

Cabinet: Standard upright

Monitor: Color CRT with a horizontal orientation 

Players: Two player asynchronous

Controls: 8-way joystick and two buttons

Sound: Single channel mono, YM-3812 4 MHz

CPU: Z80 7.6 MHz

Sound CPU: Z80 4 MHz

Screen: 256x224, 60Hz

Colors: 1024 dynamic

 Circuit boardset

 Service instruction manual tools and content list 14
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Warrior of Argus

The eponymous warrior is a muscular man that fights with a weapon known as the Diskarmor, which is not a suit of armor at all, but a razor-sharp spinning shield. 

He wears a simple outfit of red pants cuffed with silver anklets, while his chest is exposed and his head is topped with a jeweled circlet. While the warrior is given little background in the game itself, it’s notable he is the spitting image of the temple statues throughout the game, implying there may be more to his story. 

 The warrior grips a severed head in this 

 Rygar swings the Diskarmor. From the U.S. Service Instruction Manual. 

 gruesome Japanese marketing image

Environments

Our hero hikes through lush forests, leaps across flowing rivers, spelunks down perilous caves, darts across shaky bridges, and hurls over flowing lava. The warrior travels through these stages mostly via left-to-right scrolling, with vertically scrolling segments inserted into a few stages. The changing backgrounds help to illustrate a sense that an incredible distance has been covered. For example, while crossing a bridge later in the game, the grassy plains of an earlier stage can be seen far below in the background. 

Whether its moments like this, or 

mysterious statues within the safe 

zones at the end of each stage, 

the environments of  Rygar  tell a 

story — one of a once-prosperous 

world that has been destroyed by 

some unknown calamity. Were the 

monsters that roam freely through 

the ruined cities the cause of this 

desolation? We aren’t told this story 

through any cinematics or onscreen 

text. We’re merely given enough 

clues to let our imagination run 

wild. 

 There are both horizontal and vertical style stages 15

[image: Image 96]

[image: Image 97]

[image: Image 98]

[image: Image 99]

[image: Image 100]

Enemies

The enemies of  Rygar are horrific and twisted. Many look mutated or a mixture of multiple animals. Most are hunched over, giving them an even scarier appearance, and many have their mouth agape as if they are screaming (or perhaps just hungry). 

The game begins in the wilderness with the most wild of creatures that crawl and roll towards the hero, morphing out of the dirt as if summoned. It’s not until later, as the hero passes signs of civilization in the form of dilapidated villages, that humanoid enemies arrive. This pairing of enemies to their respective environment creates a consistent, believable world, one that has a rich history all its own — particularly showing the humanoid creatures living in communities, indicating that this world is not just pure chaos. 

Enemy attack patterns become more sophisticated as the warrior advances in his journey. At first, enemy attacks are a one-dimensional, relentless barrage. They are magnetized by the hero and dart towards him in a 

straight line. Whereas the mutant tribesmen act as a collective, fighting as an intelligent, coordinated unit that stack vertically on each other’s shoulders and then spring on the warrior. 

Awaiting the warrior at the culmination of 

his journey is the half lion, half human Ligar. 

Towering over our hero at twice his size, this 

crimson beast attacks by hurling his massive form forward, attempting to body slam the hero into 

oblivion. 

 The mutant creatures of Rygar

Music AND Sound

The bass-heavy music is a simple melody that is accented by occasional high-pitched synths. The song is warm, yet subtle, adding texture to the player’s experience without taking center stage. Each stage repeats the same song, with the exception of when you run out of time and Death flies in (to his own music) to destroy you. The composer wisely recognized the possibility for repetition by creating stage music that never overpowers. 

At the end of each stage, the player’s score, rank, and progress is displayed as a unique melody plays: A high-pitched tune with a deep, fast-paced base line. These interludes offer a brief respite from the action, giving the player a moment to take stock of their achievements thus far and gather their strength to carry forward. 

Collected items produce a distinctive ding — a sound that players quickly learn to associate with feelings of confidence and strength, as each ding is a signal that their power is increasing. 

16
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TECMO GAME MUSIC

Throughout the mid to late ‘80s, G.M.O. Records released a series of albums spotlight-ing popular video games. An album focused on various Tecmo games released in 1986 

features  Rygar  and  Super Star Force on the cover and has a total of 13 tracks. Inside is an insert with sheet music. 

•  Album: Tecmo Game Music

•  Artists: Mikio Saito, Tsukasa Masuko, Michiharu Hasuya, Shinichi Sakamoto, Seiyu Matsunaga, Ryuichi Nishizawa

•  Label: G.M.O. Records, 1986

•  Games:  Mighty Bomb Jack, Gridiron Fight, Guzzler, Bomb Jack, Pinball Action, Rygar (Arugosu no Senshi), Senjyo, Solomon’s Key, Star Fight, Super Star Force, Swimmer,  and  Tehkan World Cup

 Tecmo Game Music, released in 1986 by G.M.O. Records. Photos courtesy of Frederik Lauridsen. 
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Items

There are four categories of items the warrior can collect: Points, special powers, extra life, and time. 

Items can be found in stones that pop up from the earth and are occasionally dropped by defeated 

enemies. Some items, such as the 1,000,000 point red scroll, are hidden and are only revealed when attacked. 

With extra time the hero can help stave off the arrival of Death, who comes hunting for the warrior when 

the timer reaches zero. Bonus points are awarded for meeting special conditions, such as slaying all of the This secret scroll from stage 13 awards 

Tribesmen while they are still stacked on each other’s the player with 1,000,000 points

shoulders. The special powers greatly enhance the warrior’s abilities: The Star Power increases the weapon’s range, the Crown Power allows the hero to defeat multiple enemies at once, the Tiger Power allows the hero to defeat enemies when jumping on them, the Cross Power grants temporary invincibility, and the Sun Power alters the swing of the vertical attack. These powers can be wielded simultane-ously in any combination, but the hero is reset to zero after a single hit. 

 The five power upgrades (left) and a Japanese arcade flyer detailing the various types of items (right) 20
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Regional Differences

 Rygar  reached English language arcades with few changes. In terms of visuals and gameplay, both releases are identical. However, there are some subtle changes: The attract mode sequences differ between the two (Both feature the same stage, with unique recordings of gameplay, and the Japanese version is almost twice the length), and the Japanese version has a higher abundance of power-up drops and point-granting stars. 

 Text is localized for the ending

 In Japan the game is known as 

 Intro story (JP)

 Warrior of Argus

 Bezel, artwork, and control panel

Reception

How did  Rygar 

stack up against 

the competition 

of the era?  Play 

 Meter Magazine 

(a prominent 

American 

magazine for coin-operated 

entertainment at the time) 

ran regular surveys on the 

top U.S. arcade games, 

and ranked  Rygar number 

seven among operators in 

its October 1986 edition. 

For comparison, the widely 

popular  Rampage by Bally 

Midway was crowned 

number one. 

 Play Meter Magazine top games, 1986
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 This advertisement flyer boasts about the new Legendary Warrior Rigar arcade machine with the conversion kit for Legendary Warrior Rigar. Notice 

 “Rigar” misspelling. Photo courtesy of Ron Lyons of that Rygar is misspelled as “Rigar”. As seen in RePlay Joe’s Classic Video Games. 

 Magazine, May 1986. 

 Marquee by Australian company LAI
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 Rygar arcade 

 photo by Ken Scott
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Marketing

In Japan, flyers and promotional booklets were sent to arcades to help promote the game. One such flyer features striking, beautifully hand drawn maps that give added life to the game’s stages. Surrounding these maps is a breakdown of each enemy, including their point values. The effect is something like that of an adventurer’s guide, helping imaginative children plan their route through a mysterious world full of danger and reward. 

In the States, ads for new arcade machines were focused on the operators rather than players, who had to be enticed to purchase new games with promises of engrossing content. Whereas the players would be drawn to the games by the flashy marquees and details that were affixed to the  Rygar  arcade machines themselves. 
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MaGAZINES

 MICOM BASIC Magazine, 1986
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 MICOM BASIC Magazine, 1986

 Rygar is highlighted as a new 

 Japanese magazine Gamest, July, 1986

 product in Play Meter magazine, 

 volume 12, July 15th 1986
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Coincidence or Influence? 

Iron Pot

In the 1976 movie  Shaolin Wooden Men,  a Shaolin student (Jackie Chan) must lift a massive iron pot filled with boiling water by clenching his forearms against the sides. Similar to the movie, Rygar 

pinches a studded iron pot with a dragon head and rotates it in order to progress. Were the developers inspired by this movie moment? 

 Shaolin Wooden Men (left) and Rygar (right)

Flying Guillotine

In  Master of the Flying Guillotine, also released in 1976, a blind kung fu master seeks revenge after his students are killed. The old man wields a red, white, and black razor sharp disk attached to a chain, much like the Diskarmor of  Rygar. Was the Diskarmor influenced by this guillotine weapon? 

 Master of the 

 Flying Guillotine 

 movie poster 

 (center), the blind 

 assassin holding 

 the flying guillotine 

 weapon (top 

 right and bottom 

 left), and fan art 

 by Guilherme C. 

 (bottom right)

Temples

A variety of statues and emblems decorate the 

temples between each level. Posed in fighting 

positions, are these men sentinels of a forgotten era, frozen in time? Are they long-lost warriors of Argus that once fought alongside Rygar? Or are they — and the other emblems — placed simply for visual 

appeasement, reflecting popular imagery of the time? 
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World Records

Arcade Record

Martin Pátra — who goes by the handle ZNC — holds the world record for the most points scored in the Arcade version of  Rygar. His 6,428,510 point record run was completed on June 21st, 2021. 

I chatted with Martin to learn more about how he prepares to break a world record and to learn more about his history with  Rygar. 

Q. Tell me a little bit about yourself. Where do you live? What do you like to do for fun? 

A. I´m 42 years old and...I live in a Melnik city, the Czech Republic, Europe. In my free time, I spend most of my time playing arcade games, which I first saw when I was 8 years old, when my older brother showed me a mobile gameroom with arcades at a fair. It was amazing for me to watch games on the monitors of arcade machines, and the pile of unknown sounds of games completely changed my life...My second hobby is collecting vinyl records. 

Q. Where did you first see a  Rygar arcade machine? 

A. In 1993 in Melnik city in a mobile arcade gameroom. From this day I remember how the game immediately caught and entertained me and how I didn’t get through the first round in my first game. Gradually [I] improved...until I managed to be the only one in our game room to finish the game. Mobile gameroom came to us every year for about 3 months, until 1996, when it was here for the last time and mobile gamerooms gradually ceased to exist in the Czech Republic. At this moment, playing  Rygar was over, until M.A.M.E. in 2002, where I was able to play my favorite  Rygar again, at least in an emulated version, after a break of several years. I didn’t get to the  Rygar arcade machine again until January 2020, during our weekend breaking of world records at the ArcadeHry. 

cz arcade museum in Cervený Ujezd in the Czech Republic, Europe, where I managed to set a world record for the first time. 

Q. What do you find to be the most challenging part in  Rygar? 

A. The most difficult part of  Rygar  in the 17th round. In this round you have to get the most points from all 27 rounds, and if you fail, you can forget about the world record and start playing from the beginning. 

Q. How much practice do you put in when getting ready to break a world record? What’s your preparation process like? 

A. I start...training about a month or two before the event to refresh [myself]...I spend 2-3 hours a day playing...on an emulated version of the game in M.A.M.E., which I have connected to the arcade bartop. Oh, and I cannot forget an indispensable part of my training, which is my beloved drink of freshly squeezed grapefruit juice mixed 1:1 with water. 
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 The arcade cabinet that Martin broke the world Martin and the bartop Rygar machine that he 

 record on. Cervený Ujezd, Czech Republic. 

 trains on at home

Q. Where did you play the record breaking game at? 

A. I played a record game in my favorite arcade museum ArcadeHry.cz located in Cervený Ujezd in the Czech Republic, Europe, owned by my friend Jan Orna, whom I thank very much for the opportunity to play  Rygar on the original pcb and for the complete preparation and support of the weekend records event. 

Q. What did it feel like to break the  Rygar  record? 

A. Absolutely perfect feeling, when on the first day I did not manage to approach the record score at all and on the second day I broke the record about an hour before the end of the event. Many thanks to my friends who supported me all weekend directly in the game room and on the stream, which was broadcasted on Twitch (twitch.tv/arcadehry) all the weekend. Many thanks...also to two great players of  Rygar: Shahbaz Sadiq and Geoffrey Suttor, who supported me in the chat of the stream and gave me useful advice on how to get a higher score in the game. 

Q. I noticed that you also have the world record for other games like  Thundercade / Twin Formation and  Bristles. Are there other games out there that you are trying to get a world record in? 

A.  Yes this is true. I would love to set a world record in my other favorite games:  Intrepid, Cabal,  Fix-It Felix Jr.  and  Elevator Action, so hopefully sometime in the future. 
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MAME Record

MAME (Multiple Arcade Machine Emulator) recreates the arcade experience on PCs and other modern computer platforms. For many, it is the only way to access and experience classic arcade games. In the case of Shahbaz Sadiq, it is the conduit that connected him to  Rygar. Shahbaz has continued to break his own  Rygar record over the years, and currently sits on top of a 10,065,950 high score. 

Shahbaz lives in Lahore, Pakistan, and when he isn’t crushing records, he enjoys spending time with his family and friends, listening to music, and soaking in a game of cricket. In mid-2021 I was able to connect with Shabaz in order to learn more about his experiences with  Rygar. 

Q. How long have you been playing  Rygar for? When did you first discover  Rygar? 

A. In 1995 I was able to clear all the rounds of  Rygar, but...I never played for [a] high score although I remember 4.2 million was my best score. There were two crazy guys [who] 

used to play  Rygar all the time to compete [with] each other and their high score was 4.9 

million and I used to watch them...full of interest. In 2000...I left all the games [behind] 

and got busy learning the skills in mechanical/technical and computer field. In 2011...I watched videos of  Rygar  on Youtube… [and] I made my mind...to break all the records of Rygar. I uploaded my first record on Youtube in the hardest level with [a] 7.3 million score. 

Q. What is the hardest round in  Rygar and why? 

A. [Round] 17 is the most challenging part of the game. There are monkey towers back to back coming every few seconds and [you] can get 10,000 points from each of them. 

Q. How much do you 

practice? 

A.  [A] lot of practice. You 

must have a technical mind 

to find out the strategies / 

tactics in any game to make 

the world record. 

Q. Are there other games out 

there that you are currently 

trying to get a world record 

in? 

A.  Chelnov is my 2nd favorite 

game after  Rygar. Currently 

I don’t [plan to break] any 

world records. 

 Shahbaz solidifies his 10,065,950 score 
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From Coin-op to the Couch

In 1987, a year after the arcade release, 

 Rygar  came to home consoles with releases for the Commodore 64, ZX Spectrum, 

Amstrad CPC, and the Famicom/NES. 

While the Commodore, Spectrum, and 

Amstrad releases tried to approximate 

the arcade game as best they could, the 

Famicom and NES adaptation went in a 

radically different direction. In the years 

that followed, additional versions for the 

Sega Mark III, Atari Lynx, and Sharp X68000 

would reach the market, again mimicking 

the arcade original — with the exception of 

the Mark III version, which didn’t funda-

mentally rethink the game to the level of 

the NES release, but did add depth beyond 

its arcade inspiration. 
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Commodore 64 | 1987

The C64 was feeling a little long in the tooth by 1987, and making a game like  Rygar work with such dated hardware and limited color support 

was an ambitious endeavor. The result is a game 

with highly simplified graphics and significantly reduced background details. The music is par for 

the system, but its crunchy tones are nonetheless enjoyable for what they are. 

Unique to this version is that some of the 

enemies run lightning fast, making this an 

extremely challenging version of  Rygar. The original 27 stages have been cut down to just 

17, and there’s no final boss to face. Instead, the game simply ends after the final zone, and the 

player is presented with a simple congratulatory 

message: “Congratulations. You have defeated 

the evil tyranny.” 
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 Rygar is featured along side Gauntlet II, 720°, and Indiana Jones and the Temple of Doom

 Rygar for the Commodore 64 is reviewed in 

 the January 1988 Christmas Special edition of ZZAP!64 magazine
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ZX Spectrum | 1987

With chunky swaths of bright primary colors streaking across the screen,  Rygar for the ZX Spectrum looks like a pop-art painting. The faceless warrior hero would hardly be recognizable were it not for the tiny, circular Diskarmor at his side. 

While the complete 27 stages are included in this version, it too is missing the final boss. 

The sound effects consist of simple sound envelopes, possessing a deep and crackly timber. They are reminiscent of the 1981 pioneering classic  Defender, and might be more suitable for a sci-fi universe than an action-adventure barbarian brawler. 

In the September 1987 issue of  Sinclair User,  a magazine focused specifically on Sinclair game systems like the ZX Spectrum, Jim Douglas called the ZX Spectrum  Rygar release “a waste of what could have been a damn good game.” He penalized the game for its poor graphical qualities, monotonous gameplay, and cliche character and settings, granting the title a mere 4 out of 10 stars. 

 Loading screen
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 Rygar for the ZX Spectrum

 Rygar ZX Spectrum fold out

 The Spectrum 

 and CBM versions 

 of Rygar featured 

 shared case 

 designs, front 

 and back

 Rygar tape 

 cassettes for 

 the Spectrum 

 and CBM

 Sinclair User magazine, 1987
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Amstrad CPC | 1987

While the Amstrad CPC release of  Rygar contains the same number of rounds as the arcade, it would be incorrect to say it includes every level. There are 27 levels, but there is little variation, with lava fields and flowing streams recycled over and over again, cast against a constant, stark black backdrop. 

If it wasn’t for the occasional gradient over the horizon, the backgrounds would be completely devoid of depth. The lava An enemy is carried into 

rivers and waterfalls in the foreground animate, bringing the action by a flying dragon

environments to life, and add much needed life to the world. 

One notable mechanical difference is the jump physics: The hero’s jumps are much floatier than the arcade original. It’s while defying gravity like this that the low framerate becomes much more apparent, with Rygar and enemies chopping through the air as they slowly hover about. Likewise, when Rygar hurls his Diskarmor, it pops in and out of existence, making it challenging to judge the range. 

The music occasionally flanges in unusual and delightful ways, creating a chorus like effect with the audio layering on top of itself. This side effect adds a distinct charm to this simple interpretation of  Rygar. 

As is the case with other 1987  Rygar  ports, the final boss has been omitted. Instead, the game abruptly ends when the player reaches the final room. 

 Frank Frazetta, the masterful artist of fantasy, created many notable illustrations and paintings depicting heroes, swords, and sorcery. His work is often credited as having set the foundation for modern fantasy art. Artists, filmmakers, and game developers alike respectfully cite Frazetta as a heavy influence in their craft. Much of his work has done more than just influence artists over the decades — in some cases it’s been 

 almost directly copied. When it comes to  Rygar , the cover art displayed for the Amstrad CPC, 

 ZX Spectrum, and Commodore 64 have a clear 

 link to a particular Frazetta painting. Notice the striking similarities between the position of the hero and the enemies, the identical muscular 

 details, the bend of the wrist, the line of the ribs, and the shadow on the chest. 
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 A review of Rygar in issue number 29 of Amstrad Action, 1988

 This 2 for 1 Amstrad game pack includes both Rygar and Indiana Jones and the Temple of Doom 39
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 The objective of Rygar, as seen in the manual Rygar hops across platforms 

 atop a gushing waterfall

 Rygar for Amstrad CPC covers

 Title screen

 Rygar for Amstrad CPC cassette

 Amstrad Junior, April/May, 1990
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Sega Mark III/

Master System | 1988

The version of  Rygar  released for Sega’s home console was available exclusively in Japan, released under the name  Argus no Juujiken (アルゴスの十字剣), which translates to 

“Cross-Sword of Argus”, or “The Crossed Blade of Argus.” 

 The sword referred to in the game’s title is depicted on the box, centered on the title screen in game, and plunged into the dry earth in an intro cutscene while the “cross” in the sword’s name seems to come from the cross attached at the top of the hilt. Despite being featured so prominently, the significance of this sword is unknown, as it never appears again within the game! The Diskarmor — well established in prior games, the arcade original, promotional materials, cabinet stickers, magazine ads, and arcade flyers — is a large disc that is attached to 

 a long chain, not a sword. The Diskarmor 

 is also present here on the box and manual 

 art for this version, too. One might think 

 the sword is meant to represent the 

 weapon wielded by the final boss, but a 

 closer look at both the in-game graphics 

 and art within the manual shows the boss’s 

 sword lacking the distinctive cross hilt. So... 

 what is the significance of this sword, and 

 why is it given such prominence over the 

 Diskarmor? 

 Argus no Juujiken is a much closer approximation of the arcade experience than other home releases, though the 27 stages of the arcade original have been compressed into five much longer levels. 

These levels feature the occasional branching path, allowing the player to select from above ground and underground routes. While other home console ports dropped the game’s one boss entirely, the Master System release goes the other direction, adding two new bosses in addition to the final boss. 

Much like the arcade original, this is not an easy game. As Dylan Cornelius put it in his 2015 article at Segadoes.com, “Thanks to the unlimited continues,  Argus no Juujiken is not unbeatable, but the road Boss battles

is long and fraught with piles of Rygar corpses.” 
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 Manual cover (left), enemies (center), and items (right) Missed Opportunity

The Famicom version, released in April 

of 1987 — almost a full year earlier — 

reimagined the potential of  Argus no Senshi 

and delivered a much deeper, open-world 

experience filled with permanent upgrades, 

a new magic system, experience points, and 

even more branching pathways to explore. 

The developers for  Argus no Juujiken had 

almost a full year between the Famicom 

release and their version, and instead of 

traversing the superior path established 

on the Famicom, they elected for a more 

straightforward adaptation of the arcade 

experience. 

 Argus no Juujiken box art

 Salio, the short-lived company credited 

 for  Argus no Juujiken , would only 

 release two games for the Mark III, 

 with the other being  Solomon no Kagi  

 ( Solomon’s Key ). Suspiciously, Salio’s mailing address was that of Tecmo’s 

 headquarters in Tokyo. Was Salio a 

 dummy company created by Tecmo in order to bypass Nintendo’s policies that limited developers from releasing games on competing hardware? 
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 Death carries the fallen warrior into the sky The player can traverse above and below ground Loading screen
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Atari Lynx | 1990

With a meager 160x102 screen resolution, many Lynx games suffer from a claustrophobic presentation, and Rygar is no exception. Imagine looking at the arcade game through binoculars, and you’ll have a good idea of what playing  Rygar on the Lynx is like. The view is zoomed so close that approaching enemies appear 

seemingly out of nowhere. The designers wisely slowed enemy movement speed in order to compensate for this view, which balances the difficulty. 

On the plus side, there are some high quality animated backgrounds not found in other ports, such as gushing waterfalls and flowing rivers, and enemies and environments are highly detailed. 

 Point values for defeating enemies, from the game manual (left) and the Japanese cover, courtesy of Igor Kromin, founder of Atari Gamer (right) 46
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 The manual reveals an expanded version of the original Rygar story Strange Ending

Critical Review

After defeating the final boss, a 

 Computer and Video Games, a 

bizarre and confusing ending unfolds: 

now-defunct UK-based magazine, 

Set against a hot-pink background, 

reviewed the Lynx version of  Rygar in 

what appears to be a dead elephant 

their March 1991 issue, calling the game 

is seen resting beside some random 

“just as dull” as its arcade counterpart 

crystals. Contrasted with this strange 

and criticized it for lacking depth. Their 

and surreal visual is text congratulat-

overall rating was a 46%, which was 

ing Rygar on his victory. This elephant 

the lowest score of the four Lynx games 

is a graphic that was lifted from the 

reviewed that month. 

arcade, as seen in cave backgrounds, 

yet why this image was leveraged to 

relay a message of success and hope 

remains a mystery. 
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 Lynx advertisement featuring Rygar
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 Atari Lynx box, featuring Rygar

 Rygar Lynx pin. 

 Photo by Igor Kromin. 

 Rygar receives an 85 rating in the first issue of Spanish magazine Hobby Consolas, October 1991
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Sharp X68000 | 1994

The X68000, a home computer sold exclusively in Japan, features a version of  Argus no Senshi that closely matches its source material, making it the most accurate home representation of the arcade classic up to that point. The graphics, music, sound effects, controls, and animations are a near exact match to the arcade, which isn’t surprising given the hardware capabilities of the machine. The X68000 version includes all 27 stages and the final boss found in the original, and it’s just as challenging. 

Settings

The player can access the DIP switch settings by 

pressing F1 in order to adjust the difficulty, number of lives, and number of points needed to gain an extra life. 

 Title screen
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PlayStation Xbox & Switch

, 

, 

The original version of  Rygar eventually made its way to modern Sony, Microsoft, and Nintendo consoles, allowing players the chance to sit back and enjoy the arcade vintage in its uncompromised glory right from the comfort of their couches. With unlimited continues, they might stand a chance at completing it, too. While the Sharp X68000 

version had successfully replicated the original arcade version, said computer was only ever available in Japan, placing it out of reach for most westerners. In the Arcade Archives release for PlayStation 4 and Switch, there’s no need to gain access to the DIP switches, as players can easily toggle settings such as the game difficulty. As an added bonus, players can compete in a global high score ranking system and battle their way to the top of the worldwide leaderboard. 

 Rygar on Switch selection screen and modes

 Rygar on PlayStation 4
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Commodore Amiga | 2018

Announced in late 2018 to the surprise 

and delight of the retrogaming 

community, a homebrew conversion of 

the arcade version of  Rygar was released 

for the Amiga in 2019 by indie developer 

Seismic Minds. 

Upon release, Neil Green of 

indieretronews.com said  Rygar for the 

Amiga AGA is “complete with fabulous 

graphics, smooth frame rates, plenty of 

enemies, power ups and other cool bits.” 

One of those extra bits is a password 

system that lets players jump to the level 

of their choosing. There are also options 

to tweak the button configuration from 

two buttons to one (necessary for those 

with one-button controllers) and adjust 

the difficulty. 

 Developer credits

 Review from Retro Format magazine
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Developer Interview

Graeme Cowie, AKA Mcgeezer, is the developer responsible for bringing  Rygar to the Amiga AGA. We discussed his early programming years, the challenges his team faced in producing  Rygar  for the Amiga, and what makes the Amiga version so unique. 

Q. What is your programming background? How did you get started? 

A. I guess programming for me started with Basic on my 16kb rubber key ZX Spectrum that I received when I was around 8 years old. I remember playing a few games back then, such as  3D Death Chase, Trans Am, Jet Pac, Cavalon...I think it was at this point I fell in love with games. Sometime later I was introduced to a kid who was a few years older than me and he had a speccy too. He ran some sort of weird command and it locked the computer (even after power cycling) while he walked off out of my house. 

I remember being pretty upset that night but I tried my computer an hour later and everything was back to normal. 

A little later on my uncle got an Atari 800XL and he had a music demo playing with Oxygene 2 by Jean Michelle Jarre, the boot loader was written in BASIC so he was able to change the credits from “COMPOSED BY JEAN MICHELLE JARRE” to his own name, but I knew he wasn’t that clever so I went about finding out how he did it... 

when he came back in I showed [him] that I changed the credits to my name and told him he was full of crap. 

Q. What is it about  Rygar that makes it special for you? 

A. In my early teens I spent a lot of time in the arcades and distinctly remember Rygar  being one of those games that stood out graphically. For sure in my arcade it was one of the first I had seen with parallax scrolling and the game just looked gorgeous next to the  Hyper Sports cabinet it was plonked next to. One day I was watching a guy on the 

game, and he completed 

the entire game with one 

credit and I was just in 

awe of how good the game 

was but also how difficult 

it was. From then on I 

spent a fair few 10 pence 

coins on  Rygar, but can’t 

remember getting past 

round 6...the game was 

 Rygar AGA wins the RGN Amiga Gamers’ Choice Award in 2019

very intimidating. 
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Q. Tell me about the team responsible for the  Rygar  Amiga conversion. Who did you partner with and what was the development process like? 

A. This was a strange one. Around 2003 I had tried to make a conversion of  Rygar on the Game Boy Advance. But my heart wasn’t really in it to be honest, and I was quite happy with just doing the scrolling in the tech demo I made. Fast forward to the Halloween of 2017 and I got all nostalgic and was searching for  Rygar on the internet, when a thread popped up at the English Amiga Board about converting the game to OCS Amiga. This gave me the spring in my step to pull out my Amiga from the attic and start finding my source disks. By about Christmas 2017 I had ported the code engine of  Bomb Jack which later became  Bomb Jack Beer Edition which I released in May of 2017. While I was doing that, some of the guys in that English Amiga Board thread were working on the conversion of  Rygar, all the graphics were ripped, all tiles for the levels were done but then the coder who was doing it on OCS decided to not continue with the project. A little time later that year there was a game compo announced on the EAB and for my entry I thought I’d have a crack at porting  Rygar. 

Kevin (invent) Saunders, who did the level maps, and Denis Levechier kindly handed over their work they had done for the OCS version so that it could see the light of day on the AGA version I was porting. I did have help along the way from guys such as Ross and Frank Wille on some of the things game coders take for granted such as the music and disk loading routines. The last bit of the jigsaw was Martin (DJ Metune) Erikson who came on board with the audio to which I’m still amazed how he did it because the job he did was so good. 

Q. What were some of the biggest challenges you faced when converting  Rygar  for the Amiga? 

A. There were a few challenges. Getting it on to one disk was my primary target and I came up with all sorts of tricks to compress it down to a single floppy. For example I ended up holding only the left side facing versions of the sprites on disk. At run time the game creates the opposite versions of them...there was other stuff too like making sure the background graphics were compression friendly. Another one was that I had a bug in the game that I couldn’t find for around two months. It appeared that the game would just randomly corrupt when playing but it would never crash (those are the worst kind of 

bugs). It turned out I had an 

index overrun on a table for 

when the player uses the circular 

attack but switches to the left or 

right attack at a specific point. I 

got to the bottom of it by using 

some WinUAE debugging magic 

which showed me that I was 

feeding the blitter with wrong 

values. I don’t think I slept for 

two months wondering where 

the bug was. 

 Autographed box, disk, and manual
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Q. What was the inspiration for the three extra stages? And what went into creating them? 

A. I think Kevin came up with these as we had some extra space available. However, if you had the source code to a game like  Rygar  would you not want to change it a little or be tempted to make it slightly better? For me that was the inspiration for doing the extra rounds and when Kevin came out with the artwork I just had to get them into the game. The rounds are late in the game because it was towards the later part of development that we came up with them. One thing that was completely new was the parallax clouds on Round 14...those were borrowed from  Super Macross on the SNES...a superb game! 

Q. Imagine a brand new  Rygar game was in development. What would you like to see in the design? 

A. Ooohhh.. that’s a tough one.  Rygar is an arcade game for me but if I were doing the game on the Amiga I’d be tempted to mix a bit of  Impossible Mission into it and make the game a bit easier with some puzzles. [That’s] probably what Nintendo tried to do with their effort (I’ve never played it though). 

Q. What’s next for you? 

A. Currently I have  Super Sprint in the oven, as I write this it’s 95% finished. I really wanted to try and do something a little different and out of my comfort zone a little. 

While  Super Sprint  might 

not look like a technical 

masterpiece it’s got quite a bit 

of challenge to it when you 

port it 1-1 to the AGA Amiga’s 

because the game is running 

in a resolution of 512x384 

and with all those extra pixels 

comes all the required extra 

processing power. I really am 

looking forward to picking up 

my Amiga Game Dev tutorials 

series that I was running too. 

Q. Is there anything you’d 

like to say to the Amiga 

community? 

A. Hi to all the guys at the 

EAB, all the guys at Flashtro 

and Double Sided Games. 
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アルゴスの戦士 はちゃめちゃ大進撃 / RYGAR | 1987

Once there was a holy place called Argool which 

was founded by five legendary Indora Gods. One 

day, suddenly the blackest tragedy happened. The 

prosperous holy place, Argool was attacked by the troops of the cruel king called Ligar. The sky of the holy place was completely covered with the flying castle of Ligar and his army of dangerous beasts. These animalized soldiers came down from the sky and 

committed the most atrocious cruelties. In a single day, they established the kingdom of EVIL. In addition, Ligar took away the “Door to Peace” symbolizing the peace that had been created by Indora. 

The hope for peace disappeared with the loss of the 

“Door to Peace” and the people of Argool ceased to smile and could only pray for salvation. They prayed an ancient passage to counter the fulfilled prophecy of Ligar’s evil reign of terror. The legend says, “When the peaceful land is covered with EVIL SPIRITS, a brave soldier will be brought to life from the dead, for the purpose of saving persecuted people. The 

people of Argool’s painful prayers were so loud that it reverberated throughout the mountains and traveled a long distance in the land of Algosu. And at last – Rygar, the hero came back from the dead in order to restore peace to the land of Argool, battling the forces of evil everywhere. Join forces with Rygar! 
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A New Adventure

While the Famicom and NES version of  Rygar ( Warrior of Argus: Extreme Great Charge in Japan) shares the basic ingredients with the arcade original — a Diskarmor-wielding hero who travels through a desolate world fighting an army of monsters — it uses them to create something very different. Like when  Bionic Commando,  Strider, or Ninja Gaiden transitioned from arcade to 8-bit home console,  Rygar too evolved from a repetitive slasher into a much deeper experience. Perhaps Nintendo was asking for higher quality with their third party games, or perhaps developers just saw more potential in the home console experience. 

Whereas the arcade version of  Rygar  features a linear level progression, on NES the game encourages the player to return to prior areas. RPG elements were introduced, with experience points that boost the attack power and health of the hero. A brand-new spellcasting mechanic was added, with Mind points that replenish during play by defeating and looting foes. As with  Zelda II: The Adventure of Link (released three months prior to  Argus no Senshi: Hachamecha Daishingeki), there are NPCs to assist the player, as well as two different gameplay perspectives: While most areas appear in a side-scrolling view, transitional areas feature a top-down perspective. With no passwords or built-in save feature,  Rygar  asks players to conquer its sprawling adventure in a single sitting, but unlimited continues at least make this feat feel possible. 

 Bionic Commando navigation map on the NES

 Zelda II: The Adventure of Link top-down view 59
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First Impressions

 Sueru Mountain, the opening stage of Rygar

Upon pressing start, the hero appears and an epic melody boldly squeals out, with an intro riff that rolls into a dense musical composition. You’re in a barren wasteland, just a small blip in the vast unknown. A giant orange sun hangs in the background, and that celestial orb remains center stage as you begin to sprint across the uncharted landscape. Obstacles and monsters appear to test your agility and might as you, the warrior of Argus, leap with ease, dancing over your foes. When you transition into the next area, the depth of this world — and your adventure — begins to be revealed as the music shifts and branching paths begin to make themselves known. 

Tutorial

Like most games of its vintage,  Rygar  did not include a formal tutorial. Instead, most of the primary mechanics and intricacies of the world unfold before the player within the first two areas. Soon after the start, the hero collides with two simple monsters, and this encounter teaches the player the key elements of the game: Attack to kill, get hit and you lose health and eventually die, duck to attack shorter enemies, and jump on enemies to stun them. Four pits and a small hill teach the player the importance of jumping as well as the consequences of falling into holes. Quickly the player progresses to the second environment, where they learn about more complex challenges such as climbing ropes and navigating across larger pits. This is also where the world opens up vertically and introduces the player to the concept of backtracking. 
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All Day Play

The ability to resume your progress 

after powering the NES back on was 

not always an option for games of this 

time. Classics like  The Legend of Zelda 

or  Metroid had battery-powered save 

features or password systems, both of 

which allowed the player to pick up 

where they left off. Despite being a long 

and grueling game,  Rygar lacked such 

a convenience. For most, this meant an 

incomplete experience, an ending that 

was never to be reached. For others, like 

 Poem by @Word_Corn

myself, it meant practicing, exploring, 

and learning before the inevitable big 

push, the day dedicated to powering through the game end to end. This might even last many days, if they dared pause and let the NES bake overnight (at risk of a power outage or mom turning the system off). As with other NES 

games, I shared this experience with my neighbor, taking turns after each death and strategizing before our next attempt. Today, lacking a save feature for a game as long and involved as  Rygar  would be practically unheard of. 

It makes one wonder: If  Rygar did offer the ability to save your progress, giving more players the opportunity to reach the deeper depths of its world, might it be remembered more fondly? 
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Metroidvania

The exact definition of Metroidvania is a bit disputed, but the most commonly agreed upon factor is that a Metroidvania game has a non-linear style of gameplay. In many cases, this equates to traveling through an open world, acquiring items that will open up new paths that branch off from previously visited areas.  Castlevania: Symphony of the Night is one of the most popular and referenced Metroidvanias, and exemplifies the genre for most due to its deep RPG elements, stellar combat system, expert character design, and massive network of rooms to explore. 

 Castlevania II: Simon’s Quest

 Castlevania: Symphony of the Night

 Metroid

While the term Metroidvania comes from the two franchises that cemented a particular style of non-linear gameplay, it’s noteworthy that  Rygar was already experimenting with concepts that would later define the genre even before Metroid and  Castlevania II: Simon’s Quest. With  Metroid releasing just four months after  Rygar in Japan, it’d be foolish to make the argument that  Rygar influenced Nintendo’s Alien-inspired sci-fi adventure. Yet  Rygar nonetheless feels like a step along the path to games like  Castlevania: Symphony of the Night. It seems like there was just something in the air in the world of Famicom development, pushing designers to explore what was possible beyond the scope of arcade-like experiences. 

When it comes to  Rygar, the game fits neatly into the most basic definition of a Metroidvania: A character that explores a non-linear world, collects items and power-ups, increases his attributes, and backtracks in order to make use of the tools. 

Markers such as grappling hook points tease the player of future areas to revisit. Hints and clues are scattered across the world, coming in the form of helpful NPCs. 

So why is  Rygar  so often forgotten in the conversations around the early Metroidvanias? If  Rygar had continued to have sequels in this style, might we be calling these nonlinear games Rygarmanias today? 

 Vampire Killer
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RPG Elements

 Rygar is subtle at revealing its role-playing game elements. The pause screen, when first viewed, hints at unearthed mysteries with its empty frames to be filled in with items, and only after attacking multiple enemies does the player realize that the character is growing in power as he gains experience. Slaying your way through the monster-filled lands, your health and power increase. Unlike most RPGs, instead of having experience points (XP), Rygar has two types of points: Tone and Last. One makes you stronger, and the other expands your hit-points. Through trial and error (or a closer examination of the manual) you begin to learn how to cast spells, and the importance each spell carries in your journey. While light, these RPG elements add significant depth to a game with such humble Arcade beginnings. 

 Pause screen (NES on the left and Famicom on the right) Rygar receives the Coat of Arms

The Diskarmor

The Diskarmor is a bit of a misnomer. The circular object that functions as the hero’s primary weapon is held like a shield, but it never functions as a blocking item. Perhaps our half-naked protagonist is protecting his chest with the Diskarmor in lieu of donning standard armor, reducing — but not eliminating — damage. 

As a weapon, the Diskarmor resembles a morning star attached to a whip, or a giant menacing yo-yo. The The Diskarmor blazes on the cover 

 of the Rygar instructions

Diskarmor attacks rapidly, and can be powered up to increase its speed and range. 

After making contact with enemies, the Diskarmor occasionally swings the monsters to and fro, as if the spiked edges have lodged themselves into the flesh of the creatures. The weapon grabs not just at enemies, but items as well, sucking them into the player for collection. 
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Enemies

 Rygar  features a bizarre and freakish bestiary. Most of the creatures have human-like features but odd proportions, making them the stuff of nightmares. Ghelman scurries across the ground on all fours with muscular arms like a demon in a Japanese horror movie. Epolcon, a flying enemy, resembles a dragon with pouty red lips, dropping eggs of unknown origin. They are all so delightfully bizarre. 

With limited storage space for sprites and tight deadlines, the developers were able to stretch assets and animations. For example, certain boss character pieces were reused. 

Ligar, Deathpigor, and Belzar all share the same pair of red appendages that sway up and down. 

 Famicom manual

 Rolpher and Ligar (NES on top and arcade on 

 Rygar battles Dorago at The Palace of Dorago

 the bottom). These familiar faces from the 

 arcade appear in the 8-bit adventure. 

64

[image: Image 313]

[image: Image 314]

[image: Image 315]

[image: Image 316]

[image: Image 317]

[image: Image 318]

[image: Image 319]

 A gauntlet of Red Kinoble awaits the warrior in The Palace of Dorago (left), Epolcon, Pragokelis, and Rolpher swarm the hero at Ragua Sando (center), and Demoro Bruzer and Deathpigor stand guard at the top of The Tower of Garba (right). 

Unused Graphics

Four unused enemies can be found hidden in the ROM. The robot and spider-like enemies only appear as shadowy figures in the final product. 
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 Belzar, the boss monster of Lapis, perched atop a platform firing projectiles The Kinatarnos and Olbis of Eruga’s Forest
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 An Indora God provides the hero with a health potion Ligar awaits the warrior inside this room, at the end of to aid him in the final battle against Ligar

 the Sky Castle

 The warrior of Argus faces off against Ligar, the final obstacle standing between the hero and the Door to Peace 67
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Music

The music for the NES and Famicom versions of  Rygar  was composed by Michiharu Hasuya. Surprisingly, some of the music for the Famicom release was changed for the game’s NES release. For example, the songs featured in the Suero and Gran Mountains (the first two areas) have completely unique melodies while maintaining similar, pulsing baselines. According to Rob “88bit” Kovacs, composer, pianist, and singer/songwriter, the “songs in the Famicom version are in minor keys and have a more serious and darker tone which is consistent with the rest of the Famicom soundtrack,” whereas in the NES 

version they “...are in major keys and have a brighter, more uplifting and triumphant feel.” Other areas, such as Garloz and Eruga’s Forest, share the same music in both the Japanese and English releases. 

Strange Case of Reuse

After producing music for multiple Tecmo titles, 

including  Solomon’s Key, Michiharu Hasuya would compose for Vic Tokai and Advance Communica-tion Company. Interestingly, two years after the 

release of  Rygar, the song heard in the green rooms with the Indora gods would resurface, slightly 

remixed, as the intro music for the side-scrolling action game  Dr. Jekyll and Mr. Hyde. 

The opening song hits hard and makes it clear that you’re about to embark on an epic journey. The looping melodies paired with the green rooms that are home to the hermits and gods have a ring of mystery and intrigue to them. In the tower, a crunchy and distorted low-tone buzzes, building suspense and alluding to the dangers inside the ancient structure. 

In this writer’s opinion, the Den of Sagila has some of the best and most fleshed out music in the game, and it matches the cave environment nicely. The song is composed primarily around two parts, the high and low melodies. The low bass tones are a driving force in this song, rumbling and humming along without ever catching their breath, whereas the high melodic tones oscillate slowly at first, only to marry with the bass in unifying segments. This cave being such a massive area, it was wise to dedicate a song with this level of stimulation and appeal, being that it would be heard for long stretches of time. 
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The stylistic choice for how music (or lack thereof depending on your generosity with the word music) works with boss battles is fascinating. In lieu of a standard repeating music track, each boss battle has an intimidating and threatening growl-like sound 

that pulses slowly like a twisted alarm system. Some players consider this track to be diegetic, intended to represent the monster’s roars. 

 Rygar battles with Sagila

Guitar Tab

The  Rygar adventure begins at the Sueru Mountain with one of its most memorable songs. Jon Malmin, a musician living in Sweden, translated the sunset theme into guitar and bass. You can listen to the wailing guitars and learn to play along over at tabs.ultimate-guitar.com. 

 Sunset tab by Jon Malmin
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Tower of Garba

 from Rygar

Michiharu Hasuya

transcribed by Rob "88bit" Kovacs
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Sunrise at Argos (NES)

 from Rygar

Michiharu Hasuya

transcribed by Rob "88bit" Kovacs
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Sunrise at Argos (Famicom)

 from Rygar

Michiharu Hasuya
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Den of Sagila

 from Rygar

Michiharu Hasuya

transcribed by Rob "88bit" Kovacs
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 Rygar transcriptions by Rob 

 “88bit” Kovacs. Check out 

 88bitmusic.com to see more. 
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Mapping

 Garloz map from the Famicom manual (top) 

 A map of the Sky Castle from The Official Nintendo and Garloz map from a guide book (bottom)

 Player’s Guide, 1987

The  Rygar manual contains a partial map that connects just some of the dots. It’s intended to be a starting point, with a few hints to get the player moving. This was a time when highly-guided experiences were incredibly uncommon. Drawing your own maps, discussing routes with your friends, and discovering pieces of navigation in magazines such as  Nintendo Power was part of the gaming experience, and fun, at the time. 

The combination of open-world exploration, two distinct points of view, and both horizontal and vertical movement made navigation challenging in  Rygar. Additionally, there were areas where progress hinged on the player discovering unseen areas that could only be reached with the grappling hook. Experimentation is key: Sometimes, rappelling into the unknown might be the only way to know whether a new area might be just off-screen. 

 Famicom manual
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Hermit hints

The helpful (and not so helpful) hints and wisdom spoken by the strange hermits. 
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Beta Images

Between the US, JP, and EU releases there are multiple mysterious images depicting noticeably altered environments. Are these Beta images of  Rygar  taken before the game was completed? What other differences were there before the final iteration was locked and manufactured? Do earlier versions of  Rygar still exist? 

The Famicom box contains one screenshot, and in it we see the Seuru Mountain from the 

 back of the JP box

mountains in the background of the opening stage lacking the purple details found in the final 

game, but with additional branches. Were those assets incomplete at the time the screenshots were taken? 

The back of the NES release features an image of the wooden posts that the hero attaches his pulley to in the Gran Mountains which are thinner than what is found in-game, and the location of the posts and ropes in the screenshot do not match where they’re actually located. 

Perhaps the posts were widened in order to make them pop out more, making it easier for the player to find them. 

On the back of the PAL (European release) box there’s a doorway to the right of the river 

in Garloz that does not exist 

in-game. Was it relocated to 

another area? Or was there an 

incomplete area cut from the 

game? Maybe another hermit 

was removed. 

More early designs can be seen 

in a Famicom flyer, including 

an unknown rope connection in 

Lapis, the Tower of Garba boss 

is on the first floor (instead of 

at the top), a hermit room that 

is missing an exit, and the same 

mystery door in Garloz from the 

EU box. 

 NA (top) and EU (bottom)

 Famicom flyer
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Marketing

In 1987,  Rygar  appeared in large Nintendo Entertainment System advertisements in many U.S. newspapers alongside other big NES titles of the time. 

“Game of extraordinary 

graphics, strategy and 

adventure. Rygar is 

a legendary warrior 

whose mission is to 

restore peace in the 

land of Argool by 

defeating an army of 

dangerous beasts of 

the night.” 

[Kay-Bee Toy Stores]

Tecmo Bowl

The  Rygar logo appears 

on a scoreboard in the 

1987 football classic  Tecmo 

 Bowl. Tecmo leveraged 

their football property for 

this cross-promotional 

advertisement. Unfortu-

nately the legendary hero 

is not playable as a wide 

receiver. 

 The Tecmo Bowl scoreboard (left) and the back side of the box (right) 80
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 Famicom flyer

 Nintendo Fun Club News, 1988
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Magazines and Critiques

Gaming magazines were still a niche concept at the time of  Rygar’s 1987 NES release, with popular publications like  Nintendo Power  not reaching households until 1988. 

Much of the publicity that  Rygar received was from its inclusion in Nintendo Entertainment System ads that were found in local newspapers. Over in Japan, the warrior of Argus appeared in the popular manga medium whereas nothing of the sort happened in the West. 

Nintendo Power

The premiere issue of  Nintendo Power (July/August 1988) reached 3.6 million households.  Super Mario Bros. 2  was boldly on display with a cover image and a 20 page spread. 

The highly anticipated S uper Mario Bros.  sequel would not reach the U.S. until October, providing Nintendo with a few months to build additional hype. The issue featured an in-depth look at the second quest for  The Legend of Zelda, complete with a fold-out map, and  Double Dragon,  Gauntlet,  Contra, and even baseball games received multiple pages. 

Buried deep in the dark abyss of page 52, occupying just a quarter of a single page, Rygar  sat squished at the bottom with just one (albeit important) question-and-answer regarding the Pegasus’ flute. And, as if destined to be shoved into a corner,  Rygar  would appear as a tiny blip on the bottom corner of page 103 as number 30 in the Top 30 list. 

 Nintendo Power, issue number 1, 1988

 A Rygar Q&A featured in Nintendo Power
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Top 30

How did  Rygar stack up against the competition in the  Nintendo Power Top 30 list? 

Let’s break it down. 

•  In issue 1,  Rygar squeaked in at number 30 of 30. 

•  In issue 2,  Rygar began to gain popularity and climbed to the number 24 spot. 

•  In issue 3,  Rygar  again moved up the ranks landing at number 20. 

•  In issue 4,  Rygar was nowhere to be found in the top 30 list, bumped by newcomers such as  Bionic Commando,  Castlevania II: Simon’s Quest,  Life Force,  Milon’s Secret Castle, and  Hudson’s Adventure Island. There just didn’t seem to be room for old  Rygar anymore. 

•  In issue 5,  Rygar was again missing in action, crushed under the weight of instant classics like  Bubble Bobble,  Blaster Master,  Mega Man II, and  Blades of Steel.  Rygar didn’t stand a chance against these titans. 

In defense of  Nintendo Power  and their lack of  Rygar  coverage, by the time the first issue was released  Rygar  was already one full year old. It’s fun to envision what might have been: Had  Nintendo Power been created earlier, might  Rygar have received its own beautiful spread, cementing its legacy and place in the NES canon? 
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Nintendo Club

 Rygar featured in the sneak peek section of Club Nintendo magazine, Volume 2, Issue 1, 1990 (German version) 84
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What the Critics Said

In the August 1987 edition of  Computer Entertainer magazine,  Rygar received a 4-star rating and was complimented for its “magnificent graphic detail” and praised for the music, use of multiple perspectives, and variety of obstacles. Their only criticism was in regards to spelling and grammar, specifically as it pertained to the copy in the instruction manual. 

In Japan,  Famicom Tsūshin (a bi-weekly magazine that is better known today as  Famitsu) awarded  Warrior of Argus: Extreme Great Charge  26 points out of 40. (Their scoring system is based on a combination of scores added across four reviewers who may grant up to ten points each.) In  Family Computer Magazine, readers were invited to submit their own scores, which were recorded and tallied to an average overall score of 20.13 out of 30. 

 Famicom Tsūshin, issue number 1, 1986

 Computer Entertainer, 1987 
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 Power Play magazine, June 1991 (upper left), Tilt magazine, July 1990 (center), and VideoGame magazine, 1991 (bottom)
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 French magazine Joystick, July/August 1990
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MANGA

The warrior of Argus found his 

way into a few manga series, 

depicted as both a cute, stout 

cartoon (as seen on the cover of 

the Famicom release) and a more 

realistic, muscular adult (six-pack 

included). In most manga 

depictions the hero is detailed 

in the uniform familiar to Famicom players, with a Diskarmor that is almost comically small when stowed on the wrist. 

One book closely follows the arc of the game, complete with maps, enemies, and Indora gods, making it a playful compendium to be read alongside the game. Another story takes place in modern times (well, 1987 anyway) as the evil king Ligar has returned, and the legendary warrior must once again be resurrected to combat the threat. 
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Guides

Famicom Guides

Video game guidebooks were plentiful 

in Japan, with  Argus no Senshi making 

its way into a fully dedicated book. The 

 Argus no Senshi guidebook is about 7 by 4 

inches, making it an adorable pocket-size 

guide. Inside are full-color pages detailing 

characters, locations, items, and enemies. 

While there are hand-drawn depictions of the 

levels, the fold-out map was assembled using 

a series of screenshots. 

 Argus no Senshi guidebooks

NES Guide

 Rygar  never received its own standalone guide in America, settling instead to be featured amongst its peers in  The Official Nintendo Player’s Guide in 1987. This NES 

guidebook — still referenced by gamers today due to its comprehensive breakdown of dozens of games — detailed characters, items, maps, and strategies for  Rygar. The path to completion is meticulously laid out with colorful maps, with some of the artwork being pulled directly from the aforementioned Famicom guide. The spirit and mythology of the adventure 

is bolstered in the copy, with 

item descriptions that arouse 

curiosity. For example, The 

Flute of Pegasus is described 

as “...mysterious...ancient 

and strange. The flute’s 

sound is said to have worked 

miracles!” 
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Regional Differences

Translation

At the time, it was commonplace for Japanese games to undergo dramatic changes when converted for western audiences. Adjustments would be made to characters, difficulty, music, names, and iconography. Sometimes this was the result of poor translation, whereas other times it was a conscious choice to better appeal to local audiences. Here’s what changed when  Argus no Senshi was translated to English. 

 •  Warrior of Argus: Extreme Great Charge (アルゴスの戦士 はちゃめちゃ大進撃) became Rygar

•  Rygar and Ligar are spelled the same in Japanese, which is the name of the final boss in the Japanese version. When the game was translated to English the final boss was officially named Ligar and the hero received the name Rygar, splitting the name to be used to identify two characters. 

•  Strength or Arm Strength (腕力) became Tone, Chest Strength or Chest Power (胸力) became Last, and Mental Strength (精神力) became Mind. 

•  The Famicom version of  Argus no Senshi  presented players with a congratulations screen with English text that contained some grammatical errors. These errors were fixed for the NES release. 

Animalized Men Wriggling Eerily

In  Rygar’s English manual, there’s a section dedicated to the many enemies that will 

attempt to stop the player on their quest. 

Instead of labeling this section Enemies, 

Monsters, or even Baddies, we have the 

ANIMALIZED MEN WRIGGLING EERILY. It’s 

true that a large chunk of these creatures are 

hybrids of humans and some other animal. 

Are they wriggling? Well, they are moving, so 

yes. Are they eerie? Actually, they are quite 

frightening, so that is an apt description. You 

know, the more you think about it, the more 

 NES instructions

this characterization makes sense. 
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Box Art

The Japanese cover is done in a playful and vibrant anime style that was common for Famicom games at the time. 

The characters in the foreground pop due to the bright yellow setting sun that engulfs the center background. 

Much like the NES version, the landscape is shown as a bleak wasteland. 
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Unlike the Japanese cover that is more of a collage of evenly placed figures, the U.S. release prominently featured a musclebound 80s hunk that speaks to the popularity of movies like  Conan the Barbarian, pro-wrestling stars such as Hulk Hogan, and cartoons like He-Man and the Masters of the Universe. 

The Diskarmor is depicted as a blazing-hot flat circle, in contrast to the bulky, toy-like Diskarmor on the Japanese cover. The legendary warrior vaults over a stunned enemy, an action that aligns with actual gameplay. 

The back of the box wisely displays three unique screenshots that illustrate the rich diversity of gameplay. First we see Rygar from the side view, zip lining across mountains. In the second image, Rygar communicates with a friendly NPC and acquires a new upgrade. 

Finally, the third showcases the top-down view. 
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Difficulty

In the PAL version of the game released in 1990, you can only acquire about a quarter of the amount of Tone (power) and Last (defense). This makes for a much more difficult game, and is commonly believed to be a bug rather than a deliberate design decision. 

Title Screen

The title screen doesn’t simply attempt to recreate the design of the Japanese original with the new western title. The English  Rygar logo has a curved effect that punches at the screen, whereas the Japanese logo is crisp and has the Diskarmor artfully displayed behind the text. 

Manuals

The content and overall layout of the regional manuals mostly match, with the standout difference being the Japanese manual is featured in color, as opposed to the English language versions presented in black and white. 

 Red and blue hues on the Famicom manual cover The different manuals featured the same art
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Promotional Materials

 Famicom promotional spread

 Famicom promotional card

 Famicom promotional flyer (left) 

 and NES foldout poster (right)
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Tin Game

This tin case doubles as both a pencil holder and a fun game. It was released exclusively in Japan by Showa Note in 1987. 
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NES at the arcade

With the PlayChoice-10, 

Nintendo injected NES 

games into the arcade. 

Now, players could 

enjoy some of the top 

NES games (both first 

and third party) on 

a stand-up cabinet. 

Instead of sticking to a 

single game, players had 

the freedom to bounce 

between titles with a 

fixed time limit — a novel 

design choice. 

 PlayChoice-10 logo (top) and Rygar topper (bottom) 96
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WORLD RECORDS

There are a handful of speedrun record holders for the NES version of  Rygar  with records ranging from completing the game as fast as possible by taking advantage of glitches to finishing the game without taking damage with all items and power-ups acquired. 

Despite  Rygar being 34 years old many of these records continue to be broken, with new champions being crowned year after year. 

ClassicGameDad, a father of three and software developer, is one of those top competitors, holding multiple records. We connected in the Summer of 2021. 

Q. What attracts you to retro gaming? 

A. A lot of it is nostalgia of playing these games growing up. I enjoy how much they were able to fit into the games with the relatively low tech compared to today’s games. The difficulty factor of playing these games and learning the tricks gives them a higher replay value. 

Q. What makes  Rygar special to you? 

A.  Rygar was one of the first games I played with an open world. You could take the path it says, but it also lets you explore and level up your character by fighting enemies in later stages sooner. The soundtrack is by far one of the best on the NES, as well as the story being pushed along by the Hermits in the caves (affectionately called “Cave Grandpas” by many runners of  Rygar), but the narrative was perhaps lost in translation enough to make their advice cryptic yet slightly useful enough for a little kid to use his/

her imagination and fill in the gaps. 

Q. What records do you hold with  Rygar? 

A. I Currently hold the World Records for Any% No Wrong Warp and 100% on speedrun. 

com. Any% No Wrong Warp is beating the game as fast as you can without using “warp” 

glitches that can get you to Ligar very quickly. 100% is beating the game as quickly as you can while powering up fully 

and collecting all the items in 

the game. 

Q. If you could design a 

brand new  Rygar game what 

would it look like? 

A. It would use the same 

sprites and similar NES 

music, but have a larger 

world with more enemies 

and a larger max tone, so you 

can choose even more ways 

to explore the realm! 

 The moment that ClassicGameDad broke the Any% No Wrong Warp record 98
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I also spoke to Dominic Marino (A.K.A noisepolice) who gained the 1st place title for the Damageless, Glitchless, 100% record back in 2020. Dominic is a professional musician, father of twin girls, and resides in Cincinnati, Ohio. He’s friends with ClassicGameDad and they compete with each other over records. 

Q. You hold the Damageless, Glitchless, 100% record for the NES version of  Rygar. How did it feel to obtain 1st place in that category? 

A. Completing that run felt like an accomplishment. My Discord was hosting a “Rygto-berfest” celebration (all October we all played  Rygar) and ClassicGameDad decided to put his efforts towards completing this particular category. After grinding for a week or two he completed a run and we all celebrated...That’s what motivated me to go for it; I wanted to legitimize the run further and display it’s difficulty. I worked the rest of the month on it and on the last day, after making a few routing changes, I completed the run & bested Daddio’s time. It was a moment for my fans & I to celebrate and those are the sort of experiences that I’m going for. 

Q. If you could design a new  Rygar game what would it be like? 

A. I was the childhood  Rygar  fan that bought the PS2 version when it came out...it would NOT 

be that game! Make it a classic 2-D side-scroller, please. 

 According to Speedrun.com, the fastest Any% 

 completion on record for the NES version of  Rygar  

 at the time of publication is 6m 48s 341ms by WhiteHat94. There’s a bit of trickery utilized in order to glitch ahead to deeper stages, by jumping into specific locations that warp the player. Then, just before the final boss, WhiteHat94 quickly levels up by destroying shadow enemies in a 

 corner, and then nukes Ligar with a succession of Attack & Assail magic. 

 WhiteHat94 at AGDQ, 2018

 “[ Rygar ] has a certain charm to it, from the great music to the weird enemy designs, there’s something about the game I’ve always liked, despite never playing it as a kid. I really enjoy the speedrun, being able to skip every single item and still beat the game is unique and satisfying, and it’s a record I’m proud to have contributed and currently hold.” –WhiteHat94
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The

Legendary 

Adventure

アルゴスの戦士 | 2002

Story of Argus

Shortly after the Roman Empire’s conquest of 

the Egyptian Dynasty. An island on an island sea 

under Roman control called “The Kingdom of 

Argus”. This is where the adventure begins. 

A warrior, Rygar, having earned great honor 

for his role in a naval battle, was receiving the wreath of valor from King Argus’ daughter, 

Princess Harmonia. Then suddenly a group of 

hideous monsters burst into the ceremony. After 

slaughtering the guards, the monsters knocked 

Rygar into a crevice in the earth and ran off with the Princess. 

But while Rygar was lying at the bottom of 

the crevice, he was awoken and revived by a 

mysterious voice. And there, he received the 

Diskarmor, a powerful battle-shield forged by 

the gods. 

With this Diskarmor in hand, Rygar strode forth 

and swore revenge against those creatures of 

darkness...the “Titans”. 
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Three-Dimensional Universe

Rygar’s move to 3D was released in 2002 for the 

PlayStation 2 as  Rygar: The Legendary Adventure ( Argus no Senshi in Japan — the same title as the original game) and was later ported to the Nintendo Wii in 2008 

as  Rygar: The Battle of Argus ( Argus no Senshi: Muscle Impact  in Japan). 

At first glance,  The Legendary Adventure seems quite similar to the original game. The Diskarmor is still there, and is fun to yield in a 3D world. You’ll still come across strange insect monsters. You’ll even cross the classic, familiar setting sun in the opening level. Other than that,  The Legendary Adventure feels like a totally different game. It relies heavily on Greek mythology and architecture, going as far as to reinvent Rygar as a Greco-Roman gladiator. Famous mythological 

monsters are sprinkled throughout, such as Icarus, Promotional advertisement

Cronus, Minotaur, and The Titans. Rather than a 

resurrected hero in a strange world, our warrior has become more like Perseus in yet another retelling of Greek myth. 

 The Legendary Adventure is a short game, taking only 5-6 hours to complete on the first run. The short length was one of the most common criticisms of the game and in some cases prevented  Rygar from receiving higher marks from reviewers. 

Sadly, the saga of the warrior of Argus essentially ends with  The Legendary Adventure. 

While this game would receive a port to the Wii, and the arcade original would go on to receive several rereleases, this game represents the Characters, Prima’s Official Strategy Guide

final wholly new adventure in the series. 

 Princess Harmonia

 3D environments
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Designing a Hero

 Rygar: The Legendary Adventure takes tthe original character design of the titular 

character and reimagines him as something 

of a Roman gladiator. His dominant arm is 

coated in armor, while the other is exposed 

and stamped with a prominent tattoo. Rygar 

is dressed head to toe in red and black, just 

as he was in the ’80s, though with a muted 

shade of red that feels more modern. The large 

Diskarmor is embellished with an intricate 

engraving. 

Rygar shines visually, though he’s a dud in the 

personality department. In the opening scene, Rygar himself narrates his own history, describing himself as a gladiator without a family whose “memories have been consumed by fighting.” Generic one-liners such as “I would never turn down a fight against evil!” 

were all too common during this phase in game evolution, as studios were increasingly adopting cinematic techniques to varying degrees of success. With an opportunity to go deep into the lore of the original game with more elaborate storytelling and voice acting, Rygar is unfortunately an exercise in banality. He’s cliche and superficial. 

Gladiators are trending

In an interview included in the Prima strategy guide, Satoshi Kanematsu, the producer for the game, admitted that the game’s art direction was what it was because he felt like  Rygar could nicely slot into the the popularity of greco-roman movies of the time, such as Ridley Scott’s  Gladiator. 
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Diskarmor

“This unique weapon allows for some impressive attacks, such as the ability to impale an enemy and swing him around your head to knock out any others that happen to be nearby.” 

[ GamesTM Magazine, March 2003]. 

Despite the visual style getting overhauled, the iconic Diskarmor is still present, complete with new variations, each with unique qualities tuned for different styles of play. 

•  Hades Diskarmor: This Diskarmor is the down-the-middle weapon with average attack, average speed, and decent range. 

•  Heaven Diskarmor: The Heaven Diskarmor makes up Prima’s Official Strategy Guide

for it’s slow speed and short outward throw distance for major damage and a wide horizontal arc — ideal for taking out clusters of foes. 

•  Sea Diskarmor: This Diskarmor has the shortest attack range, but it is the fastest. The lack of damage it deals is made up by the rate of attack, allowing the player to really tally up the hits. 

•  Secret Diskarmors: There are many silly Diskarmors that can be collected by completing certain conditions including the Pizzarmer, Burgerarmor, Rollerarmor, Sushiarmor, Udonarmor, and Guitarmor. These 

Diskarmor variants are enjoyed purely for their 

aesthetics. 

 From left to right: Hades Diskarmor, Heaven Diskarmor, Sea Diskarmor, and Guitarmor

“As you progress through the adventure, you find Build Up Points that allow you to strengthen the Diskarmor. 

This allows for deadlier attacks, better defense, and the fastening of an increased number of Mystic Stones” 

[Eric Mylonas,  Rygar: The Legendary Adventure: Prima’s Official Strategy Guide]. 
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Environments

Like the character designs, the settings are heavily influenced by ancient Greece. The developers even traveled to Greece in order to help plot out their three-dimensional designs and to create textures. The trip was worth it, because the result is a diverse, stylistic mixture of mythological and magical lands which take full advantage of the PS2’s graphical capabilities. 

The assortment of environment types and the way Rygar interacts with them keeps the game feeling fresh throughout. Rygar battles in a colosseum, traverses ruined cities overtaken by nature, leaps across floating platforms high in the sky, sprints through twisting corridors, gazes in awe at rainbow drenched fountains, and dodges metal spike traps. While  The Legendary Adventure did not continue down the Metroidvania path, exploration is rewarded in the form of hidden pathways that lead to secret items. 

Gameplay

Rygar battles in a 3D world, whipping his Diskarmor at hordes of enemies and using it as a grappling hook. The hero can also use the Diskarmor to swing across gaps, much like Indiana Jones. From the start, the player can execute both quick, weaker attacks and slow, heavier attacks, and combinations thereof. The player collects power-ups throughout the game, including equipable stones that 

enhance Rygar’s abilities, as well as mightier 

Diskarmors. Much like the spells of the NES 

 Rygar, this Rygar summons dynamic entities to support him against his toughest foes. 

Combat is straightforward, making it 

easy to jump right into the battle system. 

However, our hero feels surprisingly sluggish 

and lacks agility — most noticeably when 

transitioning between some attacks or when 

attempting to evade enemy aggression. For a 

guy that could jump so high in the original, 

the fact that gravity has got the best of him 

in the 3D realm is a particular bummer. 
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Camera

In a 3D game, poor camera controls were often the difference between an okay game and a great game. In  The Legendary Adventure, the player does not have control over the camera, as was common in many 3D games of the era. Instead, the camera is set to fixed angles based on the section of an environment the character occupies. This can make exploration tricky and confusing at times, though on the flip side, this design approach does add a bit of cinematic charm. 

Enemies

There is limited diversity of baddies in this game, with roughly five types of low-level monsters. Enemies such as rollers and spiders are reskinned and recycled throughout the adventure. While this leveraging technique used to cheaply add more variety of enemies is common in gaming (especially for older games), the quantity of enemy types in  Rygar is so few that battles quickly become tiresome. Don’t bother to overthink your combos — even the most basic attack combinations are sufficient to take them down. 

The Titan bosses are made up of many recognizable, classic mythological characters. The half-man, 

half-bull Minotaur, the lion-bird-human hybrid 

Sphinx, and the half-man, half-horse Centaur 

should be familiar faces, having appeared in 

countless games by this point. These creatures fit well into the  Rygar canon (after all, the original was full of half-animal, half-human monsters) and battling them with the Diskarmor makes for some 

epic encounters. 
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Music

The music was created by 

composers Riichiro Kuwabara, 

Hiroaki Takahashi, and Takayasu 

Sodeoka, with collaboration 

with the Moscow International 

Symphonic Orchestra, opera 

singer Isobel Cooper, and artist 

IZZY. 

The soundtrack was released 

on CD exclusively in Japan 

and includes all 27 tracks. 

Oddly enough, 27 is also the 

exact number of levels from 

 CD cover (left), the stickers included with the CD (top-right), and the back the original arcade  Rygar. 

 of the CD case (lower-right)

Coincidence? 

A Link to the Past

While much has changed in this entry, some classic Rygar motifs remain:

•  Large iron statues (“bull statues”) must be 

lifted to solve some light puzzles in  The 

 Legendary Adventure. This is a throwback 

to the original arcade  Rygar where the hero would lift large iron pots, also with animal 

heads, in order to complete stages. 

•  Insect baddies persist throughout all of the 

 Rygar games. 

•  Rygar’s outfit and Diskarmor, while updated, 

anchor him to his original adventure. 

•  The sunset present in the arcade, NES, and 

Famicom games once again appears at the 

start of the adventure. 

•  The battle at the Necromandio Cave is 

accompanied by a revamped version of the 

NES Garloz song (throughout the cave levels) 

and the Famicom Sueru Mountain song (the 

final level of the cave). 
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Regional Differences

Unlike the vast differences between the NES & Famicom box art, the North American and Japanese cover art for the PS2 are considerably similar. Both the stoic hero in the foreground and the Roman architecture in the background match, with the only notable differences being adjustments to the sky and text. 

This time around, it’s the PAL version that went its own visual direction, depicting the hero in an aggressive pose, slinging his Diskarmor with great force towards the foreground. 

Much like when  Rygar was translated for the NES,  The Legendary Adventure  has a number of translation differences. 

In the Famicom game, the hero was simply referred to as “The Legendary Warrior”, and Rygar/Ligar (the same word in Japan) was the name of the final boss. That left Tecmo with a decision to make: What do we name our hero in Japan for the latest adventure? It’s here that the nameless warrior would be finally named: Zane (ゼーン). 

 Character profile from the 

 Japanese manual

 A two-sided, multi-language foldout included in the Box covers for Japan (top-left), U.S. (top-right), China Japanese release

 (bottom-left), and Europe (bottom-right)
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Guides

Japanese

A handful of strategy guides were released in Japan to celebrate the revival of the warrior of Argus.  Argus Warrior: Perfect Guide is a 127 page book packed with maps, item locations, boss strategies, combos, and details on the various Diskarmor weapons. The Argus Maniacs book is more than a guide, including interviews with the developers. 

English

 Rygar: The Legendary Adventure: 

 Prima’s Official Strategy Guide covers 

characters, enemies, weapons, items, 

spells, upgrades, maps, secrets, boss 

battles, unlocks, combos, and an 

interview with Satoshi Kanematsu, the 

producer for  The Legendary Adventure. 
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Reviews

 Play Magazine gave  The 

 Legendary Adventure a 

perfect 100 out of 100. 

“Imagine the visual 

pageantry of ‘ Devil 

 May Cry’ populated 

with the characters of 

‘ Dead or Alive,’ applied 

to a Greco-Roman era 

action-adventure” [Dec. 

2002, p.58]. 

 GameSpot was not so 

generous, awarding the 

game with a meager 7.3 

out of 10. They found 

fault in the short length, 

what they deemed a 

“mediocre storyline,” 

and a problematic 

camera. Further, they 

took issue with a lack of 

enemy variety, stating 

that “...you’ll mostly 

be fighting different 

insects throughout 

most of the game.” 

[Giancarlo Varanini, 

 GamesTM magazine

Nov. 2005]. 

 The Japan Times concluded that “it’s a fun game, but not a classic.” [Steven L. Kent, japantimes.co.jp, Dec. 2002] 

Steven applauded the efforts to modernise the classic, from animated environment objects to the symphonic music, yet was frustrated by cheap enemy attacks and, like most, was surprised at how short it was. 

 Famitsu, a Japanese video game magazine, awarded the game a modest 31 out of 40. 

The PlayStation 2 adventure has an 83 Metascore on Metacritic.com. 

 GamePro magazine
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Marketing & Promotions

 Japanese Argus no Senshi demo disc

 Rygar featured in PSM, 2002

 Rygar full-page magazine advertisement

 Two-page magazine advertisement, 2002

 Rygar featured in Game Informer 

 magazine, 2002
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 Game Informer spread, 2002

 The cover of PSM, 2002. The caption reads 

 “Classics Reborn: Shinobi, Contra & Rygar lead a return to old-school gameplay!” 

 Promotional yo-yos

 Lenticular printed PS2 covers. Photos by Jason Kaphingst. 
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The

Battle 

of Argus

アルゴスの戦士 マッスルインパクト | 2008

The Rygar series would once again be resurrected, this time for the Nintendo Wii as  The Battle of Argus. Much of the gameplay is the same, with a few new enemies added and a new Gladiator Mode that takes advantage of the gyrating Wii Remote. The biggest upgrade (or downgrade, depending on your taste) is with the visual design of the hero, who has a totally new look. The classic gladiator from the PlayStation 2 has been replaced with an anime-inspired hero straight out of Tetsuya Nomura’s sketchbook. With spiky hair and revealing black and gray duds, our hero now has a look that feels totally out of place in the Greco-Roman universe. Where he gets the hair product and time to style that hairdo while battling mythological beings is beyond me. 

 The Legendary Adventure was released in late 2002, and was considered both graphically strong and fairly innovative for the time. 

7 years later, those same graphics now felt incredibly dated. What’s worse is that it is packaged as if it is a new game, with a new name and new hero design, misleading poor Wii owners to believe they were bringing home something modern and special. 

Clearly Tecmo over-promised and under-delivered when they stated (in comparison to the PS2 game it was built off of) that this is “not the same Rygar.” 

[image: Image 576]

[image: Image 577]

[image: Image 578]

[image: Image 579]

[image: Image 580]

[image: Image 581]

[image: Image 582]

[image: Image 583]

[image: Image 584]

What s New? 

, 

•  The hero received an anime makeover, complete with spiky hair

•  More baddies for the sake of variety

•  A Gladiator Mode that takes advantage of the Wii’s motion controls

•  A few of the combos can be completed with a swipe of the Wii Remote Box art

 Wiimote instructions for Gladiator Mode

 Rygar’s new look

Wiimote

It wouldn’t be a Wii game if it didn’t integrate the Wii Remote in some special way, and the hero’s swinging Diskarmor is a perfect pairing for the swinging controller. 

In  The Battle of Argus, a “Gladiator Mode” was added to test the might and resilience of the player, pitting them against a grueling 30 level gauntlet. In this mode, players swing the Wii Remote with a combined button press to perform a total of three maneuvers. The standard story mode (or “Conquest Mode”) integrates motion controls in a less-ambitious way, as the player has the option to finish a combo with a swing of the controller. 
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Reviews

Critics laid waste to this remarketed game in their reviews.  Rygar: The Battle for Argus received a pitiful 52 out of 100 Metascore across 29 critics.  G4 TV, which gave the game a 1 out of 5 rating, said that it was “nothing short of a total disaster.” Critics hammered the game for not correcting the shortcomings of the original’s dated mechanics and for a lack of new content.  IGN referred to the release as “...an unnecessary port that doesn’t add enough new content to warrant strapping your disk armor back on.”  Eurogamer didn’t mince words, warning players that were on the verge of revisiting the game after originally playing on PS2, stating that their “...rose-tinted glasses will smash and [they would] be left picking the splinters from [their] eyeballs as tears of blood roll down [their] cheeks.” While in Japan,  Argus no Senshi: Muscle Impact  received a 25 out of 40 from  Famitsu magazine. 

“In this post-God of War world, Rygar’s average qualities trudge ever closer to being outright failures in game design.” [Ben Reeves, Gameinformer.com, 2009] Their score: 5.5 

out of 10. 

Marketing

 Promotional website

 Tecmo stage event, 2008

 Pro-wrestling promotion event, Odaiba, Japan, 2008

 Full-page print advertisement
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Fan 

Creations

Expanding Argool

 Rygar contemplates the path ahead in Ragua 

 Sando. Art courtesy of Keegan Williams. 
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Music

When it comes to covering 8-bit video game music or creating contemporary music inspired by the 8-bit style, there are a number of bands dedicated to the craft. The Advantage, Horse the Band, Powerglove, iamerror, and Minibosses are just a few artists that make up the “Nintendocore” sound. Some gaming cover bands even go as far as to focus solely on one game series. 

“Music from classic Nintendo Entertainment System videogames is not easy to learn. 

It’s not written for a band. There are no chords to fall back on, no sheet music or guitar tablature to buy.” [Bill Werde, Wired.com, Feb. 2004] This challenge is what makes covering retro gaming music so interesting. It requires a passion for the sound, not to mention a good ear, to be able to reverse engineer and decypher the intricate melodies. 

 Den of Sagila bass tablature by auriplane

 Rygar, while not nearly as popular as  The Legend of Zelda,  Super Mario Bros. , or  Contra, has been featured by notable cover bands. 

 Minibosses. Photo by Anna Lee. 
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Minibosses

Minibosses are a Phoenix based band that performs rock covers of popular NES tracks. Though Minibosses didn’t officially form until 2000, early members began performing covers of NES music back in 1997 under the moniker Jenova Project. In 2006, the  Phoenix New Times honored them with the “best cover band” award. 

 Minibosses. Photo by Anna Lee. 

 “ Rygar  was always one of my favorite games...The setting, the music, the multiple perspectives...I especially liked how spooky the music was...We made a medley of Rygar  stuff very early on - with no big harmony voices, it was pretty much perfect for a 3 piece...Looking back, I guess we chose 3 of the eeriest pieces and kinda gelled them together with the Overworld theme. Michiharu Hasuya wrote some pretty amazing NES soundtracks including  Solomon’s Key  and  Golgo 13 , but I think  Rygar  remains my favorite.” [Aaron Burke, founding member and guitarist of Minibosses]

Eight Bit Disaster

“Eight Bit Disaster is a high energy, funk rock, jazz fusion band based out of Raleigh, North Carolina 

who arrange songs from across all genres, putting a strong emphasis on rhythm and groove.” 

[Eightbitdisaster.com] Their songs range from 

the smooth ‘Kraid’s Favorite Things’, a mashup 

of Kraid’s theme from  Metroid with ‘My Favorite Things’, to the hard hitting Àre You Bad Enough ? !`, an homage to the NES beat-em-up  Bad Dudes. 

With ‘Into the Caves’, the cover to  Rygar’s   Sagila’s Cave song, the bassline rumbles, the guitar grooves, and the horns blare. A headbanging guitar solo briefly pulls the song into a metal direction, until the melodic horns yank it right back into funk town. The breakdown is relieved by a fullness reserved for the final act of the song, a symposium of instruments harmonizing with great proclamation. The cover is an upbeat, funky rendition, flipping the original’s darker undertones upside down to reveal a contrasting song of fun and positivity. 

 “The funky syncopation and driving lines gave us a lot to work with, and it just so happened to be a song that carried with us. We’ve re-arranged the [song] three times now, each with a different flavor and feel.”  [Eight Bit Disaster]
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Art

Fanart gives devotees an opportunity to nourish and admire their favorite artforms and characters. It can breathe new life into an otherwise dormant series. It takes the source material and puts a new twist on it, often maturing it in a direction not yet considered. 

And it supplies fans with a new point of view and a new aesthetic, all while carrying the series forward. 

 Rygar Demastered, by Kyle Nunery

 Rygar leaps across the sun. By bimshwel. 

 The nimble warrior flings his Diskarmor towards his enemy. Art by Snow. 

 Rygar built in Minecraft. 

 By Slugboi. 

 Art by s_sennin
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 Rygar art by 

 Andy Rodriguez
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 Luis Karnov (top), Magen Walton 

 Rygar poses with the monsters of Argus. Art by Tony Di Masi. 

 (center), and Ed Dansart (bottom)

 3D model by Jesper Nordström (top) and 

 Art by Eric Crowley (top) 

 Gran Mountain map by Brian Riggsbee (bottom)

 and kirai_s (bottom)
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 Art on this 

 page by Kiyukou
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 Number 4 of a 36 piece NES cartidge series titled “1-1”, by Joel Heires 125
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 Rygar slicing 

 through two 

 pragokelis while 

 soaring through 

 the air.  Art by 

 Ali.k (C.o.S). 

 Rygar concepts by 

 Arne Niklas Jansson

 A running Rygar by NB40

 The smirking 

 Argus warrior. 

 The Argos warrior attacks. Pixel art by pixelflag. 

 By Kiyukou. 

 Rygar strikes a pose. 

 By r-legend. 

 Warrior of Argus characters, by Kiyukou

 Argool topographic map by Brian Riggsbee

 Rygar cross-stitch by STITCH-BIT by Bryan

 Rygar vs. Ligar art by r-legend
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 Mega Rygar by Brian Riggsbee

 Pixelart by kirai_s

 Art by Atelier Naoki

 Rygar art by Richard Jule

 Parody of Sakigake!! 

 Otokojuku, by Shiko

 Rygar in the Den of Sagila, by CritRocket

 4-frame manga by illustrator Takeshi Numata
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 Den of Sagila map by Kiyukou

 Gran Mountain map by Kiyukou

 Rygar concepts by Arne Niklas Jansson
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 Rygar art by Jorge Vildoza
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 By Tama / Uri

 The legendary warrior recreated in Stardew Valley. Created by Pitchshifter. 

 corten_axe created two versions of the Argos warrior in Soul Calibur VI 130
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 A new perspective on a familiar setting. By Vytas V. 

 Rygar uses the wind pulley to cross a gorge. Pixelart by CritRocket. 
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 Game over screen by Sketch Comix 2021 & Paperboy Entertainment By Daniel “super1rios” Rios

 Warrior of Argus 

 by Sakurajosui Nami
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 Rygar surrounded by foes. By Kari Lyn. 

 Rygar Colecovision demake by Kiwi

 Environment concept art by Kyle Nunery

 Rygar Demastered, by Kyle Nunery
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 Art by Kiyukou

 Garloz map by Kiyukou

 Epolcon’s fly with eggs in hand. By fukisouji. 

 Pixelart by 8Beat

 NES pixelart by Ryan Hooley

 Rygar launches his Diskarmor before 

 the setting sun. By Al Gómez. 
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 These pieces were created as part of a weekly game called Casual Pixel Shack where artists edit or recreate classic NES 

 scenes. Art by Francis Coulombe (left), axolotine (top-right), and Stephen Challener (Scarodactyl) (bottom-right). 

 Artist CritRocket puts a new spin on a familiar Sky Castle courtyard. This relaxing and tranquil scene is complete with bonsai and cherry blossom trees. 
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 The two-headed monster Eruga, by dreamingnoctis/Jaye Ashtear Nintendo Power “What If” cover by Brian Riggsbee, with A haunting depiction of the creatures of 

 original art by Matt Waggle. 

 Argool by dreamingnoctis/Jaye Ashtear
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 By bimshwel
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Trading Cards

 Trading cards created by Brian Riggsbee
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Trading Cards

Wax Packs

These Rygar themed wax packs were created to mimic the trading card packs that were common in the ‘80s and ‘90s. Each pack includes a complete set of the five series 1 trading cards, plus a Rygar sticker in the style of Mega Man. 

 Packs, cards, and box created by Brian Riggsbee, with original artwork by Matt Waggle 139

[image: Image 719]

[image: Image 720]

[image: Image 721]

[image: Image 722]

[image: Image 723]

[image: Image 724]

[image: Image 725]

[image: Image 726]

[image: Image 727]

[image: Image 728]

[image: Image 729]

[image: Image 730]

[image: Image 731]

Action Figures

For 3D artists, creating custom action figures is an interesting challenge. In many cases an artist is replicating a two-dimensional image into a 3D space, such as with comic book superheroes and old school gaming characters. It allows the artist creative liberty to build something that was never honored with a figure. 



Typically a sculpter will use commercially produced action figures as the base to build off of. Need a massive male build? Why not start with The Hulk. Body parts can also be swapped between figures to achieve the basic starting shape. From there a moldable material is employed, such as an epoxy putty, to shape the figure. The putty can then be carved with crafting tools and finished with a coat of paint to finalize the look. 

 Rygar and Guru figures by Vic Rossi

“I’ve wanted a Rygar 

action figure since I 

was a child. So when 

the right parts came 

along, I got to work. 

Many of my custom 

creations are really 

just figures I would 

like to see.” 

[Chris Motito]

 Rygar figures by Chris Motito (left) 

 and Denis Kenneally  (right) 
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NES Hacks AND Remakes

Rygar Ultimate

 Rygar Ultimate is an NES hack credited by Jimo in 2012. The layouts of each environment have been sliced and scrambled to increase the difficulty of the navigation. 

Rygar 2

In 2012 Kevin Beers, AKA Beersy, put his own twist on the NES  Rygar.  Rygar 2 is less of a sequel and more of a reimagining of the hero’s journey. In this version levels have been moved around and reconfigured, a save feature has been added, and the warrior can no longer jump while in the top-down view. 
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Rygar Fan Made

 Rygar Fan Made, published in 2020 and created by the same developer as the  Rygar 2 

project, gives Argool a fresh look and feel. Developer Kevin Beers employs a grittier, muted color palette which gives this adventure a darker edge, and baked-in shading that adds dimensionality to the characters. In terms of gameplay, the experience system has been overhauled, hermits will save your progress, and the top-down view has been completely removed. The stages have been revamped and reconfigured while maintaining the soul of the original. 

In late 2020, I chatted with Kevin to learn more about his process, the struggles of ROM 

hacking, and his dream project. 



Q. How did you first get started with ROM hacking? What was your first project? 

A. All my projects are started [as] a brand new project using Game Maker. I borrow the sprites and sounds and music from my games, but all the coding and level designs are done from scratch. I found out about Game Maker and I went from knowing NOTHING 

about programming and went through so many tutorials online to teach myself. The FIRST project I attempted was a 2D retro style horror game. The first attempt at a fan made game was a  Mega Man game which is pretty bad! It’s still on my page, and I leave it on my page to show how far I have come in coding. 

Q. Why did you decide to work with  Rygar? 

A. It was 2nd grade...when I saw  Rygar for the first time. My brothers rented [it] and I watched them play. And when I played it was love [at] first sight...I would get a notebook and design my own  Rygar game.  Rygar always had a special place in my heart. 
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Q. How do you plan out your projects? 

A. For me it’s all about having a wild imagination and a creative mind. Every night when I go to bed, my mind goes off in this imaginary world of games. I think of all my favorite games on the NES,  Blaster Master,  Rygar, Metroid, how can I take these classics, and mix it with a more modern game play and still keep the feel and magic of the original game? So then I will start off by programming the player object and testing it with all the weapons and abilities the player has or will get. 

Once the player is done I create a test room to test enemies and power ups and menu objects. Once all 

that is complete I start designing the world of the game. 

Making a game can take from a few months to years depending if you’re working with someone or how 

complex you make your game. 

Q. What were some of the biggest challenges you faced in producing  Rygar Fan Made? 

A. The biggest challenges I came across with  Rygar...is how to program the game to be as close to the original as possible. How high should Rygar jump? How do I get Rygar to climb a rope or zipline across a rope? How do I get Rygar to shoot his crossbow to a post to get to the other side?...There can be a ton of variables you have to make for the player such as gravity or vertical and horizontal speeds...But with  Rygar, the biggest challenge is to figure out all the general problems players had with the original and what I had problems with, and correct them to make it better.  Rygar  didn’t have a save option; all my games have a save option. I gave  Rygar 2 different Diskarmors the player can choose to use if they find them. One being a boomerang like weapon and the other is more of a defensive weapon by having the Diskarmor rotate around Rygar like a shield. There is more of [an] RPG element in my version as well to level up Rygar. Almost all the enemies are in this game, but they behave differently then the original game. I added a whole set of spells Rygar can learn along with a magic meter. 
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Q. What advice do you have for people looking to get into ROM hacking? 

A. Well, this is what I’ve learned. It is HARD to do. It takes a TON of patience to do. I got so frustrated when I was first learning that I quit for a while. And then I started up again and never stopped. It started to click when I started to understand the coding language. 

With patience, it really is about if your heart is in it. 

I had three people ask me to teach them. I tried the best I could and they quit after a week because they realized it’s hard to do! But the reward is amazing. To know that I can create my own version of my favorite games is priceless. To know that I could make a  Super Mario Bros.  game from scratch is a high to me. 

Q. If you had unlimited resources and time what kind of game would you make? 

A. My dream is to make my own original game and have it out there as an indie for Nintendo, PlayStation, or Xbox...I would like to make a 2D side scrolling survival horror game either like  Resident Evil  or  Silent Hill. I am an artist and really I have the tools to attempt this, but something like this I would rather have a partner to help me and I know nothing about composing music sadly! So if I made this attempt it would 

[probably] all be ambient sound! 

Q. What’s next for you? 

A. [I’m] toying with a  Castlevania fan game [that]...is heavily inspired by  Castlevania II. I know there is a lot of hate on this game, but...I am looking to...make it better. The annoying issue of the transition from day to night with that abrupt message “What a horrible night to have a curse!” haha yah I hate that too. So I programmed a real time change of the day...I also added a completely new feature where you can collect ingredients to make your own potions to give you bonuses for a time limit...You do this by finding campsites [which] are used to pass the time (like  Breath of the Wild), cook potions, or save your game. You can find items that allow you to hold more ingredients 

[and] another item that increases the time your potions have an effect on you. 
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Rygar Vengeance

Developer Ed Findlay is no stranger to overhauling NES games. Past projects include Simon’s Quest Rebitten, a total reimagining of  Castlevania II that pulled from all three of the NES titles to bring a high quality adventure that the original failed to realize. With Ninja Gaiden Master Edition he reconstructed the notoriously difficult action-adventure slasher to produce a much improved (and more fair) experience. 

 Rygar for the NES is ripe for an overhaul, as the bones of this game are solid 

yet there are plenty of rough edges to 

smooth, and so much potential not fully 

realized. That’s where Ed Findlay steps 

in with  Rygar Vengeance, yet another 

ambitious project. From the jump, the 

player is exposed to a raised quality bar 

as the title materializes into focus. A 

much needed save feature is present, 

and an intro scene kicks off the narrative 

revealing a story that picks up years after 

the conclusion of the original. While 

the game is most closely rooted to the 

NES version there are facets from the 

arcade integrated into the design as 

well, ranging from visual staples, such 

as the Argus warrior statues and death 

sequence, to power-ups and attacks. 

Visual effects like exploding enemies 

have been upgraded, taking this beyond 

the capabilities of the NES hardware. 

Likewise, the magic powers have been 

modernized both in terms of function 

and visual impact. One of the most eye-catching and gameplay altering differences is that the camera is pulled back to reveal more of the surrounding environments, making the hero a smaller figure on screen. Much like its roots, this is still very much an open world experience, including pits that lead to vast underground caverns. 
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I connected with Ed in December of 2020, and he shared with me his game developer story and insights into how his  Rygar project was progressing. 

Q. How did you get started in game development and what advice do you have for people looking to learn? 

A. I got started with game dev a few years ago and found out very quickly that it’s not that easy. I get why modern games have a team of people just working on backgrounds. 

So I wanted to start small. James Rolfe’s AVGN was a big influence for me so I wanted to take a very bad NES game and make it better. As I started working on it I found I wasn’t just making it better but I was making it into a very upscaled and radically different game. My advice to anyone starting out is to start small. Baby steps. Start with  Pong  and work your way up. It’s a long road but there are no shortcuts to game dev. 

Q.  What motivates you to create your projects? 

A. Motivation comes from my imagination. As a kid I always wanted to change the games to make them better. And I would fantasize on what I would add or change. 

Q. With  Rygar Vengeance you expanded on the source material to bring together a greatly enhanced experience both in terms of gameplay and level design, while also pulling from some of the design from the arcade original. How did you go about designing  Rygar Vengeance and what are some of the features and improvements that really stand out for you? 

A. When it comes to  Rygar Vengeance I thought the NES had big potential but fizzled out on some things like bosses and level design. The arcade was pretty straight forward but had some cool things that the NES didn’t. My natural conclusion was to combine the two. So it plays and feels like Rygar 2.0. Still Metroidvania but added the bonus stones and disc whirl from the arcade. The top down mode will still be in but I’ve removed the jumping. Now it feels more like  Zelda which is what Temco was going for. 

Q. How do you select your projects and what’s next for you? 

A. Projects are just my random favorite or hated games of my youth.  Rygar is [my] 

priority right now but I also have  Fester’s Quest and  Splatterhouse 4 on the back burner. 
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God of War

The Argus warrior reached the realm of 3D action-adventure games in November 2002 

when Tecmo released  Rygar: The Legendary Adventure for the PlayStation 2. A little over three years later in March of 2005, the premiere of  God of War shocked and revitalized the action-adventure genre, selling more than 4.6 million copies worldwide. There are clear similarities between these games: Chain based weapons, ties to Greek mythology and ancient Greek environments, weapon upgrades, and combo-centric combat. It’s easy to imagine that the developers at Santa Monica Studio had been at least partially influenced by  Rygar when creating  God of War. 

In 2014, inspiration flowed back from  God of War into  Rygar thanks to David Clark, who created an NES hack that leveraged the  Rygar  engine and replaced the warrior of Argus with Kratos, who slots in quite smoothly. He’s even the same red, white, and black color scheme, and clearly recognizable in 8-bit form. Environments, text, music, and NPCs have received an update to better tie them to the  God of War universe. 

“When working on new games to create, 

having the right base game is a must. 

That’s actually 50% of the battle... 

finding the right game! Being a huge fan 

of the God of War series, I always wanted 

to bring a God of War game over to the 

NES. After researching games to use, I 

discovered Rygar, and it seemed to fit 

the blueprint for a God of War game. The 

game has a gritty, ancient times feel to 

it, as well as the monsters and bosses 

you encounter along the way. Also, the 

spinning shield of Rygar was the perfect 

weapon to turn into the blades of chaos... 

In this game, graphics, enemies, bosses, 

music, and other gameplay elements are 

implemented to make this a truly unique 

experience for both God of War fans, and 

fans of the original Rygar as well.” 

[David Clark, God of War NES hack creator]
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Puzzles



& Games



Word Game

Read the prompts for each blank space (e.g. noun, adjective, verb) to a friend and write in those words. Then, read the entire story back to your friend. The more ridiculous the words, the more fun you’ll have! 

Listen, ____________, as I tell the tale of your becoming. 

proper noun



Millions of years ago, a __________  __________ banished the minions of darkness to the adjective     noun 

__________, freeing the land of evil and ushering in a long era of __________ and __________. 

a place                                                  noun           noun Someday, a great hero would be born who would be known by a __________  __________ 













adjective      noun

- the Mark of the Wizard.  This mark would allow the hero to open the _____________ strewn plural noun

throughout the land and use the __________ hidden within. 











plural noun

10,000 years have passed since the __________ forces resurfaced and claimed the land for their adjective

own. The people of __________ fled the land. They were forced to __________ in the unfruitful name  







verb

regions at the edge of the __________, across the great __________. 

noun 



noun

When you were born you were named _______________ the Reclaimer, because you bore the plural 

noun

the Mark of the _____________. You will __________ those evil forces forever and we can proper noun  

verb 



return to the __________ lands we were forced to leave so many ages ago. 

adjective 

Go now. Claim your ____________. Do not fail your fathers! 

noun
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Word Finder

There are 12 Rygar themed words hidden in the letters. Words can go in any direction and can share letters as they cross over. Can you find them all? 


Word List

Rygar 


Argus

Diskarmor

Crossbow 

Garloz

Indora 

Ligar 

Rolpher

Sunset 

Tecmo

Harmonia 

Zane

Maze

Help Rygar navigate 

through the Palace of 

Dorago to reach Indora’s 

suit of armor. 
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The

Future

of Rygar

152

152

[image: Image 791]

 Rygar: The Legendary Adventure barely tapped into the potential  Rygar has in a 3D universe, and  Rygar could have easily have become what we now know of as  God of War (albeit a less gory and kinder version of Kratos). Sony Interactive Entertainment and Santa Monica Studio saw an opportunity and capitalized in a way Tecmo did not.  The Legendary Adventure was a decent game for its time and received overall warm reviews. A sequel could have built off of the foundation it had created, allowing it to truly shine on the PlayStation 2. At the time of  The Legendary Adventurer’s release producer Satoshi Kanematsu stated that a sequel was a possibility “if the game [did] 

very well.” [Satoshi Kanematsu,  Rygar: The Legendary Adventure: Prima’s Official Strategy Guide] Alas, it was not to be. 

What if we saw the warrior of Argus as a playable character in  Super Smash Bros. Ultimate? The Diskarmor would be a fun addition to the series and would allow for some epic combos. With 80+ characters in the  Super Smash Bros.  universe, it’s a tragedy that Rygar isn’t among them. 

At this point in video game evolution, the best modern adaptation for a new Rygar game would be to focus on its 2D roots. Imagine for a moment the potential of  Rygar  being reintroduced into the Metroidvania space, a genre that it helped pioneer and create. The legendary warrior would collect tools like the grappling hook as well as multiple Diskarmors that he would cycle through on the fly. Each Diskamor would have a unique quality that would pair best against certain baddies and minibosses, and some Diskarmors would be utilized in order to solve a multitude of puzzles. Hermits would not just share hints but also would sell maps and barter with the hero. The mountains, forests, caves, towers, and floating islands would be expanded greatly and would challenge the player to toggle between the gifts acquired by the Indora gods to advance deeper into the complex network. Hidden areas would be uncovered and collected items would be crafted into even greater spells and upgrades. The experience and leveling system would widen to include more attributes to build on and more magic to master. A brand new story would be introduced that expands on where the NES game left off, complete with towns, civilians, and quests. Even now, 35 years later, the world of  Rygar  still holds so much potential. 
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conseque appeal
wears off quite quickly. Mind
you, the same can be said
about the arcade game -
which is no_great shakes.
Rygar fans will probably find
the conversion enjoyable, but
on the whole it can't be called

PRESENTATION 78%
Plenty of usoful options, but a
fong-winded messaga fas {0 ba
enduredatthestart of every game
GRAPHICS 52%

Gaudy backerops, andthesprites
tack definiion

SOUND 68%

Alely ifunimaginative e, with
some Good sound effects during
e game:

HOOKABILITY 63%

Very staighiforward, but not
overty exciting acton
LASTABILITY 48%

Atoudh the gameis tougty it
‘goes't ally proffer much fun

OVERALL 57%

ot the greatest of conversions.
butitdoes hold a challenge,
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‘Warrior to thrill players everywhere...
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Rvgar

Tecmo, Inc., has introduced
Rygar, a video kit that invites the
player to become a legendary warrior
who journeys through 27 rounds of
play to reach a temple and battle the
temple master’s monster.

As the hero, Rygar, the player
must travel through forests and
caverns, over snow-capped moun-
tains and fire and lava pits, and down
valleys and raging rivers while battling
prehistoric creatures with his main
weapons, a spiked ball and quick
reflexes.

Along the way, Rygar can get five
power shields by clobbering rock
headstones. Behind each stone are
jewels or stars that can bring out the
power shields, each of which adds to
the warrior’s powers. One shield
makes him briefly invincible.

Players can buy-in up to round 20.
The game feataures 300 three-dimen-
sional scenes, including a waterfall
sequence.

For more information, write
Tecmo, Inc., 18010 S. Adria Maru
Lane, Carson, CA 90746, or call (213)
329-5800 in California or 1-800/457-
6050 outside California.
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according to an index formulated from
regular  suvey  of operators  of
coin-operated  amusement  equipment
Games not appearing on_ this poll either
(1) did not generate a five percent
response or (2) did not rank among the
top 50 games in the county. The gimes
are further identified by their general
cquipment  classification  type:  Video,
Pinball, and Novelty. The average index
nating for all sureyed games for this
individual survey was 74.

TOPTEN GAMNES

Rampage

BALLY MIDWAY 276
Super Sprint

ATARL 265
Enduro Racer

SEGA 258
Space Harrier (upright)

SN AWN~

ROMSTAR/TAITO 159
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NEW CONVERSION KIT!!!

RIGAR

“the legendary warrior”
An exciting, powerful new video conversion kit!

GAMES THAT KEEP ON PLAYING!

GRIDIRON FIGHT WORLD CUP

©1986 Tecmo, Inc.

TECMO

CALL US FOR THE Victoria Business Park
18010 S. Adria Maru L.
DISTRIBUTOR Carson, CASOTHE TOLL-FREE

hone: 213/329-5880

NEAREST YOU!!! Fowt 131530 2134 800/457-6050
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THicks: TYPES OF A1 %&g; pBREORMED 1N GLADIATOR MODE
DEPENDING ON HOW 15k Wit REMOT 15 swUNG.

GRATION'S FANG

Contror Stick
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“stop THE Wi REMOTE TO SEND OUT
A FORWARD ATTACK IN THE DIRECTION.
PUSHED.
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A BuTTON
+
SwinG Wii REVOTE HORIZONTALLY.

Press e A BUTTON AND SWING
Wii REMOTE HORIZONTALL 'ﬁgcx
AL NEARBY ENEMIES,

VULCAN HAMME K

A Button
+

SwinG Wii REVOTE VERTICALLY

‘WirH THE CONTROL STICK IN THE
NEUTRAL POSITION PRESS THE A
ButToN aND sWING THE Wil REMOTE
VERTICALLY TO PERFORM A DOWNWARD,
VERTICAL DISKARMOR ATTACK.

iing the Wii Remote vertically while jumping to perform a jumping attack.
IMPACT RANK

[11E "IMPACT RANK" OF EACH ATTACK IS DETERMINED BY THE SPEED AT WHICH
OU sWING THE Wii REMOTE.

HE FASTER YOU SWING THE, Wii REMOTE THE HIGHER THE IMPACT RANK WILL
E, UP TO A MAXIMUM OF 4. A HIGHER RANK CAUSES MORE DAMAGE TO AN ENEMY.
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RELEASE: 16 May
(Japan: Out Now/
US: Out Now)
‘GENRE: Adventure
PLAYERS: |
W Anocn siash tho
in Groece rther
an Japan Other.
wise, ts  simplo case
of kil he monsiars
and save the pincess.

2 “TECMO HAS MANAGED TO
ACHIEVE SOME WONDERFULLY

DRAMATIC .
CLEVER USE OF LIGHTING TEXTURE”

SCENES THROUGH

YET ANOTHER CLASSIC REMAKE ON ITS WAY TO PS2

Tecmo's Rygar started life as side-

scroling arcade adventure game
back in 1986, before being ported across
to the various home systems that were on
the market at the time. Like Tecmo's Ninja
Gaiden franchise (which is also due out in
anew 3D guise this year), Aygar has spent
a considerable time lying dormant,
seemingly forgotten forever... until now.

Quite why s0 many big Japanese

‘companies are choosing to resurrect their
retro classics now is unclear, but we're

8 Yol noed st b srongerhan
g sy o el i hsa carerplars A
ooty geet oo g ook o e ik

pleased they are because many old ttles
deserve to be remembered and enjoyed by
a new generation of gamers. Thankfully,
Tecmo is considering almost all aspects of
translating the 2D gameplay characteristics
into 3D and, judging by the early code that
we've been playing on, it would appear
that the final results will be similar to Devil
May Cry.

Cartainly, the balance of adventure and
action is almost identical to Capcom's PS2
classic, though the pace of Aygars

gameplay is currentiy a e slower. Also,
instead of the typical guns and swords
You'd expect from a tie like this, Rygar
comes equipped with the almighty
Diskarmor - basically a giant yo-yo
surrounded with razor-sharp blades. This
unique weapon allows for some
impressive attacks, such as the ability to

pale an enemy and swing him around
your head to knock out any others that
happen to be nearby.

A special mention also needs o goto
the graphics engine which, despite
suffering a ttle from the usual PS2
hardware problems, i actually looking
very impressive indeed - Tecmo has.
managed to achieve some wonderfully
dramatic scenes through clever use of
lighting and texture. The company has aiso
managed to mairtain a 60 frames per
second refresh rate, resulting in a tile that
o0ks even more impressive on the screen
than it does on the page.

Right now, the only reservation we have
is with the camera positioning in some
areas. You see, for the most part t remains
fixed at one point, simply following Rygar
as he moves around the levels, and this
usually works well enough. But on
oocasions the enermies are placed beyond
the camers's field of vision, making them
impossible to see until you're well within
the reach of their weapons.

We imagine this could resultin a few
frustrating moments if it isn't tweaked
before final release. And we hope itis
sorted out because, with a e polish,
Rygar could easily tum out to be a
bit of  hit when its released here
inMay.
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index-113_1.jpg
he Diskarmor,
a bladed
shield on a
chain, made
for a good-
looking sprite back on
L the NES, but for Rygar’s
return on PS2, the
series’ designers have
% turned it into one of the
best new play mechanics
& we've seen in a long time.
Using the analog stick
to guide it, the Diskarmor
can be made to whip
out at enemies,
activate switches,
swing from anchors, help scale walls, and
even embed itself in enemies who can then
be twirled around into

Tecmo’s 8-hit action hero is back, but his incredible weapon may
be the real star of this legendary journey

section of a coliseum, are a true measure of
what to expect. There'll be story a-plenty; but
the real focus—as it was in the ‘original 8-bit
game—will be on constantly assaulting the
player with wave after wave of enemy.

Then there are the boss encounters
themselves, which pit the leather-armored
Rygar against massive, multi-screen mon-
strosities ripped from Greek mythology: One
example we've seen is a statue-like boss
that’s so large he must be scaled using the
Diskarmor, then hacked away at, exposing his
soft innards—yikes!

With its gorgeous Greco-Roman settings
and innovative play mechanic, this is certainly
one of the more technically impressive retro
revisitings in the cards. Look for much more
on this promising action-adventure creation
as its November launch draws near!

others—all with extreme
fluidity. It's also the key to
Rygar: The Legendary
Journey’s overall working
theme: total destruction.
Smashing the already
gorgeous-looking levels to itty-
bitty pieces won't just be
possible, it'll be essential to
progressing further into the
adventure. There are simple
examples, such as knocking
over a pillar to create a bridge,
but the more extreme ones,
like knocking down a whole

i o
rock—hit ‘em where it hurts, Rygar!

Tecmois putting some of it finest CG cnematic work yet Into the game-—it's really gorgeous.
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VARIOUS ACTION SKILLS

( Basic Skills and Moves )

Roygac il abain sarious skl ad moves a he game progresses. Usethese
il and moves winely o clar he mechasiss ofeach area n the game.

[ Wiking / Running

Focerthe o sickin the

i ———
lightly t0 walk, and fully o run

To side, press the @ button while
olding down the RI butt

By siding. you can move g
or Bt throvgh s narrow passageway.
“Vou vill gain this skll once you

reach a certain paint n the game.

To stomp down an an enemy press
the R button while jumping:
Stomping on cetain pillars will
cause a mechan d
allow you to advance the game.

*You vl gainthis skill once you

reach a crtain point i the game.

o tackle, prss the @ bton or
© buron whie holding dows the

R buton. With the ackle cammand,
you can sl move certsin blocks fo
ke plaform.

*You il s this 1l once you
eeach s certin point in the e

s

s
= =

Liftng s capable by presing down.
the @button or @ button in certain
aress. Depending onthe target,
iing can llow you to clmb over
all obstacle or cronewide ulfs.
Vou il gainshi skill once you.

reach a certsin paiat n the game.

‘Grappling Hook and Swing

By entering the lft anslog séick
upnuarde while pr

@ bution or @button, o can hook
your Dikarmor oo a arget and
uing toward it

Vou will e this skill nce you
reach  cerain pont inth gime.

ing down the

ertain areas, you can drop doven
i automatically han by your
Diskarmor.

Use the lft snalog ik to move up

while hanging or press the
© buon to deo.
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Manu wears have $une by
since the door ot peace
has been opened.

But once again darkness
covers Argool as King Ligar
extracts his reyenge an
kills Rygar's onlu dauvghter.

Nou as the sun sets on Argus
desting intervenes.
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EASYMODE 1
‘Oddly enough, “Easy” won'tunlock il
you'e prtof the way though
“Legendary." Differences from
“Normal") are:

W Fewer eneniesin each pack and
some exemies nonexstent;

W Enemies are easier to slay—Cyclops
£0 down easily,and bosses can
barely scratch Rygar:

M s in the others, there are more.
Mystic Stones to collect.

While they don't confer any new
powers the design of the
Diskarmor can be modified upon
meetng certain requirements

PIZZARMOR
This s apened after you beat “Normal”
diffculy.

BURGERARMOR
This is pened aftr you beat *Hard”
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RYGAR™

For use on AMSTRAD SCHNEIDER CPC
Cassette
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YGAR

US Gold, £9.99 cass, £14.99 disk, joystick of keys

wondered why [ suddenly sh:
layed this game
d played it in the arcade. Do US
Gold deal only in arcade conversions, o do
ever come out with something origina

ou play the part of Ryga a fearless w

walking over it to increase your score. Whe =
1 the end of each level your time The Verdict

will be turned into a bonus score GRAPHICS 66%
g, with the n 1 of beastie boys and
have killed. Each subsequent level gets b GO ATS S

ous an

tior who is pretty keen on fighting. You must SONICS 68%
control him as he roams across the lands of the SECOND OPINION Good sound effects

4.5 billion year old earth searching for a good There’s a nice tune that plays throughout

fight be confronted by reptiles. the game, but unfortunately there's little GRAB FACTOR 53%

else going for it. Small graphics and no real
incentive to play. It's far too easy and lacks
variety. There are even silly features like

being able to pause in mid-air after jump- STAYING POWER 61%
ing, and then move forward again. ~ GBH

GREEN SCREEN VIEW

No visibility problems. 56%

arcade

Ha leaps through the air zapping anything that moy

10 the
ersions in that they are quit
inity. The contrc
the sweat will run from
es in some of the harder situations get into
4 effects a s play

annoying feature is
ich you cheats! It's so unfair FIRST DAY TARGET SCORE
object will appear which you can pick up by 1am definitely going to keep this oneand 50,000

e ofter

warriors and animals as well as surprisin
vicious fiying flowers! You must kill them with  colou

but lacki

easy
nent

your gun. The catchphrase with this game is  easy o master ar

s fight” but 1 yoi

just firing constant
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collision detection
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When I hear your voice now
It breaks my heart

As much as that time

The babysitter told me

She turned off the Nintendo
Which I had left paused

On the final stage

Of Rygar
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reade - rehives

Japanese Version
ORIGINAL MODE

HIISCORE

1COIN 1PLERY
TECHO' LTD: 1986

RYGAR
Made in 1986 by Tecmo.
PRESS +/= BUTTON

©1986 KOEI TECMO GAMES CO., LTD. All ngms reserved.
R Co.

Arcade Archives Series Produced by HAMSTEF

Conversion worked by GOTCH TECHNOLOGY CORP.

English Version)
ORIGINAL MODBE

CARAVAN
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Any% No Wrong Warp |
World Record is 20:56.81 by me.
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Previous Segmen 167
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Dorego 1209
‘ Garta 57
: w28
* Ugar 79 2036
Ligar's castle is floating
and only accessable by
blowing the pegasus flute

and getting all 5 treasures.
Unless you glitch :)
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CARAVAN MODE

CARAVAN MODE is a mode where you compete for scores earned
in a 5 minute period without using saves.

The button settings are the same as those configured for
ORIGINAL MODE.

‘Scanlines’ and 'Size of the display’ are settings under Display
Settings.

#Menu Screen

When you press the +/=button, the menu screen will be
displayed as shown in the diagram.

You can do various things from the menu, such as restart the
game, view the online rankings, reset your high scores and
rankings in the game, and return to the title screen.

When you bring up the menu screen, you will not be able to resume
the game from where you were playing.

©/<» Button : Next
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SEISHIC MINDS PRESENTS: 11
RYGHR ! - LEGENDRRDY URRRIOR

THIS GAME IS PUELIC DOMRIN FOR
THE COMMODORE FMIGR F1200-4000

--- CREDITS ---
CODE: MCGEEZER HRUDIO: DY METUNE
DISK CODE: ROSS MUSIC CODE: PHX
TILES: INVENT RIPS: DLFRSILVER
TESTING: DREMIEND MALKO





index-103_1.jpg





index-55_1.jpg





index-102_2.jpg





index-56_3.jpg
S ‘ ‘
i“mﬁ a‘.ﬂ
i

/, ;: g 5;:';
’;"r‘:ﬂ%ﬂ
y






index-56_2.png
=+*IF HI-SCOREE i
0000
19190 TimeDS9 21

EECULSE EONUS: 3
TIKER Rﬁﬂ! =
TOTEL ECONUS: 1

& &b AT B





index-52_3.jpg
VIDEO GAME .g
ANTHOLOGY ] i
vol.9 ¥

FIVIADE+

For \N68000,/XX66030
Hy % 8t BA =

©TECMO,LTD. 1986

REPROGRAMMED BY DEMPA/MICOMSOFT
CDEMPA/MICOMSOFT.
©M Hashimoto





index-98_2.png
RVGAR
Battle the Forces






index-52_2.jpg





index-98_1.png





index-52_5.jpg
JaA 2T A Y OTORE— =
BRI v TTs
2veRATE
LT
AR - BECRUETD
Ba1R7 002
AT~ 2T
Ba1a7er21
B 29—
SP—LETUALTIEHAT AT
Uit YINBI(YRRAT BT EUTER A,
T ECARBHSRBTSLBNRY,/O-TEES
~ e T PR
L eeLeno/O-Tem03

=3
LR
K cie.

FPATIRT

B R SOBEDODE
BADRHSOTBEONCADT
ws.
ZnEFAL. HROPERZOY, 1T
0Py,
ZNEORGREBLEMCHESOE,
BrOBSLES T BS0TEE,
BROTYKS
ERORBRANTD, 57
<R —w IR
ERoTUEG,

o

BHOYKS

PR 5t TR
[l -coceraucaes
i R

AR

BROTIRS

[T R——
[ socences. 2
5 petmed

RBOTIKS Fa
Uner \‘

ermca |

wrsze

pergd

rewts. Lo-s0

e

“wewm, mmomON, &

nxosn
TORBCOHEOTUIZ,

B
2
»
o





index-98_4.png
W\G/’

™ e @ 1987 Lo,





index-52_4.jpg
VIDEO GAME
ANTHOLOGY vol.9

FILIZAOE L

FOR X88000/X68030

STAFF
MAIN PROGRAMMER
mzEs
ASSISTANT PROGRAMMER
A
TECHNICAL ADVISER
a8 inaz
o oM
YamamatoX . KHayeshi
SURPPOAT
Ben)
JUEKI
MANUAL WRITER
-
e
mrEs
TEST PLAYER
0sSY KHaveshi
Lo B-LgD
b =895

MICOMSOFT 1994





index-98_3.png
3
3
&






index-97_5.jpg





index-97_7.jpg





index-52_1.png





index-97_6.jpg





index-54_1.jpg
1 SCORE MODE

HI SCORE MODE is a mode where you compete for scores earned
without using saves.

The game will continue until you get a game over..

The button settings are the same as those configured for
ORIGINAL MODE.

'Scanlines' and 'Size of the display' are settings under Display.
Settings.

#Menu Screen

When you press the +/=button, the menu screen will be
displayed as shown in the diagram.

You can do various things from the menu, such as restart the
game, view the online rankings, reset your high scores and
rankings in the game, and return to the title screen.

When you bring up the menu screen, you will not be able to resume
the game from where you were playing.

©/<» Button : Next
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RYGAR
ATARI £29.99

Take control of a barbarian king armed with deadly spiked yo-yo then leg it
through 23 scrolling levels of caves and volcanic backdrops, clearing them of
evil creatures. The coin-op was never a hit, and this conversion is just as
dull. The run-and-bash gameplay isnl 100 stimulating, and there's no signifi
cant variation from level 10 level. Even the graphics aren' that good, so only
rabid fans of the original need apply.

OVERALL 46%
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Suggested Retail Price

ony $ 99

LOTS OF GREAT GAMES AVAILABLE NOW'
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Banish the Forces of Evil!

Listen, Rygar, as | tell the tale of your
becoming.

Millions of vears ago, a benevolent wizard
banished the minions of darkness to the
underworld, freeing the land of evil and
ushering in a long era of peace and pros-
perity for our people. Unfortunately, the
wizard had not vet learned the Eternal
Spells. Before he died, however, he prophe-
sied that, someday, a great hero would be
born. The hero would be known by a myster-
ious birthmark—the Mark of the Wizard. This
mark would allow the hero to open the  *
magic chests strewn throughout the land
and use the magic weapons hidden within.

10,000 vears have passed since the dark
forces resurfaced and claimed the land for
their own. The people of Good fled the land.
They were forced to hide in the unfruitful
regions at the edge of the world, across the
great sea.

But they never lost their love for their
original home. For ten milienia they selected
the best of their people, creating a race of
heroes. You, Rygar, are the greatest of the
great. When you were born you were named
Rygar the Reclaimer, because you bore the
Mark of the Wizard.

If we are ever to reclaim the land that is
ours by birth, you will have to return to our
homeland and fight the minions of evil. No
one can help you on this quest. You must go
alone. If you fail, the evil ones will know of
our existence and destroy us completely. If,
however, you remain true to the Mark which
you bear, you will vanquish those evil forces
forever and we can return to the rich lands
we were forced to leave SO many ages ago.

And now, Rygar, you know who and what you
are. Go now. Claim your birthright. Do not fail
your fathers!
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: [ qui llega Rygar, el

ﬂ bl Gcfensor del pueblo,

7 B e (os ébiles, de los

=penswomstas y de los

vendedores de
alcaparras!. Menos mal, porque
nor enésima vez en o que va
de dia la Tierra esta en peligro y
hebré que tomar alguin tipo de
iniciativa.

Las cosas estdn tal que asi: hace miles y miles
ide anos las tierras dode vivian tus antepasados
flieron conquistadas brutaimente por las fuerzas
maléficas. Tu pueblo emigré lejos de alli y se
gstablecio en un apacible y verde valle. Una
piofecia anuncié que el elegido que poseyera la
imarca del hechicero, seria el nico ser
itapacitado para devolver las tierras a quienes
pertenecian. Y ese es Rygar, y por supuesto tu

Vas a quiar sus pasos a través de 23 hostiles

Ja capa de ozono desaparece por

Zmomentos, la humanidad, o lo que

& queda de ella desapareceré por

completo. Y todo por culpa del doctor

= Ashe, su retorcida mente le llevé a robar
@8 |os planos que podrian hacer inmune al
hombre frente a
las radiaciones
solares. Y no
conforme con
eso, pretende
construirse un
ejército de
mutantes para
su uso particular.
Pero el
enloquecido
doctor no
contaba con
Duke Frederick,
un veterano
guerrero
especializado en
todo tipo de
incursiones

DINAMITE DUKE

paisajes, cuajados de los bichos mas pelmazos
que hayas visto jamés.

jQué super divertido es este Rygar y qué bien
hecho estal. Nuestros cansados 0jos seran
recompensados con un aspecto visual de lo méas
potente: graficos que ya quisieran para sf
consolas de mayor tamafio y un perfecto scroll,
que llega a tener a veces hasta tres planos.

De lo mejorcito que se puede encontrar
actualmente para Lynx. Diversion garantizada.

rambescas. Bueno,
amigo de la violencia,
nos encontramos ante
una divertida mezcla
entre “Cabal’ y
“Operation Wolf que
hard de tu televisor un
completo campo de
exterminio. Siete
niveles te separan del
Malvado doctor,
poblados de todo tipo
de ingenios militares y soldados adiestrados a
base de pan y agua.

Al final de cada fase te veras las caras con
enemigos verdes y mantecosos. Aparte de tu
ametralladora cuentas con bombas de ketchup
radiactivo y tambien podrés emplear movimientos
de lucha cuerpo a cuerpo.

Completito el juego en lo que a accién se refiere.
En lo demas es bastante normalito y no aprovecha,
ni mucho menos, las posibilidades de la
Megadrive.

Pero si o que buscas es algo para disparar a
todo lo que se mueva, con este Dynamite Duke

69
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FIGHT THE
GOOD FIGHTY

The odds are against you, but you are the chosen
one, Rygar. So pick up your shield, whisper the
protection spell, and scream your war cry as you
fight your way through 23 levels of lush land-
scapes and blood curdling creatures.

VioEQ GAME CARD S——

e, ho A oo, Comiyns and Lynsarovademarks o Aar
Corporaton. Rygaris  rademarkofTocmo. Rygar© 198, 1980
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NIMALIZED MEN WRIGGLING EERIL
- e \

Sensing  someone  ap-
proaching, it comes out

. M and attacks him by rotat- E
ing itself e
» Epolcon 3
v It is a flying dragon i

) 5 which has been living in

» Molgolin % X g a primeval mountain. He
N will attack Rygar by

dropping eggs of a_snow

It builds a nest in a den
or on a high place. Once ([l
it finds Rygar, it will
chase him  tenaciously.

V¥ Kinatarnos
Usually it lives at the
waterside and throws a
piosonous spine by bend-
ing itself backward. Turn
a spine aside and attack it
in a crouched position. Sz, TONE € Deathpigor

= It lives in the tower of

\ Y\ Garba and has two heads
A Pragokelis '\ It attacks Rygar by blow-
It is @ primitive monster g deone fire:
having been brought to
life from the dead by
Ligar. Attack it in a
couched position.

17
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45 billon years have passed since the earth's creation. Many dominators
have ruled in i their glory. But Time, their greatest enemy ultimately
dofoatod their reign.
‘And now a Dominator’s reign begins..._ Rygar,the Legendary Warrior! A
warrior who respects one code and one code alone, the code of combat.
Antagonistic gadiators, reptiles, mammals, monsters, creatures of

ccome one, come al, come to meet the might of the fearless
Rygar and in the words of the immortal warrior LET'S FIGHT!

CBM64/128 SPECTRUM  AMSTRAD
£9.99 £8.99 9.99 ¢14.99
Casette  Cassetic  Disk
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Loading Instructions:

AMSTRAD/CPC Cassette. Press CTRL and small ENTER
keys. Press PLAY on your cassette recorder. Keys are user definable.

AMSTRAD/CPC Disk: Type RUN” DISK and press ENTER.
Game will load and run automatically. Keys are user definable.

All other options are displayed on screen.

Objective:

As Rygar you fight your way through the many levels, blasting all of the
aliens and nasties that you encounter. When going through the
different levels you should pick up as many different icons as you can
which will change your power and status. These appear in the bottom
panel of the screen.

© 1986 TECMO All rights reserved.

Conversion by Probe Software

Manufactured and distributed under licence from Tecmo Ltd by

U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX.
Copyright subsists on this program. Unauthorised broadcasting,
diifusion, public performance, copying or re-recroding, hiring, leasing,
renting and selling under any exchange or repurchase scheme in any
manner is strictly prohibited.
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es cing dieux légendaires d'In-

doraavaientfondé un lieu sacré
nomme Argool. Lieu de calme etde détents
genre Club Med pour milliardaires, il fut la
cible d'un jaloux, le roi Ligar rendu furieux,
jimagine, de n'avoir pu réserver a temps.
Depuis son chéteau volant, il lana ses
armées de bétes immondes qui n'hésite-
rent pas a commettre les actes les plus
abjects. Normal direz-vous, ce n'est pas lo
genre de la maison de le dire avec des ro-
ses, mais franchement, & ce point-1a, éta-
blir le royaume du Mal en une seule jour-
née, fautlefaire! Donc Ligars'emparade la

«Porte dela Paix» qui, justement, la garan-
tissait. Stop! J'arréte tout! C'est toujours le
méme scénario dans tous les jeux! Faudrait
voir & faire preuve d'un peu plus d'origina-
1ité! Car bien évidemment une légende dit
qu'un guerrier se lévera pour porter se-
cours au peuple persécute! Tu 'as vu, ¢a,
toi, dans la réalité? Enfin, passons, Cest
Rygar qui le premier entendit les priéres
des malheureux. Avec votre aide, au joys-
tick, ilva explorer de nombreuses régions,
rencontrer les dieux guerriers d'lndora qui
l'aideront en lui donnant soit de la puis-
sance, soit du matériel genre arbaléte ou

JOYSTICK / JUILLET-AOUT 1990/ 110

armure et 'exhorteront & com-
battre toute une faune hétéro-

. clite etvarie quiilvaudraitmieux

fencontrer au zoo que dans la
Fue, La nouvelle génération des
jebix sur console Nintendo se ca-
Tactérise par une maniabilité
quasi-parfaite. Rygar en est la
preuve flagrante quine déme
raen rien mes propos, En plus, il
yaune chose quej'apprécie tout
particulierement: lorsque d'aven-
ture je perds une partie, chose.
exceptionnelle dieux merci, ilest
possible malgré lamort duhéros.
de recommencer la partie al'en-
droit ou on l'avait laissé trépas-
ser. Et.ca, quoiqu'en disent cer-
tains_pisses-vinaigre, c'est un

must!
MisoJu

EDITEUR: TECMO
GRAPHISME: 17
SON: 15
INTERET: 17
MANIABILITE: 19

W55 PRIX: 350 FRANCS
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Rygar

Knumnmo«summ.msn- zung. So ist er nicht aus-
6 auf der LynxKonsole ~schiioBlich auf seine Kreissa-
inden, schon wird er ge angowiesen, um mit den

'NES Besitzer in Monstern _fertigzuwerden

von
Anspruch genommen. Das oder Anhohen zu erkimmen.

Kreissagen-verliebte ~Hed- Unterwegs erbeutet Rygar
lensprita "Rygar” kommiseit verse Exiras, zwischen de-
seiner Arcade-Premiere um nen er_beliebig_wechseln
87 cinfach nicht zur Rune. Ein wichliges Hifsmit
Die Landschatien die er in tel ist das Enterhaken-dhnil-
e NES-Fassungdurchsireit, che Wurigeschos, mit dem
Unterscheiden sich gowaltigRygar ausgedehnte Schiuch-
Von den Lynx Szenarien und tan_Gberwindet. AuBerdem
sind rechtabwechslungs-  bauter im Lau der Zeit seine.
reich. So kampt sich Rygar physische _Leistungskrat
nicht nur in horizontal scrol- aus, um es in hoheren Levein
lenden Leveln voran, son- mitimmer widerspensiigeren
dern mub sich auch dtch Foinden aufzunehmen. Da
Vertial  vorbeihuschendes man seine Baute nichtimmer
Golande schlagen. sofort einsotzen muB (reicht

Der (Leidens)Weg des die Energie noch bis zum
Helden st nichtimmer vorge- ndchsten _ Jungbrunnen?),
schrisben. Abund zu hollerKommi zudem eine aktische
Sich von verschiedenen Per. Variante in Spiel. Das Tost
sonen Ral und Unterstgt:_muster stammt von Yeno. mg.

Rygar hat zar st zwar Geschick-
schon ainige Jahve ehkait und Timing
aul dor Alstung getragt doch mitot
dochan Frische was akischom Kal
und Elan. mangol kil gones bessor
o5 cemReckon voran. Wor an Spi-
Reht.  Technisch lan wie "Ghostan
28 das Modul 2ur Goblins”_Gefallen
Overkiasse: Grafk wird
sowioSoundbleben megen
icht zurck. Dank \ Zanieiche. ores.
dor sanfon Action sarto Loves garan

‘Adventure-Einiagen verkommi tieren zudem f0r langiistiges
Rygar nicht zum blanglosen Vorgndgen. Ein_guler NES-
Actongekioppe. In rster Line Start for Tecmo St

Genre: Action 7}
Hersteler: Tecmo, Zrka-Pres: 90 Mark |

[=3 68%
Grafic 70% ___ Sound: Schwierigheit: mitel
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“Fighting Golf” ist ein 'Muss' Spielern konnen in cinem Turnier
fiir alle Sportfans, da es eine  teilnehmen, und mit zwei Anlagen mit
exakte Golfsimulation mit insgesamt 36 Bahnen. Golfenthusiasten
excellenten Grafikenverbindet.  werden ihr Leben lang Spass haben
Zwischen einem und vier konnen, ohne dabei nass zu werden!

Die normale Anzahl von Schiégern sind vorhanden, neben einer cleveren Schlagkraftanzeige wahrend des Spiels.
Dic Hindernisse sind zahlreich und kénnen einen wertvolle Schlége kosten.

Eine neue Idee in “Fighting Golf” sind die
Mini-Wettbewerbe, so wie ‘Am nichsten der
Fahne', oder 'Weitester Schlag'. Das hat zwar
alles keinen Einfluf auf das Endergebnis, doch
gehort dies zu den Kleinen Dingen, die NES
Spiele so attraktiv machen!

Als Rygar, dem legendiren Krieger von Argool, miisst
Ihr den teuflischen Konig und seine Armee von
gefahrlichen Kreaturen besiegen. Der Weg mag sehr

lang erscheinen, doch Rygar ist Krieger der Legende, und mit Kriften

und Waffen der Indora Kriegsgotter ausgestattet, beginnt er seinen

Kampf mit einem hohen Mass an Zuversicht.

“Rygar” ist das erste, von einer Menge
guter Spiele, der Topsoftwarefirma
Tecmo, welche spannendes Spiel
mit herausragenden Grafiken
kombinieren. Dies ist mehr als ein 'Suche
und Finde' -Spiel - man muR wirklich
schnell iiberlegen und gut reagieren, um
zu tiberleben. Ein neuer Stil der
Kontrolle und viele originelle
Ideen machen “Rygar” wirklich f§
aufregend.

Wartet auf eine komplette Vorschau in
einer der nichsten Ausgaben. Wir sind
sicher. Ihr werdet dieses Spiel lieben!!

19
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Animation
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cakitran (les sprites et le bas de lcran sont
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gorge dstuces et dinteligence,  Eric Caberia
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RYGAR (Fxkx/*kx %) is one of three games from Tecmo, the first
releases from a brand-new Nintendo licensec. (RYGAR has already
been available in the U.S. as a coin-op game and in Japan on the
Nintendo Family Computer.) It is an action-adventure of many levels
and challenges, which stars Rygar, a legendary warrior who has come
back from the dead to restore peace and happiness to the evil-ridden
land of Argool. Rygar wiclds an unusual, whirling weapon known as
aDiskarmer in his fight against the evil beasties that attempt to thwart
his quest. He has the ability to run, jump, and climb up and down ropes
in his travels through the many locations in Argool. As he travels, he
may seek wisdom from the Legendaries, the five fighting gods of
Indora who hold special treasures that will help Rygar to succeed. The
treasures include a grappling hook that allows Rygar to climb trees or
cliffs when there is no rope (o be found, a wind pulley for traversing
ropes stretched across chasms, a crossbow for setting ropes where there
arcnone, a suit of armor for strength, a coat of arms that allows Rygar

toreceive healing medicine, and the mystical Flute of Pegasus thai can

have strange effects.

Familiar Theme, Superb Execution

The general theme of RYGAR is a familiar one, and it is the type of

adventure which is especially popular with gamers. What sets Rygar

apart from other action adventures is a combination of magnificent
graphicdetail (some of the best visualdisplays yet seen on this system),
very good sound and music, some unusual modes of fighting and
| traveling, lots of confrontations with creatures and obstacles in a wide
variety of settings from a number of different perspectives, and
challenges which test both physical and mental dexterity. The diffi-
culty of the game is increased by having the character possess just one
life, which may be lost all at once (by falling into a chasm or
encountering any one especially nasty enemy) or in steps due to enemy

“hits.” Fortunately, the game automatically picks up at the beginning

of the area where Rygar lost his life when you re-start the game.

(Sending the player back to the beginning would have been entirely too

cruel of the designers!)

Great Variety

‘We really enjoyed playing RYGAR, mostly because of the great

ariety in its many screens. Sometimes you view the action from the

ide, sometimes from overhead. The setlings are beautifully detailed
d full of plenty of action and surprises at nearly every turn. RYGAR
elivers excellent gaming value. We do have one relatively minor
laint about RYGAR, though. We think that Tecmo should have

aid a little more attention to correcting spelling errors on the screen
inthe instruction booklet when they translated the written material
mJapanese to English. Also, the instructions are written a bit oddly

spols, as if they were written by someone for whom English is a

ond language. (Solo play; Pause.) Available for NES only.

tecommended. (MSR $34.95)
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1 figured out how to get Pegasus’ fiute, but now | don't know what
to do with it!

When you reach the top
of the highest tower in
Rolsa Valley, you will see
Ligar's Castle. When you
play Pegasus’ flute (you must be on
the subscreen to play the flute), the
entrance to the Castle will appear.

52 NINTENDO POWER
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Where does your favorite
game rank? Here is the combined
version of the player's poll TOP 30!






index-129_1.jpg





index-128_26.jpg
uRN

+ AsHes oF GVIL TITAN .

 RESAWAS Al LoeaL.
MorsTERs, INce, oS,

+ SMASW To aans foom
LAWD BRek 10 LusH.

(

1
WARP STone. CAN TelehorT Puken,
( apscipu seet For
BuILoING Cos® Like
Thes )





index-84_1.png





index-82_12.png





index-128_21.png





index-128_20.png





index-83_1.png





index-128_23.png





index-82_13.png
A

TEGMO

OpuduUIN

BOWL

Youve trained fortn the arcade.
Now,strap on your helmet and
goforit!

Organize your own roster and
writeyourown game plan. Match
yourgridiron kills aganst the
‘computer or another player.

From the snap,totalcontrol of
every pass, block, runand tackle
isin your hands. Tecmo Bowi.
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