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	Foreword

	When I was young, sometime in the late 1980s, I remember coming across a Rygar arcade cabinet, probably in some pizza place on vacation. I was immediately entranced by it, particularly because of the distinctive weapon wielded by the hero. Many other arcade action heroes had swords or guns, but the legendary hero here had something that looked like a gigantic spiked yo-yo. However, back in those days, I was at the mercy of my parents if they'd be willing to spend the time (or spare change) dawdling on an arcade machine; I was lucky enough to play a little bit of it, though not much, since it was pretty difficult! The attract mode demo also showed a level with a gigantic bright sun against a red background, a striking image if there ever was one.

	 

	Back then, when the widespread internet was still about a decade away, there was a reasonable chance that you'd only see an arcade game once or twice, and then never see it again, unless it was popular. That ended up being the case with Rygar, which I had never found anywhere else, outside that one time. The years went by, and it became a faint memory, just of a warrior with a proud stride and a ridiculous weapon.

	 

	As I got older, I was able to re-explore the NES library to check out some of the games I missed, one of which was Rygar. Of course, the NES port is fun, but also a 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 able to truly revisit that fascinating game from my youth. It was a quarter-muncher, for sure, but that weird yo-yo was still as cool as ever, and my older self was able to appreciate some of its other stranger aspects. (I'm still unclear what these gigantic pots are between levels...)

	 

	It was only a few years later that Tecmo realized the fondness that people had for the game, and released the PlayStation 2 title. Though inspired by Devil May Cry, the big 3D action franchise of the era, it was no mere rip-off; that yo-yo weapon is again front and center of the destructive action, and it's just as fun to wield in the third dimension as it is in the second. (Although I have a great affection for the Castlevania series, the PS2 Rygar ended up being quite a bit better than the Castlevania games on the platform.) The developers were even thoughtful enough to include a reference to that blazing sun!

	 

	Outside of a re-release of this game for the Wii, Tecmo hasn't paid much mind to Rygar since, but perhaps one day Team Ninja will take the lessons they learned from Ninja Gaiden and Nioh, and let us wield the Diskarmor once again!

	 

	Kurt Kalata
Editor-in-Chief
Hardcore Gaming 101

	



	



	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 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 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.

	 

	



	



	Releases

	1986

	Arcade | Warrior of Argus (JP) | Rygar (US)

	 

	1987

	Commodore 64 | Rygar

	ZX Spectrum | Rygar

	Amstrad CPC | Rygar

	Famicom | Warrior of Argus: Extreme Great Charge (JP)

	NES | Rygar (US)

	 

	1988

	Sega Mark III/Master System | Argus no Juujiken

	 

	1990

	NES (EU) | Rygar

	Atari Lynx | Rygar

	 

	1994

	Sharp X68000 | Rygar

	 

	2002

	PS2 | Rygar: The Legendary Adventure (US) | Warrior of Argus (JP)

	 

	2005

	Xbox | Rygar | Tecmo Classic Arcade

	 

	2008

	Wii | Rygar: The Battle of Argus (US) | Argus no Senshi: Muscle Impact (JP)

	 

	2009

	Wii Virtual Console | Rygar (US, EU) | Warrior of Argus (JP)

	 

	2012

	PS3 | Rygar: The Legendary Adventure (PSN)

	 

	2014

	PS4 | Arcade Archives | Rygar (US, EU) | Warrior of Argus (JP)

	 

	2018

	Switch | Rygar | Arcade Archives

	Commodore Amiga | Rygar | Unofficial release

	



	



	Arcade

	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……………

	 

	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.
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	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
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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.
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	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. 
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	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. 
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	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.

	 

	Tecmo Game Music

	Throughout the mid to late ‘80s, G.M.O. Records released a series of albums spotlighting 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

	● Artist(s): 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



	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 Tribesmen while they are still stacked on each other’s 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 simultaneously in any combination, but the hero is reset to zero after a single hit.

	 

	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.
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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 for their customers. 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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	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.

	 

	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?

	 

	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?

	 

	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?

	 

	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.

	 

	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. 

	 

	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.

	 

	



	



	Arcade at Home

	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 fundamentally rethink the game to the level of the NES release, but did add depth beyond its arcade inspiration.

	 

	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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	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.
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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 rivers and waterfalls in the foreground animate, bringing the 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. 
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	Frank Frazetta

	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. 

	 

	 

	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.” 

	 

	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 is long and fraught with piles of Rygar corpses.”
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	The Sword

	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?
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	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. 

	 

	Salio

	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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	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.
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	Strange Ending

	After defeating the final boss, a bizarre and confusing ending unfolds: Set against a hot-pink background, what appears to be a dead elephant is seen resting beside some random crystals. Contrasted with this strange and surreal visual is text congratulating Rygar on his victory. This elephant is a graphic that was lifted from the 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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	Critical Review

	Computer and Video Games, a now-defunct UK-based magazine, reviewed the Lynx version of Rygar in their March 1991 issue, calling the game “just as dull” as its arcade counterpart and criticized it for lacking depth. Their overall rating was a 46%, which was the lowest score of the four Lynx games reviewed that month.
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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.
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	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.
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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.
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	Commodore Amiga

	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 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 very intimidating.

	 

	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.

	 

	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?

	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.   

	 

	



	



	NES & Famicom

	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!  [Rygar NES manual]

	 

	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.
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	First Impressions

	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.
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	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.

	 

	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 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. 

	 

	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?

	 

	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.
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	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 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.

	 

	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. 
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	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.

	 

	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.

	 

	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. 

	 

	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.

	 

	Strange Case of Reuse

	After producing music for multiple Tecmo titles, including Solomon’s Key, Michiharu Hasuya would compose for Vic Tokai and Advance Communication 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. 
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	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.
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	Mapping

	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. 

	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 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?
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	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.
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	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.
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	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.

	 

	Print Ads

	Newspaper Ads

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

	 

	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. Unfortunately the legendary hero is not playable as a wide receiver.
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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 Super 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. 

	 

	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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	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.

	 

	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 Guide

	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.

	 

	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 this characterization makes sense.
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	Box Art

	Japanese: 

	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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	English: 

	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.
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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.

	 

	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.
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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

	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!

	 

	noisepolice

	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 "Rygtoberfest" 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.

	 

	WhiteHat94

	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.

	 

	“[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

	 

	 

	 

	



	



	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”.

	 

	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, 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 final wholly new adventure in the series.

	 

	Designing a Hero

	Rygar: The Legendary Adventure takes the 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.
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	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.

	 

	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 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.



	 

	“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].

	 

	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.
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	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.

	 

	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 the original arcade Rygar. 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).



	 

	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).

	 

	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.

	 

	[image: Image]

	
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, 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 modernize 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. 

	 

	 

	



	



	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, a port of the The Legendary Adventure. 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.” 
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	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



	 

	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.

	 

	



	



	Fan Creations

	Expanding the Argool Universe

	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.

	 

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

	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. 

	 

	“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 `Are 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]

	 

	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. 
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	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.
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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. 
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	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.
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	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.

	 

	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.

	 

	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.

	 

	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. 

	 

	[image: Image]

	 

	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.

	 

	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.
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	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]

	 

	



	



	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, (proper noun), as I tell the tale of your becoming.

	 

	Millions of years ago, a (adjective) (noun) banished the minions of darkness to the (a place), freeing the land of evil and ushering in a long era of (noun) and (noun) for our people. 

	 

	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 (plural noun) strewn throughout the land and use the (plural noun) hidden within.

	 

	10,000 years have passed since the (adjective) forces resurfaced and claimed the land for their own. The people of (name) fled the land. They were forced to (verb) in the unfruitful regions at the edge of the (noun), across the great (noun).

	 

	When you were born you were named (proper noun) the Reclaimer, because you bore the Mark of the (proper noun). You will (verb) those evil forces forever and we can return to the (adjective) lands we were forced to leave so many ages ago.

	 

	Go now. Claim your (noun). Do not fail your fathers!

	 

	 

	



	



	The Future of Rygar

	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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Wizar hag not et learned the Eternal
Spells Before he aied, nowever, e prophe-
sled that,someday.  great hero would be
born. The nero would be known by 3 myster-
10Us birthmark~the Mark of the Wiz Ths
mark would allow the hero (o open the
magic chets strewn throughout the and
320G Use the magic weapons hiaden within.

10000 years have passea since the dark
forces resurfacea and clamed the and for
their own. The people of Good fled the lanc.
They Wers forced to hide i the unfruitul
regions a the edge of the worl, across the
oreat sea

But they never los the ove for thelr
originl home For ton millenia they selected
the best of their people, creating a race of

heroes You, Rygar are the greatest of the

Great. Wen you were borm you were named
Rygar the Recaimer, because you bore the

Wark of the wizard

18 we are aver o reciaim the and that s
ours by birt, you wil ave €0 return (o 0ur
omekand and figt the minions of evil No
on can el you on ths quest. You must 90
alone.If you fal, the evlones wil know of
our eistence and destroy us completel.If
"Rowever, you remain rue (o the Mark which
You bear, You will anauish those evl orces.
Torever and we can rotu o the rch ands
W were forced o leave 5o many 29 290

And now, Rygar. You know Who and what you
are. GO now Claim your Dithright. Do not fail
Your atherst
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