
Theme                    Adventure / puzzle RPG
Players                  1 Player
Formats                Saturn & PlayStation
Target Age      8 and upwards
Release                Spring 1997
Price                          £44.99

The Swagman, Prince of nightmares, and his army of Night Terrors have 
imprisoned the Dreamflight fairies in order to begin a deadly invasion of the Real 
World. Unless Zack and his sister Hannah rescue the fairies and banish the 
Swagman, the sleeping people of Paradise Falls may never awaken from their 
nightmares.

3D Intro
This is presented in the form of an animated sequence created entirely on Silicon 
Graphics workstations. Using fully 3D rendered models, the intro sets the scene 
in a quirky cinematic style.

Characters
The two main characters are eight year old Zack and his twin sister Hannah, over 
which the player has simultaneous control. When Zack and Hannah enter the 
SwagmanÕs Terrortries they change into powerful Dreambeasts with special 
powers.    Every level features generic baddies such as skallywags, pumpskins 
and fire slugs, but the levels also feature their own specific baddies and a boss 
such as the Demon Dentist or The Undertaker.

Locations
The game will feature approximately 16 locations viewed through a forced 
overhead 3D perspective and is split into two main areas - The Real World, 
comprising the environs of Paradise Falls (the twinsÕ hometown), and the 
nightmare dreamlands of the Terrortries which may be accessed via mirror-
warps. Each location will have several Zelda/Zombies-inspired puzzles to 
complete and a variety of obstacles and enemies to overcome.

Inventories
To make their journey more difficult, the Swagman has stolen the twinsÕ most 
treasured possessions and hidden them throughout the Real World. When the 
twins find these items they will be able to swap and use them in a variety of 
special ways to solve problems and puzzles. An on-screen inventory shows all of 
the items collected, including the Fantastic Frisbee, Super Sneakers, 
Dreamcharged Flashlight and Cherry Bombs.

Energy and Life



A Dreamdew bar icon representing the twinsÕ energy levels must be kept topped 
up throughout the game by collecting Dreamdew. Some items also require 
Dreamdew and may not be used until the bar is full.
Zack and Hannah share a collective life which is measured in Zees. Zees can be 
collected at many points during the adventure but when a character takes a hit, 
Zees are lost. When all the Zees are gone, the player will be offered a continue 
from a reset point. The player will start with three lives and will be awarded 
further lives upon the completion of special tasks.

PLAYABLE DEMOS AVAILABLE JANUARY 1997
EIDOS INTERACTIVE / CORE DESIGN LTD. 
For further information contact Susie Hamilton 
Tel + 1332 297797      Fax + 1332 38151
 Swagman
Product Overview

Nightime is a deadly place to play in - especially now that the Swagman lurks in 
its shadows.    But young Zac and Hannah must hazard it in order to find and 
rescue the Dreamfly and her ten strong Dreamflight from the grip of the 
Swagman and his spooky Night Terrors.

With the Dreamfly and her Dreamflight imprisoned, the Swagman can break 
open the abyss portals that link his Terrortries with our world and can spread his 
nightmare-inducing Dreamash. This Dreamash creates bad dreams inside the 
minds of sleepers and without the Dreamflight to neutralise them, sleepers will be 
forever stuck in an oblivion of nightmares.

The game is a forced perspective action adventure, littered with puzzles. The 
player has simultaneous control of the twins, Zack and Hannah and co-operation 
between them is essential. Most levels require the use of both Zack and 
HannahÕs unique skills.
When the twins enter the SwagmanÕs Terrortries, they are unleashed as potent 
Dreambeasts with enhanced strength - and the gameplay becomes more action-
charged.
Both Zack, Hannah and the macabre and mutilated enemies they face are fully 
3D rendered sprites.

Swagman is a dark and sinister story, unique to an iso/platform game. It has 
been inspired by the work of Tim Burton, (Batman, Edward Scissorhands, the 
Nightmare Before Christmas) providing elements that will appeal to an audience 
of all ages.

The game will feature approximately 16 locations. It is split into two main areas - 



the real world (the twins home town of Paradise Falls) and the nightmare 
dreamlands of the Terrortries which may be accessed via mirror-warps. Each 
location will have puzzles to solve and a variety of obtsacles and enemies to 
overcome. Some levels are extremely puzzle-packed while others contain a 
stronger platform element.

Swagman
Key Features

* A vast array of locations and enemies that exceeds the average console game, 
blending sprites with polygons.
 
* Four main characters two children and the beasts they become when they enter 
the Dreamworld.
 
* Each character has their own special powers and weapons
 
* Totally unique look and style which cannot fail to stand out amongst most other 
PlayStation titles.
 
* Full exploitation of hardware transparency, rotating sprites, light-sourced 3D 
objects and sprites, colour filtering, skewing shadows and true shadow-casting.
 
* Silicon graphics rendered sprites and FMV.
 
* Dark and sinister story, inspired by the work of Tim Burton (Batman, Edward 
Scissorhands, Nightmare Before Christmas) provides elements thet will appeal to 
all ages.
 
* Compulsive gameplay combining Zelda and Zombies influences.
 
* 16 massive interior and exterior locations with 56 sub-stages.

Swagman
Questions and Answers

1.    How long has Swagman been in development?



Two years

2.    Why has it taken so long?
Swagman is an arcade adventure with RPG undertones. All the backgrounds and 
enemies are fully 3D rendered images. The game itself is enormous level1 alone 
has over 20 different graphics sets so itÕs taken quite a while to get everything 
finished!

3.    Who are the main members of the team?
Chris Long - Main Programmer
Dave Pate - Lead Artist
Richard Morton - Game and Map Design
Stephen Walker - Additional Programming
Nathan McCree - Musical Score

4.    Why did you decide to go for this type of game?
One of the original reasons was the fact that most games tend to be polygon-
based these days - we wanted to get away from that. Even though Swagman 
uses polygons for certain objects, most of the game is set in a pre-rendered two-
dimensional world. We felt that there was room in the market place for a different 
type of game.

What did you set out to achieve with Swagman - how does it differ from other 
games in the genre?
á We wanted to create a virtual cartoon world for the player to explore - in doing 
so I think weÕve managed to create a virtually unique graphical style.    I donÕt 
think that thereÕs really anything similar around at the moment.
á Also, the main characters, Zack and Hannah, interact in a fairly unique way - 
they help each other though the adventure.
á The game world is split into two halves the Real World and the SwagmanÕs 
Terrortries.    When Zack and Hannah enter the Terrortries they transform into two 
new Dreambeast characters and the gameplay becomes more action-charged.

6.    What factors or other games have influenced SwagmanÕs development?
The strongest influence is Tim BurtonÕs film ÔThe Nightmare Before 
ChristmasÕ.The style and mood seemed to fit perfectly to the initial concept for 
the game.We also looked at Zelda and the Zombies on the SNES - elements 
from both of these games have been blended into Swagman in an attempt to 
create one mega adventure!

7.    How many baddies can we expect to meet in Swagman?
There are around 50 enemied in the adventure but some areas are secret and 
could contain some nasty surprisesÉ



8.    How do the twins interact with each other?
The two characters can co-operate with each other in a number of ways e.g. One 
can jump on top of the other thus allowing access to unreachable places, or 
pressure pads must have the weight of one character on them to stay active.    
Also Zack and Hannah each have different weapons/abilities so it requires a 
combination of efforts from each character in order to progress.

9.    What happens if one of the twins dies?
The twins are connected in the Dreamworld - the share Dreamdew (energy) 
collectively so when one dies so does the other.

10. Can you name some of the different effects used?
Transparency, flowing lava, animated water, sludge and starfield special FX.

11.    What about really special effects Ônever used beforeÕ?
One of the main goals was to incorporate as many new FX as possible.    These 
include mirrors, true light-sourcing, shadow casting from wither fixed or moving 
lights, swirling abyss holes, polygonal warp vortex and many moreÉ

12.    What are the main differences between the Saturn and Playstation 
versions?
For a start, the Saturn has playfield and sprite hardware which the Playstation 
has to emulate using flat polygons for both the backgrounds and sprites.    This 
slows the Playstation down but because it has faster hardware than the Saturn 
they end up running at about the same speed.    The Saturn can only use 
transparency on playfields - this is good for overall effects like fog but useless for 
small stuff like glowing candles, layered flames, transparent shadows etc.    The 
only way to get any sort of transparency at all is to mesh the sprites (stipple) or 
flicker them on and off extremely fast.

13. Was a 2D game easier or more difficult on the new consoles?
Surprisingly it was much more difficult - because of the gameÕs viewpoint all of 
the walls, rocks, trees and anything else you wish to walk behind have to be set 
up using a specific editor.    The same applies to objects above ground level -for 
example a flight of stairs each step must be given a height within the editor 
before the character will interact with it.    Creating the game using a ÔLoadedÕ 
style engine would have been much easier but weÕve certainly learnt a lot from 
this challenge!

2D games have often been slow on both the Saturn and the Playstation.    Does 
Swagman run in a frame?
Swagman runs at 60 frames per second, or 1 frame, which many other games 



simply canÕt achieve using multi-linked objects, particle FX, polygon objects, 
transparency etc.

15.    Did you create your own specific game editor for Swagman?
The Swagman editor started life as a Mega Drive editor on the amiga. This was 
then converted onto the PC and then enhanced. adding other features such as 
height, go-behind, slope and trigger object modes.

If you have any further questions, please contact the PR Manager for your 
territory.


