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| remember Aurail taking quite a long time to develop, at least 16 months | think. We did Monster Lair
for the arcade, then Dragon’s Trap for the Master System and immediately afterwards started working
on Aurail. The team next door was working on Monster World 3 for the Mega Drive. | just wanted to
make a shooting game, and in 3D. Sega's System 16 board was capable of sprite-scaling, so using that
you were able to compose 3D images. However, the background was still only 2D and | had trouble
figuring out how to present it as three-dimensional. To that end we developed several exclusive
development tools on PC and made the game using trial and error. The research phase before
development started was important. | taught myself how to convert representations of bodies in a 3D
space into 2D. | didn’t know how to work with matrices but still managed to do it somehow, which
surprised even me.
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Arcade games in the 80s were all done in Assembly. The System 16 CPU is a M68000, so we wrote the
program for a compatible compiler. | think the compiler we used was ASM68, and | believe we were
able to run it on a NEC PC-9801. Aurail's source code has been archived, so | could look up details of the
development environment.



