THE RAGE’S POSTMORTEM

- The beginning

Everything started during summer of 1999. I was wondering why there were so few examples of beat’em up videogames for PC; I found a possible reason of this lack in the kind of PC’s users, longing for more “mature” videogames, but I thought that this kind of games could have had success.  I’m really keen on old masterpieces like Streets of Rage 2 and Final Fight and I wanted to enjoy again the feelings that only these games could give me. Before The Rage, I have personally developed other videogames (one very similar to Micro Machines), but this time I wanted to create something to be distributed world-wide (ehm…very optimistic). The decision to create an old style beat’em up seems to be in contrast with the PC videogames market, but I considered that there weren’t competitors and everyone who loved this kind of videogames should have bought my product.  So I started planning the project: first of all, it had to take the atmosphere and the style of the older beat’em ups, because everything had to recall these games to everyone who played them. Starting with this idea, I chose the title (The Rage, the name of a never started game with my brother), the background and the characters; so the stages had to be mainly set in the streets (but adding a lot of variety), players and enemies had to be “standard” people.
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First ideas of characters and environments

- The team

My purpose was to create a competitive game and, before starting the development, I needed four main things: a 3D engine, a musician, someone to help me to find a publisher and a good graphician for artworks.

To be honest, I was lucky: during that period, my brother Nicola had just finished a Direct3D plug-in for PSEMU (a playstation’s emulator) and he started to develop a very prominent 3D engine using Direct3D; a friend of mine, Federico Specht, who produced the music for my older games, decided to enter in the project. I also met Davide Marcato, our actual business manager, and Diego Ferrarin, the artworks’ artist. This is the complete team (known as Fluid Games), very small but efficient. A lot of people think that, nowadays, only big teams can develop a game, but I don’t think so and The Rage demonstrates it. We managed to reach our goals because the basis of our team was motivation and conviction to develop something professional and competitive.

Here are the roles of each member in The Rage:


- me, Alberto Candussi: Game designer, Main graphician, Main game programmer and sfxs editor;
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- my brother, Nicola Candussi: 3D Engine coder, Graphician and Game programmer;
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- Federico Specht: Musics;
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- Davide Marcato: Business Manager;

- Diego Ferrarin: Artworks (extern).

Me and Nicola (the core of the team) worked with our two computers in our attic, the others in the respective studios.

- Characters, story and environment

Before starting coding, I defined the main characters and, approximately, the various stages and environments. I chose the fighters of the classic beat’em ups:
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Max, a karateka




Alfred, a wrestler
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Bruce, a street fighter



Lisa, a martial arts master

About the environments, they had to be as various as possible: streets, a building site, a park, a stadium, the final boss’ mansion and indoor stages (a Disco and a prison). The map has been composed only after creating all the stages, also considering the plot.
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The story, has been developed during the stages creation. This is the final plot of The Rage:

Copyright (C) 2001 Fluid Games. All Rights Reserved.

Reproduction is forbidden unless explicitly authorized by the respective owners.

It’s a Saturday like many others and four friends, Max, Bruce, Sarah (Bruce’s girlfriend), and Lisa decide to spend the night at the disco. After drinking a cocktail, Sarah feels ill and suddenlyfaints. Bruce, worried, calls an ambulance, and the police arrives to the place as well. Sarah’s friends discover that she has fallen in a such a deep sleep because of a new experimental drug she has unknowingly taken with her drink. A criminal organization is testing this explosive mix using random young people as testers. Unfortunately though this test version of the drug causes a coma and there are no known treatments for it yet. Bruce and his friends realize that only the chemists of the criminal organization might have a medicine to save Sarah, so they decide to search the barman who put the drug in her cocktail. Alfred, a long-time friend of Sarah, joins the team of guys in the quest. The local boss of the criminal organization gets infomed of our heroes’ mission  and sends a bunch of his followers to stop them in any way. The  adventure begins here.

Max, Alfred, Bruce and Lisa go into a disco, the “Star Disco” located in “West Side”, where they find Ronny, the barman. After a duel, they ask him about this new drug and he reveals them that an old prison not far from the disco was used as a laboratory to produce this substance. Armed with this information our team head to the masquerade lab, guarded day and night by a lot of underworld soldiers. After bating them all they find the chief chemist mutated by the collateral effects of his own new drug under testing. They defeat him and make him reveal that his boss (known as “Mr. Drug” in the criminal world), living on the other side of the city, could have an antidote for Sarah’s coma.

At this point the four fighters have to go to Mr. Drug’s mansion and get the much needed antidote, but they have to fight against a huge number of followers of his criminal organization first before reaching him.

When they finally get to face the  big wig in the mansion (who shows the signs of a mutation similar to the chemist in the secret lab), they fight strongly against him, get the antidote and eventually rescue Sarah.

The story begins in a foggy evening and ends in a sunny afternoon: thanks to this choice, there’s a great weather variation.

- What went right

So The Rage’s development began; our aim was to reproduce the game play quality of the older beat’em up videogames, adding moves, variety and the third dimension. We were also conscious of the network mode’s importance, so we planned the via LAN and Internet game modes. After few months we uploaded the first demo; it was more a beta than a demo, because there were very few available features. We created our web site ( http://fluidgames.demonews.com ) soon, hosted by DemoNews; The Rage demo was spreading very fast through the web and we got very positive comments from everywhere. From the first demo to now we have released other eight versions; The Rage has been changed radically, in all its aspects. To have an idea of how much it evolved during these two years, here you are the additions from the 0.53 version to the 0.57 (we started from 0.49 and ended with the 0.57): 

0.53

- violence option;

- the first fire weapon, a bazooka;

- players' characters improved;

- bug fixed, like controls' bug;

0.54

- a new player, Lisa;

- a new fire weapon, a machine gun;

- enemies AI improved;

- players' characters improved;

- bug fixed;

0.55

- mixable combos;

- a new fire weapon, a pistol;

- detailed shadows;

- new skin for Lisa;

- new collision routine;

- a new enemy;

- various additions;

- bug fixed;

0.56

- graphic restyling;

- new options menu;

- skin selection feature;

- new skin for Alfred;

- new moves;

- run button;

- various additions;

- bug fixed;

0.57

- network mode (LAN and Internet);

- brightness and contrast option;

- playable with up to four players;

- new musics;

- stages' map;

- various additions;

- bug fixed;


I think the merit of our success is due to the team coordination and competence: me and my brother (the main technical side of the team) worked together and helped each other to resolve each problem and all the team’s members live in the same city (Vicenza, Italy) or in the same village (me, Nicola and Federico).


We are very proud of a lot of The Rage’s features, especially:


- minimum requirements: our 3D engine allows The Rage to work fine also with middle-low configurations, though there’re complex scenes because of the large number of characters;
- multiplayer: you can play The Rage with up to four players in the same computer and you’ll fight in true brawls (there could be up to 10 enemies together…). A great Network mode is also available: thanks to this feature you can play with friends from all over the world (via Internet) or via LAN;
- camera control: this is a The Rage’s peculiarity. It took a long time to be developed because of its complexity: every stage is divided into various check points characterized by a starting and an ending position (with the respective camera positions). The current camera direction is calculated by the interpolation of the starting and ending positions using the projection on the camera-target line of the weighted average of the various characters in the scene as variable (the target aims to this point, but with some restrictions). Then the camera-target distance is calculated considering the distance of every character from the camera-target line and a part of the camera height is determined by this camera-target distance. I had to be very careful coding this feature: every player must stand inside the view (this is not completely true for network mode) so I had to add three, not crossable, collision planes: if a player touches one of these planes, the camera stops moving. This kind of camera control is very simple to use (you have to set the starting and ending camera position, the max and min camera-target distance and the target restrictions) and guarantees excellent results;
- music: we think they are perfectly suitable for The Rage and they help to take out the players’ rage;
- skins: every The Rage’s texture is a bitmap file, so it’s very simple to modify them. Since from the beginning we added a skins section to our site where The Rage’s users can download and upload these images (now 72 skins are available). From The Rage demo v0.56 we have added the skins selection feature: during the players selection you can select the character’s skin simply pressing up and down.
- weapons: there are a great number of weapons, from the bazooka or the machine gun, to the classic bat. 


- Publishers

Considering our experience with publishers, we suggest to everyone who’s starting developing videogames to use internet as much as possible, to spread the product: if your game is good, it will become well-known and publishers will contact you. It’s also a good thing to send the demo to publishers; if some of them won’t give any reply, don’t worry, it’s usual. The only tools we used were e-mail and utilities to upload the various demos and to update our site; note that it’s very important to have a site because it’s a landmark for everyone interested in your project. 


- What went wrong

We had planned to release the final version of The Rage on December 2000, but we had a lot of delays, caused by a lot of factors: first of all, this project is much bigger than my older ones and it’s very difficult to do a precise prediction. There were also completely new features for us, such as the network mode that took various months. At the beginning we also decided to insert a versus mode, but, for time reasons, we couldn’t add it.

We had troubles with bugs, too: the first demos were very unsteady because it was very difficult to test them with all the possible systems and we had also compatibility problems, some of them solved only now. There was a bug that rarely made The Rage crash during the stages’ loading; with this and other troubles it was impossible to use the standard debug. In these cases, the “assert” function is really useful but sometimes the best thing to do is to save a file with the various operations and states done by the program. Finally, some problems needed a lot of patience. 


- The 3D engine by Nicola Candussi

I began the engine development about 3 month before the effective start of game coding. We needed an almost definitive interface to know what we could have been allowed to include in terms of features together with reducing the possibility of code rewriting. For a fighting game we needed a good skeletal animation system, the possibility to include vertex skinning to make our characters look more realistic, and a fast scene rendering algorithm. We also needed spline camera interpolation to implement a third person point of view.


When we started game coding, all these feature were ready. Later were added other functionalities to increase the graphics quality such as particle systems and sprites. 

We decided to use DirectX as graphics API since it had all the features we needed and guaranteed a very large video card support. The hardest challenge was making all features work with all cards. The release of many demos and the feedback of players helped us a lot.


A last word about lighting: it’s a combination of prelighting for stage static objects and point light calculations for characters and dynamic objects.

- Conclusion

I think to have been enough exhaustive and clear. I hope this is only my first postmortem article and maybe the next ones will be again about beat’em up videogames, but it’s too soon to talk about the future. See you soon, 



Alberto Candussi







