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WELCOME
Christmas may be a distant 
memory now, but I’ve still fond 
memories of how I spent most 
of it: lying on the sofa, playing 
Konami’s original Castlevania 
from 1986. For some reason, 
I’ve long used the festive break 
as a chance to load up an old 
game I’ve either never played, 
or, in Castlevania’s case, only 
tinkered with briefly.

It goes without saying that 
Castlevania remains a 
classic; not just because of 
its influence, but because its 
Gothic platforming action still 
feels so fresh. What’s really 
striking, though, is how much 
atmosphere Castlevania’s 
graphic designers managed 
to wring out of the Nintendo 
Entertainment System’s 
meagre hardware. Even today, 
Castlevania’s setting has a 
pleasingly dank, grimy feel, 
while the protagonist, with his 
determined march and lashing 
whip, packs a lot of personality 
into just a few frames 
of animation.

As Transmission developer 
Jon Dadley explains on page 
24, making indie games is 
partly about doing the most 
with the time and resources 
you have. It’s why classics like 
Castlevania are so important: 
not only are they fun to play,  
but they’re also worth studying 
to see how designers can use 
a few kilobytes of memory and 
a tiny colour palette to such a 
dazzling effect.

 
Ryan Lambie 
Editor
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