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WELCOME
Are there such things as positive 
and negative difficulty? That’s 
a question I asked myself this 
week, as the announcement of 
the PC Engine mini sent me on 
a hunt through my collection of 
games for the original console. 
Browsing my dusty shelves, I 
eventually settled on Tiger Road, 
an action-platformer made by 
Victor Interactive in 1990. 

Originally designed by Capcom’s 
Tokuro Fujiwara – the genius 
behind the likes of Commando 
and Resident Evil, who we 
profiled back in issue seven – 
Tiger Road’s similar to Fujiwara’s 
own Ghosts ’n Goblins: it sends 
the player on a sprint from 
left to right, as enemies and 
projectiles hurtle in from all 
sides. But even compared to 
that legendarily tough classic, 
Tiger Road’s a brutally difficult 
game – in fact, the PC Engine 
edition is even nastier than the 
arcade version, released three 
years earlier. Flying bats spawn 
unpredictably to knock you 
into spiked pits; other foes are 
capable of throwing projectiles 
from outside the bounds of the 
screen. Eventually, I became 
so frustrated by all the cheap 
deaths, and enemy attacks that 
inflicted seemingly random 
amounts of damage, that I 
took to simply dashing through 
stages without stopping to fight 
or grab any items. 

This, I think, is the difference 
between positive and negative 
difficulty: positive difficulty 
challenges you to improve – to 
engage with a game’s systems 
and master them. Negative 
difficulty is so punitive that you 
disengage from its systems and 
actively try to find ways to work 
around them. Or, in my case, 
quietly return the game to its 
home on a dusty shelf.

 
Ryan Lambie 
Editor
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