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Welcome!
So, welcome to the first issue of Past the Pixels’ very own 
digital magazine. It’s taken a lot of hard work to get this 
here onto whatever device you’re currently viewing it on. 
Past the Pixels is a one man operation and currently un-
dertaken in my spare time between studying for my jour-
nalism degree, my job and the rest of stuff that life throws 
at you to distract from what you want to do.
In this first issue we have a Sonic 3 retrospective, the first 
feature that was ever posted on pastthepixels.com way 
back in January of this year. It ties in nicely even now with 
the 20th anniversary of Sonic himself happening so recently. 
There’s also a look into the world of game testing with the 
always-entertaining Richard Wood. Richard’s optimistic 
and enjoyable analysis of the job is a welcome change 
from many I’ve spoken to who didn’t have such a good 
experience.
E3 has been and gone, but the craziness it brings lives on 
in some of the ridiculous prices for E3 swag people charge 
on Ebay. This article is my most successful to date, the 
wonderful Owen Good at Kotaku.com citing this feature in 
his story. (leading to an amazing amount of traffic to my 
site, cheers Owen!)
Finally there’s the most personal piece I’ve ever written, 
Sonic, my dad, and me. I’m extremely proud of this story 
and I’m sure many reading it will be able to relate to just 
how influential the original Sonic was to a generation of 
kids who would go on to class themselves as gamers. It’s 
also a tribute to the great relationship I continue to enjoy 
with my dad, the main man behind my gaming obsession.
So I hope you enjoy the articles and continue to click on 
pastthepixels.com. Your feedback, be it in a tweet or an 
email, is a great encouragement for me to work even hard-
er to deliver something you may not get elsewhere.  Enjoy!

Grahame Gallacher
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To get this good 
again takes ages
Taking a look back at Sonic the Hedgehog 3, one 
of Sega’s last great games in the Sonic series.

In the 90s Sega were flying high, 
their Mega Drive console was still 
proving a hit and the company 

mascot, Sonic the Hedgehog, was 
ready for his third big appearance on 
the console.

February 24, 1994 saw Sega’s blue 
hedgehog appear in what many say 
was one of his, if not his last, great 
adventures. Come take a supersonic 
speed dash down memory lane as 
Past the Pixels looks at Sonic the 
Hedgehog 3.

The original Sonic broke new 
ground in the platform genre,  game 
programmer Yuji Naka, dubbed 
the “father of Sonic” had created  a 
game that conveyed a thrilling sense 
of speed never before seen in a 
platforming title. Add in a wonderful 
soundtrack, fun level design and a 
starring character that was nothing 
less than iconic and an all-time clas-
sic was born.

Sonic 2 built further upon the 
foundations of the original, and intro-
duced sidekick Miles “Tails” Prower. 
The addition of the ‘spin-dash’, re-
worked special stages and another 

fantastic soundtrack blended into 
what is considered by many (though 
not all) to be the best Sonic game of 
all time. The Sonic franchise had now 
well and truly been established as 

Sega’s sequel went on to sell 6 mil-
lion copies worldwide.

After leaving for a period, Yuji 
Naka was welcomed back to Sega 
and took his place as head of de-
velopment for the third instalment of 
the series. Naka, working at Sonic 
Team’s US headquarters, insisted on 
working with an all-Japanese team, 
while an American team worked on 
offshoot game Sonic Spinball.

Character designer Takashi Yuda, 
coming off of designing characters 
for Sega’s gorgeous looking World of 
Illusion starring Mickey and Donald 
Duck, was tasked with designing 
a new nemesis to hinder Sonic. 
Yuda came up with the pink echidna 
Knuckles.

Although playable in Sonic 3′s two 
player battle mode, Knuckles didn’t 
have a starring playable role until 
Sonic & Knuckles was released. Al-
lowing crossover with Sonic 3 due to 
its ‘mushroom’ cartridge, it appeared 
that Sega’s development cycle 
planned for both games. Yuji Naka 
revealed that this wasn’t actually the 
case.

Speaking to Gamespy in Septem-
ber 2005 Naka said: “Sonic 3 is liter-
ally half a game. Sega management 
back then wanted the game out at a 
certain time and we only had half the 

stages done, so we had to put the 
leftovers into Sonic and Knuckles. So 
when you bought S&K and at tached 
it to Sonic 3, you got the whole of 
what Sonic 3 was planned to have 
been.”

Elements from Sonic & Knuckles, 
such as the game’s music tracks, are 
still contained on the Sonic 3 car-
tridge and can be seen in the sound 
test mode.

Although only “half a game”, Sonic 
3 was still a leap from its predeces-
sors in terms of level design, levels 
were now around three times larger 
than before and contained multiple 
paths, traps and methods of trans-
port.

To help players navigate these 
stages there were now a range of 
new shield power-ups. Each one of 
these shields possessed different 
powers. The flame shield protected 
against fire (funnily enough), the wa-
ter shield allowed underwater breath-
ing, and the lightning shield was 
magnetised to attract rings to Sonic.

These shields also had powers that 

“Sonic 3 is literally half a game. Sega management 
back then wanted the game out at a certain time and 
we only had half the stages done, so we had to put 
the leftovers into Sonic and Knuckles.”  - Yuki Naka
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again takes ages

could be activated by pressing the 
jump button after a jump. The flame 
shield propelled Sonic across the 
screen in a fireball, the water shield 
bounced back to the ground like a 
basketball, and the lightning shield 
would fire sparks that effectively gave 
the player a double jump.

Throughout the 16-bit Sonic titles 
there has always been exceptional 
use of sound. In looking to top the 
music of Sonic 2, Sega apparently 
approached Michael Jackson to write 

the score for their sequel.
Multiple stories swirl around the 

internet pool of conjecture as to why 
Jackson is not credited for any of 
the music in the game. Some claim 
Sega were panicked by accusations 
of Jackson’s conduct with children 
while others claim it was due to his 
frustration at the audio limitations of 
the Megadrive/Genesis console.

Brad Buxer, who is credited for the 
Sonic 3 score and played keyboard 
on Jackson’s “History” world tour, 
was interviewed in November 2009 
by French Michael Jackson maga-
zine “Black & White”. When asked 
about the game’s music Buxer said: 

“I’ve never played the game so I 
do not know what tracks on which 
Michael and I have worked the 
developers have kept, but we did 
compose music for the game. Mi-
chael called me at the time for help 
on this project, and that’s what I did. 
And if he is not credited for compos-
ing the music, it’s because he was 
not happy with the sound coming out 
of the console.

 At the time, game consoles did 

not allow an optimal sound repro-
duction, and Michael found it frustrat-
ing. He did not want to be associated 
with a product that devalued his 
music.”

Buxer also confessed to the ending 
credits of the game being used “as 
a base” for the single “Stranger in 
Moscow”.

Since its initial Mega Drive 
launch, Sonic 3 has been cited by 
many as the last truly great Sonic 
the Hedgehog game before the 
series became diluted by extra 
characters, gimmicks and that one 
affliction that hurts almost every 
successful gaming series: the temp-
tation by publishers to cash-in.

Now featured on compilations 
such as the Mega Drive Collection 
on Playstation 3 and Xbox 360, 
and available for download from 
the Xbox Live Marketplace, there’s 
really no excuse not to spend 
some time with Sonic 3. So some-
time soon, fire it up and go back 
in time to 17 years ago when the 
speedy blue hedgehog was on top 
of the world.
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Games tester, getting paid to 
do what most of us spend 
so much of our lives doing 

sounds like an awesome job. This is 
the part where normally you read “well 
it’s not”, except for Richard Wood at 
Dynamo Games, it’s his dream job 
and he’s having a blast. 

“My education is a bit unusual. I 
studied Business Studies and Market-
ing, graduating with an Upper Second 
Class Honors degree.  

Before applying to go to University I 
had no real idea what I wanted to do, 
I always had an interest in games and 
film but in truth I couldn’t have told 
you then what I would be doing in the 
future,” Richard said.

While his education was not an ideal 
grounding for a job in the industry, 
Richard still feels it was useful: “the 
basics it taught me, report writing, 
public speaking, creating short, mid 
and long term goals are all embedded 
in what I do day to day, this has defi-
nitely given me an edge over others 
when applying for jobs, but what they 
didn’t teach me was how to use man-
agement tools.  It sounds so odd, but I 
was never taught how to use Excel or 
Microsoft Project, two programs that I 
*must* use every day.”

After university Richard landed 
his first role in the industry in 2009, 
at Crackdown developers Realtime 

Worlds. “I started off as a QA Tester; 
this was at a time when the company 
was really increasing its QA depart-
ment. When I started we had a team 
of roughly 15 testers working 9-5, on 
the day the RTW doors closed we 
had a team of 50 testers working two 
shifts, covering 7am – 10pm.

“Starting off at Realtime was amaz-
ing; I think the thing that caught me 
most off-guard was the people, my fel-
low testers. Everyone was so welcom-
ing and generally enthusiastic about 
what they were doing, you read all 

these stories about testing being dull 
and repetitive, and that is part of it, but 
if you walked into the Realtime Worlds 
QA room all you’d hear was laughter 
and noise.”

While enjoying the QA tester job, 
Richard admits to always having had 
his eye on a bigger role within RTW: 
“I knew I had to stand out from the 
crowd if I was ever to get promoted. 
I decided to tackle this in two ways; 

firstly I decided to gather the opinions 
of the QA team on various points, best 
weapons, favorite vehicles and a host 
of others. I then stored all this infor-
mation, generating graphs to show 
this data, for example what weapons 
we (we representing the average end 
user) used most often, from here this 
information could be presented to 
the design team to perhaps pinpoint 
balancing issues, if one weapon was 
used by 90% of the QA room we knew 
there was a problem. This was pos-
sibly one of the greatest things I did to 
learn more about the product and the 
overall development process, I had 
to gather a lot of data from my fellow 
testers and then process it for the QA 
Leads and anyone else who needed 
to see it, it was a lot of work but well 
worth it.

“If I had to pass on any real advice 
to those looking to shine within a large 
team it would be to simply go the ex-
tra mile. Realtime Worlds was blessed 
with some outstanding testers, some 
of whom were snapped up by great 
companies such as CCP Games and 
Jagex the minute RTW went under.”

His role as QA tester did throw up 
some monotonous tasks, some even 
having some hilarity amongst the 
boredom.  He recalls one particular 
moment that will live with him forever: 
“I’m actually going to cheat and give 

“Meet the…” is a new series  of articles looking at different 
roles within the games development industry, straight from the 
mouths of those working in it. First is Dynamo Games’ Senior 
Tester and Production Assistant, Richard Wood.

“You read all these stories 
about testing being dull and 
repetitive, and that is part of 
it, but if you walked into the 
RTW QA room all you’d hear 
was laughter and noise”
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some of the funnier monotonous 
tasks, after all no one wants to hear 
about how I matched all the shoes to 
all the jeans in APB!

I remember for whatever reason we 
realized that if you attempted to get 
into a car (as a passenger) and the 
driver takes off you’d get stuck in this 
‘auto-run’ mode, basically you’d just 
keep chasing this car and couldn’t 
stop yourself. The only problem was 
you had to time it down to the exact 
second, myself and another tester 
must have spent an hour trying to get 
the exact timing down, I’d drive off too 
early and we’d have to re-start, he’d 
press the action key too quickly and 
end up in the car before I’d even start-
ed, it doesn’t sound that monotonous 
but it was so bloody simple, there was 
no way it should have taken us that 
long. To make matters worse when we 
eventually did get it to happen I forgot 
to record it in FRAPS and so the cycle 
started again!”

After having secured his role at 
RTW and being trusted to go with 
the media team to events such as 
PAX East, Richard had the rug pulled 
from under him with the unexpected 
closure of the studio after the failure 

of MMO shooter, APB. Having lost his 
first job in the industry just continued 
the learning process: 

“I think the two main things I’ve 
learnt in terms of games development 
and also how I’ll work in the future 
sound really obvious, but passion for 
what you’re making and also commu-
nicating with those around you is so 
important.

“In terms of communication I just 
think it underpins everything, we had 
moments at RTW when there was a 
complete breakdown in communica-
tion, and I mean people would just not 
speak to one another.  I remember 
one incident where we required some 
really important work done to our 
servers by the team in our American 
offices, I can’t remember exactly what 
happened but everyone in the UK was 
ready and waiting to start the work, 
everything ground to a halt, the only 
problem was the guy in the States 
who we needed had gone out for 
pancakes! 

 It was crazy, I laugh about it to 
this day but I’ve never seen our Live 
Production team angrier! That’s 
something I hope I can avoid from 
here on out, clear lines of communi-

cation are just so important.”
Now working for Dynamo Games on 

titles like Championship Manager Leg-
ends, Richard has noticed a consider-
able difference in working for a small 
development studio.

“I think the biggest change I’ve 
noticed in regards to my daily duties is 
the impact I can have on the product 
and company. At Realtime my opinion 
was one of many and my workload 
could be picked up by someone else if 
I slipped behind, but at Dynamo that’s 
not the case. We’re such a small team 
that everyone really needs to give 
100% or the end product just won’t 
be as good as it could have been,” he 
said.

As for the future? Richard says he 
can’t be drawn on that just yet: “This 
is one of those really tough questions 
that I do ask myself a lot. In truth from 
my experience I think it’s perhaps a 
mistake to pigeonhole yourself long 
term. The industry is changing quite 
rapidly at the moment and having set 
in stone long term goals may turn out 
to be a mistake, the job you do today 
may be ten times more complicated, 
or simply gone, in a few years.”

Richard (top right, green shirt) with the RTW crew at PAX
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E3 $wag: A Money maker

As gamers we love to collect items in our games. From hidden packages in 
Grand Theft Auto, to every star in Super Mario, we have an impulse to gather. 
It makes sense then that at one of the biggest videogame events of the year, 
E3, there’s plenty of opportunity for item collection from the various booths. 
Except some people collect in the search for future profit on Ebay, as seen 
with the following ridiculously priced items…

Be the envy of all your gamer friends 
with a Batman tee! The seller states 
“these shirts were given to select VIP 
attendee’s. They are extremely limited 
and won’t be found anywhere else!” 
It is also a 50% cotton 50% polyester 
blend. HolyloungewearBatman! I’ll 
take two! Converted, the price works 
out at £62.02, or roughly £20 more 
than what the actual game will cost 
when it is released later this year.

Item: Batman Arkham 
City shirt Buy It Now 
price: $99.99

What you could buy instead:
Have a Batman viewing weekend 
with all these from Best Buy: The 
Dark Knight Special Edition, The 
Brave and the Bold Season Two, Su-
perman/Batman Apocalypse Blu Ray 
and Under the Red Hood Exclusive 
Edition = $99 combined.

Item: CoD: Elite tee 
and baseball cap, Buy 
It Now price $69.99

Get fleeced for merchandise of 
a service that will fleece gamers, 
how apropos. Wow the E in ‘Elite’ 
is backwards too, that’s both edgy 
and purchase-worthy. The buyer 
“had to wait in almost 2 to 2hr 
lines just to get this set!!” (what 
is it with these multiple exclama-
tion points and terrible grammar?) 
which means that this set is cost-
ing roughly $17.49 an hour. That’s 
the starting salary of a Bay City 
Police Officer.

What you could buy instead:
A military surplus G.I intermedi-
ate cold weather sleeping bag, 
because camping out for the 
midnight launch of Modern War-
fare 3 in November will be chilly = 
$69.95.
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Item: Zelda: Skyward 
Sword Lanyard and pins, 
Buy It Now price $199.95

What better way to show off your over-
priced Pokemon AR card than on your 
very own Zelda themed lanyard! Not only 
a lanyard but 6 pin badges to go with it. 
“These were being snatched like crazy!!!” 
the over-enthusiastic seller exclaims. 
Given that the Mario Kart badge alone is 
selling for around $40, you could say this 
is a bargain. Or not.

What you could buy instead:
An actual Nintendo Wii console bundle 
and the Skyward Sword game = $199 
combined.

Item: Dragons’s Nest Hound Plush 
Buy It Now price $249.99
I had to Google Dragon’s Nest to find out what it 
even was (it’s an Asian MMO which is coming to 
the US if you really wanna know). Such is the rarity 
of this strange looking toothy tadpole creature that 
it was only available at E3 through a raffle at the 
Nexon booth, no 2×2 hour queues here. In truth, it 
looks horrendous and will scare children, give me a 
Dragon Quest Slime plushie over this any day.

What you could buy instead: 

4,200 Dragon’s Nest gold to buy stuff you will never 
tangibly own = $250 approx.

Item: Saints Row the Third 35′ 
Banner, bidding starts $1,999.99

Ok this is the ‘coupe de grace’. Lanyards, badges 
and tee shirts are all nice mementos of E3, but only 
the ballsiest idiots fans lay out upwards of $2k for 
a Third Street Saints decoration on the side of their 
house. The thing is so big that “pictured are two 
of the three sections. Can be cut to three different 
sections if needed!!!!” (again with the exclamation 
points). Oh well that’s good, I could probably wallpa-
per my living room with this. Sadly the buyer doesn’t 
accept refunds, so if the Saints’ purple doesn’t match 
your decor when it arrives, you’re fucked.

What you could buy instead: 
Hire Skywriting Aerial Advertising to write “Fuck Duke 
Nukem” above Randy Pitchford’s house = $1000-$3,000. 
Or get two Scarface “The World is Yours” statues for either 
side of the entrance to your gang hideout = $699 each.
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Sonic the Hedgehog and my 
dad will always be linked. A 
strange statement on its own, 

but allow me to explain. If it wasn’t 
for my dad, I may not have had the 
same passion for videogames that I 
do today. I may not have this site, or 
my desire to be a journalist, writing 
about games and technology. So 
when I read about the 20th birthday 
of Sega’s mascot, the memories 
came rushing back to how Sonic and 
my dad got me started with gaming.

In 1991 I was six years old, every 
Saturday I’d take a walk into town 
with my dad and he’d run his errands 
and I’d get a book, a toy or a comic. 
The electrical store in our town was 
part of a larger company that my dad 
worked for (and still does today), he 
took me in one Saturday to see this 
new games machine they had set up 
for customers to try out.

By six I was no stranger to gam-
ing, there was a ZX Spectrum in the 
house already. My mum can even 
recall times before I was born when 
she had to read out the code from 
magazines (no demo discs in those 
days!) to my dad typing away on the 
rubber keys. Occasionally she’d ac-
cidentally miss a bit of code, result-
ing in my dad being just a little bit 
annoyed when the game/demo didn’t 
boot up and he’d have to start over!

So I had already been given the 
odd supervised dabble with the 
Spectrum, but when I saw the demo 
reel of Sonic running on the Mega 

Drive I was just blown away. I had no 
clue about graphics, processors or 
that the Master System even existed, 
what I did know was that what I was 
watching right there was the coolest 
thing my six year old eyes had ever 
seen. Then the controller was put in 
my hand and I realized I could actu-
ally play this thing right there in the 
shop.

For a few weeks the Saturday trips 
my dad and I would make always 
ended up in the electrical store for a 
shot of Sonic. I don’t think I ever got 
very far, I was far too busy making 
this little blue guy run as fast as he 
could. After about three or four weeks 
of this my dad turned to me after tell-
ing me to finish up and said: “Would 
be nice if we could just take one of 
these home. What do you think? 
Want to just get one?”

I was stunned, and I couldn’t get 
the word yes out my mouth quick 
enough. He totally surprised me, 
it wasn’t anywhere near my birth-
day and Christmas was a while off 
still.  In the early 90s videogame 
systems weren’t all that common 
in UK households, so this was a 
huge deal. Looking back now I 
can see he’d obviously planned it, 
discussed the details with my mum 
and then went for it, but when I was 
six he was my hero. Today he still 
is my hero, but for much different 
reasons.

The biggest influence on my love 
of gaming has been him. He bought 
the games I played, listened to my 
pleas to buy this game of that game, 
and when it came to purchasing 
new hardware he was the man with 
the cash. After the Playstation was 
released he pulled a similar stunt 

to the Mega Drive day in ’91, when 
I came home from school to see a 
new PS1 sitting there with Battle 
Arena Toshinden (I LOVED that 
game!).

As I grew up we played together, 
often sharing duties between who 
played the game and who read 
out the instructions from the guide 
book. Resident Evil, Final Fantasy 
7 and Tomb Raider were all clas-
sics we shared together. Had my 
dad not been so keen on gaming, I 
never would have had the opportu-
nity to experience so many of these 
games as they came out. It wasn’t 
just  the interest in games we 
shared, he’d come to my football 
(soccer) games every week, come 
hail, rain or shine. With games 
though we’d cooperate, compete 
and joke around, he was as much 
the kid as I was.

Our house really was, and to an 
extent still is dominated by games 
machines, as I type my dad is play-
ing Assasin’s Creed on the Playsta-
tion 3 in the living room. We don’t 
play too much together these days, 
however with me being older I can 
share the financial burden of being 
a gamer, I guess in a way I’m pay-
ing him back.

To say “my dad is my hero” can 
sound clichéd, but only now can I un-
derstand why people say this. From 
rock stars to politicians, so many of 
them cite a parent as their biggest 
influence as to why the do what they 
do. As I look forward to attaining my 
degree and looking to where my 
writing career takes me, I know for 
certain it all started in ’91 with Sonic, 
my Dad, and me.

sonic, 
my Dad, 
and me
The story of the two 
biggest influences on 
why I love games. And 
how they came together 
in the first place.
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