THE BOUNCER

Q&A - Takashi Tokita, Director – Square Co Ltd

1. What kind of game is The Bouncer?

Much more than a typical beat-em-up, The Bouncer is a blend of Dream Factory’s fighting-genre experience and Square’s story telling abilities.    Best described as an interactive action-thriller that immerses the player in a deep and involving plot that twists and turns while giving the player control to determine the outcome.

2. Describe the three bouncers who star in the game: how do their personalities differ? What are their best and worst characteristics?
We’ve followed the typical, age-old rule of the three-person group: an orthodox member, a cool one, and a comical one.  Obviously, each of their moves/techniques will be unique.   Additionally, to give a more manly and mature impression, the game starts with the characters not butting into each other’s business. Their best and worst characteristics will be determined by the player.  My personal favorite is Kou.

3. What will the emphasis be - action adventuring with lots of exploring plus head-kicking, or head-kicking all the way?
The adventuring elements are not going be that numerous.   Mostly, the adventure will slightly change depending on what character you choose.   My primary concern was to make a fast-paced story with feel-good action elements.
4. Can you explain the term “Seamless Action Battle System”?

The term “Seamless Action Battle System” derived during the research phase of development. Currently, the game can be broken down into three main parts: movies, real-time events, and action. There is loading between action and story events, but we managed to reduce the loading time to a minimal level.

5. How many different modes are included?   What about hidden features?

Story Mode
Team Battle
Versus

Survival

(Versus mode contains an additional 3 sub-modes and supports the multitap, allowing up to 4 people to play simultaneously.)

Story Mode – 7 or 8 hours for the first time; with 3 main characters, you can play at least 3 times.  Also included are characters and special moves that can only be acquired through extensive play (at least 20 hours). 

6. What have been the most exciting aspects of developing The Bouncer on the PS2?
It is the opportunity to work on such an anticipated title.  On the PS2, Square has not yet released its flagship title: FFX.  Having the chance to take the initiative before such a title is a worthwhile challenge.

7. What made you want to work on a game like this?
I would have to say the new and improved hardware, the PS2.   I also wanted to create a fast-paced story.

8. Does reality inspire you?
We’ve refrained from using comic expressions in this title.  A lot of emphasis has been placed on reality, with the use of full voice-overs and realistic lighting to set the tone of the screen.  Also, we’ve tried to scale back unlikely (unrealistic) moves from the characters’ repertoires.

9. Is the final game close to what you imagined when you first started creating the game?
It’s actually more than what we expected, and the entire staff is quite excited about it.

10. Are there role-playing style character development elements in the game, or do the characters stay the same throughout the whole game?
As I mentioned earlier, the game has a character development system with a high degree of freedom.  For some players, action games may not be their strong points, but this system was designed to help resolve that.

11. Will the story be linear, seamlessly linking different fights and encounters, or can the player  make choices that affect the direction the story takes?
I would say it’s a cross between both.  There is one basic story, but there are branches that allow you to see it from different angles.

12. Fighting games have changed very little over the last years. Do you think there will be other games that, like The Bouncer, try to give a new direction to the genre now that new technology is available?
In future titles, the borders between genres will probably fade away or become very blurred.

13. As you are breaking new ground with The Bouncer, you probably encountered new problems as well. Which aspects of the game were the most difficult to realize?
The hardest part was definitely working with the PS2 for the first time.  Also, working with the large-capacity media (DVD) was a new thing.  The burden on the programmers has become heavier, so adjusting the schedule was the biggest obstacle.

14. Square's website claims that The Bouncer will be like playing an action movie. How have you managed to balance the pace of full-on action with the exposition required in a cinematic game?
We let the tension of the story build to a certain point (as in an action movie), and, when it reaches that point, you pick a character and go into a battle.

15. What level of interactivity will there be in the characters' environment (objects, buildings etc)?
This time around, we didn’t place any emphasis on interactivity with the environment. We focused on the interactivity of multiple characters in a larger- scale brawl.

16. You state clearly that The Bouncer is not an RPG, but what makes it more than a free-roaming beat-'em-up?
The various outcomes in story mode can affect elements in the “versus” mode.   It contains elements of beat-‘em up, RPG, action and interactive movies - it’s all of the above but also something more I believe.   It’s a different type of game.

17. What kind of freedom will the player have to switch between characters?
You will always be able to pick any of the three characters at the beginning of the fight scenes and in scenarios with branching points.

18. What lessons about beat-em-ups did Square and Dream Factory learn from the ambitious Ehrgeiz?

We certainly did gain further insight into the fighting action-genre, but we also got a better understanding of character animation. The technology we acquired has been realised in the story aspect of the game.

19. With the potential for multiple characters fighting on-screen at the same time, how hard has it to retain a focused, less crowded playing experience?
The player will always see the character he/she is controlling in the centre.  The camera angles and the enemy AI (artificial intelligence) were adjusted with this in mind.

20. Do you see The Bouncer as the birth of an exciting new franchise?
Yes, of course.  However, from a standpoint of game production, there are certain parts of the process that have taken us back to our roots.

21. Is the "No Cactauar" Patch on Volt's jacket just an insider joke or are there some links between the universe featured in The Bouncer and FFVIII?

I would have to say it is an inside joke - the character design for the Bouncer is done by Tetsuya Nomura, the character designer that did FFVII, FFVIII, and Parasite Eve.   He is the link for these worlds.
22. How long did it take you to develop The Bouncer and how many people were involved?
It took about two and a half years.

Basic project staff – about 70 people

Sound staff – about 20 people

Noriko Matsueda / Takahiko Eguchi, Composer
23. Do you work on the music at the same time the game is created, or do you come at the end of the creation, watch the game, and create a music that the game inspires you?
In the case of The Bouncer, we already had the scenario prepared, so the music for each scene (theme music for events and characters) was already being discussed at the earlier stages. Afterwards, everything basically moved forward at about the same pace.  In some scenes though, the images were created earlier, so we sometimes compose the music to match the already-created scene.  In such cases, we still try to keep in mind the initial inspiration we got from the storyboard and CG while preserving the premise of the story, but at the same time, aiming for quality in the music that can hold its own.

24. What kind of atmosphere did you want to create with your music in The Bouncer?
Don’t skip meals, get plenty of sleep, and take a moderate amount of leisure time. (Of course, when crunch time rolls around, following these rules becomes increasingly difficult…).     Experience feelings of deep emotion.  Set aside enough time to think by yourself.   Doing such things will help raise creative images. It is important to know what works for you. Finally, make sure you appreciate and respect those around you… (Is that too corny?)   I cannot write good music if I forget to follow these rules. I’m serious.

