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Mail Boxes Etc

APPLE ARCADE

The industry is about to go through a big 

time of change over the next couple of 

years with a new generation of consoles, 

the arrival of the ‘streaming future’ (if it 

ever makes it out here to Australia), and 

new subscription services like Apple 

Arcade as unveiled last month.

Apple’s new ‘Netflix for games’ is 

launching later this year and will have 

a library of over 100 games for players 

to choose from at their leisure. The 

relevant news here is that there’s a small 

contingent of Aussie devs who are carving 

their own little corner of the service.

Confirmed to be a part of Apple Arcade 

so far are titles from Hipster Whale, 

Shadowplay, Mountains, Yak & Co, and 

Beethoven & Dinosaur. That means 

Florence, Agent A, and The Artful Escape 

will be all be present which demonstrates 

some of the best talent in the country.

Florence was a widespread hit last year 

with numerous GOTY nominations, Agent 

A has been killing it with their regular 

updates (come on chapter 5!), and The 

Artful Escape has looked intriguing since it 

debuted at E3 2017.

It will be interesting to see how Apple 

Arcade unfolds compared to the similar 

premise of Xbox Game Pass, but a wider 

access to more games is always welcome.

INDUSTRY NEWS

REQUIRED READING

From time to time we come across 

certain articles and opinion pieces 

from both developers and the local 

games media in general that more 

people should read. 

DATA WING developer Dan Vogt 

has taken to Medium to publish 

a piece breaking down the game 

to point out some of the design 

elements that make the game 

welcoming to new players and 

some of the lessons learned 

through development.

You’re sure to find some nuggets 

of wisdom in there!

medium.com/@daniel.j.vogt

CONVENTION TICKETS ON SALE

Tickets for PAX Australia have gone on 

sale and 3 day badges are still available 

at early bird prices. $170 will get you entry 

from 10am Friday Oct 11 to 6pm Sunday 

Oct 13. Get more info at aus.paxsite.com.

The FreePlay indie games festival, being 

held at RMIT’s Swanston Academic 

Building in Melbourne, will take place from 

May 7th - 12th and tickets are on sale now. 

For more info, go to freeplay.net.au.

WE’VE LAUNCHED A PATREON!
Byte Magazine, as a part of Byte Media Group, has set itself the lofty goal of uniting the 
Australian games industry. That means local games, devs, venues, and most of all you.

Jump on the Patreon at the link below and have a look at the options. Every dollar makes 
a difference to the coverage we can provide, and even spreading the word helps.

patreon.com/bytemagazine



Groundhog Day meets the apocalypse in this PC title 
by Aussie developer Matt Sanderson.

Every day is the first day of school and every night is 
the end of the world. 

If you’re interested in trying the game, there’s a free 
demo available at molochmedia.com.

Mars Underground is available now on Steam for $10 
with mobile versions coming soon.

After releasing last month, being featured at #2 in 
the Google Play store, and already receiving multiple 

updates, the Wacky Warriors mobile game is well 
worth checking out. 

Created by a couple of local Brisbane developers, the 
game uses a rock, paper, scissors battle system and 

has a cast of characters to play with.

Out now for FREE on the Google Play and App stores.

The stoner noir game following a koala detective first 
released last year on Steam, and now it’s coming to 

iOS devices. Investigate a kidnapping and experience 
a world of colourful characters.

Juicy Beetle Games’ Just Survive: Arena has been 
mentioned multiple times in Byte Magazine, and it’s 
been great to see the progress the game is making.

Recent development updates have shown off a range 
of new character designs, UI, and interactive in-game 
elements. If you’re a developer, or you enjoy peeking 
behind the curtain to see the development process, 

you should definitely keep an eye on the Juicy Beetle 
Games weekly devlog and on social media.

MARS UNDERGROUND

WACKY WARRIORS

STONE COMES TO iOS

JUST SURVIVE: ARENA
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Coming out of South Australia, Last Minute 
Entertainment is the dev team working on the soon to 

be released Tiki Trials.

Work your way through 100 time-trial puzzles, and try 
the speed run mode once you’ve perfected them.

Tiki Trials will be available on Steam April 30th.

Currently in development but definitely one to keep 
an eye on, Elden: Path of the Forgotten aims to tell a 
story through non-traditional means. No cutscenes, 

no info dumps. The team at One Rat Games are 
instead relying on pure gameplay, encounters, and the 

environment itself to tell the narrative.

Remember the Skyrim mod that won an Australian 
Writer’s Guild award? It has spawned a standalone 
game which is being released later this year, and a 

recent new trailer showing off the game. 

This is the first footage of The Forgotten City we’ve 
seen since E3 last year, and you can find it at the 

developer’s YouTube channel, The Modern Storyteller.

Created by Melbourne’s Lumi Interactive, Critter Clash 
is a PvP slingshot shooting game for mobile. Imagine 

Angry Birds but with someone shooting back.

Complete with a variety of critters with different 
attributes, as well as gameplay elements such as 
quests, in-game events and more, Critter Clash 

has been beta tested by over 120,000 players and 
received almost a million pre-registrations. 

TIKI TRIALS

ELDEN: PATH OF THE FORGOTTEN

THE FORGOTTEN CITY

CRITTER CLASH
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Q: Having a scalable team size to 
accommodate any project is a big 
task. What’s the biggest project you 
would take on / how many members 
are there in the Supertonic team?

A: We could handle just about 
anything Triple-I or Double-A studios 
have to throw at us - any bigger 
than that, and I expect they would 
have their own in-house audio team 
anyway.

Our team is actually a network of 
contractors, with me being the only 
core member involved in every 
project. I bring in as many people as I 
need on a per-project basis, so each 
game gets a single team that stays 
consistent throughout the life of the 
project.

Q: Supertonic is based in Australia 
at Screen Queensland’s sqhub co-
working space, but would I be correct 
in assuming that parts of the team 
work remotely? What do you see as 
the pros and cons with this approach?

A: That’s right, actually everyone 
works remotely. Those of us based 
in Brisbane come in for face-to-face 
meetings and such, while others 
Skype in.

Managing a remote team isn’t ideal, 
but it gives me access to a really 
broad talent pool of skilled audio folk. 
I want to support the local Australian 
industry as much as possible, so I’m 
trying to mostly draw on local talent, 
but I do have some international 
workers who I can turn to if needs be.

Q: You’ve worked with some of the 
bigger Aussie developers as a solo 
game audio designer. Do you hope 
to expand your clientele overseas 
with Supertonic, or service the local 
industry with a wider scope?

A: There is a lot of excellent work 

going on in Aus at the moment, and 
I’m really excited for Supertonic to 
be a part of it. We will be looking to 
international markets in the future to 
supplement domestic work, but it’s 
not our main focus.

Q: How important is game audio 
design to the overall game experience?

A: You’ve no doubt heard dozens 
of rants on this subject, so I’d like 
to focus just on accessibility. As an 
audio designer, I am overjoyed when 
I can add something to a game that 
makes it more tenable for people 
who have difficulty either perceiving 
or processing visual information to 
play and enjoy it. 

This is where the marriage of 
good sound design and good 
implementation really shines; when 
you can create an audio feature 
that performs so well in-engine that 
you can derive reliable navigation 
and game-state information from 
it without looking at the HUD - or 
anything else, for that matter. In my 
opinion, that’s pretty important.

Q: What’s your biggest pet peeve in 
modern game audio design, and how 
would you change it?

A: Actually I’ve been consistently 
impressed with the attention that 
recent games have been giving to 
the issues that were my bug bears 
in the past. My biggest concern with 
modern game audio design is the 
lack of effort (or more likely, budget) 
put towards properly preserving 
interactive audio systems when 
remastering old games.

I loved the new soundtrack to the 
remastered Monkey Island 2, for 
example, but they didn’t quite pull 
off the amazing stuff that the original 
iMuse soundtrack did. Another 
example is the Final Fantasy IX 

remaster. There’s an excellent and 
extensive World Map theme, which 
used to pause during combat and 
resume afterwards - but in the 
remaster, they play it from the start 
every time, so you only get to hear 
the first 30 seconds over and over.

Q: Who would you most like to work 
with in the industry and why? It could 
be a composer you’ve always looked 
up to or even a particular studio that 
you would like to be a part of.

A: I would want to work with and 
learn from Peter McConnell, hands 
down. I love his composing style 
and his versatility, not to mention 
his interactive music work. Grim 
Fandango was one of the first times 
that I felt a soundtrack perfectly 
blended genres and brought a game 
world to life - ironic, considering it 
was set in the land of the dead.

Q: Lastly, an easy one… Where do 
you see the Australian games industry 
going over the next decade and can it 
bring in the big studios like before the 
GFC? Should that even be a goal?

A: As much as I would love to see 
all of my game dev friends in steady 
employment, I’m looking forward 
to Australia getting a reputation as 
a place of innovative, high-quality 
games - not a place for enormous 
Triple-A studios to get cheap labour. 
Far be it from me to make predictions 
of what’s to come in the next 10 
years, but I’m hoping to see more 
Double-A studios here in Aus, and for 
our existing Double-A’s to continue to 
see success and grow.

Veteran game audio designer Zander Hulme has started a new venture that aims to service the audio needs of the 
Australian games industry. It’s called Supertonic and I had the chance to ask Zander more about it.

AN AUDIO UPGRADE WITH SUPERTONIC
By Scott Beeby





LAN-slide, Melbourne’s biggest LAN party, is returning this April 13th & 14th. All the favourites will be on the schedule, 
including CS:GO, Fortnite, Rainbow Six: Siege, PUBG, Hearthstone, and Rocket League. 

Some new games are going to feature this event including Call of Duty: Black Ops 4 and Tetris 99. Make sure you 
register on the website to secure your spot. 

Tickets available at events.landslide.com.au for $30

VIC - LAN PARTY #1

If you’re in Perth and looking for something to do on April 13 & 14, RFLAN is back for the 63rd time. 

With over $15,000 in prizes on offer, competition is sure to be tight across CS:GO, Overwatch, League of Legends, 
Rocket League, and many more titles. Redflag Lanfest (RFLAN) does a great job to look after all players, and groups 
can book together.

Tickets available at events.rflan.org for $50

Headlined by appearances from Napoleon Dynamite, Xmen’s Colossus, Nolan North, and Troy Baker, as well as cast 
members from Vampire Diaries, Mad Max, and more.

April 5-7. Tickets available through Moshtix, starting at $37.50 for a day pass.

XP Esports is holding their second Apex Legends championship after a successful event last month. Once again held at 
UQU Esports Arena, the championship will run from 10am - 5pm.

$60 entry per team / $700 prize pool / open to all ages

XP Esports’ Fortnite duos championship is back at UQU Esports Arena, streamed live on Twitch. There’ll be sponsor 
giveaways during the day leading up to the knockout finals.

$50 entry per team / $500 prize pool / open to all ages

Shellharbour plays host to the most varied and wide ranging fighting game major in Australia. Featuring Smash, Street 
Fighter V, Tekken 7, Blazblue and more, with an $8k pot, catering, and two stages hosting the weekend’s tournaments. 

April 6-7. Tickets available through smash.gg. $50 for a weekend pass.

Headlined by appearances from Napoleon Dynamite, Xmen’s Colossus, Nolan North, and Troy Baker, as well as cast 
members from Vampire Diaries, Mad Max, and more.

April 12-14. Tickets available through Moshtix, starting at $37.50 for a day pass.

WA - LAN PARTY #2

VIC - SUPANOVA MELBOURNE

QLD - APEX LEGENDS CHAMPIONSHIP II

QLD - SE QUEENSLAND FORTNITE DUOS

NSW - EXPAND GONG 4

APRIL 5-7

APRIL 14

APRIL 7

APRIL 6-7

QLD - SUPANOVA GOLD COAST APRIL 12-14

APRIL 13-14

APRIL 13-14
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Pinball For Dummies is an introductory course into servicing and maintaining a pinball machine. It explains the key 
pinball components and their operation.

At the end there is an open forum for any questions you might have. This is an introductory course not suited for 
experienced pinball technicians and it does not deal with complex repair issues.

$25 entry, April 21st, 9:30am / Pinball Haus, Brisbane

Brisbane’s premier tabletop gaming convention is back for 2019, in a new larger venue to accommodate everything the 
event organisers are putting on. 

You can expect to see everything that made last year’s event so successful, including tournaments for over a dozen 
games, retail stalls, demonstrations and more. More info can be found at briscon.com.au.

FREE / April 27th - 28th / Mt Gravatt Showgrounds

Play & Tell is a monthly event that No Moss Studios is running in the hopes of connecting the local games community, 
meet cool people, and help indie devs get feedback and suggestions for their games.

The event will be hosted at the No Moss office in Surrey Hills, 5 minutes from Central station, on April 17th from 7pm. 
Light snacks will be provided. Play & Tell is free, so drop by if you want to try out some cool games!

QLD - PINBALL FOR DUMMIES APRIL 21

QLD - BRISCON RETURNS APRIL 27-28

NSW - SYDNEY GAME DEVS PLAYTEST APRIL 17

Netherworld is putting together a team of the best arcade players to take on arcades in the USA over the span of one 
weekend. If you’re a beast at Marble Madness, Punch-Out, or any of the other ten games the teams will be competing 
in, or even if you’re not, reach out to the team captain at arcademyk@gmail.com.

April 28-29. Battle of the Arcades USA is taking place at Netherworld in Brisbane with training sessions beforehand.

QLD - BATTLE OF THE ARCADES USA APRIL 28-29
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By and large, the great achievements 
of early arcade gamers from the 80’s 
remained only known to the faithful 
few until the 2007 release of the 
feature length documentary film 
The King of Kong. The film seemed 
peculiar: a niche subculture of 
competitors striving for high scores 
on some of the earliest video games. 

The King of Kong clearly made a 
deep impression on video game 
arcade enthusiasts. Having watched 
The King of Kong, many of whom 
found their way to the Twin Galaxies 
leaderboards with the hope of 
besting world records on titles where 
they were better than average in 
their youth. Soon, the treasured video 
game world records of ‘antiquity’ 
were being taken. 

Many classic titles – Asteroids, 
Dig Dug, Galaxian, Track & Field, 
etcetera – were being given a much 
closer inspection. It didn’t take long 
before many of the long-standing 
world records were being broken. 
There were a few outliers, and one of 
those few is exceptionally rare and 
exceptionally different: Ice Cold Beer.

The International Arcade Museum 
and Killer List of Videogames (a 
video game forum that tracks the 
rarity of arcade tiles - both cabinets 

and printed circuit boards) offers an 
insight to the rarity – and presumably 
popularity of sales – of Ice Cold Beer. 

The forum ranks arcade titles on a 
scale of zero to one hundred.  Zero 
being the least common, and one 
hundred being the most common. 
Ice Cold Beer has a rank of four. 
There are currently only 93 Ice Cold 
Beer titles accounted for. Of the 93, 
91 of them are original dedicated 
cabinets, and 2 of them are printed 
circuit boards. It’s fair to say it’s a 
rare title. Possibly due to its unusual 
appearance and design mechanics. 

The dominate motif of Ice Cold 
Beer’s bezel art are decorative floral 
lines that share more in common 
with the distractive circa 1900 
‘whiplash’ curves of art nouveau – 
nothing could be more at ends with 
sharp vector lines or blocky 8-bit 
graphics. And the design mechanics 
are so unlike typical video games, 
Twin galaxies chose to not recognize 
it as an ‘arcade’ game. Instead, it is 
categorized as a ‘novelty’ – which is 
understandable. Ice Cold Beer looks 
more like the missing link between 
pinball and an arcade video game.

Taito released Ice Cold Beer in 1983, 
and it bares little to no indication of 
its ancestry to Taito’s revolutionary 
1978 title Space Invaders. Nor is 
it anything like the very popular 
Elevator Action (also published by 
Taito and released in 1983). Nor 
is it anything like other popular 
releases of 1983, such as Dragon’s 
Lair (Cinematronics), or Gyruss 
(Konami). Ice Cold Beer doesn’t ask 
the player to assume the role of a 
sharp shooting spy (Elevator Action); 
or save a buxom blonde bombshell 
drawn by Don Bluth (Dragon’s Lair); 
or pilot a spaceship across the 
galaxy to a techno arrangement of 
Bach’s Toccata and Fugue in D minor 
(Gyruss). There isn’t even a monitor 
screen - no luminous electric hues 
from a cathode-ray screen. 

Instead, there is a painted plank 
of wood drilled with holes, and a 
steely Tom Bowler to play with. Ice 
Cold Beer is truly unlike any other 
arcade machine – pinball or video 
game. With a stainless steel ball and 
two two-way joysticks – it’s equal 
parts pinball and equal parts video 
game – the monotreme of arcade 
machines. I can understand that a 
‘pure’ pinball or video game player 
of the 80s would thoroughly feel the 
urge to ignore Ice Cold Beer, and 
they did, except for one man named 
Greg Grunter . Mr. Grunter was the 
first competitor to submit an Ice Cold 
Beer score to Twin Galaxies; a score 
of 170,660 in 1984. 

It wouldn’t be until 2011 that Mr. 
Grunter’s score would be beaten by 
Zach Kaczor with a score of 350,000 
points. Kaczor’s score would be 
passed by two more players in 2018 
– first by Mathew Ackerman with 
a score of 651,760 points; then by 
Rasmus Roien Madsen with a score 
of 2,087,070 points. The point being, 
in almost four decades, only four 
scores have officially been recorded. 

In contrast to the Ice Cold Beer 
leaderboard, Jeff Harris’ Donkey 
Kong Forum has registered five 
hundred scores ranging from Brett 
Wheeler’s 100 points (2018), to 
John McCurdy’s 1,249,500 points 
(2019). Despite these facts, Pincadia 
of Brisbane, Australia, reopened 
its doors with an Ice Cold Beer 
tournament. Why choose a rare and 
hardly competed on non-pinball-
video-game title for the relaunch of 
their pinball and video game arcade? 

Thematically, Ice Cold Beer is a 
fitting choice for a pub-cum-arcade, 
doubly so considering the event 
was held on Australia Day, but this 
doesn’t change the unfamiliarity of 
the rare title. Despite its rarity and 
lack of competitive play globally, 
over thirty people registered for 
the event. This included skilled 
competitors, such as: 

AUSSIE ARCADES ANNIHILATE AMERICA 
By Phil Day



• Johnny Bonde (Donkey Kong 
‘kill screen’ competitor, and 
Pang Word Record Champion on 
MAME )

• Michael Kibby (Nibbler Word 
Record holder on MAME)

• John McNeil (Bump ‘n’ Jump 
World Record holder)

• Jacob Paint (pinball competitor 
– Australian ranking: 33. World 
Ranking: 508)

• Shane Sawle (Donkey Kong ‘kill 
screen’ competitor)

• Jon Tannahill (Space Invaders, 
Word Record holder).

Statistically, Ice Cold Beer shouldn’t 
draw such competitive interest, and 
arguably it may not, but in Brisbane 
it does. George Riley (Donkey Kong 3 
World Record holder and Youtuber 
on classic arcade video games) 
suspects he may know why that is.

In America, collecting video 
game cabinets seems to be more 
important than witnessing how they 
are competed on by top players. 
Competitive players aren’t given as 
much credibility as what an arcade 
collector has found or amassed.

For example, Armando Gonzalez 
[Galaga marathon world record 
holder] could be at an arcade event, 
but the recognition he’d receive 
would be nothing compared to a 
collector who rolls out an original 
white Japanese Galaga cabinet. 
From what I’ve noticed Brisbane is 
different. Less priority is placed on 
collections, and more priority is on 
competitive gamers. 

US arcades never promote players 
at any level. Competitive players 
are in the background, whereas in 
Brisbane, competitive players are 
sought after by the arcade. These 
arcades are planting seeds and 
nurturing them into great players. 
Because of this, I believe Brisbane is 
shaping up to be the biggest city for 
classic arcade competitive gaming in 
the world.

George Riley may well have a point, 
and if so, it is most likely thanks to 
the competitive spirit forged in the 
early Twin Galaxies Arcade (1981-
1984, Iowa, USA); Funspot’s Annual 
Classic Videogame and Pinball 
Tournament (1999 – 2012, New 
Hampshire, USA); Richie Knucklez’s 
Kong Off (2011-2019, USA); and the 
Score Wars International Galaga 
Tournament (2018, New Mexico). 

The much younger arcades of 
Brisbane are combining various 
aspects of USA style tournaments 
with USA style arcade venues (most 
notably Barcade, NYC and Galloping 
Ghost, Chicago). 

Brisbane’s Netherwold hosted two 
Australian Kong Offs (2017, 2018) 
before it celebrated its second 
birthday. A third Australian Kong Off 
is scheduled for August this year to 
be held at Brisbane’s Ekka, which is 
expected to have 400,000 visitors. 

With the Ice Cold Beer tournament 
complete, Pincadia has already 
started promoting its Gala-Gala 
- a Galaga tournament between 
Australia/New Zealand and 
Canada/USA. Unlike Ice Cold Beer, 
Galaga boasts one of the most 
competitive leaderboards, possibly 
only second to Donkey Kong. 

For this reason, players from Canada, 
New Zealand, USA, and from around 
Australia have already registered to 
compete in the Gala-Gala live event 
at Pincadia in May. Drawing such 
attention already, it’ll be interesting 
see how this annual event develops 
into its second year.  

PINCADIA’S ICE COLD BEER EVENT



The battle of the hemispheres has only just begun!
MAY 25-26th, 2019

Register at
www.pincadia.com/galagala



DO YOU ENJOY THE CONTENT OF BYTE MAGAZINE AND WANT MORE?
With your support on Patreon, this magazine can be printed and distributed NATIONWIDE!

Next time you’re on the Gold Coast, swing by Checkpoint Esports Arcade 
& Bar (just around the corner from Cavill Ave) and see for yourself their 
huge selection of Gaming PC’s & consoles, retro arcade, fully licensed bar 
and more. Open late and welcome to all ages until 8pm. 
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