
The early days of 3D weren’t 

pretty. Low polygon counts 

combined with ugly textures and 

framerates well below 30 FPS to 

produce a lot of games that were a brutal 

assault on the eyes, even if their hearts were in 

the right place. There’s a reason that the 2D/3D 

argument lasted as long as it did, after all. Some 

genres, like  ight sims, bene ted so much from 

3D graphics that it was worth slogging through the 

problems to play them.

Star ghter started life as Star Fighter 3000 for 

the Acorn Archimedes, but was ported over to 

the 3DO two years later. It’s got all of the 

problems listed above, but manages to 

rise above them thanks to its clever 

ideas, good controls, and a great 

“destroy everything!” mentality. 

It’s hard to complain about Lego-

block textures (with Duplo-sized 

pixels) when you’re using laser 

 re to carve a valley through 

the heart of a mountain.
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The shooting starts quick, 

too. You get a low-level 

 ghter and a map  lled with 

things to blow up, and it’s 

time to start blasting everything 

you see. The paper-thin scenario 

of the Acorn version has been 

jettisoned in favor of making the 

missions VR training, and the only thing between 

you and the action is a brie ng screen before each 

level. Then it’s just a matter of disengaging from 

the mother ship and planning the avenue of attack 

on the waiting planet below.

One of the really fun things about Star ghter is 

that each level takes place on its own planet. The 

worlds aren’t exactly huge, but they are wide open. 

You can even  y above the planet’s atmosphere 

and engage in some high-altitute dive bombing. 

The draw distance is excellent, with no fog to grey 

out the world and lamely try to mask the draw-in. 

Star ghter handles draw-in with an always-visible 

base planet, buildings popping into view as the 

landscape continually  lls itself in. This is hardly 

noticeable when skimming the surface, of course, 

but even at high altitudes it’s easily ignored. 

You’ll be too busy shooting to get hung up on little 

things like that.

If you’re not familiar with classic  ight sim controls, 

though, it’ll take a bit of practice to get to blasting 

things. While the reversed vertical controls are 

standard for this kind of game, there’s no yaw at 

all. Left and right control roll, and turning involves 

juggling rotation and pitch at the same time. 

It’s a bit tricky at  rst, 
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and unusual for arcade-style gaming, but a lot of fun 
once you’ve mastered the art of not oversteering 

straight into the ground. Thankfully, level one is 
a no-threat mission where you can  y around, 
shoot up some buildings, and power up the 
ship to your heart’s content.

Taking the star ghter from a tin can 
armed with a BB gun to a fast and agile 
death-dealin’ machine is going to require 
some effort. Almost all buildings are 
destructible, and they leave a few crystals 
behind afterwards. Gathering crystals 
powers up the ship, but they need to be 
the right ones. Two red crystals powers 

up the laser while two yellow ones 
enhance the shield, just as the instruction 

manual says, but 
the rest are a 
mystery. Figuring 
out that you need, 
in order, a purple, 
light green, purple, 
and light green 
crystal for the beam 
laser is why FAQs 
were invented.

Once the star ghter 
has some muscle 
behind it, the fun 
really begins. As 
entertaining as it is 

to just  y around, take in the sights, and blast through narrow 
gaps using full afterburner, there’s hordes of bad guys who won’t 
be shooting themselves. Tanks, planes, missile launchers, laser 
emplacements, enemy motherships that launch  ghters, and 
even satellites in orbit all need a strong application of  repower, 
and they aren’t shy about throwing it back. Most levels are of 
the “seek and destroy” variety, with only a tiny bit of escorting 
now and then.

Even when 
the shields are 
powered up to full, 
combat won’t be 
easy. The shields 
recharge at a 
decent rate, but 
each hit knocks 
the star ghter off 
course a little. If 
you want to line 
up a stra ng run 
on a series of laser 
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turrets, you’ll have to compensate for the constant 
stream of  re and SAMs that’s sure to be coming your 
way. Enemy  re is fast and accurate, and 
wading into it is just begging to get shot 
down... or sent screaming off-course by 
an especially unlucky shot. Of course, 
you can just unload missiles at 
enemy targets, but real strategy 
in Star ghter lies in using 
terrain and buildings to cut 
off enemy lines of  re. 
Wingmen are available 
to help you in 
some levels, and 
they can be very 
effective even 
when left to their own devices.

While Star ghter fared pretty well on the 
3DO, it all fell apart when ported to more 
powerful machines. The Saturn, PSOne, 
and PC ports introduced a huge wall of fog 
to hide the draw-in. The fog wall was actually 
much closer to you than the actual end of the draw 
distance, and gave the 
game an unpleasantly 
claustrophobic feel. It 
also gave the game a 
dreary, gloomy look, 
taking away from the fun 
of destroying things. It’s 
amazing how one simple 
change can suck all the 
joy from a game.

Star ghter was one of 
the best reasons to buy 
a 3DO after the system’s 
 rst few price drops. 
3D was still trying to 
come into its own and 
Star ghter did a great 
job of showing why we 
should care. It combined 
arcade shooting with 
just a touch of sim, 
giving it enough depth 
to hold up over the 
years. A modern remake, 
now that game systems 
have the horsepower to 
match Star ghter’s great 
gameplay, is something 
I’d love to see.

That’s not going to do nice 
things to the price of gas.

Earthquake-safe isn’t the same as 
concentrated laser fire safe.

In-air docking: more fun for the 
fighter than the mothership.

Cancel Opie & Anthony, 
will you? Take that!

The Blue Angels... of the future!
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