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                                                    GOLDEN AXE, what did it accomplish?
Golden Axe [1] was a Sega owned single player arcade game that was soon brought into the home console action through various ports such as the Sega Genesis, Sega Mega Drive as well as the Atari ST through later years, this allowed 2 player co-op duelling as an advantage to its arcade counterpart. Its high value within the gaming community during its release was because of its genre being an action, fantasy, beat ‘em up experience that also included a range of unique combat abilities to replay. The game is set within a medieval scene that challenges the user to think accordingly to the environment they are placed in during combat. As similar genres released during that year, they would have been facing the market against other entertainment competitors in varying sectors such as Prince of Persia, a cinematic platformer released on the Apple II, as well as Hero Quest, a Dungeons & Dragons type boardgame that would soon release a videogame counterpart in 1991.
A promotional arcade advertisement poster for the games’ release in 1989
[image: ] [2].
The Visual aspects of Golden Axe were deemed phenomenal for its time. The game was built as a 2D layered platformer that made sure users were engaged within its simple yet morally rewarding storyline. From the perspective of a new player the game grants you the ability to make an immediate decision upon watching the introduction scenes. The selection is chosen between 3 main heroes that each grant the player a different visual guideline, whilst also providing changes to their magic abilities, changing how you approach an enemy. As mentioned by Greg Kasavin in 2006 “Of all the different slashes, jump kicks, throws, and magic spells available, probably the best aspect of the combat is how you could bash enemies over their heads with the pommel of your weapon; together with some good-looking animations, this gave Golden Axe the visceral feel of the sword-and-sorcery movies that were popular in the '80s.” [3] It was a big aspect to the game to experience scenes straight out of a movie right into the players hands. Each of the 3 heroes aim to avenge the death of a loved one (as stated within the prologue) by hunting a character known as Death Adder, who became a notorious villain after slaying and capturing many innocents within the story. His character design wears minimal armour except mostly red coated padding on the limbs. Red as the colour of blood and fire has been used as an immediate way to grab the attention of anybody who is in potential or incoming danger, examples of this would include fire equipment, road signs and traffic lights. A study taken in 2020 from 30 different countries and 4,500 participants found that people associated the colour red to the emotion of love with an average of 68%. Anger followed behind the score with an average of 51% and hate with %29 [4]. The design of Death Adder was well thought out as a build up to the players’ end goal. The golden axe he wields is in reference to the title of the game.
[image: ][image: ][image: ] Screenshots of hero introductions within the prologue [5].
Once the player approaches the game its introduction visuals suggest the intended demographic may be anywhere between early teens to late teens based on characters’ design and storytelling. At the time, arcades were an immense success and wildly supported by the youth who could not afford or access home consoles [6]. Arcades/Video games 30 years ago had little to no age restriction or filter to stop kids from being subjected to brutal combat via gaming, meaning it could be heavily implied that a much younger demographic also played Golden axe in its prime. Having looked at the current Apple store page for an age rating of 12+ it is more than likely that was the case in recent years. While the first release of the game does not offer any alternative decisions or endings to its story the fanbase were able to experience the different classes and playstyles it had to offer [7]. 
Despite the lack of laws related to the exposure of video games to children in the US and UK there still became an uproar in the early 80’s from concerned parents and press for the wellbeing of their families and children. Asian countries began destroying and dismantling arcade consoles for the fear that children were beginning to skip education to play games instead. Conspiracy began to spread amongst people “Suspected of being “brainwashed”, “reprogrammed” and “weak willed”, video game-playing idiots, or “vidiots”, who wasted their lives playing “monster machines” were seen as having everything in common physically and morally with a heroin addict or a chronic gambler.” Noted by Cat DeSpira in 2019 [8]. 
The impact that gaming had to the public in the 80’s and 90’s would develop into a more critical concern for gaming and its relation to a lack of mental health in recent years. Today having strict age ratings and laws against the exposure of violence to children from games is nothing new however we experience some of the same issue today as back in the 1980’s. [image: ]
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Main Sega developer of the first Golden Axe release, Makoto Uchida implemented extreme examples of audible brutality taken from early media at the time, some of these include movies such as ‘Rambo 1-First Blood’, ‘Conan the Barbarian’ and ‘Conan the Destroyer’. The audios were in place of the varying enemies throughout the levels of the game [9]. Both the arcade and home console release of Golden Axe have 13 audio tracks all together. Between the 1970’s to 1980’s video game soundtracks would use a lot of variations of chiptune music created by an audio synthesizer [10]. This soundtrack makes use of the electronic instrument to accompany the player through each level and cutscene of the game.  A new player to any form of videogame home entertainment would have had them at the edge of their seat, battle ready to the soundtracks fast paced beats. As a soundtrack it accomplishes a goal of making the player feel excited but uneasy when in anticipation to move onto the next stage [11]. Many competing videogame music tracks during the 1980’s to 1990’s would propose as a concern to the Sega development and production team as later iterations of Golden axe emerged it was also found that they came with almost double the number of songs than the original series released. Exceptional audio examples from different video games such as Hybris and Last Ninja 2, both released between 1988 and 1989 [12]
[bookmark: _Int_6VDN9T06]The life system consists of counted health points that can reach down to a total of 3 lives depending on the chosen character. Gilius Thunderhead is given only 1 hit point for the total of 3 lives, whilst Ax Battler is given 4 hit points. This will force the player to treat each character like a difficulty setting, as this game lacks the settings to change and format so. Basic structure of a game released in 1989 would usually include scored points however, Golden axe does not provide any sort of mid game points to the players’ in game user interface design.  This is where I believe the game falls short of its replay ability. Early examples of implementing a live score system have created numerous timeless classics that have all lasted over 40 years such as Tetris, Pacman, and Pong, all of which provide a simple yet engaging score system for players to challenge as they play. 
[image: ]
 Instead, the game rewards you with your results after completing the final boss. Similar cases to improve up on this feature would be to reward the player with their results from a stage completion basis. It encourages the user to progress but also re play with areas that may need improvement to increase their final score. As a home console video game this feature would create an everlasting positive challenge, however as an arcade game it becomes infuriating to manage each level through payment with no proof. 
The game as an arcade original meant that it could uphold its place within the gaming community to beat each other's class scores. Long players and speed runners have since dominated the competitor's community to stay on top with any kind of challenges the game still offers 33 years later. As a well-crafted game that supplies plenty of storytelling aspects to its experience, the handful of conflicts it throws at the player is enough of a challenge to make it worth its average play time. The minimal use of dialogue creates its own charm as a form to express and enhance the story through its visual storytelling aspects.  Varying environments through each stage displays fantastical designs of creative animal imagery such as hawks and turtles for the stages of the sky islands. The best possible outcomes for defeating any opponents would be to put the environment to use. Some stages include game ending voids or pit falls that can be used to the advantage of the player to shoulder bash enemies off the map. This method applies especially towards the competitive speed runners of the game.  As of the past 3 years the current highest speed run time for Golden Axe (Arcade Mode) is held at 7 minutes 33 seconds and 583 milliseconds using Tyris Flare [13]. 
Up-on completing the game you would be met with an ending credits animation following from the introduction credits for each type of character and enemy, as well as their difficulty classes by graded colours. This feature stands out from amongst other story credits. I find this to be a positive outlook as well as a token of appreciation for not only main developers for the game but production and design teams in hand as a final display of for both the player and team. It is during this part that fans get to learn miscellaneous information about the characters such as height and weight. [image: ]
When it comes to the purpose of Golden axe as a game it serves well in the element of an experience to be enjoyed either solo or co-op. The option of choices for game modes is refreshing as a comparison against its surrounding market competitors. It has accomplished a thorough challenge as a fantasy beat ‘em up game that myself have completed various modes and can add that in its raw form its benefits as a former arcade game are its well distributed systems. As an inexperienced player of arcade games, I can add that the beginner mode is a perfect introduction to the basic controls without needing dialogue pop up instructions. The games release became a massive success, following its time Sega continued to release newer Golden Axe games and spin offs featuring newly improved and highly anticipated story, music, graphics, enemies, and heroes until 2008 where they hit a roadblock in sales after the failure of Golden Axe: Beast Rider within the market. In 2020 a prototype of a Golden Axe game in the works was released to steam under the name of ‘Golden Axed: A cancelled prototype’ that was ridiculed for its lack of cohesive gameplay and wow factor that diehard fans had been looking for since 2008 [14].
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Malaysia is the latest Southeast
Asian country 10 ban video games. It
claims that video games corrupt its
youth. Last year, President Ferdi
nand E. Marcos of the Phillipines
‘ordered operators of video game
machines to dismantle, destroy or
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getting into the act

While not going as far as Marcos,
the Philadelpbia City Council sees a
link between video games and truas
cy. It wants retailers 1o prohibit chil-
dren from entering video arcades on
school days. These recent actions
force us 10 Seriously ask the ques-
tion, “Are video games corrupting
our youth?"
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App Store Preview

This app is available only on the App Store for iPhone and iPad.
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All three 16-bit chapters of SEGA's Golden Axe series hit SEGA Forever in one single app! Get ready to
wield your axe, sword, and magic pots as you vanquish all manner of foes across the land of Yuria. Can you
best Death Adder, Dark Guld, and Damned Hellstrike in one fell swoop from the palm of your hand?
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