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Original game by Psygnosis Software Ltd. (part of Sony Entertainment) 
Macintosh version developed by Coderus  

 

 

  

 
 
 
 

 

   

 
 
 
 
 
 
 



 

In 2001, Coderus were tasked with making the popular PC 
software title, Wipeout 2097, available to Macintosh users. The 
game was originally released on the PC by Psygnosis Software 
(now part of Sony Entertainment). It was to be ported to the 
Macintosh, then published by Virtual Programming Ltd.   

Coderus wanted to cut down on porting time, but didn’t want 
the end result to compromise on performance. As developer 
Mark Thomas explains, MacDX was the ideal solution. 

It was apparent from the start that Wipeout 2097 needed very fast graphics on the 
Macintosh, just as it did on the PC platform. The MacOS Direct-X API would have to 
perform well for the game to live up to the expected standard. 

We had already considered whether we should start porting the game using another 3D 
engine, but the source code was beginning to show signs of deterioration, as it had 
been ported to three platforms already. Porting would also have meant making changes 
to the 2D graphics and the sound and music source files.  

The game had to run on both the Classic and X flavours of the MacOS, so the built-in 
multi-OS version support that MacDX provides was essential in order for us to meet our 
deadline and stay within the agreed budget.  

The MacDX CD comes with a set of header and library files plus full documentation, so 
after a short space of time we started porting the game code over from the PC to the 
MacOS. We moved the MacOS Direct-X headers into the specified directory and 
compiled the code. A lot of the MS Windows data types and functions were provided 
and we only had to add a few MacOS “#define’s” around the OS dialogs. These were 
introduced when the PC version was done. At that point all the changes were complete, 
so we linked in the libraries and had our first cut MacOS version. 

The next job was to address all the issues that were identified in the documentation: 

• Endian issues 

• MacOS specific dialogs 

• Windows file name paths that needed changing to MacOS equivalents 

• Movie playback. 

As we fixed more of the basic glitches, the game started to become more and more 
complete. The graphical engine required absolutely no changes, as the MacOS Direct-X 
behaviour was the same as on the PC. The MacOS Direct-X API also covered the 
Macintosh model range we wanted, so there was no need to do any machine-specific 
code. 

After seven days, the game was just about complete and we thought “Well, what’s next, 
as this was too easy?” We decided to add multi-player mode, as that had been missing 
from the PC version and could be something the MacOS gamers enjoyed as a bonus 
feature. 
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“After seven days, the 
game was just about 
complete.”  

Mark Thomas, Coderus. 


