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WELCOME
I had the article all worked out in 
my head: introduce a rare piece 
of development software for a 
half-forgotten handheld, explore 
how it all works in a bit more 
depth, and then relate my flailing 
attempts to make a game with 
it all. 

The dev software in question 
is called the WonderWitch, 
released in the early 2000s 
for Bandai’s Japan-only 
WonderSwan handheld. 
As you’ve probably gathered, the 
WonderWitch offered a combo 
of software and hardware 
that allowed you to connect 
the handheld to the PC and 
make homebrew games using 
C+. In fact, the WonderWitch 
was so comprehensive that a 
couple of commercial games 
were made using it, including 
a vertical shooter called 
Judgement Silversword. 

The WonderWitch is pretty 
rare nowadays, but I recently 
managed to pick up a copy for 
a surprisingly low price from 
an eBay auction. A few days 
ago, the parcel came through 
the door; I opened it, and found 
a WonderWitch box, but no 
software or connective dongles 
inside it. Baffled, I went back to 
eBay and checked the auction 
listing again. It turns out I’d 
misread the description and 
paid the princely sum of £40 for 
an empty box. 

My hopes of properly exploring 
a rare piece of game history 
are, for the time being, on hold. 
Enjoy the new issue, readers.

 
Ryan Lambie 
Editor
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