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all-new aclumlture set in a huge

somewhat 3D world,
sparsalllrﬁunuf‘ﬁm?ﬂ? the Bw:.mi':re than just the en-
64 ) delayed re-  vironment is going to be differ-
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‘of its much: h-vadnted N64 El‘[th The controls—
peripheral, ﬁmmb disk drive. - especially the analog joystick—

':Mﬂflﬁﬁﬁlﬁ.hmpany Limited« Wwill take a little getting used to,
S wsla)rmg true 1o its ‘.Eﬁ‘iﬁhynm familiar with Super

Jt’s ‘back with solid ﬂanteh Liﬂk“s new setting. And this time
_ﬁﬂﬁﬂ  Link won't have to make his

- treks just on foot: He can also
. ridea horse! Link rides and runs
about with ease while the cam-
era tracks his motion seamlessly
in30.
Fans of past Zelda games

will takn‘mnfurt in the familiar
wsanméw items, but much
of Llnk’ﬁgar has been modi-
fied. Fﬂi’*‘@ﬁmpte flinging the
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= ~tle!l1a1 isn't about to dis~
~appoint the fans. Ieldaﬂ AR
- will star Link in an

| (50 ) MRGRITL S

then returns to you (a totally dif-
ferent experience from the top-
down Zeldas of yore).
Although it's sure to be an-
ofher masterpiece by Nintendo's
pames master, Shigeru Mivamoto
(see interview “Inside the Mind
of Shigeru Miyamoto™ that fol-
laws), don't rush to the stores
just yet—the Japanese version
has been delayed and Zelda may
not reach America until summer.

The
Power
of Zero

Patient gamers will also
be treated to another Miyamoto

favorite. The time is nearly here
for the next instaliment of one of
the best Super Famicom (Super
NES in the U.5.) racing games

ever—F-Zero! Nintendo is gear-
ing up to release F-Zero X in the
first half of 1998,

F-Zero could be a knock-
out. The first few courses are
done, and the game has
more racers, vehicles, and
options than ever. There
are eight main characters
and over 20 vehicles to
choose from. You'll be
able to customize vehicles
by changing acceleration,

1.5, gamers may have to wait a
little longer for Zelda 64.

e courses are laid out
with numerous slopes and
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In Japan, Nintendo is getting ready to pull
out the big N64 games. Here's a report by
GamePro’s man in Japan,alongwithan
interview with Nintendo’s own game

TTHE POCRKET MONSTER:

The N64 also has a monster connect a Game Boy cartridge

guru, Shlgen.l Mmto' lurking in its Japanese pocket.  to the M&4. Although it won't
s Pocket Monster for the Game allow you to play GB games on
Boy is a wildly popular game the N&4, it will allow you to

By Ken Ogasawara

in Japan that's coming to the use the stored data from a GB

%

valleys, as well as plenty- of
sharp banks and high-speed
turns. As in Diddy Kong Rac-
ing, competing racers crowd
F-Zero's screen. It will be
worth the wait to play an F-
Zero game this polished.

Let It Snow
The sleeper hit of the year may

'q-n""’
: be 1080, which looks like it's

going fo be a primo snowboard-
ing game. Once again, the NB4
controller will really shine here.
The characters will not only re-
spond instanthy to each shift of
the analog joystick. buf they'll
lean further according to how
steeply vou tilt the stick.

Anather nuance that will
make this game shine is the
snow. Slicing through deep
powder makes it much harder
ta turn and keep your speed
consistent, while packed snow
enables you to fly across the
slopes but forces you to fake
wider turns. If you wipe out
and lose your balance, you
can plow through some very
deep snowbanks.

Nintendo hopes that 1080
will prove there's no business
like snow business.

Roll

-
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Néd. This may have little to game with certain N&64 titles.

do with American gamers right This is especially important for

H

now, but it's guaranteed to Pocket Monsters since one of

Out the
Role-Playing
RPG fans can finally
take heart: Super

strengthen the Né4's popular-  the key elements of the game

ity with Japanese gamers and is trading monsters that you
have captured from other

people. A game directly utiliz-

game publishers alile.

Those unfamiliar with

Mario RPG 64 and Pocket Monster won't be for ing this system will be Pocket
Mather 3 (Earth- long sinee a U.S. version is on ~ Monster Stadium for the
bound 64} are in deck, but basically it's a game  N64, where you can have
development and where you battle other friends

{via the GameLink) with men-
sters you've created. If you
win, you keep your friend's

will likely come to el
light in Japan and
the U.S. this year.
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Mather 3 will manster. Pocket Monsters are

make its debut the single reason that the Game

with the 84DD Boy is still selling well in

in June. Japan. Even though it was re- g
leased only a little over a year  Pockel Monsters batile it out -

wantﬂd: Quality ago, it's already one of the on the N64. L

best-selling games of all time,

and Quantity

Hopefully, Nintendo's strang
NB4 carts and the upcoming
6400 will prime the pumps for
more games from third-party
developers this year. Quality
is nice when there's enough
quantity to support all genres
and all gamers,

with units continuing to sell your monsters battle it out

briskly by the week. The soon- with other monsters.
to-be-released Pocket Monster Another Né4 peripheral

will be a voice-command unit
that will be used with Pikachu

Genkidechu, which can be con-

Gold and Silver versions will
introduce new adventures and
mew monsters to the current
I5] varieties. sidered a virtual-pet simulator
for the Nintendo 64. With voice
commands, however, the player
can become even more in-

; : volved in the action, Currently,
T, A e : the game is set up to recog-
nize over 80 commands, all of
the single-word variety, Other
Né4 games are sure to use this

technology soon.
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Higs
Pocket Monster is haunting the
Game Boy.

i OV H

Spin-offs from the success
of Pocket Monsters include
four Game Boy games and
more peripherals. One such
add-on is an adapter that you 4 i

can plug into your Né&4 con- Another I-ﬂ[m.fwm

Né4—Pikachu Genkidechu

troller, which allows you to

sAMERRD (51 W Leeh 1908
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GamePro; Canyou tell us what
Orojects Yol e currantly work
ingon? -

* Shigeru Miyamoto: Weﬂ,,m"

other projects that | am looking -
at, but nat actually working on.
I'm also fullmmnu the develop-
ment of addmﬂuai peripherals
for the N64.

GR: Stigh as...7
SM: An adaptar that will allow

BACK!

tridge into an N64 controller-

so that players can trade mon- .
sters with the NG64 version of
Pocket Monsters. S

GP; That doesn’t mean that you
actually play the game am the
B4, does it? You Just frade the
Lt correct? | SRS
- 8M: That's correct, but in the
future we will certainly make
games where that data will be
utilized. For example,
- currently in develop-
ment is Pocket
Monster Sta-
dium, where
monsters that
players have
developed 4
on the
 Game
Boy

- can
fight
against each
other. In this arrange-
ment, up to four players .
can trade monsters at the same

< time...

GP; \What goyou think of the
ctrent Pogkel Monster craze?

SM: It is causing a headache.

 {laughs) It keeps the N64
from selling. {laughs) Poke-
Mon (Packet Mansters) is saih‘ng
too much.
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are four main titles: The Legend -
of Zelda, F-Zero X, 1080, and =
Mario Artist. There are also

you to plug a Game Boy car- i
pack slot. It's being developed

GP: ié.emng bk to fhe main
WG4 games that vou're involved

witf. e we can expect to see
e on store shelvgs?

~SM: Ahh..

right now we're wor-
ried about the order in which we

‘should release them. We plan

to bring out 1080 first—while
there is still snow. Probably Feb-
ruary in Japan.

Gahgi’fd'had a rare opportunity to
intervlew Shigeru Miyamoto, Nintendo’s
legendary leading' l;reatwe mind. With
the Mario, StarFox, and Zelda series
among his credits, Miyamoto is
naturally bullish on the Nintendo 64.

1080 features head-to-head

split-screen action.

GP: Where didithe snowboard-
ing idea come-from?

SM: Oh, that came about be-
cabse | like skiing. | was think-
ing about making a skiing game
after completing WaveRace,
However, the current trend
seams to be toward
snowboarding.
~ With snowboard-
- ing, it seems
that you can go
places that you
.can't with skis;
for example, in
between trees.
It seems like

more of an adventure. Also,
since | am a skier, | wanted to
make sure that the game really
made it feel like you were sliding
across snow, and | also wanted
to reproduce the effects of vari-
ous types of snow. In 1080
you'll experience snow that is
harder or softer and deeper
in places.

GP: What happened to Zelda?
Nintendo seemed to still be
claiming that it would be out at
years end.

SM: Well.. Yoshi's Story was
delayed, sliding from the surm-
mer slot into the winter sales
slot. Due to that, we put all our
power behind finishing that title
for the holidays. So Zelda was

pushed back, probably to spring,

but no promises since we have
to undergo thorough bug testing
and balancing, and we're not
sure how long that will take yet.
If | state an actual release date,
the media will jump on me
again. (laughs)

GP: Well, as gamers, we
want fo play this game
NOW

SM: Yes, of course
{laughs), but we plan to

major catastrophes. After that,

- well probaby launch F-Zero X.

GP: 50 how close s Zelda fo
completion?

SM: The system itself is aimost
done—about 90-95 percent.
The data part, the number of
mansters, the puzzles, and so
forth, that's what we are cur-
rently working hard on, After
that, we do game balancing and
the last big hurdle, bug testing.
With many hours of gameplay
invelved, we want to make sure
there are no logic bugs, so this
process will take months to do.

GP: Will gamers who have
plaved the 16-bit version be
abfe fo look forward fo the same
wedpans? Or even more?

SM: Certainly. All the old weap-
ons will be there, but the enjoy-
ment from using them will be
different since you're in a com-
pletely new viewpaint. For ex-
ample, the boomerang really
looks cool and the long sword
looks great. | don't know what
fighting-game purists will think
of Zelda, but it seems to make
normal players feel that they
have gotten good at an action
game.

What | worry about the
pst is the difficulty: Is it too

‘hard? | think that maybe it's

okay for it to be a bit on the
difficult side for the people who
play action games, but | want to
make it an easier action game to
play than Mario. My feeling is

- that even though people enjoy
- games, the- number of really
good players is on thie decline. |



want to make sure that players
enjoy the game and that it has
various challenges for all,

GP: Rumor has it that there are
also threg 6400 fitfes almost
complete.

SM: Mario Artist and Pocket
Monsters. ..actually, Mario Artist
is a series of three N64 carts
that will let you create many
types of graphic images, includ-
ing 3D polygon imagery and an-
imation for the N64.

GP: Will gamers enjoy that?

SM: | don't know. However, if
they do, the N64 will be the only
system that they can use to do
that. Nintendo wants to make
games that are not available on
any other hardware. Most com-
panies make stuff that copies
something that's already selling.
Nintendo has tried to make
things first, to be the market
leader. Even if it doesn't work,
we will move on to try to create

/

another first. That is one of our

strategies.

Also, my vision of the ideal
gamer is someone who is cre-

ative. | think someone is having
the most fun when they're being
creative. For example, when
people play Mario, the part of
them that feels the fun comes
from the creative side. When
creative software is accepted
as games, | think we'll have
reached another level in video
game entertainment. Howewver,
these projects will require a
storage device like the DD.

GP: Will you create yolr ewd
glements in the DD version of
Zelda?

SM: The 640D version of Zelda
will simply have additional places
to explore. It's not the story that
makes Zelda interesting, but the
game system. The biggest dif-
ference between Zelda and an
RPG is that in'an RPG, the sys-
tem stays the same while a new
story template is placed on it
However, in the case of Zelda,
the template changes how you

play the game. That is one of

the things that can be done with
the DD.

GP: Okay, what happened ta
Kirby's Alr Ride?

SM: S0 many things have been
added to Kirby's Air Ride that it
has become something that is
not the original Air Ride. We

have stopped that project to put -

our efforts into the snowboard-
ing game.

We are still making the
game, but it has gone beyond
just the air ride. The people re-

sponsible for making the game:

complained that they didn't want
to make a game where Kirby
just slid around. They're really

putting a lot of games in Kirby,

so it is not Kirby's Air Ride
anymore, but something more.
{laughs)

GP: With many of the genres
finally getting a few games, it
would be nice fo see a really
good fighting game.

SM: Yes, that's true. If we had
the manpower, it's possible we
would do that, but right now we
must depend upon other devel-
opers. For example, Namco
should make a fighting game
for the system. Maybe they will.
{laughs) But how about Killer
Instinct Gold? !

e

GP: That game and anather

Tighting ‘garme haven't gotten a
W Warm reception from-fighting-

game fans.

Mario Artist will be a trilogy on i Hmm, maybe | should seri

the N64.

ously consider making one...
However, making a game takes

SAMEPRD (55 ) I.Ilr'll 1988
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a lot of effort. We would not be
able to make a top-level fighting
game right away.

GP: But orly#f you would cams
out and set the standard for alf
the other developers to-réach.
You have been-the man that all
designers fiave Beea strivng fo
emate

SM: Thank you. | just try to pro-
duce games that have an im-
pact on kids when they first
play them and, from then on,
continue to provide enjoyment
every time they are played.
However, | just don't think that
fighting games are the genre
to do that.

We certainly were the first
to make that type of game with
Uirban Champ and Punch Out,
so Nintendo does have some
expeartise in the fighting depart-
ment. However, | feel that | was
beaten to the punch when Virtua
Fighter came out, since | was
fooling around with polygons at
the time. | thought that was one
of the ideal ways to create a
fighting game.

My pride at that point
wouldn't allow me to bring out

something that would have been

seen as a copy. If we had con-
tinued at that point, maybe
now. ...

GP: Final question then: Where
do you see Nintendo's place.in
the video game indirstn 2

SM: Well, Nintendo is a com-
pany that makes and sells
games to make a profit, so we
feel that we should continue to
make the market expand rather
than shrink, Our company presi-
dent certainly feels that should
be policy. To do that, there may
be times that we have to take a
loss when we make a new
product without following the
pack...to create projects that
will alleviate some of the prob-
lems in the industry. Ta try fo
keep breaking new ground. ..
(laughs)...A bit pretentious
perhaps, but we think we have
that sort of responsibility. 18
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