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Last month it was Japan. This month, continuing our complete
guide to the world's N64 developers, we pack our toothbrushes
and take a tour of the United States of America.

HAVE A NICE PLAY

inside America's games industry
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eading lights of the Japanese presentation value than conte
[ development scene sirive to push equally, the U5 development scene

e Eame, but since their games to more surreal, has been responsible for some of Paradigri, 2 r
the launch of the NES cartoonish and dream-lilke Lee endo’s greatest moments by Nintendo of America itself. It may
console in the 1980s it's been Amernica's be Japan that's thus far been

Nintendo's machines that have
dominated. Not surprisingly,
army of US game

respansible for the bulk of Ned
releases, but with American
ers at last getting to grips

w15

ravian, big budget
acte, of course.

make it to the Mintend

It's an approach which inevitably  including NBA Jam and that epil
leads to more licence-based gaming of US gaming, Maorfal Kombat [3.
ik Miyamoto and other s well as titles which rety more on And then there's the movie spin- Hollywood factor
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Nintendo and the U.S.
The story so far
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aradigm has gone from
being an unknown quantity
with an impressive history
in military simulations, to
being probably the most highly
regarded US thirty-party developer.
And all because of Pilatwings 64,

Gary Bandy, an artist on
Pilotwings and Paradigm’s manager of
business development, gave N64
Magazine a quick history lesson:
“Paradigm Simulation was fomed
back in the summer of 1990, The
founders had been working on Sificon
Graphics for other companies, and
had a vision of a tool-based approach
to creating simulations. Silicon
Graphics helped out a little bit, and
we wound up with two flagship
products - Vega and Audiowarks.

“We developed a very good
rappart with SGI, working an some
cutting edge technology for them,
and also worked on the scenery as
weell as the visual and audso tooks for
Magic Edge, a location-based
entertainment centre featuning 18
different aircraft pods all linked
together. That whetted our appetite
for the entertainment market, and
when 5GI and Nintendo got together,
SGI very nicely recommended us. We
had no idea we'd be doing Pilahwings,
but we're sure glad we didl”

The success of Pilatwings 64 has
led to some changes at Paradigm,
with the company now split in half
(though the two divisions will
continue to share resources), forming
a separate 50 person-strong
Entertainment division in December. A
three-game deal with lapanese
publisher Video System was signed a
month later. “The whale purpose is to
allow each company to focus on what
they do best”, explains Gary, "The
business mode for entertainment is
very different from working with the

military and
defence
contractors!

“Pilotwings
was very much a
josnt coflaboration
between the two
companies,”
points out Gany,
“It being our first
game, we didn't
claim to be game
experts, We Were
technology
experts. 5o it
made sense
working with
Nintenda, using their cutstanding
games knowledge.” The relationship
praved so harmonious that, in
addition to the three games for Video
System Japan, Paradigm are already
working with Nintendo on another, as
yet unnamed, project.

“The first game for Video System
will be Aero Fighters Assault - it's in
the final stages of development right
now," confirms Gary. “Whereas
Pilotwings was whimsical, Sonic
Wings is more traditional, more of a
combat simulator. You'll be flying
modem jets, including an F-14, an A-
10, an F-5X and an Su-35, as well as
two bonus oraft.”

The enemy planes are similarly
diverse, including the Eurofighter, the
F-22a, the MIG-34 and the Kafir. Gary
agaim: “All of them have a basis in
reality, and then some things we've
madified to make sure they're a lot
mare fun. We've been able to include
some very believable manoeuvres
which makes for realistic dogfighting
One of the team is a former F-14
pilot, so he should know if
something's right!”

The upshot & that Aero Fighlers
Assault will be the most simulation-
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ke N64 title yet,
although the actual
encounters ane
fictional. They include
defending downtown
Tokyo, attacking a
stealth battleship in
the Pacific, taking out
a Flying Fortress bomber near
Mew York, reconnaissance in
the Monument Valley,
battling anotier Flying
Fortress (in the Andes), then
an all-out dogfight over the
Antanctic.

There's ako one final stage,
but, as with the names of the
ather Paradigm games in progress,
Gary sn't giving any hints.
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Midway

ublished in the UK by GT,
Midway - who've already
given us Doom, Wayne
Crusin® USA and
NBA Hangtime - started life as
Bally Midway.

They were a pinball
manufacturer, and first made their
mark with video games when they
bought the rights to sell the Pong
coin-op from Atar. Midway now
own Williams and (since last year)
Atari Games, along with console
developer Trade West. All of which
means that N64 gamers can look
forward to some pretty high profile
stuff from them, induding Mortal
Kombat 4, the first 3D beat- em-up
in the series, and Robatron X - an
update of the classic Williams coin-
op. A smilar re-working job will
also be appled to fowst, though
how the game maost notable for
featuring 2 'flap’ button will get the
"90s treatment ik anyone's gusss,

The Mortal Kombat series gets
anather apportunity o redeem itself
(after the deathly dull Martal
Kombal Trilogy) with MK
Mythologies: Sub-Zero, a beat-'em-
up-based arcade adventure. The
brainchild of MK creatar John

Tobias (partner Ed Boon is
concentrating on ME4), it's an

t to flesh out the history of
Sub-Zero, with other familiar MK
characters cropping up as the martial
artist traverses the semi-3D
platform-based world.

Back in the land
conversions, earl
Fransisco big
impravermen ( LISA, with
multiple pathways through the
levels, plus visuals comparable with
those of the coin-op. And there are
yet more beat-'em-ups, with War
Gogs, Biofreaks and Atari’s Mace:
The Dark Age. The characters and
emphasis on weapons, including
swords and battleaxes, should set

arcade
5 are that San

Mace apart from Midway's other

9 2 N6h Issue 4

2 games, particularly the
shier-denved MK series,
Flushed with the success of
handling the Doom &4 conversion,
Midway are also taking on both
Quake (see below) and Hexer, 2
fantasy-themed first-person tithe

Wt techn ) &
Dhoom puts a
the player’s
§ more sword SOrCery, with
spells, staffs, and a-whole range of
magical collectibles. It's aven
possible to take to the air in

some stages,

ction of N&d games
has to be Quake, for
ith the PC
sential
next

immensely to the environmen
while more act
gameplay style, and

at once, but the locations p

to be | interactive.

Acclaim

QUAKE - just what's so special?

Unfortunately, the actual level
designs will be identical to those on
the PC, but fog effects and the
machine's filtering abilities wil
greatly improve ;{ri.[;ﬂlul guality
Best of all, a Mario Karf-style four
:J|.-1:_.'é" mode is included, recreat ng
the joys of the multi-player
deathmalches in the original. Given
that Quake is on the cards and
Hexen 2 uses that game's 3D
engine, we wouldn't be at all

surprised if Midway wasa't
gearing Up to an W64 port of
that, too
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nterplay actually began life

way back.in 1983, though it

wasn't until they began co-

publishing in 1987 that
gamers really began to sit up and
take notice. SNES fans still fondly
recall the likes of Rock ‘0" Roll
Racing, Earthworm Jim, and
(possibly) Clayfighter.

It's the latter that's to be first for
the 64-bit trea
Extreme, with even better
claymation bringing
even dafter locking
fighters to life (Sumo
Santo, a disembodied
hand or the Statue Of
Liberty, anyane?), The
3D power of the
machine will also be
put to use, with full 30
locations in which to

ter

P

do battle (although the two fighters
will always be viewed from the
side), and multiple camera views
showing it all off to the full. As with
previous Clayfighter games, the
violence iz accompanied by slapstick
silliness and clay splattering rather
than bloed ‘n' guts. Which should
please the family-minded Nintendo.
Ultra Descent was ako on the
cards, but that idea has now been
binned, so the second N&4 release
from Interplay will now be
Earttrworm Jim 3 (due next April), a
full 3D outing for the gun-toting
invertebrate. The daft humour wil
remain, but this time all the cartoon

creatures will be salid 30 models,
and instead of batthng the usual
bad guysq Jin literally has to
confront his own worst nightmares
as he battles to repair his brain after
a nasty blow to the head

The game is actually being
developed at Dumfermline-based
VIS Interactive, so more on this
when we interrogate

European developers
next monih,

he ot Shin
1 love

Epic Megagames

on't be surprised if

the name is

unfamiliar - Epic

carved a reputation
in the world of PC
shareware, only recently
causing a real buzr with their
Unreal praject.

The PC version has still to
see the light of day, but early
word is that it could well be a
Cuake-beater, featuring more
finely detailed environments,
real-time Iu[h‘_ sourcing, and
more complex 30 monster shapes
As far the much-rumoured Nes
version, Craig Lafferty at Epic's US
offices tells us: At this podint it's still
to early to comment on the Né4

Virgin

version of Unreal, other than to say
it'll be for the 6400 add on. GT will
be publishing the game, but

who will develop it along with
Epic is still unknown.”

ince Virgin were bought

out by Viacom, the high

profile publishers have

been noticeably less
boisterous, not to say less prolific,
Which may explain the continued
non-appearance of premier N&4
game Freak Boy.

It's always sounded like 3 great
idea, with a proper 30 game world
and a hero able to absorb shall-
giving items into three different
areas of his body, buk changes in
the development team have already

put development back, and now it's
not 100% certain whether it will
ever appear. The much-rumoured
Command & Conguer conversion
meanwhile, appears to have been
just that, Virgin tell us that if C&C
developer Westwood do transfer
one of their acclaimed real-time
wargames to the N&4, then it'll be
Red Alert (effectively C&C 2), rather
than the original game. Either way,
don’t expect any N64 stuff

from Virgin until well into next
vear, if at all 0

ounded just a few months
back by a bunch of high-
profile developers,
including Doom-and-
Quake-creator John Romero, lon
Starm have already made
headlines with rumours of §10
million deals and the
announcement of three PC titles,
at least one of which is set to use
the impressive Quake 3D engine.
There's been much talk of one
or mare of the games - including
Romero's Dakatana and Tom Hall's
Anachranox =
which lon Storm's Mike Wilson has

Singletrac

reviously a PlayStation-
only developer, Singletrac
is the latest US-based
third party to sign up
with Nintendo.
Theres been no announcement
yet about what games we can

making it to the N4,

now confirmed. “We hope all three
of our current titles in progress can
be ported to the N&d,” he tells us
But our games are so content-
heav may come down to a
f storage space. We wan'l
do the development in-house, but
rather use an outside 'port house
familiar with the N&4 and the
Quake technology, We won't ship a
port that & a lesser versi an the
PC product, though. N&4 Doom is

great, and we hear Quake is

progressing nicely, o you can
probably expect Daikatana 64
in mid “%8."

expect, but it's unlikely that Sany hit
Twersted Metal will make it over. Do,
however, expect future titles to
retain a similar ultra-explosve,
multi-player approach to that used

n existing :

Singletrac creations.

cO!
GO!
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anami is primarily a

Japanese concern, but

has had offices in the

US since the late "80s,
when Nintendo's NES system first
took hold.

Mast of their American team are
still working on PlayStation tithes, but
MEd Magazine does hat at
least one game for NE4 is in the
works. Konami isn't saying what, but
it’s a fair bet that it'll be a conversion
of one of their exssting Sony titles
The good money has it that
it’ll have somet

hing to do with 0
American sports, too

hile a conversion of

impending PC flight

sim Red Baron was

mooted way back
when the N64 was first announced,
Sierra have now canned all plans to
publish the game and indeed
anything else on console systems,
preferring to focus instead on the
PC and Mac.

The acquisition of a smaller
N&d-capable developer with whom
to create and publish N&4 software
hasn't been ruled out,
however, Watch this space

(N

Ithough primarily a
European company,
Ocean's US-based
development team are
working te complete Mission:
Impassible in time for a late
summer release, just in time to tie
in with the theatrical outing of the
second Mission movie. Happily, the
game will be available
simultaneously worldwide, rather
than the usual release in Japan, then
America, then Europe nonsense -
something to do with the
development team comprising
mostly of Brits abroad, apparently.
And speaking of impossible
missions, that's exactly what the

Ccean U5 team will be basing their

. s
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next game on. "They've already
upgraded the engine for the second
game and developed gadgets they
didn't have a chance to get into the
first one,” reveals our very awn spy
at Ocean. (Okay, so it's the PR guy.)
The alreat::.r impressive Al routines,
which make it possible for each
computer character to react
individually to
situations,
events and
EVEN MOres
promise to be
even cleverer
in the second
outing
“They've
already got lots

of good stuff ined
up for the game,”
says our informant
"Now they're just

waiting for the movie
scriph for Paramount

to determine

the direction of

the plot.”

emco, a US subsidiary of
4 Japanese Engineering
company, have a
surprisingly long history

with Nintendo, publishing games
like Shadowgate and several
Disney titles on the NES before
creating Top Gear for the SNES.
With their N&4 licence it's the
latter title they're returning to
working with relatively new
development team Boss Game
Studios (currently with only Spider
for the Playstation under their belt)
on Top Gear Rally. A split-screen
moade, excellent weather effects

stunning scenery and some

amazing nighttime lighting effects
are all very good reasons why

this is one of the best-fancied
driving games coming to 0

the MN&4

0 D137

Issue 4
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Electronic Arts

armed in 1982 by ex-Apple

man Trip Hawkins (then just

28), Electronic Arts

attempted to emulate the
style of Hollywood, bath in their
cheice of name (a throwback to
United Artists) and in their studio
development system. Hawkins®
casual attitude, team spirit and good
business sense ensured that the
company quickly blossomed,
employing around 300 people in
three different studios.

But because EA had made their

Angel Studios

ike Paradigm, Angel have

absolutely no experience in

the field of Nintendo

gaming, but possess a
hugely impressive graphics-based
pedigree, But where Paradigm's
expertise lies in the world of
simulations, Angel Studio are best
known for producing stunning
rendered imagery.

Founded in '84, Angel first
tame 1o prominence some five years
later when they provided the virtual
reality sequences for the very silly
movie The Lawnmower Man, A

Player 1

LucasArts

ith Shadows Of
The Empire under
LucasArts' belt, N&d
gamers might
expect them to be gearing up for
more titles, Star Wars-related or not.
Sadly, there's no word on any
more Nintendo work from George
Lucas's gaming division, but given
that the next Star Wars movie is
currently filming it's highly likely
that a tie-in of some sort is being
planned, And we woulda't be too
surprised it LucasAsts dusted off
some of their other well-loved
licences, like Indiana Jones, for the
Nb4 treatment.
We'll keep you posted. 0

fortune in the world of PC sof
they didn’t take Nintendo seriously,
and so didn't take the plunge until
1990, The initial cartridge outlay
represented a big risk, but EA's small
army of sports titles ensured that it
spon became one of the biggest NES,
and then SNES, developers around.
Up until very recently, EA had
shunned the N&4, however, citing
the cantridge format and the costs
imvolved as the primary reason for
avoiding the format. But that
decision has now been reversed, with

FIFA 64 already available and more
conversions of EA Sports staples on
the way.

EA are tight lipped about what
we can expect in the future, but it
wiobd be fair to assume that John
Madden Football, NBA Live, NHL
Hockey and PGA Golf will all make
It to the N&4 at some point
Electranic Arts also handbe
Drearmwarks titles, so it's conceivable
that the game-of-the-movie The Lost

World (Jurassic Park 2) may
also be converted. 0

te-af-the-art music video (and
anying hydraulic ride) for
Peter Gabriel's ‘Kiss That Frog'
singhe followed, and then tentative
forays into gaming with
experimental coin-ops Orbit
Defenders, Dr Megow's Mad Cap
Ornithon and F-1 NetRace.
Bugeie Boogie is Angel's first
N&4 title, and after much input from
Nintendo's Shigeru Miyamate, has
been radically transformed over the
past twelve months from a family-
onientated exploration game into a
more realistic and action-packed

his recently formed

developer has thus far

worked on just one game:

Robotron X for GT. And
it's this update of the Williams
coin-op classic that they're currently
porting to the N64.

The game itself will remain
dentical to that of the PlayStation
wversion, with 200 levels of running
and shooting around a flat but 3D

playing area. Visually, the game will
boast better camera tracking than
the PlayStation version, as well as
generally improved visuals

"All the textures and polygons
are way better-looking than our
previous version,” reckon Player 1,
“Essentially, all the N64's graphics
effects will be used.” And

that can't be a bad thing in 0
QLT Opiracn,

vehicle-based idea. A two-player
battle mode will be included, along
with an unusual time-attack format
which requires players to pick-up
items that drastically change the
abilities of their wehicle. Much time
has apparently been spent ensuring
that the behaviour and look of the
vehicles alters correctly when items
are collected.

It sounds intriguing, and with
that magic towch from Miyamoto it
may well establish Angel

Studios as a force to be 0
reckoned with,
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aving been snatched

from under Atari's

nose by Nintendo,

H20 have been
working on their “anti-Tetris’
game, Phear, solidly for the last
two years.

Renamed Tetriiphere for the
ME4, the game now boasts
cleaner visuals and a two-player
mode, although the basic idea -
sort of Tefris Atfack in 3D -
remains the same. Sources at H0
say the much-delayed puzzler (the
first such game for the N&4) is in
the final testing stages, with all
the wpecial effects, and features
like chain reactions and
explosions, in place. Expect

a release, via Nintendo 0
some time this summer.

he company behind a

rival system may seem

an odd NE4 licensee,

but Nintendo has
already given the go-ahead for
an update of 3DO title
Battlesport for the NE4, due
some time next year,

A futuresport Eame
reminiscent of LucasArts
Ballblazer, the onginal Battlesport
pitted two-on-two teams of be-
weaponed hovercraft against each
other, attempting to gain control
of a glowing ball and blast it into
an arena goal. Developer Cyclone
Studios has yet to make a start on
Battlesport &4, but improved
detadl on objects, more complex
arenas, and the opportunity to
damage the scenery have all been
mooted. “Battlesport is borm to be
on a system like Ne4,” Cydone's
Helmut Kobler told one journalist.
“There is a possibility of the game
going four-player, if two systems
could be linked up. As far as

know, a link is possible, but
| can't speak for Nintendo.” 0

Issue 4

DUKE NUKEM - stripped down

L 5 approac
and the sort of

strgefs,
deemed

t's actually the American
division of Vic Tokai
that's working on Dark
Rift, not the Japanese as
featured in last month's
round-up.
Mothing else from the US
office has k announced as
yet, but hopes are high that the
developer can make its mark
with this 3D polygonal beat-

‘em-up. (It has to better
than War Gods.) 0




