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N64 Magazine is the only magazine you'll ever need, of course. But what if you were in Japan, and
couldn't get hold of it?
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Japanese
newsagent

N64 Magazine is the only magazine you'll ever need, of
course. But what if you were in Japan, and couldn't get
hold of it? What would you read then? Our man in Tokyo
gives Wil some advice for his Japanese holiday. ’j‘\.&- _

bﬁMax Eve
@ N64 Issue 7 T._ , ‘
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s someone who works full-time in the

publishing industry in Japan, | can tell

you that there are few bases the

Japanese have as comprehensively

covered as the production of printed
reading matter. Much as in the UK, every day
thousands of trees give their lives so that every
concelvable subject is given its own print run.
Only here, they do it in spades.

A guick browse through one of the major
bookstores here tums up such beauties as ‘Goods
Press', often with a whole issue entirely given
over to plugging fashionable watches or trainers,
and rank upon rank of ‘youth' magazines,
advising on those items of clothing no self-
respecting otaku should face their friends without.
Japan is teeming with paper, and one happy result
of such profusion is the wealth of material
carrying information on Mintende and fts
wunderkensole, our beloved M&4.

Now, lapanese games Magazings vary as
miuch in guality as those in the UK. Not all of
them are printed on the best quality paper, and
they almost always indude a black-and-white
(non-glossy) paper section featuring readers”
contributions. Famimaga 64, for example, calls
this section 'Ranking Box', and it's a brief, fairy
dry listings and sketches affair. The comparable
section in Dengeki Nintendo 64, on the other
hand, runs to a substantial 36 pages this manth,
and includes interviews with industry leaders,
readers’ polls, the essential Q&A bit, an example
of the ubiquitous cartoon strip featuring an N64

F ow to idenﬂfy

hero called 'Shio Man &4', and a mind-boggling
guide to how to get the full complement of 150
different Game Boy Pocket Monsters. Ah yes, and
these are also a couphe of pages dedicated to
drawings of semi-naked Anime girls, They say
that, in the event of a nuclear holocaust,
cockroaches will most likely be the sole survivars.
| take issue with this, and am certain that both
Tamagotchi and the Toki Meki Memaorial babes
will be around to keep the roaches company.
Apart from a couple of the magazines
opening backwards (to us, that is), what first
strikes you is the size of the things. The leanest
example here weighs in at 118 pages, and "The
64 Dream' tips the scales at an Amie-challenging
164 pages. How Japanese publishers are able to
provide this apparent value for money (with the
previously-stated provise concerning overall
quality) is not immediately apparent. None of the
mags here are subsidised, paper and printing costs
in Japan are extortionate, and, perhaps more
surprisingly, in-publication advertising is minimal.
Speaking with the editors of the Japanese
mags, it's clear there's a good deal of regular
communication with Nintendo in the course of a
working week. It would be wrong to infer from
this, however, that their independence is
sacrificed - there's a sense of propriety and, dare
| say, decency in a good portion of Japanese
business {um, | speak not for the financial
industry), and the Nintendo magazines genuinely
believe, at least, that they are entirely
independent (and therefore objective) in their

magazmes
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analyses.

Oin this point, it's worth noting that the
practice of ‘rating’ games, 5o common as to be
expected in the West, is less in evidence here. A
game is far more likely to be treated to an in-
depth report of its features, along with tactics for
best exploiting them, than the more subjective
opinion pieces UK gamers are accustomed o,
Both have great value, of course, and, for what
it's worth, | think a combination of the twa is the
path to gaming enlightenment.

Experience suggests that Japanese employees
are notoriously reluctant to divulge information
about their companies {or are admirably loyal,
perhaps). Staff in the editorial departments of the
various N64 magazines | contacted did nothing
to disabuse me of this notion. n fact, one of my
contacts took paranoia to new heights, informing
mi that he could not possibly divulge sensitive,
nay secret information, such as who reads the
magazine or the name of his favourite game, But
happily, after only the briefest of interrogation
procedures, dufing which | threatened them with
the unspeakable harror that i being locked in a
bus full af elementary school kids playing with
Tamagotchi, they spilled their guts.

Since these magazines are all independent,
and not obliged, at least officially. to be loyal to
Nintendo, it is perhaps testimony to that
company's unsurpassed prowess that the editors
afl guete a Mintendo release as the game that

mast frequently prevents them G0!
getting on with their work. GOr
The review sphrstem

Ma prizes for innovation here. The format for
reviews in Japanese magazines is highly

formulaic, nearly all of them (when you can find
them) boiling down to something like this:

@ Four reviewers.

@ Four or five games (‘hot' releases only)
@ Cursory comments

® Marks out of ten

@ Heavily-hyped games all scoring highly

Sadly, reviews are L&g uninspiring in Japanese
games magazines offer little or no adwvice to
the reader. (Do | need to eat this month? Or
should | be sensible and buy
the game?) Predictably,
therefore, most energetic
barying centres around the
titles with the best
marketing. Say it well, sell
it vrell,

{jlmm‘m
lots of [lfitle
reviews af each
gama. That’s the
way they do ft.

ANIDPVSMIN ISINVAVYI ¥ LISIA ATINASSIOONS

Nintendo64EVER | How To...

‘H
October 1987

successfully visit a Japanese newsagent (Article scanné dans N64 n°07 (Octobre 1997)) - page 3



FUACSINTI 2=/

TR
— i S, R

Famimaga

|
|
B
b
|
|
{
2
)
|
i‘| )
I
A
h

he editorial staff of this magazine

immediately eamed the distinction of

being the most cautious of the people |

spoke to (not counting those from The
&4 Dream, who were so cautious that they
absented themselves entirely from their offices and
legged it off on holiday, en masse). Questions
conceming readership and, gasp, circulation
numbers were met with a stony silence until |
promised not to sell their secrets to any
international spy rings.

Famimaga 64 contains the usual round-up of
news and reviews, but distinguishes itself on a
couple of fronts. For one, there are no *graded”
reviews in evidence anywhere: they are not so much
reviews as analyses, in that rarely is an opinion
expressed, And for another, the magazine has
extensive Game Boy coverage = far mare than is

590¥ (about £2.95) monthly

campetitors, in this issue going so far as to
include a four-page feature on Came

Bay Tamagotchl, full of
tips on how best to
care for brat’s best
friend. Add to that
repeated coverage of
Pocket Love, another
exhilarating variation
on the date-a-cartoon-
character arcade
games, and loads of
pictures of small, cute
kids winning prizes from
the magazine, and the
publication identifies itseif
as one for the

younger audience.

TV Gamer

his magazine
differs from
the other three
in that it's not
dedicated solely to N&4.
Far from it. Inside this
one, you're as likely to
find infarmation on
movies, music, fashion,
and media stars as on
console games. There's
even a full week's TV
listings, placing this
magazine squarely in
the general
entertainment division.
The magazine's

350¥ (about £1.75) monthly

spokesman, Mr Matsumato, admits that their
mist successtul inclusion {remember, the
audience is mostly young and male) is the “idol
section, Maturally, being a happily-marrsed man,
I have absolutely no interest whatever in such
shenanigans, and display the relevant pictures
purely out of the interests of informing our
readers as comprehensively as posable,

Such disarming modesty on the part of Mr
Matsumoto is commendable, however, and
perhaps obseures the fact that TV Gamer
manages to squeeze a good bit of interesting
Mintendo-related news in between its covers
A good third of the content is games-
oriented. and in the edition shown, for
example, there's news of the latest Pocket
Mownsters cart for the Game Boy, information

b.hl.ll.
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Dengeki Nintendo 64

590¥ (about £2.95) monthly

relative newcomer, Dengeki Nintendo
&4 represents one of the more weighty
games magazines on the market and is
the host of that big 34-page black and
white readers' section | mentioned earlier. As with
most of the others, the magazine launches straight
into articles about the hottest games. Qur own
great N64 Magazine does tog, of course, but you
may have noticed that several other British and
American mags prefer a hefty preamble Involving
gossip and news before they reveal the big ones.
The reviews are extensive and always give
extremely detailed tips on how to get the most out
of the game - strategy guides abound.
In deference, | suppose, to the obsession the
lapanese appear to have with all things manga,
there are several cartoon strips in every issue. In this

maonth’s offering, Bottom Lip's impending Semo 64
ts rather imaginatively covered by way of a cartoon
strip; the protagonist being Dengeki Yama (Dengeki
Mountain), one of the Sumo wrestler characters
from the game,

One of the most striking aspects of DN64 is that
with games in development thiere’s often a box-out
containing comments from, or an interview with,
one af the developer's staff. The effect is twofeld: it
not only gives the reader a sense of being mone
invelved in the process, but possibly staves aff
impatience. Mow you can see what's going on. Like
it, like it

The rest of Dengeki i split up into sechons
entitled ‘Dengeki Shangri-La’, “N&4 Next Stage’,
including infa on what the various developers aré up
to, and lastly, "Mews 64 Clip!". It's onlby in this last
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‘Seoop’ screenshots of Rare's Conker’s
Ouest are triumphantly paraded at the front
of this month's ediion, and Famimaga 64
Takahashi-san, while cagey about the
number of eopits sold, seems confident
about the magazines position in the
popularity charts,

It seems that Famimaga &4 achieves an
attractive balance between news
concerning the &4-hit console and ather
Nintendo products, the Game Boy in
particular. Again (bit of a recurring
theme here), not one to consult for
buying advice, though.

(The editor speaks 3

WHICH N54 mmmmmﬁt‘mﬁ
© Wave Race (the Jolt Pak compatible version).

. WHAT DO YOU THINK OF GAMES

Most distinctive feature: With Zelda, Mother 3 .
the best in the
Game Boy coverage Q : world, -/‘1
(The edi ks
! - The editor speaks
- - .r )
GoldenEye 007, and free, offering no opinions on COPIES SOLD?  * 3 \
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Zelda 64 and Mother 3,
perhaps the most eagerly-
anticipated Nintendo’ games
since the advent of the
machine itseff. More
substantially, there's a four-
page article featuring an
interview with N64 developer
PARAM'S programmer and
dinector (hdaand Shibata-san,
whia produced Aguanaut's
Haliday when at Artdink], now
busy on their NB4-debut title.
This is not the place to come for buying
advice. The reviews are completely. opinion-

fnstead on game mechanics
and storylines. Useful
playing tips are given,
along with an ingenious
‘count-don’ icon which
not only increases
anticipation but provides
a handy at-a-glance
indicator of how
painfully slowly time
can pass when you're waiting for
something good to happen.

Most distinctive feature:
Count-down icons
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WHICH N&4 GAME ARE YOU PLAYING ALL THE TIME?
Star Fox 64. % A

YOU THINK OF GAMES FROM UK
far) have limited appeal for Japanese gamers -
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\ mmuhmmlm but we'll soon see

section that you'll find ‘rated’ reviews, and
not many of them either. Four, actually,
arranged in ¢olumns on'a single page and
scrutinised by four experts.

SHill, it is called “Hot Game

Preview', which should
count for something, and
the boys don't pall the
punches on the scoring.
[t will be

disappainting for Wil

no doubt, to discover

Systems, What, Mr Nakazato, a '4'? Can it
really be true?

Dengeki Mintendo 64 is chock-full of all
the latest news, reviews, walkthroughs and
w00, and really stands out as
providing the true manga

otaku with enough
pictures of cartoon Bunny-
girks to keep them going for
another week. At the price,
it offers a great source of
Infarmation and exceflent

(The edi_tq; _spe;a!;s 3
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that Messers Mita and value for money

Makazato completely

trash the new mah '- Most distinctive

jong titles from _m‘ feature:

Imagineer and Video f % Shangri-La readers’ section
iy,
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Ithough (or perhaps because) The 64

Dream is the heavyweight contender

for the N&4 magazine crown, its staff

were all resting their weary bones at
time of writing. and so sadly unavailable for
interview. To be fair, most holidays in Japan are
national ones, meaning we all have time off at
exactly the same time - the travel agent's dream
and car-driver's nightmare.

Weighing in at 164 pages, 148 of those in full
colour, The 64 Dream is @ bruiser. Perhaps the most
clearly organised, this magazine kicks off with a full
page of colour stickers feafuring characters from
ME4 games. This month, for example, Goeman
looms large, and there are garage shots of four of
the vehictes from MRC, Anather fine inclusian is the
letter-box stickers which are destined for the top
edge of your cartridges. Basically, they allow you to
see which game is which when the carls are viewed
top-dawn or from the side, and | don't mind
admitting that | have employed previous sticker

sheets in just this capacity. Natty
The &4 Diream brings you no
fewer than five
separate
games charts,
ranging from
the mare
canventional
most-eageriy-
anticipated-
games, to mast
popular third-
party developers
{topped this
manth by
Square). Reader
involvement is
. . clearly a priority for
.‘.’ the staff of this
“N  magazine, with the
thing chock-full of
developer news,

The 64 Dream
'

strategy guides, reader contributions. The
monochrome section even carries what can only be
described as “modification instructions', and this
month recommends the adding of Batrman-style
wings (nicked off the licensed toys, presumably) to
your M4 controller. Interestingly, this month's
edition also gives advice on playing imported (US)
games, and ingenuously illustrates the difference
between the US and Japanese cart shots.

Its sheer size means that The &4 Dream can
hold a wealth of gaming news, previews and
intendiews. It is this last that most captures the
attention, as every month there are in-depth
interviews with the hufiers and
puffers in the
industry. As
well a5 the
straight journo-
asks-developer
format, there
are extended
Q&A sessions
with the game
makers, where
theyre faced
with answering
the best
reader queries.

At the risk of
being boring here,
fet me just note
that The 64 Dream
shares the same lack of game ratings as the other
mags. It does, however, confain just about
everything else game-related imaginable. | say
‘game-related’ as a kind of cover-all. It is debatable,
| suppese, how vitally important the inclusion of
such marvels as “Bistro de 64° (er, guess) is to the
dedicated games fan, for example, but it is
undeniably games-related. Just.
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Maost distinctive feature:
Top cart stickers and ratings charts
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