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N64 HOWTO...

In Japan, Pocket Monsters on the
Game Boy is breaking all records.
And it's coming to the N64 next year.
But what actually is it? Our man in
Tokyo creates a monster i

by Max Everingham

reated by Nintendo and licensed by Tomy,

Pocket Monsters (or Pockemaon as it tends

ta be known over here) has generated a

massive followdng in Japan. The story begins
with two children called "Red’ and ‘Green” who grew up
together and then sadly grew apart becoming rivals,
You take the part of one of these kids - indeed, you
have to show your colours from the start and decide
between the ‘red’ or "green’ cartridge when you first
buy the game - and the plur unfolds from there,

The idea is to find Pocket Monsters and keep
detailed records of each ane's attrbutes. You pay to
leave them in Pockemon hotels, and they eventually
develop into fully matu cually responsible, canng
adults, Then they go out and nything in sight. Or
attack it at the very least. They start by simply striking
with the tail but as they get older they can leam other
attacks, such as biting. To make the best r

: also have to fight the Poc)
gym there are eight of them in the Pockemon
wirld) at the gym mn each town you wisit. And that's all
the instruction you gét; the rest s up fo you.

The Pocket Monsters are eategorised in two main

kind', with monsters kanging from Poison-
onster and Double<Shell Monster to Evil

offensive and d ive a_hl|l1",‘, IF. _| h.;-mh[ wr_-|gh[ and
what animal t metamorphosed from. These
0 is on which you stage battles.

] . and | believe the principal
reason for its e Ildnrdlrl.lry sucoess, is that you can hook
your Game Boy up to a friend's machine {cable required)
and swap your monsters in the 'trade centre’ or send
them inte battle against your soon-to-be-ex pal's
menagerie, One word of caution however: if you
haven't yet earmed a high ranking in the game and you
wap ters with a higher-ranking friend, your
‘traded” monster may just ignore you!

Nintendo64EVER | How to... get your head around Pocket Monsters (Article scanné dans N64 n°10 (Janvier 1998)) - page 2




How to raise a monster

ith Pocket Monsters being a Japanese-only release everything is, of course, in

foreign. And being essentially an RPG, there's a good deal of text to deal with. Now,

1 know a little Japanese (but that's enough about Mikii...) but for the purposes of this

article, I'm assuming complete ignorance, Which isn't difficult. So basically, the first
challenge here is to see if | (and any non-Japanese-fluent Mb4Magazine readers wanting to try out
the game) can even get the thing to work at all. Here's an illustrated step-by-step guide shawing
exactly how | got on: Start here 77

Mext come & procession of theee kids, Mo idea what
they're saying to me so it's that ‘A" button again.
Make it stopl Oh oh, another of those menus. |
recognise this from last time so | don't think Il
choose the default again, else I'll get that name-
entry screen. Go for the next one down. ..

Yep, that seemed to work. Heyl The next kid is
ealling me by the name I put it Neat! (| know this,
becawse | just chose the first character in the menu,
nothing else.)

I'm in a room which is obviously my bedroom,

ﬁ:_ﬁnd!l' E"fhfo: 2 P since I'm standing in front of my Super Famicom
mrnh game. (the first of the many nice touches). There's a

compauter in here oo so let's go over and hit that ‘A’
button again. Asisese! Another menul | know, Il
select the default with my friend the “A' button. ..

Well | could go on but let's just say that, having
had the game for a few days now, and with my
43 Press the start limited but faidy functional Japanese, Game Boy

button and... Pocket Manster has surprised me. Oin a cosmetic
level the graphics are simple but sharp, resembling
the Famicom RPCs and none the worse for being in
menochrome. The gameplay, once you gel the
hang of all the menus, is excelient and at any time
you have access to progress reports on your
character's status and expenence, the Pockemons
you've trained, the state of play, and the items
you've colbected. And this is without the added
pleasure of pitting your monsters against your
friends' creations.

But, and this is a massive, Hindenberg, Titanic
sort of "but', if you haven't got a clue about
Japanese the game is going to give you Senious
<] &y Hurrah! That problems. While you can bumble along in a

must have haphazard kind of way and still get by, the plethora
ezl :::::::: of menus, text and associated options are going to
m-l'o the firstof  dramatically affect your appreciation of the game.
about 3 billion text So really, if you want to savour the pleasures of
SEreens, Pocket Monsters for yoursesf you're faced with two
options: get a book out like Pavlov's guide on The
joys of trial-and-error for immortals’, of leam a bit
First off, I'm welcomed by a bloke who looks fike a  of Japanese and GET IT ON!
doctor. At least | hope he's welcoming me. But
what's this?! I've got a menu, 5o he obvicusly

eeds me to do something. Keep sing the ‘A
b Ik 7 POCKET MONSTER

Aarrggh! Choogsing the
{IE default has given me a
great big screen full of
squiggly things! But stay
calm! This is obviously a
name-entry screen. But it's

ail i Katakana, 50 let’s
fudge something and mave
quickly on...

Bin this, | reckon...

Andkt!he7b.

garmes begin!

V9N

FEEL THE QUALITY

twmmm.puuiu. key rings
and plastic dolls are par for the cowrse and
but then there's the

Other essential items incliede a Pocket
Manster board game, plastic monsters in myriad
slzes, RPG-style dice (not furry, alas), packs of
piee: achoonr o gl

cases, jo-yos,

rts, & monster training guide and oh,

I've had encugh of this. I'm quite sure |
jen't seen all the various of the

SUILSNOW LIMN20d dANNOUYV AdVIH UNOA 132 w

GO!
GO!

Christmas 1937 @
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ikachu is Japan's most popular Pocket

Manster, so despite the fact that it

looks like a rabbit gone wrong, respect

Is due. Readers of a leading Nintendo
magazine aver here put him in first place in the
Pockemaon charts with 1089 points, nearly two
and a half times mare votes than the character in
second place (Myu, with 423 points). Almaost as
popular as Tony Blair then.

And indeed he must be, because our Pikachu,
as we ke to call him here. & to be the honoured
subject of the very first N6 Pockef Monster
game. With the roughiy
translated ‘babytalk” title of,
“I'm fine," says Pikachu’
the game will be the first in
an inewtably long line of
Pockernon adventure-type
jaunts, Already, in response
to questions from eager
monster fans, Mr Hongo has
hinted at further releases -

Combat Stickers

t works like this: on the front of the sticker
B a picture of your monster; surmounded
by icons and digits (ses picture). In the top
left & a shield icon, representing defensive
ability and a strength number below it. In the fop
right, with another numeral, is the star-like lcon
representing your monster's attacking strength
and just below that is another icon, this time a
‘type’ icon, which allows you to doubde up your
fiend"s abilities should it be attacked by a monster
af the same ‘type’. Below the picture s a row of

thiee icons indicating the manster number, its
‘type’ {the elemental attributes) and the littie
guy's name and level, Play proceeds in exactly the
same way as it did with Top Trumps, which & to
say that you and your mate square up to cne
another and compare numbers, and the victor
snaffles their foe's cand! In the case pictured for
example, our friend Gyaradon (the dragon)
completely trounces poor ittle Midorina. Then
there are other ways to play, inchuding simgly
swapping duplicates that you have in your
collection for your mate’s (more comman
amongst the litthe kids).

You get nine normal stickers and one special
‘prism’ effort in a pack for ¥100, The prism sticker
has a special glitzy effect making it look like that
spinning silver ball with mirrors on, that you got
down the local disco. Dig it, man. If you're

"Pikachu is one of many Pocke! Monsters, after
all”, he says.

Pilkaghu merchandise & currently the curse of
parents everywhere, with little kids constantly
haranguing their folks to buy the kit. Tragicalty,
there's even a Pocket Monster song being aired
on the radio at the moment, featuring a gid singer
yelling ‘Pikachy' every few bars, Ye gods!

The wery latest product though - if you'll
forgive the marketing parlance - & an actual-size
(1 have this on good authority) Pikachu doll which
speaks when you place it in the palm of your
hand. Or maybe | should say that it
speak. The only utterance you're
going to get for your money is a
perky ‘Pikachul’ as its lithe cheeks
flash red. Ahvhh. Woreth the money,
§ then, no doubt. But just in case you
don't feel quite ready to take the
plunge, we're offering one up for
grabs to the reader who can suggest
the most oniginal new piece of

PICK A CARD

MONSTERS IN THE U.N.

Pocket Monsler
mierchandising.
50 send your
suggestions in
to the usual
address, but no
mention of pencil cases or duvet covers, please,
Al in all then, Nintende and Tomy are on to
a big winner here. The snowball just keeps on
rolling and with the W64 game, it can only get
bigger. There have been suggestions that
Wintenda turnaver in Japan has become reliant
on the (admitbedly massive) sales of the Pocke!
Monster game, given the dearth of quality Ned
software titles, Well, I'm not sure about that but
I've been so busy fately that
I've hardly even a dent
in GaldenEye or MEe4 (1
know, | know) énd'there are
at least 15 more new titles to
come before Christmas. So
many games, 5o little time.,

v ANY CARD

l". e B

especially fortunate, you may even have chosen a
\ “lucky person’ pack which includes a limited-
edition golden sticker. Can it get any better?

Game Boy Pockef Monsters isn't generally avallable in the UK. But if you're interested in trying it
out for yourself (and be wamed: it really is a struggle if your Japanese is in any way rusty) give
Project K a call on 0181 508 1328.

@ N3,
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