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The Nintendo 64 comes from Japan, as do most of its best

games. But Japanese games developers are an intensel

secretive bunch of fellows. N64 Magazine penetrates their
keypad-secured steel doors.

apan is responsible for maost
of the N&4 games we enjoy
best here in the West. And
yet it's governed by radically
different market forces and
influenced by a culture whaolly
different from our own. As a result,
its developers design and code
games in a very different way to their
British and American counterparts.
From the early days, when
Nintendo attempted to emulate the
game styles of the US console and
coin-op manufacturers, the company
has been instrumental in creating a
new hreed of video gaming. Mario
creator Shigeru Miyamot
the way for a far more imagir
'II,",.'I_‘II"I'II ANd immerasve '1?r 1
gaming that's now evident in so
many games that emerge from the

Far East, be they from
Mintendo or independent
developers like Hudsonsoft and
Konami, It's monic, really, given that
traditional Japanese culture looks
oW On frl'.'r:-il_:.,.l_. |E‘I_‘.I,I"'{= time

Just as Japanese developers can
take much of the credit for the
popularity of the original NES and the
SHES, so the success of the Nintendo
&4 will be due, for the most part, to
the labours of love emerging from
these creative hotbeds. Join us as we
cast a beady eve over the Japanese
pames industry, taking in the past
Elones, current activities and potential
of every single one of these
developers, from Nintendo itself nght
down to newcomers such as T".':Iv.ll.'I
and even those yet to officially admit
they're warking on N64 games

GO!
GO!

Issue 3
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tendo and Japan

he story so far

rom its humble beginnings,
the Japanese games industry
has been created to
Nintendo's design. It was
Nintendo that saw a fresh market
there for the taking, first in the cain-
op arena, and then again in the home
consale market, with its NES {or
Famicom) machine, in 1983. By this
time several home entertainment
systems were available, including the
Intellivision and the MSX, but it was
Atari's 2600 that had become the
dominant farmat. A surplus of titles,
nearly all of poor quality, was soon
to kill off the Atari, however,
llowing Nintendo to step in.

Even then, NCL president Hirashi
Yamauchi realised that a cheap
system not only brought bigger sales,
but made the main unit secondary to
the software. 5o it made brifliant
business sense for Nintendo to initiate
2 licensing program that enabled the
company to exercise complete control
of NES cartridges, taking a royalty cut
of around 20 percent on every third
party title. Namco and Hudson were
the first to sign up, with Konami and
Capcom following soon after. These
privileged developers were initially
dllowed to produce the cartridges
themselves, but it wasn't long before
Nintendo removed that right. Al
production, it was decided, would be
handled solely by Nintendo.

Yamuachi even structured the
licence so developers had to order a
minimismn of 10,000 cartridges with
payment required upfrant, This meant
thiat even if a title didn't sell,
Nintendo would still make a profit on
the deal. White:such: practices

incensed third parties, they had no
option but to sign up if they wanted
to jump on the NES bandwagon,
Cartridge rationing (during the chip
shartages of the late "80s) and even a
limit on the number of games any
developer could release in a year were
all eventually added to the already
restrictive confract

Sega's success with the
Megadrive/Genesis system came as a
genuine surprise to Nintendo, so
some ground was lost before the
arrival of the 16-bit SNES. This meant
that Nintendo had a harder time
gaining the lon's share of the market
(although 2 million SNESes were sold
in Japan in the first six months alone),
and consequently had to loosen the
stranglehald on developers. Most NES
developers signed up again to work
on SMES software, this time without
the restrictions on developing far
other systemns, and sometimes even
with the freedom to manufacture
their own cartridges.

Although Japanese-centric games
based on Go, Pachinko and other
Eastern pastimes were already popular
on the NES, it was with the arrival of
the SNES that the differences
between Japanese and Western
games became most pronounced. The
improved graphics capabiiities of the
machine gave rise to lots of anime-
influenced games, many family-
onentated titles (using cute graphics,
female characters). and a plethora of
near-impenetrable role-playing or
adventure games. Indeed, although
the RPG concept was introduced to
Japan by a Westemner, they have
become the dominant style over

0

there, exploration-based gaming
appealing to the Japanese more than
the violent designs European and
Americans come up with.

Mow, not only does Mintendo
face competition - faltering though it
is = from Sega’s Saturn, but there's
also the threat posed by Sony. While
the Japanese electronics giant was
once an ally - producing the sound
chip in the SMES and even working

for a while on a SNES-compatible CD-

based console - its PlayStation is now
the N64's biggest competitor. But
while Sany’s policy of saturating the
market with games has ensured
strong sales of its system, Nintendo's
maore selective release policy has
already given its machine the upper
hand in terms of quality.

The gulf between Eastern and
Western games styles looks set to
continue with the N84, Already there
are a great many oddities in
Nintendo's Japanese release schedule,
games that will never see the light of
day in Europe or America. Granted,
some won't make it over because
Nintendo of America tends to péck
only the better titles from its mother
company’s line-up, but most won
make it because horse-racing, mahy®
jong and weird anime advei
haven't got a hope in hell
the cultural barmier, Bl alongside
such oddities, there aré some
incredibly inventive titles under
development, with ical and
gameplay styles that could only ever
ariginate in : g

Time to see what Japan’s N64 '

dreg
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ﬁ?ﬁuevelopers

he big cheese. home of the

Maother Brain (that's

Hirashi Yamauchi to you

and me), and employer of
the best games designer in the
world, Nintendo has a reputation for
quality software that remains high
above that of even its best third-
party licencees. Aside from a few
notable exceptions - Donkey Kong
Country, Tetris, Starfox (although
that was a sort of halfway affair,
with UK based Argonaunt providing
the 30 engine and NCL adding
everything else) - the very best
games for Nintendo systems have
always come from Mintendo itself.
Having already established
supremacy with Super Mario 64,
Mario Kart 64 and Wave Race &4,
the challenge is now to maintain the
lead, showing the way and setting
the standard for other developers to
aspire to,

Much of this responsibility falls on
Shigeru Mivamota's shoulders, as he
overseas key titles such as Starfox 64
and the mammoth Legend Of Zelda
64, now looking set for a standard
cart release prior to a 6400
incamation, And the buzz is already
building on the next Mario cuting
Super Mario RPG 2 {akso for the
640D, which will hopefully prove
somewhat more expansive than the
original inventive-but-shortlived
Square-penned SNES version. There's
also the promise of a Mario Paint on
DD next year, though the shamelesdly
2D Yoshi's Island 64 should appease
Maria fans well before that. No word
on a new Metroid adventure yet - the
team are still hard at work on Pocket
Mangters 2 on the Game Boy - but
lots of other games - from Sim City
tor Tetris - are getting a revamp for
their N64 outings. The second of
these will be released as Tefrisphere,

although it's actually being coded by
LIS programming outfit H20. There's
also & new F-Zero game in the
pipeline, even if Wave Race did swim
in vaguely similar, er, waters

Kirby's Air Ride seems to be back
on schedule, with a release in Japan as
early as this summer being talked
about. And there's alsa the mysterious
Climber, Bugeie Boogie (developed by
graphics house Angel and strangely
quiet of late), 54DD design package
Creator (actually written by Brits
Software Creations), and eventually
Pocket Manster 640D, Finally (for the
maoment at least) there’s Jungle
Emperor Leo, produced in tandem
with animation house Tezuka
Production (studic of the late Osamu
Tezuka, creator of Astra Boy), and
another collaboration with Rare called
Dream. Not much about Dream is
known beyond the title, otherthan
NOA chairman Howard Lincoln's

claim that it'll do for the Mé4 what
Donkey Kong Country did for the
SNES {and we'll have much more in a
couple of issues time). But Leo (ar
Kimba if you ever caught the
Westernised version) is far more
important than you might realise. The
adventures of the little white lion cube
weere recently in the news when
Disney's The Lion King came
suspiciously close to duplicating the
25-year-old anime’s storyline. Not that
important, you may think, but when
you realise the enormous popularity
of the cub's adventures in Japan, you
begin to realise THe Sort of msgashib.
Nintendo would have on their hands
if they got it right. Needless to say,
Miyamolo is again on the case,

What with two ZJefda games,
updates to SMES favourites and same
top secret projeetsion the go, you
can't help but be comforted by
Nintendo's futuse plans.

NNd 2NISId FHL 40 ANV
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Konami

intendo developers tend
to fall into one of three
categories: companies
originally set up to

publish NES or SNES games, multi-
interest companies keen to get a
finger in the huge video game pie,
and existing names in the world of
Coin-0ps

"
-
4
v
b
Vi
(=
>
Z

wami is ane of
tarted up in 1973
st re al success with
e machines such as Scramble,
er and Super Cobra as well as
in the hand-held game market. As
with many others, it was a deal with
Nintendo that led to real profit, sales
increasing from $10 milkon in 1987
prior to the release of first NES
offering Gradius, to 5300 million just
five years later. Much of this can be
attributed to Western licence
Teenage Mutant Ninja Turtles, the
first game selling 4 mallion copies
glone. Traubled times just a couple
of years back now seem to have
been overcome, with the lapanese
HCQ and the Chicago offices now
focusing on the next generation
consoles, particularly the Ned.

The lapanese-centic Mah Jong

stablished in 1975,
Enix has publishing
and novelty toy
interests in
addition to its video game
history - hence a staff of
nearly 150 and an annual
turnover of areund 33
billion yen (£170 million).
It's Yuji Horii's Dragon
Quest games (the first of
which appeared on the NES
in 1987) which have gained most
attention - the Dragon Quest
merchandising machine could keep
Enix going indefinitely.

Sadly, after Dragon Quest Vi
(and the updated W) on the SMES,
Enix has turned its attentions to the
PlayStation for the seventh
ingtalment. Mintendo's new machine

Master has alread

seen the ,1—* of day in
Japan, along with top
hit Power Pro Baseball
4 and the brilliant /-
League Perfect Striker,
now getting an official
UK airing under the International
Superstar Soccer 64 title. Now
they've revealed the highly
anticipated Dracula 30 (which will
no doubt end up over here as
Castlevania 64), an update of the
classic SNES formula that's still some
way off, along with a new Hyper
Olympics game. Final Round &4 and
3D fighter Battle Dancers are also
scheduled for release in Japan this
year, but it's Ganbare Goeman 5
which is really turning heads.
{There're pics on p23.) It's another
updated SMES favourite and takes on
Mario head-on with a full 3D 16th

Dragon Cuest seres back where it
belongs. Instead, we've had to make
do with the interesting but flawed
Wonder Project J2. Mot to waorry,
though: Enix plans to bring more
games to N64 by taking on board
and publishing third-party games.
The first fruit of this decision is
Treasure’s Go Gol! Troublemakers,

century Japanese setting to
piay in

Kanami's _ﬂl'ﬂ‘.‘.’ul' manager
Nagata Akihiki has previously
indicated that games using
traditional Japanese characters
such as Goeman and Parodius
are unlikely to make it to
Europe (even though he's been
wrong with both the
aformentioned tithes), but the
guys at Konami UK are adamant that
if Goemon comes up to scratch
they'l fight for its release over here.

What else can we look forward
to from Konami? More updates of

classic titles! Watch out for
announcements on Twin Bee,
Parodius, Gradius, Contra and even
an Ned version of recent RPG
release Suikoden!

est known over here for
Power Ranger toys, this
now-global company
actually handled
Mintendo's UK distribution for a
couple of years at the start of the
decade, as well as overseeing the
Stateside distribution of early NCL
products in the 70s. Bandai now
pulls in around 51.2 billion a year,
with interests in every area from
electronics to TV shows to
toiletries to being half of Sega!

As for their NB4 plans, there's
been no word on any games
licensed from the Power Rangers
(and, if there is, you can expect it to
be a hidious American game rather
than one based on the original

Japanese TV sentai series that
Rangers was derived from) or any
of their other properties. [nstead,
gamers can expect Lode Runner 64,
an update of a lagendary but very
old platform game from the "B0s.
The original featured little more
than platforms, ladders, and the
ability to dig holes, so which
direction the update will be taken in
is anybody's guess. (£, 307 - Ed)
Top anime mecha 510
Robaot Spirits & to follows
under their Banprestllbanner, and
don't discount the possibility of
games basedson rt Ball 2 and
SailgFoon at some point, either,
Don't know what Saga will make of
it al, mind.

S Doy ! isbo reaive support, but there are which hits Japanese stares at the m i s
no plans at the moment to bring the  entof Junes s ’ = —
aving failed to do & s similarly 5L
anything particularly VACCUDUS,
interesting with the: except with
e . famous (he's Marig 64 style
b NES fans will remember 500 people worldwide, and rake in popular in Japan since just after viewpoints
Koei as a developer who something like $150 milion 2year. World War Two) Dorasmon with which to
specialise in not-very- Wl'rlch’ﬂpl.;fﬁs why they’ve been character in any of hig various admire the
dynamic wargames, RPGs  given an M4 licence: Their strategy- SNES outings, Epoch are back out - it |
and strategy simulations like minded development team have  of hiding to bring the propeller- flt-and-His
Romance of the Three Kingdoms. ] upwith Mah Jong 64 s0 headed blue cat to the N&4. magu:al
Yet Koei actually employ over far. Historical wargames will follow. But the NB4's.Doraémon game  pockets.
=
: - et e “."!; sy o A | By
oo T 75 o : £t I L i
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hat began life as a

company devoted to

operating rocking-

horse rides on the roof
of a department store in Yokohama
flourished as a eoin-op
manufacturer, with legendary titles
such as Pac Man {which translates
as Eat Man, fact fans) and Xevious,
gaining further weight when it
became one of the first two
Nintendo licencees.

0 ulliSu Y Wine
PlayStation was launch

ith Namco, Hudson
started the third
party licence ball
rolling with
Nintendo, committing to the MES
format way back in 1984, Prior to
that, Hudson actually worked on
Spectrum software, releasing the
immaortal Stap The Express and
even a forerunner of Pang, the
perennial balloon-busting fave. The
switch proved to be a wise move -
their first NES effort Roadrunner
selling over a million copies,
whereas sales for its computer
software version were around
10,000
It's Bomberman that the quietly-
brilkant developers are best known
far, though, many citing it as the
world’s greatest multi-player game
{not something we're about to
dispute - you've not heard cursing
untill you've been involved in a
heated Hi-Ten session). There have
now been five versions released on
thie SNES, never really deviating
Wit that original formula too much
All that's about to change with
Bomberman 64, howewel which
. does more than give the game a
S8 Fnew lick of paini. The'whole thing
| 'has been reworked to feature a solid
3D%enwronment, aithtlgh Hidson
stress that the principle will be thed
same: fo blow up oppopents using
bombs, environment qUirkeand™a
big box of priwerups. Neatles to
say, this has the potential to be
ranked up there with Matia Kart 64
asa |rr11.|"|Jfr i-player classic:
Interestingly, #'role-playing

even ten humans -_th |'I_E, it Ou‘. an
one machine at once, as in the
Saturn version. “A multitap for the
M64 is a possibility,” & Hudson
spokesman admits, "Remember, we
created a multitap befare for the

SuperddEsy and lookasbat h'i.:-pf'nad
ilda resull

Chuite.

Hikdson Is also doing its 'Hfj&t
beat-"em-ups with Dual Heroes
Incredibly, this is the first 30-beat-
‘em-up ahnounced for the Ned,

stheugh with Hudson's trademark

shick design, some terific polygon
characters apd the promise of
spectaculary advanced opponientead
routines, it could well become the
benchmark, And that stifl leaves two
spoats titles Pawer League 640a
baseball game} @nd Soccer 64 - a5

: Qvﬂunknawn quantity Todken

[ —

Road™Bidve Spints (sa::rg!'
suspiciously like a beat-
‘em-up to us) and Piain unkmown
Kindaichi Shonen No Jikenbo (File
of a Boy Nemeg Kindaichi). A busy
and very probably award-winning
timaYar ame aFlapan’s best loved

dewelgpers, th if only
s:urhebud}r ol ﬁ%ﬂce them to

A dew'aD dpdte of PC Kid

j

Ithough they knocked Its a pattern the publisher is sticking most promising, with Lmazmg
out & fair few SMES titles  with, with impending releases Blade Jscenery 4 a spiit-sdieen mode
Vin their time, including * . andBarel and Top Gﬂr Rally bath ilre.a&y i while Blzde and
Dragon View and under development by Western Barrel can't boast Smtiffexciting
Lagoon, Drakikhen, Bombuzal and companies — UK-based Software visuals, it does Promise some Blast

the Top Gear games, many were "

#Creations and America’s Boss Game

versions of existing European games.  “Studics. Top Gear Rally ooks the

oY

Covps-style destruction. Which suits

%%, down 1§ the ground,

Bottom Up

ittingly named Bottem Uip
are the developers behind 64
Ozumo, the Sumo wrestling
game premiered on N6d
issue 1 5 mdeo

YOu neeo o
e limited
{ that

NNd 2NIisid FHL 40 daNV1

ecmo were responsible for
Ninja Gaiden Trilogy and the
i ' many Incamations of -'
Japanese
mana t game Captain Tsubasu
but it w, Em SuperBowl which
rullz got SNES owners going. SOmenssge & pame
of the World Wide Web Sﬁh "Wl S
dewate far too much time and space to
promoting this cult sports series. T R
divhich i undoubtedly why work is |
S

® already underway on Temco Super

Bowl 64, Bigger news for the likes of us
is that 3D fighter Dead or Alive seems g P
to be making its way to the N64 - ’
fafnous for its female character's
penumatic breasts, if nothing else. Nice,
ifyou ke that sort of thing.

-

A apa
s
e

uropeans may be unfamiliar |
with ASCII - a SNES |

exnversion of ald Amiga

classic Spindizzy Worlds and
truly appalling versions of the
Dungeon Master clone Wizardry are
all you might have seen of them.

At the moment they're having

guccess on the aifing Super Fami
(the Japanese name for the
Japan, with a seemingly

arrayof, RRGs and the me
Wheel Diive Smg S0
Rumours abound Stallion &4

for the 64DD will be
project, and while il may not sound
all that exciting tofs, it's certain to
make 3 very bigfiplash in Japan.

-)F% 0 o

GO!
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Imagineer

Vic Tokai

reviously Imagineer seem
to hawve made a
comfartable living
handling SNES
conversions of popular computer
titles, such as god sims Populous,
Mega Lo Mania, Powemonger, Sim
Earth and Sim Ant, as well as
Wolfenstein 30.
Their N&4 lin

"
-
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I 15 & wery

% |'!!.\-\.'.'-!"-\.'I'"_

o Baseball King
n lapan, J-League
er due there soon
lti-Racing Championship

C 1g to the UK very soon via
Ocean {check out pgs6-9). Sega
Rally is the template for this one,
with some lovely looking off-road
sections and good use of
translucency for smoke effects. It's
also likely to be the first of the
seriows 3D road racing games 10
make it to the UK, which wil
undoubtedly give it an advantage
over Top Gear Rally and R imit
Equally promising is Holy /
Century Eltale (known in the West
as Crystal 5t which with a
name like that could only be an
RPG. Echaing the now familiar
Mario 3D style, it promises all the
usual role-playing staples — inns
weapon shops, spooky forests and
turn-based combat. Given those

HAL Laboratories

aving carved a formidable

reputation with the Kirby

games, HAL is known to

have at least three N&4
titles in the works.

Fishing will definitely onky make it
over to I;urn:)pe- on impart (B¢
Wil), while Mother 3 is already

ning a reputation as ane of the

st important Nintendo titles,
helping plug that RPG hole as well as
being the first scheduled 640D
release. As with the previous Mather
games for the NES and SMES, it's the
creation of Shigesato Itoi, though this
time he's drapped the second game's
'5i0s American feel in favour of a

T&E Soft

a0 -

intendo's decision to
grant Vic Tokai an Ned
licence surprised many,
particulasly given that its
previous efforts, including recent
forays on the PC and Satum, have
never been that great.
But Dark Rift, under

enticing visuals and the lack of
RPCS on the NB4d its likely to do

Video System

ne of the
lesser
known
Japanese
outfits, Video System is
the name behind SNES
titles F1 Grand Prix
and Super Volley 2
(which we seem to
remember being rather
fond of).
With Samic Wings
Assault, howewver, the
company have actually

development in the U5, does look
quite impressi use of
the machine y effects

and combat mowves that allow for
ectibe attacks. Quite what sort of
game lies behind the title of Tokai's
other Ned game, Wet Corpie,
they say, anybody's guess

15, @5

got Pilotwings 64
authors Paradigm
handling the coding, so needless to
say it's shaping up rather well,
Despite the use of flight sim style
wisuals, Sonic Wings looks to be a
fairly arcade-minded blast, with
American and Soviet fighters battiing
it out over impressively textured

rore sinister fantasy setting. The
combat sequences are
still reportediy
tumn-based

ftod is also the man
behind Cabbage
(warking tithe), which
apparently builds on
the computer pet idea
first seen in 80
computer game Little
Computer People, and
recently populanised by
Bandai's Tamagotchi
toys which are to be unleashed on an
ursuspecting Europe any day now
You have been warned,

fields and solid looking cities
Something called XSW-1 & also
currently under development, as well
as an as yet unnamed 3D shooting
game and the cbligatory weird
Japanese board game translation,
Harmkaky Yorin Uchi Mah lang

S e

ne of the less prolific
developers to make the
jump from SNES, T&E is
best known for Pebbile
Beach Golf Links, and so not entirely
surprisingly is working on an N64
version. Which means a whole new

generation of golf fans can get
confused about the concept of 2

Japanese company working on a This is another slighﬂ'!,' confusing
simulation based around an effoet, in that it's based on @fgame
American course. (Hey, why not. It aiready released for the PEin Europe
worked for Seta and St Andrews.) called Endarfun, It werks ke some

weird blend of Rublis Cube, Twister,
angd Checkers (look, just run with this
one), with players flipping a multi-
coloured cube, attermpting to match
the sides up with similarly coloured

Mo word yet on whether the
Waialae Country Club and Augirsta
Galf games areto follow, but T&E
still has the opportunity to wow us
with €u-On-Pa

blocks on the playing area
undemmeath. This was onginally
stated to appear soon after the
Japanese N&4 launch, but umpteen

, delays and tse unxepected

[appearante of a perfectly acceptable
SMES versson lead us to think we
might never see it. No doubt they'll
sort something out soon.

o s

Nintendo64EVER | Land of the rising fun (Article scanné dans N64 n°03 (Juin 1997)) - page 8



Treasure

ormed some five years ago
by a bunch of ex-Kenami
coders, the Treasure crew
immediately set about
applying the experience gained
working on titles like Contra
Spirits to produce highly individual
games for Sega’s Mega Drive.
Gunstar Heroes set the trend
with supes-fast sideways scrolling,
brilliantly inventive mulfti-part besses
and moments surreal even by
Japanese standards. Several other
Mega Drive hits followed, including
Dynamite Headdy, before the
decision was made to work on
software for Nintenda's new
machine, with programming
commencing even before the
machine's chipset was
finalised, Bet that was tricky
Go Go!l Troublemakers
(to be released via Enix) is the
result, a game which mirrars
the 20 game style of those
earfy Sega hits, but adds a

thoroughly &4-bit coat of gloss and
a game style which complicates
matters by not letting you shoot
anything!

Taking weirdness one step
further, players get to control
Marina, 2 female robot, as she
travels to Nendoro in a bid to rescue
Professor Gumbel. Needless to say,
plenty of fast-scrolling, daygle
action ensues and you'd be mad not
o check out our Future Look on
pages 10 to 11

nown to SNES gamers

for FT Exhaust Heat, F1

Exhaust Heat 2 and not

much else, Seta's
prominence in the NG4 release list
is rather surprising.

The less than saintly The Glory
OS5 Andrew’s you already know
about (if not, check out our review
in issue 1), but that still leaves
another six games to keep an eye
out for. Inevitably theres a car

e, in the form of Rev Limit,
which thankfully looks more

promising than their racing titles of
yesteryear (although an early
version did seem to suffer from
frame-rate problems), Wild
Choppers sports some impressive
visuals, too, taking an action-
arientated approach to helicopter
combat, but using some beautifully
crisp ground detail to depict the
low-level camage. Rather unusually
for an NE4 game, it also uses a
fogging effect to draw distant 3D
detajl. At the other end of the
gam‘n"g “spectrum, thefe's.the

- fapanese chess game
Saikyo Habu Shogii
and Neazuchi no
Ceofo Ku, a straight
implementation of
Chinese chess.
Fimally, still under
wraps are Marti|_
Shogi 64 and Super
Real [sland, the
_latter being, in.al
“Mkeood, some kind
of platform
are we just thinking
of Hudson's Super
Adventure Island?).

but F1 on the PlayStation is
regretably much better. But there's

Ithough Human Grand
Prix was highly rated
by SMES players, its
N&4 incarnation is
unlikely te gain the none-too-
prolific developer much favour.,
The Japanese version doesn't
look that much better than the
SNES game. the track detail is
completely lacking in subtlety, and
the awdio comes off even worse
than the graphics, There are fog
and rain effects, as well as the
ability to adjust tire types, fuel

still time far Ubi Soft to work some

magic on it before it appears in the

West as F1 Pole Position later in

the year. Whibe there's also Humarn

Wrestling to look forward to, we're

secretly hoping for a NE4 version of
he Firemen

e (or o

evels, and car asrodynamics, and
t's generally quite good fun to play,

And there's more (maybe)

The current list of Néd developers is notable for the absence of one or two
important names. While Capcom’s Streef Fighter 2 was crucial in establishing
the SMES, the company has yet to officially announce any 64-bit titles. That's
not to say Capcom's coders aren't working on any, though. A 3D version of
Ghouls 'n" Ghosts has already been seen up-and-running. and only a few
maonths ago Capcom's Akio Sakai todd a journalist, “Do not rule out the
possibility of us converting games like X-Men and Resident Evil “eAdd the
potential for conwversions of Street Fighter Alpha, Street Fighter I, Marnvel
Super Heroes Collection, Dark Stalkers: Vampive Savicur and even a Rockman
(Mega Man) title, and it can’t be long before the respected Japanese
developer officially pledges support for the NE.

And then there's Square, another priducer of sizeable SNES hits that has
so far failed to anmounce any Nintendo-rélated plans. Their decsion to
produce Final Fantasy VIl for the PlayStation (up until then every FF
had been on a Nintendo system) has gaused Ninténde more harm than they'd
care to admit. It hasn't helped that, while other sequels to Tamous Square
SMES games like Front Mission and Romanging-5ala are also set to appear on
Sony’s conscde, the N&4 hasa't had the merest whiff that Square magic touch. ™
Uinfortunately you shouldn't efipect to see much until the 64DD has proved
itself but take solace in the fact that they haven't announced either Chrono
Trigger 7 or Seiken Densetsu 4 (Secret.of Mana 3) y'P.t

Taita s another.developer notable for its absence on the N&d developer
list'Wpdates of the Bubble Bobble games, Chase HQ, maybe even Darius
would all be quite welcome. (Well, maybe not Darius.) Similarly, IREM's R-
Type series could be given the 3D treatment, but there’s been no word yet.
Fatal Fury and Art of Fighting creators Takara are perhaps one developer
whase absence nobody Will mind, while Bulletproof Software, purveyors of
countless Tetris-based puzzlers, seem to have all but disappeared. Which
leaves just a-few small Japanese developers in limbo, including Electro Brain,
Sofel, Jaleco, Toei, Datam Polystar, and er, Chunsoft. Nothing to give the guys
at Mintenda, Hudsof and Konami too many sleepless nights, then.

Lest we forget...

Morguveird-Japanese N&4 stuff in the form of Hinew no Ken 64 from Culture
Brain (who gave the SMES wordd Golden Fighter, Uitimate Fighter and top squid
boss RPGFirt. Quesn), Pro Mah Jong by Athena (anyone remember their SNES
shoot-'emsup BioMetal?), Super Double Yakuman from Vap, Cavalry Battle
3000 from Japan Supgly System, Asmik's wrestling game Uitra Battle Royale,
and - deep breath'= lissen Pachi-Slo Hissyouhou by Sammy

Kougyou, Obscure and no doubt very lapanese, the lot of them.

¥
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