Perfect Dark: Redefining gaming

Article scanné dans le magazine N64 Gamer n°26 (Avril 2000)
Sujet de l'article : Perfect Dark

Gaming perfection has finally arrived and Narayan is glued to the screen on his mission to deliver
every juicy detail on Goldeneye's amazing sequel!

Scans réalisés par les membres du site Nintendo64EVER, usage exclusivement
destiné aux autres membres du site. Toute reproduction, partielle ou complete,
ainsi que la diffusion de ce fichier est interdite. Les magazines originaux sont la
propriété intellectuelle exclusive de leurs éditeurs respectifs, les scans
regroupés dans ce fichier ont un but uniquement documentatif et informatif, aucune
exploitation commerciale ne peut en étre faite.
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etV JUIGY DETAIL ON GOLDENEYE'S AMAZING SEQUEL!
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Taking the role of the sexy heroine, Joanna Dark
(code-named Perfact Dark), you are a sacret
operative working for the Carrington Institute
This mysterious govemment institution sends you
on a mission to investigate DataDyne, a huge
melti-national corporation that has been linked o

rite: the DataDyne corperation, you will find out
that the sinister corporation is conducting illega
EXpENMENLs on extratarrasinal Deings.

Those of you wandering why Fare didn’t
maka another James Bond movie as the saquel
te Goldeneye should know that the designers
actually tumed down the licences to Tomormow
MNever Dies and The World is Mot Enough. While
the design team enjoyed making a shooting game
about their favourite movie character, they also
fet that a lcenced game placed too many

tions on them, With Perfect Dark they are

free to take all the best features from

Goldeneye, improve upon them and incorporate
all thesr othar ideas that they couldn't do with the
Bond character. The result is an amazing experi-

ence that surpasses Goldeneye in every way
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PFLAYSITIE THE GAME

Rather than stast completely from scratch, Rare have used the existing graphics and gameplay engine
from Goldeneye as the basis for Perfect Darle. Naturally the graphics side of things have been tweaked
significantly but the only fundamental change in terms of the physics engine being used is in the way that
you will no longer encounter imdsible walls when you bump against the edges of platforms. Wha hasa't
sean someons below them in the Stack multiplayer level and wished they could just drop down next to
them? Thanidully the training wheels have been removed and it is now possible to hop down to lower
evels. This doesn't mean you can jump because Rare have wisely decided that making precarious jumps
across platforms is somathing that detracts from, rather than adds to, a first person shooting experience
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A The riffe is great for helping people aver their feer of heights

It goes without saying that the objectives wi
e musch bigger and better. In fact, everything
about the game is much better, but I'll tell you
about the objectives first. One of the mission
objectives that | really liked took advantage of
stunning people instead of just kiling them. The
familiar ability to slap enemies in Goldeneye has
been modified into a nasty punch that knocks
people unconscious. This is necessary in the first
level because one of the Datalyne staff mem-
bers has a biclogi-
cal key that is con-
nected to her
heartbeat. In order
1o use the key and
obitain access to the
rest of the level, you
must rendar har uncon-
scious and keep her alive,
ensuring that the key still
functions. Maturally
stealth still plays a by
role in the game and
you will definitely need Y
10 be a lot sneakier i
you want to defeat a of
DataDyne’s forces. You can
even take advantage of the new
mines o place on walls to bliow holes
clean through them, giving you the
esseniial element of surprise

The enarmses thermsehves am, without
a doubt, the most infeliigent ever seenina
shooting game, They will assess threats,
work a5 & beam and communicate with

7 Kung Fi moses

guarnds who would come up against My
machinegun-toting bad-assedness and
run away 1o grab a few of their mates
so that they could attack me with
superior numbers
Another aspect of the game
that has improved immensedy (s tha
different difficulty levels. Unlike the
first gama, they are all complate-
Iy unique. In Goldeneye the
three difficulty levels wena only
put in four months bafore the
game was finighed. This time
around Rare heve made a
much more distinct differ-
ance betwean the levels
For axample. Easy has
almost no \}'{.'_:E,‘C’.I'-ES and
is simply a case of
killing everyons. If
you bump it up to

hanrd then you're

looking at some

A The tof screen thows the brilliond co-op mode in action
each other 10 akwarys keap the player seriously brain-tax
wondaring whal is around the next cor- ing puzzrles and a aged to craate a great atmosphere as it was but it
ner. I you remember the classic scens huge adventure looks like a chidish cut and paste job in compan-
in Star Wars where Han Solo foolishly | keraooer 'rmi gt son to the epic adventure that is created in this
chases a lone Storm Trooper ting repetitive but beeathtaking future (all 32 Mb of it). To advance
thwough the Death Star into a there ara still tonnes the storylne Rare have incorporated more than
room filled with hundreds of of features that have one and a half hours of real time cinematic scanes
them, then you'l ke been infinitely They have employed professional voice actors and
the nesw featunes in mproved for this scrpt writers (o create aach scene, and it Shows
Perfact Dark. amazing sequel. | The first mission begins as Joanna Dark is flying
Quite oftan | Fedt that towands the immense DataDyne skyscraper in her
ancountened Goldeneye man futuristic howercraft, weaving amongst all the
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other fying vehicles. You can even notice that the
lights on the other bulldings wash over the hover-
creft as it fles past them. As her pilot padks it
ahove the building's roof she exits through a pane
in the floor of the craft and climbs down a rope as
it thrashes about madly in the wand. As soon as
ghe lands on the roof it's time for you to take con
trol and kick some el henchmen butt.

Perhaps the most exciting new feature is the
co-operative mode of play, Naturally you can play
co-operatively in the multiplayer mode by team-

ing up with a friend against the computer oppo-
nants. However, the exciting news is that the
rrain adventure will algo feature a co-operative
game in which you can play & split-screen mode
with one of your friends controling Joanna's sis-
ter. As if that wasn't mind-bending enough, you
will also be able to enjoy an absolutely Inganous
adversarial mode in which one player takes con-
trol of Joanna (who has to complete her normal
missions) and the second player controls one of
the guards who has to try and stop her.

Anyone who has played Goldeneye knows
that it is one of the most amazing games ever
created and is packed with so many brilliant fea
tunes that it is possible to enjoy playing the game
for years without getting baored. Wedl, all of you
true bebevers can sleep very soundly for the next
month as you wait for 8 game that is not only
twice as long as Goldeneye but is bursting with
50 many incredible new innovations that you will
be glued to your screen for years to comea.
Parfection awaits!

MUL TIRPRLRARYER HERUETN

the & g a ot J
ogainst up to 12 computer opponents. On top of
that, aach simedant will hove a Bfferent perscn
slity that you can sssgn. For axample, you can
selent o satiulant that i aways inclined to
aftack no mailer how weak its weispon 5. or
you can pick & smulent that wil abwaystry to
run and hide uriless it has the advaritage. You

heen retaned. Howener
sighl architectumnl changes an 3
drop off edges lsads to 4 few new [achics

I goss without saying that the shoer numbier
of weapons i stagoering but on top of the wsual
goups of weapons that you can sslact e s o
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resally list: it's that magicel gameplay. The feed that
Goldenoye his s st thene, It has been twasked
& rrany amal wanyes, but tha fantastic contiol has
andd battar game. What Ehis miens i pure multi-
player biss that will rock your word,
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THE BRME B0OY
COMNMNeCTION

Rare must be big fans of
Mintendo's pocket wonder

because they've intertwinad it
brillianthy with the Parfect
Dark phanomenon. Not only
will there be a super spank
ing version of Perfect Dark
designed specifically for
tha Game Boy Color
but theme will also be
the nifty abdity to
take pictures of
yourself with the
Camera and use
them in the game,

Minaturised
Perfection
Instead of being a
simple conversion
of tha N64 game,
the Game Boy
game will detail
the adventures Joanna
Dark expenenced in her
earty missions. You will
have o battle dlegel
cyborg manufacturers and
alther criminals with an
explosive arsenal of
WEAPONS
Just about every
pieca of new Game Boy
Color technology is utilised
It will include Rumble Pak
and GB Printer compatshili-
ty, infra-red transmission of
data batwean machines (not
o mention betwesn GBC
and the MNE4 via the GBE4
Pak) and two-player link
cable deathmatching,
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ik The Game Boy persion of the geme may not be o 30 shooter but it looks [ike o maghty fine trandation anphom

Step into the game
In & compietely original move, Rare have allowed
the GB64 Pak (originally intended to transher

information betwean the Game Boy and NG4 ver-

mons of Pokemon) to interface with the Game
Boy Camera. This means that by simply plugging
the GBE4 Pak and a Game Boy Camera into
your NG4 pad, you'll be able to instanthy take pac-
tures that can then be used in the game. Once
the pacture is taken you can add colour to the
Game Boy's black and white picture and use it to
place on one of the desthmantch characters. The

A You cen put pourselfin the game with the GB Camera

game alsa has an extensive character profile
mode, meaning that there will be lots of other
attributes you can customize about your in-game
characters. Oh, and you doa’t even nead a Game
Boy to make this work, Brilliant stuffl
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