Shigeru Miyamoto: Your questions answereed!

Article scanné dans le magazine N64 n°38 (Février 2000)
Sujet de I'article : Développeurs

He's the greatest game designer in the world, he's the man who created Donkey Kong, the brain
behind every major Mario release to date, and he's answering your questions...

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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Paul Adams, Newcastle
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can actul v happen. Those wha gfe thinking of
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: tlled Taicnt Stadio, but | don t
i know whett 1t Studio can be called @ game
1 of nol. Maybe it's not a game, bul you'can
: incomporate your image or your frend's image witr
i the Came Boy Camera, & tace Lan | J\ The 6400 otfers 2 form of online gaming and,
i changed in a varety of ways. That in itself is indeed, can be ordered onling i Randnet
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ar i} i The concept behind Dolphin is going to
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I think everybody's concentrating on wh o 1o

technology will be capable of dofng <o on what trig t tt [ f prople because of theFSmphaiViGen
the games will be like using It Bu* ~nor ¥ ansport these images intc nimation package the infra ture of online g FNESOUNG
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s 4 new aIme v ention”. Veseeery rl'f'r"'u!.'IlIJ

ussall Marks, Bristol

g h H $ 0 n 1 i _' i | i p | s T ') J,i The BDD oglpont icreen, From here you can
o . | ' o If | bz snfer Mintendo’s first onfine-ith exparence. Neat

I If it ever came to the stage where we
‘ were talking about online gaming, it

{t! ® would be because we had a new way to
. approach the idea. It wouldn’t just be
~. because everybody else was doing it.
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You have o know that Nintendo has no ntention
of fighting Son 11 mportant for us is what
Nintendo can do and o do - and thats be
onginal 2nd umigue. 50, I'm hopeful that | can
make games for Dolphan in 2 more reladed
'.-'n'.:‘.;:".-rf- regardieys of the competition
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fario &4 and Simon Falschrad, Cardiff
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~ 5 1',” 4 i - | have b rmadk Well, an older Mario and Luigi may be an
riteresting idea, but that's t the only comment
1 e e | can give you right now. About 20 years ago
Zelda Gadden: not exacily sharpish in coming ot = I tion i when | was creating the character later to he- cabied
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A . y i = 9 but later Mario became
Sh!gﬁy ﬂﬁ“n A S 4 : . you know, 2 little more
cute, as other designers
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@ What we really want is to create something new and o e o
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he same character, and
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'.1.-|-.. d on the SNES. As good a game 2

X o e o o e | D lgsy on...
° : ty developers, 4 There’s been many requests coming to
' us, so that’s really encouraging... and

(Nintendo) are seriously considering an
N64 or Dolphin version of Metroid.

N64...
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You have to know that Nintendo have

no intention of fighting Sony. What's
important for us is what Nintendo can
and should be doing - and that's being
original and unique.

Jy Metroid on the Game Boy. This could be perfect
focder for GB Advance. Dooly, just imagine it

mimself, have been ¢
creat ng Ciame Ba
VEY pOpUWar r

50 busy th

y
ishy considering an M4 or

Dialpbiin version of Aeloodd

Link. Re-used for Link's Awakening on the Game
Boy. Is Shigsy creating the next Link at the mo?

development of new characters. But now we have
more and more resources at our disposal. For
example, the number of developers & increasing
at Nintendo, 50 we have more power to make

12 new, while still making those sequels.
We're also teaming up with other developers
we've already made an afiance with a team at
Capcom, <o they're working together with uson a
Game Boy version of Legend of Felda. And quite
||_1|_r'|I|':f' we made the announcement t"!,ﬂ we
were starfing a new company with Konami, to
create new software for Game Boy Advance

Q. I Game Boy Advance isn't goir
do 3D visuals, how will It be di

the existing Game Boy i
offer prettier graphics?

Gregory Smart, Leeds

a v r:l' _'1"1r|-" que 1
toduce Came Boy Advan
have the Came Boy Color? The
the fact it i
techinology nsi Wortunately. because those

ate ideas that can be imitated easily | ca L give

you the detasle Bul, much closer to the launch
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ﬂ Shigsy and his favourite NG4 mag during owr
recent frip fo Japan fo speak to him. We got to
take home that T-5hirt loo Bee-pon-tiful

Why do Nintendo have to introduce
Game Boy Advance when we
already have the Game Boy

Color? The answer may
lie in the fact that it

is going to have
communication
technology

inside it.

Link in Telda 64, Another be

gharadier crealed by you know wiho
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