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AT THIS YEAR'S NINTENDO SPACE WORLD
EVENT, EDGE CAUGHT UP THE BIGGEST NAME
IN VIDEOGAMES FOR WHAT HAS BECOME

ALMOST AN ANNUAL TRADITION.

AS NINTENDO PREPARES TO ENTER ONE OF

THE MOST IMPORTANT YEARS IN THE
COMPANY'S EXISTENCE, EDGE WAS EAGER TO

LEARN HOW MARIO'S FATHER SEES THINGS. ..

AM AUDIENCE WITH...

I I

higeru Miyamoto seems in fing feitle, But then be has good

reason Lo be - in the main Rall, sermg distance away from the room

I which Edge & interviewing him, s igtest isbour of Iove, Lagend
of Felda ¢4, has Space World attendees capiured under its dizzying spetl.

To single out Zelda &4 is to miss the point, though; Mivamoto-san has a
hend in a great many projects — not least of whech are the Marfo Artist senes
of titles baing developed for the 6400 device. Here &5 an individual 10 whom
creativity is king, whether that is creativity from him in game design terms or
cragtivity from the perspactive of & Rintendo 64 owner conlemlating 1he
niext staee of the maching's life in Japan via the &4D0.

In the following interview, Mivamoto-5an discusses (ust aboul every
aspect pertaining to what has become — outside of his hormeland, at least -
one of the most successful games machines ever created.

Edge: Can you give an outline of tha games thal you feel are important on
dispéay today?

Edge: Which are the most important games at the show for you?

Edge: Which one has had the most fime spent on it?

Edga: How do you divide your time up Detween the vanous projecis?

Edga: So what was the mast difficult thing to achigva whaen making Jeida?
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Edge: Mario offers the same kind of sense of exploration as Zeida, Was il diffcult to make it fael different?

Edge: Talking of Mario, how 15 Super Mario &4 2 poing?

Edge: IS there amything mare vou can tell us aboug it?

Edge: Staying with Mano, Super Marn BRG 2 lnoks differant tothe first game

Edge: Tell us about Yosh's Story. The original game was guite a big title for you, so s this an important release?

Edge: Wnat distinguishes Yosh's Stary from the 16bit v

5000 IN your apenion?

Edge: Yosm's Story will no doubt appeal to players who appreciate colourful, carioon-sty'e graphics. How do you
fegl aboul the more mature content of popular games like Resident Ewl and Tomb Rarder?
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Edge: What can you tell us about the prograss of the game Jungle Efmoerar Leo?

Edge: In Japan, Nintendo wsed to be & strong format for kPGS and the Ned seems to be poorly supported so far. Do
wou think the 6400 will DEcome a prominent platiom far RPGS7

Edge: But da you not think the noticeable lack of RAGS is one reason wivy Nintendo = and more importanty the Ned
— 15 Not the market leader n Japan?

Edge: Which of tha thirdparty games have Impressed you?

Edge: 15 Mintendo sucoessiul bacausa it's exceaded expectations? Where 6o you find dues in developing ideas?

Edge: There's a tot of focus on the £400 at the show, despite the fact that the faunch has been delayed and the
software is unconventional caompared to most games. What do you find exciting abou the system?

Edge: What else should the sverage Nintendo fan ba interested in?
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Edge: Originglly it was Zeida &4 that was beng touted as the title that would be the s40D's killer app, Wiy was the
gecision made to releass this as a cariridge game?

Edge: 50 the refeass date of the 4400 warsion 15 still not cecided yet?

Edge: 50 far then, it seems that 5400 software is being characterised by its creative traits. What plans far new
pameplay expariances do you have?

Edge: it s2ems that this kind of project is for the future, whereas cartridges form your current strategy. ..

Edge: Was Il a strategy of Nintenoo's to create 3 Ink between the Game Boy and Nea?

Edge: in the past consumers have proved reluctant in purchasing hardware ada-ons for their game systems, The
original Femicom Disk System was not an huge success and Sega systems such as the Mega-CD and 32X wara
spactacular Rlops. Wiy will things be any cifferent for the 44007

Nintendo64EVER | Shigeru Miyamoto (Article scanné dans Edge n°54 (Janvier 1998)) - page 6



