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F %4 Feature

Do wHAT? Andy McDermott didn’t LuG half a
HUNDREDWEIGHT of camera gear 6,000 miles not
to usk it! Here’s the COMPLETE inside scoop on all
the GAMES at Nintendo’s Space World '97 show in
JAPAN — complete with 1LLICIT snapshots!

was open Lo the public, were hellishly

SPacE WorLp "97 wAS
e Nintendo's showcase lor al crowded), which et me see thal there

1P ; ] weren't actually all that many games
and hardware 1 on show when il came down 1o it
at least, Certaln items we Quite a lot of those that wene wene
also Japan-only titles (1 can't see
frritating Electric Stick getting a UK
release any time soon), further cutting
the numbers,
2al pain was Nintendo's ‘no
photlography’ policy, which to be
anest | couldn't understand,
»? This is press day, ne? And
e press, yeah? Providing a

mis one

conspicuous by the

you can find out about these in the
main feature

Press day was comparatively quiet
Tree. . 8 (the Last two days of the show, when i The
THE AIR-CONDATIONER &

kit SHOW MaLL IT WS A (DT WORE i
aowiD GH THE GREN-TO-THL-FUBLE BAYS

cuownil

»
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“No

that there was no reason for me to
Teel ekt out., Strike a blow against The
Man!

Even though the show hall was
massive, only about a third of it was
occupied by Ng stuff; the middle
area was an auditorium and video
wall marquee, the remainder being
taken up with Game Boy
paraphernalia. With a number of
promised titles anly appearing on
videq, the lineup seemed even thinner
than anyone was expecting. Here for
your viewing pleasure is the complete
rundown of everything at Space World
"7 = and some Michael Palinesque
travel gubbins from our globetrotting
editart

Nintendo

Considering that It was their show,
Nimtendo's lineup was in some ways a
disappointment. Yes, they had eagerly
awaited games like Zelda &4, Yoshi's
Story and F-Zero X on display in
playable form, Yes, they announced
more 6400 titles and additional
we-enhancing plug-in Paks
1 the 640D itself was still absent,

play only under glass and

ZELDA 64




copy of the 70% completed game,
with only a small selection of combat
sections, simple puzzies, horse-riding
bits and early bosses o look at. These
were still enough Lo impress, though!
There's an opening scene whene the
junior Link (there being two versions
of the hero in the game —a child in
the past and an adult in the
prsant] walnesses a
horsebound kidnapping
and is menaced by the
evil Ganon - a
stunning plece of
work which shows
that you don’t need
CD-spooled FMV 1o
set a mood and tell a
story, Goemon and Diddy
Kong Racing hinted at the
possibilities, but Jelda 64
proves it beyond a doubt

It hard to judge how the

because of the demos
emphasis on actior
ralher than
exploration,
puztie-solving

and char

say nothing of the fact that what text
there was within the game was
course - all in Japanese, Bul it looks
like Mintendo certainly gol the

action right!

Something 50 obvious that

no-one ever noticed i
before is that the colounsd
ircles bahind

Space World Report

MAKE WO MISTAKE, TOKYO 15 BiG, FrROM A
HIGH VIEWPDINT LIKE THE ToKvo TOWER,
THE CITY STRETCHES ALMOST TO THE
HOEIION IN EVERY POSSIBLE
DIRECTION, A VAST URBAN
SPRAWL SEEMINGLY WITHOUT
END, [F YOU TAKE THE TRAIN
FROM THE CENTRAL UENO
STATION TO NARITA
AIRPORT, A TRIF OF JUST
OVER AN HOUR, IT TAKES OVER
45 MINUTES BEFORE YOU'LL SEE

ANYTHING RESEMBLING DPEN
COUNTRYSIDE, AND EVEN THEN IT'S STILL
SPATTERED WITH CLUSTERS OF
BUILDINGS.

THE THING THAT REALLY STRIKES YOU
EARLY ON IS HOW CLEAN IT IS COMPARED
T0 WESTERN CITIES. THERE'S THE 1
INEVITABLE SMELL OF EXHAUST FUMES, THOUGH NO WORSE THAN YOU'D FIND IN
LONDON, AND MOST OF THE TIME IT'S MASKED BY THE SMELL OF FOOD ARYWAY,
DESPITE THERE BEING A RESTAURANT AT EVERY CORNER AND A YENDING
MACHINE EVERY TEN PACES, THERE'S ALMOST NO LITTER. | COULDN'T WORK OUT
WHY THIS WAS BECAUSE LITTER BINS ARE FEW AND FAR BETWEEN, UNTIL |
REALISED THAT THE LOCALS CARRY THEIR RUBBISH ARDUND WITH THEM UNTIL
THEY CAN DISPOSE OF 1T]

GETTING ARCUMD IS FAIRLY EASY, ALTHOUGH THE FACT THAT TWO DIFFERENT
COMPANIES — WITH DIFFERENT TICKETS = OPERATE THE SUBWAY SYSTEM 15 &
MAJOR PAIN IN THE ARSE, THE AUTOMATIC TICKET MACHINES DECIDING THAT
YOU'VE HAD YOU MONEY'S WORTH AND KEEPING YOUR TICKET EVEN WHEN
YOU'VE STILL GOT ANOTHER LINE TO TRavEL ON! Taxe noTE, Tony Brair -
PRIVATISING THE TURE 1S A CRAP |DEA, THE SUBWAY ITSELF 15 CLEAN AND
EFFICIENT, THOWGH THE MILES OF GLARINGLY LIT CORRIDORS FULL OF WARM,
STALE, RECYTLED AR DO MAKE YOU THIRE YOU'VE WANDERED INTO SDME
EARLY 1970% DYSTOPIAN SCI-FI FiLm!

THE LASTING IMAGE YOU GET FROM TOKYD IS ONE OF SIGNS; IF THERE'S A
SQUARE INCH OF SPACE SOMEWHERE ON THE OUTSIDE OF A BUILDING,
SOMEONE'LL SLAP A GAUDY SIGN ON IT. IF THEY RUN OUT OF SPACE, THEY
BUILD A BILLBOARD ON THE ROOF AND PUT MORE SIGNS ON THAT! )

Nintendo64EVER | Spaceworld 1997 (Article scanné dans 64 Magazine n°09 (Janvier 1998)) - page 3

magazine Volume g




ZELDA 64: THE OCARINA OF

WITHOUT A DOUBT THE MOST LOGE BLADDER CONTROL. SHE CAN ALSO CARRY
IMPRESSIVE GAME AT THE SHOW, CERTAIN DBJECTS, FREEING UP LINK'S HANDS
THOUGH THE VERSION OF THE GAME FOR THOSE ALL-IMPORTANT WEAPONS.
AT THE SHOW WAS ONLY A CUT-DOWN FIGHTING IS EXCELLENTLY DONE, LINK BEING
DEMO, IT STILL SHOWED THAT ZELDA ABLE TO SWITCH BETWEEN ATTACK AND
54 LOOKS SET TO BE THE MOST DEFENCE IN AN INSTANT WITH THE DEFALILT
SPECTACULAR NG64 GAME VET! SETUP, IF A MORE POWERFUL WEAPOMN LIKE &
LINK'S FAIRY COMPANION IS CALLED MAVIE, BROADSWORD IS NEEDED, LINK HAS TO USE
AND SHE FLITS ABOUT HIS HEAD AS HE TRAVELS,  BOTH HANDS - THIS CAUSES MORE DAMAGE TO
WARMING HIM OF DANGER IN A |APANESE VOICE
S0 HIGH-PITCHED THAT DOGS INVOLUNTARILY

locked, or Link s performing an
action, borders crop the screen lo give
it a widescreen effect, There's no
the icons on screen comespond 1o reason for it, other than it looks cool!
niroller buttons. B | 5 ar The monsters on show in the demao
n button, used i [reasure included killer plants {a fol like the

ha Plants lrom Mario é4), glant
and the like; A (blue)

uses the current

Volume g9

‘mdgaZine

inl, which
15 i lets you ke

v wilhout shields
fantly a oncemns §

viewpoinl. When out to be a Ton

Nintendo64EVER | Spaceworld

1997 (Article scanné dans 64 Magazine n°09 (Janvier 1998)) - page 4




Space World Report

e
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HIS OFPOMENTS, BUT HE CAN'T USE HIS SHIELD!

THE BAD NEWS 15 THAT JELDA 64 HAS BEEN
DELAYED AGAIN, THE CURRENT RELEASE DATE NOW SCHEDULED FOR APRIL
IN |APAN, WE'LL HAVE TO WAIT JUST A LITTLE BIT LONGER FOR WHAT
MIGHT BE THE MOST AMAZING VIDEOGAME OF ALL TIME...

&1

-

™

be unfounded. Link has his Fair shara
of climbing and jumping 2
he does it autom

il i (#)
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%4 Feature

though il's
going fa be
superb
when il
finished

still by Far the

el 10 28l 3 B0 0N = BVEn Wher
Nirtendo president Hiroshi Yamuachi's
eynole speech had largely emptied
thie other stands...

Banjo & KazooIlE

It was rather easier Lo get a go on
Banjo & Korooie's Great Adventure
(o Banjo-Kazooie as it'll be called
ower herel, despite the efforts of a
leam of |Japanese beauties in tight
sweaters and PVC shorts Lo draw the

| instruments. Hell, il
5 a good enough connection to gel
ower Lo the stand!)

The tack of atlention wasn't
because the game was bad, far from
it. It looked and played like Mana &4
on speed, with more detail, bigger
landscapes, loads of amusingly
characterised beasties (rampaging
gorillas, shori-sighted moles, raging
bulls), bargeloads of special effects
and plenty of neat touches invalving
the different abilities of the
protagonists, The problem was... well,
it looked and played like Mario 64!
There may be differences in the
specific details, but ultimately that's
how it Felt, which might explain why
o

BANJO & KAZOOIE

A BEAR, A BIRD, A GAGGLE OF CUTE GIRLS IN YELLOW PVC SHORTS = THAT WAS THE Bawjo
& Kazooie STAMD! NOW NEARING COMPLETION, RARE'S SECOND-GENERATION MARIOALIKE
15 LOOKING PROMISING, WITH A MUCH MORE LUSH AND SPRAWLING LANDSCAPE FOR THE
TITULAR TWOSOME TO EXPLORE,
BECAUSE OF NINTENDO'S WRETCHED ‘ND PHOTOGRAPHY" POLICY (| TRIED, BUT THERE
SEEMED TO BE ABDUT THREE ATTENDANTS FOR EVERY MEMBER OF THE PRESS, AND IT'S

HARD TO REFUSE WHEN THE AFOREMENTIONED CUTE GIRLS POLITELY BUT FIRMLY INTERJECT
THEMSELVES BETWEEM THE SCREEN AND YOUR LENS WITH A BOW AND A SINGSONG REQUEST
of “PLEASE, NO PHOTOGRAPH™) | COULDN'T GET ANY SHOTS OF THE MORE INTERESTING-
LOOKING LATER LEVELS, S0 FOR NOW YOU'LL HAVE TO MAKE DO WITH THE ONES FROM THE
FRESS DISK. DoH! STILL, YOU CAN SEE IN ONE
SHOT THAT KAZODIE IS CARRYING BaNjO - THIS 15
VITAL IN SOME AREAS, AS BAN|D 15 CRAP AT
CLIMBING HILLS, BUT KAZOOIE'S CLAWS LET HER
SCUTTLE RIGHT UP THEM WITHOUT SLIPPING!

T
.. - . . T

i L v ALl
" -

N e |
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Space World Report

the Japanese contingent on press day
didn't give it much attention, This was
only after playing for a short time,
admittedly, and there may be more
distinctive stuff later on, but right
fram the starn you can't help
expecting one of he on-screen duo 1o
shout "Mama mial” when they get
hit. As for the puzzles (collecting
puzzle pieces is an integral part of
the game}, it remains to be seen how
tricky they are - | got six pieces in
only a few minules, withoul even

YOSHI'S STORY

Yay For Yosui! NINTENDO'S LATEST GAME WILL ACTUALLY
MAVE BEEN OUT IN JAPAN FOR A COUPLE OF WEELS BY THE

knowing what | was meant to be
doing to get them!

The sound was also rather
annoying, although 1o be Fair that
probably came from having a whole
row of Banjos & Karoofes yelling and
squeaking and Farting next to each
other all at once. On the plus side, the
camera i5 an improvemeni over Mario,
showing a bit more intelligence as it
tries to keep Banjo and Kazooie in
view while still showing the player
what's ahead, Having the main
characters able to defend themselves
In different ways aiso expands the
tactics of the game, as different
enemies (and indeed different
problems and obstacles) requine
varied techniques 1o get around,
Ultimately, howewver, it was very hard
1o escape the feeling that Bonjo &
Korooie was Mario redux.

|

VINTENDO™

TIME YOU READ THIS — DAMN THOSE DEADLINES, WE WANTLD
IT FOR THIS ISSUE! STILL, I"LL HAVE HAD A CHANCE TO PLAY IT
PPROPERLY OVER CHRISTMAS IN TIME FOR THE REVIEW NEXT

15K, WHO WANTS TURKEY WHEN YOU COULD HAYE DIHDSI.UIE

THE VARIETY OF LEVELS DN SHOW CAN'T HELP BUT

IMPRESS YOU, ESPECIALLY WHEN YOU SEE THEM MOVING. ALTHOUGH EVERYTHING'S
DOME 1M THE SAME "ID STYLE' OF THE SUPER NES GAME, IT'S STILL AMAZING TD
WATCH SOME GENUINE MAJOR LEAGUE WEIRDNESS MOVING ARDUND AND HWINDERING
Yosui's PROGRESS. HOW WELL DOES 1T PLAYT PRETTY DAMN WELL...

YosHI's STORY

Like Kazoole, Mario's old mucker Yoshi
Can use eges as a weapon, which he
{shef) does frequently in Yoshi®s
Story. It's another 64-bit update of a
Nintendo classic, only this time it
remalns squarely in 2:D, 01 2 1/2-D
as Nintendo like o say. All this meane
Is thiat it looks sart ol 3-D (thaugh a
very birare, acid-casuzlty form) and
plays like the platfo ames of old
Yoshi is restricted to platd
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F64 Feature

orry, ‘stories
seem 10 be any great
F-Zero X
; The same could be said about F-Zero
s isn't really a flaw, as X, which at first play seems very much
was such a good game lilke SMES F-Zero with big shiny 3-D
and Mischief Makers showed that knobs on, Speedwise it's easily on a
there’s still blood squirting through par with Extreme G, though a lot
o smoother, trading off

AP ATV background detail agairlst a
115 o : th scorching 6o frames per
second speed. You can really
feel this in the controls of
the antigrav sleds you race
in the game - hitting 1he
sides of the track happens a
lot less often than in
Extreme G, simply because
the higher frame rate allows
for more precise
manoeuvring, I you wani an
analogy, imagine that you're

Speed, speed and more speed s
what F-Zero X is all about - the
— screenshots here just can’t convey
the sheer rush of the game!
ot i" 2 | 9 . Whether you're just pounding
LW | (' flkz* G i i ' L around one of the simpler circuits
f : or Mlipping around in the inside - or
even the outside - of tube-like
tunnels, you just won't believe the
pace of Nintendo's new racer. With
30 cars, over 20 tracks and eight
different characters
to choose from, and
a four-player game
that still travels at
warp speed no
matter how much
action is on screen,

it's like being fired

“THE SKY ABOVE THE PORT WAS THE COLOUR OF
TELEVISION, TUNED TO A DEAD CHANNEL" S0 WROTE
WiLLIAM GIBSON AT THE BEGINMING OF CLASSIC
CYBERPUNE NOVEL NEUROMANCER, AND THE PORT HE
WAS TALKING ABOUT WAS CHIBA, HOME TO THE SPACE
WoRLD 97 SHOW, WHY HE PICKED CHIBA AS JAPAN'S
21ST CENTURY HIGH-TECH CENTRE IS A MYSTERY =
HAVING BEEN THERE (1M FACT, HAVING GOT HOPELESSLY
LOST THERE THANKS TO NINTENDO'S DIRECTIONS, WHICH
LED ME TO GET OFF AT THE WRONG STATION) | CAN TELL ¥OU THAT
IT'S JUST & TYPICAL PORT TOWN, AND THE PRESENCE OF A MONORAIL AND SOME
MODERN OFFICE BLOCKS DOESN'T AUTOMATICALLY GIVE IT CYBER-CRED, MAYBE
HE JUST THOUGHT THE NAME SOUNDED COODL.
HE WAS RIGHT AROUT THF SKEY, THOWUGH. _)

*magazine Volume g
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driving around a winding circuit at
high speed, and to check your
instruments you have to take your
eyes off the road for a full second, and

from a cannon while strapped to
Michael Schumacher's rocket-
propelled greyhound!

The only thing that isn't fast is
Nintendo, who are getting ready
for its planned June 1598 release
with all the urgency of a glacier.
But if F-Zero X loaks this good now,
Fmagine what an extra six months
will do to iL...

D

every time you look up again thera's
another corner right in front of you. If
you only have to look away for the
time it takes to blink, you get much
more time to react to the road, and
that's the difference F-Zero's higher

i '“{I";r'ib i’}i_ g

Space World Report

Gimza 1s Toxyo's posH shopping
centre, which meant that | couldn't
afford o buy anything here, | did
learn the mysieries of Tokyo's
pedesirian crossings, though. The
red *don’t cross' man is (it for
absolutely ages, and you wonder
why Lhe |apanese are just patiently
waiting for the light 1o change
when they could probably

make a dash for it.

There |s a very good

reason why they

don"t, They'd be

kilked. And so would

Qru i you tried it

rate makes!

are 30 sleds and at least 2.
tracks, Championship races take place
n Jack, Queen and King cups (it"s a
saffe bel that the hidden o
and you get to "be’ one
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Considering how busy
lokyo's streals are meant {o be,
traffic moves al a lair old clip, Even
when the little man's groen you're
still in danger, because cars tuming
into your road fram side streels
don't seem to be that bothered
aboul the mass of humanity
scurmying out of their path, If
youu find yourself in the
middbe of the road in
Tokyo, get oul of it as
fast as possible
before the front
bumper of a Nissan
does il for youl
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04 Feature

rowhere 1o get their first

t Space World "g7. NBA

. Los Angeles
. Chicago

well, an NBA basketball

THE SIGNS IN THE SUBWAY POINT
you towards ‘Akihabara Electrica
Appliance Town', but it's more
extitingly known as “Electric
City". I you can plug it in, you
can buy it here, Techno-
fetishists should be warned
that their pants will explode the
minute they step off the train!
If you can negotiate the crowds, and
aren'l crushed by the weight of freebies thrust
upon you by the cute girls who stand outside every
shop trying to get you to 2o inside and part with your
hard-earned yen, you'll see today what the rest of the
wonrld will consider cutting edge hardware in five years’
time. Pocket widescreen Tvs? Been, seen, bought at a
discount. Widescreen TVs in general? Yesterday's tech -
high-definition widescreen is whera it's at! If you're on
the move, you could pick up a camcorder the size of a
cigarette packet, or, continuing the cancer stick
comparisons, a mobile phone little bigger than a Zippo.
All of this Incredible gadgetry (s crammed into areas
with the floorspace of your typical British fish and chip
shop, In Akikabara, as in much of Tokyo, the outrageous
cost of land prevents stores from sprawling outwards, so
they sprawl upwards instead. One game shop | went into
coverad eight storeys, even though a couple of fat blokes
would have completely filled the width of each floor!
If you want 10 buy software or hardware, Akihabara is
the place to go. | saw N&4s selling for what worked out
ta be about £60, and If you can be bothered to haggie it's

possible o knock

anather fiver or so off that. Games are din-cheap toa -
likkyou World Soccer 3, the top-selling N64 game while |
was over there, was going for just over £30, and that was
one of the mare expencive ones, The shop assistant did
make a big thing of pointing out to me the disclaimer on
the box that says ‘For sale and use in Japan only’. Hal
Poor deluded foal,

Be wamed that once you're in Aklhabara, it's hard to
get out with your wallet intact because you keep on
seging cool stuff that you just must have. My credit card
took a severs beating in a laserdisc shop, and it was only
the fact that the UK and japan have incompatible TV
systems that kept me from buying a tiny digital
camcaorder for just £400 - the same gadget would have
cost getling on for fifteen hundred guid over here!
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game, aiming for a realistic simulation
of play rather than the stupid fanlasy
maoves of NBA Hanglime, and even at
this early stage was playable and fun.
The tackting, or whatever it's called in
basketball, still had some way to go,
hut even so you could still play a
game, score baskets and generally
run rings around the guy who was
meant to be demonsirating the game.
On the other hand, maybe he was just
being polite and letting me win! Nah,
surely not... Because NBA Basketball
is alming for realism, getting and
keeping hold of the ball is harder than
in most baskethall games, but
perhaps we've all been spoilled by the
arcade-style play of titles like NBA
Jam and deserve to have same realism
shoved in our faces from time to lime.
It looks ke NBA Basketball will be a
fine simulation of the sport.

1080° SNOWBOARDING
As will 1080® Snowboarding,
Hintenda's take an the rapidly
crowding G4-bit snowboarding genne
from the team that developed Wove
Race. I'm nat a big fan of this show-
offy ‘sport’, but 1080" was still a blast
nevertheless, As well as being by far

1080° SNOWI

OKE oF NINTENDO'S TWO ‘SURPRISE
ANNOUNCEMENTS FOR THE SHOW,




NBA BASKETBALL

NBA BASKETEALL CAME FROM OUT
OF MUWHERE, ITS EXISTENCE OMNLY
BEING ANNDUNCED A COUPLE OF
WEEKS PRIOR TO TS UNYVEILING AT
SPact WoHLD, ALTHOUGH IT WLl
FACE COMPETITION FROM KONAMI'S
SIMILAR [AND EQILIALLY PLAYABLE)
NBA in THE ZONE ' 98, THE
NINTEMDO NAME WILL UNDOUBTEDLY
ADD SOME EXTRA KuDos!

the best looking of the snowboarding
games, 1080" also had a very good
feel, different types of snow and ke
having a dramatic impact on the
handling of your plank. There only
appears to be a rather faccid three
courses, unfortunately, but this
numbser may grow, Al the moment, the
courses ane Crystal Lake Short, the
equally imaginative Crystal Lake Long
and Golden Forest, the latter of which

a Los Angeles
Chicage 12
| 16T OUARTER

Space World Report

et .

Is a dash through pine trees al sunset.

1680° could be one of the few
games where having the Rumble Pak
actually helps gameplay, because (he
different snow surfaces produce a
different vibration, and some types of
snow are a lot Faster than others,
Being able to feel instantly that you're

1000

OARDING

1080* SNOWBOMRDING 1S ALREADY
THE FRONT-RUNMER OF THE NG4's
SHNOWBOARDIMG GAMES, BUT You'D
EXPECT THAT FROM THE TEAM THAT
BROUGHT YOu Wave RACE. AT THE
MOMENT THERE ONLY APPEARS TO
BE A SMALL NUMBER OF TRACKS
(JUST THREE WERE ON OFFER AT THE
SHOW), BUT IF WavE RACE 15
ANYTHING TO JUDGE BY THERE'LL
PROBABLY BE A FEW MORE HIDDEN
AWAY SOMEWHERE!

i

on unlavourable powder prompts you
to start looking for alternatives a lol
guicker than yvou could just be loaking

al the screen

640D

The number of 64DD games has
h ool by anywhere near
veryone had hoped, Th

Erown, 1ho
the numbe
mast hyped 6400 titles at the show
weren'l even games at all, but instead
made up the Maro Artist series. The
triptych so far comprises Tolent
Maker, Picture Moker and Polygon

Maker. (Shigeru Miyamoto also

mentioned a fourth title, Sound

Maker, but there was no sign of this.)

All three l0k 1o be comg

Nintendo mouse (see? Dida't 11

ses back that Mario
rap with the

.|II'\III|I'I'II'I'.'.I
Artist weould be
analogue sti ind, more
interestingly wure casseiie’ that
lets G400 users grab images from a

TV or video and play about with them

in the Mak

82180
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THE 64DD

DeprEsSSINGLY, THE 64DD'S LAUNCH DATE HAS SLIPPED BACK
AGAIN. ALTHDUGH PEDPLE AT THE SHOW MAINTAINED IT WAS

T I8 APRIL, ONE OF NiNTENDO OF AMER
PEDPLE IMPLIED THAT & MIDSUMMER LAUNCH WAS LOOKING
MORE LIKELY, SO UK GAMERS CAN ALMOST CERTAINLY FORGET
ABOUT SEEING A PAL VERSIOM OF THE DEVICE UNTIL 1999,

S0, WHAT THE HELL'S THE PROBLEMT THE MACHINE ITSELF IS
ESSENTIALLY A GLORIFIED ZIP DRIVE — IN FACT, THE G4MB
DISKS THEMSELVES HAVE & LOT LESS CAPACITY THAN THE
100MBE 1P UNITS = WHICH IS PROVEN TECHNOLOGY, S0 IT
CAN'T BE THE HARDWARE. A NINTENDO EMPLOYEE | SPOKE TO
IN FACT TOLD ME THAT PRODUCTION LINES FOR THE 640D
ITSELF WERE PRETTY MUCH READY TD GO, [HE STURBLING
BLOCK APPEARS TO BE THE SOFTWARE,

IM HiS SPEECH, NINTENDO BOSS HIROSHI YAMAUCH! SAID
THAT THE G400 WOULDN'T BE LAUNCHED UNTIL IT HAD
SOFTWARE THAT MADE IT WORTH BUYING, GAMES THAT
OFFERED SOMETHING ;:AH"I‘ OO OM & CARTRIDGE. FH{IM
THE LOOK OF THINGS, THESE GAMES HAVEN'T ARRIVED YET,
AND WHAT NIN'II_NI:ILI HAVE LINED UP FOR THE FUTURE SEEM
T BE TAKING THE NE& AWAY FROM BEING A GAMES MACHINE
AND TOWARDS SOME KIND OF FARLY LEARNING ElP[ﬂl[Nl'_E!

CONVENIENTLY LOCATED RIGHT BY MY HOTEL,
Tokyo TOWER |5 JAPAN'S VERSION OF EIFFEL'S
PRRISIAN LANDMARE, ONLY |UST THAT
CRUCIAL LITTLE BIT BIGGER AND PRINTED A
RATHER GAUDY ORAMGE AND WHITE. THE
VIEW FROM THE FIRST OBSERVATION DECK 1S
QUITE IMPRESSIVE, BUT FOR A TRUE KMEE
TREMBLING EXPERIENCE YOU'VE GOT TO
SHELL OUT & RIT MORE DOSH AND GO ALL
THE WAY TO THE TOP, A QUARTER OF &
KILOMETRE ABOve ToNYO.
THE VIEW 1S STUMMING - AS WELL AS
SEEING THE WHOLE SPRAWLING MASS OF
THE CITY, WHICH FROM THIS HEIGHT LOOKS
—=| LIKE RECTILINEAR PEBBLEDASH, YOU CAN
- SEE THE SKYSCRAPERS OF SHINJUEL AND
% EvEN MounT Fup's swowy CAP, MILES
s AWAY 1M THE DISTANCE,

THE REASON THE UPPER OBSERVATION PLATFORM IS NERVE
WRACKING IS BICAUSE AT THIS HEIGHT, THE WIND NEVER STOPS
BLASTING PAST — AND YOLU CAN FEEL THE WHOLE EDIFICE SWAYING

BENEATH ¥YOUR FEET. AFTER A

BIT OF THIS | WAS STARTING TO
FEEL SEASICK ON TOPF OF MY
VERTIGO, 50 | WENT BACK
DOWHR TO GROUND LEVEL
TAKEING A LEAK IN THE FIRST
FLOOR RESTROOMS, | COULD
HAVE SWORN | COULD STILL FEEL
THE GROUND SHAKING = UNTIL |
BEALISED THAT | couin! THE
TOWER'S LEGS WERE
TRANSFERRING THE IR MOVEMENT
TOD THE GROUND AND THE

L'—',—i“'\' e
Y L P ¥y  BUILDING AT ITS BASE, VERY
UNMERVING WHEN YOU'RE TRYING
TD RELAX A PARTICLILAR

Tl MG& Mo

£ WLl KE FRETTY BOCH ESSENTIAL TO ST THE
mosT From Tl Mano ARTIEF STRIES.

Yis, FOUSE SETING IT mieer - F2ERe X Wil BE

S4D0 comPaTIBiE! TRACK DESIGHER, ANTORLT

This ability was put to amusing use
in Talent Maker, with peoples’ faces
being grabbed and put onto the heads
of virtual dolls. For that is what Talent
Maker is, an electronic dollhouse that
lets you create, modify and animate
figures in a variety of scenes. The
presence of an audio input makes it
logk like you'll be able to add ssund
effects too. Take a picture of someone
who annoys you, then make them
dance around like an idiot while
making stupid noises!

Picture Maker is, surprisingly
enough, an art package which also
has some animation abilities.
Nintendo's screenshots show some
quite impressive anwork, so the NGg's
graphical talents are obviously all
employed. Even if you can’l draw, you
can still just plaster Nintendo
characters everywhere in interesting
patterns!

The final Mario Artist disk, Polygon
Maker, 15 also the mast complax, but
potentiaily the most rewarding. It's a

TALENT MAKER

STRANGENESS AHOT! TALENT MAXER LETS YOU
CREATE DIGITAL DANCERS — BUT DO YOU WANT TO7

MUSCLE J
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SYekelce World Report
TOY STORY

NINTENDO'S PRESIDENT, HIROSHI YAMAUCHI,
gave a speech on press day, where he outlined
his vision of the future of videogames, as well
as relentlessly plugging Pockel Monsters. To be
hanest, | personally didn't find muech of his
vision particularly appealing. As somebody
who's been playing videogames for over 20
vears and watched them evolve and grow into
the fairly sophisticated creatures we know today,
| thought that Yamauchl's plans were a definite
retrograde step, moving games back into the
playroom and further widening the rift in styles
between consoles and PCs. Bul that's something
for a future editorial...

Yamauchi's keywords for the day were
“nurturing, trading, collection and addition”,
Nurturing refers to Tamagotchi-style games like -
oh yes - Packe! Monsters, where the creatures
that inhabit the games are ‘grown’ by the player
and take shape according to how they're treated,
Trading isn't merely swapping games with friends,
but actually exchanging data, like a particular
breed of - yes indeed - Pocket Monster, Collecting
builds on trading as people build up their
collections of = hmm, could it be - Pocker
Monsters. Addition, finally, is where existing
games can have new data put into them after
purchase, such as 6400 titles or = it"s that name

PICTURE
MAKER

DRAW, ANIMATE AND
WIDED GRABR — WITHOUT
& £2,000 ArpLE Mac!

user-friendly 3-D object creator, which g . - ' again! - Game Boy Pockel Monsters.
if you've got the patience can be ysed ol ) o . In Yamauchi's vision, the future for videogames
to bulld, colour and view some quite . r T 2 DAL is bleak and full of catastrophe - except, of course,
comphlicated models, You might nol be ! ) = . for Nintendo, who at some point befare the
able to produce Bobylon 5 on it, but . 1 ) F inevitable crash will have the world-saving double
it's a hell of a sight simpler {o use | ' whammy of the 640D and - aaargh! - Pocket
than Lightwave or 3-D Studiol : P 42 Maonsters. The constant delays in the launch of the
L e J add-on were explained as a result of the time it

takes to come up with unigue new ideas, without
which the system would be useless, Since the four
planned launch games have been known (and in
development) for ages, does this mean that they're
nat original and won' f sell the 64007

Yamauchi made the very good point that although
more games are being released, the number of
‘excellent creators’ Is not growing, 50 more
bad games are being put out. Fair enough, @

though Nintendo certainly aren't lity-white in

POLYGON
MAKER

3-D MODELLING MADE
EASY. BUT CAN YOU MAKE
AN X-WinGT

MriguliBEDY LTaMDaNG i w0 & 16% POSTABLE,
THI §SOCRN TH LB | WAL SO RS
IS TaLi!
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LRGE EIMNERIY LD 1A

(LT
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3

POCKET
MONSTERS
PIKACHU

BLESS "IM, ISH'T HE SWEET?
GOOD |08, REALLY - PIKACHU
SEEMS TO HAVE BEEN
ADOPTED AS THE NG4'S NEXT
MASCOT! WATCH AS HE, ERM,
WANDERS ROUND A FIELD.

IF YOU READ THE REPORT ON NINTENDO
PRESIDENT HIROSHI YAMAUCHI'S SPEECH, YOU
MIGHT THINK NINTENDO ARE BEING A BIT
DEFEATIST AND DESPERATE. YOU ONLY HAVE TO
GO INTO ANY TOKYO GAME SHOP (AND THERE
ARE PLENTY OF THEM) TO SEE WHY. PLAYSTATION
ABSOLUTELY DOMINATES THE |APANESE MARKET,
WITH EVEN SATURN SOFTWARE FREQUENTLY
OUTSELLING THE N64"S CATALOGUE. THE REASON IS CLEAR
= THERE |UST AREN'T ENOUGH GAMES COMING OUT.
WAMALCH! CAN RAIL ON ALL HE LIKES ABOUT HOW A
FLOGD OF CRAP GAMES WILL CAUSE A CRASH, BUT AT THE
MOMENT IT'S A SITUATION THE JAPANESE SEEM TO BE
HAPPY WITH, WHILE | WAS THERE, A
FAIELY NONDESCRIPT-LOOKING
SIDE-SCROLLING SHOOTER ON
THE PLAYSTATION WAS
GARNERING A LOT MORE
ATTENTION (AND
SALES) IN THE SHOPS

N\

THAN Doy KonG RACING, RELEASED THE SAME DAY,
SIMPLY BECAUSE THERE ARE FAR MORE PLaySTATION
OWNERS AROUND!

MINTENDD MAY BE DOING WELL IN AMERICA AND TO A
LESSER EXTENT iN EURGPE, BUT ON THEIR HOME TURF
THEY'RE BEING HAMMERED. HENCE, IT SEEMS, THEIR
CHANGE OF TACK TO CASH IN ON THE CURRENT SUCCESS
orF Pocker MONSTERS, WHICH 1S 50 HEAVILY
MERCHANDISED THAT IT'S EVEN SPAWNED A SINGLE! [THE
SINGLE !5 THE WORLD'S WORST, MIND YOU — IT CONSISTS
OF SOMEONE "RAPPING’ THE NAMES OF ALL THE POCKET
MONSTERS TO A& |-POP BACKBEAT, MAKES YOU WISH FOR
THE GOOD OLD DAYS OF 2 UNLIMITED!) IT MIGHT BE TOD
LITTLE, TCO LATE, THOUGH — MOST OF THE N64 POCKET
MONSTERS GAMES ARE INTENDED FOR THE 640D, WHICH
HAS BEEN DELAYED YET AGAIN

How FAR CAN THE
PATIENCE OF |APAN'S
MI‘H'I—NI!I'H LOYVALISTS BE
STRETCHED?
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feo-only 6400 game
was, oh god, Pocket Monsters Snap.
which seemed 1o be litthe more than a
glorified Tamagotchi, where you
wander through a landscape looking
for creatures ta photograph (hence
“Snap’). In fact, il it was Pocket
Maonsters (or ‘Pokemon’, as the
japanese call them) you wanted,
Space World "g7 was the place to be.
Pocket Monsters Pikachu (the
previously announced cart-only game)
might not have been accompanied by
the promised Microphane Pak that
appeared in the show gubde (a
mysterbous glass case containing only
an oval slab of blue plastic seamed to
e the likely intended location), but it
was sccompanied by, lord help us,

POCKET
MONSTERS
STADIUM

THE 64GB

STRAMGE BUT TRUE - SOME TIME
LE PLAY

SUCCESS OF P
THE GAME BOY — YOU CAN PUT




ace World Report

this respect by allowing crap like Cloyfighter to
appear on their machine, He was also somewhat
disingenuous about the lack of RPGs on the Nbg
(probably the single biggest reason why the
machine hasn't taken off in |apan), claiming that
RPGs had “hit the wall®. That'd be the wall of
3.1+ million copies of Fingl Fantasy Vil sold in
lapan alone, presumably,

Once past the buzrwords, Yamauchi's main
thrust moved to the proposed “gualitative
thange” that would be brought about by the
arrival of the 640D, brought about by a “selected
number of guality software”, High-guality titles
but very few of them, In other words = sounds like
business as usval, The new breed of games would
incorporate the aforementioned nurturing, trading,
collection and addition elements. A hint was
Pocket Monsters m (another ol dropped as to how the last of these would be
the few new 640D titles), which lets implemented - through *vending machines™
you load Game Boy monsters inta an Super Game Boy on : installed at software outlets - but as the speech
N64! How? By using the Pak that did Game Boy games can be p went on, It became depressingly clear that
come back, the 64GB, a travel iron- the TV in a limited selection o Yamauchi's brave new world was revolved around
shaped thing that plugs into a colours, again like the variants of Pockef Monsters, aimed specifically at

Super Game Boy, but J children.
certain Game Boy carnts can J “The market of videogames,” he said. "has been

POCKET MONSTERS SNAP

ANOTHER STRANGE GAME CONCEPT — A VIRTUAL GAME RESERVE! You
CAN ONLY SHOOT THEM WITH A CAMERA, THOUGH...

PocxeT MONSTERS COULD FIGHT ON have their data read by the expanded by children, bul they are gelting tired of
THE Game Bov, AND NOW THEY CAM Ny and translated into glorous complicated games and the ones that force you to
ON THE NG& TO0, WITH THE HELP OF Hay-bit Nintendovision, acke! stay in fronl of the TV sel for a long time, What shall

THE BAGB. HEY, DOES ANYONE ELSE Marsters Stadium, you can slot in TV games do? We can hardly find new ideas.” What?

REMEMBER BARCODE BATTLERS? your GB carl and see the monsiers “We can hardly find new ideas"™? This from
Nintendo, of all companies - the most adventurous
game developer around? No wonder the 65DD's
been delayed, considering the reason Yamauchi
cited eariier.

Nintendo's solution Lo the perceived approaching
crash is to diversify inbo products that are related to
their new breed of games, such as collectible card
games and other merchandising (like the
omnipresent - and overpriced - Pikachu dolls staring
out from seemingly every shop window in Tokyo) that
will appeal to people who might not necessarily play
the games themselves, Total control over all aspects
of the new entertainment, in ather words. If it

succeeds, Nintendo have the entire cash cow to

themselves, bul what happens if Pocket Monsfers

fades = which It inevitably will = and whatever

Mintendo settie on as its replacement doesn't take off?
Think what happened to Sega, going from number one
to almost nowhere in just a couple of years. Perhaps
it’s the fact that Yamauchi will be retiring in a few years
that has made him more open to such risk-taking.

I realise that I'm taking a rather cynical angle on
Yamauchi's speech, but world domination by Pocket
Monsters isn't what | want o see happen (o a machine
as awesome as the NAg, | want to see great, invalving
games with universal appeal, not overgrown toys for
young children with five minute attention spans. Even
the Mario Artist titles shown on video at the show
weren't games, but sophisticated toys. It's interesting
that Yamauchi completely ignored the role of the
cartridge in his company's plans, sven when one of the
cart-based games less than 100 feet away (Zelda) was
the most anticipated title in the West since Mario 64.
The 64DD may well herald the end of videogames

as we know them - but knowing what Nintendo o

have in mind to replace them, do we want it to?

MONSTERS FROM THE GAME BOYS CARTS ONTO THE N64 AND SEE
THEM IM HIGH-RES cOLOUR! ONCE, THAT IS, YOU"VE SHELLED OUT FOR THE
640D, THE 64068 AND PockET MONSTERS STADIUM, BUT LIFE'S NEVER
PERFECT, 15 177

For MosT GamE Boy GAMES, THE 64GB SEEMS TD WORK A LOT
LIKE THE SUPER GAME BOY OM THE SNES, LETTING YOU SELECT A
COLOUR PALETTE TO CONVERT THE GaME BOY'S MONOCHROME
GRAPHICS INTO A VAGUELY COLOURISED EQUIVALENT, IT MIGHT
SOUND LIKE AN ODD IDEA, BUT THE GAME BOY 15 STILL MASSIVE IN
JAPAN [PUT IT THIS WAY, WITHOUT THE GAME BoY AND POCKET
MoNSTERS, NINTENDO'S PROFITS IN ITS HOME MARKET WOLILD HAVE BEEN
VERY MUCH SMALLER] AND SOME EXTREMELY GOOD TITLES HAVE
APPEARED DESPITE THE LIMITATIONS OF THE SYSTEM,

UNFORTUNATELY, THE ONLY EXAMPLES OF THE
6400 AT THE SHOW WERE UNDER GLASS AND NDT
PLAYABLE, S0 AS YET WE CAN'T TELL YOU WHAT
IT's LIKE TO USE. REST ASSURED, AS SOON AS Wi - 'y
GET OUR HANDS DM ONE, WE'LL LET YOU KNOW...

w
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IMAGINEER

g Ci
18 3 little renl b ma
mes - rather than
being just a straight knock-down bout,
the road to victory in Fighting Cup is to
make the best use of various
techniques in order to scare points, just
I e . d they kicking someons aul of the ring scomes
ow, now, now! Considering you a mere single point, but managing
1 of Pikachu merchandise to keep them within range unlil you can
I sbe it's no wonder deliver a knockout blow nets you a
Nintendo placed so much emphasis hefty three. On the game | played, the
4 Pocket Monsters titles number of points neaded to win was
er [ake out your keys and loose

complaint, it's one commaon to all the
beal-"em-ups al the show; the
controds seemed to be overly
simplified. Virtua Fighter is the
obwious inspiration for the style of
play, but compared to Sega's classic
the Rexibilities of play seemed to be
lacking. Enemies fell screaming to a
simple pattern of punch-kick-punch-
kick-punch, withaut any real nead on
my part to defend mysetf, Maybe the
couple of months before the game is
released will be used to tighten up
this area.

1ge, you don't want to scratch the
Nég's Japanese saviour when he
mowes in!

THE MICROPHONE PAK

IT WAS ANNOUNCED FOR THE SHOW, IT WAS IN THE SHOW GUIDE, BuT T
WASN'T ACTUALLY THERE. HMmMM,
'WE WERE ABLE TO DETERMINE THAT IT IS5 DESIG Of USE WITH POCKET
. AS WE'D ALREA T, AND THAT IT PL INTO ORE
THE NG& ITSELF RATHER THAN FITTING
N & CONTROLLE OMSISTING OF A HEADSET AND A

owsaumne mennnss [l FIGHTING

MK ¥ g ‘PLAY", "EAT' AND S0 FORTH) ARE SPOKEN
INTO THE MIKE, AND IF HE'S E -OPERATIVE, PIKACHU WILL DANCE TO CUP
YOUR BIDDING,

MO OTHER GAMES HAVE AS YET BEEN AMNOUNCED THAT WILL BE COMPATIBLE Dr FisHTER' S DESTINY OVER
WITH THE Mic X KET MONST # LSICALLY & HERE, THIS GAME LOOKED
TAMAGOTCHI DN STE MOMEMNT IT 5 LIKE THE QUITE PROMISING, THOUGH TO
\ d UWICK, BUT SINCE IT WASH'T EVEN AT THE SHOW, READ SOME OF THE ONLINE

COMMENTS YOU'D THINK IT WAS
THE SECOMD COMING!

magazine Volume 9
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Apart from Je

only other NGy RT

Ho

+ R "
¥ Magi

Holy Magic
Cer?turyg

THE N64's oNLY ‘TRADITIONAL RPG,
WITH TURN-BASED COMBAT, KONAMI
WILL SELL IT OVER MERE,

Century, Konam

picxed
but with the release
March 1998, there's no telling when it

weikl Tmally lurm up B E

s rather more
of an emphasis on the use of magi

There's also a lol of talking to ofher

1o judge how much of a r
Inferpersonal communi
play in compleling the quest

Haoly Magic Century is a game with a
lot of potential, but it going to have
to gel a move on - al the moment, s
only 6o complate, compared (o (he
70% complete Zeido 65 which is due
oul just a month later! However, lhe

Space World Report

one

many snowboarding games hi ading
down the slopes of Mount Nintendo
ihe k
by 1t

ight you

Y USES

needer

option has the sa
Can conjure

much th

@y by by iy by

G:nnu MAY BE GADGET CENTRAL,
BUT SHINIUKU IS WHERE YOU WANT TO
GO TO SEE TOKYO AT ITS MOST MANIC,
SHINJUKU STATION SUPPOSLDLY SEES
OVER TWO MILLION PEQPLE A DAY GOING
THROUGH IT, AND AFTER SEEING THE
CROWDS | CAN BELIEVE IT. ANYTHING YOU
WANT CAN BE BOUGHT IN SHINJUKU, WHETHER IT'S
EXPENSIVE DESIGNER CLOTHES OR THE LATEST PIRATE
VIDEOS, OPENLY ADVERTISED IN THE SHOP DOORWAY,

SHINJUKU IS5 & SCHIZOPHRENIC AREA, HOME TO THE

MASSIVE TORYD METROPOULITAN GOVERNMENT
BUILDINGS AMD THE CITY'S LARGEST COMCENTRATION
OF SKYSCRAPERS AS WELL AS HUGE DEPARTMENT

. From

the plodding and grainy version an

display al the show, its easy o

believe this. The one difference Snow

Speeder has from the

Konami's
Bives you this

ah well as

playing rather better, and Snow

STORES THAT ARE SECOND ONLY TO
THOSE IN GINZA IN TERMS OF
POSHNESS, IT'S ALSO TOKYO'S SLEAZE
CENTRAL AND THE TWO SIDES TO ITS
PERSONALITY ARE MIXED TOGETHER, S0
THAT LITERALLY AROUND THE CORNER FROM
A HARRODS-STYLE STORE YOU CAN FIND CLUBS
CATERING TO ANY KIND DF DEVIANCY YOU CAN THINK
OF, AS WELL AS A COUPLE 'I"I,H_I‘P PROBABLY NEYER
CONSIDERED! NO, | DIDN'T GO IN ANY ~ | SUSPECTED
|'[:l HAVE A OB FXPLAINING THE MONSTROUS COVER
CHARGES ON MY EXPENSES..
| PROBABLY COULD HAVE GOT AWAY WITH OME
BARGAIN — FANCY A MOBILE PHONE FOR |UST ONE
YEN, OR A HALF A PENNYT
THERE PLENTY O DFFER IN
SHINJUKU, AND THEY
WEREN'T THE LAME-0
BRIETEBLOCKS THAT ARE
USUALLY DFFERED AS CHEAP

MOBILES IN BRITAIN,

BUT ULTRA-MODERN,

ULTRA-SMALL BITS OF

KIT. | WaS SORELY

TEMPTED TO BUY

ONE, BUT |

SUSPECTED THERE'D

BE A CATCH IN THE

FORM OF A FIENDISH

TARIFF TO SIGN UP

TO. SHAME

IT's AN OBEVIDUS,

EVEM FACILE

COMPARISON, BUT

SHINJUKL REALLY IS LIKE WALKING ONTO

THE SET OF Bi.‘n’?ﬂ R\'.'H'NEH'_ ESPECIALLY AS IT GETS

DARK AND ALL THE NEON COMES ON AMD THE GIANT

VIDED SCREENS LEAP FROM THE WALLS. IT'S ALSO

THE ONLY PLACE WHERE BUMS AND DOWHN-AND-OUTS

ARE OUT IN THE OPEM — | GOT HASSLED BY SOMEONE
WHO CLEARLY HAD A&
POINT TO MAKE, EVEN
THOUGH | THOUGHT IT
WAS JUST SLIGHTLY
QEVIOUS FROM MY
CAUCASIAN FACE THAT |
WASH'T A LOCAL AND HAD
NAEY A CLUE WHAT HE

—

WAS GIBRERING ON
ABOUT, WHERE'S

DECKARD WHEN YOU NEED
HimT

* magazine Volume g
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b

B

WHAT WOULD A COMPUTER SHOW BE

AND IRONIC REASONS, OF COURSE!

WITHOUT LEGIONS OF YOUNG LADIES IN
SHORT SKIATS TO DISH OUT LEAFLETS TO THE
SWEATING PUNTERS? DUR EDITOR HAD TO GET
A FEW PICTURES, FOR PURELY POSTMODERN

} .E
l

l‘Iu Jn

from Chiba when two of them argued
about who would get the only empty
seal in the carriage, which was
me - the loser sat down. Hey, | didn't
Ieer that much.

But | digress. The b
about Rev Limit was |

nexl 1o

@ surprise
away its
release date was - Lhe gz 5 NOwW
not scheduled to reach Japanese
streets u N ich
vanced the
odd. On the
| the cars
rweaking,
ast and

CArS weng

onsidering
]"Il.'-«.'l'llr'
|'|I|1"| hand, the handling o
certainly r
Although

nome like
toys than
Somelnng
you'd expecl
lrom a
supposedly

realistic rac

IT'S AMATING WHAT ¥OU CAM 0O WITH & W1DE-ANGLE LENS]
—

At the moment, Rev Lirmif lets you
race 12 cars over 15 tracks, and if the
handling problems can be sorted out
to give it the kind of vehicle control
found in Top Gear Rally, it should be a
good "un, It's a pity there were no real
surprises In the game - ng matter how
high the quality of the graphics, there
wasn'l a single trackside feature on
chow [hat hasn't already been seen in
many other racing games,

Wild Choppers seems almost like a
proper 3-D version of the old 16-bit
Desert Strike games, and in facl we
have a review of it this very issue - for
the full crack, go to page 74!

Like Imagineer, the remainder of
Seta's stand was filled out by games
that will only get a release in Japan.
Pachinko 365 Days is a pachinko
game, the [apanese combination of
pinball and fruit machines, which
despite a large number of tables and

Pacmingo 365 Dars
—

tricks lke a two-player game still
looked horribly jerky, Morita Shogi &4
Is another wersion of the jJapanese
chess game, though this one had the
gimmick of a lnk-up connection built
into the cart (thus the high price -
well, high in japan, anyway). The
japanese haven't laken to online
gaming because, like us, there are no
American-style free local calls, so it
remains 1o be seen how this
experiment will go down,

Konami
The Japanese giant, once a mainstay
of Nintendn's consales, anly had three
games at Space World, two of which
had been seen befare al ECTS in
London. Nagano Winfer (lympics was
the main attraction, not surprising as
the Japanese winler games are only &
couple of months away. The version
on show was complete, and looked
certain o be a success. I wasn't
quite the Hypersports-style button
basher that some had expected,
relying more on precise control of the
athletes to win medals, but It still has
its share of frantic moments. Despite
cramming in a full complement of
chilly sports, Nagano still managed o

e polished and playable than

+f the snowboarding-only titles
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Wt amo Winton Durmecy

GASP: Fighters Nextreme is still
labouring under lts awiul working
tithe, but has come on a long way
since ECTS, All the fighters are now
playahle, and the much-vaunted
customisation options are up and
running as well, Strongly reminiscent
of Sega’s Fighting Vipers in many
ways, especially in the design of the
fighters, GASP adds o the formula by
making the arenas in which combat
takes place interactive, Walls can be
climbed or hidden behind, and objects
found lying around can be used as
weapons! Like Mace, parts of the

arena which might abscure the
fighters as they move amound go
transparent, and most stages have
well-done lighting or weather effect:
1o add a bit more visual impact. The
parallaxzed backgrounds still have
some way to go, though - they don't
spem fo be attached to the aenas!
Although there are only eight basic
fighters (five men, three women), the
custamisation screens lef players
expand this number enormously,
Bodies can be siretched or shrunk to
taste, skin calour and hair changed,
and clothing can be varied to range
fram Gaultier to World OF Tat. In less
than a minute, I'd transformed a bog-
standard muscleman lo an obese

rombie dwarf with an afro bigger than

his forso-and the world's vilest
multicoloured fares! The training
option is more complicated, bul here
you can bulld up your fighters range
of special moves (o sult your own
preferred style of fighting. This ought
fo increase the longevity of the game
= like all the other fighters at the
show, the actual style of combat
seams rather simplistic, but perhaps
longer play will reveal hidder

Ging

(]

] 'L.-"m frﬂi?

on the Ninte

Up guite a b
basketha

v
{aka Casiie

Games like o

B out 1o &

have the dr

have already

Ronami, wha
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WHATEVER
%PPENED

Tre 64007 The MicroPsoNE Pax?
Kiray's Air Ripe? Towmic TROUBLET
Cownrer's QuesT? RoOBOTECH:
CRYSTAL DmEAMST L Smasu?
Dracuia 3-D7 Hyarip HEAVEN?
Sreeet FiowTEr 647 Boor
HARVEST? SPACE STATION SiLICON
VaLLEY? Mission: IMPOSSIBLET
Busere BooGiE? Lecion X7 AL
HOPED FOR, NONE PRESENT,

WHAT'S IN
A NAME?

AH, THOSE JAPANESE AND THEIR
WACKY GRASP OF ENGLISH! HERE
ARE JUST A FEW EXAMPLES OF
JAPLISH MAMES SEEN GRACING THE
poORS OF YARIOUS TOKYD
ESTABLISHMENTS..,

* ‘Let's Kiosk’

* ‘Exotic Town'
(betcha it isn't)

‘Bldy Restaurant
‘Hearty Wedding'

‘Big Bridal’

‘The Wine Pub’

'FM'

‘Anal F*ck' (no kidding!)

And my personal
favourite, Ginza's
‘Beer Station Rebecca’
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an the
all kinds
would be
in real life.

5 Whic

pretty crap idea for a videogame, but
in some ways It's strangely compelling
when you actually play it. Zelda it
ain’t, though, but at least its going 1o
be sold at & cheaper than usual price.
Review next issee, hopefully,

AERO GAUGE

L€

wise, but co
e me. The look of the
game is a conscious effort to ape F
Zero, with lots of chunky Blade
Runper-style touches in Lhe detalled
backgrounds, but even as a two-
player game it doesn't get the pulse
racing like Wipeou!, its inspiration, or
F-Zero. Not even the multiple routes
through the courses add much
interest. Still, we'll give it a proper
loak next issue.

1 had sp

failed to ex

d lineup was

HuUDSON SoFfT

d Nintendo ally is Hudsor

Heroes was 5: 1T,
i

5,
¢ gréal hopes for NGg beat
L

5. butl hav ng played i | think |

hat it"s rubbish

ie fimal boss on .
wing how to | .

EVEN THOUGH IT LODKS SIMILAR TO
F-Zero X, AERO GAUGE DOESN'T
HAVE ANYWHERE NEAR THE
PLAYABILITY. SHAME.

o

very long. It looks similar to Wirfual
) WCW Vs NWO,
though with a more Japanese |

Pro Wrestiing, 2

being based as it [s on the N

Pro Wrestling wrestlers, O

IEEIEE]:

-

il
2
o A

japan-only release, being

reshow |'J'r".|'y-_' g

s essentially

0-Up YErsion of the Edme Yol

,‘:3,_#"'
A
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BESTS!

ZeLoa &4 (NinTeENDO)

WITHOUT & DOUBT THE

HIGHLIGHT OF THE SHOW, EVEN

IN ITS LIMITED-PLAY DEMD

FORM, AND HOWEVER HARD

NINTENDO TRIED TO CONVINCE

US OTHERWISE WITH THEIR 17 miLLION POCKET
MONSTER GAMES.

F-2Zemo X (NinTENDO)
SUPER-SMOOTH AND
FRIGHTENINGLY FAST; EVEN IN
FOUR-PLAYER MODE IT MAKES
EXTREME O LDOK AS JERKY AS
STROBE NIGHT AT THE
CLAYMATION ARTHRITIS DIsco!

1080° SNoWBOARDING [NINTENDO)

IT CAME FROM NOWHERE, YET WAS EASILY THE BEST
OF THE SHOWBOARDING GAMES AT THE SHOW,
IMPRESSIVE EVEN IF YOU THINK THE REAL-LIFE SPORT
IS FOR POMCES AND POSERS.

Space World Report

WiLp CHoPPERS [SETA)

A GAME THAT REQUIRES & LOT

OF PRACTICE BEFORE YOU CAN

GET PROFICIENT WITH THE

CONTROLST Om THE NG&T

SAINTS PRESERVE US! EVEN IF

IT DID LOOK LIKE THE UNINSPIRING BLack Dawn on
PLaySTATION.

GAmME Boy GADGETS
(NINTENDD)

NOTHING TO DO WITH THE
Hé4, ADMITTEDLY, BUT
HOW MUCH COOLER CAN
YOU GET THAM A CAMERA
FOR vOURE GAME Boy?

BUSTS!

TosH BEAT-"Em-Urs (VARIOUS COMPANIES)
SIMPLIFYING CONTROLS 15 ONE THING, BUT TAKING
EVERYTHING DOWN TO THE LEVEL ON SHOW IS & BiT
MUCH, ESPECIALLY WHEN THE GAMES ARE MADE S0
EASY!

& o

- -
——

TAMAGOTCHI WORLD

The virtual

SIM CITY

2000

CITY BUILDING MADE EASY -
YOU CAN BE ALL CARING-
SHARING, OR AN EVIL
RACHMANITE]

Sim City 2000

s old PC/M,

Somic Wines Assault (Vioeo SYSTEM)
Major, Mmajor LET-DOWN!

SLOW, CLUMSY AND

CONFUSING, THIS HOPED-FOR
PILOTWINGS WITH GUNS

LODES LIKE IT'S GOING TD

CRASH AND BURN

6400 (NinTENDO)

Oxay, SO WHERE THE HELL WAS IT7 A MOCK-UP
STUCK IN A GLASS CASE AND A BIT OF VIDED FOOTAGE
ISN°T wiaT | FLEw 6,000 MiLES ror!

PockeT Buoooy MoNSTERS (NINTENDD)

Hi, WE'RE NINTENDO. WE MAKE THE, QUOTE,
“FASTEST MOST POWERFUL COMSOLE ON EArTH,”
UNGQUOTE, AND WHAT'S DUR BIG PUSH FOR 19987
USING IT AS A GLORIFIED TA\’A-_.I’)-[. Hi!

CaPCOM, ABSENCE THEREOF

PROBABLY THE MOST IMPORTANT THIRD PARTY
COMPANY IF NINTENDO ARE TO GET THE NA&S
CRECHBILITY BACK IN JAPAN, AND WHERE WERE THEY!
DowN THE PUB, PROBABLY.

VirTuAL PRO
WRESTLING

The Japar
ion of |

TAMAGOTCHI
WORLD

THE STRANGE LITTLE CREATURES FROM
YOUR BLEERING KEYRING NOW COME TO THE
NGk 1 THIS BIZARRE BOARD GAME!
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F64 Feature

Snoweow Kips

THIS COULD DUKE IT
ouT WiTH FiGHTING
CLP AS A POTENTIAL
BEST BEAT-'EM-LIP,

TU3 e

ART OF FIGHTING TWIN
| had high hopes for this interesting-
sounding fighter, with its two modes
of play (nommal and super-deformed),
but for a while it didn’t seem much
better than all the other beat-'em-ups
on display at Space World. The
range af moves on offer did
seem to be bigger than most of
the others though, so with luck itll
turn out to be a ‘grower”, Once again,
the model for the control method is
S Virtua Fighter, and in super-
deformed mode there are
some amusingly ludicrous
super-moves to carry off,
/' Review next ish, you'll no doubt
be etunned to leam.

AUGUSTA MASTERS '"98

A golfing game that thankfully wipes
| es of the atrocious

*magazine Volume g
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Space World Report

HERE'S SOMETHING

THAT CAUGHT ME BY

SURPRISE WHEN | WAS

FLICKING THROUGH THE

TV CHAMNELS -~ GOEMON

THE SERIES! KONAMI'S

CHARACTER, AND HIS MATES
EmisumaRy, YAE AND SAUKEA,
HAVE FOR SOME REASON LEFT
MEDIEVAL |APAN AND COME TO THE
PRESENT DAY, WHERE THEY SEEM
T0 GO ARCUND DOING GOOD AND
FOILING THE PLANS OF SOME SOET
OF EVIL WIZARD AND HIS
HENCHBLOBS, IT'S EVEN GOT GIANT
ROBOT GOEMON |MPACT 1N 1T
HOWEVER, DESPITE IT BEING ON 1N
THE KIDVID SLOT, IT'S UNLIKELY ITD
. £ - GO DOWN WELL IN THE WEST =
Sim City 6o will be an . . ; T e PAET OF THE EPISODE | SAW
entirely polygon-based ' N o INVOLVED EBI GETTING SMASHED
affair, meaning the cities : ; e CILIT.CUF: W N O

you bufld can be viewed M= | el MuSHROOMS!

from any anghe - even ke 1 >
streel level! You can even
fy through the cities you
build in Sim Copler!

f“'- ;:'.'-, " " - ’
. —'_J__rr:;{jfff’[.._rﬁmﬁ =
i T .

# T Y

Ealy

?
o il B

SUPER ROBOT SPIRITS game hus poten
Probably the most interesting beat hover in mid-a
‘em-up al the show, even in 1S 5o% |

complete form., Banpresto's title takes

a distinctively Japanese icon, the

magazine Volume g
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%4 Feature

THE OTHERS...

magazine Volume g

there wers
that have
e ady ariad in 64 MAGATINE
Extreme G, Quarterback Club, FIFA
o8 and San Francisco Rush put in a
nd Hexen and Clayfighter
till hoping to shift a cophes
in places where their reputations F i
haven't preceded them..

STATE OF PLAY

GAME CoMPANY

| Japanese % COMPLETE

| ReELEASE DaTE

PrICE (YENR)

Zelda ég4: TOOT Nintendo
F-Zero X Nintendo
Yashi's Story Nintendo
Banjo And Karooie Nintendo
1080° Snowboarding Nintenda
NBA Basketball Nintendo
Rev Limit Seta
Wild Choppers Sela
Marila Shogi 64 Sela
Pachinko 365 Days Sela
Fighting Cup magineer
King Of Pro Baseball 2 magineer
Holy Magic Century magineer
Snowspeeder 64

Kiratto Kaiketsu! 6y

Famista 64

Nagano Winter Olympics

NBA In The Zone 'g8

GASP

Dual Heroes

Brave Spirits Wrestling

Irritating Electric Stick

Sonic Wings Assault

Mahjong

Blo Tetris

Sim City 2000

Wayne Gretzky's 3-D Hockey "g8

Aero Gauge

Virtual Pro Wrestling

Tamagotchi World

Snowbow Kids

Art OF Fighting Twin

Augusta Masters 'gB

Chameleon Twist

Super Robot Spirits

64y Suma

April g8
|ure o8
Out now
April &
February g8
uly g8
May o8
Dut now
April g&
April g8
April g8
|anuary g8
March g8
March g8
March g8
Dul now
Out now
|anuary g8
March g8
Out now
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