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© Sheesh on a stick 
% - what a month 

mot for games! 
irst.of all of course, Banjo is brilliant. The first 
absolutely must-have game of '98 - it's.up there 
along with GoldenEye and Diddy Kong Racing in 
the N64 premier: league. You've got to play it 

really, but-our massive review starting on page 54 should 
give you more-than a taste of what all the fuss is about. 

Last issue Tim flew over to the United States to report 
on the E3 show in Atlanta. When we told Martin it was his 
turn with the air tickets we think he was expecting 
something slightly more glamourous than an Easy Jet flight 
to Scotland. Poor dear. Anyway his visit to Dundee Dream 
Teamers, DMA Design confirmed what we've always 
thought about Silicon Valley and Body Harvest - they're 
brilliant games just waiting to happen. And by the looks of 

fe) VCR Ma UNa ual aie things we shouldn't have to wait too much longer. 
Game’ award until we've played it While he was wandering DMA's corridors, Martin also 

right through to the end. That way we managed to uncover an all-new N64 project called Wild 
can be sure it really is worth buying. Metal Country. True to DMA form, it doesn't really fit into 

WORKS 
ye ere bdo 
cgi eam okt el a4 
Nintendo 64 mag. 
CCN 

any established category of game, but it's another of the 
Because we're independent from N64's growing list of more adult titles. Martin stared long 
NTT cate Come UM elt) CN and hard at it before reporting his findings. They start on 
honest reviews. If a game's awful page 34. 
LWA o I'm finally learning to drive. Pathetically late, | know 

but | am at last making the effort. Anyway for the safety of 
Because we're independent from all concerned, it might be better to stay off the roads 
Nintendo, we can also review games around Bath between 6 and 8pm on Thursdays. I've always 
as soon as they come out in Japan selected the ‘Automatic’ option in racing games, and I'm 
eVect Mmrem CLM Curelu Nude having considerable problems with the clutch. 
games are worth looking forward to. Surprise of the month goes to Mortal Kombat 4, which 

— astonishingly — is pretty good. Hardcore beat-'em-up fans 
SME oe Mela. MIE ree rd EE will probably disapprove (Wil does), but no other game 
always the N64 games you can oe i has made as laugh so much for ages. When Martin 
EYa TEV mel ACM OL emda ee and Tim talk about all the fatalities they've managed 
MarR RUM UE Teed RL so far, it seems that every description ends with 

“And then his head comes off.” It'll be out in 
the UK soon, and we'll do a fuller review as 
soon as it does. Until then, turn to page 76. 

UCC (Lele RURAL 
the Japanese can play. 

Our correspondents in Europe, Japan : 
and America supply us with exclusive ue se é Enjoy the issue! 
Lee UM Wee A : ii 4 
don’t copy rumours and speculation es ‘i ' ae JAMIE 
Chim Ma ia ‘ ‘ : 

N64 Magazine is written by the most 
experienced Nintendo fans in the 
PUM lel Ea MC 
talking about, so we're able to cram 
Cay eee Lace) 
and advice. 

Don't be fooled by feeble imitations! 
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need to know about the greatest 5A 
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7 c & a two 76 MORTAL KOMBAT 4 

ul Ae Marae Surprisingly good fun. Blimey! 
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82 MAJOR LEAGUE BASEBALL 
Baseball. 
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Nintendo rounded up. 46 88 Chess on the N64. Virtually. 



WWF dS TY EA ie 
Wa 3 a b4 RECKIN’ BALLS 

= ETM el aed Ty We've played it, and Scary monsters and Odd. Very odd 
oo I UR grappler. ee Mem Wary oa blood-sucking vamps. i : 

LOOK 
Your first look at the BIG 

new N64 games! 

Me 

~ Vay 

—~ 

Starts on page > 

All the latest about Europe's 
biggest game show and some hot 
news from Rare. 

Scores in the millions 
yet? They can be... 

LLL auasail TT 

94 
ofa Te =] aire 

‘COMING SOON... 
A deluge of new games 
scheduled for the N64's 
near future. 
Acclaim’s 
stunning 
Shadowman 
leads the 
way. 

It's all scientifically tested, you 
know. By scientists. 

Win anime cues 
and prove your 
artistic talent in the 
Pee Mel ae ve. 8 

INFORMATION STATION 
Everything chart-wise you'll ever need to know. 
mie aT 

The evol ution game A handy hint heaven. 

N64 SHOPPER 
So how exactly do games come ; Buy your bits and pieces here. 

about? Join Tim and barsaten eco : 
eI Your views aired, questions answered, ideas printed. 

Steve Owen as they a F SUBSCRIPTIONS 

investigate. ¥ The only certain way to get hold of N64, Save money too! 
BACK ISSUES 

Missed one? Get it here. 

DIRECTORY 

Every N64 game reviewed and rated. 

A N64 MAGAZINE ISSUE 19 
eT ea CMe Mee meio 

Sister st at i 
& =] 



aes cat Sa ene. - We i a ea Ne TN 
Rika shale y | _BRET HART rere a ES a 

HoLO, 
‘ 

“ou F ay pe i ee 5 if 

We a we a 2 Nat Death Sead . = xe 
o Ae oor ey LAs 2K 

ee CTT 

or amas Iw Sol 

ee Ca Serr nee If all else fails, just 
erent oo a Ce Carel 

yy? ee AS ee x round the chops. 
ae 

Te eee Ras Fights can bleed [> 
: outside the ring. 

‘Axe ee} Mankind is getting a 
] por a } ese Mae WWF Warzone 
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Your first look at the BIG 
new N64 games! 

WWE WARZONE 
Fat men grapple with fantastic results! 

WIPEOUT 64 po GAD 
We get our hands on the latest version! 

ew lol Me ltem Ey 
pony tail pulled. Nice. 

CASTLEVANIA 64 
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i nen 

IGGY’S RECKIN 
BALLS 
Balls, chains and weirdness. It's topper! 

Bet the crowd 
behind him aren't 
ye L en 

oem icel 
the camera as 
IRS 

WANT MORE NEW GAMES? Te 
Check out the Coming Soon section rae) 
of Planet 64 on page 18! 
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( \ EXCLUSIVE NEW SCREENSHOTS OF PSYGNOSIS' LIGHTNING FAST RACER 
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bringing Wips 
worth waiting for. Their PlayStation 
versions of the game, although not 

faultless, had been brilliantly entertaining. And 
playing Wipeout 64 at last month's E3, even in its 
Wety earliest incarnation, confirmed something just 
las exciting: the 64-bit refurbishment of the 
company's most famous game was looking every 
bit as good as we'd hoped. 

Okay, so very little was in the show version or, 
sat least, very little had been ‘brushed-up' and, of 
ourse, there was just the one course to play so 

Wariety was also at a minimum. But, even so, there 
were two tell-tale signs that Wipeout 64 could be 
an utterly fantastic racing game. 

Firstly, the handling. In the PlayStation versions, 
‘there was the annoying tendency for the craft to 
»get stuck on walls. In Wipeout 2097, this was 
“sorted out to a certain extent but, in the heat of 

» the battle, it was still something that occurred far 
» too often. In the N64 show version, it had been 
~ completely solved. Instead, you just ricocheted off 

and the pace and vigour of races was never 
compromised by buttock-clenching collisions. Also, 
the analogue stick is the controller the game has 
been waiting for, with the ‘glide’ of the craft far 
more convincing and responsive than the D-Pad 
control of the PlayStation's Wipeout. 

The second standout feature was the game's 
speed. Even at a stage where, in all honesty, it 
couldn't have been more than four or five weeks 
into proper development, the game was lightning 

(Tol meats on) 
ae |e) 
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el isc 
Lo @ } 

ety 
a 6 ek] 
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fast but, most importantly, 
completely controllable. Our 
criticism of Extreme G, you may 
remember, was that it felt like you 
had no control over what you were 
doing. Not so, Wipeout 64. And, in 
this respect, it's a lot like F-Zero X. Both games are 
thrillingly quick but never too quick to leave you 
feeling like a passenger. And, best of all, the 
differences in speed between the single player and 
multiplayer were hardly noticeable. It fair rattled 
along and Syste 1S, 

creepy ‘The six tracks looked truly Re 
BF zero wonderous; high on detail Chex a 
andalmost’. Without any fuzz. available and 
finished, players will be 
alternative. able to choose from the same pool of weapons — 

Then, a couple of weeks after E3 finished, 
Psygnosis turned up on our doorstep with a 50% 
complete version. Where did that come from? 
Apparently, the game is coming along at the speed 
of an average Wipeout race and the results are 
looking astonishing. The six tracks — plus secret — 
looked truly wonderous; high on detail without any 
fuzz, no misting, corners to cunningly disguise pop- 
up and weapons that leave Extreme G's puny 
alternatives standing. Just look at the Quake 
Disruptor as it fires off, making the track curl up 
and shake and causing all other crafts but yourself 
to freeze up and 
crash. Fantastic. TO BE CONTINUED 

However, for all that has g ne 
version, the two features that initially caug 
attention at E3 remain in place, which boi 
amazingly well for Wipeout 64. ; 

Other details? Well, again the Feisar, AG 

including missiles, the Thunder Bomb, E-Pak, Turbo 
Boost and Electro Pak — plus some new, N64- 
specific inventions. And, most interesting of all, is 
the news that Psygnosis are going to try and 
squeeze the soundtrack from the PlayStation games 
into the N64 incarnation, all be it in cut-down 
versions. Roll on The Chemical Brothers, then? 

We'll be the first to bring you the EXCLUSIVE 
playtest of Wipeout 64 in a couple of months. And, 
remember, that's first and only. No other magazine 
has played the game from beginning to end 
and got every secret. Tee hee. 

Don't believe what anyone else tells you. We're the only 
##® ones to playtest Wipeout 64 for OURSELVES. Yes, yes. 

anitverw 
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FIRST PLAYTEST OF KONAMI'S FABULOUS 3D HORROR GAME! 

Carrie Eastfield. 12 year old [> 
psychic who plays the violin. 

The tremendous-looking Belmont 
complete with impossibly sharp 

V (alot nae Meee) ela 

Castlevania’s 
CEN ale es £1) 

CUM ead?) 
order. Brilliant. 

Mee ee La 
eee 1a 
Belmont's whip 

V was working okay. 

Big hands, sharp teeth, white eyes 
Elle MMi 14 eee oe coe 

ou enter a darkened room inside the 
castle. A single candle flickers to your 
rN Muon mori 

s De Ua Lo and, towards 
the rE EC Cicer ME ao | om Ce lard 
into black. Then, above you, something moves. 

MM sole Fsgime yt -s916(-¢1al a1) ECee-lp/ rele olan ae 
my well, you're right, actually. For sheer heart- 
aye ‘ stopping, four-legged-zombie-bursting-through- 
oN Pa the-ceiling scares, Capcom's game is hard to beat. 

*y But, the point is this: whilst Castlevania 64 might 
i : not have the sheer blood, violence or ton weight of 

*, rdolan) ey Mr ta 0) (6/1) a 47) CLOT kel a 
- es thing in common with that game. And that's 

brilliantly timed, aaaaaaarrrrrgh!-style surprises. 
So, while it might be disappointing that 

Capcom didn't announce Resident Evil 64 (but 
Disney bleeding Tetris instead) we N64 owners 
shouldn't be too put out. Because, in Castlevania 
64, we've got a game equally as good. And, 
hopefully, equally as scary. 

We'll own up, though. Playing this very, very 
early version of Castlevania 64 in the office, it 
looked anything but an interactive horror movie. 

This sequence, featuring Death himself (we reckon), is None of the levels were strung together in any 
ETT Mee TL RT) ge lL oe sequence and the game crashed more often than 

Ricardo Rosset. But, legging it about the levels 

Castlevania 64 

KONAMI 

@ Winter '98 

ON64 issue 18 
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ANIA 64 
(which had 
(alo cat laa (ct 
or puzzles 
am eteo aie 
ZL 
Yarra 

a ae ee} 0)" (011) 
Tira 
Melani telg) 
from 2D to 
SIPEG 
been less 
Licata 
than you 
area 

think. Lush textures, interesting level design (one, 
set in a desert area, was complete with sandstorm 
and Mad Max-like industrial units) and absolutely 
fantastic real-time animated sequences all showed 
definite signs of promise. And the detail on the 
main characters is brilliant. 

So, what did we see? Ooooh, we saw most of 
the early level design, including the inside and 
outside of Dracula's castle. This appears to be 
where much of Castlevania 64 is set, although 
there may well be other areas yet to be included. 

A WT Y-Se [00-11 tke 
things crawl out the ponds and 
surround Belmont. Brilliant. 

Inside, the castle is unsurprisingly gothic; stone 
walls, staircases, fireplaces, paintings, long corridors 
and plenty of dark corners, perfectly capable of 
springing ghouls of the night onto you. Also, there 
was an area where walkways ran around against 
the walls and allowed you to look down to the 
main entrance hall below. Oh, and a mechanical 

room with cogs, pistons 
and steam. Lovely. 

Outside, you can 
wander about in the 
FeroP Tae Nom UAL ae 
maze and fir trees and, 
hidden away, playing her 
flute, Carrie Eastfield, who 
you can play as later on (you can also play as three 
other characters: vampire ‘specialist’ Schneider 
Belmont, wolfman Cornell Reinhart and Kola, a 
chainsaw-carrying slow coach). Walking up to the 
castle, the camera swings out and up as the draw 
bridge lowers and, beyond, darkness beckons. 
Oooohaahaahaa! 

MU atommaU laut cxjar-latar-Co Mo) mel nam Crete ATS 
real-time cut scenes. One had a zombie suddenly 
appearing behind Belmont as 
he padded round the half-light 

of a hallway; another had Belmont walking outside 
the castle, beside a pond area. Suddenly, around 
him, huge lizard-things climbed out of the pond 
water and surrounded him; a standout cut scene 
included the appearance of Dracula himself, his 
cloak bellowing in the breeze. We won't spoil it for 
you, though, and we won't tell you about the 

A standout cut scene included the 
appearance of Dracula himself, his 
cloak bellowing in the breeze. 

bosses either, particularly the end boss. 
So, anyway... You turn and look up towards 

the ceiling. It's dark but it moves again. You take a 
step closer. You can make out little strips of white 
in the gloom. What is that? It moves again and 
then — aaaaaaarrrrrgh! — it leaps at you! A wall- 
crawling vampire;blood splattered down the 
front of his shirt and teeth ready to Diiiite. 
Welcome to Castlevania... 

We're going to hunt this down again in 
TO BE CONTINUED. == a couple of months. Watch this space. 

August 1998 | 



A FIRST EVER PLAY OF ACCLAIM’'S BALL-FILLED WEIRD-'EM-UP! 

Iggy's Reckin’ Balls _ 
ACCLAIM 

y 



has you wondering how exactly the 
developers came up with the idea. | 
MMe mee EME cy 

; ee to think up a blisteringly original concept, 
Cee mm Cl Mum UL) 
toilet? Who knows. : 

Either way, what we have here, is a game in 
the Bust-a-Move mould. It doesn't look like much 
Sart ColO Fa Wrage sr Smee olele MUN APTA e 
along the visual evolutionary scale than something 
like Bust-a-Move — but, similarly, it'll keep you 
glued to your television for nights on end, joypad 

_ fixed in hands, brow slightly sweaty and buttocks 
plea col sirenl (eB UN ae ou We 

ae 

competing for 
honours), all of 
eerste TELE as hard to put down. 
EVA C mT a 
gradually get higher. To ets) your way up, you 
need to make use of your chain, or grapple, which 
you access by tte lire the handily placed B button. 
What this does is reach upward (providing you're 
below the next platform) and haul you up. Carry 
on as normal, do the same, repeat to fade. 

Ah, but if only it were that simple. See, as you 

le em UC Uo ULL oNQoY ed CSP Ug om eC CRY TION oX-1 Ao 
being completely separate from each 
other to merging in a circle, giving 
the other players plenty of 
opportunity to grab you with their 
grapple and pull you back behind 
them. And they will, make no 
mistake. Playing Reckin’ Balls for a 
moment you all-too-quickly realise 
that it's incredibly tricky. Palais I 
Sco We nae] NVaR =a a J 
ROP eam CLO 

to choose 
arently, “is a 
(ol Malesia) 

There are eight differen 
from, including Iggy himsel 
happy-go-lucky Californian 
other secret characters co 
all, though, there's over 1 
different environments, ran; 

ere’s also a barrel- 
rown in for good measure: 
s (self-explanatory), mine 

jay them then set them off as an opponent 
hops towards 
them), seeking 

on Rreyfetartl <9 laden Candyland to the b 
p etter ia YP larger ee ee And this, 5M sore Colhacciccialm EN 
in ideas, more creative and, {4 Ni modes: race, battle, vei Elem matt 

ef arrangement) —_ Mix-up, to avoid Ee 
and reverse 
controls (stalls 

the opponents for a limited amount of time and 
sends them back to whence they came). Also, the 
Nilo Mago M EMM UIE Me (AUC Z0)0] 
progress, including giants fans, conveyor belts and 
360° twists, all of which attempt to stall you, and ~ 
all of which the CPU opponents make ample use 
as you try to complete a level. 

in’ Balls is the new breed 
ter graphically, better 

leas, more creative and, 
to pick up and as hard 

put down. It should be great. 

PLAYED 
Du 

TO BE CONTINUED... 
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E3 might have finished, 
but Nintendo are already 
planning their next big show: 
September's ECTS in London... 

nyone wandering around 
ECTS -— the Electronics 
Computer Trade Show - last 
year would have noticed a 

number of disturbing things. Firstly, 
Nintendo's stand was pitifully small 

and severely lacking in quality 
games and secondly, Sony's, just next 
door, wasn’t. 

This year, however, when the show 
opens on September 6th at the Olympia 
exhibition centre, things will be looking 

considerably brighter. 
Only months after 
Nintendo announced they 
would be giving Europe a 
proper, central office in 
Germany, they've decided 
to up their traditionally 
low-key presence at ECTS 
by making the show their 
premier exhibition for 
1998's European titles. 
Which means Blighty will 

Happy old Conker. 

We'll > if 

smiling after he 

the Underground 

’s tried 

tter thana 

ng. And it’s 
in September. going to be at ECT 

be graced by the presence of all of E3’s 
biggest games, including the brilliant 
Legend of Zelda 64, F-Zero X and 
Conker 64. 

The news is particularly encouraging 
for PAL N64 owners who, in the past, 
have often got the raw end of the deal 
when it comes to new games. Not so 
now. As well as the powerful trio of E3 
performers, there's also likely to be Star 
Wars game Rogue Squadron, F1 World 
Grand Prix and possibly some more 
video footage of Perfect Dark and Jet 
Force Gemini. Nintendo will also unveil 
the Colour Game Boy for the first time 
in Europe. 

Making up the numbers will be 
third-party powerhouses Konami and 
Acclaim, the former with the first EVER 
playable versions of great hope Hybrid 
Heaven as well as /SS ‘98 and a possible 
appearance by Castlevania 64. Acclaim, 
meanwhile, will have a feast of new 
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planned for the Game Boy this 
year, that we didn’t think it was 

necessary to launch before 

Christmas”. Which possibly 

suggests that the Pokemon range 
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POKEMON DELAYED! 
Pocket Monsters’ debut is being put back 
until after Christmas, owing to Nintendo's 

forthcoming launch of the Colour Game 
Boy. THE Games’ Managing Director Dick 

Francis confirmed that, “Pokemon was 

palette, something that's also 
happening to the fantastic 

Zelda: Link’s Awakening. As 
for the colour 

Game Boy, well, 

that looks likely to 

retail for around 

£60-£70. More news 

as we get it. 

. 

really... 

fter storming the 
Interactive Achievements 
Awards at this year's E3, 
winning a total of four 

awards, including ‘Interactive Title of 
the Year’ and ‘Outstanding 
Achievement in Software Engineering’, 
Rare talked exclusively to N64 about 
their forthcoming games. 

With Perfect Dark, Jet Force 
Gemini and Twelve Tales: Conker 64 
already bathed in daylight at E3, and 
Ultra Donkey Kong already established 
as ‘in production’ (but not ready 
before Christmas) the company also 

$. We'll bring 
all the latest 

Reveal All! 
Well, sort of. Well, not at < 

EINVAL Ct Ne Iie peg 
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titles as, erm, Manchester United Soccer 
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approval from Nintendo to develop for the 
NY Rar Ue lm Meu ae Cg 
unannounced, but with over 10 years of 

history behind them, the chances of them 
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hear more about and, of course, the 
game that no one's going to hear 
more about. But, Rare told us that 

GoldenEye's follow-up would 
definitely “be more adult", something 
born out by some of the video 
footage at E3, where Joanna Dark 
padded down a corridor and past an 
alien corpse with pools of blood 
running out around its head. 
Apparently, the alien 
was killed by Rare's 
security guard... o 

4 

a visit to Londor 

titles, with brilliant twosome Turok 2 
and Shadowman heading the way and 
Extreme G2, Iggy’s Reckin' Balls and 
fantastic radio-controlled racer Re Volt 
bringing up the rear. 

Other titles to expect are 
Infogrames’ Mission: Impossible and 
V-Rally 64, Psygnosis’ Wipeout 64 
and O.D.T, Ubi Soft's $.C.A.R.S, 
Activision's Quake I/ and Top Gear 
Overdrive, the first of the two Top 
Gear sequels, which will come through 
THE Games over here. 

To add to the party, Nintendo of 
America's top brass will also be 
making the trip over from Redwood, 
Washington for the first time. 
Chairman Howard Lincoln will be 
joined by little seen NOA President 
Minoru Arakawa, proving that ECTS 

confirmed that they had a further two 
games currently on the go, one of 
which was “quite a way down the 
line". Could this mystery game be 
1998's big Christmas title, echoing 
last year's sudden appearance of 
the brilliant Diddy Kong Racing? 

As with all things Rare- 
related no one's about to find 
out until the company itself is 
good and ready. Necks on the 
line time, though, we reckon it 
could be — ta-daa!! - an RPG! 
Look at the evidence: Mario 
Kart then Diddy Kong Racing, 
Super Mario 64 then Banjo- 
Kazooie and Legend of Zelda 
then... what? It's got to be. 
Absolutely GOT to be. Er, 
maybe. 

Perfect Dark, of course, is 
the game everyone wants to 

> 4 

this year is being taken very, very 
seriously. You can, of course, be safe 
in the knowledge that N64 will be 
there every step of the way, sipping 
expensive cocktails with Howie in the 
Executive Lounge. Though, more 
likely, stepping in a puddle of 
vomit on the underground from 
Paddington. 

What could Rare’s two secret games possibly be? Sequels (Blast Corps, 
Diddy Kong Racing), threequels (Killer Instinct) or all-new titles? Write 

in with your ideas to the usual address and we'll print the best ideas. 
And, if you're proven to be right, there'll be prizes too... GO! 

GO! 
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COMIC HOOK! 
CNet cart <P od 
delving into their comic book * friendly approach. The 
line for their next N64 game, . - y comic, a super-violent 

Bloodshot. The game is likely — PX g tale of a white-faced, 
OR iciae so elm = NZ Dee, gun-toting superhero 
PlayStation and PC but, like My AO ena) 
Forsaken, N64 owners could be 4 , demons and pay-off 
in for something extra, with a J r TT eae a Cela t 
unique version tailored more Wy Po Oe 

FANZINE FARM 
Sit back and smell the manure and sip 
some elderflower wine, the ‘Farm is back... 

specifically to 
Nintendo's censor- 

64 SUPREME 
Once we'd brushed off the dirt, we found this cauliflower-like 
offering to be one of the finest pieces of produce we'd dug up for a 
long while. Fat and packed with new games, 64 Supreme is, 
admittedly, less a fanzine and more a magazine-style information 
service but, nonetheless, it's got plenty in it, notably some new pics 
of Paradigm's F7 World Grand Prix and reviews of the N64's best 
beat-'em-up’s. It also comes with two free cover disks, which is 
the best news we've had since Ursula gave birth to that foal with 
the bandy legs. Bless. Anyway, it's enthusiastic and lively and 
there's promise for the future. Money reasonably spent, we fink. 

° The first issue of 64 Supreme is available from, er, well it didn't have a 
name with it and, surprisingly, there's no mention of an address in the 
fanzine. But, you can e-mail 64 Supreme'’s Editor on 
100532,2130@compuserve.com. It's £1.50. No more, no less. 

N64 PLAY 
The latest early summer offering from Stephen Adams, 
Andrew Mills and Jon Davies is a fairly hefty haystack of a 
fanzine, with some interesting new inclusions. Firstly, it's 
sponsored by peripheral specialists Fire and, secondly, it 
features an interview with DMA Design. Shame the 
interview smells like Daisy's cow shed, telling you 
virtually nothing about either game and, instead, giving 
you an A-Z of swear words. Tut, tut, eh lads? Equally, 
the ‘Top Five Women’s Breasts’ have, er, very little to 
do with the N64. Disappointed? Granny Anna's 
already gone to hang herself from the tractor. But, 
wait! They just about make up for it with some 
peripheral giveaways and the necessary quota of 
reviews. Phew. One note of caution, mind: N64 
Play awarded both Yoshi's Story and Mortal Kombat 

Mythologies 5/10. Whoops. 
¢ N64 Play is £2.50 and can be ordered from the 
fantastically named 10 Scroggy Close, Limavady, Co. 
Londonderry, Northern Ireland, BT49 OSU. 

THE 2X FILES 
Ah, now this is better. Like a particularly tasty crop of 
marrow, The ZX Files surprised us and delighted us. 
Okay, so it's got virtually nothing to do with Nintendo 
(bar a Mario Islands preview), but the sheer quality of 

3 = = writing and the attention to detail helps it stand out. 
ree cneees So, for the ZX Spectrum user, there's interviews with 
— Clive Sinclair, TV's speech-friendly Violet Berlin and 

Spectrum brains Mel Croucher and Bo Jangeborg. A 
great little offering. 

The ZX Files is available from Editor Paul White's very own house at 8, 
Beechwood Rise, Wetherby, West Yorkshire, LS22 7QT. E-mail him on 
paulwhite@thezxfiles.demon.co.uk. 

Got a fanzine? We want to see it! Send your choicest produce to: 
Fanzine Farm, N64 Magazine, 30 Monmouth Street, Bath BA1 2BW. 

* 

PAUL'S PLANT 
Shock! Paul's special green-leaved friend 
PERC em OMNI aM LR OUL Um uty 
onslaught of the hot and balmy days of 
summer. Three of the leaves at the bottom 
of the stem have turned a strange shade of 
dark green and their tiny veins look 
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A WORLD OF HURT! 
The tough man's football game, World 
League Soccer, is coming to the N64. 

Eidos’ fantastic, but tricky, PlayStation 
PET MRC mre eel eee Y 

testing at developers Silicon Dreams. In 32- 

em ec eC mea OM ems 
easy with so many similar titles but, on the 

N64, along with /SS ‘98, it should be 
assured of success. We can't wait. 



GET YOUR BACK UP 
Winback, Koei’s blatant N64 rip-off of 
Konami's Metal Gear Solid, has come in 

for some praise in Japan, this month. The 

spy sim which appears to include a number 

CRO mura (Ce 0 Co-lo 
least its variety of game-important 

cameras) was featured in Japanese games 

magazines and received a hearty thumbs 

up. We'll have more pictures next month. 

rMewr 
Goods | 
Well, new 
good really. 
Pocket Power Guide, volume 3 
Prima © £6.99 © 01204 862026 

This thin cheats friend wouldn't, in fact, 
slip handily into your pocket at all but 
can easily be carried from place to place 
without the need for a steel briefcase 
and/or small removal van like previous 
Prima tips tomes. Which is nice. What's 
also nice is the fact that it's got cheats 
and tips for 24 games, including such 
stalwarts of the sales charts as 
GoldenEye, Road to the World Cup 
‘98, WCW vs NWO and Yoshi's Story. 
Perhaps the only downside is that, with 
only 94 written pages (in keeping with 
the pocket-sized theme), corners have 
had to be cut. In the case of WCW vs 
NWO, for example, there's only the 

moves for 12 of the 37 wrestlers. 
Admittedly, you can always get Prima's 
WCW vs NWO guide but that's not 
really the point, is it? That said, this has 

a good selection of the finest helping 
hands you'd need and, for seven quid, 
is perfectly priced. Not amazingly 
comprehensive, then, but plenty to 
wrap your laughing gear round. 

_. _.stakes in the-end, but-Epoch put up a’vatiant fight, - 

_—=to-fit snugly-in Kids“pockets and. sold in-huge = 

_RETRORATING 

poch have been mentioned-many times in _ 
! Retroworld thanks-to-their- continual struggle 

— -against-Nintendo, despite-having- more than 
comparable products. Nintendo’s Game-& - 

= Watch may have won-through in-the popularity ——~ 

providing the-only-serious competition: —-—~ 
“Released in the UK under the Grandstand-banner, ~~ 
: the mini-series of LCD-handhelds were small SOOUERT 

“numbers, mainly thanks-to clevet-marketing and >= 
“official licensing. Maybe-ifGame & Watches tadn’ t- 
become such a rpflerio rept There WOUREDE: 60 titles = 

in’ the. mini ens top. to 

_/MINI-MMUNCHMAN- = 
The most common-title in-the Epoch 1 ‘ange is Mini Faas 

_-Munchman, the-game's-+title- being based-on their LED- 
~ tabletop, Munchman. Reléased-in 1981,-while-the-Pac- 
ar phenomenon was in fulltlow, this simple =~ 

~jnterprétation-of the game found its away-into, over two-- 
_~ million homes 

~ Mini-Munehmans is- something of: schndbokts ~— — 
; = Hester classic, with its ultra slim-casing; shiny plastic— 

buttons, metal facia and-cutesy logo. The game Bet: 
_2offers large graphics placed-in.an.over-simplified 
<fnaze; with-bridges to make-mdre roony—"— = - as 
“unfortunately this feaves it-quite. untike-its LED 
and arcade relatives. > ees 

== ‘in on Nintendo's 
~ Licurrent-arcade hit; 

~4elative, placing: you-- 

= ~If Epoch had-acquired~ 

~—>-selling handhetd-to - 
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attempt with:an———— = 

~ CRAZY. “KONG = 
Rather than.design any — 

--games- of -their-own,; —-~> 
Epoch-decided to cash SMIN pe 

, 

~=bringing it-to.an LCD 
handheld well before 
“DK had visited a 
Games&Watch.__ 
im ee ee te ; 
“Crazy-Kong ‘differs 

~ dramatically from its. 
~ better_known . 

in-a-haunted house 
- full of mummies, =< 
Vampires-and-— 
skeletons. there are 
more familiar barrels'on the second platform but 

_note sniff of an-ape —the game's titleis a fine —" um 
—. example of blatant: marketing. _ 
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POCKET. SCRAMBLE ‘5: 
By. 1983;Nintendo's handheld = 
operation-was in fulFeffect-and a—~ 
“reeling-Epoch fought-back with ~ 
a re-designed casing and official. 

=arcade licenses. Its re-titled. - 
="Pocket’ range had screens — 
twice.the size of their 
‘predécessors, meaning graphics 
Were clearer and better réfined.. 

« Seramble-offered-a-simple but--— 
=recognisable adaptation of its 
_-arcade_parent,-complete with 
-missile and_bomb:buttons. ; 3 

as 
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pOCKET PAC-AVAN 

the-officialticense for ~~~ 
Pac-Man-in 1987 its 
Mini-Munchman.could 
have-been the biggest 

date. Realising this, 

Official Pac-Man — 
= pockét-game, but. ~ 

instead of_using all. 
that huge-screen-to— 

—make-a-detailed=—= 
maze, they made” : 

>the same mistake 
of creating-a 

~ simplified: version; yet again 
_containing ‘bridges, resulting in a game-with 

<nice big. graphics, but vety’ little: aABERIEY, 
—RETRORATING 
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Updating 
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SHADOWMAN 

SURVIVOR DAY ONE 

SPY VS SPY 

TWELVE TALES: 
CONKER 64 

S.C.A.R.S 

NASCAR '99 

MADDEN NFL '99 
L) 

HYPE: THE TIME 
QUEST 

F-ZERO X 

GLOVER 

DUKE NUKEM: TIME 
TO KILL 

ROGUE TRIP 

bit of a dark horse, 
this, in more ways 
than one. It's the 
blackest game on 

the N64 for starters: asylum riots, 
serial killers, naked zombies and 
acres of blood. But, also, it's one of the most promising 
third-party games we've yet to see. So promising, in fact, 
that we'd slap our (blood) money down that this'll be a 
sure-fire hit come winter. 

There was so much to take in at E3 - as Creative 
Director Guy Miller gave us a tour of the game - that it 
was far too easy to miss the tiniest bits in the game. Like 
vultures swooping about in the sky, flies buzzing around 
central character Mike LeRoi's head, bats being startled 
by the opening of doors, London underground maps 
pasted to the wall and the fact that Mike could hold two 

different items, and use them, at any 
one time. 

The levels were brilliant. The 
subway section (which the 
developers based on a disused 
station in North London) was 
amazingly detailed. Other standout 
locations included the broken 
remains of a house in New York, where Mike had to leap 
between split floorboards and could look down to the 
rooms below; a swamp area, where he has to search out 

the cottage of the voodoo priestess who has planted a 
spiritual mask in his chest (allowing him to become 
Shadowman); and an asylum, where a riot had erupted, 
which had undead prisoners walking about trying to pull 
your vital organs out, Night of the Living Dead-style. Nice. 

There's some great ideas being used as a sidebar to 
the action, too. For example, you can go into your 
inventory, pull up the FBI files on the serial killers you're 
tracking down and skip through their details, including 
photos and police reports. Your inventory is actually quite 
RPG-like. You pick up items and weapons and have to 
physically go into a separate screen to select and use 

m. And certain weapons are better for certain 
situations meaning the game requires you to think. A bit. 
Though, you'll mostly be shooting. A lot. 

Expect a full playtest in a couple of months Q 
time. Can't wait, eh? Join the queue... 

“Come on, then! Who's hard enough to 
take me on? Oh, | shot everyone, didn’t 1?” 

The slimy green swamps of the first level. 
V Search out the voodoo priestess. Hoo-haa! 



SURVIVOR DAY ONE 

espite being the only new N64 game 
playable at E3, Survivor Day One got 
rather lost amongst the videos of Hybrid 
Heaven and Castlevania and the 

PlayStation's Metal Gear Solid and Silent Hill. And, 
playing it, you could hardly have been surprised. 

Even given that it was barely 20% complete, 
what was on show was distinctly uninspiring. There 
appeared to be three separate sections of an alien 
spacecraft for you, as Adam (Eve's back at HQ), to 
wander around — all looking the same (i.e. brown) - 
with rickety old aliens running towards you and dying 
by falling down like Mr Blobby on Noel's House 
Party. The weapons were colourful but unexciting 
(and didn't really seem to vary too much between a 
pistol and a lorry-sized laser gun) and Adam had a 
nasty case of piles. Perhaps the only saving grace was 
the story, but that's not really ideal, is it? 

This is Konami of America's first non-sports- 
related game and it was very, very early so, for the 

a) 

A\ The asylum riot. 
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corpses. Nice, that. 

Ua Mel ATE 
very broad shouldered 
Mike LeRoi. With gun. 

Mike can hold two guns 
Ce Ae a ey 

V also got a shotgun. 

TANT kere eel 
Po Oey (¢ (ae Thy 
look astonishing. 

More corpses. With no 
heads. Still, you've got 
to laugh, haven't you? 

moment, we'll give them the benefit of the 
doubt. These new pictures look okay but 
we hope that there are some significant 
changes come November. 
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<{ Great script! 
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say. Probably. 
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< Jim gets the lowdown on the next 
mission. The laptop then explodes. 
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death. 

disguised 
Ee ur) 
soldier 
again. 
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he idea that a game should sidestep the 
oft-trodden boards of the shoot-'em-up, 
for some under-the-cover-of-darkness 
espionage is an attractive one, born out 

by GoldenEye's massive success and the dazzling 
nature of the PlayStation's forthcoming Metal Gear 
Solid. By rights, then, Mission: Impossible, where 
killing is virtually outlawed and creeping around 
with dart guns is absolutely essential, should be a 
fascinating prospect. 

And, in some ways, it is. Playing this 95% 
complete version, you quickly realise that some of 
the thinking behind Infogrames’ game is amazing. 
The way you have to really listen to conversations 
to discover what to do next, or how you have to ply 

5 aa 
Ree ae Te te | 
eae aot ae Gh et 

eS ea 
ppfaameneary rs meer 

Kee wT a 
happens to be one of 
your fellow agents. 

The cut scenes [> 
Emilee 

speech than 
any N64 game 

ee eee 

Don't go 
behind the bar. 
ey TULL 

< have a fit. 

take this letter to. the Subpen r 

an Ambassador with champagne and nausea 
powder to draw him into the toilet so you can 
knock him out; that's absolutely inspired. There's 
even little bits and bobs which GoldenEye didn't 
consider, like having to shoot out the lights on the 
watch towers to avoid being spotted in level one. 

But, there's quite a few niggly little things that 
still need to be addressed: the camera, for example, 
jumps round all over the place at the slightest 
movement of the analogue stick. Also, why does 
the game set you three objectives on level two then, 
when you think you've completed the mission, tell 
you you've failed the fourth, never-before- 
mentioned objective? And the Al sometimes leaves 
a lot to be desired. Like the Embassy mission where 

you meet up with Dieter, disguised as a 
barman, and he hands you some nausea 
powder in front of everybody then tells 
you, “You've broken my cover!" when 

you stand beside him. Um... 
Still, there's a bit of time to sort out 

the last minute problems and, hopefully, 
when the full review copy arrives in the 
office next month, they'll be all the 
stealthy brilliance of international spying 
without these minor irritations. Certainly, if 
all the promise of this preview 

Cth 

Pas. 4 

version is fulfilled, we've no need to 
worry. More soon.. 
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on UK N64 consoles 

ior the packaging is damaged, we will not buy it 
and you will have to pay £4.00 to get it back. 
2. You must ring us before sending your game 
in to be given an authorisation number. 
3. You will receive a credit for the agreed 
amount which you may use against other 
games, either new or used. 

Steering Wheel & foot Bedalewith ROE CONTAINS LOADS OF 
gearstick. Fully BUILT-IN CHEATS FOR 

programmable with ALL N64 GAMES. 
leather steering wheel | YOU CAN ADD MORE 
cover Works on N64, CHEATS AS NEW 
PSX & Saturn. Rumble GAMES ARE RELEASED 

Nal Hi-Fi Aupio LEAD - PHONO OUTPUT 
petaae LEAD TO ALLOW YOU TO CONNECT YOUR 

NINTENDO 64 TO YOUR Hi-Fi SPEAKERS 
FOR AMAZING SOUND QUALITY . . .£9.99 
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ALL PRICES LISTED IN THIS ADVERT ARE 
FOR NEW GAMES ONLY - PLEASE RING IF 
YOU WOULD LIKE 2ND HAND PRICES. £33.99 

ORDER WITH CONFIDENCE FROM 
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ADVERTS. WE RESERVE THE RIGHT WE ALSO STOCK GAMES & Postage is FRER for all games shipped within the U.K 
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“Y-M-C-A! 

Oh, come 
on, join in 
me 
What's the 
matter? Is 
ami 

Two-headed wolf! 
Ahhhhhh! Don't 
know what Conker's 
still smiling about. 

< Berri. Girlfriend with 
bad hair. Dinosaur 
looks amazing, mind. 

TWELVE TALES: CONKER 64 

hile Banjo-Kazooie might have had 
a higher profile over the past few 

Look at the detail on his [> 
face. Absolutely stunning. 

months, its sister title, Conker’s Another Rarelwinnerthen? 
Quest - or Twelve Tales: Conker 

64, as it's recently been renamed — was looking just Conker 64 is being done by 
as tasty at last month's E3 show. the same team that worked 

Sit down in front of Conker 64 and you're V on Killer instinct. iti 
presented with the option of playing as either 
Conker himself or Berri, his furry girlfriend. The 
object of the game is to collect 100 gift-wrapped, er, 
gifts whilst staving off the attentions of a gang of 
evil hoodlums. Hmm, yes. But, whilst the open fields 
and rivers of the first level are more of a training 
session, where Conker (or Berri) learn their moves by 
talking to a scarecrow and then legging it around 
after leaping cabbages, things soon come up to 
speed and you move into another beautifully 
textured Rare world, complete with Conker's 
disturbing yellow eyes. 

Conker's control system is fairly similar to and legs it about an arena picking up 
Banjo's but the challenge is actually quite different. ‘weapons’ (which, we'd presume, would 
For example, which character you chose determines _ include nuts and stones). The co-operative 
which route you take through the game. Conker's mode is along the lines of Gauntlet or The 
route is much more action-packed and relies more Chaos Engine, where two players are on- 
heavily on the old knuckle sandwich, whilst Berri's screen at the same time. Player one is either 
alternative throws in more strategy and puzzle- Conker or Berri and player two is an owl who 
solving. The actual levels are exactly the same but can fly player one from place to place. Equally, 
they'll be little bits and pieces — characters, scenarios | Conker and Berri can give the owl a helping 
and the like — that will differ in each. Longevity, here — hand (how isn't clear yet, though), and the 
we come, then? pair can also split up to achieve different 

And it doesn't stop there. As well as seven objectives by themselves. Clever, indeed. 
different vehicles to manoeuvre about in, there's a Mr Nutz 3D, then? Oh, no, it's much 
four-player ‘deathmatch’ and two-player co- more than that. And whoever called it that in 
operative mode. The ‘deathmatch’ is still under the first place underestimated Rare at 
wraps but, from the screenshots, it would appear their peril. Oh, it was us, was it? Oh. © 
each player takes on a different version of Conker More soon... 
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F-ZERO X 
NINTENDO 

o, why did Nintendo decide to cut down on 
the visual detail in F-Zero X and, more 
importantly, was it worth it? Well, the 
answer to the first question is so they 

could ramp up the speed of the game. But, that’s 
not the only reason. By making the graphics appear 
rougher around the edges, they've also reproduced 
the look of the SNES version. 

It's a clever ploy, too. Playing F-Zero X, you 
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Two seconds 

Fingers ready! 

ey Poesy 

av 
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realise it's got a really enticing retro feel to it. But, 
think bigger, better, faster rather than 
unadventurous. Because there's nothing 
unadventurous about this. 30 crafts and characters, 
fantastically creative tracks — one is just a tube 
without barriers - and, quite simply, 2000kmh of the Nope, where it's really changed is in its speed. 
fastest racing we've ever seen. If it lacks dazzle, F- 
Zero's got what it takes under the bonnet. Er, if it 

But, was it worth it? Oh, most certainly, 
yes. The game is split into Jack, Queen, 
King and X cups, X being the secret fourth 
competition. Each gets increasingly difficult | opponents, too, fair rattle along and the fact that, 
and each has eight tracks, some with the 
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same names as the original F-Zero (i.e. Mute City). 
The crafts on offer appear similar to the original's 
too and some of the characters return (along with 
around 25 more), but they've all been given a 
Marvel Comics silver age-style makeover. 

It's now much, MUCH faster. Until you actually play 
the game, it's difficult to put across how quick F- 
Zero X is. Put it this way: when you start a race, 
you're off the marks so quickly you actually think 
you've just accessed the Turbo Start. You haven't. 
The Turbo Start's even faster than that. Your 

unlike Wipeout 64, you don't slow down when you 
hit the sides (you just lose energy) means the speed 
of the races are constantly 1500kmh plus. 

However... (sound of evil cackling) there seems 
to be a discrepancy in release dates. Checking our 
latest American list, we found F-Zero X down for 
October. Eek. Originally, it had been August, just 
after the Japanese release date. So, what gives? 
Bro’. Well, it's all gone a bit quiet at Nintendo but 
putting the game back would seem unnecessary, as 
the E3 version appeared almost finished — and was 
entirely in English anyway, meaning translation isn't 
even a question. Hmm. So, what's replaced F-Zero 
X? Er, Cruis'n World. Ahem. 

All we can do is close our eyes, cross our GO! 
fingers and hope for that July 14th release... Go! 

Os 



here's nothing more certain to have N64 
owners scurrying for cover than the 
announcement of another ‘brilliant’ new 
driving game. And, until a developer 

really proves themselves in the 64-bit world, that 
situation possibly won't change. 

Thankfully, though, S.C.A.R.S, or Super 
Computer Animal Racing Simulation to give it its full 
name, just might. And yet, whilst it's obviously a 
racer, it's not in the traditional sense. There’re 
weapons for starters, but there's also a futuristic 

<{ The trailing laser beams 
are special futuristic rear 
lights. A bit odd, really. 

Wreckin’ crew 
sess ok) 

oining the racing fraternity this month is 
NASCAR ‘99, one of EA's most successful 
yearly renditions in America. Over here, 
however, it has had a far harder job trying 

to convert those gamesplayers weaned on the likes 
of Namco's finest and V-Rally. 

The main problem with the NASCAR games has 
always been the fact that all the tracks are oval, or 
as good as, and therefore, after about two laps, 
more tedious than a night ‘in’ with Jimmy Hill. 
Certainly, that's the thing that hasn't endeared itself 
to PlayStation owners who have already seen two 
years worth pass them by with nary a whimper. And, 

24 [NO 

setting, unlikely track locations and 
some story about ‘supercomputers’ 
and food chains. Not Rage Racer, then? 

Being put together in the UK by development 
house Vivid Image, S.C.A.R.S was looking mighty 
impressive at E3 last month. It still had a fair way to 
go — like Psygnosis’ Wipeout 64 (which, interestingly, 
it has quite a lot in common with) weapons and 
effects had yet to be put in — but it was rattling along 
at quite a pace and the course design was 
tremendous with multiple routes and hazardous 

environmental disasters thrown in for 
good measure. 

The premise has nine vehicles 
being designed — with the help of 
said ‘supercomputer’ — around the 
abilities of nine of nature's less fluffy 
animals. What this means in English 
is that the player can slip into the dial 
and digit-filled spectacle that is the 
Rhino Roadster, Tiger Shark and Lion 
LK tanks (among others) in an effort 
to become top of the food chain. 
And each vehicle has strengths in 

yet, the NASCAR engine is 
actually pretty impressive, 
with its smooth, super- 
realistic physics and 
brilliantly fast top speeds which, given the N64's 
abilities, should be even better in 64-bit. 

Version '99 includes revised broadcasting from 
‘famed’ NASCAR commentators Bob Jenkins and 
Benny Parsons, new crew communication (where the 
pits yell not-really-very-useful orders into your ears), 
spanking high-res visuals and, erm, some more 
engine noises. Anyway, we'll be playing this in 
a couple of months, oval circuits or not... 

aimee 
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where they got that idea from, eh? 
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three different areas: speed, acceleration and grip. 
Number of tracks? Yet to be announced but they 

include muddy, snowy and countryside courses and, 
best of all, one set underwater. Also, each course has 
three light ‘phases’, where tracks change from day 
into night, via the half-light of early evening. Perhaps 
the only disappointment is the fact that the game 
only features a two-player mode, which might prove 
a disadvantage in the light of the similarly-themed 
Wipeout 64 and, to a lesser extent, F-Zero X. 
But, even so, S.C.A.R.S is still looking like a 
cracking little game... Q 

LAP TIME 
00:01:381 



MADDEN NFL '99 
ELECTRONIC 

fter the severest of trouncings from 
Acclaim's fully licensed and high-res 
NFL QuarterBack Club ‘98 in last 
year's sales chart (despite Madden 64 

actually playing a better game), EA are back, and 
about to refill their pockets with copious amounts 
of cash. 

Once again, it'll come up against Iguana's very 
lovely alternative but this time it will compete on the 
same level. Firstly, Madden has now got itself an 
NFL licence, meaning it's able to recreate the 
stadiums, polygonise the players and attempt to 
reproduce the playbooks of each of the teams in the 
league. And, secondly, it will also line up in high-res 
mode, with last year's grainy visuals being given the 
old heave-ho in favour of some pleasingly crisp 
alternatives. Oh, and the animation will bring new 
meaning to the word ‘silken’ too. 

Of course, the pink-washed, droopy jowled face 
of John Madden returns once again to help create 

HYPE: THE TIME QUEST 

ppearing from nowhere onto Ubi 
Soft's fulsome release list comes 
Hype: The Time Quest, a PC- 
debuting, N64 converted RPG, full to 

the brim with magic spells, witches and wizards, 
swords and sorcery and, er, Playmobil toys. No, 
that's not a joke. 

Not on show at E3, Hype is the name of the 
central character - one of the aforementioned 
smiley-faced toys — who has been transformed into 
a stone statue by the evil Black Knight (bad 
Playmobil). Fortunately, he breaks out of his stone 

Stars and strap 
the sense of realism that's 
always aided EA's American 
football games in their attempts to 
rise above the competition, sitting down with the 
developers and a group of NFL players to redraw 
new strategies for this year's outing. Also, the Al has 
been tweaked too, with individual players behaving, 
er, individually, rather like their real-life counterparts. 

So, this or NFL QuarterBack Club ‘99? Well, be 
sure to tune in for our 
American football 
head-to-head in a 
couple of months, 
where we'll reveal 
every last detail and 
exactly which game 
to buy. But, on the 
quiet, we rather 
fancy Madden Q 
for the cup... 

suit and hops across time to 
pursue his mortal enemy. 
Which opens the way for a 
pretty impressive looking 
role-player. 

Sounds a bit juvenile, eh? 
Well, you might be wrong, 
there. Hype looks to be one 
of the trickiest RPGs we've ever seen, with tonnes of 
puzzles, massive enemies and bosses and over 50 
different characters to chat to. They'll also be some 
interesting locations, including some based on the 
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Yankie football. 
Er, sort of. 

be x 
A A fat Playmobil toy sat on 

a table. Stab him with your 
sword until he bleeds. 

Ry) eet ee UT 
danger with caution. 

Playmobil sets you can buy at your local toy shop. 
And there's even a bit of jousting thrown in 
there too. Pretty promising, eh? We'll have 
more in a few months time... coi & 
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to their specific requirements from the 
“money they earn on campaigns. You 
can-even change'a character's class 

<(e-g. from.a Fighter to-a Knight); 
~ To-carry the storyline along, OG3 

- features ‘dramatic event scenes’. 
“Translated from Japlish,. these: amount 

>< to cutscenes involving the protagonist 
“Magnus. Throughout them, players 
‘will‘be faced with all sorts of difficult »-- 
decisions to make, the results of which. 
“dramatically alter the fate of the 
characters, and the outcome of- the. 
game (that’s the multi-ending bit). 
~~ Battle automatically-ensués ahah. P 

“the player issues certain commands 
. and this:can involve special: offensives, 
suchas the Sihad* 

* (don't ask) or ‘Sonic 
«Boom! and magic <° 
“attacks, like the. 
Firestorm; To help 
players with.their ~ 

~ strategy planning, - 
“opposing corners of: — 

the & sereen feature two. es 

~<telative positions of your characters Be 
--and,-on-the other grid, the enemies 

~~ that there have -been two significant © : 

“when the characters encounter an 

«this should: give traditional RPG fans 

See le 
melas Le a 

squates’: 3x3_grids displaying the 

Sticklers will be pleased-to hear 

improvements to character Al; firstly, 

enemy: group, they. jostle into position: 
~ themselves; secondly,-there’s now an 
on-screen ‘engage’ ‘counter. Once it's 

~- full, characters are granted f : 
they: then act on their own initiative 

~_and join in the fighting-as they see 

e Will; 

Due for release in the autumn, 

meneting to look forward to, 

‘MOTHER 3/EARTHBOUND 64 , 

rtainly can't say” 
_ that we weren't - 

~~ expecting this. With 
a “the 64DD in such dire ~ 

straits, and the ‘software situation 
(especially in Japan) needing a-good - 

“kick up the backside, the: news that 
Nintendo's bizarre RPG will now: 

~ ar On Cz e, rather than DD ~ 

“game isa bit: harder to Riga 

“DD's: writeable capabilities and; 
coupled:with its-internal clock, seer 
3 Was: supposed. to be able to avoid 

~and offer.a unique game for 
Sake. played. It’s likely that-it will take" : 
“-a more traditional role-playing. form 
~sfor its cartridge. version: But; on the-. 

_ bright side, we're more- likely: to see. it ef 
inthe UK-now. = 

“=: “Mother's 64DD: links haven’ t been S 

= ~ supposed 
adventures inthe same world. A world es 

: shu Sete over ten years in: the. Seg 
~-history.of its:characters: 

Details-are; unsurprisingly, skaaity ee 
“but, as ever, RPG news will be-on~ 
~ Mother 3/Earthbound 64's case with: 

: renewed vigour, as of. next Tonih, 

however: Much has been made of the 

« 

Se finea ‘nature: most RPGs follow: ; : 

~ “severed entirely, though.-An add-on. 
disk is also-in the: works which, 

‘lets you have. different 

"That's better. | needed. a rest and a 70's revival weekend ata run down 
“holiday.camp in Pontypridd does wonders for the old bones. 

|. Shawaddywaddy trading licks. with The Rubetts i ina frenzy of. drainpipes 
and oversized berets was:simply electric! : 

have. come alive. From the crushing disappointment that is the final 
“version of Holy: ‘Magic Century (read the Quest 64 review for yourself on 
“page 78) to Zelda finally getting a release date. And now Ogre Battle 3! 
Q e fair makes an_old. man’ s head spin. Pour mea Cuban Breeze, Gretchin! 

“summon you, by the power of 

~ knock out some ol’ questions! 

=| looking for ways to make his game 
“more ‘Zelda-ish’ |. can think of no 

*.the original music (in a souped-up 
_ 64bit way, of course). 

64 but whether or not it's complete 
is another matter. Apparently its: Ask FuSoYa 
developers, Imagineer, have all but... N64 Magazine: 

-- | <-canned.its release in: Japan (where. . 30. Monmouth Street 
~} it went under the moniker Eletale). Bath BA1. 6BW 

~ publishers took what was there; got 
“it to a playable state and rushed it~ 
“to the shelves. before it could be 

- crushed under the juggernaut that 
|~is-Link-and-co. Thisis a real shame 

‘No sooner do | arrive back, though, than the N N64 RPG world seems to 

Mike Hodgelnans fom Holland, | battle system definitely has its 
merits. With a bit of work it could 
have been something really special. 
3. You'll find tip-top news on both 
these heavyweights within this very 
periodical. 
4. If | cast a level 1 ‘remembrance’ | 
recall that Dragonstorm was an 
RPG announced K developer 
Interactive las that's all 

Greyskull, to appear before me and 

Dear FuSoYa 
4. Will the original Zelda theme 
also-be the main theme in Ocarina 
Of Time? 
2: When will Holy Magic Century 
come out and how much work is 
there left to be done? Why can't | | 
find it on the Ultra Release 
3. Any news on Mother 
Hybrid Heaven? : 

(and might be 
splitscreen). 
7. Any chance 

Force 64 (or som 
8. What are the c 
Zelda before 1999? - 

Umm, by the unspea' 
gelataneous blob king 
darkest Insmouth, you as 
penetrating questio 
actually have to go some ew 

1. Only time (heh, heh) will tell. 
On the versions seen so far the 
musi¢ and sound was far from 
complete. But as Mr. Miyamoto is 

And that's it for this month. There's 
just enough room to let Tim Howell 
from Devon know that none of our 
letters are made up and hopefully 
the Zelda special this issue should 
clear up some plotline points. 

Send your RPG questions to: 

better way than to include some of 

2. It’s-out (in the US) now as Quest 

FuSoYa suspects its American: ~ 
- Ask-me if Bxwitched aren't the 
bounciest pop quartet around and 

~ 1ehuff, Vit puff, rll blow-you 
away. And I'll definitely cast 
Meteo. You have been 

__ Warned! because It looks Jovely and. the. 
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lover is a glove. That walks. Well, we say 
walks. What we mean is it moves about 
with the help of a ball, which was once a 
magic crystal. Ahem. So, how exactly did 

we get to the stage where a glove is trotting about 
a castle? And why has the magic crystal suddenly 
become a ball? And why is this a story of “glove 
and evil” and not glove and hate? 

A barrel-load of good questions there, most of 

ROGUE TRIP 

his, the latest game from SingleTrac (the 
development house behind the Twisted 
Metal series), is a bit of a mystery, 
really. See, it's tentatively been 

scheduled for the N64 and is even mentioned in 
GT's press releases, but no one seems to know 
anything about it. Still, if it does appear on 
Nintendo's machine, it could be a quirky little racer. 

The game is sort-of-similar in style to Mario Kart 
and DKR, where players select a vehicle from a 
number of choices and then pelt about various 
tracks — all of which are set in a future ravaged by 
poverty, disease and pollution — collecting power-ups 
and firing off weapons, in an effort to become the 
victor by blasting everyone else away. Along the 
way, you can destroy skyscrapers, airports, national 
parks, golf courses and world-famous landmarks. 
Oh, and in true Grand Theft Auto fashion, you can 

a [esr 

GLOVER 

which tie into 
a frankly 
ridiculous 
story 
concerning a 
Wizard 
blowing up a 
castle and 
dislodging 
seven energy- 
producing 
crystals. But, 

gloves? Yeah, well, that comes about because 
Glover — the glove — is the Wizard's favourite, er, 
glove. And the crystal, that's now a magic ball, is 
the first of the six energy-producing crystals. Oh, 
and there's a nasty crystal too and... Oh, what a 
load of tosh. 

What we all rea//y want to know is how Glover 
plays. Well, the game is set in a not-unlike-Mario 
3D world and, at £3, it actually looked pretty 

Tripping ove 

|_ A 

Glove @ 
machine 

impressive. Certainly, the appeal of playing as a 
(chortle) glove is questionable but there were 
enough specially created challenges to tie into the 
unusual character design. Certain areas of the levels, 
for example, required Glover to transform his/her/its 
ball (sigh, magic crystal) into a bowling ball, to get 
up the necessary speed and strength to pummel 
through walls and into new areas. The ball also 
turned into a ballbearing later on, though we 
couldn't work out why. 

There'll be six themed worlds - Atlantis, 
Carnival, Pirate, Prehistoric, Fear and Out of this 
World — and each world is split into three levels, a 
boss section and a bonus level. Perhaps the most 
significant news, though, is that none of the levels 
are linear. Like Mario, you can pretty much wander 
where you want without hindrance. Oh, and coming 
from age-old developers The Oliver Twins (whose 
routes go back to the ZX Spectrum), you'd 
expect something with a little pedigree. We'll 
have more news and pics as they arrive... g 

It’s Twisted Metal 
again, isn’t it? But, 

that’s no bad thing. 

Explosions at the airport. 
V ae eme (EN Axe elt 

run over cash-laden tourists. When 
Rogue Trip is officially confirmed, we'll 
be bringing you a full dressing down... 

Desa ase 
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ccording to GT, Duke Nukem: Time to Kill 
will have everything you expect from a Duke 

to Lara Croft's now legendary 
traipsing about in the Tomb Raider 

game — and more! So, more “cool one- twosome. 
liners", more “action”, more... Oh, that's it. TTK pitches Duke down in equally familiar locations 

Still, at least you'll now be able to play as and see the but at different points in time. So, he'll be taking on pigs 
man himself at the same time. dressed as Roman soldiers in Ancient Rome, knocking 

And the reason is that TTK is going to be the first around Medieval England with catapults and crossbows at 
Duke game entirely set in third-person. In fact, in France, his disposal, and ducking and diving as cowboy pigs try 
it's already been seriously touted as ‘Duke Raider’, a less- their darnedest to ‘put him down’ in the Wild West. He'll 
than-subtle indication that this latest outing for the also be changing outfits for the first time, including a 
American hardman will bare some uncanny resemblances snazzy new line in designer suede knee-high boots. Oh, 

and the N64 version will have specific levels, including one 
set in London during the Jack the Ripper murders at the 
end of last century. Which sounds interesting. 

All the usual weapons will be knocking about (pipe 
bombs, missile launchers, shotguns) as well as an 

assortment of new 
ones, and the 

developers, British- 
based Eurocom, claim 

to have harnessed an 
as-yet-unequalled light 
sourcing system. All of 
which sounds fun. But, 
judging from the 
PlayStation version on 
show at E3, the 
game still needs 
a lot of work. 
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development world-wide, updated monthly. 
Easy to spot UK release dates. Just look for the titles in a dark blue bar! 

Game name Publisher Type 

Iggy's Reckin’ Balls 

GEX: Enter the Gecko 

NFL QuarterBack Club '99 

Pocket Monsters Stadium 

Quest 64 

Acclaim 

Nintendo 
Konami 

September 1998 
Body Harvest 
Pree Une) 

Meat edt 

PU eed 

Lard kee.G 

Se}: } 
Mission: Impossible 

NFL Blitz '98 

Sim Copter 64 

Tonic Trouble 

Twisted Edge Snowboarding 

Gremlin 

Nintendo 

Konami 

Infogrames 

Maxis 

Ubi Soft 
Midway 

Infogrames 

Virtual Chess 64 Titus 

October 1998 
Cruis'n World 

Extreme G 2 

Fox Sports College Hoops 99 
Knife Edge 

BY oF. (Glatt 

STALLS 

VR Pool 

Midway 
Acclaim 

Fox Sports 

Kemco 

Infogrames 

Crave 

November 1998 

Legend of Zelda: Ocarina of Time Nintendo 

Onegai Monsters Bottom Up 

Milo’s Astro Lanes Crave 

Cole al Activision 

Rat Attack Mindscape 
BEC TEU 

Turok 2 

ASE ao) 
WCW vs NWO: Revenge 

Wipeout 64 

WWE Warzone 

Acclaim 

Psygnosis 

Acclaim 

December 1998 
In Fisherman Bass Hunter 64 Take 2 
Legend of Zelda: Ocarina of Time [XG 

Nightmare Creatures Activision 

VOTE! 
There's only one way we can keep 
track of your gaming needs —- and 
Vee elm ant mel Lan at 

OCU Mle man 
And as if you needed any more 

encouragement, each month we'll be 
Peele Me Ue keg Tle) 

voting slips into a big hat and 
x awarding a 

ess ‘ spanking new 
MONTES EET co 
San ee Fe oi metal 

NCL ool 
Clee OY 

Bu co Sie which game 
ole ML eod) 

the voting slip. 

Country 

ETC 

ACT 
SPT 
_SIM 

Sohal US 
_ SPT UK 

TAB _ US 

RAC US 
RA US 

US 
SHT. JPN 
"ACT US/UK 

DMA/Take 2, ACT UK 

SPT 

RPG” 

Ce are, | 

Game name 

1998 TBA 

Aeon Flux 

PEC au ae) 

Art of Fighting Twin 2 Culture Brain F( 
Attack! Midway 
Bio Freaks GT 

Bio Tetris Bottom Up 
Blues Brothers 2000 Titus 

Bust-a-Move 3 Acclaim 

Dracula 3D (Castlevania 64) Konami 

Daikatana lon Storm 
Dazaemon 

PTET Coats oli) 

Duke Nukem: Time to Kill 

edt Wa 

Be Cle 

arn ced 

Flights of the UN 
ai eto 

Glover 

Hybrid Heaven 

Ken Griffey Baseball 
Kiratto Kaigetsu 

Let's Smash 

Looney Toons Space Race 

Magic Flute 

DV com Ee eed 

Vee Colter ta} 

NBA Jam '99 
No Man's Island 

Pachinko: 365 Days 

Powerslide 

Ee alee 

Rev Limit 

Robotech: Crystal Dreams 

Sim City 2000 

Snow Speeder 
South Park 

BY Tle) 4 

Superman 

Survivor Day One 

Thornado 
OCA Touring C 

Country 

station 

Game name Publisher Type Country 

Twelve Tales: Conker 64 Nintendo AGT JPN/US 
Twisted Edge Snowboarding Kemco SPT US 
WCW Game EA ACT US 

No release date yet 
7th Legion Epic 

Exhumed 64 

F-Zero X (add-on disk) 
Bile pene eee 

jlercules: Legendary Journeys Titus 

Hybrid Heaven Konami 

Harrier Strike Force 

Jack and the Beanstalk Nintendo 

Jikkyo Golf Tournament '98 Konami 
Bal elcome Rare 

Jungle Emperor Leo 

Kindaichi's Accident File 

Legion X 

Loderunner 64 

Mother 3 

Picture Maker 64DD 

Pikachu Genki Dechu 

Pocket Monsters 64DD Nintendo 
Polygon Maker 64DD Nintendo 
Perfect Dark Rare 

Pokemon Snap Nintendo 

Rugrats TeHQ 
Sim City 64DD Nintendo 

BT ta en oe 4 Nintendo 

Super Mario RPG 2 Nintendo 
BE sos) 

Top Gear Rally Overdrive 

Top Gear Rally 64DD 

VR Baseball 

Crave 

Nintendo 

Hudson 
Hudson 

Bandai 
Nintendo 

Nintendo 

Nintendo 

Interplay 
Winback Koei 

Xena: Warrior Princess Titus 

*working title only 
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MADE IN 
JAPAN 

All things Japanese and, in 
keeping with a popular theme this 
summer, all things football related 

OT mel Carte Mom dC ole 

33 INOW. 

<3 
ith glorious victories 
over such contenders 
as Uzbekistan and 
Kazakhstan (6-3 and 

5-1, no less), the Japan National 
Team blasted through the World Cup 
qualifiers and are now busily 
preparing for the event itself. 

Of course, by the time you read 
this, no doubt they'll have hoisted 
the cup high to the raucous adulation 
of Japanese worldwide, and the 
undying respect of the known world 
(er, right), but for the moment, it’s 

A. EA’s marketing 
" $teamrolier rides 

again. 

e all know how good 
it is and the Japanese 
gaming public have 
gone and confirmed it. 

Jikkyou World Soccer ‘98 (reviewed 
on page 72) is the greatest football 
game in the world! 

The reason? It has sold 
astonishingly well since its release, 
steaming straight into the Top Ten at 
number eight like a 25-yard 
piledriver. Selling an incredible 50,000 
copies in its first three days, JWS '98 
is the first N64 game to break 
the Top Ten since Mario Kart. ® 
Truly a star performance. 

full steam ahead with the 
preparations. 

The ‘Let's Make Japan Number 
1 Happy Together With Us’ 
marketing machine is steamrollering 
the great unwashed with TV 
commercials, blanket magazine and 
billboard advertising, endless promo 
giveaways and of course, footy 
games on all the consoles. 

There are vast amounts of 
‘official’ World Cup paraphernalia up 
for grabs, or for sale, ranging from 
official chewing gum to official 

automobile 
manufacturers. All of 
which is, in turn, 
advertised in the 
magazines, on TV and 
across billboards, making 
escape attempts futile. 

An interesting 
newspaper report 
sprung up recently 
which kind of completes 
the circle. On a recent 
‘World Cup Conference’ 

otball 
(aka training weekend and general 
jolly for the lads) for the Japan 
National Team, far-sighted team 
manager Takeshi Okuda arranged for 
a games area to be established in 
their hotel complex as a means of 
soothing his players’ nerves. He then 
introduced the team to the area and 
they subsequently all spent a good 
deal of supposed training time 
staging a soccer tournament on, 
ahem, a Sega World Cup '98 game. 

Team bigwigs were so impressed 
with the morale boost the games 
gave their players, they later made 
official approaches to the big games 
developers to request that they ‘lend 
their support’ to the lads in future. 
Nice euphemism. | wonder if I'd get 
the same results if | wrote to 
Nintendo and asked if they would 
‘lend their support’ to me over the 
coming months? Then again, I'm not 
quite as handy at putting the ball in 
the net as our boys in blue. 

So, anyway, back to that circle: 
we have the country's adored 

football team playing 
the games which exist 
primarily because of 
them, and then their 
bosses going to the 
companies that made 
the games based on 
their boys’ efforts to ask 
them to keep supplying 
the entertainment. 
Weird! Art imitates life 
imitates art. 

Sale-ing into the net! 
ea ee 

eae 

mt 
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1 
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A (wot no ISS?) 

Baseball-mad maybe, but they still 

have dedicated TV programmes for 
V the World Cup. 

A Football? No, I'd rather stand 

here and play Mario, thanks 

In any event, Japan is certainly 
a good place to be right now if 
you're a fan of the beautiful game. 
And hey, if you're not, or are too 
young to appreciate its finer 
subtleties, there's always Mario to conduct regular polls on this sort of 
fall back on. thing, naturally) despite the equally 

Or baseball. As you'll have essential dream job of ‘soccer 
gathered from reviews of the player’ making a spirited last- 
plethora of deformed dwarf titles minute challenge on the back of 
released by Japanese softcos, the World Cup publicity. 
Japan's favourite sport is rounders, Given that the highest wage 
but with big gloves. Baseball, sorry. earner in Japan last year was, in 
It's so popular, in fact, that this year _ fact, a baseball player, Japanese 
it has held on to the number-one kids are obviously smarter 
choice of elementary school kids’ than they have any right to 
desired future occupation (they be at that age. Q 

It just gets cheaper 
and cheaper 

ne of the most 
popular shops in 
Akihabara is now 
not only selling 

the N64 base unit for a 
rock-bottom 14,800 yen, 
but also chucking a special 
‘skeleton’ (see-through) 
controller, and a game 
guide, into the bargain. 

With ever-lower pricing, 
and Sega's recent 
announcement of the CE- 
based Dreamcast 128-bit 
console and its November 20th launch date, Nintendo have to be 
getting seriously worried about the pick-up rate for their 64DD unit. g 
And if they're not, then they should be. 

Hongo-san speaks 
In response to a reader question in The 64 Dream, publicity guru Yoshio Hongo 
attempted to quash speculation that Nintendo are already working on their 
successor to the N64. Outlining Nintendo's hardware development history since 
the Famicom, Hongo-san said that they are concentrating all their forces on 
supporting the powerful N64 console, and since it is still far from reaching its 
peak, this is not the time to be discussing new hardware. 

BRCM tame) mee uel K-14 
In another interview with Japanese games rag, The 64 Dream, Shigs Miyamoto 
talked openly about how Nintendo had to change their policy of quality over 
quantity. Or, at least, re-address the quantity side of things a bit. 

"We are going to make games no one has ever seen before,” said ‘Motes. 
“I feel there is a bad atmosphere when you can't do anything new at Nintendo 
these days.” English translation: Miyamoto is indicating that there's a certain 
pressure on Nintendo's employees to innovate. “I'm saying to my people that 
from now on, let's go for the game that can be developed in six months and 
sell a million copies.” Don't expect things to go all pear-shaped for future 
Miyamoto-led projects, though. Asked about what was on the agenda next, 
the tiniest man in the world, said: “! never thought things like this before!" A 
positive sign, then, that Nintendo will still be leagues ahead of the rest. 

A kick in the DD 
In a recent survey in Famitsu magazine the videogames-buying public were 
surprisingly downbeat about Nintendo's much-maligned 64DD add-on. 

Around 66.1% of those people asked said they would be reluctant to buy 
a 64DD if, and when, it arrives in Japan. The reason appears to be the software 
being lined up for it and, in particular, the Picture/Polygon/Talent Maker 
threesome. And, if that wasn't a big enough disappointment, a further 28.2% 
said they wouldn't buy one under any circumstances. Which just leaves 5.7% 
still willing to snap up the writable drive when it appears. But, with Mother 3 
now coming on a 256Mb cart, it's looking more and more likely that it might 
never happen. We shall, as they say, see. 

Pockemon fly away! 
Japan's leading airline, JAL, have gone all videogames and painted different 
Pocket Monsters onto many of their airplanes. To tie in with the promotion, 
they'll also be showing Pockemon cartoons on domestic flights. 

N64 best-selling games in Japan 
Source: The 64 Dream 

1. Jikkyou World Pro Baseball 5 6. Diddy Kong Racing 
2. Yoshi's Story Vi meen ors 
3. Bomberman Hero 8. Mario Kart 64 
4. FIFA: Road to the World Cup 9. Ganbare Goemon 
oe AEM oLs 10. Out on the 64 — Tamagotchi! 

LEARN JAPANESE 

Footy phrases in Japanese you'd be foolish not to learn. 

tyA— Fh 
Sakkaageemu = Soccer Game 

Sa zs TITBWF—A ! 
Ike Aoicheemu! = Come on you blues! 

ora! 
Yatta! (or just Gooooaaallll!!) = Gooooaaallll!! 

Ole 
Koko? atama ni! = Over here, on me 'eead! 

LIONW. ENETFSOIC+FARERCTD 
Shitsurei sore o suru no ni jubun na nenrei desu ka? = Excuse me Sir, but are you 
old enough to be doing that? 
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and mow down some pedestrians. 

OTM BCR eM mCi 
attack from flying alien bug fiends. 

Vis 

el mol 
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emember Body Harvest? About two 
years ago it was a shoot-'em-up from 
N64 dream teamers, DMA Design, due 
out in the summer of 1997. Then it 

mutated into a B-movie RPG, overseen by Nintendo 
of Japan. And at its last reported sighting, at this 
year's E3 in Atlanta, it had become more of an 
arcade puzzle/shooting game, this time to be 
published by Gremlin, and with a 
provisional release date pencilled in 
for this Autumn. So, with the N64's 
most schizophrenic title finally 
lire dimmu emeel Celie 
resist travelling up to DMA's Dundee 
headquarters for a look at what 
could turn out to be one of this year’s most 
impressive games. 

Body Harvest's current (and final) incarnation is 
much closer to DMA's original concept of a 
spectacular, bug-filled shoot-'em-up than the RPG 
that Nintendo envisaged. It still contains a good deal 
of old-style, traditional, adventure game problem 
solving, but the arcade action elements have been 
placed very much to the forefront, with the 
emphasis on a high body count and plenty of gore. 
There are more than enough things to shoot at, and 
running for cover is often the safest policy, 
particularly in the later levels. 

UU Ae AS 
is through this 
rather angry 
looking insectoid. 
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But the most striking aspect of the game is 
Body Harvest's sheer size. The four main levels are 
so large that the only reliable way to navigate 
around them is to set a waypoint on the map, rather 
like a PC flight sim. This then gives an on-screen 
arrow to follow, pointing you in the right direction, 
and is surprisingly easy to use. Traversing such a 
large area on foot would take hours, so littered 

throughout the landscape are various vehicles just 
waiting to be stolen. Sometimes you'll have to solve 
a puzzle or talk to some of the locals to get the keys 
to certain vehicles, but most of the time you can just 
jump right in and go tearing around the level, Blast 
Corps style. 

Each level is divided into five, smaller segments 
by a shield generator, which creates a shimmering 
translucent wall. Once you get to the end of each 
mini level you'll be able to blow a hole in the shield 
wall and travel onwards to the next section, where 
the aliens become faster and more numerous. Your 
ultimate goal is to destroy the shield generator in 

ROAD RAGE 
As soon as you get fed 
up with protecting the 
dumb, defenceless 
humans, you can take 
out your frustrations on 
them GoldenEye 
scientist-style, by 
popping a few caps at 
Sdarclgn LUA) R me) mele] 
weaker weapons. They'll 
jump around in pain, but 
they won't shoot back at 
you. Contact with a 
vehicle will finish them 
off for good, with a 
satisfying squelching 
sound. You don't even 
have to be driving it at 
bat eth deem Om CoreA 
your truck or tank at the 
top of a steep slope, and 
watch it roll down into 
HUM eter eo (ON 
demolishing houses and 
CENT eae Wee oe) osons 
in its wake. As long as 
you don't allow more 
than 25 people to die on 
each level, you can get 
away with murder. 

NTR ICE Meh die tetaa 4:) 

cer 
i. 

October 

vest 
the centre of the level and defeat the alien Queen, 
but it will take even experienced players several 
hours to get that far. You're only allowed to save 
your game after you've completed one of the mini 
levels, and we can assure you that there will be 
much head scratching, cursing, and restarting to be 
done before you get to that stage, particularly on 
Hato eucol al Aol 

Body Harvest's extreme comic book violence 
and non-stop action, coupled with some of the best 

interactive music we've heard in a long time, gives 
the game a real 50s B-movie feel, especially in the 
authentic setting of the USA level. It's a little bit 
reminiscent of the classic Amiga game It Came From 
The Desert, albeit a far more exciting and 
spectacular version. And as it's also probably the 
largest, most expansive world ever committed to 
cartridge, it looks set to become a surefire 
commercial success for DMA and Gremlin. Needless 
to say, we'll be bringing you the complete, definitive GO! as) 
review very soon. Watch this space... Ct oie 

ee 



ia - Your quest to defeat the aliens encompasses five huge worlds and five different time zones. Each one introduces 
g you to new vehicles and fiendish alien mutations. Surviving this lot will be a real test of endurance. 

The opening Greek stages serve as a gentle introduction to the 
Body Harvest experience. Within seconds of landing in Greece, 
No mel a with your first harvesting wave. It won't INVESTIGATION 
yeloky ecole isle a problem, and you'll have to be rather inept 

llow them to eat the six humans necessary to 
create a mutant. But, like all Body Harvest’s levels, 
(ge Me Toke Sn eee ele?) 
you'll find yourself completely, hopelessly lost, 
making finding the next harvesters in time 
ele ele Mee ie a 

A This fire engine is found in the 
legendary ancient Greek village 
of Trumptonas. No, really. 

ay as 
_-< A ae 

So Nl aes pel A Bashers, hard at work demolishing a small 
ry. Greek village. We definitely won't be taking 

our holidays there now. 

S 7d 

- | You can use your vehicle to run over the 

; squishy Human Capture Units. 

There must be more different modes of transport in 
Body Harvest than in every other N64 game put 
together. Something like 130 vehicles are scattered 

throughout the game's four earthbound 
Wea eda ot TT levels, some of them in plain sight, others 
for evacuating personnel? - . eae wy hidden away as rewards for solving puzzles. 

The vehicles are all specific to each 
level's time zone, so Greece has 
vintage trucks and first world war 
tanks, whereas Siberia is 
stashed full of modern 

military 
hardware. 
Our 
favourites 
were the 
motorbike on the 
Greek level, the 
jeep in Java, the 
American hot 
rod, and the 
strange 
underwater 

, RYE a tank in | ie | iberi Karr a suit? 2 ¢ _ Siberia. we hm  canzip 
ae P| Sy Pa mm = through the A PACED de-lky lead 
e -_ a = Eee) Seas certainly isn’t neglected. 
| Pw \= 4 RT ete 

2a le ®-M the USA : Ree A <{ Gun turrets I) Voehiahid 
to fire 360°. 
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Your next mission takes you to the war-torn volcanic island of The alien invasion hits a typical midwestern American city during 
Java, and gives you the opportunity to drive some more modern the height of cold war paranoia. The city alone is as big as most 
vehicles. Set during a steamy tropical rainstorm, Java introduces levels in other games, but in Body Harvest it’s dwarfed by the 

you to some slightly more devious puzzles, one of the best ones eT Ua MEL amie R: Stee ee ale ML ORY We Lee) 
DUT Ul eee ahem Dm CCl etm Teldny more emphasis on the shoot-‘em-up aspect of the game, with far 
of an erupting volcano. If you manage to persuade t Rola more harvesting waves and larger aliens to deal with. Above the 
you, you'll need to find a ship big enough to transp@methem all, ground, it can get rather frantic, so Adam can hide in the sewers for 

SUT BK rec a brief respite. Who knows, there may actually be something useful 
navigate the boiling sea down there... 
in a very tight time 

oA limit. Very tense aes 
: eaten 

The red arrow in the 
top left corner is a a 

ae 7 EN otal etcla 

Pe rcer em ai oyan tile (3 ue , 
V eat your heart out. y 3 
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. & A Staying out in the open a, 

, Tee aL AEM SEY Cale] 
S for alien trouble. 2 

7 eg = &  <{ The vehicles are soooo 
tempting, though. . * 
pee Mell me eae etre 

Once you've made it to the centre of 
the level and destroyed the shield 

generator, you'll hop into your Alpha 
Tank, the landscape 
will flatten out, and 

you'll be confronted 
with one of Body 

Harvest's showpieces, 
the alien Queens. Each 

one of these screen- 
filling boss monsters is 

larger and more 
heavily armed than the 

last, and you'll need 
lightning fast reactions 
to avoid being shot to 
bits while you search 

for its weak spot. 

PPR) ee eee xe) A 
the vile thing that 
spawned all those bugs. 

<{ The glowing alien 
ake el 

Find its weak spot and [> 
unload a clip or two. 



SIBERIA 
The final level sees you taking the fight to the aliens’ doorstep, on 
the surface of their comet base. There are no people to rescue and 
no puzzles to solve, just all-out shooting and wave after wave of 
alien guards. Like the other levels, your final objective is at the 
eid MUM) TEM LL el elt AE CML AE CO [18 
you there -a te ame kee ee) ew er) 

The Siberian level is firmly rooted in X Files territory. Something 
strange is going on out in the arctic wastelands, causing the 
inhabitants of the nearby settlements to mutate into green- 
skinned zombies. You'll have to get into Mulder and Scully mode 
to discover exactly what is happening, taking care not to let the 
aliens eat the zombies — they're still people after all. Luckily, you 
won't be able to kill any of them yourself by accident, as they 
bounce right back from almost anything. Anything, that is, bar 
the combine harvester, with which you can mince them into green 

rat} <7 ’ 

ou ‘ 

Asta lel 
Tank — so you'll hav be extremely careful not to lose it. You 

won't last five minutes 
on foot. 
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The aliens’ objective is simply 
to kill (or ‘harvest'), as many 

humans as possible. If 25 
people are killed an any 
stage, either by the aliens or 
in an unfortunate road 

What time is 

The Scouts roam the landscape, 
methodically searching towns and villages 
for signs of human life. Individually 
they're not particularly powerful, but they 
will quickly be replaced by reinforcements 

Bashers are brutish, ugly things that are 
directed by the Scouts. Once a Scout has 
found an occupied building, the Bashers 
will move in to demolish it and release 
the terrified inhabitants. 

The Drone King is the mastermind of the 
operation. It releases jelly-like Human 
Capture Units to round up its prey, and 
has a voracious appetite for human flesh. 
If you destroy the Drone King then the 

if you kill them. harvesting wave is over. 

BER Yl a) 

iE) 
short work 

of almost 
ETA 
fey 

Vis cele mite eee sete lah 
vile piece of work. DMA’s artists 
have really gone to town here. 

‘accident’, you have failed, 
and it's game over. The 
biggest threats to the 
population are the harvesting 
units that beam down at 

regular intervals. 
These consist of 
three different 
breeds of alien, 
working together 
to find and capture 
as many of the 
locals as they can 
eat. If they manage 
to consume six 
humans, a mutant 

-a highly 
dangerous and 
hard-to-kill type of 
alien - will beam 
down, and will 

hunt you doggedly 
until you suffer the 

same fate as the poor civilians 
you failed to protect. You 
have been warned. 
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Taking time out from their exhausting programming, drinking, and football watching schedule, Body Harvest's 
development team spoke to N64 about the way their baby has grown up over the last couple of years. 

PNM ieee we ee) 
V your trendy convertible time machine. 

Luck, flaw, and heated arguments, with a pinch of Johnny 
Walker thrown in for good measure. 6 

Somewhat. At the last estimate about 150% (a complete re- ¥ 
write one and a half times — at least). The original featured 
aliens, guns, wee blokes and mayhem. The new version 

‘ features more aliens, guns, wee blokes (who scream now) and mayhem 
ed times 10 — but it all looks a lot prettier and you can go into houses and 

speak to folk, solve puzzles and do general adventury things. It's now 
pas aaela RAMs about a gazillion times bigger too. 

He 

AN 
ih i M 

aH Py ee) mA KS 
= MMF Sitting down and thinking of cool things that might 

a happen. Going through our list of cool things and 
removing the rubbish (about 95%). Laying out the remaining stuff in some ie 

Ys sort of order. And voila! An action game with RPG/adventure elements. ‘ 

ah 
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\ asad Our favourite Bis When the people get eaten by the harvester — lots 
of blood and yelling’ If you kill a harvester with a full belly 
then when it explodes you can see the little charred 
corpses flying out of the harvester with all of the other goo. 
Beautiful, absolutely beautiful. 

A Aliens get together for a night on the 

Ie LL The Alpha Tank, because of all the over-the-top weapons. 
ES that M07 Aino haba you ea to use we Ne peed to sicer UU 

aS How far does the game push the N64? 
Well, the 96Mb cart is full to the brim and the N64 
is often drawing as much as it can. We've done some 
cool effects and the sound is fab, but we could 
squeeze an awful lot more out of the machine now 
that we know how it works! 

Did being part of Nintendo’s dream 
team help with the programming? 

4 DP sorvecenne Well, at the start we had to work on a 
A Adam Drake meets with a co ere i machine that didn't exist yet, which 

mysterious dark suited man. : was tough, but we got to go out to 
California to learn how to use the 

N64 and talk to the guys who developed the chips. 

Have Nintendo caused you any censorship 
problems? 
No really. It’s kind of B-movie horror. The little people in 
the game don't really look like people - unless you know 
someone with a square head. They were a bit concerned that 
the bugs’ feeding animation is too gruesome but when they 
actually saw it they just laughed. 

Is there anything else you would have liked to 
incorporate into the game? 
Extra levels - maybe Hawaii, Antarctica, Japan 
underwater. That'll have to wait for the sequel 
though... TN) 

TAR i A ol 
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Body Harvest should be with us in September. 
We'll be there with our review hat on. 
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ideo game history is scattered with in order to reach a switch or hidden area, 
more than a’ few wonderfully strange Ele MMi come AC Meal mele) ea or) 
concepts. Anyone remember to be completed before you can leave a 
Paradroid, Fat Worm Blows a level. You must also take into account 

Sparky, or Tower of Babel? All startlingly Arta aoc creel Cols me) Men tame LOL 
TU U emer cMe mula Amey when they see you. For example, a king 
PV Wem LTC MUM Fm Col [eto Coma rat can persuade other rats to follow him 
own entry to the odd-but-great category: atale of | around, but will be attacked if he strays * 
a bumbling hero, a long-forgotten experiment, and _ too close to a family of foxes. There is 
a group of the strangest robotic animals 
you could possibly imagine — 
Rye Tea er eye A 

Your task is to restore order to the 
anarchic Silicon Valley, investigating the 
curious mutations that have occurred 
amongst the craft's mechanical 
inhabitants, and solving some fiendish 
puzzles along the way. The spacestation 
is split up into 30 areas, comprising 10 
European levels (temperate and very 
green), 7 Arctic levels (slippy-slidey, of 
course), 6 Jungle levels (misty and 
dangerous), and 7 Desert levels (hot, 
scorpion-infested wastelands). Each level 
introduces you to new and outlandish 
animal variants, all of which must be 
‘possessed’ in order for you to complete 
i aTomrex< Uno 

To take control of a new animal you 
must set aside all compassion and kill it. 
No matter how cute that fluffy sheep may 
look, you won't be able to complete your mission also a bonus award on each level for collecting 15 
unless you savage it to death with your robotic * _well-hidden items — most bizarrely, a Golden Turd 
dog, or poison it with your toxic rat. Each of the award for getting your rat to eat 15 suspicious 
40-odd animals in the game has two special brown lumps in the sewers (Silicon Valley is 
abilities, controlled by the A and B buttons. Sheep definitely a rather faecally obsessed game). Other 
can jump and float 

across to distant You must also take into account what 
platforms, foxes ae 5 E 
have a turbo boost the reaction of other animals will be 
and a tail-swipe 
attack, and rats can ata} tl At) BAe) 
emit noxious gas 
and litter the landscape with exploding ‘number tasks include racing propeller-driven walruses 
twos’. As you progress through the game you will around an icy lake, in a twisted parody of Wave 
come across some ever more desirable mutations, Race (the level is called Wal-Race 64), and herding 
such as the rocket-launching husky and the sheep into a pen, which is actually a lot more 
pogoing kangaroo, which become harder and involving than it sounds. 
harder to catch. “Silicon Valley is due for release in October — 

The puzzles are an interesting mixture of assuming Nintendo don't kick up a stink about the 
exploration, platform jumping, and problem solving, _ toilet humour — and is cei one to look 
often involving possessing a whole series of animals _ forward to. 
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Animal magic | 
lethal Chinese burn on programmer Daniel Leyden's wrist until he squealed and gave us some more 
information. 

DMA‘’s head honcho, Dave Jones. However the 
current game is so far removed, evolved from the 
original idea that it bears almost no resemblance 
to the original, one-page design document. 

A very, wery, very, long time. Two and a half 
Ne LER 

. My biggest headache has been the animal Al. Keeping 
them from falling off cliffs, walking into trees and shooting 
themselves in the hoof. There is also a lot of animal 
flocking, attack patterns, reactions to other animals, etc for 
each individual animal type, and there are a LOT of 
EVA lGe 

My favourite character is 
«the sheep on a spring. 
Because it's a sheep on a 
spring; ‘it’s fluffy, it's springy 
and it's a sheep. And it's on 
a spring. 

Probably those who prefer 
their games a little bit ‘quirky’. And it's not just a 
game for kids either — Silicon Valley's got tons of 
depth, good puzzles, excellent skills to learn and 

is 
Spacestation Silicon Valley 

cet A 

October 

Not content with simply infiltrating DMA’s Dundee industrial estate hideaway, N64 decided to put a 

splendid humour. ) 
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N64 SPECIAL INVESTIGATION 

n the future, what will happen to old 
unwanted tanks? Perhaps they'll be scrapped 
for spare parts, or melted down to make 
special space furniture. Or maybe, just 

maybe, they'll be set free and 
FU CMW te MOM Ce WM Meel ig ee 
with gangs of their friends, 
EMS mmr a er (enol 
various animals and protecting their 
tribal treasures from marauding big 
game hunters. Hmmm. Now there's 
Emre Laem 

Wild Metal Country transports you to a 
strange world where tribes of tanks, resembling 
budgies, ducks, rhinos, bulls, and assorted other 
wildlife, reign supreme. Your task is to steal a token 
from each of the tribes you encounter, killing 
anything you run into and fending off up to three 
other players who are all after the same thing. 
Once you've collected all the tokens, you win. 

But of course it’s not as simple as all that. The 

Tat 

tank tribes will defend their territory using some of 
the most devious artificial intelligence ever devised, 
exploiting their animal nature to the full. For 
example, budgie tanks are swift and manoeuvrable, 
and will attack you by lobbing bombs from their 
high mountain perches, whereas the fearsome bull 
tanks will charge at anything that enters their patch 
of lowland, letting rip with far more powerful 
weapons. If you can creep around quietly, using 
the rocks and hills of the landscape as cover, you 
may be able to get by without being noticed, as all 
the tanks must ‘see’ you with their gun turrets 
before they can attack. Some have better vision 
than others though, and you'll soon get to know 
just how well hidden you need to be to evade each 
OM tiem iflolae 

Your human opponents will be able to see you 
more easily though, and if you're in possession of 
some of the crucial tokens you'll be a prime target. 
There is a selection of different vehicles to choose 
from, ranging from buggies to tanks, and including 
oddities such as a heavy-duty hovercraft and a 
strange turret-on-a-ball contraption. Each one has 
different abilities: the tanks are powerful but slow, 
the buggies are faster but don’t have a turret to 
fire 360°, the hovercraft is agile but can’t get up 
steep slopes, and the turret-on-a-ball can go 
anywhere but is a bit lightweight. An extensive 
range of weaponry is available, including barrel 
mines that roll down the hillsides, and explosive 
CaM Um eeim Ul Mics mE elite 
object. To fire missiles and shells, you must judge 

2) 

Tank tribes will defend their 
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most devious Al ever devised. 
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the distance to your target and hold down the ; 
button until the barrel of your gun is at the right ot halos. aoe 
angle for your shot to arc towards it like a mortar <3 ; 2 ee = 
round. This allows you to shoot over hills and op 

from behind objects, and means that there is no 
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stage of development, hence all the shots on these IN ee 
pages are from the PC version, and DMA are still turret-on-a-ball 
toying with some gameplay ideas that may or may type thing. Weird. 
not make it into the final version. Some of the tank 
tribes may be befriended, allegiances may be 
formed, and a variety of different control methods 

You can see far into 
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When you’re lost, 
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various hills and ramps. 
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Buggies are fast and agile, but they 
don’t have 360° firing capabilities. 
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Wild Metal Country 
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Director Hybrid Heaven 
ybrid Heaven has to be one of the 
N64's most anticipated titles. Quite an 
achievement when you consider that 
no one, except Konami, has played it 

since it was first announced over a year ago. So, 
how has it possibly become so talked about? 

Video footage, is the answer. Three minutes of 
pulsating real-time cut scenes, set amongst the 
cavernous remnants of a spaceship and a dingy 
sewer-like New York subway; three minutes of 
beautifully animated third-person action, with 
brilliant lighting and visuals as good as anything 
yet seen on the N64; three minutes of aliens 

dropping down from ceilings and legging it after 
you as you run through darkened corridors. In 
short, three minutes of spectacular, moody, 
explosive 3D action, the like of which we have 
rarely seen on the N64. 

Perhaps we're getting a bit carried away, here. 
Perhaps Hybrid Heaven won't play as well as it 
looks. Perhaps, yes. But, standing in front of 
Konami's huge video wall at E3 and watching in- 
game footage saunter onto the screen would have 
left you in little doubt. Hybrid Heaven — RPG, 
action game, 3D adventure — will light up the N64 
early next year. 

There's still surprisingly little known about the 
game though, with Konami keeping their cards 
fairly close to their chest. And so they should. 
Hybrid Heaven, along with the PlayStation’s 
fabulous Meta! Gear Solid, will dominate its chosen 
platform come winter. It's the game everyone 
wants to know about. 

But, Konami want to keep things as quiet as 
possible. Which is why any contact with the 
development team is something of a privilege. 
And, at £3, there was only one N64 magazine 
allowed to interview the Director, Yasuo Daikai. 
Here's what he had to say... 



N64: Tell us a little bit about how 
development started on Hybrid 
Heaven? 
Well, in Japan, RPG's are particularly 
popular but the N64 hasn't yet 
experienced one. Of course there is 
Zelda now, but we don’t see that as 
a problem. We started development 
on Hybrid Heaven because we 
wanted to make an RPG, with some 
new, original features. 

N64: From the video, it appears to 
feature some Mario elements... 
| can see why you would say this. 
There is a lot of freedom in the 
game, and the worlds are completely 
3D and completely explorable. But, | 
think you will find Hybrid Heaven is 
quite different to play. It's obviously 
got a different story! 

N64: So, how does the story fit into 
the game? 
Well, players take on the role of 
John Slader who, along with his 
team, is sent in to 
rescue the American 
President after he is 
kidnapped by aliens. 
With the story, we 
never made it too 
rigid or specific, so 
that it could evolve as the game 
evolved. And it's done this. | believe 
the story was quite different six 
months ago. 

N64: The combat system appears to 
be really unusual... 
| hope so. How does it work? Well, 
when you battle someone, you are 
given a menu and a choice of moves 
from, say, three options, like ‘High 
Kick', ‘Medium Kick’ and ‘Low Kick’. 
It's the same for punching too. Your 
attacks will affect different enemies 
in different ways, particularly as 
some are weaker in different areas of 
their bodies than others. However, 
this changes as you obtain weaponry. 
| don't want to tell you everything 

about this system, though, as we're 
still working on it and obviously 
what I've described is only the 
basics. 

N64: Do battles switch to a separate 
screen like Final Fantasy? 
No. Battles take place in the same 
screen. It's not real-time, though. It'll 
be turn-based and menu-driven but 
it'll be as exciting as real-time 
battling because we're using some 
really interesting ideas. | hope this 
explains how it is different to Zelda! 

N64: Indeed. So, interesting 
features, then? Like what? 
Sorry. | can't tell you for the 
moment. We are still working on the 
combat, and have been doing so for 
almost a year now. We want to get it 
exactly right. 

N64: The game's also supposed to 
be ‘organic’. What does that mean? 
Well, the characters grow and 

develop as the game dictates. Say 
you repeatedly get hit by an enemy 
in your right forearm. Well, you'll 
then gain strength in the right 
forearm because your body develops 
that way and builds up a defence, 
and, eventually, you'll become more 
adept at punching with your right 
forearm. The organic part of Hybrid 
Heaven is the idea that the way you 
play and battle in the game changes 
the way your characters perform. 

N64: Is there more than the one 
playable character? 
We haven't yet decided on this 
aspect of the game. John Slader, the 
character you play, will change 
physically in the game — so there'll 

be two playable characters anyway! 
But, in the video you see on show, 
there are two completely different 
characters in action, only one of 
which is John Slader. This is just 
another member of his group. But, 
that might change. 

N64: And what about bosses? 
There's an incredible one in the 
video... 
They will be big, but the one you see 
on the video isn’t actually even a 
boss character. That's just an enemy 
in the game, who you have to fight. 
It's one of the hybrids. There are two 
types of enemy in Hybrid Heaven: 
cybernetic and organic. Cybernetic 
are created entirely from electronics 
while organic are actually living 
creatures. But, as you progress 
through the game, the two mix to 
make more powerful enemies. A 
hybrid of cybernetic and organic 
creatures will have the strengths of 
both species. But, also the 

weaknesses too. 

N64: It seems a 
very cinematic 
game. Was this 
intentional? 
Yes. Certainly. | 

wanted the game to feel like a 
Hollywood science-fiction movie. 
That's why we've also included real- 
time cut scenes so that the game 
always has the feel of a film. 

N64: How have you found N64 
development? 
It's hard, particularly because it's the 
first game we've ever worked on. 
But, | think the N64 is a really 
difficult machine to develop for in 
general. For example, when we 

created the polygons for the 
characters in Hybrid Heaven and put 
the textures on, we found that 
everything appeared fuzzy. We didn't 
want this. So, we spent three months 
just sharpening all the textures out 

so that everything looked cleaner. 
N64 games can look better than the 
same games on every other format, 
but you've got to spend time 
overcoming the initial problems. 

N64: That's why so many N64 
games look fuzzy then, is it? 
Perhaps. N64 graphics don’t have to 
be fuzzy, though. Look at Nintendo's 
games. Look at Mario 64. It’s hard 
work trying to make the visuals 
sharper and maybe some developers 
haven't got the time or patience to 
do this. Fortunately, we have. 

N64: Have you been surprised by 
the reaction to Hybrid Heaven? 
To be honest, | wasn’t really aware 
there was a reaction at all. That's 
probably the fault of our Research 
and Development Department, 
though! In Japan the game has been 
talked about in magazines but, 
because it's only been on video, it's 
difficult for people to judge. 

N64: But, in the UK, it's one of the 
N64's most anticipated games... 
Really? Well, when we started the 
game, we were only thinking of the 
Japanese, because, at the beginning, 
it was a just an RPG, the sort of 
game that the Japanese are probably 
most interested in. But, as 

development went on, and we 
picked up more ideas, we realised 
that Hybrid Heaven would actually 
be suited more to a Western 
audience. So, with our new ideas, 
we're actually considering how all 
audiences would feel. 

N64 What N64 games have 
impressed you at the show? 
Zelda, really. | think there are a lot of 
games with good bits in them, but 
there are very few games that are 
good throughout. Perhaps developers 
concentrate too much on one 
aspect, rather than the game as 
a whole. © 
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t's Nintendo's biggest, most ambitious, and most important game to date. It's been 
in production ever since the birth of the N64, and it could make or break the 
machine in Japan. But it seems to be Nintendo of America who are applying the 
pressure on Shigeru Miyamoto and the Zelda team to finally finish the game. 

Consequently, the first confirmed release date is for the American market, on November 
23rd. Which is great news for British gamers, as it means that a full English translation 
of the game will be in place ready for the PAL conversion. 

Here's what we know about Zelda's fifth incarnation, complete with the literary 
masterpiece of a storyline, the innovative control system, and scores of beautiful new 
shots. Feast your eyes... 

GO! 
GO! 

NINTENDO 

* i 
MA ; . 
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_ the 64 version 

What's in a story? 
There's been plenty of deliberating (not least on the partof Long ago, before Gannon stole the Triforce 
N64 Magazine) as to what the actual storyline is in Ze/da. 
But now, at last, we can tell you all the details that form the and kidnapped Zelda, a fearless warrior in the 
basis of the game — here's what Nintendo have revealed... world of Hyrule oe named Link embarked on 

his coming-of-age ceremony in the Maze 

Woods. Se It was the custom of his tribe, the 

Kokiri family, that a young man would receive 

a guardian spirit or fairy & who would stay 

beside him and guide him throughout his life. 

But as Link walked through the woods, he 

discovered that a monster had captured one 

such fairy. Gallantly, Link came to the rescue 

and defeated the monster, but the fairy was 

mortally wounded. With her dying breath, she 

warned Link not to allow 

Gannondorf, King of the 

Thieves, to possess the 

Triforce, and to seek out a wise 

man and his spiritual stones. © 

At the same time, 

Gannondorf (__ stumbled into 

the Maze Woods and neared 

the secret pla ere the 

Triforce was k ink went 

Hyrule Castle for help. Princ 

Miyamoto has The Spiritual Stones are gems Ateth stage the story it 
that three of Hyrule's races son seem that Gannondorf 
consider to be holy items, so} has yet to take on his familiar 

~ | porcine persona. Whether he 
becomes his usual porky self 
by the end of the game is still 
Shigsy's secret, but we reckon 
he looks a lot more menacing 

There are around e 
nine distinct outdoo 
and the same number of 

a fight! All three 
stones, along with the 
Ocarina, are needed by Link lies inside its massive trunk is 

dungeons to explore. We're a mystery, though. Is this the to get to in his new grinning green 
also assured, that all of the central hub for accessing the the secret | guise anyway. 
dungeons are huge, as is dungeons? Triforce 
befitting the carts hiding 
humungous 256Mbit size © place. 
(and we checked to see if 
Shigs had his fingers crossed 
as he said it, too). 
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INTO THE ABYSS! 
After swimming through a 
waterlogged maze, Link 
encounters this astonishing 
water boss. It looks just like 
the alien from The Abyss, 
but it's definitely not 
friendly. Obviously a sword 
is no use against a creature 
made of water, so how will 
Link defeat it?... 

THE Lin K 

Zelda 
It's the famous princess. 
Forever requiring Link's 
assistance, yet tantalisingly 
out of the poor lad's reach. 
No doubt she enjoys 
getting together with 
Princess Daisy over coffee 
and biscuits for a good old 
laugh about men. 

Gannondorf 
Comprehensively updated 
from his former incarnation as 
a giant pig, Gannondorf is 
now a sinister armoured 
horseman, clad in black 

leather and wielding a huge 
sword. No doubt he and Link 
will come to blows before the 
adventure's done. 
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The Horse 
Link can travel.greater 
distances.on horseback than 
he could possibly manage on 
foot. While riding, he has full 
control of his steed, and may 

also use his bow to 
shoot arrows at 
anyone who gets 
in his way. The 
horse can be 
renamed according 
to your own 
personal taste — 
N64's suggested 
horsey names 
include Shergar, 
Dobbin, and 
Whiskas. 

SUPPORT 

Harpist 
This mysterious 
blue character is 
effectively Link's 
music teacher. He 
will play a tune on 
his glowing harp, 
and if Link repeats 
it on his Ocarina 
new areas 
will open up 
within the 
game. He 
also has a 
disconcerting 
habit of 
vanishing in 
a puff of 
green magic. 

CREW 

Navi 
Link's guardian fairy, always on hand 
to help him out of a sticky situation. 
Navi is full of helpful advice and 
game hints, and will change colour 

to warn Link of danger or to show 
when he is on the right path. The 
Tinkerbell to Link's Peter Pan. 



_Miyamoto’s E3Q and A 
~~ On hand at last month’s E3 show to answer Zelda-related questions were master Nintendo designer Shigeru 
~ = Miyamoto and Yoshi's. ‘Story producer (now helping to finish off Zelda) Takashi Tezuka. Here're some of the: rest 
= igseresting- things ue ‘had to ewer we thought of their answers: 

me a How much of the game is: your design? N64 thinks: We've heard of some Snterestige: a vances 
é in cloning that Shigs might want to investigate. 
A: lim | the: spioducer of this game so, although I.can't say 
that it's 100% mine, the core game and ma system are Q: What percentage 
designed by me. The scenario and ga ades are only of the game do you 

» about 50% my idea: There.are a ¢ artists need to complete to 
working on this project and at Je finish Zelda and 

how much is made 
up of secrets? 

N64 thinks: NO f esire | A: | cannot say 
release Zelda'to a ungry. exactly because} 
important US tha ng haven't finished. the 

game.yet,-but | 
think it will be. Be 

about POLes for the objectives and 30% for the secrets. 

& 
S : é en. though. a Japanese. 
ie release is still inet fore the Western version. Not 

%s N64 thinks: Again about the same as Mario 64. 

_.get through? 

A: Frankly, wi 

; See iayine’s time “specifications, in Zelda there's an auto-jump. 
The ist 0 n the SNES, but bec se you nee for Mario, jumping and platform movement 

jumping from platform to platform 
nore of a an. adventure? 

elp we have to offer 
a - to make such a 

Inity for Turok-style 
ajor plus point in 
and discovery, not 

t achievement but 
usually think of 

‘future but | hope 
mmeone will take my place someday and make games 

tr me to enjoy! 

N64 thinks: No Shigsy! Don't you dare contemplate 
retirement. 

-magical date as we pana last issue, is November 23rd for 
of you able to play American carts-(as it's Thanksgiving 

eekend in the States — a traditionally big selling holiday). We're 
7 mi-hopeful for a UK release before Christmas but, 
failing that, expect your local converter cart emporium to do 

swift business towards- ie: end of the year. Q 

NOLLVDILSIANI wwosesiae 



The greatest game of 
1998. Think we're joking, 

_ eh? We're not. Turn the 
_ page to find out why... a 

N64) 

and above «Wee! 
Pee Koy 

THE LATEST U.K. N64 GAMES REVIEWED, RATED... AND COMPLETED! 



JIKKYOU WORLD SOCCER "98 
It'll become /SS ‘98 and it's still phenomenal... 

MORTAL KOMBAT 4 
The goriest fighter in the world returns — in 3D! 

QUEST 64 
The N64's first proper RPG hits America! 

MAJOR LEAGUE BASEBALL 
Nintendo's attempt at baseball supremacy... 

NB Naya 
...Followed by Acclaim's. Which one's best? 

BIO FREAKS 
It's a beat-'em-up with wings! But is it any good? 

VIRTUAL CHESS 
It's chess. And, er, virtual. It's N64 chess! Um... 

Basketball? Boring? 
Well, no, actually. NBA 
Courtside is the best 
basketball game ever! 

Team 64 are gaming experts — they've been knocking around the nether regions of 
electronic entertainment for donkey's years. They've been hand-picked according to 
their ability to: a) play games and finish the great ones, b) make definitive judgements 
Ful MIU MeN Uae SMe Metra eee a NA 

What those 
categories mean 

MUNG 
“Johnny Cage. We're both underdogs, 
always having to prove ourselves." Any 
other reason, perchance? “Sigh. Well, | 

| hear he's a bit rubbish at Mario Kart." 
Game of the month: Virtual Chess 64 

“Oh, Sub Zero, definitely. He's cold- 
hearted, rules with an iron rod and has 
got hair like a carpet under that head- 
thing. Oh, and he’s as miserable as sin.” 
Game of the month: Banjo-Kazooie 

“Sonya. She represents everything that's 
positive about women." What, a rubbish 
peak cap and a needlessly big cleavage? 
“Um... Right, where's my hitting stick?” 
Game of the month: All Star Baseball 

“Never mind that, what about this gag?” 
H Yes? “Right. What's strong, can use a 
4 sword, kills wizards and says, ‘Shhhhh'?" 
Mmm? “Conan the Librarian!" (Silence.) 
Game of the month: Quest 64 

“Hallo! Vunce again eet is me Jes vrom 
4 Aqua! This month | am disguised as 

Quan Chi vrom Mortal Kombat. But, no 
matter! Don't you agree | am ugly, no?" 
Game of the month: Major League 

“Kai. We're both cool, people dig us. We 
hang out in-" (shuffle) “- um, da hood 
and we-" (whisper) “- yeah, that's right, 
cheers James, we're both rubbish! Oh...” 
Game of the month: Jikkyou Soccer 

“Jax. He's got metal arms but he still 
rises above that against all odds. That's 
the thing about society, it's cruel but...” 
Not interested, James. Sorry, mate. 
Game of the month: Bio Freaks 

“Liu Kang." Why's that, Marty? “Don't 
| call me Marty.” Oh, right. Ahem. Why Liu 

Kang, then? “Just because.” But, that's no } 
reason. “I'll kill you and your family." 
Game of the month: NBA Courtside 
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ALLOW ME TO 
INTRODUCE MYSELF 
WE ULem arom Ulm canhy 
face, B-K has a song. As 
a dragonfly collides with 
fale ecm ey oR US 
Resa Kent 
woodland glade and the 
elt ollie Uma Kene.| 
pond in the background. 
Banjo appears from the 
rane Ulem elomolg tac 
screen. Striking up on his 
eT ORM we Ue tS 
oY LEM Uale mL <-rdole) (ct 
asin MOM 1am e og 
kazoo. Banjo's sister 
Tooty joins in on her 
flute before Mumbo the 
SU Nie Ue] 
elcome mine Lt 
instrumentalist talent by 
playing —- much to 
Banjo's annoyance — the 
saxophone, xylophone 
and violin in quick 
Vices se eam tT) 
background, two bulls 
chase each other around 
and frogs hop back and 
forth. The whole thing 
lasts for about a minute 
Ee m Solem ered ko 
entertaining than some 
entire games. Round one 
to Banjo. 

Issue 18 

Ri ae War oma) or 
PREVIOUSLY IN ty) ea Sol ae em mm el a 

= 

_ uper Mario 64 has caused N64 developers a big 
4 problem. When something as perfectly formed as Mario 

y arrived as the N64's launch game — a title hailed by 
many as the very peak of game design — it made the task 

of designing any other 3D adventure almost impossible. 
PlayStation gamers are still waiting for their machine's definitive 
platform game, and the lack of one, all-conquering title has 
meant that loads of companies have felt able to have a crack at 

making their contender. On the N64, with the long shadow of 
Mario cast on anyone even thinking about 3D adventures, there 
has so far been very little to see. 

Bomberman and Chameleon Twist were, well, never a serious 
attempt to play Mario at his own game. Mystical Ninja avoided 
the head-on confrontation by veering off towards the RPG line of 
things. It would take a company of immense experience, 
confidence, expertise and, just maybe, a smidgen of arrogance to 



w 
> 
€ 
9 

° 
° 
m 

try and out-Mario Mario. That company would have to be Rare. 
And only Rare would expect to succeed. 

And, as we said in our last issue, Banjo-Kazooie is a genuine 

challenger for Mario's crown. Quite simply, it's brilliant. Great 
central characters with loads of different moves, fantastic 
locations, big monsters and superb graphics. Better than Mario, 
though? Well, we'll have to a about that... GO! S 

GO! 

IEE eLOyA NSS 
PF tanio-tazooie 
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Like any good witch, Gruntilda has a lair, and apart from housing a fair smattering of her 
baddies it also acts as the entrance to the game's nine worlds. Far from being a traditional 
selection ‘hub’, though, the Lair is actually the largest ‘stage’ in B-K — it's enormous. There are 
underwater sections, sections that look like the interiors of some of the Worlds and 
sections that can only be accessed when Banjo and Kazooie are in the form of one of the 
Mumbo creatures. And of course, it looks absolutely fantastic 

Not all of the Lair can be explored immediately. Scattered throughout it are Note 
Doors, which require Banjo and Kazooie to have collected a certain number of musical 
notes before they can pass through them. 

Also in the lairs are the jigsaw puzzles that act as keys to the nine adventure worlds. Standing on a 
golden jigsaw platform, Banjo and Kazooie look up at a partially complete jigsaw puzzle on the wall 
in front of them. If they have enough pieces of golden jigsaw to complete the picture, the door to 
that world will open up elsewhere in the Lair. If they can find it (and they can open any Note Doors 
in their way), Banjo and Kazooie can then enter that world: 

The final purpose of the Lair is to conceal ten pieces of Golden Jigsaw itself. The first of these 
is easy for B&K to pick up and allows 
them into the first world: Mumbo's 
Mountain. However, the other 
nine pieces are not so easy 
to find and are usually 
only released after B&K 
have activated a Witch 
Switch somewhere in, each of 
the nine,worlds. 

ae ee 

You'll need to have collected at least 50 notes in 
Mumbo’s Mountain to get through the first door. 

a 
Some areas 2 
in the Lair 1 A The very first jigsaw. Just the 

are only é one piece to complete it. 
Elee-x7] ¢)(2 

using one of 
the game’s 

Mumbo 
lage Ug Ae 

Quite a bit of the Lair requires 
WA Oat ei ee swimming. 

The entrance to Bubble 
Gloop Swamp. Mind 
the water: it bites. 

Flick the Lair [> 
switches with 

your Beak 
Buster move. 

There’s a piece 
Co) Mile ky14 
hidden in this 

V statue. 

The very first bit of Lair jigsaw can be 
found up here. 
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What's clear with B-K is that some levels are older than others. We reckon Mumbo's 

“sS 

There are three moves to 
learn in Mumbo’s mountain 
- you won't be able to 
activate them until you‘ve 
found Bottles’ (the Mole) 

molehill and pressed B. 
The first move to learn 

is Kazooie’s Talon Trot, 
where Kazooie carries 
ET Me eM alae Cie 
you need to hold Z and 
press Left-C and Kazooie 
can then climb up steep 
slopes that Banjo would 
otherwise slip off. 

Uy celTe) 
move allows 
Kazooie to fire the 
blue eggs. Holding 
Z and pressing 
Top-C fires eggs 
forwards (as a 
weapon) and 
holding Z and 
PRX Met L LS 
CU oe 
rear (activating 

certain elements in 
the game). 

The final move 
is the Beak Buster. 
PAWEL ee ered 
stomp found in 
many a platform 
game, pressing B 
and then Z stomps 
Banjo and Kazooie 
(foe M lee med) 
LET 1 
were standing 
over. This move is 

| used to activate 
9 A) switches and break 

A a) 

Mountain was the very first level designed by Rare to test out a few ideas. As a result, it is a 
fraction of the size of some of the later levels and is really no more than a training world to 
prepare you for some of the delights to come. 

Set in a sort of grassy mountain valley, there's a small pond to practice your swimming 
J in, and some steep slopes for Kazooie to use her Talon Trot on. Mumbo the Shamen makes an 

appearance to get you used to the idea of using the Mumbo creatures, and getting a high 
note score to open the 50 note door is simplicity itself. 

Semen 4 LR a aCe 
EE eR eee ae) or. 1 

| 2 slope is to try it. 

a “ =e. 
7] ev 

WIOOZVA-OINVA YNAIUVY 

LS = 

VAsdialll ny ALR od kod aN 
HUNDRED ON TEACH YOU HOW TO GET UP 

STEEP SL 
tT foe Mole f°) 
the last section of the 
Riel me Moelle) 
jump for the honeycomb. 

Oranges are the only fruit 

Chimpy the - gnnnarrh! - Chimp wants an orange. He tells 
you so. Looking around the level, you can’t find any. Conga 
the Gorilla keeps throwing them at you, but when they land 
they turn to pulp. Hmm. 

Run to Conga’s tree avoiding his oranges. Jump as you get 

BUSTER, JUMP INTO T 
AIR, THEN PRESS ZT 

“ 
Ss ae 

to his tree and you'll cling on. Push forward on the analogue - Sieg 
to climb up and when you're at the top you'll find you have UNS e eRe ate aT RTS) 

an orange. Jump off notes as the little spider - it's Tae 
the tree and present 
it to Chimpy. 
Once he has his 

orange, Chimpy will 
raise a platform. 
Using the Flap Flip 
Banjo can climb up 
here to meet Bottles 
and to shoot at 
Conga. 

a lot easier. 

SPIDER, MAN! 
NVA MYA ln Some Moo Cea lar cct 
LAMA tn Le Kel colar colmm tl) 
privilege of being turned into 
a little spider. With a back 
pack and blue shorts, of 

Climber spider 

Activating the Witch Switch in Mumbo’s Mountain releases a 
piece of jigsaw on top of the mound at the entrance to the 
World. If you try to collect it with B&K, you'll soon find that even 

A Sneak up to the 
tree and jump 
on. climb to the 
top to get the 
orange. 

Kazooie’s Talon Trot 
can’t get you up the 
steep slope. 

The solution is 
to visit Mumbo the 
Shamen and leave 
the World as the 
little spider he turns 
you into. The force 
and grip of eight 
legs will easily 
power you up the 
hill to collect your 
jigsaw piece. 

aol Ee 
The advantage of your 

spider incarnation is that you 
can walk up very steep 
Varco Molg VA COe 
that you can climb the tower 
near the top of the level. 

raw 

CT 

fee 



TREASURE TROVE COVE ARENA Meee OME) 

Ugh) gi [eek Go) Co 
Pressing A while B&K are 
Ry ealelale MoeeM ee MLL AL ool 
sends the pair flying into the 
air. With Kazooie’s wings 

spread, the pair can fly Remember Koopa Trooper Beach in Mario Kart? Well hold that thought - complete with the 
eda ernangede es Caribbean music — but add a pirate hippo, giant crabs, clams and treasure chests, oh and the 
ale Maciek San at ability to fly around. Treasure Trove Cove is another one of the levels first shown back at 
height, press A again to fla : Be rs rs 
ee sey ae i 1997's E3, and Rare were stretching their wings a bit in more ways than one. 

vt 
N6q 

the effort involved will cost Set on a desert island, TTC introduces you to the idea of flying with B&K along with the 
her one red feather pick-up. Shock Spring Jump. In truth, none of the ten pieces of Jigsaw on this World are too hard to 

Ue Te Bl co find or collect, although falling in the sea at any point will attract the attentions of the local 
CR UT Le Leg shark, who'll keep snapping at you until you manage to get back on dry land. 
Spring pads. Standing on 
them and pressing 
A charges 
Kazooie’s legs up 
for an extra high 
jump. The longer 
you press A, the 
further the pair é 
will go. @.:. 

16 YOUR BIG CHANCE 
HAS TP a 

. ME TKEASUKE! THANK YE ME 
eh ty E@ HEARTIES, TAKE THIS 

4g oe 5 pe “ 

PB eo ‘ty Find Captain Blubber’s 

CN a aad f we iF a treasure for a jigsaw. 
F > ' 

il Le 4 If you listen, you can 
ei em mee ee y sored | bls de 

, UPN ON al Le a ri » . “ sates ba 

7 . a | C WY ie BUI 
“2 ww @ ) a A\ The Rat-a-tat Rap is the 

ie | move for Nipper. Three 
} ' hits to beat him. 

A Inside Nipper’s shell a mixture of 4 . } ae " rd Hooray! The tenth piece of Jigsaw’s yours. If 
surprises await you. " La you've got 100 notes, that’s it for this World. 

Hole in your bucket 
..-Allowing you to Mr Leaky’s got a hole. Not a good 
use the switch room. thing if you're a bucket. Firing two 

eggs into him (from behind Banjo) 
will patch him up, and in gratitude, 
he'll drain the water in the nearby 
rock pool for you. 

Apart from destroying the 
mine in the pool, this drainage also 
allows Banjo the chance to enter 

y= the submerged building in the 
; centre of the pool. Using B&K’s 

Pump a couple of eggs into - Beak Buster on the room’s letter tiles activates them. If you 
Mr Leaky to plug his hole can spell out BANJOKAZOOIE before the timer in the bottom 
and he'll drain the nearby ; left-hand corner of the screen runs out, you'll get a fight with 
rockpool... olka that caged black crab and, ultimately, a piece of jigsaw. 
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We first saw this level back at Space World ‘97 and it's the first of Banjo's truly amazing 
worlds. Clanker is a large mechanical fish, chained to the bottom of an enormous pool of 
water, in turn, in an enormous iron tank. The sheer size of Clanker's Cavern is breathtaking, 
especially considering just how much of it you can see at one time. The rusty, slimy textures 
make the whole thing seem fantastically real - which is no mean achievement considering 
how unreal it really is. 

A lot of this level involves underwater swimming, and releasing Clanker from his position 
underwater is one of the hardest tasks at the beginning of the game. Crawling inside the 
giant fish and surviving its mechanical innards is one test. Working out what you actually 
have to do to get the majority of the jigsaw pieces is the other. 

Only the one to learn here. 
To make Banjo and Kazooie 
invincible hold down Z and 
press Right-C. This move 
will only work if B&K have 
Pleo RAC eM ey 
(up to a maximum of ten), 
with each giving about two 
seconds of protection. 
Invincibility is a great way 
to deal with some of the 
le mee 
difficult sections inside 
Ce am oe 

Raise the Titanic 

Getting Clanker to the surface is your main priority as soon as you start 
Clanker’s Cavern, and it’s not easy. From one of the ledges either side of the 
great fish, jump and Beak Bust into the water - this gives you lots of depth 
quickly. Swim down towards the chain holding Clanker under water and 
follow it down. You should now be in a small underwater chamber with a 
large key sticking out of the cable anchorage and a big fish swimming about. 

There isn’t time to get down here, turn the key to release Clanker and 
get out alive, so the trick is to latch on to the air bubbles released by the fish 
to replenish your supply. Turning the key is a matter of lining Banjo’s nose up 

at right angles to it and then 
paddling forwards. To get back to 
the surface safely, you need at 
least three air hexagons on your 
gauge. 

oa THE TALON TROT WILL 

MW eva ia A The ring game e inside Clanker's 
stomach. takes a bit of practice, tis: 

Your first meeting with Clanker. Peed Toe 
Pa fing ffenestr di 

aa 

Cras 
» “B_oHere 1 

x) 

Don't forget [> 
to find the 

Bice 
hidden in 

Tae ele 

Pe se 

NE CREPT DOWN 
Li eco ede 

a4). if 
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ARENA BUBBLEGLOOP SWAMP i 
Puzzle pieces needed for 

entrance picture a 

To cope with the swamp’s 
WUE ee) 
number of pairs of 
wellington boots dotted 
around. Walking into these 
TSM UL OM er ele ) 
legs and allows her to 
Ce Teaa tm eel 
toothed waters for a while. 
When the timer on the 
boots is running out, the 

sO ‘\ Notes needed for door 150 

Initially less impressive than Clanker's Cavern, Bubblegloop Swamp is nevertheless full of 
great little Banjo sequences. One of the first ideas it introduces is the old ‘inaccessible areas’ 
trick. Being a swamp, a lot of the level is covered in shallow water infested with piranha fish. 
If Banjo or Kazooie set foot here, they get chomped for an energy hexagon. There are ways to 

eels Cat Rae ee) avoid this, but the level leaves it up to you to discover them. 
Meee a Sk Bubblegloop is one of the first levels where a significant loss of life will be incurred if 

ele 2a you try for every note. Our advice as far as notes are concerned is to try for the hardest ones 
colle TTT LF first, and if you survive make a dash for the easier ones. There's nothing more frustrating 

than spending 45 minutes or so busy collecting, only to die yards from that tricky 100th note. 

e 

BLUB.. poh TOO TOUGH 
FOR US Ta 

tem Amie 

After a quick visit to Mumbo the Shamen, B&K are changed into a 
miniature crocodile. Crawling inside Bubblegloop’s giant croc (through 
either nostril) brings him/them face-to-face with Mr Vile (the Crocodile). 

Mr Vile wants to play a game. If you win, he’ll give you a piece of 
Jigsaw. If you lose, he'll take a chomp off your little croc bottom. The game 
is in three stages. The first is simple: eat more of the little Yumblies that 
pop through the floor of Mr Vile’s cave than he can in a set time. Round 
two is slightly more complicated in 
that you still have to eat the red 
Yumblies, but avoid the green 
ones because “they’re not ripe 
yet”. The final round is the 
toughest, with a timer running 
and an indicator at the top of the 
screen telling you which colour 
Yumbly to go for. Chomp on the 
wrong colour at 

os a 
tad 

a atta rN ba 10) 2 
MAST ERPIE 

oun 

the wrong time, 
and your little croc 
will stop and 
choke, losing you 
valuable time. 

cc) rae en Waanale ds pratt T 
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FREEZEEZ : id : RS Just the one to learn in 
Freezeezy Peak and one of 

Puzzle pieces needed for 8 the last of the 16-or-so 
G included in the game. When 

entrance Pp icture Kazooie is flying with Banjo, 
pressing B causes her to 

Well it had to happen: an ice world. It's Everfrost Peak in DKR all over again and as a World RT TT RS 
it's disappointingly easy. Not that it's not good fun — it is — it's just that you should have forward at terrifying speed, 

2 a ‘ . hitting the first thing in her 
poem no problem at all gathering all ten jigsaw pieces and 100 notes on your first couple of pea nec iGe 

ia ae , Beak Bomb, and you'll be 
Standing in the centre of Freezeezy Park is an enormous snowman. You can walk to the Pere ORR aa 

top of him via the giant stripy scarf that winds its way to the ground, although there are also CPR Oa ee 
plenty of flying points if you can afford the red feathers to gain all that height. The biggest throwing snowmen. 
danger are the smaller snowmen, who gather up snow, roll it into a ball and then throw it at PT TT ed oe) 
our two heroes with uncanny accuracy. a piece of Jigsaw. 

Notes needed for door > 60 

Light up higher 

Your mission is to light up the giant Christmas tree in the 
corner of the World. The first stage of this is to escort 10 
Twinklies out of their box and into the Christmas tree 
base. The only problem is the Twinkly Munchers they'll 
encounter on the way, eager to gobble them up. 

As a timer counts down, B&K must keep the Twinkly 
Munchers at bay while the Twinklies jump along the 
runway. If ten get through in time, a switch will appear at 
the back of the Christmas tree’s pot. 

Stomp on the 
Twinklies’ box to 
open it up. 

Tl eal eee 
T a 

A Chomp a path for them 
and keep it clear. 

Get ten in the time and 
this switch appears. 
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Get the moves 

issue 7k 

Puzzle pieces needed for 
entrance picture Notes needed for door 

Banjo finds a new way to 
water the garden. Ng 

A A game of pairs ina 
Wm z : pyramid. Match the 
R VOSS eRe Cem a 

alae ES 

a. Vv 
be 

ae on Gobi's rock to free him. a Rn UL Ld 
a) a 

You'll need him later on, though. . ‘ 

Pen, 

PALF 
A 
Wr eel 
looks beak 
teeter Leds 

ene large 
tomb — you'll 
need eggs here. 
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PCI UL tN ag 
Puzzle pieces needed for Be 

entrance picture t CG Notes needed for door ASG 

F Come on, Scooby, let's get out of here! Yes, it's a haunted house set in some haunted gardens 
and all very lovely it is too. There are two main buildings - the house itself which you can 
enter from a number of points - and a church. The dusky lighting effects are superb and the 
scary green ghosts, gravestones which uproot themselves and chase after you, and a horde of 
undead skeletons, all conspire to give this level a superb atmosphere. 

As far as the ten pieces of jigsaw go, it's pretty tricky as well. Some are just well hidden 
whereas others require a bit of brainwork to find. None are impossible, though, and 
collecting all 100 notes shouldn't prove too problematic after a few attempts; and when 
you've worked out where they all are. A good tactic with a lot of Mad Monster Mansion's 
tougher baddies (the ghosts in particular) is to wait for their attack and then flip your Ft 
Invincibility move on, destroying them in seconds. Sate 

couldn't othe: 

Be 

EI oley AB oli eM de bd he MOLY Ey Lele) Mel Mu cele l mt y 

V house - Banjo'll slip. 

a 

ee a ae et » 
Bn Meek Uae ele cell 

i hw By Ne A ee 
Xe: No CY ee & % ee bee 

e : P| ri) aol te . 4 ' ai 
rey “£5 Tee TL 

Notice those pots beside some of the 
graves? You can tell something’s up with 
them because they've got eyes. We 
suggest that you plant some eggs in each 
- firing them from behind is the way to 
do it. If you succeed in filling each one up, 
your reward will tumble, glittering, from 
the sky. 

rom sy 

Find your way into the church (the entrance i| eal 
is on a timed switch located in the right- j ll j || ii} 
hand-side of the mansion grounds) and . ima “| i 
you'll find a giant organ being played by a "ony 
ghostly hand. The idea is to copy the tune 
it plays by Beak Busting on the organ keys 
after the hand has played them. Do it r ’ 
successfully, and you'll earn a piece of ry fe Mh Si ee a 
jigsaw. ‘Motzand’ is the hand's name. Yes. . : 

< *\ : 
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RUSTY BUCKET BAY 

Visually, the most impressive of any of the levels, Rusty Bucket Bay is a run-down dock with a 
large iron cargo ship moored up for unloading (the Rusty Bucket). The water in the dock has a 
thin film of oil floating on it (a brilliant effect) and its choking fumes give Banjo only limited 
breathing time, even when he's just on the surface. 

Jigsaw pieces are hidden on the quay and on the boat, with the puzzles to find them the 
most physically difficult yet. Good exploration on board will find most of the pieces (try 
pecking at the portholes and jumping down the mushroom vents to find new areas), but 
actually picking them up can be an entirely different kettle of fish. The piece of jigsaw hidden 
below the water in the ship's propellers was the last one in the entire game that we picked up. 

Propeller terror 

The ship’s engine room is the hardest section in 
Banjo and, in our opinion, unnecessarily so. You'll 
only be able to jump through the rotating blades, if 
you've previously switched the switch in the room 
at the stern of the ship. Switching both switches in 
the engine room stops the ship’s propellers and 
gives you about 60 seconds to get out, run along to 
the other end of the ship, dive down and collect the 
puzzle piece. In no sense at all is this ‘easy’. 

The reward for your climb 
all the way to the top of 
eM UTS LOL <a 

Pe 
di 

as A Blow the horns in the right 
sequence to win a prize. 

Sailor Boy here administers a bit 
of a shoeing to our two heroes. 
We'll sort him out later. 

Crazy legs crane 

Operating the first crane on the dock side raises the 
metal crate that encases a jigsaw piece, but only for 
a limited time. To collect it before the cage lowers, 
you need to climb the ladder by the side of the 
crane, leg it along the 
top and jump, aiming 
for the jigsaw piece. 
Press jump again to 
unfurl Kazooie’s wings 
and break your fall, and 
quickly collect the piece. 
The cage won't lower to 
trap you, so don’t worry 
about that. 

Pre a As 



La 
CLICK CLOCK WOOD 

Puzzle pieces needed for 1 s 
Notes needed for door 540 entrance picture 

Different to every other World, the entrance to Click Clock Wood leaves you standing in the a |) 
centre of a large hub with four doors around it. The idea is that each door represents a 
season and behind each is the same world, but at a different time. A switch in the hub opens Q 
the Spring door, and from then on a switch in Spring opens Summer and a switch in Summer 
opens Autumn etc. 

The World that undergoes this time-travel is based around an enormous tree, towering oe Jair eeenes: 
miles above Banjo and everything else at ground level. As the seasons change, leaves grow, aa ea 
turn brown and drop off, and many of your jigsaw-earning tasks require you to perform Benen ian 
separate actions in each season. Once all the switches have been flicked, B&K can time-travel eae 
back and forth between seasons with ease, although it's probably helpful not to think too Bumble Bee. Only 
hard about the logistics of it all. available in the Spring 

room, the bee can fly all 
around the level, largely 
immune to the attacks of 
the other creatures who 
tend to ignore it. Your 
main objective as the 

JIOOZVA-OINVA WNAY 
Collect the caterpillars to feed Eyrie. a NOCT OANA? 
aM ee ye Ketel: aL A ALL , bth Any 

4 aint, 
Me eM eM ee art aia ce) Se ad Renee A pe oF se am COMA CoM al 

V over the seasons. It’s finished ALLS Ps R, if Nabnut the Squirrel is more than happy in Spring beehive and collect the 
, | nn) Ps and Summer, gorging himself on an enormous pile Jinjo hiding in there (you 

me a of nuts. He’s not quite so happy in Autumn, can't fit in as Banjo). 
, ed a . A however, when he realises that he needs six acorns Teta ale iar W 

y . . lll to survive the Winter. Yes, that’s right, it’s your job been that we were 
to find them for him and when you have, he'll playing Click Clock 
reward you with one of the last pieces of jigsaw. Wood very late at night, 

LVL TAN Lo a OFC 
to Mumbo to be 
changed back into B&K, 
NRA ero) 
made a mistake and 
actually turned us into a 
VEC aaa a an 
swear this happened, 
but we can't make it 
happen again. Someone 
please write in and prove 
that we're not going out 
of our minds. 

A Beak Bust to break open 
Peele el] 
olga 

<{A slightly tedious climbing 
section leads to this piece. 
Swearing will happen. 

Find the little enclosed earthy area in the Spring room, and 
have Kazooie fire an egg rearwards into the hole in the 
middle of it. For some reason best known to Rare, a giant 

plant will suddenly grow. Go 
to the Summer room now 
and Beak Bust on Gobi the 
Camel who happens now to 
be resting by the plant. He'll 
regurgitate a hump-full of water and the plant will 
grow some more. Repeat the process (and note what 
Gobi says, hmm) in the Autumn room and the plant 
will flower, producing a lovely piece of jigsaw. Don’t 
try to climb up the plant to get it, though. Go up the COTTON 
tree and jump across - it’s a lot easier. Sad ide) 

es 
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t was never going to be a matter of 
‘is it good?’ The question with 
Banjo-Kazooie was always going to 
be ‘exactly how good?’ In the strict 

shortlist of games that have scored 90% 
or over in N64 Magazine, where does B-K 
fit in? 

As far as looks go, Banjo-Kazooie is 
most like Diddy Kong Racing. Apart from 
the fact that Banjo's in both games, the 
primary coloured graphics, and cartoon 
animation, make the games 
look like two different episodes 
in someone's Warner Brothers- 
warped, over-active 
imagination. Banjo has the 
looks to beat Mario, and 
there's no reason why a game 
shouldn't be challenging the fat Italian's 
crown. It is, after all, getting on for two 
years since Miyamoto unleashed SM64 on 
the world. 

And as far as the central characters are 
concerned, Banjo and Kazooie are probably 
the best Rare have come up with so far. 
The idea of having two characters in a 
platform game initially seemed a little 
confusing — would we be able to play 
different characters at different times to do 
different things — a bit like Goemon and his 
band of happy adventurers? Or would 
there be two-player co-operative play? A 
battle mode? Or something else? 

And it's only after the game's Spiral 
Mountain training world (don't miss this 
bit out by the way — you'll earn yourself a 
whole extra bar on your life meter), that it 
becomes clear: when it comes to the way 
the game actually plays, Banjo and Kazooie 
are one entity not two. The whole idea of 

having a bear and a bird together is to 
explain away the moves you use in the 
game (and make the whole experience 
look less like Mario). Banjo doesn't need a 
Wing Cap to fly because he has Kazooie. 
Likewise, he doesn't need a gymnastic 
leaping somersault because Kazooie can 
unfold her wings and help him float 
upwards. Banjo doesn't even need the 
double jump (™ Every platform game in 
the world, ever) because, again, Kazooie's 

In fact, you have to play and play and 
play Banjo to the exclusion of 
everything else in your life. 

wings are there to break his fall. See Banjo 
and Kazooie as one person and you see a 
platform game character with a long but 
fairly standard list of moves, cunningly 
disguised as an all-new invention. Clever 
work, Rare. 

And while DKR was cursed with some 
of the least-likable muppets to ever grace a 
console game, Banjo-Kazooie is stuffed full 
of genuinely appealing bit-players and 
central characters. Rare's insistence on 
following the same formula of name 
followed by ‘the’ and then the type of 
animal/thing that the character is, 
preferably rhyming or alliterating the two is 
still supremely annoying, but the character 
design itself is pretty good by-and-large. 
Mumbo the Shamen, Gobi the Camel, the 
Mumbo Croc and Bee - they're all, you 
know, quite appealing, really. And then 
there's Loggo the Toilet. There are some 
moments of cloying cuteness (and we're 

not sure that just sticking a pair of eyes on 
any inanimate object you fancy qualifies as 
a characterisation), but there's certainly 
nothing as questionable as, say, Pipsy the 
Mouse; nothing that forces you to consider 
stopping your game, anyway. 

And stop playing you won't. You can 
always tell when you've got a great game 
on your hands: when it starts to warp time. 
16 straight hours on Banjo was our record, 
only leaving for calls of nature - we had 

food and drink 
bought in. 
Having 
glimpsed 
Banjo's worlds, 
you absolutely 
have to see 

more. Having collected 87 of a world's 
hundred notes, or nine of the ten jigsaw 
pieces, you have to replay the World until 
you've found absolutely everything in it. In 
fact, you have to play and play and play 
Banjo to the exclusion of everything else in 
your life — including food — until you're in a 
position to climb those stairs and face 
Gruntilda on the roof for the final 
showdown. The trouble is, if you're any 
good you might find yourself doing that 
after only 30 or so hours of play. 

It's because B-K is so much fun that 
you never really want it to be over. 
Unfortunately it's the game's longevity that 
is probably its biggest problem. There are 
three ways to make a platform game hard. 
The first of these any developer with three 
PCs and a Portakabin outside Woking can 
manage — you simply make the game's 
running and jumping so physically hard to 
pull off, that success takes hours and hours 



of patient practice (and possible 
destruction of nearby objects, family pets 
or human relationships). For the most 
part, B-K avoids this cheap difficulty, with 
only a few jigsaws in Click Clock Wood 
and Rusty Bucket Bay truly worthy of any 
hair-tearing. 

The second route to toughness is to 
hide your game's puzzles and objectives so 
well, that it's quite a while before the 
gamer knows what to do. B-K opts for this 
in the main, and if you're not a patient 
explorer, then you could be in for a 
frustrating time. Most puzzles are 
signposted pretty clearly (maybe too 
clearly for some), it's the final one that 
remains elusive. With Worlds as beautiful 
as Banjo's, though, most people wander 
around with eyes like saucers, enjoying the 
view as much as looking for that last Jinjo. 

What crowned Mario king of the 
platformers, though, was what it asked its 
players to do. And while Banjo-Kazooie 
squares up to Super Mario 64 in just about 
every other respect, when it comes to the 
most important — invention — it's just not 
quite up there. Of the 100 jigsaws hidden 
in the game, only about ten of them set a 
genuinely innovative challenge - 
something we'd never seen before. 
Having played the game so thoroughly in 
our Special Investigation last month, we'd 
already seen a lot of what Banjo-Kazooie 
had to offer, and, admittedly, that did 
spoil some of our enjoyment. Even so, if 
you've played a reasonable number of 
platform games, you'll have seen most of 
what's in B-K somewhere else before. Not 
looking as good, certainly, but definitely 
somewhere else. 

We'll start the ball rolling here. The first person to complete 
pa Mumbo's Mountain in less than 20 minutes, collecting all 100 

- ea notes, 10 jigsaws and two pieces of honeycomb, wins a year's 
in subscription. There, you can't say fairer than that. 

Send your entries, with either video or photographic proof to: 

I’m the Best at Banjo 
N64 Magazine 

30 Monmouth Street 
a Bath 

Somerset 
BA1 2BW 

Replay value is 
always a worry 
hanging over a 
platform game, even 
Mario, where 120 stars 
signals more or less a complete end to the 
game. To counter this in B-K, Rare have 
thrown in as many extra bits and 
pieces as they can find, in an effort 
to force gamers back for third, 
fourth and fifth plays. Two 
different end sequences, a great We 
pre-boss section and the best = 
incentive we've ever seen to finish 2 

QO, 

Just as on the SNES where Rare’s 
Donkey Kong Country looked better than 
Super Mario World, but couldn't quite 
match it as a game, Banjo-Kazooie 
outshines Mario only in terms of looks. It's 
still a brilliant, brilliant game, though — 

certainly the best of '98 until Ze/da 
comes to town. You need to make 

; the comparisons for yourself. You 
rf need this game. 

9 visuALs 
Stunning. If the camera 
was slightly better then 
this would be a ‘10’. 

TOOuUNDs 
Superb music, effects 
and atmosphere. The 
finest yet on the N64. 

€: va 
A great game - great but 

not all-new. Mario 
invented more. 

‘® LIFESPAN 
You'll hate to finish it (40 
to 50 hours, we reckon) 
but the most replayable 

platformer yet. 

eda ila 
Mario's still king but 

Banjo-Kazooie is worthy 
company for him. Ace. 

the game with 100 jigsaw pieces and 
900 notes are all part of this. When 
you add the game's timer, 
which tracks your progress 
through each world and 
offers all sorts of 
opportunity for fast times and I'm 
the Best action; the two hidden 
honeycombs on each level, which 
encourage painstaking back- 
tracking; and the unexplained 
mysteries, such as the locked 
door on Gobi's Valley and the 
visible — but annoyingly 
unreachable — Sharkbait Island, 

you have a game that 
couldn't try harder to woo 
its players back. 



*s» We reviewed the American version 
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end of the 
second quarter. 

Seven foot freak [> 
boy leaps like a 
salmon. Boing! 

4 Has he just smacked himself in the 
| V face with the rebound there? 

Phoenix 
Sacramento 

He’s got a fairly poor 
average there - can you 
help him improve it? 

Pra pire 
peepo UST) amen | acs 
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A Three angry Bulls gang up 
on a poor innocent Laker. 
Don't be intimidated. 

NBA Courtside 

NINTENDO 

obe Bryant will never become 
a household name in Britain. 
He won't be opening the 
Burnley branch of Planet 

Hollywood, he won't be dating Dani 
Behr, and he definitely won't be pictured 
on the front page of the Sun staggering 
out of a cab in front of Stringfellows 
with a bottle of Peach Schnapps in one 
hand and a deep-fried Mars bar in the 
other. The boy just doesn't have what it 
takes to become a sports star in this 
country. 

What Kobe does have is talent, 
intelligence, and the finest basketball 

game of all time. Ladies and gentlemen, 
meet Kobe Bryant in NBA Courtside. 



opportunity. 
Finally, pressing Left-C will allow you to set 
a pick - your player will raise his free hand 
and a team mate will run to that side, 
drawing a marker away from you and 
leaving a channel for you to run into. All 
three moves can be combined for some 
truly unstoppable attacking. 

Fast breakaways 
1. Pick up the loose 
ball after you've made 
a successful block or 
steal, and move into 
space. 
2. Press Top-C for a 
quick Alley Oop pass 
to your fastest 
breaking team mate. 
3. If you've timed it 
right, the ball will soar 
deep into the 
opposition’s half. 
4. A quick player will 
have beaten the 
defence and will have 
a free run on the 
basket. 
5. So you can dunk the ball home in any manner 
you choose. You can't miss one of these... 

HOW TO... attack with flair 
There are many different ways of attacking the basket. You can try and pass your way around the 
defence, you can wait for your team mates to create an opening for you, or you can use speed and 
power to push between defenders. It's all down to personal preference, but the more stylishly you 
mix it up, the more you can rub it in when you thrash your mates. 

Three essential moves 
The crossover dribble is a great way of avoiding a steal — if a defender is approaching the hand you're 
bouncing the ball with, press Bottom-C to switch the ball to your other hand. 
Next, when you're approaching a tight defence around the key, hold R to back into your marker. This is 
called a protection dribble, and will allow 
you to push a few feet closer to the basket. 
Releasing R will then allow you to spin 
around and hopefully gain a clear shooting 

Two-handed dunks 
1. Pass to the best dunker on your team, 
and look for a clear run to the hoop. 
2. If you're approaching from the side, hit B 

MCU MUGE ee yam] el cat oe en 
y ead tls Bik oS MP ita a a : 3 “a nes ae F 

a. oes Pog) Lea's o a rey 

if bert feshed 
"Fou hor 

to jump just as you enter the key. 
3. Hold B to dangle on the basket. Don't hang there 
too long, as it's a technical foul. 
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VISUALS @ 
Smooth and well 

animated, if a little 
angular. uh 

The crowd noise is 
excellent, as is the 
biased announcer. 

MASTERY @ 
Certainly makes great 

use of the N64's 
controller. 

LIFESPAN @ 
Four-player mode and 
the create-a-player 

feature will keep you 
going. 

VERDICT 
The best and most 

playable American sports 
game on the N64. 

arely a month after we gave a 
hearty thumbs up to the US 
import version of NBA 
Courtside, Nintendo have come 

up with one of the speediest PAL 
conversions of all time, rushing Kobe's 
basketball blinder into the shops before 
we'd even had time to catch our breath. 
So how does the UK version compare with 
the smooth and speedy American one? 

Luckily enough, the answer is ‘very 
favourably’. The speed of the game seems 
to be unaffected, and the tiny borders are 
actually smaller than in the NTSC version. 
Instant replays occur a little more 
frequently, allowing you to watch your 
best dunks rattle home in slow motion, but 
it's otherwise identical to the game the 
NBA crazy Yanks have been queuing round 
the block to buy. 

NBA Courtside is the most satisfying 
version of any rule-heavy American sport 
we've ever played. Not that the likes of 
Madden and QuarterBack Club aren't 
excellent games — it's just that NBA 
Courtside is the only one that has ever 
managed to recreate the whole spectacular 
experience, rules and all, and still leave you 
feeling as if you're really in charge of 
everything that’s happening. When 
QuarterBack Club calls a foul on you, most 
of the time you'll have no idea why, and 
even if you do, you'll have little chance of 
preventing it from happening again. When 
Courtside tells you you've broken the 
rules, you're never left in any doubt as to 
why, and you can adapt your game plan to 
make sure you get away with it next time. 

Like /SS64, it's a very easy game to get 
into, with only two buttons required to 
make passes and score points. The more 
subtle moves, controlled by the C-buttons, 
become second nature after a little 
practice, and you'll soon have your team 
showing off around the court like the 
Harlem Globetrotters. There are some very 
impressive looking tricks available, such as 
the crossover dribble and the spin, and 
they all have a specific use during the 
game (not simply to taunt novice players). 
Defending is also made relatively simple, so 
the games never degenerate into the 

defend like a Dobermann 
ee Ue mice eh more eM eM a 7M Gel eee ee UN mol 
reliable defensive strategies. As with attacking moves, you can combine several moves to 
achieve a distinctive personal playing style. 

BU iletm tee 4 
Most shots will ricochet off the rim, so it's important 

to learn the art of rebounding. When your opponent 
is about to shoot, press Top-C to switch to the man 

nearest the basket, who will be in the best position 

to pick off any loose balls by tapping B just as the 
ball hits the hoop 
Stealing is best attempted when your player is on the 
ball-carrying side of the attacker — repeatedly tapping 
A is the most reliable method of stripping the ball 
away, but keep an eye on your energy meter. 

The defensive shuffle is a great way of getting 
yourself in position for a steal or block. Holding are Ru ced Surette 
will allow you to move around whilst keeping your V 
player facing the attacker. Your speed is 
greatly reduced though, so be ready to 
let go of R in case your opponent makes 

meyer Laelia 

tedious slam-dunk-every-time farce of 
NBA Hangtime. 

Visual appeal plays an important part 
in a sport like basketball, where style and 
image are crucial, and NBA Courtside 
doesn't disappoint in that department. The 
graphics aren't as realistic as something like 
All Star Baseball, but if you're a regular 
viewer of Channel 4's basketball coverage 
you'll be able to recognise most of the 
angular faces in the game. The frame rate 
is always satisfyingly high, and there is 

none of NBA 
Pro's anti- 
aliased fuzz to 
be seen, 
making this 
certainly the 

em ay 
Bulls. Kobe ZA 
ew Tear l 
Except Mr 
Jordan is 

nowhere to 
| oY Ye 

like this may cost you a foul. 

prettiest of the N64's three basketball 
titles. There isn't much in the way of flashy 
presentation but fortunately the gameplay 
more than makes up for it. 

“But it's still just basketball," we hear 
you cry. “Surely not even Nintendo can 
make us football mad Brits think that's 
worth playing.” 

Well maybe not; maybe NBA 
Courtside will sink without a trace in this 
country, making only occasional 
appearances at car boot sales and school 
fetes. But for those of you who are fed up 
with football and don't mind putting up 
with American accents and the incessant 
squeak of trainers on hardwood, Kobe 
comes highly recommended. 



you purchase 
POCKET both of these at 
CAMERA the same time. 

Printer paper 
£34.99 £6.99 

Link Cable £6.99 

GAMEBOY 

POCKET 

PRINTER 

£41.99 

FAST DELIVERY 
SERVICE 

usually within 3 working days for 
games and accessories in stock. 

We swop 2nd hand Nintendo games exchange fee from only £7.00 

Please call for details. All 2nd hand games guaranteed for three months 

} SUPER NES 
+ DONKEY KONG COUNTRY 2 

NINTENDO 64 

(£13.99 if bought at the same time as any game) 

BOMBERMAN 64 
BUST A MOVE 2 
CLAYFIGHTER 6: 
CHAMELEON TWIST 
CRUISIN USA 
en wo 

DARK 
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DUAL HEROES 
DUKE NUKEM 64 
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LAMBORGHINI 64 43.99 ......£32. 
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MK MYTHOLOGIES . 
MORTAL KOMBAT 4 
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NAGANO WINTER OLYMPICS 98 ..£40.99 
NBA COURTSID 
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NBA IN THE ZONE 98 . 
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NHLPA OLYMPIC GAMES 
OFF ROAD CHALLENGE .. 
QUAKt 
QUEST 
RECKIN BALLS 
ROBOTRON.... 
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IM CITY 2000 ........ 

£29.00 : 
£39.00 : 
£39.00 } 
£39.00 ¢ 
£12.00 : 
£19.00 : 
£25.00 
£35.00 
£12.00 
£39.00 : 
£15.00 : 
£35.00 : 
£39.00 : 
£42.00 } 
£19.00 : 
£37.00 : 
£42.00 } 
£39.00 : 
£24.00 : 
£29.00 : 

} DONKEY KONG COUNTRY 3 
: FIFA ROAD TO WORLD CUP 98 

ILLUSION OF TIME 
MORTAL KOMBAT 
PILOT WINGS .... 
SUP" MARIO ALLSTARS & 
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} GAMEBOY 
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GAMEBOY POCKET - PINK, 
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} WORLD CUP 98 
# ZELDA... 
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+ PREMIER MANAGER 98 
: RESIDENT EVIL 2 .. 

Ask about our Extended Warranties 

ULTRARACER 
Revolutionary mini hand-held 

steering wheel. Great control.£25.99 

Get £3 off any game bought at the same time as the Ultraracer 

With built in Force pak. True analogue 
steering, accelerator and brake. 

Memory card slot. £51.99. 

V3 RACING WHEEL 
300 wheel rotation, adjustable wheel positioning, 

unique table-top or under-leg mounting option. 
Programmable fire buttons and separate 

analogue foot pedals. £54.99 

VRF1 ARCADE WHEEL 
Analogue wheel with programmable buttons 

for the ultimate driving simulation 

_£37. 99. with Pedals £47.99 

TOP DRIVE 
STEERING WHEEL 

With programmable stick shift and racing 
pedals. Rumble pak compatible. Works on 

N64, PSX & Saturn. £54.99 

CABLES AND CARDS 
Action Replay - Hundreds of built-in Stereo AV Cable - 3 phono plugs with 
cheats for ali the best games, fully scart adapter .. ‘i £8.99 
programmable memory. Memory Manager S-VHS Cable - Gives better quality than a 
and smart card slot add fantastic expansion Scat cable but requires SVHS compatible 

£38.99 TV or Video £8.99 

Game Killer 64 Contains cheats for Saft Converter Cable - Converts TV 
{atest N64 games including Mario 64, Signal, to enable you to play a USA or 

Mario Kart 64, Wave Race, Cruisin USA, _Y@Panese machine £24.99 
Scart Lead - with stereo audio 
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THE NINTENDO SPECIALISTS 

IEDFEDIMIONINGS au 
GOED CONTROEUERE 
Limited Edition N64 & 

EXTRA Official Controller 

& 1 MB Memory Card £121.99 a 
Plus get £1 off every Game or additional accessory 
bought at the same time as your new N64 

1ST CLASS SERVICE GUARANTEE: All machines are official UK 

consoles and are fully guaranteed by Nintendo for one year and 
we offer full after sales support. If your machine is faulty we will 

eee sue Men Rese Ccn aie mea ru: C? 

SPECIAL EDITION FOOTBALL === *9 
1MB memory card only £11.99 
GET £3 OFF ANY FOOTBALL GAME 
IF PURCHASED AT THE SAME TIME 

SOFT CHARACTER TOYS 
They are sooooo cute. 
Available - Banjo with Kazooie, 

Mumbo Jumbo, Yoshi, Donkey 
Kong, Diddy Kong, Bowser, 

Wario, Mario, Luigi & Toad £9.99 

GET £2 OFF IF BOUGHT WITH BANJO KAZOOIE 
BUY ANY 3 TOYS AND GET TOAD FREE 
ALSO AVAILABLE 12" PLUSH TALKING 
CHARACTER COLLECTIBLE £19.99 

STICKER KITS 
Available - England Flag, 
Gold & Silver 
Also available for PSX. £9.99 

GAME BOOSTER 

~~ 

: STREET FIGHTER COLLECTIO! 
} THREE LIONS 
: TOMB RAIDER 2 
3 VIGILANTE 8 .. 
: WCW VS NITRO 
3: WORLD CUP 98 
: WORLD LEAGUE SOCCER 98 

WCW VS NWO 
WETRIX...... 

: WORLD CUP 98 
: WWF WARZONE 

WORLD CUP 98 

SHOCKWAVE 
Unique SHOCK SENSOR adds 
force feed-back to ALL GAMES 
Built in 1MB Memory Card. 

only £22.99 

INTERACTOR 
- FEEL THE FORCE 
This back pack enables you to 
experience the blows, kicks and explosions. 

N64 & PSX Compatible £24.99 

So you can feel 
ind other sims. 

Jam to 8pm Monday-Friday, 10am to 7pm Saturday, 
11am to 49m Sunday & Bank Holiday 

Pilot Wings & Shadows of the Empire...... 
ae £19.99 

Joypad extension cable .. £6.99 

Pair of extension cables ............£11.99 
Scart Cable - Improves picture and 
sound quality .... eeserer e909 

256kb Memory Card 

1MB Memory Card 

4MB Memory Card 

8MB Memory Card 

eee EANEOUS 
N64 Cleaning Kit 
Golden Eye Players Guide . 
Official Mario Kart 64 
Players’ Guide .. 

Official Mario 64 Play 
Official Mystical Ninja 
Players’ Guide 

Official Quake Players’ Guide 
Official Yoshis Story 
Players’ Guide .. 
WCW vs NWO guide . 
N64 Passport - Uses a code system to 
enable you to play any game for any 
territory on any N64 system......£29.99 

Adapter (UK/USA) - Doesn't play 
Waverace or Diddy Kong 
Comms link 
Official 1080 Snowboarding guide 
Official Banjo Kazooie guide . £10.99 
Carry Case for Nintendo 64........£12.99 

MULTI-CASE £18.99 
roomy, durable, waterproof, lightweight 

with cushioned interior 

FAX ORDERS ON 
01993 840750 

£34.99 
£10.99 

Exchange policy on new goods - if you are unhappy with your goods for any reason, simply return them in perfect condition within 3 days 
of receipt by recorded delivery and subject to a fee (10%, minimum £5), we will swap it for another item. We reserve the right to refuse 
exchange if the item is not received back in PERFECT condition. 

CASH [_] CHEQUE (Immediate cheque clearance) [_] POSTAL ORDER 

caro numBeR| |[ ][_ || || IL] [ II | | 
ae. il 
DATE: 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE 
CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OX18 3XZ 

Inevitably some items may not yet be available. Please phone to check availabilty. 
Prices correct at time of going to press. E & OE Ref: N64 

PRICES ARE SUBJECT TO CHANGE 

EXCITEMENT DIRECT LIMITED 

PLEASE THEREFORE PHONE TO CONFIRM CURRENT PRICES. 

Official 256k Memory Card 

£9.99 

£13.99 

£7.99 

£10.99 

£14.99 

£18.99 

PLAY ALL GAMEBOY GAMES ON YOUR N64 IN FULL SIZE, IN 
COLOUR AND WITH FULL STEREO SOUND suPPoRT £33.99 
GET £2 OFF IF BOUGHT AT THE SAME TIME AS ANY GAME 

CLASS 2 LASER POINTERS £23.99 

Ask about our Extended Warranties 

COLOURED OFFICIAL 

NINTENDO 64 
CONTROLLERS 

Available in blue, green, red, black and yellow 
bought with Wetrix, Snowboard 
bylat Wars and Mario Kart. ‘only £24. 99 OR £22.99 FOR 2 0R ‘MORE 

SHARPPAD PRO 64 Ky 
Enhanced controller with Auto-Fire and slow motion functions 

only £21.99 

SHARKPAD PRO 64? 
Enhanced controller with Auto-Fire and slow motion functions 

only £22.99 

only £22.99 if 

SUPER PAD COLOURED 
8 way digital direction 

control, memory card port 

only £15.99 

Available 
in Black, 

Blue, Green, 
Red and 

SUPER PAD 64 only £14.99 

SUPER PAD 64 PLUS 
Auto-Fire and slow motion features and memory slot 

only £18.99 

MAKO PAD 
* High precision control. Has Auto-Fire, slow motion and memory slot. 

t only £20.99 only £14.99 if bought with any game 

TRIDENT PAD only £14.99 
TRIDENT PRO PAD Auto-Fire, slow motion, memory slot. Rumble 

pak compatible. only £16.99 oe. 
THUNDER PAD only £14.99 etl ae and o 

THUNDER PRO PAD only £17.99 Grey 

Trident and Trident Pro Pad have rubberised coating. 

Thunder and Thunder Pro Pad come in black only and are uncoated 

Available 



*s%° We did a Future Look on the PAL version of 
Jikkyou World Soccer, ISS ‘98, in N64/15. 

DX One of the scenarios in full flow, 
with Japan about to bury one to 
UV) Mo) gelato [ek MN eh eet 

WORKD 
Gooooooaaaaaallllill! The greatest football 
game in the world returns... 

t's a weird situation. In Japan, 
Konami — along with EA — have 
managed to secure themselves the 
official World Cup licence. Yet, in 

Europe and America, such a kind spirited 
approach has been scuppered by the fact 
that only one publisher can hold the 
licence. And that happens to be EA with 
their oodles of cash. So, in Europe, when 
ISS ‘98 makes its final, timely appearance, 
Southgate will once again become the 
lesser known Sathgate. 

The question is, then, is it a better idea 

ball. Pleasant. 
New trail on the 

to go for this Japanese import, where 
you've got all the sublime beauty of /SS 
‘98 along with actual player names, stats 
and details and official tournament set-up? 
Or, would you be better advised to wait 
for the non-licensed but totally-in-English 
(and Tony Gubba assisted) incarnation? 
Well, it's an interesting one. Both options 
have their advantages and disadvantages, 
but one crucial element remains: Jikkyou 
World Soccer ‘98, ISS ‘98, call it what you 
will, still annihilates the FIFA games 5-0. 

And this, as they say, is why... 

Aa Laer 
elas ay V(r 115 
that’s a brillderful goal! 

oy aa 

4 gle ur ee eo) 
_ rotate on it! The goalie 

a) will be disappointed. 



Defensive kick 
The only new. move we could eek out was this rather 
nifty defensive kick. Once the opposition play the 
ball over the top, press Left-C to watch your player 
leap into the air and perform a glorious sideways- 
style scissors kick. Not an accurate way of counter- 
attacking, but still... 

Teams 
As well as the 32 World Cup teams there are also 
some extra nations for you to pluck from nowhere 
and help become champions. Er, maybe. These 
include the likes of Uzbekistan, Kazahkstan, Liberia, 
Ghana, Peru and Australia. No Wales, though. Or 
Republic o’ Ireland. 

Animations 
The goalkeepers seem to be the main beneficiaries 
here with a two-fisted punch, a casual new catching 
of the ball (see: David Seaman), a new style of kick 
out and a close-range double reaction save. Outfield 
players also have a new cut back, useful for fooling 
defenders. 

Medical staff 
Fantastic! When a player is really injured, stretcher- 
bearers leg it on, lay down the stretcher, pick up the 
player, put him on then run off again. Or, if less 
urgency is required, the trainer comes on, gets out 
the magic aerosol and has a quick spray! 

TE bed ar I Tee DT TE bh Zen A 

Referee 
Instead of just suddenly appearing when a foul is 
committed, the referee now legs it about with the 
players, often drifting into sight and performing the 
correct arm signals when it’s a corner or an indirect 
free kick. They'll still have your name should you 
tempt them, mind. 

Arrows 
These are an excellent new addition allowing you to 
gauge both power and heigtit together (whereas the 
first game only had a power arrow). Simply use the 
analogue stick to adjust in all directions and then B 
for your low but stronger strike and Right-C for the 
delicate chip. 

Camera angles 
Perhaps the biggest change of all, as you can now 
view the action via a superb top down, Sensible 
Soccer-style viewpoint. (We now prefer this, believe 
it or not.) Alternatively, you can tinker with the 
original angles, which now move further in all 
directions of the compass. 

Celebrations 
The more you play Jikkyou World Soccer, the more 
you notice its new celebrations. There's now a 
slightly camp twist-with-arm-in-the-air, a slide-in-on- 
your-knees and something that looks vaguely like : 
Shearer's trademark. And, even then, there're GO! > 
probably more. GO! 
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Playing Jikkyou World Soccer isn't like playing the FIFA 
games. This isn't hit-and-hope or a case of repeatedly tapping 
the speed-up button. Here, you have to learn the delicacies, 
the ins and outs, the tricks of the trade and then —- and only 
then — can you play its lovingly crafted brand of Total 
Football. Bit pretentious, eh? Still, it sounds good... 

Foot in 
This is the safer, but less reliable, 
tackling option. Get close to a 
member of the opposition and tap 
B; your player will attempt to rob 
the ball with a svelte movement of 
the leg. 

Slide tackle 
Card-happy refs will penalise you 
more often than you care to 
remember but this is a vital all-or- 
nothing challenge. Press Left-C to 
ensure you get the ball. Or the 
player. Or both, 

MIDDLE OF THE PARK! 

Passing 
Knock if around using A if trying 
to keep possession, or when 
attempting to create something 
worthwhile. Remember, as the 
opposition try and tackle you, they 
start to leave gaps. 

Lob 
A bit of a 50-50 Norway ball, this. 
Sometimes it works, sometimes it 
doesn't, but there’s no better way 
of switching play from your back 
line to your strikers VERY, VERY 
quickly. 

Dash 
Where would we be without that 
extra pace? Keep Bottom-C held 
for an injection of the good stuff 
but remember: second string 
teams have less stamina than 
genuine World Cup contenders. 

Through ball 
Jikkyou World Soccer at its best. 
Use the on-screen map to see 
where your strikers are, then tap 
Top-€ for a defence-splitting 
through ball. Complete the move 
by finishing with ease. 

Shooting 
Something that seemed to be 
overlooked with the first game 
was the fact that, when shooting, 
you can actually precisely direct 
your shot using the analogue stick. 
Try it. lt works a treat. 

e'll be honest: we were 
expecting Jikkyou: World 
Soccer ‘98 to be a good 
deal more different than it 

is. We expected a version of the game 
that would, like last year’s, have us 
startled and excited and silently sitting in 
awe as we played along. 

Instead, we played this new, improved 
version and immediately felt at home. The 
controls are exactly the same, the 
animation is uncannily similar (save for 
some extra goalkeeping expertise), the Al 
hasn't been tinkered with at all, and the 
tactics appear, on closer inspection, to only 
be a small step on from their previous 
incarnation. Remember how, with Perfect 
Striker and then /SS64, you were always 
discovering new little things thatno one 
else had ever thought of, or ever been 
able to implement? Well, here = and 
perhaps this sounds a bit like we're taking 
Jikkyou's brilliance for granted — there's 
not really any of that, because what has 
changed is largely cosmetic and nothing 
that actually affects how the game plays. 

laure Ae sth Pras Ey 
formations right. Like England, here. — irs 

ip? 

Essentially, then, this version is that version 
with knobs on. Pleasant enough knobs — 
quite magnificently original knobs in the 
case of the trainer and his magic spray — 
but knobs nonetheless. Er, let's move-on 
from this whole knobs thing, eh? 

Of course; if you've never played a 
version of JWS before, you'll be-rightly 
amazed and you should buy this 
immediately. The animation is staggeringly 
accurate, right down to the way players 
slow up after losing the ball, and ‘the goals 
are more spectacular than you'll possibly 
believe: piledrivers from the edge of the 
area, rounding the ‘keeper then slotting 
one home, glancing headers-into the top 
comer, a tight angle-finish, curling free 
kicks,-near post volleys, bundling it over 
the line, finishing in JWS-'98 is 
unbelievably diverse. But, even more than 
that, it's the game's sheer, unadulterated 
footbaliness that stands out. 

The through ball, for example. How 
many other football games-have got such 
a brilliant feature? Oh, certainly, the likes 
of World Cup '98 have included it now, 
but where do you think the idea came 
from in the first place? And the passing. 
JWS's passing doesn't stick like FIFA’s; it's 
as close to Total Football as-you'll get 
outside the Brazil squad. The one-two's, 
the backheels, the lobs, the dash, the 
referee's dealing out cards and now the 
new stuff: the defensive scissor kick, the 
trainer, the referee on the pitch all the 
time. If a game's ever come closer to 
reproducing football proper, then we've 
yet to see it. 

But, if you've already got /SS64? Well, 
think about it. Year-to-year, how much do 
the FIFA games really change? The 



BAGGIO! 
it'll be interesting to see 

what Tony Gubbins has 
to say for himself when 
ISS ’98 arrives. -as his 

The Scenario mode in Jikkyou World Soccer is just as fabulous as its predecessors except now you're stepping Jabariese counterpart 
TOM Mr ae ar ue eC Lumera ic remem Ce ia Ame aC Lm lS has some fantastically 
best four and made an attempt at glory... comprehensive 

commentary. In between 

Remember this? Sacrificing a two 
goal lead meant El Tel’s Aussie team 
missed out on their ticket to France 
PNM Colm UCU 
in Tehran. Still, now you've got the 
chance to put it right. There's 36 
seconds left on the clock (and next 
to no injury time at all) and 
ENUM oe Meelis ia latte 
Pull the height up to its maximum, 
stick the two-pointed arrow in line 
with the penalty spot then opt for 
full power with the Left-C. Now 
WVU A Conia SoMa 
box (while you're tapping B) and 
nods home the winner. 

Okay, so we went through anyway, 
but now you can make certain lan 
eran) LOL em arto eMC Core] 
of hitting the post. (Wright is 
included in Jikkyou World Soccer, 
TRUM Ue oe CSU or og 
was injured at the time.) Anyway, 
there's one minute and 23 seconds 
left and Seaman's about to take a 
goal kick. So, build from the back. 
A short pass to Neville on the right, 
a slide rule pass to Beckham, he 
cuts inside, you check your map, 
then a devastating through ball to 
Wright, who latches onto the pass 
and shoots first time. Goooooal! 

7am Talon Cam uae UACe My 
Nel mene Uieom CoM cc UM NOM Ulm ile d 
by scoring two tremendous late 
Ffo.MeM SCUMme lie) Nata 4 
and it's not hard to see why. 
There's just 49 seconds left on the 
clock and it's Chile's free kick to the 
left of the penalty area. Maximum 
height, three-quarters power and in 
line with the penalty spot. Press B 
and Zamarano! 2-2, then, and 
Argentina are on the attack. You 
break it up, there's only 20 seconds 
left, a ball through their flat back 
four and Salas is away, rounding 
the goalkeeper and WHACK - 3-2! 

The Dutch are well in control but 
you've got time on your side - two 
minutes and 40 seconds — and, 
fortunately, the first action of the 
Giro aM oe Uso a Liar Ln SoCo) (o 
this and you're back in business. 
MMe or. co meg ol) ar-Celn 1-1 NVA 
as he'll follow your red box about 
all the time, so the best way to get 
it back to 1-2 is by switching off 
your square (Right shoulder) and 
immediately shooting. Once that’s 
done, just play through balls to your 
strikers as Holland play a flat back 
four and are easily exposed, should 
you spring their offside trap. 

all the gabbling, we 
could definitely pick out 
player and team names, 
which ts Some 
achievement-on an N64 
cart. Also, we noticed a 
“Baggio”, a “Weah” 
and a “Shearer”. Who 
rieeds CDs, eh? 

Ped 3sd Tae 
Understanding Jikkyou 
World Soccer ‘98 is 

actually pretty difficult. 
You have been warned. 
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Third World Nation, there. i ‘ 8 LIFESPAN 
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TO BE CONTINUED... a 
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IMPORT 

ortal Kombat is truly the 
game that refuses to go 
away. No matter how 
many dire, licence-milking 

wastes of cartridge space, such as Trilogy 
or the appalling Mythologies, Midway 
decide to release. And no matter how 
many scathing reviews they receive, the 
MK brand remains one of the strongest in 
the videogames world, possessing an 
almost FIFA-like ability to persuade 
gamers to part with their cash. 

AN Yes, you can now battle React ae PTZ) 
Pa ee LeU PUSH START | rie 

iim ied 

Rc ec 
back, as are 
EBay 
Kang’s best 
moves ' 
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MORTAL 
KOMBAI 4 

Blood, blood, glorious blood. 

Mortal Kombat 4 

Pew q 

=— nN 

Sate 
=e 

The single biggest factor behind the 
enduring appeal of the Mortal Kombat 
series has always been its massive gore 
level, specifically the outrageous fatalities. 
The very first instalment set the scene, 
with hearts ripped from living chests, 
heads violently removed, and gouts of 
bright red blood squirting around the 
screen at all times. The realism of the 
digitised graphics caused quite a storm of 
controversy within the industry, and home 
conversions had to be toned down 
considerably, featuring blood and guts only 
as an in-game cheat code. 

Three sequels down the line and the 
game is certainly a lot less shy about 
showing off its true nature to pacifists 
across the country. The move to 3D has 
enabled the designers to create some eye- 
popping new fatalities, as well as recreate 
some old favourites with new camera 

the end of a match - and the new ones are 
great. The best one we saw was Quan Chi'’s, 
in which he tears off his opponent's leg and 
batters him to death with it. What a charmer. 

Ahh, fatalities. How we've missed you. As 
the Mortal Kombat series has worn on, so 
the death moves have become more and 
more ridiculous. Animalities, brutalities, 

friendships... Yeuch. Babalities, anyone? 
Didn't think so. MK4 marks a return to the 
more primal, no-messing-about fatalities — 
two per character, to be performed only at 



It’s crunch time 
Almost as gruesome as the fatalities are the assortment of 
fantastic limb-popping, bone-cracking, tendon-twanging 
throws and holds. A simple tap on Right-C near your 

angles, and MK4 is stuffed full of some of 
the most hilarious atrocities yet. The red 
stuff spurts in the traditional MK way 
every time a clean blow is landed, but the 
higher resolution of the graphics and the 
massively improved animation make it all 
seem far more convincing, in a comic book 
sort of way. For the first time in a good 
many years, MK is looking like something 
close to state of the art. The large, crisp 
characters are fairly well animated, 
although there are a /ot of shared moves 
and sequences, and the pace of the fights 
is terrific — far quicker than the old 
versions. Unfortunately the camera system 
isn't quite so good, and you occasionally 
lose one of the fighters off the side of the 
screen for a moment. 

In terms of gameplay though, it hasn't 
really changed much since Trilogy. Despite 
the excellent 3D graphics, it still plays 
almost exactly like the old 2D Kombats, 
with the addition of the obligatory token 
sidestep buttons. Many of the characters, 
such as Lui Kang, Raiden, Johnny Cage, 
Sonya Blade and Jax still have exactly the 
same moves and fatalities as they had in 

Noob ese an ever-present secret 
character in the Mortal Kombat series, 

V squares up to a cool 3D Scorpion. 

the original game, and even the new 
characters have an air of familiarity about 
them — remember the quarter circle fireball, 
and the good old drop-through-the- 
screen-and-stomp move? The best of the 
new features is the addition of weaponry. 
Each character has a special move that will 
whip out a large pointy implement, with 
which they can batter their opponents 
around the arena, even squishing them up 
against the TV screen. Weapons can be 
stolen, picked up off the floor, or thrown. 
Throws are now alittle easier to perform, 
and there are no diagonals to worry about 
in any of the specials, which makes playing 
with a standard D-pad much less 
troublesome. It really is very easy — and 
very satisfying — to play. 

opponent, and knees, elbows, shoulders and necks will be 
rotated 180° in the wrong direction; just listen to those 
hideous snapping, crunching, squelching sounds. 

SHINNOK WINS 

So how does it compare with the 
paltry selection of decent beat-'em-ups 
that have been released on the N64 so 
far? Well, for the purist, MK4 is unlikely to 
hold the same kind of appeal as the more 
complex Fighters Destiny, which is harder 
to master and offers more of a long-term 
challenge. MK4 is a little too short of 
moves and innovation to really compete as 
a ‘serious’ fighter. But for those of you 
who found Imagineer's game slow and 
frustrating, and for Mortal Kombat fans in 
general, MK4 is the fastest, best-looking 
fighter you can buy. It's easy to play, 
amusing to watch and, after the most 
recent efforts, it's a welcome return to 
form for the MK series. 

acess Perea re ladies, aide 
RST Elio gamete coe Me Cele Cc 1 te) Mo) a 
unique ‘pulling’ technique. 

renee ne eo aie or oe eres 
V lost several pints of red juice. And a leg. 

ai err has a very nice 
Be ees hoe ad 

_ Still isn’t one of our favourite 
Me la eA eR ey Eee 

MEAT HEAD 
One of MK4's secret 
characters is this rather 
scary looking rotting 
corpse. He doesn't have 
any moves of his own, 
acting instead as an 
alternative ‘costume’ for 
any of the standard 
characters. To select him 
you'll have to beat all 16 
characters in the Group 
mode. Once you've 
accomplished this, the 
next time you select a 
character he'll start out 
looking like something 
out of American Psycho. 

Ld 
a 

Sharp, smooth, realistic, 
and very fast. 

There's all the speech 
from the arcade version 

in there, and some 
excellent music. 

It's not really pushing 
the machine, and there's 

some dodgy camera 
work at times. 

Great fun with two 
players, especially in 
tournament or group 

mode. 

VERDICT 
You can’t take it 

seriously, but an MK4 
tournament with your 
friends will provide 

more visceral thrills than 
any of the competition. 

Well worth a look. 

LuiQdwi 
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*»» We did a Future Look on Quest (when it was still 
PREVIOUS hg TS TY] ALLEL eee ORC ARC 

Some of the town scenes 
Eco a aa) 44 a 

The old set of the BBC's 
ill-fated soap, Eldorado. 

IMPORT ALN! 

Nomar TET) 

OTT) 
magic attack 
always 
produces an 

" esti 4) 
bead . " special “ 6 

effect, with ee ; 
eleis374 ar 2 7] Fi a At PANO) Ce Tee Ty 
lighting. impromptu octagonal arena. 

5 
Cancelled in Japan, and 

curiously re-born in 
America, Holy 
* ent ury arrives 
t's the life of Br 

PGs and strategy games, siblings in software form, exchange friendly 
greetings in titles that embrace ideas and ideals from both. For proof 
supporting that perhaps needlessly over-wordy statement, look no further 
than Quest 64. 

Although it features RPG mainstays like a largely relevant plot, characters to interact 
with and a ‘hero’ to guide through typical ‘adventuresome’ locales, the majority of 
Quest 64's gameplay involves turn-based combat. And, with assailants appearing on a Ue 
random and invariably all-too-frequent basis, saccharine-edged cartoon slaughter is i y 
forever first item on the Quest agenda. 

So if you were to, say, expect Imagineer'’s much-delayed epic to be an RPG in much 
the same way as, for example, Ze/da: Ocarina of Time is (or, rather, will be) an RPG, 
well... It's not. There are no ‘puzzles’ as such, main character Brian's feet remain 
resolutely on terra firma and there's little in the way of rea/ plot progression. But there's 
lots of combat. So it's a stroke for different folk. And it takes different strokes to rule 
the world, yes it does... 

({ ——s Quest 640— iN 64 



Although turn-based, Quest 64's combat system requires a certain degree of arcade 
skills to perfect. Seemingly complex at first, it's actually surprisingly simple and easy to 
control. And here's how it works. 

Let combat commence 

If Brian is in any open 
area, forest or cave, the 
chances of him é - 
encountering roving i) z : = * a 

groups of monsters are : HAH EATER 
high. Once a 
monster/monsters appear, 

personal ‘force fields’ 
appear around them and 
Brian. These define the 
distance each character 
can move in any one 
given turn. A second, 
much larger area is 
defined by a white 
perimeter. This is the 
‘battle area’. Should Brian 
pass this boundary, he can 
escape. During early stages of Quest 64, Brian almost always gets to 
make the first move. However, later sections see entirely the 
opposite occur. 

Magic attacks vary in form 
CiNeZEIEE TD and behaviour, and generally 
a have their own specific range 

of effect. A fireball spell, for 
example, can travel a decent 
distance, but won’‘t travel 
further than, say, a third of 
the battle area. A Water 
Pillar attack, by contrast, is 
executed in front of Brian, its 
damage radius dictated by its 
on-screen representation. 

Against certain monsters 
(and certainly against ‘boss’ characters), ranged assaults are near 
essential. 

Other, more subtle attacks include Restriction (immobilises an 
opponent), Ice Knife (a Water attack that damages monsters, and can 
also freeze them) and Drain Magic (which converts damage inflicted 
on assailants to magic points). 

And, if things are looking grim, there’s always the Escape spell... 

It’s simple. If Brian defeats his assailants, he gains experience that 

When Brian is close to an THEE), 
opponent, a representation Se ee) | 
of his staff appears above ray ‘ aca 
the relevant head. By ae Ss 
pressing the attack button, = ‘ . 
he strikes his assailant with 
his staff. While early 
monsters have simple, 

predictable and low-powered 
attacks, later assailants are a 
mite more clever. They'll have 
ranged attacks - some of which 
Brian can evade - as well as an 
entirely more damaging close- 
range assault. 

There are many, many 
different types of monster in RL ETERS SI eventually manifests itself in a bigger hit point total, more magic 
Quest 64. Pixies, for array points... Y’know, the usual. But if he loses, he’s automatically sent 

back to the last location the player saved their position. As save 
positions are generally located in towns, dying can mean having to 
travel a loooong way before reaching the point formerly occupied. 

With that in 
! i - | mind, it’s often 

ue : wise to leg it 
ere I ic i before a battle 

begins, especially 

example, are airborne and 
can’t be reached for close 
combat; the Wyvern is a 

huge dragon-like 
creature that 
attacks with fire; 
the Treeant fires 
Wind Cutter spells; 
the Orc Jr uses Rock if you‘re up 
spells that are easy against a big 
to evade. In fact, group of 

monsters, and 
you’re not one 
hundred percent 
sure of winning. 

almost every 
creature Brian 
encounters can best 
be dealt with in a certain way. Adapting your strategy to counter 
theirs is important. 

Quest 64’s combat sequences are almost like a game of Paper- 
Scissors-Stone in some ways, but it's not that difficult to figure out 
how best to beat each monster. 

Rie Lda 
panne 
amen) 
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Whoops. Brian 
EN eMC 

and must now face 
V eat -meeyary te (eo 

rie Shannon 

it's nice to meet 

m surprised 
this far so quic 

Sorry, Bri. A wee 
tyke like you has 
got no chance with 
a lady like that. Try 
growing a bit more. 

aga ta, master apprentice, 
you aa made it 

uest 64's beginning sees hero 
Brian — for you are he - setting 
out from a monastery. He's an 
apprentice Spirit Tamer, out on 

a quest to find his father and, ultimately, 
save the continent of Celtland. Of course, 
you've heard such basic story premises 
before. In RPG development circles, 

Tolkienesque 
journeys are de 
rigueur. A far cry 
from Thelma and 
Louise-style rites of 
passage, such 
adventures see 
heroes develop in 
strength and 
character. And, 
ahem, not fall off a 
cliff at the end. 

Only, in Quest 
64, Brian — and, yes, 
he really is called 
that and, no, you 

can't change the name — remains in stasis. 
No matter where you travel, or how strong 

ou 

he becomes, he's forever a vertically- 
challenged nipper with a propensity for 
scampering. Yes, he grows in power and 
magical stature with every aggressive 
encounter. But as a character? Well, at 
least he has the virtue of remaining 
relatively inoffensive. 

That, however, is not the problem as 
such. The structure of Quest 64 is fairly 
simple. There are ‘outside’ areas, in which 

wr? ee aT) ree AR LVa | 

Brian is attacked in 
random encounters. And, 
usually preceding a 
meeting with a ‘boss’ - 
type monster, there are 
forests where, again, 
Brian meets with much 
‘Where did they come 
from? Argh!'-type action. 
Finally, there are ‘town’ 
areas where the young 
lad's safe from attack, 
and gets to interact with 
the inhabitants. 

Let's get one thing 
straight, though: this is 
‘interaction’ with ‘LU’ 
plates. A speech bubble 
appears over the head of 
any character in range, and a simple tap of 
button ‘A’ engages Brian in a one-sided 
conversation. The individual imparts their 
piece, Brian remains an inert, forever 
passive figure. But, and this is a big but, 
more often than not the dialogue offered is 
of no use at all. Feeble and poorly-scribed 

Age 

as a scene-setting device, and almost 
wilfully unimaginative, over 90 per cent of 
the text to read in Quest 64 has no 
bearing on the ‘quest’ of the title 
whatsoever. Unforgivably, there are even a 
number of occasions where it’s not clearly 
stated — after speaking to everyone in 
town — where Brian must go next. 
Granted, there's generally only one other 
place on the Start-activated map screen to 

ene galvaning 
What*?s this? What business 

ou have in ere sae ies 
| i 

eRe ete ee ora Raat ‘ool 

Back off! The King of Beasts is in 
V no mood to receive visitors. 

"T : 
Some of the scenery and locations do 

V fall on the pretty side of ‘ooooh!’ 

visit at any one time, but hey... 

There are no examples of what you 
could describe as ‘puzzles’ in Quest 64. 
There's no monetary system — instead, 
certain citizens with philanthropic 
tendencies ‘give’ Brian objects, or he 
occasionally gains them after a fight. In 
fact, outside the confines of its battle 
mode, Quest 64 offers nothing to tax the 
mind of any N64 owner. 



wrnm Kiviae 
How are we pirates goin 
make a living? We hear 
there?s a sorceress who 
performs water magic 

Um elise MILE axel eli) 
things to do and people to see. 

Go, now, if you will, and read the 
boxes describing Quest's combat 
sequences and magic system. Finished? 
Then we'll continue. 

Quest 64's battles are, although often 
too frequent in 
number, very 
enjoyable. By 
adding certain 
real-time 
features to a 
turn-based 
combat system, Imagineer have sought to 
involve the player to a greater degree. 
And, by and large, they've succeeded. The 
magic system encourages rational thinking 
and experiment — like: should | hit this ice 
monster with a fire attack? No, I'll try that 
Ice Dagger attack... - and allows players to 
develop Brian's abilities as they see fit, 
thanks to the player-controlled allocation 
of elemental power. 

A ‘proper’ hotel and tavern with no 
V food left? What kind of joint is this? 

iL Alexandin 
What do you say, lad? This 
is @ proper hotel an 
tavern, Not much food left, 
but would you like a room? 

to 

So you are Brian? Your 
reputation grows with every 
victory, My name is Epona, — 
You have the sagic jewel, 

A Pe Tee eM Me eM C8 Lede A) 
lips in the world of Celtland. 

RR Le CR Cole) 
place to pick up some water spells. 

So, ina 
sense, Quest 64 
is less RPG, more 
turn-based 
strategy game 

with RPG overtones. Or, if you want to 
look at matters another way, an ‘old skool’ 
adventure that owes more to late NES and 
early SNES role playing games than, say, 
the later, more sophisticated works of Enix, 

or Square, or any other such developer. 
While glancing around this review, you 

may notice that Quest 64 is, on a number 
of occasions, an inordinately pretty game. 
Its town areas are, in particular, vibrant 
and evocative, providing a real sense of 
‘being there’ with their pleasing detail and 
solidity. But, ultimately... Well, the 
contribution these visuals make, in any 
manner other than the aesthetic, is 
minimal. You can wander into buildings 
and natter with individuals, or look for 
treasure chests containing goodies, but 
that's as far as the interaction goes. When 
Brian's out travelling across a landscape, 
the invariably attractive view before him is 
just yet more land to walk over, and be 
attacked on. 

Brian's first four sub-adventures 
involve the retrieval of four orbs — wind, 
earth, fire and water respectively — and, 
predictably, each is gained by travelling 
through a dangerous cave or forest in 
order to meet a ‘boss’ monster. These 
bosses are, by and large, rather simple to 
beat, with a little thought and careful 

> 
Meeting old 
friends gives 

Brian the 
chance to 
Tema ad 
eee gu eles 

You'll love 
UM eed 
ESA ure) 
EMA 1h 
Larue ks 

J 
The woods are 
full of strange 
loge} gx) 
spoiling for a 
good scrap. 

conserving of healing items. After each 
individual has been dispatched, Brian gets 
to explore a new area of Celtland. Trouble 
is, each area has its own lovely town (or 
possibly two), and landscapes to wander 
over... But it’s all eye candy, and little 
more. It's satisfying to visit new places, and 
even to read the pap their inhabitants have 
to impart, but the fact remains: these are 
just sights to ‘see’. You can't ‘do’ anything 

with them. 
Still, Quest 64 is an 

enjoyable game, despite its 
lightweight plot and 
relative simplicity. There are 
a number of points we'd 
like to see addressed before 

a UK release — for example, the addition of 
more than one piece of combat music, and 
perhaps someone could try and optimise 
the town sections so there's not quite so 
much slowdown — but in no way would, 
say, your average RPG nut be too 
disappointed. Like Goemon, it's fairly easy 
to finish, but the desire to satisfy 
completist urges is catered for in the form 
of the different Elements to collect. After 
all, unless you find every single one, it's 
not as if you've truly finished the game, is 
it? Well, is it? 

But Quest 64 is not a great game. Just 
good. And, despite the huge number of 
words available to describe it, there's only 
one truly suited to the task: ‘nice’. Quest 
64 is ‘nice’. Expect a Zelda or a Final 
Fantasy and you'll be sorely unamused. 
Hope for a ‘nice’ little diversion sans 
puzzles and complexity, but with pretty 
towns and a novel combat system, you'll 
not... cue drumroll... regret requesting a 
copy from your local software emporium. 
At least, not too much... 

Very pretty but 
somewhat repetitive and 
nondescript in places. 

Repetitive and annoying 
music. Sound effects are 

functional at best. 

The basic structure's as 
old as the hills. 

It's not difficult to 
complete but there's 
enough to keep you 

going for a bit. 

Aa ites 
Not brilliant, but 
certainly ‘nice’. 

Entertaining... While it 
lasts. 

LuOdwi 
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FIREWORKS 
If you can't manage to 
score a home run, you 
can see the pretty 
fireworks display for free 
by pressing Z and R 
together in the View 
Stadium mode. Oooh. 

Brilliantly animated 
fuzzy uglymen. 

Authentic stadium noise, 
and comments from the 
world famous Grifter. 

You'd think Nintendo 
would have told 

developers Angel Studios 
how to turn the fuzz off. 

Playing through an entire 
season will take forever. 

Maes 
A Wayne Gretzky sort of 
baseball game. Fast and 
furious, but is that what 

baseball fans enjoy? 

He swings, he misses, 
he’s out of here. 

MAJOR 

gs BASEBALL ee ~ Woes Heer ~ 

espite what our extensive 
Banjo-Kazooie coverage might 
have lead you to believe, this 
month's biggest event was not 

the release of Rare’s game. It was 
something we had been looking forward 
to for months — the fabled day when not 
one but two baseball games would arrive 
in the office at the same time — it was 
absolute anarchy in the games room, with 
Tim and Wil almost coming to blows over 
which one to play first, and... Oh. Sorry. 

No two ways about it, baseball is an 
extremely boring sport, as anyone who has 
ever tried to watch a game on Channel 5 
will testify. The games last for hours, and 
the only things the commentators ever 
seem to get excited about are the pages 
and pages of deadly dull statistics that pop 
up on the screen after each brief flurry of 
activity on the field. But the Americans 
love every dreary minute of it, and 
consequently, Nintendo's Major League 
Baseball has been near the top of many 
Yankee wish lists for quite some time now. 
So we'll try and appreciate it as an N64 
game, not as a simulation of one of the 
world’s dullest sports. 

Gameplay is fairly simple and hassle- 
free — you don't need to know all the 
intricate rules and regulations to 
understand what's going on. Pitching, 
always the easiest part of a baseball game, 
is performed in much the same way as 
Konami's Power Pro Baseball. You move a 
blinking cursor to where you want the ball 
to go, select one of four different types of 

<{ Racing 
towards first 
ee y am 7B 
make it? 
Probably not. 

e 

Polite @ 
Eye} el eLURY =} 
em) 

V sidelines. 

Pe 
an AS 

Ue Te eT Lk 
always very impressive. 

throw, and watch the ball 
hurtle towards the batter at a 
ridiculous speed. Which makes 
batting a bit of a hit and miss, 
miss, miss affair, until you 
realise that you have to start your swing 
almost as soon as the ball leaves the 
pitcher's hand. 

With the computer varying the speed 
and direction of every pitch, it can be 
frustratingly difficult to make contact with 
the ball, as you simply don't have enough 
time to move the batting cursor over the 
small white square that indicates where the 
ball is heading. With practice, we did 
manage to hit a couple of ‘homers’, and 
were rewarded with fireworks and high 
fives from the dugout, but most of the 
time the computer just administered a 
merciless thrashing. 

Graphics are acceptable, rather than 
spectacular. The players are well animated, 
and the camera cuts away quickly and 
smoothly to give TV-style views of the 

Grace is introduced 
to the crowd. 

Major League Baseball 
NINTENDO 

3 een 3 amas... 

action. Unfortunately, the dreaded N64 
fuzz is present in headache-inducing 
amounts, making the whole game look like 
it's being viewed through tracing paper. 
The players also appear to have detachable 
limbs, double jointed wrists and elbows, 
and disturbing Peter Beardsley humps on 
their backs. They're not quite as ugly as 
World Cup 98's but it's a close run thing. 

At least it plays better than it looks. As 
an arcadey sort of baseball game it works 
very well. You don't need to use every 
button on the control pad, and the swift 
pace of the game means that you don't 
have to wait more than a minute or two to 
get a turn at batting. But players wanting a 
more authentic baseball experience might 
want to look elsewhere... 

MARTIN KITTS 



Star Baseball 

pita 

BASEBALL 
he second part of this month's 
glorious festival of baseball is a 
rather different kettle of fish. It 
caused work to grind to a halt 

throughout the building as a crowd of 
drooling onlookers gathered to marvel at 
what must surely be the N64's most 
impressive-looking game to date. It even 
managed to provoke a reaction out of 
James, who strolled into the games room, 
looked at the screen and said: “Oh. 
baseball." And then strolled on out again. 
Now that's praise. 

You really do have to see Al Star 
Baseball in action to appreciate the sheer 
beauty of its hi-res graphics. It's so sharp, so 
fluid, that were it not for the little menus 
and cursors on screen, you could almost 
mistake it for a TV broadcast. The stadiums 
are incredibly detailed, right down to the 
cityscapes visible through the gaps and 
windows, and the jumbo TV screens in the 
distance that show close ups of the action. 
The 700 players are based on their real life 
counterparts and, unlike MLB, they actually 
look like their photos. They even have 
accurate stances and batting styles, and vary 
enough for you to tell them apart without 
having to look at the name captions. It's an 
incredible feat of 3D modelling, and all the 
more impressive when you take into 
account the light sourcing, which casts 
multiple shadows in floodlit games, the soft 
skinning, which eliminates all those 
unsightly polygon seams, and the 
consistently high frame rate. 

It does, however, suffer from the same 
problem as QuarterBack Club, namely that 

it looks a little cold and soulless when the 
players stop moving, but that’s not really a 
serious complaint. It's just that it's a bit 
disturbing seeing players that look this 
realistic not actually breathing. 

All Star plays much more like a 
simulation than Major League. The games 
can take hours, with most of the time being 
spent waiting for the batters to step up to 
the plate and the pitcher to compose 
himself. The action is over in a second, 
assuming the batter misses, and then there's 
another period of waiting for the players to 
settle down again before the next ball can 
be thrown. 

But despite all the enforced breaks in the 
action, we found Al/ Star was considerably 
more engrossing to play than Nintendo's 
effort. It's slower, so it's easier to hit the ball, 
and the pitching system is a lot better, with 
eight different balls available to each pitcher, 
and the rumble pak used to great effect to 
warn you when you're aiming outside the 
strike zone. The amount of options available 
during the game can be a bit bewildering — 
especially if, like us, you don't really know 
anything about baseball — but it's possible to 
get by using only the basic commands. 

So, which of this month's baseball 
twosome should you go for? Well, for our 
money All Star is a much better bet. It might 
take almost as long as the real thing to play, 
but it's meticulously designed, it's full of all 
the options MLB lacks (including a super- 
detailed Create-a-player mode), and, most 
importantly, it'll impress the hell out of your 
mates. 

MARTIN KITTS 

WAFER THIN 
As in other Acclaim 
sports games, there are 
tonnes of secret cheats 
to find. Try entering 
PRPPAPLYR to turn your 
team into a scary bunch 
of bendy paper cutouts. 

Thump, thump, thump 
(the sound of jaws 
hitting the floor). 

Lacks atmosphere — the 
crowd can't be bothered 

to cheer. 

Much easier to control 
than any other baseball 

game. 

More than enough 
options to keep you 

interested. 

About as good as 
baseball sims are ever 

likely to get. 

Luiddwi 



PREVIOUSLY IN N64 

PRACTICE MAKES 
PERFECT 
Again, we've all seen 
practice modes on 
fighting games before 
now, but the Bio Freaks 
equivalent is really rather 
smart. You can tailor the 
behaviour of the 
‘dummy’, disable moves 
and features — pretty ~ 
much everything. And, et : : wounds 
of course, there's a large continue to 
moves list available to gush blood is 
summon, so you can . particularly 
practice the more gruesome. 

complex, gore-getting 
attacks. Trouble is, they Ps 
never seem to work as 
well during proper 
matches... 

A A Bio Freaks is a very dark and 

The fact that gloomy game. Miserable git. 

A genuine 
flying battle. 
Such as it is. 
One punch 

Meer 

: 

A Don't laugh. If your arm fell 
elim el eM tel CMe) ] 
ogee Lan coed 

No flamethrower action. 
With Purge, that's rare... 

| bet this is some kind of [> 
‘blow inflicted’ event. And 

it is. You owe me a fiver. 

The team battle option. You 
(eee CoM iM igt iS 
fighters on each side. 

y itinerary for today reads thus: 
1: Re-arrange the following words into a typical, formulaic 
review-type summary: is, the, not, Bio Freaks, genre-defining, 
superlative, N64, fighting, game, the and needs. 

2: Deride Bio Freaks for lacking cohesive, free-flowing move sequences and 
all-important ‘balance’. 
3: Remember to use the word ‘hyperbole’ in the correct context, eg: ‘The 
hyperbole surrounding my rocket ship underpants began amongst the 
admiring supermodel cognoscente.' 
4: Play Bio Freaks more, when everything about it makes it the kind of 
fighting game | usually dislike but, strangely, in this instance, don't mind. 
5: Make note to never again begin a review with a numbered series of 
points in the guise of an ‘itinerary’. 
Onwards then... 

new beat-'em-ups in one month. Freakish indeed... 



Bio Freaks is not your average, common-or-garden beat-'em-up. Most of its ten arenas lend themselves 
towards terrain-influenced fights, with players kicking each other into lava, off cliffs and other such ruck- 
based nonsense. What's more, they're conducive to sneaky ‘leg it, then shoot from a safe spot'-style play. 
Naturally, you'll want to know all about them. So here's the lot, in all their glory... 

This one's a wireframe monstrosity. If you've seen Tron, you'll be 
keeping one eye out for futuristic cyber-cycles, for fear of being 
run over. No, really. 

Nope. Being 
a ‘training’ stage, it's perfectly safe for, say, toddlers, small mice and 
curious badgers — and more besides. 

Play on this stage, 
it's a fair mano-et-mano 
encounter. With terrain no longer 
an issue, it's your attacks alone 
ist liee)e [aie 

Fighting, of course. 
And doesn't Sabotage look-great 
with that nice little ‘off the 
shoulder’ number? Heh heh. 

Ped ira eee om USM cL reat c-Y< oe ol a) 

With the Statue of Liberty in one 
corner, this one reminds us of 
Planet of the Apes. Imagine that, 
CRA Cel VMOU FM UU Ue 
Hang on, though... 

ance Melero cart ela 
end. Push your opponent inside it 
and they'll burn for a moment, 
before being hurled back out. 

Punch your 
opponent out of the air and into the furnace. Oh, and when the 
Mrs Liberty chants the mantra: ‘There's no tea to beat PG — it's the 
taste.’ Only joking... 

Delta's doing one of her 
laser attacks. Kind of like a John Michelle Jarré concert, with similar 
soul-piercing potential. 

It's as gloomy and dark as 
its companion levels, but... 

Nope. Is that a hint of cheery 
Fada eo ed 
corner? And a hint of 

TARA fairground music in the 
Liana a nee UCC background? 
and move on toa 
more interesting Well, there are a 
one. few boxes you can hide 

behind. We tried to stand on 
them, but they tend to make 
your fighter wobble in an undignified (and unintentional) manner. 

Launch into a 
series of combos in time to the faint fairground music. Oh, and 
trapping your opponent behind one of those boxes. 

aul esxom aCe) IAF MeL LImOL A= 
of his many flame attacks, Sappo's heading for the hills. 

a fully-fledged textured background. 

Basic, run-of-the- 
mill punch and kick 
combos in a basic, 
run-of-the-mill 
arena. Yawn. 

A great level, this. Minimalist in that there's not much happening on the ground, spice is 
added with the addition of raised platforms around the interior walls. 

No dangerous stuff, but you can — if you're 
despicable — try to ‘camp’ on a platform and shoot your opponent out of the air when they 
try to join you... 

‘Camp’ on.a platform and shoot your 
opponent out of the air. Heh heh heh. 

Delta's sniping. And Psyclown's probably getting a bit 
peeved by now... 

SsaViAddi Old ozo e 



iological Flying Robotic Enhanced 
Armoured Killing Synthoids, or Bio Freaks, 
is a beat-’em-up. But cast all thoughts of 
Virtua Fighter or Tekken from your mind. 

Don't even consider Street Fighter series 
mainstays, or the increasingly less tangible merits of 
the Mortal Kombat series. 

You see, combat in Bio Freaks takes place in a 
series of themed arenas. These are large, and often 
feature elements that players can interact with, like 

platforms to stand on, or lava to fall in to. Secondly, 
its protagonists — an eclectic and well-defined 
collection of folks, more on which later — can fly for 
periods dictated by a separate energy bar. Each has a 
projectile attack, accessed via a simple button press. 
Finally, a ‘shield’ move grants a degree of protection 

contd. 

for a limited timespan. Oh, and all characters can 
move ‘around’ their opponents, too. 

Gun-ho 
Individually, each of the above features could be 
considered good, even noteworthy ideas. In practice, 
their inclusion makes Bio Freaks an unwieldy game 
to play, the design equivalent of sticking a ferret up 
the trouser leg of a man on stilts. 

Street Fighter has long been criticised for its 
projectile attacks, as less sporting individuals often 
attempt to hide behind a barrage of Ryu's fireballs. 
But, at very least, its relatively small screen area 
means that it's possible for the defending player to 
nimbly leap across and remonstrate. Bio Freaks, by 
contrast, has long-range attacks that are instigated 

One of the more involved levels. With raised platforms and a dangerous lava 
pool on one side, this stage lends itself to mid-air battles. 

Yep, the lava and the ‘lavafall’ that fills it. 
Knock your opponent into the 

lava. Well, naturally. Then, while they writhe, you find a good spot from which to r 
do it again... 

After much arbitrary exchanging 
of fire and bullets between the pair, Purge's arm has fallen off. But isn't that 
always the way? 

Singing lava, lava, lava, lava... 

no. 

some real fighting. 
Sheesh. 

STULL Com arC) 
just performed, 
Sacco harem ele ULL OF 
and Sabotage is hopping 
in agony. Yet when her 
arm falls off, she hardly 
blinks. Weird. 

stage. 

Well, there's the small 
matter of the arena being surrounded by lava. But; apart from that, 

knock each other over the ledge and into the lava and get on with S ro) 

Replace the lava of Hard arena 1 with green goo (it's some kind of 
toxic waste, we'd presume) and, voila - you have the third Hard 

Nielem-l ohn 

PCC CR Ue 
with a few higher 
platforms to practice 
your marksmanship 
from. Stop trying to 

Oh yes. There are 
eye ants 
Mela dara agreceelinca Valls 
exposed. Push your 
opponent inside, and 
they're flung back out 
Cy Taker Wa ort meg oa gn On 
Fab. 

CTT Me com MLS 
with your jump jets to 
enjoy this arena. 

Well, there are loads of 
platforms of different 
sizes. If you're eager for 
a more strategic type of 
bout, this is the stage to 

go for. 

EN 
as Sabotage and 
throw a sword 
through your 
opponent's body, 
flinging them into 
aaa Lae 
the process. 

platform you're on. 

7x21 a Xo 010) oo 

above to work - the collision detection appears to be abit wonky 
when you push someone against the animated panel. 

Punch your nemesis in the pants, causing them to topple from the 

Note just how far the camera can zoom out. It's not much use if 
you've only got a tiny portable TV, though... 

with the press of a single button. You can fly or jump 
to dodge such assaults, of course, but so too can 
your opponent. The fact that it's so easy to launch a 
rain of bullets from the other side of an arena leads 
to many arbitrary, tit-for-tat exchanges of 
ammunition. Many battles, then, are not so much 
fights to the death as wars of attrition. 

The ability to fly is fine in principle, but in 
practice it allows players to evade and, again, pepper 
their opponents with firepower from a distance. 
What's more, the mid-air battles its inclusion 
promises is never quite realised. You can hover 
alongside an opponent and deliver a blow that sends 
them plummeting to the ground, but that's about it. 

The ‘shield’ move, too, leaves a lot to be desired. 
Once activated, this awards a degree of protection to 

Actually get the 

ett 

Playing hide and seek. 



the player in question. They're capable of 
approaching their opponent with impunity, 
safe from the body-ripping rigours of 
gunfire. Trouble is, it's all too easy for the 
rival in question to activate their own 
shield, or simply fly out of harm's reach 
until its power runs out. 

Gore blimey, guv'ner 
The incentive to get closer to an opponent 
and execute ‘proper’ moves is provided by 
Bio Freaks’ high gore content. Put plainly, 
you can remove limbs from your 
opponents. Do so, and the round continues 
as the sizable wound inflicted on your rival 
pours with blood — a particularly gruesome 
sight. More serious, bout-winning moves 
such as decapitations are also on offer; it's 
even possible to slice your nemesis in half. 

Like a twisted take on the Pavlovian 
reward system, this OTT violence 
encourages (but far from guarantees) a 
more traditional brand of face-to-face 
combat. But even these close-range 
encounters aren't as satisfying as they 
perhaps should be. Somehow, the 
combatants appear just a fraction too slow 
to facilitate 
flowing, well- 
constructed 
attacks. And, 
while each 
character may 
have around 20 
unique moves, 

these are often 
a pain to 
perform, 
especially while 
under fire. The 
temptation to 
simply not 
bother and find 
a decent 
vantage point 
to snipe from is 
considerable 
and difficult to 
resist. 

Fly me to the moon 
PVE eM ge CM MM Mae Ura ae-lol LOCO NAA LURe Um1 e242 
bar dictating the duration, players can send their fighter airborne. Short bursts of 
power are best — and allow you to stay aloft for longer — but don’t get your hopes 
up for Japanese Manga-style mid-air battles. You see, one punch sends either 
combatant hurtling towards the ground, so it’s best used for strafing and getting 
about the place. Oh, and it's handy for scarpering, too. 

ete) ecole 
blades, Purge can’t 
remain in the air for 
any longer. 

UR ETL) Le 
Se ee Ley 

EW el) let Ret Bk) 
plummet! Underpant! 

SUN) Aer Le) 
diagonal sniping... 
Basically, there's 
none. But it works... 

Of course, the best [> 
bit about being able 

om are celle mia 
But don’t get caught. 

ee 
ed 

You lose. And to Psyclown. A clown 
that’s just a tad psycho. Crazy, eh? 

Purge’s flame attacks are among the best 
offensive moves in the game. Firetastic, mates. 

<{ This is one of our faves. And, better still, it leaves 

Bio Freaks does, however, distance 
itself from a number of its contemporaries 
in one significant respect: it looks fabulous. 
Each character is superbly crafted, with no 
trace of clipping or flicker. At close range 
during the obligatory pre-match posturing, 
it's hard not to marvel at the quality of 
each fighter's textured physiques. Bio 
Freaks is also enriched as a visual 
experience by its sheer range of incidental 
animations, like blinking, smiling, drooling 
and, ahem, farting. 

you in a great position to run away afterwards. 

A “racking names to 
accompany some 
cracking bones. 

Vile Axel mse]! ey Pan Td 
scantily clad ladies. 

Apparently, Bio Freaks 
was originally pencilled in 
for launch as an arcade 
machine, but Midway 
decided to launch it for 
console instead. It's not hard 
to understand why. Too 
flawed to be a great game, 
yet enjoyable enough to be 
categorised somewhere 
above the all-important 
average mark, Bio Freaks is a queasy 
alliance of gimmicks, stunning visuals and 
stilted, difficult to categorise gameplay. 

A conclusion, then: Genre-defining 
needs superlative fighting game the Bio 

Freaks N64 is not game. And that's a UML RC CaO LIL 
shame damn. dryer.” Can't beat a bit of Bully. Nope. 

JAMES PRICE 

YOUR BIO FREAK 
SMELLS OF WEE 

The Taunt move may 
not be a Bio Freaks 
innovation, but it does 
do them well. From 
Sappo's put-thumb-on- 
nose-and-wiggle-fingers 
move to Delta bending 
over and patting her 
bum with her sword — 
with a suitably sassy 
accompanying comment 
— there are an eclectic 
range of ‘digs’ on offer. 
There are also, if you 
spend the time to find 
them, a fair number of 
actual moves that are 
worth a quick snigger, 
the best of which is 
probably Bullzeye's 
‘dance’ move. He fires 
his gun, and his 
opponent, obligingly, 
does a quick jig. 
Marvellous. 

Superb close-up, merely 
very good during 

battles. The arenas could 
be more detailed. 

A wide assortment of 
tunes, and the expected 

screams, grunts and 
even howls of pain. 

Only the N64 could 
manage the superb 

character animation and 
definition. 

There are plenty of 
things to discover so it'll 
keep you engrossed for 

a fair old while. 

VERDICT 
Bio Freaks will delight 

casual players, but 
disappoint brawling 

purists. 

August 1998 
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IMPORT 

As good as a chess 
board is going to look, 
but general presentation 

is a bit Robin Reliant. 

Over 50 different sound 
effects, all of which are 
the same, and some 
soothing ambience. 

Hard working Al that'll 
run rings round you to 

start with. 

Well, really, it's infinite 
and, if you like chess 
(which is kind of a 

prerequisite for buying 
Virtual Chess) then this 

is perfection itself. 

Shabbily presented but 
as close to a rattling 

good think-frenzy with 
Kasparov as you're going 
to get. Your move, then. 

88 Issue 18 

4 Queen. Again. 
Killing someone. 
She's got a problem. 

Ue Tegel T CLL 
over the piece that’s 

' available to move. 
V Handy, that. 

eet 

ra Meee MY od) 
attached to a wheelbarrow. 
Ifo (TXT VK 

The old Queen deals out 
Ryall (eM URI cee) 

scraggy old pawn. Nice one. 

A The board, with 
the help of some 
camera twitching. 

<{ Titus. Watch him 
yelp... Then gun 
him down with an 
ETc eK LNA 

Eee 

Banjo? Pah! Chess is where the N64's at... 
hess, then. A game that you can 
buy for 20p at your local car boot 
sale, along with a side order of 
Alvin Stardust LPs. But, of course, 

that particular version of chess, with its 
bent corners and missing pieces, doesn’t 
have a computer opponent with 
championship Al, 360° tilt on the board, 
high-res graphics and piece-taking 
animations, does it? 

All of which Virtual Chess does, 
indeed, have, as well as a Tutorial 
presented by the lovable, and obviously 
rabid, Titus the Fox, multiple difficulty 
levels and end-of-game cut scenes where a 
fat bloke in a Viking suit knocks on a small 
fairytale house (five or six times) and then 
watches the door fall open on him and 
crush him, unfortunately, to death. 

A “Ooooh. Aren't you naughhhhty? Tsk. 
What am | going to with you? Er, you 
fat pig. Oh, just let me kill you, eh?” 

What we all want to know, though, 
more than what cosmetic accompaniment 
there is, is whether Virtual Chess does a 
sturdy job of recreating the thinking man's 
board game. And the answer is ‘yes’, all be 
it in a slightly ugly way. See, the high-res 
graphics are entirely reserved for the in- 
game proceedings leaving the rest of 
Virtual Chess to look like a shabby old 
mess. The options screen, for example, 
looks like it’s been scribbled on with felt 
tips and the tutorial, with Titus, is useful 
but hideous to watch unfold. Especially 
when he attempts to smile or move. Best 
lay down those hunting traps and hope he 
catches his leg. 

Be thankful, then, that the actual 
process of playing chess is really very 
good. The fact that this is on the N64 -a 
machine with the celebrated ability of 
creating supremely high levels of Al with 
very little work — obviously helps, but Titus 
have been careful to shunt a CPU 
opponent, on the higher difficulty settings, 
of world championship standard into the 
game. In fact, the same system 
incorporated here, was able to defeat chess 
master Gary Kasparov, so expect a tough 
old battle when you're feeling ready to up 
the stakes a bit. 

Once you've taken a piece from your 
opponent, all the other pieces clear off and 
the two pieces in contention turn into 
completely different 
animals/humans/things. So, when you 
take a pawn with a knight, you'll be 

Virtual Chess 

ans s 

= 7 \ 

watching a fat grunt with stubble and 
rubbish clothes (the pawn) be butted bull- 
style by the skeleton head of a deer 
attached to a wheelbarrow (the knight). 
It's not really very impressive, though, and 
looks shamefully amateur. 

The game itself is actually pretty 
difficult, as you'd expect but, throughout 
the contest, you can seek the CPU's ideal 
move by pressing the B button. Strangely, 
though, it'll sometimes tell you to move to 
a certain place — which you do, trusting its 
judgement — and then move in on your 
King and devastate your second line. This 
back-stabbing occurs pretty frequently so, 
for the first timer, there's really very little 
margin for error. 

So, is Virtual Chess worth a go? Well, 
it's an expensive alternative to a game 
you've probably got hidden away in a 
cupboard somewhere but, equally, it's a 
good deal more challenging than a Sunday 
afternoon téte-a-téte with Grandad and his 
cabbage smell. And, crucially, this 
opponent is always willing to play and 
doesn't talk about mobile libraries... 

TIM WEAVER 



BAGAZAING 

ely 

Cele at Ue eC 
with scary-faced loons called Angelo and ~ 
freaks who stick pins in themselves, the 
N64 Compo rolls into town once again... 

here's nothing worse than 
flicking on the box, of a Saturday 
eve, and being faced with the 
prospect of City Central, Casualty 

re-runs, one lottery number and a TV 
movie called ‘Death Stalker: Hate in a 
Wheelbarrow’ starring Victoria Principal 
and David Warner and set in a Hungarian 
farming village. Only Match of the Day 
can rescue you now except... Except... 
Jimmy Hill is explaining the rules of the 
professional foul. Aaaaaaaaaaaaaargh! 

Luckily, N64 and top anime peddlers 
A.D.Vision have got together to save your 
Saturday nights. Up for grabs this month 
are two fantastic anime action-fests, Neon 
Genesis Evangelion (PG) and Dirty Pair 
Flash (12), new to the UK and -ina 
Cleopatra-style turn of events — comin’ 
atcha! Both come complete with wide- 
eyed, short-skirted Japanese schoolgirls and 
dubbing from quality B-movie actors. 

Neon Genesis Evangelion comprises 
two more episodes - 17 and 18, actually — 
in the on-going series from Director Hideaki 
Anno and Dirty Pair Flash — cracking title! — 
has the first two episodes of a series that 
could go on as long. Both have been 
watched by Wil and both have received a 
hearty thumbs up from the Wise One From 
Essex. So, what are you waiting for? 

Oh, yes, what you have to do. Well, it’s 
fairly simple, really. We want to decorate 
our walls a little. Spice things up a bit in the 
old interior decoration department. Put pen 
to paper and draw us a manga-style 
cartoon strip. We don't care what it's 
about, as long as it makes us sit up and 
look, and as long as it's no more than ten 
panels long. Okay? Can't wait, us. 

How to enter 
Simply send your scribblings to: 

Nett UT 
N64 Magazine 
30 Monmouth Street 
Bath 
BA1 2BW 

Sead! 

iisSOIGIA NIM =O MOH LAs) | 

Phen 

y.N 
NOY MAY RY 

ENGIN 

The prizes (© 

Want to own those 
videos? Just send us a cartoon strip 
of up to ten panels. James'll have a 
look, Tim'll have a look, Martin'll 
have a stare, Andrea'll go on 
holiday (again), Paul'll do an 
impression of Captain Pugwash and 
MATZ eee are care Com aa marl) 
decision. Or not. Depends how we 
feel. And what his hair looks like on 
the closing date. The best five 
Ta aa orn Xe o- ee) oO) 
Neon Genesis Evangelion, Dirty Pair 
Flash and a big old exclusive-style 
poster. The very best will also have 
Lata eld aod a1 e MAM UL CUCM SUT 
of N64 Magazine. Nicely! 

Rules 
APM asa emu mT 
1st. 1998. r 
2. Employees of Future and A.D.Vision a 
not - that's not - enter. : 
ERM M CU mene CeCe eee Ue: Ul 
envelope if you want your masterpiece 
CR Laelia oe WN as as OR Lr 
someone's going to get it big-style.” 
PREM UNAS A 
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z build winning landscapes in 

by Daniel Glenfield 

Water game! It's sea-perb. Dripping 
brilliant! SLAP! (Whoops. Daniel 
seems to have had 
Elam leale (aa ay 

iv j) 

Farm ec 
Wetrix. It might not be the 
essential purchase of the summer, 
eT ae ol Peace eo | a) 

certainly one of the best. 
Your first couple of games — if 

you're anything like us — quickly 
Taro MTA MNicclccl gard cc\V/com ol) al cr-Ua 
the basics and you can soon 
build scores into the hundreds 
of thousands and — with 
practice — millions. 

We'll open a new section 
in I'm the Best for Wetrix if we 
get enough entries. To get to 
the top of the leaderboard, you 
Calan ilae Mtns MOL] B 

We reviewed watery puzzler 
PREVIOUSLY IN N64 cia eat me ae Loe 

N64 .....: 



( BEFORE YOU START 
Master the basics. You know it makes sense. 

@ Make sure you complete all eight of the practice lessons before venturing into Wetrix's other 
game modes and make sure you are comfortable with each one. Spend time on the last lesson 
watching the computer and only move on when you can beat him to the 25,000 point mark. All 
this may take a while but it really is worth it. 

@ Use the D-pad rather than the analogue stick. It's slightly slower but makes it easier to 
position uppers, downers etc. 

@ Experiment with your first few go's on what shape base you're going to build, and try to build 
pools for ducks early on as well as a bomb pile (more on that later). Alternatively, just copy ours. 

( GENERAL TIPS i, 
Camera 
Medium zoom is the preferred distance as it lets 
you see all the area that you need to while being 
close enough to allow for pinpoint accuracy when 
placing pieces 
together. 
Matta 
coupled with 
the Top-C 
view (almost 
directly above 
isto oreo lard 
EU A eeg beg 
of -teel nt) 
(slightly) 
easier to play. 

eli kg 
Vitally important to your game, the perimeter stops 
water from falling into the drain and causing the 
dreaded ‘Game Over’ message to appear. Build 
your barrier all the way around the edge of the 
playing area to hold as much water as you can. 
Make the walls higher to hold more water, but we 
don't recommend raising them above two levels 
due to the increased risk of earthquakes. 

OS eda | 

Tal ade at Pe Cad Dat 
' CH Care 

y 

Base plan 
When starting a new 

game get the base 
yA ni eb Cel) 
screw up, start 
again — don't 
iN men C 

you'll only 
make it harder 
Lemos 

Drips 
NIAC) 
Waals 
Ea og 
EW! 
blue/yellow 
ELC 
indicating 
crea 
am TS 
drips are. On 
their own 
drips aren't a problem, but when there are several 
the drain will fill up rapidly, causing you to lose the 
game. Plug up multiple drips with an upper (you can 
always reduce the land to what it was when the 
correct downer appears). 

Earthquakes 
The bane of Wetrix. An 
earthquake will 
destroy random 
pieces of raised 
land, causing any 
water they were 
containing to leak 
and fill up the 
drain. Should an 
earthquake occur 
you need to dump 
fe) (tetera Co 
unless they are uppers, in 
which case put 
itn saa ict el ay 4 
damaged parts of 
file ol algae 
while fireballs are 
used to evaporate 
EVE Loe 

7) 
palatal a det * 

S| DO 

4 

Mac 
rae rv 

Ayal] 
Space 
NAV atlas area nl 
square uppers to 
create two ponds 
next to each other, 
overlap them so they 
share the same wall. 
BRISA fel) 
space which means there's more room for water! 

Saving time 
When you have two 
Evo} Fea ian eLcce- laren! 
large number of 
water bubbles M3 
can divide the water 
between them by 
dropping it on the 
wall that they both 

share; handy for making ducks appear 
Celie 

Just a little more space 
Downers can be used near the confining 
walls of a lake to make them a tiny bit 
thinner, allowing for a few more drops of 
YU aca Vmalol mnt Coma Plame Lae 
you do it on every edge of every lake it 
soon adds up. 

Weld tages 
Be extremely careful when doing this near the 
perimeter of the playing surface, because if the 
downer is positioned incorrectly the water will leak 
into the drain very fast. 

Smart bombs 
You MUST remember to use these, as they can 
UCU Mellaiccr ne Mn Wale t ie RSuT- Lam ole) to) 
activated all the water on the playing surface 
evaporates and all the land shrinks down to the 
lowest level. You are then given several uppers to 
start a new base with before more water comes 
down (just like 
eat lay oar Waa 
game). The 
best time to 
press the 
button is 
Maa 
drain meter is 
near to the 
top and rising 
ie cim olla ol 
quick! 

is 2 Maha 

PSR REP MRSC etre bam) iar: ““OL MOH 

Pos rte} SS 
GO! 

rr aE) LS [ey] 1 



Ducks 
These multiply your score differently depending on 
how many are in your world. One duck sets the 
multiplier to double, two ducks sets it to quadruple 
and so on. The duck multiplier can also link up 
with the rainbow multiplier for big points. 
Depending on how good you are you can add 
more duck ponds via square uppers but watch that 

a “earthquake meter. Our best duck count is six but 
___ three is a good working total. i 

Yi e) 
MACAZINE 

BEV 
w multiplier will appear and points 

aid 

QN6,4....... 

( EVENTS 

bere) eLy 
Essential for reducing the 

earthquake meter, bombs destroy the 
landscape big time. To minimise damage, drop 
bombs in the corner of the playing area, and to 
maximise destruction drop them in the centre of 
the area you wish to destroy. 

Should a bomb fall through a hole in your 
landscape, a further three bombs will fall 
simultaneously, outside of your control, causing 

you major problems. 
Avoid this by 
moving the bomb 
EU colme: 191°) Com alo 

hole and tapping the 
D-pad to move it 
Flee \ ce M ana Nicci 0) 
land and it will hit 
this without causing 

Ber Wood fe) 

ge 
PCr liche tele 
this. It will lower 
the drain meter 
LS olen 4 
Ee Lcmelm aL 
unfreeze a lake 
Malvom lariat 
back a 
rainbow (if 
you had 
one previously) or it can be used as a bomb 
to destroy landscape when the earthquake 

meter is high. If you evaporate a lake 
y the points you receive are: area of 
? water evaporated x rainbow (10) x 

amount of ducks. It pays to use the 
fireball for evaporation only if you can. 

hee 

prevent 
Tait Pte Cr 
Always keep an eye on the earthquake 
meter to the left of the screen. When it 
approaches the 3/4 mark, start reducing the 
bomb pile with downers, bombs and 
fireballs, as the game has a habit of sending 
you three, four, or even five uppers in a row 
PLM) Clean tom ne [EL Como ols 
NSA ed) Aaa UAm rc Uauale LC m Cag) (lelg) 
technique is to not build anything above 
two levels (bar the bomb pile) as this keeps 
TWAT aT ca cla Lara (ecec-) 9) FL 0) (Moho 

Ice cube 
Mit iKcrer4en) 
CTA aN ce kel ma 
comes into 

contact with, 

thus removing 
any ducks 
inhabiting it, and 
sometimes makes pe] 
your rainbow disappear. { 
You can thaw the ice out 
via a fireball, but the points 
you get are much smaller than those you'd get if 
the water were in its liquid state. However, if the 
ice cube lands in an area with no water present 
you get a dry ice bonus which is: 500 x rainbow 
(10) x amount of ducks. 

TTS 
These appear later on in the game and will float 
around quite happily and eventually disappear, but 
if the water they are in is evaporated they explode, 
leaving a huge hole in your now- 
empty lake. We recommend 
Cola WAT fede Lay mano EL 
they are in if the next box has P 
Tam] 8) ota VLA enV 
allow you to patch 
up the hole before 
AUR a 

olay eg es 
CAE Tole) hci) ae . 
duck pond to — 
get some points. i 
You won't get as 
many but it is safer. 
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The mag for blokes who love gadgets 
INSIDE: 50 PACES OF tas 

ussriaseth-25 esrese UC are IRE WIN n 

crn 
% antl Le) 

The Internet sites where 
you can bag the girl 

of your dreams 

We fly a helicopter 
and live to tell the tale 

The massive 
cruise liners 

that make 
the Titanic 
look like a 

bath toy 

Discover 
the SmartCard 

will be the 
death of 

hard cash 

Or MUR ae ey 
We take a trip to the Massachusetts Institute of Technology 
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work out what your choice 
of character says about you in 

JOLDENEYE 
by Dan Nowell 

'§ Bond and friends. 
Sitect Character 

ae. 
Ounumoy 

Multiplayer > 
Goldent 

on't waste your money on expensive 
psychoanalysis. All you really need to 

\ delve deep into your psyche is a copy of 
\ the world's finest game. 

i 4 Your choice of character in multiplayer 
3 GoldenEye speaks volumes about the kind of person 

you are, and the kind of person you'd like to be. 
Whether you're the cool calm and collected 007 
type, the genial Mishkin wannabe, or the fun- 
loving scientist fan, it's your subconscious mind 
that compels you to choose the player you do. 

But what does it all mean? Sit back, relax. 
Let's talk about your mother... 

$ 
"i ° 

2 



James Bond 

see yourself: 

eine Vente and Be
e Ifa 

lady wants to hold on to you, se aie 

better be wearing asbestos gloves! You 

a crack shot with your PP7 and don’ . 

mind driving a perfectly decent car into 

the sea. You're a Ny a oe 

i i use : ; 

Te eae eens Bang. You're licensed to kill! 

How others see you: 

You're a complete waster. i i from The last time you hired a tux 

Moss Bros., it made you a a pa thee eee ee 

anache as a small field rodent. VVnicn I : 

sc You can't shoot straight and you drive like your Nan 

Witty? You're a fan of mother-in-
law jokes. 

Shaken but not stirred? 

Don't make us laugh. 

i d film? ho'd play you in the next Bon 

Deed hodicle) or Alan Partridge. 

Trevelyan 
How you see yourself: 
James Bond? What a wuss! You're the 
real Lady Killer in the Spy vs. Spy 
business. You're a little bit whay, a little 
bit whoarr, you're a geezer! If your 
mercenary tactics land you in deep water, 
who cares? You can handle the red tape. 
In fact, you can handle anything life 
throws at you. Bring it on, because you da man! 
How others see you: 
Your designer stubble is wispy bum-fluff. You don't shave it off 
because you'll get a rash. Hard? The last time someone told you 
they'd, “have your ass for a candlestick”, you offered to pop out 
and get some matches for them. You only choose Trevelyan 
because you're too slow on the uptake and somebody else chose 
Bond before you. You go through life blaming your misfortune on 
other people. You're bitter, you're twisted and you reek of sprouts. 
Life's not fair, eh? Don't make your problem anyone else's. 
Who'd play you in the next Bond film? 
Frank Butcher off Eastenders. 

Boris 
How you see yourself: 
You'll admit that you're a bit of a nerd but 

ultimately you're the one whose going to 

have the last laugh. You are Matthew 

Broderick in War Games. You will achieve 

victory purely and simply because you 

know how the boys at Rare De 

the game in the first place. You don : 

ae to use a gun, you can take on everybody with an nee 

interface lead and a dog-eared copy of How To: Program in Basic. 

You are invincible! 

How others see you: 
You are not invincible. You're a Physics student. Nobody er 

your face. They all call you ‘greasy, greasy, spot, spot’ behin 

your back. You're boring and you've sweat patches under your 

armpits. The only good thing about that floral print shirt is that 

everyone else can spot you a mile off and kill you to death 

before you've even realised. 
A = lie 

Who'd play you in the next Bond film? 

The legitimate offspring of Bill Gates and Mr Muscle. 

Valentin 

Natalya 
How you see yourself: 
You're not some stupid bimbo. You're a 
free thinking, independent 90's woman. 
You don't need some spiv in a dinner suit 
trying to rescue you every ten minutes. 
You can handle yourself perfectly well 
and although it's sometimes nice to be 
asked, you can change the tyres on your 
car by yourself thank you very much. 
How others see you: 
It's quite possible you're the world's most irritating woman. 
People don't mind that you're a take-charge kind of gal, it's just 
that your ideas for the promotion of modern feminism include 
sending all men to the gas chamber. If you were genuinely stuck 
on something and needed some help, would you ask for 
assistance? Would you, Buxton! The saying, “pride goes before 
a fall” sums you up perfectly. 
Who'd play you in the next Bond film? 
Janet Street-Porter. 

How you see yourself: 

es all else you're a funny guy. a
 

sure, you're nO slouch when it comes to 

killing international spies or blowing uP 

high-tech underground silos, pao also 

the secret healing power 0 

aes You pride yourself on your ey 

retorts and jovial personality. Oh, an 

you're not fat. Just big boned. 

others see you: 

Neves asks who ate all the pies any 

i . And despite your 

Baye Neate recently i. your
 cholesterol. And the sofa when 

y t 
i ; d a complete embarrassmen it. You're a fat guzzler an 

as 

- ne i profession. As for being 
funny? No. You are Ca 

and Ball. 
aga 

f u in the next Bon ? = 

ti Pere the bloke that used to be on the Slim-Fast 

adverts. 

more, because everyone 

big talk, the only thing 

Xenia 

How you see yourself: 
You are foxy and lithe, fully in charge of 
your often rampant sexuality. You pride 
yourself on your trim physique and like 
your lycra body suits to be taut NOT 
SLACK. You are a tiger! Grrrr! You 
distract your opponents with your 
gravity defying ‘scoops o' flesh’ before 
firing an RCP-90 into their nether 
regions. Impressive. And deadly. 
How others see you: 
If you're a girl then the boys lust after you and your fellow 
sisters hate you with a passion. If you're a bloke, then quite 
simply, you are a perv. Your only reason for choosing Xenia is 
because of her large silver breasts. You first had these feelings 
about Chun Li in the Street Fighter series before graduating to 
Lara Croft. 

Who'd play you in the next Bond film? 
In your dreams, some statuesque beauty with a figure to die 
for. In reality? Dana International. 

| 

| 
| 

i 

GO! 
GO! 

Yon 
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Ourumov 
How you see yourself: 

A stickler for detail who looks good in 

full battle dress. Your strict military 

upbringing has taught you the finer 

points in life. Like which camouflage 

make-up is best for dry flaky skin and 

how to iron razor sharp eee 

ur trousers. You can take 

ple ae apart in approximately seven eas a ei 

were the best Tin Can Alley player in your street when you 

younger. 

ou: 

Hee ra tieal who still wets the bed ona one basis. 

You subscribe to Guns and Banjos magazine and think the ‘ 

epitome of cool is to own an air rifle. You go into spats 

delight every time the Territorial Army advert comes on telly. 

i ilm? 
Who'd play you in the next Bond fi 

That foalah Bloke™ out of the Village People. 

7 Spies we have 
known and loved 
So, who do the N64 team opt for on Friday afternoon multiplayer 
GoldenEye sessions? Time for a few minutes shut-eye on the 
psychiatrist's couch and all will be revealed... 

James: Trevelyan Tim: Valentin 
f James works for the dark side, Tim's confident enough in his 

ET and takes prisoners about as ability to present everyone with a 
often as he takes orders. huge target and still win. 

Mishkin 
How you see yourself: 
You're something of an unsung hero. 
Much like Colt Seavers in The Fall Guy. 
While others sip Banana Daiquiris and 
smooch with the ladies, you're making 
sure everything is running according to 
plan behind the scenes. Rather than being 
stuck in a rut however, you're convinced 
that you're just biding your time. Waiting for the right moment 
before you step into the limelight and take over the world. 
How others see you: 
With that cheap ill-fitting suit and dubious facial hair 
‘arrangement’, you look every inch like one of those irritating 
night club bouncers with the gold sovereign rings and caveman 
mentality. It’s a complete mystery as to how you've risen to your 
current lofty heights. In fact, it's a complete mystery as to how 
you've mastered talking in sentences and walking in an upright 
position. 

Who'd play you in the next Bond film? 
Grant Mitchell. 

Paul: Boris Jes: Scientist 
Usually found wandering around J] Jes prefers the scientists, as they 
in a circle, unarmed. Swiftly and look suspiciously like the chefs. 
mercilessly despatched. Pizza chefs. 

Random 

How you see yourself: 
You're an enigma. A mysterious shadow. 

You move without sound, you kill without 

emotion and you disappear without trace. 

You're equally at home in a well starched 

lab coat or an Arctic Commando-style 

Parka. You don't need to rely on a single 

character, you can win this game on your 

skills alone. 

How others see you: 
You haven't got a clue. You flit from character to character in a 

desperate attempt to fluke some kind of victory. You don't know 

the finer points of player selection, so you just steam roll in with 

some whacky character choice and pretend you chose Natalya 

because “she's got a high accuracy rating”. Whereas, in fact, you 

chose her because she had nice, sensible hair. Mysterious? Only 

Wil: Natalya Martin: Mishkin 
Peace-loving Wil often finds By the end of a lengthy game, 
himself being lynched by Andrea Martin is usually more lead than 
and Paul. It's just not fair. man. Utterly hopeless. 

when you start crying for no reason. Enigma? You thought they Andrea: Ourumov James P: Xenia 

were that band who did all the monk's chanting in the early 90's. Swift, deadly, 6'6” with shiny Chosen simply because Xenia’s 
: p ‘lm? polished boots and regimental tight dark clothing is great for 

Malte Oy ee in-themext Rone Fin cap. Yes ma'am, Ms Ball ma'am! hiding blood stains. 



Yesterday 
1990: Super Nintendo 

Today 
1996: Nintendo 64 

Tomorrow 
1998: Dreamcast 
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Forsaken 
Psychedelic Mode 
To make the levels continuously 
change colour, press the following: A, 
R, Left on the D-pad, Right on the D- 
pad, Down on the D-pad, Top-C, 
Left-C, Bottom-C. 

Turbo Crazy Mode 
‘Turbo Crazy’ mode allows you 
unlimited nitro bursts. At the ‘Press Start’ screen press B, B, R, Up on the D- 

pad, Left on the D-pad, Down on the D-pad, Top-C, Left-C. 

Gore Mode 
To play the game in Gore mode perform the following: 

At the ‘Press Start’ screen, press: 

Z, Down on the D-pad, Top-C, Left-C, Left-C, 
Left-C, Left-C, Bottom-C. 

Wireframe Mode 
To play the game in Wireframe mode, perform 
the following at the ‘Press Start’ screen: L, L, R, 
Z, Left on the D-pad, Right on the D-pad, Top-C, 
Right-C. 

NBA Courtside 
Kobe's Disco Floor Code 
Start a game, then press pause (Start) and 
enter the following button combination: 
A, Top-C, Down on the D-pad, Up on the 
D-pad, Bottom-C, R, R, 
B, Right-C, Right-C, Z. 

Secret teams 
Hold L while selecting 
an exhibition match to 
get three secret teams 
— Nintendo, N-cube, 
and Leftfield. 

Big Head Mode 
Pause the game. Press 
Right on the D-pad, 
Right on the D-pad, 
Left on the D-pad, R, 
Z, Start, A, Start, A, 

Start, Z. 

98 [Ney 

dazzle 

It's time to widen | 
your eyes and __ 

‘le your senses 
with this month's 
colourful 
combination of 
wacky tips. 

PN elu ame eA 
ECs BCL Cee CoM a Oot 

The black Yoshi is found randomly 
on either world 2-1 or world 2-4. 

Directions on 2-1: (From Miss Warp 4) 
Go left to find a tulip. Stand next to the 
tulip and eat it to turn into an egg. Pull 
the analogue straight down for a few 
seconds to aim the cursor up, then let 
go of the stick to launch Yoshi into the 
air. When Yoshi is above the platform 
with the mystery ball, press B to return 
Yoshi to his normal form and pop the 
ball to find a black and white Yoshi egg. 
Complete the stage without dying and 
you'll be able to play with a black Yoshi. 

Directions on 2-4: (From Miss Warp 1) 
Go left and jump up the moving 
platforms, red exclamation blocks and 
flying saucer platform to the top of the 
area, then go right and jump to the 
right over the gap. Go to the right and 
follow the pathway down and right to a 
pathway leading up and right. Jump up 
and right to the pathway, then go all 
the way to the right to enter the next 
section. Drop to the bottom, then go 
down and right to the bottom, then go 
all the way to the right to find Miss 
Warp 3. Work your way to the top right 
corner by use of the vines and take the 
passage to the right. Destroy the 
mystery ball to find a black and white 
Yoshi egg. Complete the stage to have 
access to a playable black Yoshi. 

The white Yoshi is found randomly 
on either world 3-2 or 3-3. 

Directions on 3-2: (From the start of 
the second section) 
Jump to the right of the small spring, 
then use it to jump up and right onto 
the red roof of the small building. Go to 
the right and drop off the roof onto the 
platform, then go to the right and jump 
onto the leaf, then drop down and left 
to some platforms, then drop and left 
again to find a mystery ball. Pop the 
ball to find a white Yoshi egg. Complete 
the stage without dying to play as a 
white Yoshi. 

Boe es ey at 

7 ba a 

Directions on 3-3: (From Miss Warp 3) 
Go to the right and, when the path 
forks, follow the upper pathway and 
enter the vase (stand on it and pull 
down on the analogue). In this section 
there are a bunch of black shy guys 
dropping bombs on Yoshi. Go to the 
right and, when the path forks, follow 
the upper pathway and enter the vase 
to find Poochy near a red pipe. Go into 
the red pipe and you'll 
appear in an 
underground 
cave area. 
Destroy the 
floating 
mystery ball 
to receive a 
white Yoshi 
egg and then 
just complete 
the stage 
without dying 
to play as a 
white Yoshi. 
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All Codes credited to DATEL 
Infinite Turbos..... ....801651CB 0003 

.801651CF 0003 
Have 255 Race Points .80169837 OOFF 
Have Roach Bike..... .8016983F 0008 
Have Neon Bike .8016983F 0009 
Anti-Grav + Fish Eye Lens...80097687 000A 
Anti-Gravity Mode ............ 80097687 0008 
Boulder Mode...........::000000 80097687 0001 
Boulder Mode + 
FISMIEYE: LEMScniwaacass <cerveees 80097687 0003 
Boulder Mode + 
Wireframe Mode.... 
Extreme Mode. 
Fish Eye Lens... 

....80097687 0011 
.80095F6E 0002 
.80097687 0002 

Ghost Mode.... ....80097687 0040 

Magnify Mode.... ....80097687 0004 

Stealth Mode... .80097687 0020 
Ugly Mode...... .80097687 0080 
Wireframe Mode. ...80097687 0010 

Invincibility ... 8113F11C FFFF 
Always Have Axe/Staff/Frost Shards .......... 
pabaecaains Sascavenad sn eeeancaeunaeeetee 8013F147 OOFF 
Always Have Hammer/Firestorm/Arc of 
Death 8013F149 OOFF 
Always Have Quietus, 
Wraithverge/Bloodscourge ....8013F14B OOFF 
Infinite Blue Mana 8013F14D OOCF 
Infinite Green Mana 8013F14F OOCF 

Bust-a-Move 2 

At the Puzzle Mode screen (where you select A or 
B) press Left, Left, Up, 
Down, L, R, L, R and then L 
& R at the same time. This 
will bring up a character 
select screen, in which you 
can select either the 
coloured dino, or one of the 
bosses. Be sure to press 
each button slowly - go too 
fast and you'll mess it up. 

While playing, press Z + L + R + A to skip to the 
next level. 

Hope you enjoy this month's codes. If you know of any more, just note them down and get them in the post to Tips Extra 
(Datel Codes), N64 Magazine, 30 Monmouth St, Bath, BA1 2BW. 

BOMBERMAN 64 
Infinite Lives 802AC617 0063 
Stop Timer..... ..802AC633 0000 
Infinite Credits 802AC61B 0063 

MACE THE DARK AGES 
Player 1 Infinite Energy......8008B287 0064 
Player 2 Infinite Energy ......8008AEFF 0064 
Player 1 One Hit Death ....D008B287 0064 

...8008B287 0001 
.... DOO8AEFF 0064, 

eek ts Sousa aeeats demeipecesbee nee 8008AEFF 0001 

MARIO KART 64 

Stopiliap dime: 8 oe vr... 8018CB43 0000 

Only 1 Code at a Time, 
Pressing Z button = Constant 
Single Bananas .. a 
Multi Bananas...... 
Single Green Turtles .......... 
Multi Green Turtles ........... 80165FBD 0004 
Single Red Turtle 80165FBD 0005 
Multi Red Turtles.. 
Spiked Turtles... 
Lightning Bolt.... 
Expolding Blocks .. 
Invincibility .... 
Invisibility ... 
Turbo Boost...... 

...80165FBD 0008 
80165FBD 0009 

NAGANO WINTER OLYMPICS 

One Lap to Race (Note 1) ...8813871F 0003 
snagdi sete RScauee tes ioe Tete aseeaeee 8813871B 0002 

One Lap to Race (Note 2)....8813871F 0003 
aay Aug SRR aR cra Sap cane 8813871B 0002 

Maximum Stamina............ 81138724 447A 

Maximum Stamina............ 88138720 447A 

Reset Time Close to Zero (Note 3)............+. 
coe ered reese PROB RSET heap ocWered 81137BA6 0000 

Note 1: This code uses the Action Replay 
button. Press the button once, after you 
start the race 
Note 2: The same applies as the 1500m 
but you need to race twice. Pressing the 
Action Replay button will finish you in 1st 
place instantly. 
Note 3: This code works by pausing and 
restarting play. It is best to pause the 
game as close to the finish line as possible 

Ee 
Infinite Lives... ..80163C09 0063 

Infinite Bombs... ...80179FOB 0005 

Key: 

MinaTek: 
Headspit: T- 
A-LP+LK 
(close) 

once 
opponents 
arms are 
gone) 
Ssapo: 

(close) 

ZipperHead: 
Buzzcut: T-A- 

A+RK (close 

PILOT WINGS 
Unlimited Fuel 
Rocket Belt........:...scsses0e-5 803669A9 0081 
Unlimited Fuel Gyrocopter ...80366989 0081 

SUPER MARIO 64 
Unlimited Lives..........0.... 803094DD 0064 
Unlimited Energy/Breath ...813094DE O8FF 
Invisible Mario ....803094E0 0020 
Half Mario.... -803094E1 0000 
Limbo Mario... 8030961C 00CO 

Mario Runs Backwards ......8030961E 0080 
Big Fist Mario .8030961B 0010 

Unlimited Hat Usage . 
No Power Display ...... 
Mario Runs Bent over 

Strobe Mario... 
Rubber Walls 

..813094E6 FFFF 

.803094E3 0001 
8030961C 0050 
.803094F0 0078 
..81309434 FFFF 

Crazy Camera .81309263 0095 
Flat Mario... .803094E4 0078 
Jumping Hurts You ....803094EC 0078 
Die Before You've Moved ..803094E2 0078 

WAVE RACE 64 
Super Speed XX (00-FF)....801C0077 OOXX 
Misses Don't Count........... 801C007F 0000 
Infinite Time Stunt Mode...801CO20E OOFF 

Bio Freaks 

T = press the direction towards your opponent 
A = press the direction away from your opponent 
LP = Left-C 
RP = Top-C 
LK = Down-C 
RK = Right-C 

SdiL 

SdiL NIL dOL 

Headevour: T-A-A+RP+RK 

PsyClown: Cut in half: T-A-A+LP+LK (close) 
Sabotage: Decapiblast: T-A-A+RP (1-3 steps away 
once opponents arms are gone) 
BullzEye: Backhandecap: T-A-A+RP (close) 
Delta: TorsoShears: T-A-A+LK (close) 
Purge: Mutilator: A-T-T+RP+RK 

When fighting, press Left-C and Right-C at the same 
time to taunt your opponent. 

August 1998 
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Tie MoM ome SCC MUL ae 
out its stall again, beckoning you in to 
sample our tastiest produce. Yum. 

This month, the best news of all has to 
be the appearance of a brand new GoldenEye cheat 
where, by following a couple of easy steps, you can 
pelt around Rare's bootiful Bondian landscape wielding 

the deadly weapon that is a paintbrush! 
But, of course, the lovely thing about Readers’ 

Tips is that you can send in a quirk, a tip, or a cheat 
on ANY game you want. We're not fussy. As long as 
it's new, it works and it's a little cracker, your name 
will enter into the hallowed halls. So, get working, 
scribble down your findings and send them in! 

Pee ue Aen 
1. Go to the Dam. 
2. Kill the guys that get in your 
way, but don't pick up any guns. 
3. Go to the tower with the 
Sniper Rifle. 
4. De-Select your PP7 and choose 

your hand. 

5. Pick up the Sniper Rifle. 
Ae Lee Comoe 

orem 

multiplayer mode: 

1. Go to multiplayer. 
Reso am Om mos 
3. Set mode to anything except 
Man with the Golden Gun. 
CRBS (earl) U- (ele 

5. Start any level. 
6. Don't pick up any items. 
7. Pick up only the Sniper Rifle 
but don't press anything. 
8. Press A twice quickly. 
Ye) Sead uae Se 

On the title screen tap L, Up on 

the D-pad, R, then Down on the 
D-pad to access new backgrounds 
as well as a character select screen 
on the two-player mode. 
Daniel Glenfield, Abingdon 

/ 

| 

ele UMUC ma am | of 
secret bit or quirky thing to do 
in one of your games? Then 
send it to us immediately! 
CMe MLeoditT od Loa: 
chart of the best and if you 
make it in, we'll send you a 
rather flash N64 pin badge. If 
you get the coveted ‘cheat of 
the month’ slot you'll get 

It is possible to kill many 
Colac eM meee a 

yourself. Set the controls to 

Domino (2.3) and, as you 

finish the level, use the 

second control pad to 
shoot at anyone in range 

(this works best on the 
Statue level). 

NT ale Ue Meg 

To get full urns enter the code 

NXCVSZ. 
Jack Collins, Kent 

(3 aaa 

rs 

te ae atl 

tig Sx So 
— 

ee) 

When you're one-on-one with 

La Mah or MUL PTA ae [Na 
your feet. Now tap Top-C and 

your player will leap over him to 
score an easy goal. 
PTT Motel UE cel} 

Pull back on the analogue 

and press Start for a first person 
perspective view. It’s not in the 

manual so | thought I'd 
ical 

Chris Heyworth, Lancashire 

An amusing quirk to take Alec to 

the grave with Bond. Firstly, 
complete all the objectives on the 

Cradle level as usual and chase 
Trevelyan until he reaches the 

lowest part of the level. Next, 
ECC mW CAn ea eM ral acer ta 
feet before jumping off to your 
doom. In the cut scene, Alec is 
blown off the platform and can 
be seen falling with James to his 
death. The timing's tricky but 
what a way to die! 
Tear Uee LCL 

If you are short of medals, pay a 

visit to the transformed Oedo 
Castle. There are six pots full of 
them in the very first room and 
they reappear each time you 

enter. By collecting them and 
then re-entering the room 
repeatedly you can gain a 
maximum of 9999, meaning you 

never need to worry about using 

special items too often. 

Smeg 

A eet 

Enter the following code on 

controller 2 when the start screen 

Eloy eM Ome Moo due mone Mela} 

new track: Hold Up on the D- 

pad, then press R, L, Z, and 
Bottom-C at the same time. 

Philip Winkle, Nottingham 

| discovered this tip while using 
my Shockwave pack. During the 
Impact stages the game actually 

Lol efeol aM 1tn] M-mode) tle) 
which really adds to the fun! 
Mr Steve Kearney, Stoke 
Newington 

Bit aid es! aes 

Send to: Tips Extra, N64 Magazine, 30 Monmouth St, Bath BA1 2BW 
If you don’t want to cut up your magazine, send a photocopy 

instead, and continue on another bit of paper if you run out of room. 

something extra special. 



The complete World Cup experience 
Within days of the World Cup Final Total Football brings you the ultimate France 

98 souvenir issue featuring every game , every story, every angle... 

ON SALE NOW — Price £2.70 
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You're through to... 

ENDO 
If you've got a gaming problem then the Nintendo Hotline is only a 
Lite iMAC WAM 2T1 am (he eet Com Cole UCM Leet 1 ee 
Magazine prints all the best stuff right here. 

ontinuing the fine tradition 
of the typical English 
summertime, it is belting 
down outside. But that 

matters not my friends. Put away 
those umbrellas and stop wondering 
exactly what galoshes are, and why 
they were given such a ridiculous 
name in the first place 

This month the Tetrisphere guide 
rolls on like a big unstoppable thing 
and we have lots of those questions 
that crop up more often than the 
office tea lady. 

So, curl up in front of the fire, 
forget the gentle pitter-patter of the 
raging monsoon outside your 
window and content yourself with 
the thought of all those poor people 

who don't have N64s and 
have to go out for 

(amusement. 

22,000 

102 — 

Ten common-as-muck questions 
On Diddy Kong Racing I've 
got all the TT Amulets but | 
can't find the TT door. Q 

A A lot of people find they can't 
do this because they haven't 
defeated Wizpig. This is no 
easy task but, unfortunately, 
you have to do it. Once 
accomplished, go back to the 
beach (where the lighthouse 
is) and honk your horn in front 
of the trophy board. This'll 
take you to Future Fun Land 
where there are four more 
courses and the TT door! 

I can't find the Red Switch 
Palace on Super Mario 64. 

Generous to a fault, here are 
the directions to all three 
switch palaces: 
Red: Stand in the beam of 
sunlight that appears in the 
Castle hallway, after collecting 
at least 10 stars, and look up 

using the camera buttons. 
That's magic! 
Green: Go to Course 6 

(Hazy Maze Cave) and 
follow the signs to the 
Underground Lake where the 
dinosaur is swimming around 
in the water. Get on the 

>|— 
Q 
A 

Q 
A 

beast's back and ride him 
across the lake to the door on 
the far side. 
Blue: In the cellar where the 
yellow rabbit is scooting 
about, find the plain wooden 
door which leads to an 
underwater passage. Follow 
this to a room where two 
stone pillars stick out of the 

water. Pound down on 
these (jump then Z) to 

push them both 
underwater. This 
drains the water 
out of the moat. 
You can now go 
outside the castle 
and drop into the 

hole that has been revealed. 

I've bought Aero Fighters 
Assault. Are there any 
cheats? 

Uh huh. Go to the Main Menu 
and press Left-C, Bottom-C, 
Right-C, Top-C, Left-C, Right- 
C, Bottom-C to get to the 
F15J Eagle. 

How do | get 
the new 
boards on 
Snowboard 
Kids? 

In order to 
get the new 
boards, you 
must have 
enough 
money to buy them. Here's a 
list of what they cost. 

Board Level II Level Ill 
Freestyle 12,000 24,000 
All Around 10,000 20,000 

Alpine 11,000 

Q 

>|— 

I've completed Lylat Wars 
several times but | still can’t 
get to Sector Y. Please help. 

When you're playing the first 
level, Corneria, make sure you 
rescue Falco near the 
beginning of the level. After 
saving his feathered bottom, 
fly through the five stone 
archways in the water near 
the end of the level. This 
should ensure that you go on 
to Sector Y rather than Meteo. 

On Goemon, I've been told 
that | need to find the 
Akiyoshidai area? 

It sounds like you are 
supposed to be going to the 
Festival Temple Castle. 
Presuming you have Sasuke in 
your party, change to Yae and 
return to Zazen Town using 
the flute. Go forward through 
two doors, then go up and left 
up the stairs. Go to the right 
and enter the door in the back 

wall. Go to the left 
and down the 
stairs, then enter 
the door on the 
left. Go forward 
over the bridge 
then go through 
the door. Now go 
right and follow 
the path across a 
bridge, then go to 
the right and 
across the other 

bridge. Go to the left, take the 
first right and enter the door. 

Go to the left and follow 
the path to a door. Enter the 
door, then work your way to 
the door in the northwest 
corner. Enter the door to 



& (01703) 652222 

WHAT IS THE NINTENDO HOTLINE? 
We're a team of expert games players who use our vast 
knowledge of all things Nintendo to help gamers in 
distress. Staff selection is very strict, so you can always 
be confident that when you talk to a councillor, they are 
one of the finest gamesplayers in the country and the 
perfect coach for your gaming skills. 

Open seven days a week, 365 days of the year, the 
Hotline deals with over 2,000 calls a day, spread over the 
various Nintendo platforms. To guarantee that your call 

will be answered quickly and your problem answered 
swiftly, we have doubled our staff and increased our 
weekend opening hours. 

Call us on 04703 652222 (NOT a premium rate 
number) and pose your game questions. We should be 
able to provide you with the answers, whether they're 
directions, cheats, passwords or simple advice. The 
Hotline is open Monday to Friday 12pm to 8pm, and 
Saturday and Sunday 10am to 6pm. 

Now also available! 
We now also have a NEW fully automated service 
allowing you to get help on those games even 
into the wee small hours. The automated lines will 
provide help with most of the biggest release titles 24 
hours a day. Calls cost 50p a minute so make sure you 
have the permission of whoever pays your phone bill 
before calling. Call us on 0894 669945 and please 
make sure you have a pen and paper ready. 

~< x 
Les care: 

appear in the Akiyoshidai 
area. Follow the pathway to 
the northwest, through the 
fence and continue to 
follow the pathway to a door 
in the right wall. Enter the 
door to appear in a cave area. 
Follow the path to the end of 
the cave and blow open the 
crack on the door with 
Sasuke's Fire Cracker Bombs. 
Go through the door to enter 
the Festival Temple Castle. 
Phew! 

In Goemon, I've talked to 
some people in Festival 
Village who tell me about a 
challenge at the waterfall but 
| can't figure out what to do. 

The challenge won't be 
available until you've talked to 
a certain old woman near 
Festival Village. Go forward 
and down the stairs. Continue 
forward, go up the stairs and 
enter the door. Go to the right 
and enter the door. Then go 
left and take the first pathway 
leading right and go up the 
ramp to find a big rock. Hit 
the rock with your weapon to 
destroy it. Go forward through 
the passageway and climb 

>|— 

>|— 

three ladders. Cross the bridge 
and climb the next ladder. Go 
forward and into the house on 
the left to find an old woman. 
Talk to her and pay her 300 
Ryo to start an automatic 
sequence. Once the sequence 

is over return to 
Festival Village. 
Talk to everyone 
in town to learn 
about turning into 
a mermaid to 
climb the 
waterfall. Exit the 
town through the 

door you came through when 
you first entered (the door to 
the left of the Inn). Go 
forward and take the pathway 
leading right and enter the 
door. Follow the pathway 
around and across the bridges 
to a door. Enter this door, 
change to Yae and read the 
sign that's in front of you to 
challenge the Legend of the 
Mermaid. To play the game, 
press A rapidly to swim up the 
waterfall, while moving left 
and right to avoid the enemies 
that are falling from the top of 
the waterfall. When you reach 
the top, Yae will earn the 
mermaid magic powers. 

I've followed your directions 
to find the black and white 
Yoshis but the eggs aren't 
there. 

This is because the eggs only 
appear on the Story Mode. If 
you play the game on Trial 
Mode, they will not be there. 
This also applies to the white 
shy guys. 

53. Move the cursor right one space from 
where it starts. Grab the blue square and 
slide it to the left one space. Place the 
cursor over the blue square below the 
one you just moved. Grab that piece and 
slide it to the left one space. Grab the 
first piece you moved and slide it back to 
the right one space. Grab the second 
piece you moved and slide it left one 
space to clear the level. 

54. Move the cursor right one space and 
grab the green rectangle. Slide it to the 
right one space, then back to the left one 
space before it reaches the bottom. Grab 
the highest blue square and slide it to the 
right one space. Place the cursor over the 
left green rectangle and use your drop to 
clear the level. 

55. Move the cursor up 13 spaces, then 
left five spaces from where it starts. Grab 
the green rectangle and slide it down 
three spaces. Move the cursor up to the 
yellow rectangle and grab it. Slide it down 
five spaces, then right three spaces. Grab 
the green rectangle and slide it down two 
spaces, right five spaces, then down three 
spaces. Grab the yellow rectangle and 
slide it right two spaces, then down seven 
spaces. It will end up on top of the other 
two yellow rectangles. Grab the green 
rectangle and slide it down five spaces, 
then left one space. 

56. Grab the blue Z-shaped piece that the 
cursor begins on and slide it up one 
space. Move the cursor down two spaces 
to the next blue Z-shaped piece and slide 
it to the left two spaces. Move the cursor 
right one space, grab the purple L-shaped 
piece and slide it to the left one space. 
Move the cursor right three spaces. It will 
be on the first, blue, Z-shaped piece that 
you moved. Grab this piece and slide it 
back down one space. Move the cursor 
right four spaces. It should be over a red 
T-shaped piece. Grab this piece and slide 

More solutions to 
those tricky puzzles. 

it up two spaces. 
With the cursor still 
on this piece, 
press A to clear 
the level. 

57. Move 
the cursor 
down two 
spaces from where it starts. Grab the blue 
Z-shaped piece and slide it up one space. 
Move the cursor down two spaces again. 
Grab the blue Z-shaped piece below the 
one you just moved, and slide it down 
one space. Part of the level will clear. 
Place the cursor over the highest blue 
square on the left. Press A and the level 
will clear. 

58. Move the cursor right three spaces 
from where it starts. Grab the blue square 
and slide it to the right two spaces. Move 
the cursor left seven spaces to another 
blue square. Grab this piece and slide it 
down one space. Move the cursor up one 
space, then right one space. Grab the 
blue square and slide it to the left one 
space. Move the cursor right one space, 
then down one space. It will be back on 
the same piece you moved in step 2. 
Grab this piece again and slide it up one 
space. Move the cursor one space left. 
Grab the blue square and slide it to the 
left one space to clear the level. 

59. Move the cursor right three spaces, 
then down two spaces from where it 
starts. Grab the blue Z-shaped piece and 
slide it up one space. Move the cursor 
down two spaces, grab the blue Z-shaped 
piece and slide it down one space to clear 
the level. 

60. Move the cursor right three spaces. 
Grab the blue Z-shaped piece and slide it 
up one space. Move the cursor down two 
spaces. Grab the blue Z-shaped piece and 
slide it down one space to clear the level. 
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Skilled in the art of videogames? Well, our door is 
always open... 

t's a bit like those executive lounges at airports, isn't it? Except, with 
Skill Club 64, everyone's invited! And, instead of asking for your 
ticket, we just ask for your photographs or videos. Oh, and our hostess 
- i.e. Andrea — doesn't give massages, either. 

Still, there's plenty worth pursuing, namely the chance to stand tall in our 
Gold Club. And all you have to do is prove that you've completed 10 of the 
11 tasks overleaf. Hard? Of course it is, but we believe you can achieve it with 
some concentrated play and an honest evening's (or ten's) sweaty, smelly toil. 

Remember, to get into our Bronze league you have to have completed 
three of the challenges, whilst the Silver variety requires between seven and 
nine. But you can enter as many times as you want. So, say you've already got 
six challenges under your belt in the Bronze Club, once you complete the 
seventh, we'll have a gander at your evidence then toss your name across to 
our Silver Club. We're really very generous like that. In fact, we positively 
encourage multiple entries. 

And the prize, as always, are the certificates you see below which have 
finally been printed and are ready to send out. They're looking really nice... 

HOW IT WORKS 

gold club complete all 10 challenges 

Richard Davies, Rotherham Matthew King, Bromley 

René Laurent, Ireland Derek Thomson, Edinburgh 
Stephen Lockhart, Ireland Jan-Erik Spangberg, Sweden 
Andrew McGrae, Southport Jonathan Davies, Wallingford 
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bronze ite aes are ola rexes 
Name 

Adam Johnstone, Wantage 

Pierre Dimba, Tonbridge 
Ben Olney, Kingston, Surrey 
Kevin Watts, Mansfield, Notts 

Lawrence Gilbey, Bridport, Dorset 
| David Maguregui, Wellesbourne _ : 

Daniel Brooks, Swindon 

Ciaran Spence, County Antrim 

Miles Fearnley, West Yorks 
Joachim Clauwers, Belgium _ 

R. Knapman, South Wir : 

Stephen Durant, Bridgwater 

Simon Bell, Co. Durham 
| Herman Valk, The Netherlands 
Michael Gapper, Bristol = 
Riccardo Riboldi, Milan, Italy _ 
Adam Norman, Nottingham 2 

Completed Name 

A,B,F 

A,C,G 

A,D,E 

A,C,F 

B,C,I 

DEG 
A.B,F 
A.BF 

ABE 
A,B,G 

we Pala are 
ABE 
A,D,E # ACI 

Chris Gray, Fife 

Paul Coulson, Stamford 

Sebastian a is ) cester_ 
loan Rees, Redditch __ 

Nick Hadden, County Cork 

| Tom Richardson, Addingham 

| Robert Kloosterhuis, Holland _ 

Gordon Scales, Nottingham 
lan Renyard,Ashford 

Phillip Renyard, Ashford 

Brian Mulheron, Tyne & Wear 

Andy Howard, Cambridge 

} Remco Van Wingerden, Holland 

Mark Odell, Derby 

David Keane, Sandwich 

Thomas Suckling, Ipswich 

Dylan Foale, Devon. 

Lee Robertshaw, Southampton 

lan Gore, Somerset 

Graham Cookson, Kent Tess 
Dave Bloemer, Holland ss 

Andrew Hannath, Swindon ue a 
Erwin Zeevaart, Holland 

Steve Paget, Bonsall 

Richard WhithamPoulton-le-Fylde 

Philip O, Herts 

Benjamin Lo, London 
Robert Lynch, Middlesex 

Owain Brimfield, Peel, Isle of Man 
David Newbrook, Staffs 

Alex Schwassmann, Germany 

Chris Partridge, East Sussex _ 
Jonathan Townsend, ‘Gwent | 

| David Myring, Bristol 

| Ben Davies, Coventry 

Matt Peck, East Sussex 

AIG I 
A.B,F 

AGI 

_ AD,G 

AB, G & 

“AGI 

AGH 

ADF 
“AB,F 

ABE 

—AB,F 

AGE 
A,B,D_ 
A,B,F 
ADE 
A.B,G. 
A,D,F 
A.C I 
AEF 
ABE 
A,B,H 
A,C,F 
B,D,F 

ARH 
A,C,D 
A.B,F 
A,D,H 
ERS 
A,B,D 
AEF 
A,D,F 
AF 
AGE 
AEG 

AEF 
BCI 
A,D,E 

| Joachim Clauwers, Belgium 

| Raoul Smids, Belgium 

Jeremy Scoble, Plymouth 

Completed 

Mark Rundle, Herts A,D,H 

Richard Sutton, Kent A,B,I 

Mark Walker, Bedford ee EA BE 

Jonathan Davies, Coventry B,CJ 
Sandy McKenzie, Fife, Scotland C,F,H 

Adam Khattak, Belfast ACF 
Matthew Kitis, Liverpool _ sere Gs 

Joe Cape, Stirling ; A.CDE 

Ewen Summers, Ayrshire, Scotland A,B,D 

A,D,F 
David Holmes, Doncaster A,B,F 

| Tom Wyatt, Staines 

Ben Stevens, London 

James O'Sullivan, Somerset 

| David Nicol, Cambridge 
Keith Tannahill, Ayrshire 

Jamil Yahyaoui, Belfast 
Michael Achilles, Chingford 

Jan Dehm Neves, Portugal 

Name 

Chris Thomas, Wallington 

Gard Mellemstrand, Norway 

James Bundy, Reading 

Alex Mclver, Edinburgh 

Tom Walker, Halstead, Essex _ 

Lawrence Gilbey, Bridport 

Neil Williamson, Nottingham a. 

Philipp Sokolean, Switzerland 

James Leigh, Clevedon 

Gregor Richards, Dorking 

Neil ‘Williamson, Notti gham wa 

Aidan Murray, Co. Cork, Ireland 

Carl Bullen, Liverpool 

Completed 

A,B,C,1 
A,D,EI 
A,E,FI 

ABCF 
AEFH 
AB,CI 
“AB, CE 
A,D,E,I 
‘AB,G,I 
ARGH - 
AB,CF 

| Alex Mann, Bedford, Beds é 
Alain Keersmaekers, Belgium a 
Mark Quinn, Preston 

Daniel Weserholm, Finland 

Andrew Davies, Essex i 

Morten Tronstad, Norway 

| Martin Cater, Hucknall 

| Kevin Seeney, Bury st Edmunds 

| Nick Sy peeding 

Patrick Laakso, Sweden — ea 

David Gibson, Fleet 

| Mark Underwood, Cumbria. i(‘éwWA SLCC 

Daniel Longstaff, Chigw I et 
Vincent Coyne, Galway ah 

Chris O'Riordan, Cornwall — 

Matthew Weston, ‘Nottingham 

Sandy McKenzie, Fife 

Norman Glover, Cleveland 

Alex Johnson, Sidcup 

Damian Unwin, Soton 

| Daniel McCann, Glasgow 
| Kevin Gilbert, Upton 

Chris Hinkley, Peckham i , 
Gordon Willmott, Edinburgh i 

| Johan’ Brown, Grantham 

Rod Bayliss, Australia 

Russell Higgins, Shropshire 

Wajahat Ali, Blackburn 

Adam Bull, Leeds 

| Tormod Krogh, Norway 

Remko Veenstra, Holland 
Brett Slader, Australia 

Moe Aboulkheir, London 

Oliver Bolton, Kent 

James Garrity, Liverpool | 

Elidir Jones, Gwynedd 

Alan Hooper, Weston- -Super-Mare A,D,E 

Steven Said , Australia A,B,I 

Nils Meuzler, Germany ABE 

A,D,G,} 

| Mr Ed Higgins, Essex 

| Aaron Tuson, Essex 

Philipp Sokolean, Switzerland 

| Afong Toh, The Netherlands 
| Daniel Lally, Berkshire = 
| James Hinton, Knoresborough — 
| Michael Walker, Lond 
| Asgeir Vikan, Norway 

_ | Andrew Carrington, Pontefract A,D,E,J 
Christopher McCabe, County Down A,B,D,F 

Raymond Wells, Essex A.B,F.H 
A.B,G,I 
A,B,D,E,F 
A,C,D,EF 
A,B,D,E,F 
A,C,E,F.H 
A,B,C,G,H_ 
A,C,D,E,I 
ABCD 
B,C,D,FI 

~ AB,GEF 
A,B,FGJ 

David Lewis, Birmingham 

Simon Webber, Wokingham __ 
Stephen Rogers, Manchester _ 
Davy James, Powys 
Pat Shields, Co. Down 

Kevin Seeney, | Bury St Edmunds — z 

Benjamin Khan Bradford oy eee 

Kevin Loughlin, Slough 

James Hegarty, Belfast 

Nick Taverner, Suffolk = = = ~——A,B,C,DI__ 
Per Nilsson, Sweden A,B,D,F.l 
Panagiotis Bagiokos, Athens, Greece A,B,C,F,I 

Roeland Van Straalen, Holland  A,B,CEI 

Aynsley ‘Welling, Cyprus GEG, 

Charles Ayesa, Australia A,B,D,G,H 

Jack Gilbey, Bridport — ee ABC Boe 

Gavin Cole, Tyne & Wear — a AB B,C,F,G,H 

Jonathan Cole, Tyne & Wear A,B,C,F,G,H 

Joshua Takaoka, Newbury A,B,C,D,G,1 

The Terrible Twins, Banbury A,B,E,FH,1 
James Register, Surrey A,B,C,D,F,H 



challenge @ 
What you must do: Find all 120 stars. 
Proof: Any picture of Mario with that magic 120 in the top 
right corner. 
Helpful Tips: The first five issues of N64 Magazine tell you all 
you need to know about Super Mario 64. The Double Game 
Guide + on the front of issue 15 should help as well. 

challenge (€) 
What you must do: Finish the game in mirror mode. 
Proof: A picture of the save screen with Adventure Two and 
47 balloons clearly on it. 
Helpful Tips: Our review in issue 10 was stuffed with them, 
and our guides in issues 11 and 12 should help too. Oh and 
don't forget the DGG + with issue 11. 

challenge @ 
What you must do: Finish the game with 1,500 hits or more. 
Proof: A picture of the final hits screen or high score table with 
1,500 hits or more. 
Helpful Tips: Gentleman Space Adventurer Quarterly, free 
with issue 8, and the Double Game Guide + on the front of 
issue 13. 

challenge ©) 
What you must do: Finish the game on all three difficulty 
settings. 
Proof: A picture of the 007 mode's level editor. 
Helpful Tips: The i-Spy Magazine that came free with issue 9, 
tips in issues 10 and 12 and the Double Game Guide + on the 
front of issue 12. 

challenge @ 
What you must do: Finish all the scenarios. 
Proof: A picture of the completed scenario screen (you'll need 
to do this with more than one picture). 
Helpful Tips: Tips in issues 4 and 14. 

the rules 
@ You need to accomplish three challenges to earn yourself a Bronze placing, seven for Silver 
and all ten to make it into the Gold list. 

@ You can enter for whichever challenges you like - it is entirely up to you. 

@ You can use PAL or NTSC copies of the games but, if you opt for NTSC, you'll have to achieve 
the faster of the two listed times in Mario Kart and Wave Race. 

@ Each challenge entered must be accompanied by photographic or video proof. Squeezing 
everything on to the one video tape seems the most sensible solution to us. 

@ We know how to recognise the influence of cheat carts and codes. Offenders will be held up 
to ritual humiliation and stoned out of the country by zealous citizens. 

@ You can enter for the leagues in stages if you wish. If you‘ve made it'into the bronze league, 
for instance, you could send us further proof of four or more challenges to elevate your 
position. 

®@ Bronze, Silver and Gold leagues will be published in each future edition of N64 Magazine. 

@ /f you'd like your tapes or photographs back, please include a stamped, addressed envelope. 

ati em ulacce 
I'd like to humbly put myself forward for the 

challenge @ 
What you must do: Record a time of under 1'20"00 on Mario 
Raceway (1'07" on NTSC). 
Proof: A picture of the records screen or the title screen (hold down R). 
Helpful Tips: Review in issue 4, tips in Issue 5. Double Game Guide 
+ on the front of issue 13. 

challenge @ 
What you must do: Win Gold medals on every event. 
Proof: A picture of the medal screen. 
Helpful tips: There's a guide in issue 6. 

challenge (j) 
What you must do: Complete the Time Challenge Mode in under 
3'00"00. 
Proof: A picture of the final screen with the time clearly visible. 
Helpful tips: None available. 

challenge Q@ 
What you must do: Win a gold medal on Neptune. 
Proof: A picture of the medal award screen for Neptune. 
Helpful Tips: Tips in issue 8 and the Double Game Guide + on the 
front of issue 16. 

challenge @ 
What you must do: Break 1'17"00 on Sunny Beach Time Trial 
(1'04"00 on NTSC). 
Proof: A picture of the records screen. 
Helpful Tips: Tips in issue 2 and DGG + on the front of issue 14. 

challenge (%) 
What you must do: Score more than 34848 in the main game. 
Proof: A picture of the final score screen at the end of the game. 
Helpful Tips: The tips in issue 16 should prove very handy. 

HOw TO... 

Taking photographs 
Point at the screen and click away. For best results, turn off or cover up the flash (it will 
reflect off the screen), draw the curtains and use a fast film — 200 or, best of all, 400 ASA. 

prove your achievements 

Taking videos 
POE Ure eee em Ol aA een MT ae oe MY eel C2 
oR UM lee eae o8 
2. Connect the ‘Signal Out’ plug on your video to your TV and turn both on. 
3. Switch your TV to the video channel and switch on your N64 with a game plugged into it. 
4. Find a spare channel on the video’s tuning mechanism and look for the N64 signal. 
Save the setting. 
5. Achieve your challenge and get to the appropriate result screen. 
6. Pop in a tape and press ‘record’. Press ‘Stop’ after five seconds or so. 
7. Repeat steps 5 and 6 according to the number of challenges you're attempting. 
8. Rewind the tape to the beginning of your evidence (so we can see your scores quickly 
and easily). That's it. 

Please send my badge and certificate to: 
ETT AVN eA C Lele ML ALOU OM tM t oo 
| include proof of my achievements in: 

rN 
Super Mario 64 

L 
Lo) fe fe Valse] 

Racing 

e 
(AVE Ele 

1» 
GoldenEye 007 

Mario Kart 64 

Pilotwings 64 

Name 

F 

H 
Turok: Dinosaur 

Hunter 

Blast Corps 

U 
Wave Race 64 

Use a photocopy of this form if you'd rather not cut your copy of 
N64 Magazine. 



since Super Mma 
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The future is " 
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It's time to flex your gaming muscles in the world's most exclusive 
joypad gymnasium. 

t may be the middle of another scorching 
summer, but now is hardly the time to get a 
tan and show off your six pack. There are 
simply too many games just itching to be 

played, and too many records waiting to be 
smashed. After all, the World Cup has finished, 
we didn’t win, there's nothing on TV, and the hot 
weather should be spurring you all on to even 
greater achievements. You've got no excuse. Now 
go to your room and break some records. 

A couple of 
months back 
we asked you 
to break 3'30" 
on Top Gear 
Rally’'s 
Coastline 
course. Well, a 
few of you 
managed it, but 
none more 
emphatically than 
Martin Conroy from Leeds. His scorchingly 
fast 3'18"30 was enough to see off some 
tough opposition and win him a trendy 
transparent MakoPad from Interact (01204 
700139). Well played, Martin. If anyone out 
there can do better, don't forget that our TGR 
league is still open for business. 

This month we want to see some classy 
Forsaken times. Dip below 1'40" on the first 
level and you, like Martin could walk away 
with a free pad — Just perfect for some 
multiplayer mayhem. Best of luck and 
remember, the fastest time wins. 

J K] 
elated 

WIN A 
CONTROLLER! 

ih 
VBI] 

SUPER MARIO 64 WAVE RACE 64 

4 Cera a PCr eke its ae 

1 1'11"021 Confirmed Nicholas Dyer, Surrey 

2 1'14"753 Confirmed... Thomas McAlinden, Lurgan 

3 1'14"830 Confirm Tatu Luostarinen, Finland 

4 1'14"916 Confirmed 4. Richardson, Stoke-on-Trent 

5 1'15"149 Confirmed _ G. Gibson, Rickmansworth 

BL: Mode, Dolph n Park (Any version) 

Confirmed —Yvo van der Smoek, 
Confirmed _Orestis Gia 

2 1377326 Confirmed 

| 3 1'38"619 Confirmed , 
4 1'39"867 Confirmed J i 

5 1'40"105 Confirmed Aaron Carroll, W.Yorks 
PaO ee uCl 

1 65951 Confirmed | Yvo vander Sn 

: 2 62199 Confirmed Aaron Carro 
Foot Race With Koopa the Quick 

Peach Slide 
1 1'02"694 Co! iS | fi 

2 1'03°755 Confirmed William Lam, “Bristol e 
3 1'04"726 Confirmed Dilpesh Varsani, London 

4 1'05"478 Confirmed GK, Darlington 

5 1'05"68 Confirmed Bruce Robertson, Perth 



1 1'33"67 Confirmed Graham Francis, Cronleigh 

Tin? yy 

00'22"43 Confirmed 

Frappe Snowland 

Jon Willetts, Cheshire 

(AMERICAN/JAPANESE) 

Tee 

1 1'21"94 Confirmed Arthur Van Dalen, Holland 

1'39"64 Confirmed Richard Dunn, Lincolnshire 00'23"98 Confirmed Tim Wiles, Cardiff 2 1'27"66 Confirmed George Papapetrou, London 

1'41"31 Confirmed Stephen Ball, Macclesfield 00'27"45 Confirmed Alan Pierce, Salisbury 3 1'31"30 Confirmed Tatu Luostarinen, Finland 

1'41"41 Confirmed 5S. Rogers, Weston-Super-Mare 00'27"72 Confirmed Rob Pierce, Salisbury 4 1'40"23 Confirmed Marc Duport, Guernsey 

wl® |w in 1'42"31 Confirmed J. Carr, Weston-Super-Mare 

Royal Raceway 

wilh [wiv |= 00'29"10 Confirmed 

Bowser's Castle 

Michael Cunningham, Australia 5 1'42"76 Confirmed Steven Dyson, Poulton le Fylde 

VET Tem @tiea tig 

Koopa Troopa Beach Banshee Boardwalk Royal Racewa' 

1 2'08"14 Confirmed Steven Zwartjes, Holland 1 26"88 Confirmed Martin Conroy, Leeds 1 0'54"01 Confirmed Tatu Luostarinen, Finland 

2 2'08"62 Confirmed Martin Conroy, Leeds 2 217"71 Confirmed Rob Pierce, Salisbury 2 0'54"32 Confirmed Andrew Mills, Londonderry 

3 2'08"76 Confirmed Rob Pierce, Salisbury 3 2'18"62 Confirmed Gary Peters, Devon 3 0'54"46 Confirmed George Papapetrou, London 

4 2'08"88 Confirmed Jan-Erik Spangberg, Sweden|4 2'18"74 Confirmed Steven Zwartjes, Holland 4 0'54"58 Confirmed Marc Dupont, Guernsey 

5 2'09"33 Confirmed Danny Dunn, Lincolnshire 5 2'18"74 Confirmed Richard Dunn, Lincolnshire |5 0'54"64 Confirmed Steven Dyson, Poulton le Fylde 

STARFOX 
ON CORNERIA (ANY VERSION) 

1 276 Confirmed 

2 275 Confirmed 

3 270 Confirmed 

4 265 Confirmed 

5 261 Confirmed 

252 Confirmed 

248 Confirmed 

247 ~Confirmed 

0 /B|N TO 245 Confirmed 

10 242 Confirmed 

Total Hits 

2212 Confirmed 

2120 Confirmed 

3 2054 Confirmed 

4 2091 Confirmed 

5 2000 Confirmed 

1984 Confirmed 

1952 Confirmed 

8 1933 Confirmed 

9 1900 Confirmed 

10 1872 Confirmed 

Phil Hughes, Widnes — Ancient Lake 

1 1'34"37 Confirmed Sam York, Bristol 1 2'08"77. Confirmed Rob Pierce, Salisbury 1 1'46"68 Confirmed Andrew Mills, Londonderry 

2 1'37"01 Confirmed Thomas Foster, Derby 2 2'09"19 Confirmed Gary Thomson, Bonnyrigg 2 1'48"28 Confirmed George Papapetrou, London 

3 1'38"31 Confirmed Steve Ridley, Ramsgate 3 2'09"30 Confirmed Martin Conroy, Leeds 3 1'48"73 Confirmed Tatu Luostarinen, Finland 

4 1'38"86 Confirmed Stelios Giamarelos, Greece |4 2'09"56 Confirmed Stuart Hayward, Swindon 4 1'49"63 Confirmed Steven Dyson, Poulton le Fylde 

5 1'38"94 Confirmed Orestis Giamarelos, Greece |5 2'09"81 Confirmed Richard Dunn, Lincolnshire |5 1'50"09 Confirmed Arthur Van Dalen, Holland 

DIDDY KONG RACING 
(PAL) 

Greg Ihnatenko, Cheshire 1 0'38"40 Confirmed Beckie Haskins, Southsea {1 1'37"10 Confirmed Ciaran McDermott, Ireland 

Jon Davies, Wallingford 2 0'41"46 Confirmed Stelios Giamarelos, Greece |2 1'38"15 Confirmed Beckie Haskins, Southsea 

Neil Friedman, Whitefield 3 0'42"03 Confirmed Orestis Giamarelos, Greece }3 1'38"53 Confirmed Adam Charlton, Huntingdon 

Kennéth Smafh sunderan df 4 0'42"03 Confirmed Adam Chariton, Huntingdon |4 1'41"57 Confirmed Stelios Giamarelos, Greece 

: 5 0'44"51 Confirmed Chris Cooke, Reading 5 1'41"71 Confirmed Daniel Carlsson, Sweden 

Stuart che 
Max French, Dundee 1 1'06"66 Confirmed Adam Charlton, Huntingdon |1 1'12"35 Confirmed Stelios Giamarelos, Greece 

Demunter Knemy, Belgium 2 1'08"33 Confirmed Beckie Haskins, Southsea |2 1'14"08 Confirmed Orestis Giamarelos, Greece 

Matthew Kagelidis, Greece 3 1'10"00 Confirmed Arthur Van Dalen, Holland }3 1'14"26 Confirmed Ciaran McDermott, Ireland 

Rob Pierce, Salisbury 4 1'11"89 Confirmed Stelios Giamarelos, Greece }4 1'15"56 Confirmed Arthur Van Dalen, Holland 

5 1'11"90 Confirmed Orestis Giamarelos, Greece |}5 1'16"75 Confirmed Beckie Haskins, Southsea 

Jon Dag We lngtow 1 1'00"81 Confirmed Stelios Giamarelos, Greece {1 1'33"67 Confirmed Stelios Giamarelos, Greece 

Greg thnatenko, Cheshire 2 1'01"96 Confirmed Beckie Haskins, Southsea |2 1'35"45 Confirmed Adam Charlton, Hungtingdon 

Sam Doyle, Derbyshire 3 1'02"95 Confirmed Orestis Giamarelos, Greece }3 1'35"61 Confirmed Orestis Giamarelos, Greece 

Phil Hughes, Widnes 4 1'16"25 Confirmed Remy Kamermans, Holland |4 1'42"15 Confirmed Ciaran McDermott, Ireland 

Jan-Erik Spangberg, Sweden 5 1'16"41 Confirmed Martin Perry, York 5 1'45"56 Confirmed Beckie Haskins, Southsea 

ie Aes 
1 0'43"65 Confirmed Adam Charlton, Huntingdon}1 1'49"63 Confirmed Beckie Haskins, Southsea 

aoe eee ree 2 0'45"46 Confirmed Stelios Giamarelos, Greece {2 1'49"75 Confirmed Adam Charlton, Huntingdon 

Rob Pierce, Salisbury 3 0'45"95 Confirmed Orestis Giamarelos, Greece |3 1'52"21 Confirmed Daniel Carlsson, Sweden 

Demunter Knemy, Belgium 4 0'45"66 Confirmed Arthur Van Dalen, Holland |4 1'52"35 Confirmed Jete Tantta, Finland 

Tom Wedley, Buckingham 5 0'46"35 Confirmed Ciaran McDermott, Ireland |5 1'54"03 Confirmed Richard Dunn, Lincolnshire 

1sid JHLWI Wl 



9999 

9040 

7684 

7240 

Confirmed 

Confirmed 

Confirmed Matt Peck, East Sussex 

Confirmed 

SNOWBOARD KIDS 

ETP ie 

Stelios Giamarelos, Greece |}1 02'00"96 Confirmed Jon Black, Bristol 

2 02'02"10 Confirmed Robert Gallagher, S‘hampton 

3 02'02"43 Confirmed Matt Peck, East Sussex 

4 02'02"70 Confirmed Graeme Robb, Scotland 

Ed Higgins, Essex 

Olav Vassend, Norway 

6572 Confirmed Luke Porter, Belfast 

6400 Confirmed Rob Davies, Swansea 01'36"50 Confirmed Orestis Giamarelos, Greece 

5520 Confirmed Robert Gallagher, S‘hampton 01'36"90 Confirmed Stelios Giamarelos, Greece 

CIn/ol;/M/alwin] = 4852 Confirmed Nader Kohbodi, N. Wales 01'53"70 Confirmed Kris McCabe, Walsall 

9 4682 

10 4680 

11 4564 

BR 4560 

BB 4560 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Orestis Giamarelos, Greece 

P. Underwood, Middlesex 

01'56"13 

01'57"20 

01'57"23 

01'57"23 

01'57"46 Tom Winterton, Lincolnshire 

Jon Black, Bristol 

Robert Gallagher, S‘hampton 

Graeme Robb, Scotland 

Confirmed 

Confirmed 

Adam Hayward, Cheshire Confirmed 

Joe Hamilton, Irvine Confirmed Jan-Erik Spangberg, Sweden 

OINIo|/Mialwin|= Steve Ridley, Kent Confirmed 

14 4560 Confirmed Ben Cook, W. Sussex ae 8 

15 4520 

Rookie Mountain 

Confirmed 

00'27"06 Confirmed 

00'30"53 Confirmed 

Alex Mitchell, Spalding 1 1'32"26 Confirmed Graeme Robb, Scotland 

2 1'36"83 Confirmed Jon Black, Bristol 

3 1'40"56 Confirmed Robert Gallagher, S‘hampton 

Grass Valley 

Orestis Giamarelos, Greece 

Graeme Robb, Scotland 

00'30"70 Confirmed Jon Black, Bristol 1 1'47"13 Confirmed | Robert Gallagher, S‘hampton 

00'30"80 Confirmed Robert Gallagher, S‘hampton |2 1'47"60 Confirmed Graeme Robb, Scotland 

00'31"33 Confirmed 

TOP GEAR RALLY 

. _ Ye | 

Coastline 

Matt Peck, East Sussex 3 1'50"36 Confirmed Jon Black, Bristol 

1'37"06 Confirmed Graeme Robb, Scotland 

1'38"30 Confirmed Orestis Giamarelos, Greece 

1'38"50 

1'38"53 Confirmed Jan-Erik Spangberg, Sweden 

1'40"76 Jon Black, Bristol 

1'45"16 Confirmed Matt Peck, East Sussex 

CE ae eee ea ey eae 
1 1'36"56 Confirmed Graeme Robb, Scotland 

2 1'43"83 Confirmed Robert Gallagher, S‘hampton 

3 1'46"03 Confirmed Jon Black, Bristol 

Silver Mountain 

1'46"40 Confirmed Orestis Giamarelos, Greece 

1'46"63 

1'46"76 

1'46"90 

1'47"90 

Confirmed Stelios Giamarelos, Greece 

Confirmed 

O|M|/alwil nw) = 

Confirmed Jan-Erik Spangberg, Sweden 

Confirmed Stelios Giamarelos, Greece 

Confirmed Graeme Robb, Scotland 

Confirmed Jon Black, Bristol 

O|M|) hl wi)n| = 1'51"30 Confirmed 

00'24"46 Confirmed Robert Gallagher, S‘hampton 

00'24"60 Confirmed 

00'24"63 Confirmed 

00'27"83 Confirmed 

Robert Gallagher, S‘hampton 

Graeme Robb, Scotland 

Jon Black, Bristol 

Bl win) = Matt Peck, East Sussex 

YOSHI'S STORY 

1 5649 Confirmed 

2 5423 Confirmed 

Kris McCabe, Walsall 1 5891 Confirmed 

Bob Campbell, York 

1 6016 Confirmed 

2 5704 Confirmed 

1 6107 Confirmed 

1 5557 Confirmed 

We've had the first of your Yoshi's Story scores 
and they're looking very promising but maybe 
you can do better? Have a go and send it in. 
We're also looking for your times on futuristic 
shoot-'em-up Forsaken, so hop on your Pioncycle, 
prepare your pulsar and find out if you are, 
indeed, the best. 

Remember, you'll still need to send a photo or 
video for your effort to be ‘confirmed’. Any photos 
MUST have your name, address and score/time on 
the back. Videos must have a label attached with 
the aforementioned information easily legible. 

Bonny Qvistorff, Denmark 

Alison Lennox, Argyll 

Bonny Qvistorff, Denmark 

Kris McCabe, Walsall 

1 5883 Confirmed Bonny Qvistorff, Denmark 

1 5732... Confirmed 

Total Score 

1 35460 Confirmed 

Bonny Qvistorff, Denmark 

Bonny Qvistorff, Denmark 

Send all your bits to: 
I'm the Best, N64 Magazine, 
30 Monmouth Street, 
Bath BA1 2BW 
If you'd like your videos or photographs back, please 
include a stamped, addressed envelope (with the 
correct number of stamps) and we'll promise to do 
our best to return them. And remember, each issue 
has to be completed far earlier than 
you'd imagine, so don't fret if your entry 
doesn't appear in the first issue after you CORD 
post - it'll be there in the next one. 



BROJEGIMI 
THE SEEDBED CENTRE, LANGSTON ROAD, LOUGHTON, ESSEX, IG10 3TQ 

ui D ety.) 

A Le} 

FAX: 0181 508 3845 

EMAIL: project@dircon.co.uk 

PAW SUIGIION SST UCR (MIE DOe-s 

Feedback Analogue Joypad 
Arcade Recoil ight Gun ont 
USA Tactics Ogre CALL 
JAP Dead onAlive CALL 
JAP Bushid@ Blade 2 £55 
JAP Metal Gear Solid CALL 
USA Resident Evil 2 SA9 
USA Breath of Fire 3 $45 
USA/JAP Tekken 3 (includes free Tekken 
model with game) CALL 
USA Spawn $20 
USA Bug Riders £20 
USA Fighting Force $20 

Pioneer DV505 (DVD) 
Pioneer DVL700 (DVD + LD) 
Panasonic A300 (VCD + DVD) 
DVD MOVIES BELOW 
Ait Force One Special Edition 
Austin Powers 
Batman + Robin 
Blade Runner Directors Cut 
Boogie Nights 
Con Air 
Contact 
Conspiracy Theory 
Cop Land 
Eraser 
Excess Baggage 
Fifth Element 
Fire Down Below 

George of the Jungle 
Goldeneye 
| Know Whatiou Did Last Summer 
Jerry Maguif 
Leon 
The Long Kiss Goodnight 
Mars Attacks 
Ransom 
Spawn 
The Rock 
Usual Suspecis 

Import White Saturn 
Universal Convertor 
Analogue Pad 
Sega Cool Pad 
JAP X Men vs Streetfighter 
WAP Virtua Pro Wrestling 
JAP Vampire Saviour 
JAP Touring Cars 
USA Bust A Move 3 
JAP House of the Dead 
USA Panzer Dragoon SAGm 

PU LUGS 
MERCHAN DS = 
Final Fantasy VI Music CD's $16 
Final Fantasy Vil Music CD's $16 
Final Fantasy VII 2" SD Models from £10 
Final Fantasy Vil 3° Models (listed below) 
Aerith Gainsborough $9 
Barrett Wallace £9 
Caif Sith 
Chogobo 
Cid Highwind 
Cloud Strife 
Cloud Strife Riding Chocobo 
Cloud Strife on Motorbike: 
Red Xill 
Sephiroth 
Tita Lockheart 
Vincent Valentine 
Yuffie Klearagi 
Final Fantasy 5" Models (listed below) 
Cloud Strife S19. 
Red XiIll a 
Sephiroth £19 
Vincent Valentine si? 

Import N64, Scart, Pad 
and Power Supply 
Universal Converter 
Jolt Pack + Memory Card 
JAP Nagano Olympics 
USA Duke Nukem 
USA WCW World Tour 
USA Mission Impossible 
USA Quake 
SA Fighters Destiny 
WAP Zelda (APRIL) 
APE Zero 
MSA Yoshi Island 
DAP Rev Limit 
JAP 1080 degrees 
GAMEBOY Pocket Camera 
GAMEBOY Pocket Printer 

as 2 

gpeeeeeeecene 

MERCHANDISE GND aiae 
Anime Music CB)Soundtracks £16 

Toh Shin Den Anime SOON 

Bomberman Anime SOON 

TekkemAnime SOON 

AMIGEFGKting (English Subtitles) $16 
DBZ Broly Experiment (E-Sub) 516 
DBZ Broly Returns (E-Sub) S16 
My Neighbour Totoro (E-Sub) £16 
**SEND FOR LISTING OF IMPORTS 

Ce CSU OC EUSA SU CSE UMUC USSU IC IND, Ua 

oi] ea OMSL SU Cem LITO TEC OTT LTC SO 

USA TITLES 
TOP GEAR RALLY 
MACE THE 
NFL QUARTERBACK 
AUTOMOBILI LAMBORGHINI 

ACCESSORIES 
OFFICIAL N64 JOLT PACK £7.00 

DARK AGE 

£20.00 

£30.00 

£30.00 

£20.00 

elgiet-to t-te M=I0) ey (Tort 

EXTREME G 

DUKE NUKEM 

FIFA RTWC 98 

041 | NN) 

4mb MEMORY CARD 

to P&P at 

£20.00 

£30.00 

pa 1 fo) 

£15.00 

£5.00 

£1.30 

Game Exchange A | (Imports and UK - Call for Details) 

All the latest New Releases and a Massive range of Used Games 

Either Call for Details on Tel/Fax: 

or: 

Or check out our Web Site at 

E-Mail 

Open 7 days from 
10.00am till 9.00pm 

Se a | 

my 
PlayStation. 

Visions, 728 King Lane, 
Alwoodley, Leeds, 

LS17 7BA 

Bristol's Videogame Specialist 
An Official N64 Centre 

SE x< 
Now we have your attention 
Exchange your crappy old N64 

games for shiny new ones 

Fully discounted new games 

Used games also available 

Postage & Packing FREE 
when you EXCHANGE 

We also exchange PC CD-Rom, Official 

PlayStation, Saturn games and consoles 

To advertise in the UK's leading 

independent N64* | magazine call 

Tarik Browne on 01225 442244 

Phone or send details for FREE price list 

Tel/Fax 01179 533935 
www.gamefreaks.co.uk 

gamefreaks 
PIOR aia tic Meee tee let he malay 
Cheques/PO's payable to""gamefreaks'. 
Please send games by recorded delivery. 

*43,576 ABC (Jul-Dec '97) 



Club 64, N64 Magazine, 30 Monmouth Street, Bath 
BA1 2BW Fax: 01225 732275, 
e-mail: n64@futurenet.co.uk 

Each month, the N64 Star Letter wins a super Gamester LX4 
Steering Wheel with Rumble Effect (LMP 0800 0813061). 
All other letters printed win a prized N64 badge! 

“Solution” 
For all you Brits out there who want 
1080° Snowboarding now, | have the 
perfect solution: import a copy from 
over here in Australia. As it's winter 
here now, it's already out and 
because we've got the same PAL TV 
system as you, Australian copies will 
work fine in UK machines (It’s true - 
Ed). You'll even win on the exchange 
rate — a game over here only costs 
the equivalent of £25. I've included a 
few e-mail addresses and phone 
numbers of mail order firms. 
e Jaycar: mailorders@jaycar.com.au. 
¢ H.E.S: 0061 297730044. 
¢ Mainstream Interactive: 0061 

Correction 

0398082100. 
¢ Action Hi-Tech: 0061 0398082100. 

It's all true. If you get a mail order 
copy of 1080° from Australia, it'll 
work fine on your UK N64, full 

screen and almost full speed. If you 
need your snowboarding fix now 
rather than November (the UK 
release date for 1080°), then ring one 

of these numbers (remember that 
they're 10 or so hours ahead of us 
and that it's fairly pricey) and see 
what you can sort out. You'll need a 
credit card, mind. Ed 

corner 
We never make mistakes. Eh? Whassat? Oh... 

Disney movies are NOT “universally 

appealing”. 
Daragh McDowell, Dublin 

They are to Tim, apparently. But he also 
likes Killer Nun. Eclectic! Ed 

Your Correction Corner isn't even in a 

corner! 

ry mame ol 

It is now. Ed 

Josh Clarke's GoldenEye Reader Tip in 

issue 14 is: a, crap b, in the instruction 
manual, and c, wrong. It's hold A not B 
Ben Barden, Guildford 

We've buried the Tips Editor up to his 
chin in sand down at Weston-Super- 
Mare. He won't be making any such 

elementary mistakes again. Ed 

The first place Reader Tip in issue 14 
was printed by you in your GoldenEye 
guide in issue 10. The third placed tip 
was far better and should have won! 
Chris Redit, St Albans 

As the Tips Editor came stumbling into 
the office covered in seaweed and 

dripping murky West Coast seawater on 

the carpet, Andrea slapped him around 
the face with your letter. He won't do it 
again. Ed 

In issue 16, page 6 you put 1988 
instead of 1998. 
S Riley, Nottingham 

Naeger Melk TUT k 

favourite decade again. Sorry. Ed 

“Major glitch" 
Having bought the Datel Game 
Booster to play my Game Boy games 
on my Né4, | found a major glitch 
with it. It seems that you can't save 
your games onto your Game Boy 
cartridge. This made playing games 
such as Legend of Zelda: Link's 
Awakening virtually impossible. 
Dale Petz, Brierley Hill 

Whoops. We didn't think to check 
that - and it really is a major 
disadvantage with 
loads of Game 

Boy games. Thanks 
for pointing it out. ry 
Ed 3 

Ie 
one Fo . 

bananas" p 
When | was reading 
the N64 Double Game 
Guide for SM64, | 
noticed that the world 
record for completing 
the game was around six 
hours and 30 minutes. 
Has the world gone 
bananas? How snail-like is 
that for a world record? | 
have no proof, but | timed 
myself in a completion time 
of two hours and 37 minutes. I'd be 
interested to know other readers’ 
times, as there's plenty of room for 
improvement on mine. 
Clare Clewer, Broadstone 

ra 

Pro En) 

Congratulations on the time. If it's 
true then you're a real Mario expert. 

lead 
Pr ki 

eae ea 
damiaes 

re 

Of course you could have videotaped 
your performance for that extra 
element of proof. If any other readers 
want to record their best completion 
times, we'll open a new league in 
I'm the Best. Ed 

wAny link?" 
After reading your story on Jet Force 
Gemini, | was wondering if there 
was any link between this and the 

Jetman series of 
games made by 
Ultimate and Rare. 
It looks like a 

progression, but 
they've changed 
the characters. By 
the way, | already 
love the dog. 
Robert Chette, 

We put your 
question to Rare 
and they said 
“Nope, there's 
absolutely no 
connection at 
all. No. We 
deny 
everything. It’s 
not true. Leave 
us alone." So 

there you go. Ed 

“Dug up" 

ug up my SNES The other day | 
and played Donkey Kong Country: 
Dixie's Double Trouble and found 
that in Wrinkly's cave she’s playing 
on an N64. The N64 wasn’t around 
when this game was released, so 

Nintendo must have 
shown Rare a clue 
about what was to 
come. 
Scott Winterburn, 
Great Yarmouth 

Tia 
games 

There's a similar 
time-bending 
conundrum at the 
end of Banjo- 
Kazooie. They're 
clever people at 
Rare. Ed 



“Missed out” 
In your issue 15 feature on the 30 
most important people in the 
Nintendo Universe, | noticed that 
you'd missed someone out — Koji 
Kondo, Nintendo's main music man. 
He's done the music on bucketloads of 
games, from Lylat Wars to Zelda on 
the Game Boy. | think he deserves a 
high rank because his music adds so 
much to the games he works on. 
Colin Sales, Bishopton 

Maybe Koji should have slipped into 
the top 30 somewhere. He'd 
definitely make it in if we'd done a 
top 50 - we just didn't have enough 
room to feature all the people we 
would have liked. And you're right, 
his music for Link's Awakening is 
superb. Ed 

“Couldn't quite” 
In his guide to Yoshi's Story, Daniel 
Glenfield said that he couldn't identify 
the music for the Trial Mode selection 
screen. | don't know whether it's a 
remix of an old game tune or not, but 

| can tell him that it's called “Let's Try 
it". | got a CD of Yoshi's soundtrack 
at Electronics Boutique and I've 
enclosed a tape. 
Shane Roberts, Spalding 

DR 
Teris Battle Gaiden 64 

Thanks for the tape, we've 
passed the last week in the office with 
idiotic grins on our faces. Ed 

“Hair 
aggravation” 
After many hours of pull-out-your-hair 
aggravation, I've finally remembered 
that Yoshi's Story Time Trial music 
comes from the rather fine Mario 
Paint on the SNES. 
B. Carr, Southport 

Ha! We knew we'd heard it before. 
Best be careful with that hair though. 
You don't want any Jes-style 
accidents. Ed 

“Old codger" 
Much as | hate to sound like an old 
codger, harping on about the ‘good 
old days’, | feel as though the gaming 
scene has deteriorated over the years. 
The biggest problem is the lack of 2D 
games. Granted, a three dimensional 
play area offers more scope in certain 
areas, but | miss the immediate 
appeal, simplicity and downright fun 
of SNES classics like Super Aleste, 
Sparkster, Secret of Mana and 
countless others. Most of my favourite 
games are in a two-dimensional 

Does anyone remember Teris Battle Gaiden on the SNES? That was a dream in itself, but 
a four-player battle point/time attack, skill tables, Pocket Monster-style collect-and- 
nurture characters, outstanding magic attack special effects and full Rumble Pak support 
wouldn't go amiss! 
Mike Ridley, Belfast 

Fact box 
ee ee eRe em Rac Mm ee MCMC mule ke tell ectele rly 
tete-a-tete with the 64DD and then the old carts versus CDs debate, 
we've decided to switch our piercing eyes to. the subject of the N64's 
greatest game: Rare’s GoldenEye. What else could possibly be said? 

Well, there’s all this, for a start... 

pap 

A. Nope definitely not. Apart from plot 
inconsistencies (like being able to shoot 

Trevelyan, Boris, Xenia amongst others 

and. still have them turn up in other 

levels), the biggest source of glitches are 

the game's in-built cheats. The ‘hideous 
freaks’ featured in N64 are largely a 

result of the chat codes messing up the 
Pe Ucar eo a 

Lo Fay \ ein 

Yana em hart ome elem lam aA ag 
mean for there to be a 24th one. If you 

have a Datel’Action Replay cart, you can 

get the ‘Lines Mode’ to appear in.the 
elma col eo a LO a) sole) 

but that’s the only way to get it. 

Q: So what about cheat < 

A. The only one to have been officially 

released is the cheat to get 64 characters 
Tam Ca mag io med eee A om Og gL CorO me gT-t 

in issue 15 and 16. There aren't any 
others.. Yet. 

Q. But t 

And each time it's been a cruel trick. You 
can't get Connery, Lazenby, Moore or 

LDF Coleg Ag ow-<-UAN MCL |6 1g MAC Cgc 
licence to.use them so they weren't 

included. They could have been sued if 

they did. For big money. 

New games 
you want 
to see 

could be secret tracks as well 
Adam Nodwell, Edenbridge 

Just as long as Pipsy the Mouse 
doesn't make an appearance. Ed 

Super Punch Out 64 

Q. But th ili 

A. |s an early publicity shot only. If you 
look at the gun in the pictures on the 

back’of the box, you'll’ see that’s not in 

the game, either. Rare,provided some 
screenshots to be used on the box 

before the game was finalised. 

a uilding | oa 

A. Afraid not. It's in there for decoration 

olay, 

ro mnay 

A. When you've beaten all’of the 

missions on each of the difficulty modes, 
you earn the 007. Mode. This allows you 

to adjlist three attributes of your 

enemies on a sliding scale: reaction time, 

accuracy and toughness (their ability to 

withstand your shots). It doesn’t allow 

you to.change anything else. 

Q.¢ 

A. |t would, but because the bodies are 

modelled from polygons, they take a 

sizeable mount of the N64's memory 

and processor time to display. Keeping 

all of them on screen.would cause the 

game to crawl to a halt. And that 

wouldn't be any good, would it? 

It's interesting that none of the N64's flash 3D puzzle games have so far managed to live 
up to the simple playability of games like Tetris Battle or Puzzle Bobble. Could be worth 
looking into... Ed 

Mario Water Sports 
This game would combine the water effects of Wave Race with lots of different sports 
such as surfing, bodyboarding, water skiing, sailing and lots of others. You could have an 
adventure mode where you have to get a medal on each of the many tracks which could 
be based all over the place — Bowser's Castle could have the water replaced with lava. 

There would be loads of characters from Mario Kart and Diddy Kong, and 
completing the game would earn you more, such as Wizpig or the black shy guy. There 

Anyone remember Frank Bruno's 
Heavyweight Boxing on the C64? (/ 
do — Martin) It was later converted to 
Super Punch Out on the SNES. 

| can't think of a better conversion for the N64. It would be just as addictive (as long 
as they toned down the ridiculous difficulty setting) but all fleshed out into lovely 3D. 
James Clarke, Derby 

It was a great game, but with retro classics such as Rampage falling very flat in the 
modern world, we wonder whether Super Punch Out would suffer the same problem. 
Won't know until someone gives it a try, though. Ed 



LETTERS 

We think the Sie Happy Tree i is 
a cannabis plant. : 
Mik Babb & David Martin, 
Trowbridge _ e 

Why do you lot think ISS64 is 
better than FIFA '98. I've played 
both and | prefer FIFA any day. 
Oh, and Nagano Winter Olympics 
is a fantastic game. 
Ross Keniston, Taunton 

There's a place in Scotland called 
‘Overton’ - it’s near Dufftown. 
The grid reference is 27345 
Colin Sales, Bishopton 

Computer gaming is primary a 
solitary pursuit with the 
multiplayer being the nice, but 
non-essential, icing on the cake. 
Andrew Lonsdale, Seaham 

} 

The | Englishman in Tokyo i is too 
Shores ey 
Andrew Shum, Fareham ; 

You don’t print enough letters 
from Scotland. Or from the 
female of the species. 
Joanne Greig, Scotland 

Saye 

Princess Peach quite clearly says 
“Bingo! Bye bye”. 
Rachel Stock 

No one wants to hear about how 
many languages Rony Costa can — 
speak. If | ever see him on the % 
streets of London, II smack him — 
around the face. Got that! 
Mark Wassouf, London 

environment — the N64 is more than 
capable of handling 2D, so why don't 
we see more games exploiting its 
capabilities. 
Nathan White, Stonebridge 

We like 2D games as well and for 
developers and gamers they have a lot 
of advantages. The graphics side takes 
less time to perfect (no tricky 
polygons to handle), more time can 
be spent perfecting the way the game 
plays, and games become less of a 
financial risk, allowing developers the 
freedom to experiment a bit more. 

The big problem is that 2D is 
desperately unfashionable. The vast 
majority of games buyers equate 2D 
with the ‘old days’ and will 
immediately discard it. It's mad - the 
way a game plays is always by far the 
most important thing — but at the 
moment 2D games only live on in the 
mixed bag of top-down PC strategy 
titles, most of which require a mouse 
to work properly. It would take a 
brave developer to buck the trend. Ed 

“You asked" 
In your Yoshi article you asked for 
platform games without end of level 
bosses. Here goes then: Manic Miner, 
Jet Set Willy, Green Beret, Bombjack, 
Topper the Copper, Pyramid, Freak, 
Bounder, Re Bounder, Thing on a 

Spring... (fades out) 

“Bit noisy" 
After reading J. Davies’ letter a couple 
of issues back, | decided to make 
myself a four-player, 4xfullscreen 

adaptor. The results 
are a little blurry but 
it's well worth it to 
keep your actions 
hidden from the 
other three players. 

I'm hoping to 
use the adaptor as 
the first stage in a 
project that will 
eventually lead to a 
marketable product. 
At the moment it's 
virtually all 
mechanical, relying 
on car parts, such as 
distributors and 
electric motors, running at 50Hz or 
RPM to split the signal. As a result, it's 
pretty large and noisy and has to sit 
outside in a box, with the cables 
running through the window. I'm 
gradually replacing these parts with 
more accurate, home-made 
electronics. 
Daniel Taylor, Congresbury 

Motors and car distributors? In a 
separate box outside? You are 
winding us up, right? Ed 

...Fungus, Human Race, Impossible 
Mission, R1-D1, William Wobbler, 
Bruce Lee, Shaolin Road (fades)... 

“Toilet” 
In GoldenEye's Facility level, I've 
noticed that there isn't any toilet roll 
in the cubicles or even a flush handle. 
The sinks don't have any taps but on 
the wall there's a sign indicating that 
you should wash your 

hands. I'll certainly think twice next 
time a Russian soldier wants to shake 
my hand. 
Stuart Millar, Guildford 

Do you get a lot of friendly Russian 
soldiers in Guildford, then? Ed 

... Chuck Egg, Chuck Egg 2, New 
Zealand Story, Monty Mole, Auf 
Wiedersehen Monty... 

STOP IT ROB PIERCE FROM 
SALISBURY. STOP IT NOW! Ed 

“Confession” 
| have a confession to make. | didn't 
invent the Dust Protector 64 featured 
in issue 15's Invention Corner. | stole 
the idea from my brother, Carl, who 
thought of it himself. Sorry Carl. 
Marc Eastham, Oldham 

You'd better give Carl this badge, 
then. Ed 

1. Any chance of seeing 
Gran Turismo or TOCA 
Touring Car on the N64? 
PPM atta go AN Color 
dates for V-Rally, 
Pilotwings 2 and Worid 
Grand Prix? 
Steven Said 

1. Gran Turismo no (it’s 
Ros) Rel ae OL er 
Touring Car is a definite 
possibility, seeing as 
Codemasters currently 
have Micro Machines V3 
64 on the release slate. 
2. V-Rally should be out 
around November time, 
and, with any luck, World 
Grand Prix should turn up : 

: we'd like — the PAL in August. Pilotwings 2 
has been canned. 

1. You claim that F-Zero X 
will run at 60 frames per 
second. How will this be 

: per second. Will we lose 
: frames? 
: 2. 1s G.A.S.P really that 
: bad? 
: 3. You claim that the 
: Japanese version of /SS will 

Ae <M A 9) 

: 3. ‘Fraid not. The Jap 

possible when a UK TV's 
update is only 50 frames 

have a FIFA licence. Will the : 
UK version have this? 
(emt) estat) 

version of ISS does 
: indeed have the official 
: Jicence (check out the 

review on page 72), but 
: for the most part it’s 
: difficult to tell - nearly all : 
: the text is in Japanese 
including the players’ 
names. When ISS ‘98 (the 
V0) ee) 

September, it'll be un- 
: licensed with made-up 

1. We don’t think so. 
Frames per second (an 
animation rate) and 
screen update (the 

two separate principles. 
PAD Seems ete) 
things - not as far as 

version of F-Zero will be 
: just as smooth as the 
ERO ese oth A 
2. We never lie. 

: Names and teams. You'll 
RS el) oat le1° ( 
: these yourself though. 

: 1. Will there be an X-Files 
: game on the N64? 
PAU aera) 
: Jurassic Park 64 yet? When 

will it be released? 
EP aVaN a PSs ar ex- Un ela a 
WEN ia 

ee Sal a AOL Mt r-lce Mm icolaa 
Jonathan? Is he still alive? 

CECT ut CHR 1110 

: 1. As the PC game is 
: nearly all FMV, we very 
: much doubt that an N64 
A RL 
: 2. We've not heard of 
anything about this since 
last year’s E3. When 
games go ‘quiet’ for this 

: long, it usually means 
they’ve been canned. 

: 3. There’s the Disney 
: puzzler game from 
: Capcom... 
ee ee MS Teele) 
: living the high life in 
: London testing cars for 
: Top Gear. He pop’s in 
from time-to-time to 

Hey Atos 

BPEL Orla EoD 
camera/printer package 

: include a Game Boy? 
: 2. How many memory pak 
oct exer (oles om AO) 

aU erie- NEM [UliKcYa 
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Patent officers of the world, 
prepare to tremble... 

3. PLEASE can you tell 
me how and where to 
get the Soft Rack 64? 
4. The screenshots 
Super Mario RPG 2 
look rubbish. Will the 
final game look like 
this? 
David Roberts, by e- 
TUL 

1. Can you save import 
games running though 
a convertor cartridge 
onto a normal memory 
okt 
Mime 
Reo ie 

1. I'm going to America 
in September. Will 
Zelda be out by then 
and will | be able to run 
it through a convertor 
cartridge on a UK 
ureton nota 

Do you have a larger than 

normal brain? Then send 
anything it's produced to: 

Invention Corner, N64 Magazine, 

30 Monmouth Street, Bath BA1 

2BW. Any we print net N64 
Magazine badges for their 

creators. 

2. Will South Park 
Detail j Yom cs 
Rugrats or GoldenEye? 
3. What does ‘real time 
clock’ mean? 
Gary Boyle, Broxbum 

Ty] we 
ee 

(Senet 
nod Magane 

SSN Namehon.th disse 
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Subscribe and you get’14 issues for the’ price of 12,-— 
a-saving of almost £6. Plus, pay by Direct-Debit and 
save another £6 = that's 4 freeissues! 

We'don’t charge’a penny for delivery of your 
magazine if yourlive in the UK. Overseas delivery is 
charged_at cost. 

FREE tips book, packed with useful hints and cheats 
on two top’games, delivered with every issue: 

Standard Subscription (12 issues) rates: 

116 

a. ; Vins 
Uy = UR py, 
EK aot 

» beara a 

3 2 1 

a. AEBS 

S MAGAZINE 
a 7 

ro 

Py. 
\eess 

AND GET 

PREE 

PLUS FREE 
DELIVERY = 

(Free delivery in UK only) 

01458 271124: 

01225 822523: 
*Please quote reference No. N64P91 when telephoning or e-mailing your order. 

Ly 

Europe (inc. Eire) £43.40 Rest of the World £53.40 



Back issues 
Fancy some light summer reading? Well, you could always order yourself the. 
entire N64 Magazine back issue collection to while away those lazy summer 
evenings. No? Well maybe just a couple then? Or just one? Oh, go on... 

E 
i 
: 

ISSUE 15 Pee) set 

Personal details 

Title Initials ; Surname 

Address 

To: The Manager 
Postcode __ 

191310] 7/6] 3} 

Bank/Building Society 

Daytime telephone no 3 Address 

Your subscription will start with the next available issue. European subscribers, quote your EC VAT reg no Postcode 
Please start/extend my subscription at the rate ticked below 

Fill out the coupon 
© By Direct Debit © 14 issues for the price of 12 MIUK only £29 tothe right 

© By cheque or credit card © 14 issues for the price of 12 
"Overseas prices quoted 

MIUK £35.40 Ml Europe (inc Eire) £43.40* Ml Rest of world £53.40* are for airmail only 

UK readers return this coupon by freepost to: N64 Magazine, Subscriptions, Future Publishing Ltd, 
Freepost BS4900, Somerton, Somerset TA11 6BR 

Overseas readers return (postage payable) to: N64 Magazine, Subscriptions, Future Publishing Ltd, Cary 

Court, Somerton, Somerset, UK TA11 6TB 

Please choose your method of payment 

1. [J Direct Debit. The full amount of your subscription will be deducted in advance and in one lump sum 

Card no 

Signature 

Please can | have issue(s): as shown on the page above 
Total amount enclosed Overseas orders: Europe add £1 and ROW add £2 for delivery 

O Please tick this box if you would prefer not to receive information on other offers N64P91 

Direct Debit instructions cannot be sent via e-mail, fax or photocopy.) Si t ) D 
7 ign re(s 

. LJ Cheque (payable to Future Publishing Ltd. Sterling cheques drawn on a UK account.) eveuret ate 

3 Visa [J Mastercard Expires 



BIG RED FAST ONE 64 

The game's name 
SET w ACA Cell} 
feu) 

Broom! You like cars, #hwoarr! You like girls. Pyfis is the/game m PEA 
Its publisher aimed at you, but oh dear - it's dreadful. 3498. Hellg. It's 1998 | MET 

A summary of our review 

The best tip or cheat, and 
any issues that we've The issue we 
done guides How much it costs reviewed it in 

PO re LY 

N64! 
Good in spells, but flawed and disappointing at length, AFA feels 
realistic enough but is too dull, too often. 

PX) Caer VTE f 

A real stinker of a Wipeout clone with game-affecting pop-up, 
cheating computer opponents, and terrible controls. 

Automobili Lamborghini 
NM 

It's not that it's actually bad, just only really competent. It'll pass a 
few hours but don't expect anything as lasting as Top Gear Rally. 

Blast Corps 

Undoubtedly one of the most idiosyncratically original games on 
the N64, and one you're almost certain to enjoy. 

Bomberman 64 

Oh dear. A big disappointment. The one-player mode was always 
a bit tedious but the multiplayer game has been completely ruined. 

EE AVLMaL 
aT Ae ae 
Wil Overton 
Zy Nicholson 
Bei 

Score The reviewer's initials Tart 

(see next door) Neg 

Don't be put off by its dodgy graphics. One of the best puzzle 
games in the world, and certainly the finest so far on the N64. 

Chameleon Twist 

There're thrills and spills but it won't take you long to finish. The 
multiplayer game beats Bomberman - but that's not that hard. 

Clayfighter 637; 

Possibly the worst game on the N64. Except, perhaps, for a game 
where you have red hot needles shoved into your eyes. 

Cruis’n USA 

Pop-up cardboard scenery and music to make your ears bleed. Less 
about driving, more a rule book on how to cock-up console games. 

Dark Rift 

Uninspiring special moves and similar characters. Nicely animated, 
potentially solid but, ultimately, really rather dull. 

ate siladar Ui) 
STs 
rb 
Vea are Ug 
Dye) 

Hitelatlereng 
SFT om aga) 
Steve Jarrat 
Vala 



Forsaken 

A fabulous Descent-style shoot-'em-up with unbelievable lighting 
and visuals. Lacks personality in multiplayer but worth investigation. 

Diddy Kong Racing 

Ne 
This game is huge - 40 tracks, a massive Adventure mode and three 
different vehicles to choose from. Not quite as good as MK though. 

GoldenEye 007 

Brilliant levels, detailed scenery, breathtaking weaponry and a 
perfectly judged difficulty curve. It doesn't get much better than this. 

Doom 64 

Solid and workmanlike but, up against Acclaim's dinosaur-basher 
and Rare's breathtaking Bond licence, it looks dreadfully old hat. 

Dual Heroes 

Stashed full of innovative features, like the ability to train the 
computer to fight in your style. Sadly it's ruined by some terrible Al. 

oT CMT Cl ma 

A commendably violent and vastly enjoyable conversion. Gorgeous 
new explosions and a brilliant multiplayer game. 

Extreme G 

Never likely to displace Wipeout 2097 as the ultimate future racer 
but still hugely impressive. Face-melting speed and beautiful tracks. 

F1 Pole Position 

Ubi Soft could have done a lot more with this. Obvious flaws 
include horrendous pop-up and stop-dead banks. 

a 

How in the wide, wide world of sport did this get through 
Nintendo's quality control department? We can only wonder. 

FIFA ‘98 The Road To The World Cup 

NGx! 
Banishing the memory of FIFA 64, there's plenty of promise here 
and a seemingly rosy future for the World Cup '98 version. 

Fighters Destiny 

Gorgeous animation, likeable characters and an ingenious Master 
Challenge. In a very real sense, our Tekken. 

ty 

re 

Handles reasonably well, but it's slow, ugly and there's far too much TM 
pop-up. Not what we were hoping for. Nice initials, mind you. re Ve 

Sadly, exactly the same as its elderly PC mum. Still fun in a retro 
kind of way but, in the light of GoldenEye, hard to recommend. 

An almost flawless game which could only have been bettered with 
the addition of real teams. Kills all known FIFAs dead. 

Cy am ea tis et): 

Great in its time but a bit out-dated now. For most people, 
enthusiasm for this type of beat-'em-up is at a low ebb. 

Lylat Wars 

Perhaps not as perfect as it could've been (it really needed a level 
select, for instance) but another tour-de-force for Shigs. 

Mace: The Dark Age 
Nea 

We weren't expecting much but this is a highly competent fighter 
that'll gladly tide you over till Capcom arrive on the scene. 

Madden 64 

The Madden series’ first outing on the N64 is as fantastic as ever. In 
fact, probably the best version of the game so far. 



Mario Kart 64 

The multiplayer modes are outstanding and you'll still find yourself 
racing the one-player tracks long after you've beaten the game. 

It's retro but it's totally rewarding and expertly constructed. Along 
with Yoshi's Story, a perfect example of how to do 2D on the N64. 

Disturbingly bad, this could only be less enjoyable if it squirted 
sulphuric acid into your face. Hate it till you can hate no more. 

This is really poor. A wealth of options, cheats, extras and finishing 
moves can't save it. Avoid with clinical determination. 

Multi Racing Championship 

a 
The conversion job has done it no favours. ‘Gritty’ graphics and, in 
comparison with Top Gear Rally, it's also far too easy. 

There's plenty to sink your teeth into here. A sprawling, enjoyable 
adventure that works its socks off to square up to Mario. 

Luge, bobsleigh, halfpipe, curling, they're all here and they're all 
supremely boring. Still, if you're having trouble sleeping... 

The problem here is that two-on-two basketball gets very boring, 
very quickly. Even with a cheats list, your attention will soon wander. 

An enjoyable multiplayer game and lots of options. Good, but 
hardly brilliant. The question is do you really like basketball? 

1 Ls 

It's got the crucial NFL licence but doesn't quite manage to displace 
Madden. More for the purists, work at it and you'll reap the rewards. 

Little excitement and a dearth of originality. There's nothing here 
that hasn't been done better in Wayne Gretzky. 

Pilotwings 64 

A supreme example of how to harness the N64's immense 
potential. Up, up and away. 

Quake 64 

Tidy new light sourcing, polygonal monsters, a lame two-player 
deathmatch and lots of blood. Good, but by no means brilliant. 

Rampage World Tour 
KEM 

This conversion of the age-old arcade classic is fun and brings back 
fond memories. But, ultimately, it's an expensive and limited outing. © 

San Francisco Rush 

Gravity-defying leaps, rattling top speeds, mid-air multi-car pile-ups, 
ua} tonnes of explosions and loads of secret bits. Great fun. 

Per es ro) aaere 

em 
Fab snowspeeder and space battles are ultimately let down by some 
lacklustre Doom-style bits. It still has a great Star Wars feel though. 

Snowboard Kids 

Mario Kart on ice. Technically a little ragged but still enormously 
good fun — just take a look at the multiplayer mode. 

Everything that's made previous Mario titles great, fleshed out into 
ld 3D. Without doubt, this has to be the world’s greatest videogame. 



Tetrisphere 
Nintendo £40 XC 13 @ 69% @ SJ 

Confusing (surely what it definitely shouldn't be), complicated and, 
although it looks lovely, eventually it just ends up being frustrating. 

Type in the word VORTEX on the password screen then press and hold the Reset button. 
Keep it pressed and a strange animated sequence will start up. 

[Cr 

Top Gear Rally 
Nintendo/Boss £55 NE 8 @ 86% @ JD 

Some of the fastest, most realistic driving ever to grace a computer | 
game. Well designed tracks help ensure a healthy lifespan. 

Complete game ‘seasons’ to earn (in order) the Milk Truck, Helmet Car and Ball Car. 
@ Game tips in the review N64. 

Turok: Dinosaur Hunter az 

Acclaim £60 NER 1@ 91% @ TW 

Screen-filling dinosaurs, ludicrously bloody violence and some 
breathtaking weapons. A phenomenally good game. 

At the edge of a platform the screen will dip. Jump here to gain maximum distance. 
® Cheat listing Tips Extra N64/2. @ Key-finding guide in N64/2. @ Game Guide + issue 16. 

War Gods 

GT £50 NR 4@ 46% @JA 

Vile characters, half-hearted moves and ludicrous end results. So, all 
in all, a complete and utter waste of time. 

When you play as Tak, just throw boulders (Down, Forward, Left Punch) at your opponents 
to win. 

Wave Race 64 

Nintendo £55 XR 2 @ 90% @ ZN 

Thoroughly realistic water effects and a scintillating two-player 
speedway make this easily as enjoyable as Mario Kart 64. 

To achieve the Helicopter stunt (and 1700 points) - when you're on the ramp, turn sharply 
in a Left/Up direction and then hold Down. ®@ Double Game Guide + no. 3 (issue 14). 

etzky’s 3D Hockey 
NER 6 @ 75% @ TW 

For sheer whizz-bang, puck-zipping magic, Gretzky is hard to beat, 
the one thing that lets it down is the fact that it's only ice hockey. 

Wayne G 
GT £65 

13 
Loads of tips in Tips Extra N64/5. @ For super teams, go to Set-up and then Options, hold L 
and press the C button sequence: Right, Left, Left, Right, Left, Left, Right, Left and Left. 

Import Games 
5 
es 

1080° SNOWBOARDING Nintendo ® 14 ® 89% 

64 O-SUMO 

AIR BOARDER 64 

ART OF FIGHTING TWIN 

AUGUSTA MASTERS ‘98 

BOMBERMAN HERO 

DENRYU IRAIRABOU 

DORAEMON 

DUAL HEROES 

FAMISTA 64 

Bottom Up @ 11 ® 90% 

Human ®@ 16 @ 62% 

Culture Brain © 12 

T&E Soft @ 14 @ 47% 

Hudson ® 17 ® 66% 

12 © 65% 

Epoch ® 2 @ 60% 

12% 28% 

Hudson 

Hudson 

Namco ® 11 ®@ 68% 

78% 

GT £60 XIGR 16 @ 70% @ MK 

A good ice hockey game but, when all's done and dusted, is it really 
different enough to Gretzky mark one to warrant buying? No. . 

To access a cunning sub-game, where the ice hockey players scrap each other, keep fouling 
the same opponent. 

WCW vs NWO: World Tour 

£55 NOR 12 @ 70% @ TW 

A perfectly acceptable, technically solid beat-'em-up with 37 
grapplers with colourful pants. Not quite Tekken though. 

TeHQ 

Each character has two special moves, one for legs and one for heads, and these you can 
get to by holding A and wiggling the analogue stick. 

Wifes trp 4 

Ocean £40 XR 15@ 74% @ JP 

Reasonably priced take on the age-old Tetris theme, with water and J 
mountains. It's better than Tetrisphere but, ultimately, lacks variety. ¥ 

To prepare for bombs falling, build a raised area in the right corner of the screen. When a 
bomb appears, drop it in this safe zone, returning to make repairs later. 

World Cup ‘98 
EA £60 NER 16 @ 73% @JA 

FIFA as FIFA's always been. Competent, licence-led but sluggish, 
frustrating and now with semi-automatic tackling. Hmm. 

Win the World Cup — on any difficulty - for access to the Classic Match option. This allows 
you to replay past finals. 

‘eer GS aad 
i * 

NEY 15 @ 86% @ TW im SEE. 

Yoshi's Story 
£50 

Surprisingly, a Nintendo game that lacks both ingenuity and 
longevity. But it's amazing to play and beautiful to look at. 

Nintendo 

To find the white Yoshi, work your way through level 3 until you find poochie yapping at a 
red pipe you can’t reach. Go down the next red pipe and look for the ? bubble. Voila! 

don’t forget! 
N64 Magazine has its own little corner of the information 
superhighway at www. futurenet.com/gamenetn64/ 
You'll find the lowdown on the latest issue of N64 Magazine 
along with reviews, previews and even a chat page. 

WILT 

eh ar 
oo ae | 

c Not an immediate hit, 7080° will take time and perseverance. 
Uli Its utter brilliance, though, just has to be admired. 

Sumo it may be, but Bottom Up have turned Japanese 
wrestling into a stonkingly fine, fun-filled fat-fest. ME Te ea 

An unusual and quirky little game, but there's no proper 
objectives and no real challenge. Looks great, plays boringly. TW veg 

A simplistic beat-'em-up but one with some charm and, given 
DM the dearth of quality N64 fighting games, not a bad proposition eT y 

Your N64 could run this with the power off. A very poor 
conversion of a dated game design to be avoided at all cost. JP TBA 

Strangely compulsive at times, but not much of an 
improvement over Bomberman 64. No multiplayer mode at all. TW Autumn 

Denryu is a console-based version of the game at fétes with the 
copper stick and wire. It's up to you. JN Pan) 
A slightly linear, slightly confusing and all-too-tedious Mario 
clone. Perhaps more suited to your younger brother or sister. Tw Tn ca 

After much hype, Hudson reel out a horrendous beat-'em-up 
with little or no redeeming features. A travesty of justice, indeed. DM May 

Not quite the Namco debut we were hoping for, but probably 
just about edges it as far as baseball games go. TW Eee Ella 



Import Games 
ee ee 

THE GLORY OF ST. ANDREWS 

JANGOU SIM MAHJONG DO 64 
Si ety cya Wines 

Peay eed 
JEOPARDY! 

De 
J-LEAGUE PERFECT STRIKER x 

KING OF PRO BASEBALL 

MAH JONG 64 

MAH JONG MASTER 

MK MYTHOLOGIES: SUB ZERO 

NBA COURTSIDE 

OLYMPIC HOCKEY 

smicrry 20000 
SUSUME! TAISEN PUZZLE DAMA 

WONDER PROJECT J2 

pe MeN at ae 
Phone numbers and Internet sites for companies with a Nintendo 64 interest. 

N64 SITES 
THE Games 
Nintendo USA 
Nintendo Australia 
Nintendo Japan 
Next Generation 

(01703) 653377 
www.nintendo.com/ 
www.nintendo.com.au/ 
www.nintendo.co.jp/ 

www.next-generation.com/ 
IGN64 ign64.com/ 

Acclaim (0171) 344 5000 
Japan www.acclaim-jp.com/ 
US www.acclaimnation.com/ 

Argonaut www.argonaut.com/ 
ASCII www.asciient.com/ 
Atlus www.atlus.com/ 
BMG (0171) 973 0011 

www.bmg.com/ 
Boss www.bossgame.com/ 
DMA Design www.dma.co.uk/ 
Electronic Arts (01753) 549442 

www.ea.com/ 

(01753) 854444 
www.gametek.com/ 

GT (0171) 258 3791 
www.sgtinteractive.com/ 

Gametek 

GTE 
Hudson Soft 
Human 

Imagineer 
Interplay 

Konami 
Japan 

US 
Midway 
Namco Japan 

US 
Ocean 

Paradigm 
Rare 

Seta 
THQ 

Titus 
Ubi Soft 

Williams 

Konami ® 15 © 52% © MK 

Seta © 1° 58% © TW 

7° 69% JD 

8 66% TW 

Video System 

Imagineer 

Hudson © 10 © 52% © TW 

9% — MK © 

89% TW 

68% TW 

Take 2 © 16 

Konami © 1 

Imagineer © 1 

Konami © 1 © 69% © WO 

Koei © 3 

Midway © 11 © 9% 

Nintendo ® 17 © 90% ® MK © 

Midway © 15 © 60% © MK & 

Hewia © 13 © 12% © TW 

65% © JD 

Jp & 

Hudson © 7 ® 42% © JA 

Konami ® 3 © 54% © TW 

Konami © 17 ® 78% © MK 

Compile © 10 © 80% © ZN 

Midway ® 12 © 75% © JN & 

Imagineer © 13 © 83% © JP 

Konami © 15 © 78% © TW 

Bandai 

Hudson 

Gametek © 11 

Seta © 11 

Enix © 1 

12 > 79% — JN 

12° 49% DM 

17% — TW 

72% © JD 

55% WO 

www.im.gte.com/ 

www.hudson.co.jp/ 
www.human.co.jp/ 

www.imagineer.co.jp/ 

(01628) 423666 
www.interplay.com/ 
(01895) 585 3000 

www.konami.co.jp/ 
www.konami.com 

www.midway.com/ 
www.namco.co.jp 
www.namco.com/ 

(0161) 832 6633 

odon.com/ocean 
www.paradigmsim.com 

www.rareware.com 
www.seta.co.jp/ 
(01372) 745 222 

www.thg.com 
www.titusgames.com/ 

(0181) 941 4004 

www.ubisoft.com/ 
www.williamsentertainment.com/ 
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It's frightening when developers like Konami can't get it right, 
but G.A.S.P! is another appalling attempt to emulate Tekken 

The N64's first golf game lacks any redeeming features 
whatsoever. A ropey graphical engine and dodgy controls. 

So, the best mah jong game yet? Well, probably, but does it 
really matter? It'll probably fly off the shelves in ker-razy Japan. 

What chance has a sprite game in a world with /SS64? This is 
incredibly basic but persevere and you might get some joy. 

While Dynamite Soccer was an ugly but enjoyable fat-bloke 
football game, Eleven Beat is plain ugly. One word: /SS64. 

Less a game and more a vile disease, Jeopardy is monstrously 
bad. So ugly that, if you look at it, you'll turn to stone. 

Konami prove their footballing dominance with a magical soccer 
sim. Breathtaking animation and a plethora of fantastic moves. 

The super-deformed players are entertaining for a while but the 
slow runners and super-skilful CPU will eventually get you down 

If you've never played mah jong this would be a very tough 
way to learn, with its copious Japanese text. 

More of a beginners guide to the game than previous efforts. 
The heavy reliance on Japanese text makes it a bit tricky though. 

Worse than Wheel of Fortune, MKM could only be less enjoyable 
if it intermittently squirted sulphuric acid into your face. 

Hugely enjoyable basketball game, with simple intuitive 

controls, crisp and smooth graphics and intelligent team mates. 

Unadulterated cash-in with the Wayne Gretzky engine. Good, 
except Wayne Gretzky's the same but better. 

Pachinko is like pinball without the skill and this console version 
doesn't do it any further favours. So dull, death seems enticing. 

We've got nothing against baseball although it is, plainly, 
tedious but this effort from Hudson is tragically awful. 

The fourth in Konami's series of baseball games, this went 
ballistic in Japan but we don't rate it as highly as King of Pro. 

Improved again with a tweaked game engine and a strangely 
enjoyable RPG section. Strictly for fans of Japanese weirdness. 

You didn't buy your N64 to play this but it’s still rollickingly 
good fun. So, if you're rich, try it on for size. 

An entertaining update of the classic shooter but one that could 
quite easily make a home on the SNES. Good, but not great 

Although it looks no different to the SNES version, this still playg 
as magnificently as ever. Look out for the UK version soonish. 

Another N64 Puyo Puyo game but a quirky, enjoyable one all 
the same. Plus, there’s a great bowling sub-game. 

It's a 64-bit board game and it's quite fun but it goes on a bit, 
gets a tad samey and, obviously, guarantees minority audiences. 

The latest entry from the highly productive Hudson is a tedious 
old wrestling sim that lacks the refinement of WCW vs NWO. 

Abominable visuals, tragic animation and hideous Americanisms. 
Worse than accidentally falling off a cliff. And surviving. 

A good, solid chopper sim and one with an unusual but actually 
quite intuitive control system. Perhaps a bit easy, but good fun. 

Guide a robotic girl through various ‘real-life’ situations with the 
overall aim of making her a real person. Weird and very Japanese. 

Recommended web sites 
Each month we scoop off the cream of the Internet's N64-related 
web pages. This month... 

DAWA art UCe Mute eer ete) eae 
If you think we've been thorough in 
dissecting GoldenEye in the mag, you 
should check out the Internet. There 
are sites out there produced by people 
who must do nothing all day but 
experiment with different settings and 
tactics in order to squeeze something 
extra out of their favourite game. 
Take a look at Glen McDiarmid's page 
which is slow but exhaustive, and 

features links to plenty of other 
GoldenEye-related sites. 

What a life eh? Just playing 
GoldenEye all day. Even games 
reviewers don't get it that good. 
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rrange swaps, buy new games or 
offload your old ones, find penpals, 
buy fanzines or look for help with 
games -— you can do it all on this page 
and it'll cost you absolutely nothing. 

There are six sections at the moment but if 
there are a significant number of alternative entries 
we'll consider opening new ones. What's more, 

each month, starting next month, we'll choose one 

GAMES FOR SALE 
@ NBA Hangtime: £25 o.n.o, FIFA 
‘98: Road to the World Cup: £40 
o.n.o or | would swap any for Multi- 
Racing Championship or Top Gear 
Rally or San Francisco Rush. Call 
Ashley Schrader on 01493 782098. 

MAGAZINE dewey pt 

Name 

@ Wave Race, Lylat Wars and 
US Sub Zero. All in good condition 
and fully boxed with instructions. 
Good prices wanted or swap for 
good games. Call Simran Bedi on 
0181 843 0733. 

particular advert to be ‘Ad of the Month’ — probably 
the strangest one, or one that's made us all laugh. 
The lucky sender of that ad will receive any of the 
bits and pieces that normally arrive in the office 
during the month. New memory cards, odd joypads, 
strange steering wheels — you wouldn't believe what 
turns up. The Ad of the Month will also appear in a 
nice, large box, making it just that little bit more 
eye-catching. 

Address 

Postcode 

Telephone 

(] Games for Sale | Fanzines 
_] Games Wanted LC) Penpals 
_] Games to Swap 

| wish my ad to go in the following section (please tick) 

“| Help Wanted 

Sadly, yes, there are some. Private ads only. Trade ads will be 
taken round the back, roughed up and thrown out. Adverts 
for pirate software will not be accepted, either, and we might 
even hand them to the head teacher at lunchtime. Snitch! 

| have read and understood the conditions for the inclusion of 
this free reader ad 

Send your completed form to: 

@ /SS64, Tetrisphere, Yoshi's Story 
and 256Kb memory card for sale. All 
in good condition. | would also 
consider swapping games. Call Chris 
Mossman on 0113 287 5509. 

Please write your add in block capitals in the grid below. Put one word only in each 
box. Words not in boxes will not be printed. Please remember to include either a 
telephone contact number (with national dialling code) or e-mail address in your ad. 

N64 Contact, 30 Monmouth Street, Bath, BA1 2BW 

There are a few rules — they're printed on the 
form below. If we get deluged with forms, we might 
not be able to print them all in one month, but in a 
feat of almost mechanised organisation we will, 
eventually, get round to every single one. Promise. 
Oh and you don't have to cut up your copy of N64 
Magazine, either. A photocopy will do just fine (as it 
will for any of the other forms in the mag). Right 
then, we look forward to your ads. 

@ N64 games for sale. Turok: £25, 
1SS64: £20, Mario: £25, Mario Kart: 

£35 o.n.o. As new. Call John on 
01798 344195 (Evenings). 



Ever wondered how the game in 
someone's head turns into the cartridge in 
your N64? It's not as easy as you might 
have thought... 

THE EVOLUTI 
ake one huge film licence, mix in a few ideas (no need for too many), spend 
a couple of weeks designing the walk-on characters, slap on a massive 
marketing budget for three months and enjoy the fruits of your labours. 

Unsurprisingly, this isn't how a game is created. It's a massively more 
complicated procedure. In fact, it’s a horrendously expensive organisational nightmare, 
occupying the time and effort of a huge team of ideas men, programmers, artists and 
marketing men. And women. Indeed, taking a game from the germ of an idea to that 
little grey box that’s currently occupying the hole in your N64 is an epic. If it was a film, 
it would be Dr. Zhivago. 

So, why do it? Why go through all that hassle and stress when, at the end of it all, 
you could just as easily fall foul of the cold-hearted journalist, only offload ten copies of 
your game (nine of which were nicked in a ram raid) and end up making a loss? 
Because, equally, the rewards for making a truly great game are astoundingly lucrative. 
Turn up at Rare’s car park and you'll realise that much. Mercedes convertable, anyone? 

But, that's by the by. Getting even close to the point where you can go out and buy 
a house for cash (it has been known to happen up Twycross way) requires months, nay 
years, of hard graft. Endless planning meetings, plenty of heated discussions and a 
partner-niggling number of late nights all come before. And, of course, we all want to 
know what's involved in the whole “come before” process. So, setting up camp in a 
number of respected British development houses, we stuck the kettle on and watched as 
three potentially blockbusting games took shape... 

INVESTIGATES... 
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The very beginning of the 
development process. So, 
what happens? Do 
companies employ specially 
trained and highly paid 
‘Ideas Men’ just to sit down 
and come up with an idea? 
Do the scriptwriters sit 
down for hours and sketch 
out the bones of a story? Do 
programmers come up with 
the ideas? N64 asked Brian 
Baglow at DMA. “The idea 
for Silicon Valley originally 
came from Dave Jones, the 
head of DMA", reveals 
Brian. “He produced it 
almost out of thin air. It’s 
really a very, very basic idea”. But, is 
this a standard approach to coming 

ith 2 - =": seed ca, the deafor The idea for Silicon Valley came 

THE ORIGINAL IDEA 

EARLY DESIGN 

blue. | can't imagine 
very many developers sit around in a 
group of ten and say, ‘Right, let's 
think up an idea, then’. It's just not 
a realistic way of working”. 

That's fine, of course, with a 
game that isn't bound by a licence. 
But Infogrames, and subsidiary Ocean 

before them, had quite a few more 
problems before they even got as far as 

planning ideas. Nathan Wilson at Infogrames 
explains: “Obviously the licensee, Viacom and 
Paramount in Mission: Impossible's case, wants to 
know that we are going to make a good game. We 
also had to sit down with Tom Cruise. He's very 
protective of his image, so it was decided before the 
game even began that we weren't going to use his 
face. We also had to ignore the fact that he’s quite 
short — he's got quite a hang-up about it - so the 
women in the game had to be shorter than or the 

sequel based on a really, really strong license like Jim 
is to go back and play the first two games. 
Everybody on the team played through the Sega and 
Nintendo versions until they knew them inside out. 
From there it's really trying to see what's the essence 
of Jim's charaeter*We have to take a step back and 
say, ‘What's Jim about?’ It's about incredible 
humour, really good gameplay and cartoon-style 
graphics. You take those three elements and then 
decide where the game's going, ideas-wise”. 

ey Yt oe 
Umi ae — Set amongst the futuristic: France's chief developers. Lyon- 
as his == looking Technology Park in based Infogrames. have been 

i character, Dundee, DMA fitst attained loyal SNES and Game Boy 
while the orldwide recognition with developers for yonks. However, 
other male Cage Uia ere ena Galvani Goes elem tio endless 
characters “phenomenon that earned them} in-house N64 project, even 
had to be TaoleFsa amiss olatca aetoe est arectasr| dia(els'-4sbeds(cy"en ioe -ael aero 
generally the Pacific island. Their latest currently on the go: Space 
same height roject, the hyper-violent Grand | Circus, V-Rally 64, Looney 
or slightly heft Auto, has also gone down | Tunes Space Race and, the 
smaller. a-storm, thanks in part to Max nearest to completion of them 
There's a Clifford's canny publicity all, Mission: Impossible. And it's 

- long process CERES elie) oe exes cise] jaF encom cele sme eaaisseidfesyieigre ize zievssieliom yi 
: of later). N64-wise, they re shalt stick, particularly as-it's 

negotiation before we even get to sign the license 
contract". And when you finally get to sign? Nathan 
laughs. “We had to sit down with Tom Cruise again 
and talk about our ideas”. 

And what of Earthworm Jim 3D, a game 
somewhere between Silicon Valley and Mission: 
Impossible: an original game, but part of a series. 
Chris van der Kuyl at 
Vis gives us the 
lowdown: “The 
starting point for any 

=currently hard at work, with 
Body Harvest, set for October, 

SS Hee pee il eve solast oes tims etait 
= after and: Wild Metal Country 

4999, Busy boys; indeed. 

had-such-an-“interesting® 
development period, started all 
the way-back when the N64 
ire ce lie thomse md leven 7ele cre) 
(olemiaeticwien 
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Once a developer has decided on an 
idea and they're clear on the story, 
then they can start to design the 
earliest parts of the game. This 
section of game development is 
generally where the team splits off 
into their various factions. However, 
at this juncture there is little point in 
starting programming immediately. 
You need to decide on what will 
work, and which direction the game 
will take rather than wasting time on 
possibly fruitless coding. 

“When we had the idea of 
crossing animals", says Brian Baglow, 
“we had to come up with early 
designs and balance out the different 
skills. You then have to design levels 
that take advantage of those 
characters." But while artists are 

battling with paper and pencil, 
expect so. The idea for 3 ? iP your programmers can’t put 

pe la olan from DMA’s boss. He produced Ne ee tle oe or 

person, just out of the it almost out of thin air. on YA prototyping different 
engines, 

estimating final 
frame rates and 
fields of view. 
“With the 
design and 
technology in 
place, that's 
when we can 
start working 

; on the game," 
ts for Silicor reckons Brian. 

For Vis, making a game is a 
(ekovear en ci<oj menace (elses 
Diva etaaaliaiome elgg) ora h eager) 
eli eae eee Ciaiais 
remnants of a disused hospita 
have never developed a game 
before, let alone an\N64 game== 
And, to make mattets even == 
harder, their first game = and 
multi-platform game at that = 
the third Earthworm Jim 
installment, the first of the 
series to make it into 3D. So, 
CSefsiiaympaisseliatoiaeieiee tice 
fact that they've got to 
lelsiiiale(omsticastlaceee et\ 
games and N64 development = 
should provean interesting little: 
proposition. Onwards... 3 



“Before development started the artists 
sketched out different scenarios", continues Nathan 
Wilson: We had an idea of what missions to 
include in the game, but you need to visualise it 
before you can start coding. The.artist and level 
designer need to get an idea of what the game 
should look like and the only way they can 
communicate that to the programmers — who have 
to bring the ideas to life—is with pen and paper”. 

Chris van der Kuyl agrees that the paper design 
process is essential, but the programmers can make 
themselves busy. “The essential part of the design 
process involves a creative team that sits down and 
works it out on paper. They come up with the back 
story and decide on the core gameplay. Once we've 
got enough there, we go straight into prototyping”. 
Prototyping being the testing of ideas in early, up- 
and-running versions of the game. 

_ 

A Mission: Impossible has seen more problems than 
most. But, Infogrames have had a calming 
influence on the game and it now fooks great. 

LOADSA MONEY! w 
Nintendo games provide the tightest profit 
margins thanks to the cost of the cartridges. 
Nevertheless the top games can expect to 
sell about two million copies worldwide. 
Obviously as the popularity of the N64 
builds up in the run up to Christmas, this 
number will just get bigger and bigger. It's 
then that you get the astronomical profit 
levels of the Tomb Raiders, Resident Evils 
and Final Fantasy VIls. 

Electronic Arts have said that they will 
only develop for the N64 when they feel 
there is an advantageous niche to be filled. 
Clearly the profits are a bit poor for their 
blood at the moment. 
They are, after all, the 
largest games 
developer in the 
world. Tsch. 

Ethan Hunt. Couldn’t 
look like The Cruiser. So, 

instead, he fooks like, 
well, no one at all. 

PROGRAMMING AND DEVELOPMENT 

With sketches done, ideas passed 
round; early programming tested out 
and moulded into shape and the 
team clear on their roles, 
programming proper can begin. 
Development teams are typically 
small during the early stages, as 
everyone is waiting for early design 
and code to be implemented. As the 
game begins to take shape, though, 
more and more staff are brought in, 
either by being plucked from other 
projects or as freelance. And the 
order in which things are done 
seems to be a surprisingly set-in- 
stone process. 

“Most of the artists would.go 
to a level designer with an idea and 
see what they think”, Brian Baglow 
says about Silicon 
Valley..." The level 
designers may 
already know that it 
doesn't work. But 
it's always better to 
have more levels 
than you need so 
that you can discard 
the ones you don't 
like, rather than 
wrack your brains 
trying to come up with the last few." 

“It took six to 12 months to 
start coding Mission: Impossible from 
design" agrees Nathan Wilson. “The 
team start first on level design. The 
artists suggests a visual style and the 
level designer transfers this into 
reality. The programmers then ensure 
that the two — style and level design 
— meet without any visible seams”. 
But, Infogrames had a few 
unforeseen problems in development. 
“Obviously we weren't allowed to 
have any killing in the game (part of 
the agreement with Tom Cruise). The 
game was supposed to be entirely 

espionage-based. But after we 
saw GoldenEye we realised that 
gamers demand a bit more 
action. That caused us a lot of 
problems with the licensees 
where we had to explain the 
situation”. 

Ah, the joys of a licence. Whilst 
it might seem the glamorous 

option, the 
licensees can 
prove to be a 
bit of a 
nightmare. 
“Every single 
design from a 
level has to be 
approved and 
each new 
element takes 
about two 
weeks to be 
approved. It 
really slows up 
the 
development 
process. 
Programmers 

and level designers produce something, it's sent off 
for approval, then they really can’t do a lot for two 
weeks while they find out if it’s okay, because the 
same thing's going to apply to the next section they 
design. It's really annoying”. 

And, worst of all, Nintendo also keep its third- 
party developers on a tight leash and, if they're 
running over schedule, they can pull the plug when 
they want. Nathan admits that Infogrames were 
nervous. “At any time Nintendo could have said, 
‘Right, you're six months late, we're taking the 
license off you', and that would have been money 
down the drain." 

No such licencing problems for Earthworm Jim 
3D, though. “We started on the different 
environment engines", begins Chris van der Kuyl. 
“From the general running about and shooting 
engine, we prototype that with all the different guns 
and abilities. And the twister engine, when he's 

You need to decide when the 
effort stops being worthwhile. If 
you are going to take three 
weeks to add something that 
most people wouldn’t even notice 
then it becomes a waste of time. 

stuck inside a tornado, we tried that out with just 
blue boxes to feel how it would play. Little by little 
we add to it, even adding sound effects early on to 
get an idea of how it will work. Sometimes it's as 

simple as having two boxes moving on-screen. 
Other times the animation is so integral to what's 
going on screen that until it's in place you'll never 
quite judge if it's right or not. As you go through 
this process, you're constantly reiterating where the 
design has gone, and where you should take it to 
next, and maybe stepping back and doing a bit of 
work on paper again before you go forward." 

And so it goes on. Sketches turn into scenarios, 
level ideas turn into level designs, characters finally 
interact with scenery and music is layered over the 
top. “It's when you have programmers, artists and 
level designers that you generally have the most 
people working on it," claims Brian. “Currently, we 
have three programmers, three artists and two level 
designers. The artists are less busy than they were — 
they've been working on the game for a couple of 
years now — so they are working on level design as 
well, and they're coming up with some really good 
ideas. We don't tend to have a very rigid structure. 
If the artists have good ideas for levels, that's great. 

aNizvoyvw 
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“There's always stuff you can add, parts you can GO! 
polish", continues Brian. “But it would be a never- Go! © 
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ending process. You need to decide when the effort 
stops being worthwhile. If you are going to take 
three weeks to add something that most people 
wouldn't even notice then it really just becomes a 
waste of time. Producers are generally quite good at 
saying that programmers are wasting their time on 
something. You have to be realistic but the bottom 
line is that the game must be good. It has to be 
something that we want to play." 

So, why do games always take such a long 
time? Like Brian says, it’s been a couple of years 

Time scales are important, but they 
aren't the bottom line. 

now for Silicon Valley. “DMA is more relaxed. Dave 
Uones, head of DMA) comes up with an idea and 
when we come up with a great game design that 
everyone here wants to play, then we work at it. 
Time scales are important, but they-aren'‘t the 
bottom line. Body Harvest took three years, Silicon 
Valley is coming up to two years, but we're more 
interested in making a really good game. Good 
games always sell.” 

But, it must cost sooooo much money. People, 
machines, licences, mistakes, they all cost money, 
surely? “Well, think about it”, says Brian, avoiding 
the direct issue. “Final Fantasy Vil had about 150 
people working on it for three to four years. Their 
costs would have been in the tens of millions. We're 
not talking that much on Silicon Valley, but it's still 
a very dear undertaking.” Yeah, but what does 
“dear” equate to in readies? “Um..." Not keen. to 
divulge, eh? Well, we'd imagine it’s closing in on a 
million pounds. No, really. 

Perhaps the order of development 
has been thrown a bit by the 
inclusion of playtesting. Why? Well, 
playtesting goes on just as soon as 
there's a version of the game up and 
running. Indeed, when N64 visited 
DMA 18 months ago, Body Harvest 
was being playtested for bugs even 
then - and by a staggeringly big 
team. Is this usual, then? “Yes. The 
sooner the playtesters can locate 
bugs, the sooner we can take them 
out and the sooner we can leave that 
section of the game alone", says 
Brian Baglow. Playtesting is actually 
a long, drawn out process. It requires 
meticulous research. It's not like 

playing a game, it's like doing 
homework. 

Still, once the in-house 
playtesting has been done, the 
game is shipped off to Nintendo 
and their two super-efficient 
playtesting sections: Japan’s Mario 
Club and America's Mario's 
Treehouse. “There are certain plans 
you've got to work within," 

illustrates Brian. “The Start 
button, for example, must 
pause the gameand bring 
up a menu. You can't just 
say, ‘Ah, to hell with 

everything’. They have some guidelines you have to 
work within. You've got to make sure these things 
are in place before you send the game off. And, of 
course, Nintendo are never shy about making 
suggestions. Body Harvest was originally a 3D 

shoot-'em up, 
but Nintendo 
came back to 
us very 
quickly and 
said that they 
were looking 
for an RPG." 

Chris van 
der Kuyl 
expands on 
this point: 

“Nintendo are the most 
pro-active company we've 
ever been involved with. 
We submit things to them 
very early on to get their 
approval. It goes to the 
Mario Club throughout 
development. You'd be mad 

PLAYTESTING 
_—_ 

taken it'on. 

Most publishers aren‘t set up to sell their games in every country of 
the world. Japanese publishers, for instance, don‘t know or understand 
the European-market as well as the focal fot. it would be folly to ignore 
us, though, for we have much money to spend. 

The alternative is to license the game to a European publisher. The 
PoC EVE rT oecee Serge tag eet eal ices tee lene ee ee eet lcm 
argument, negotiates a lump sum up front for the exclusive rights to 
the game, GT64 for want of a better example, At the same time 
Infogrames arranges to pay the foreign publisher — imagineer in the 
case of G764— a percentage cut of each game sold on top of the lump 
sum. this is typically £3 or £4 per cart, although it obviously depends 
on the quality of the game. 

5 BEE ei mse eee cs peel ur ti omaeluy tl oer eree Ute 
pee tele aiie[Uielert aie Mrmr iE ce-cen eile cme mencmcey Clie l eae g 
Bee etl se EticUb aes ic) Cumin ere) ms alm Chere BEET Ue Te) 
the same way, which is why Body Harvest is being published by 
Midway in the US and Gremlin over here. 

8 NOT 

to ignore the comments 
they come back with”, 
insists Chris. “These guys 
are fully representative of 
the people that are going to 
be playing it. | admire 
Nintendo a hell of a lot for 
their entire attitude and 
approach.” 

Once Nintendo have 
searched out any bugs or 
discrepancies in the game, 
the developer can make any 
tiny last adjustments. Then, 
final code of the game is 
sent to Nintendo once again 
before they give it the smile- 
inducing thumbs-up. 

Once the game is approved by 
Nintendo, all the flashy stuff can 
begin. The job of making people 
aware of the game and trying to 
shift more copies than the Bible lies 
at the feet of the publisher. And the 
publisher is not the same thing as a 
developer. 

Let's take an example. DMA 
have developed Silicon Valley. 
They came up with the idea, they 
saw the idea through and (in a 
couple of months) they finish the 
game off. And that's when the 
publisher comes in, Take 2 
Interactive in this case. They pick up 
the finished game, arrange 
advertising, ensure the game is 

packaged, order the cartridges from 
Nintendo and, eventually, put the 
game out onto the shelves. Sounds 
simple, eh? It isn't. 

“Even when the development 
is over — final code has been 
submitted to Nintendo in the US - 
the job isn't finished", admits 
Nathan Wilson. “The European 
release (of Mission: Impossible) has 
been delayed until September 1st to 

allow for a big marketing push 
over the summer, including 

cinema adverts. You also 
need to add on duplicating 

time for Nintendo, so that 
they can produce enough 

carts. This is typically four to six 
weeks depending on the time of 

year. But, you have to book a slot 
with Nintendo and, if you want to 

ship during the Christmas run-up (the busiest time 
of the year), then heaven help you if you miss it”. 

When you miss your slot, it's called ‘slipping’ 
and this is something that many, many publishers 
have done in the past. The problem with ‘slipping’? 
“It costs so much money", according to Nathan, 
which means something like Ze/da 64 has probably 

MARKETING, ADVERTISING AND PUBLISHING 



currently 
passing Beta 

tasting at 
Nintendo, 

Expect it to 
your local 

me time in 
September; 

A Body Harvest’s development is wrapping up 
round about now. DMA are designing packaging. 

already incurred staggering expenses. "There's a 
lot of development money at stake”. 

Once the reproduction of cartridges has been 
completed and packaging has been designed and 
printed, the publisher has to start booking shelf 
space at your local EB and Virgin Megastore 
(amongst others). Stores will only buy in significant 
quantities of the games they're sure will sell well, 
and it's up to publishers like Infogrames to 
convince them that they're on to a winner with 
each and every title. This means securing extensive 
coverage in the trade magazines like N64, and 
negotiating, discounts and sale-or-return deals with 
the retailers. Of course, matters are helped 
considerably if respected magazines like this one 
give publishers a good review. Then, when they 
present their case to the stores, they've got 
concrete back-up to their claims that the game in 
question will sell. 

Advertising is just as important. It's not only 
about making consumers aware of your game but 

Something like Zelda 64 
has probably already 
incurred staggering 
expenses. Why? The 
team, the size of the 
game and it ‘slipping’. 

drumming up anticipation for it. But, advertising 
isn't merely about sticking a couple of pretty 
pictures on a page in a magazine somewhere. To 
really make people sit up and look, you have to 
go that extra bit further. Like Max Clifford's PR 
and Advertising agency did with DMA's recent 
Grand Theft Auto. After quietly letting the 
national tabloids know what the game's content 
was about, they sat back and watched as The 
Sun and The Mirror went haywire, plastering the 
game across their pages and calling it, among 
other things, “obscene”. And, of course, no 
publicity is bad publicity and GTA has been in the 
Top Ten for months. 

THE REAL COST 
No one likes the idea of shelling out 50 or 60 quid for a game, particularly if it's a bit of a dud. But 
who do you think is getting all this lovely wonga? 

First impressions would suggest that the retailer is making a killing. Hardly. At the cut price of £50 
the retailer would be lucky to scrape in £7 of that. Considering they make about £15 on a PC game, 
they tend to be grateful that big console games do at least fly out of the door. That's also why PC 
games tend to encourage a retail price war, but console prices are fixed around the country. 

Perhaps the publisher does rather tidily out of it. At an average of £5 they should be so lucky. 
With the full cost of development hiding in this ‘profit’, publishers need to hope to shift at least 
100,000 copies worldwide if they hope to break even. There are enough N64's out there, and 
thankfully few enough new releases 
that there isn’t the competition of the The Government is probably 
PC and PlayStati kets, wh ao - = 
ore tar ercet pemes Heke doing best in this deal. VAT 

The G t i bably doi bestin this deal. VAT at17.5% means. @€ 17.5% means nearly 9% 
that nearly £9 goes to Parliament. The of profit goes to Parliament 
| t chunk goes to Nintend = ir 
argest chunk gi ntendo for doing nothing at all... themselves, though, who get a 
whopping 50% of the sale price. 
Nintendo duplicate and supply the cartridges, selling them for around £25 each (now that the price of 
games has fallen — they used to cost £28 each). But even Nintendo don't do that well out of it. They 
need this massive per-game revenue to pay for all the consoles they practically gave away. An N64 
has around £300 worth of components (although Nintendo's bulk buying does make it a bit cheaper 
for them). They heavily subsidise the cost of the console to get you to buy it. When plenty of people 
own consoles they get their money back through the games you buy. 

The other £4.25 is split between advertising, packaging and distribution (the people who make 
sure the cartridge gets from a warehouse to the shops — the middlemen if you like). Advertising is the 
biggest share at £2.25, but if it wasn’t for this money magazines like this one would cost more to buy. 

So, although you are paying £50 a game, you are actually subsidising your other habits. £50 is a 
lot of cash, but when it's spent on something as good as GoldenEye it suddenly seems like a bargain. 
£50 can go behind a bar in a few hours. GoldenEye is for life. 
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Coming soon in... 
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We hardly dare say - in case Nintendo delay it 
again — but next issue our cheeks will be flapping 
to the mighty speed fest that is... 

- the on Say 

5 Tbe TIME ane MISSION: 
INPOSSIBLE 
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appearance in the reviews 
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and a pleasingly large 
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AND : 
We'll have everything you'll ever need to know about 
Banjo-Kazooie in what will probably be a record-breaking 
burst of tippage. Not bad eh? 
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MAGAZINE 

“FOR NINTENDO 64 FANS 

WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/PRESERVING /A’ PART 
OF/CLASSIC GAMING ‘THAT SEEMS TO BE/OVERLOOKED MOST /OF/ THE TIME. 
NAMELY) CLASSIC VIDEO GAME MAGAZINES. 
OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 
AND DIGITIZING, THEM BEFORE THEY /ARE LOST FOREVER. 
BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE’ SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 
THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 
THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 
THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 
AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 

THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A,/CERTAIN DATE, IS TO/GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR DIGITAL VERSIONS /OF/ THEIR /OLD MAGAZINES 
IF/ THEY, WISH TO DO,/SO. 
THESE’ ARE HARD ENOUGH TIMES /AS/IT/IS/FOR’PRINT/ AND / THE /LAST//THING 
WE’ WOULD WANT, ISTO /DO'IS HAVE’ ANY/KIND/ OF, NEGATIVE EFFECT/ON THEM. 
WE’ SEEK OUT TO WORK’ WITH PUBLISHERS’ AND/ ARE’ ALWAYS LOOKING /TO 
SEEK /APPROVAL TO DIGITIZE,/ RESTORE /AND RE-DISTRIBUTE /THEIR WORKS 
IN/ WHATEVER WAY, THEY, SEE FIT. (PUBLICLY /OR / WITH SILENT /APPROVAL) 

WE HAVE /NO INTENT /NOR DESIRE / TO’ PROFIT; FROM) THESE’ DIGITAL’ MAGAZINES 
IN’ ANY WAY, SHAPE,/OR FORM.’ NOR/DO/WE’ HAVE ANY/DESIRE /TO/FINANCIALLY 
HARM ‘ANY PUBLISHER, EDITOR, /WRITER/OR PERSON INVOLVED IN CREATING 
THESE,,/OR’ ANY /OTHER’ MAGAZINES FOR/THAT/ MATTER. 
WE/ARE’NOT HERE /TO/DO HARM,’ BUT//TO; HELP /PROTECT/ THEIR /LEGACY. 
THAT /IS/WHY / THE /PRE-2000 DATE /IS/IN/ PLACE: 
TO/PROTECT,/THEIR/ BUSINESS /AND ' LIVELY-HOOD,/AND /TO/MAKE’ SURE /THAT/ WE 
WILL: /BE/ABLE’TO KEEP/ ENJOYING’ NEW /MAGAZINES’ FOR MANY/YEARS /TO/COME, 
WHILE /AT//THE’ SAME /TIME/ ENJOY THEIR’ BACK /CATALOGUE. 

WE’) WOULD LIKE /TO THANK’ EVERYONE /WHO/MAKES THIS’ PROJECT POSSIBLE. 
FROM /THE’ ORIGINAL’, WRITERS,’ EDITORS’ AND/ PUBLISHERS,’ TO/ THE /CURRENT, 

COPYRIGHT /OWNERS AND ‘EVERYONE /INVOLVED IN /ACQUIRING,’ DIGITIZING, 
RESTORING, /PRESERVING /AND DISTRIBUTING / THESE’ MAGAZINES. 

ONE L-AST/ THING: 
IF/YOU /COME/ACROSS’/ANYONE /TRYING /TO/ SELL’/ ANY, OF / THESE’ DIGITAL 
MAGAZINES,’ OR/PROFIT/FROM /THEM IN /ANY/WAY,/SHAPE/OR FORM, 
PLEASE DO/NOT, SUPPORT//THEM! 

THANK’ YOU! 

Max-Rez 
Version 
(2560 pixels) 

YOU ARE / VIEWING |THE /)"MAX—REZ” / VERSION OFTHIS ISSUE’ RIGHT/NOW. 
THIS/ VERSION IS CREATED FOR OPTIMAL’ VIEWING/ON LARGE DISPLAYS. 

IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION 
OF THIS ISSUE, FOR USE ON A) TABLET OR PHONE, 

BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 


